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A di sk contai ni ng al l  o f  t he  8-bi t
programs from each issue of PAGE 6
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subcription• Si ngl e pr i ce E2.95 per
disk. Subscription rates (6 issues)
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PAGE 6  welcomes and encourages its read-
ers to submit. articles, programs and reviews
for publication. Programs must be submitted
on disk or cassette, artic les should wherever
possible be submitted as text files on disk. We
seek to encourage your partic ipation and do
not have strict rules for submissions. If some-
thing interests you, write a program or article
and submit  it !  Appropriate payment will be
made for all published programs and articles

All original articles, programs arid other mate-
rial in PAGE 6  is  copyright of  the author as
credited. A l l  uncredited material is  copyright
PAGE 6 .  Unles s  containing t he by-line A l l
Rights Reserved' any material in PAGE 6 may
be reproduced b y  Us er Groups  and  other
non-profit making organisations provided that
the author's  name is  included and PAGE 6 is
credited as  the original publisher. Permission
to publish elsewhere should be obtained from
PAGE 6  or the author. Editors of newsletters
reproducing material are requested to send a
copy o f  t he relevant issue t o  the Editorial
address of  PAGE 6  Whils t  we take whatever
steps we can to ensure the accuracy of arti-
cles arid programs and the contents of adver-
tisements, PAGE 6  cannot be held liable for
any errors  or c laims made by  advertisers.

ATARI (TM)  i s  a  regis tered t rademark  o f
ATARI CORP,  A l l  references should be so
noted. PAGE 6  is  an independent publication
and has  no connection with Atari or with any
other company or publisher.

The next issue of PAGE 6 will
be on sale 26th January 1989.

Editorial copy date
is 12th December

C O N T E N T S
J I N X T E R  by John Sweeney
A magical adventure for  a ll Ataris
T I M E  T O  K I L L  by Gregory Francis Benham
Become a  Sherlock Holmes T Y P E
TUTORIAL SUBROUTINES by Ian Finalyson
Keep track of  your program revisions
WRIT E YOUR OWN BOOK by William Benbow
It  really is possible to wr ite  a book on a 130XE!
J U M B L E  C E L L  by John Lawford
A puzzling puzzle
M I C R O L I N K  M O D E M  by John S Davison
A new modem package reviewed
MOVE IT  with  CHARACTERS by Robert Gibbons
Some super animation simply done
T O M A H A W K  by John S Davison
Our reviewer is up in the a ir  again!
R E F L E X  by Bill Halsall
Fast 1 or  2 player  goal scoring action
D A V E  T ' s  D I S C O  by David Thomas
More great music from the maestro
F I R S T  STEPS by Mark Hutchinson
The history of PAGE 6!
B A L L B E N D E R  by Dove Hitchens
Bend the ba ll or  bend your mind! T Y P E  IN
STRUCTURED PROGRAMMING by Roy Goring
How to improve your programming skillsTURBO BASIC
The SOFTWARE REVIEWS -
Pothole Pete - Revenge I I  - Spooky Castle - Cops 'n Robbers - Pro
Golf - Daylight Robbery

ST FILE

ST W A R S  by Ron Stewart 5 2
Two new British wargames reviewed
M A D  by Paul Lay 5 4
Type in ST BASIC - run in machine code! T Y P E  IN  LISTIN G
GAMES REVIEWS 5 9
Sidewinder - Battleships - Buggy Boy - Masters of  the Universe
-Bomb Disposal - Stock Market - Thundercats - The Uninvited
Pandora - Revenge I I
V IR U S E S  by Richard Karsmakers 6 4
How to combat something nasty in your ST
CARRIER COMMAND by John S Davison 6 8
A classic is born
F O N T Z !  by Matthew Jones 6 9
A utility  tha t  could be every programmers de light
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THE CREDITS

All of  the usual s tuff  is on page 3 but  here
are the people who mode this  issue possible.

Les F i l i n g h a m  did the edit ing,  lay out  etc.

Sandy  looked ot ter the advert is ing

Stacey did all those things around the office
wit hout  whic h we would  not surv ive (espe-
d a i ly  mak ing  the Editor's  coffee!)

Special thanks  to John Barns ley  who did a
lot of  the peparotory  work  for this  issue.

The Regular Contributors ,  who  prov ide the
backbone of  the magaz ine and can general-
ly  be relied upon to come up wit h  good
art ic les  and reviews, are

Car r y Francis
Ma t the w  Jones
l ohn Davison Ir
Paul  Ri xon

Ma r k  Hutchi nson
John Davison
l ohn Sweeney
Da m on How a r th

All other cont ributors  for this  issue are indi-
v idually  c redited alongs ide their art ic les  or
programs. Thank s  to everybody for s haring
their work  and enthus iasm wit h  other Atari
users.

This issue is dedicated to all those committed
readers and contributors who wrote or phoned with
encourogement and support when this issue did
not appear when it should have done and to all
those who were happy to wait. Without your sup-
port this issue may never have appeared. Caring
about what you produce is, unfortunately, not the
way of the world nowadays but Page 6 will carry
on caring about Atari in its own unique fashion
long after others have lost interest, even if it does
have its problems!

Serious? You bet! But  A tari is supposed to be
fun as well isn't  it?

The nex t issue of  PAGE 6 could feature
YOUR art ic le or program,  so SEND IT IN!

PAGE 6 shows just what you can do with yOur Arun. With
the erreprion o f  rinot output on a  Linotran arid use o f  a
repro camera fo r the listings and photos, the m a r l in e  is
prepared entire)
, w i t h  
A t a r i  
b a s
e d  
e q u i
p m e
n t  
a
n
d  
s o
f t
w a
r e

- not a Macmtosh or 18A4 in sight! Hardwore used include
,130XE. 1050 disk drive. 810 elksk drive. 410 cassette
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, a s °  
I n t e r
f a c e  
N E
C  
8 0
2 3  
p r i
n t
e r ,  
1 0
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.

SA4124 Monitor. Atari SHAM hard disk drive, Cumana I
meg disk drive. Epson RA100 printer. Kyocera laser punter.
Mkrostuffer printer buffer. Software includes Superscript
Turbo Basic Kermit  PC inteiromm. TAlli•TALK, Print Wiz.
PC intercomm SlWriter, Protest and Fleet Street Publisher.
Articles and programs submitted on M I KE disks are sub-
jected to various custom written programs before being
transferred acmss to the ST via TARI-T Al l . Ail major
editing is done with Protest and pages are la id out with
Eitel Street Pubtisher. A disk with the finished page, is sent
up to The Setting Studio Ins Newcastle to typesetting bureau
who really know what they are doing with the ST) to be
output on a tinotran 300 and, he presto, rmished pages
are sent back. I t  t r a y  does work • at MO! All reTor IA left is
to drop in  the listings and photos. Well, it 's not quite as
easy as that, but you get the idea.'

Edeteptiat

WELCOME BACK!
I hope that you are as pleased as we are

that the problems experienced in recent
months have proved to be only temporary
and that PAGE 6 is back on a regular
schedule. With a fair wind we should now
sail on forever! Regrettably we have had to
increase the cover price to £1.50 not least
because the cost of paper and printing has
gone up three times since we set the pre-
vious price! Hopefully it won't hurt too
much!
Your letters and calls of encouragement
during the troubled times were certainly
appreciated, it's nice to know that those
Atari owners we started off with almost six
years ago, and those who have discovered
Atari in  recent years are still as dedicated
as always. Without your support I may
have decided that all the effort was not
worthwhile but, fear not, PAGE 6 is here to
stay and will continue to bring you the
same sort of in-depth coverage that you
may not find elsewhere even though this is
not the type of thing that brings the mass
audience. fudging from the style of many
of the successful computer magazines now
around it seems that it is not what is said
that is important but rather how colourful
the pages are and how up to date or
ahead the reviews are. It seems that the
recipe for success nowadays is to review
something that is not yet out, even if it
means cribbing the advance packaging
notes, and dressing the whole thing up
With lots of colour. You will know that the
PAGE 6 style is far different, indeed we
may review software that is six months old
or more, but the crucial difference is that
in all of our in-depth reviews the reviewer
has played the game for a long time and
writes from your point of view rather than
that of a journalist. If a game is good
enough, it will be around for a long time
and we believe that a good review is valid
even if  everybody else has reviewed the
software before. So stick with PAGE 6 for
the in-depth stuff, but also let us know
what else you would like to see. Th is issue
we have a survey so that you can tell us
what it is you would like to see in future
issues. I apologise for the waste of a page
but we have been putting this survey off
for a number of issues and, give the cur-
rent state of the Atari 8-bit market, I feel
that it is important that we discover your
feelings. Please take a little time out to
complete the survey, it  is important.

SUPPORT

Mention of the current state of the 8-bit
market brings me on to another matter
that needs to be aired and that is the level
of support that you give to those com-
panies who are gamely hanging on and
producing new 8-bit software. Two such

companies are Zeppelin Games and Atlan-
tis software who remain committed to the
8-bit market and release regular titles.
Zeppelin, in particular, are to be commen-
ded in bringing out Draconus as a full
price title in a market dominated by distri-
butors and retailers who are only interes-
ted in selling volume low cost items. To
introduce a full price Atari range now is a
brave step indeed but it shows that there
are people who still care about your
machine and it is vitally important that,
in turn, you let them know that you
appreciate their support. We  have not
been able to review DTOCOMIS in time for
this issue but if the game is anywhere near
the standard of Zybex, then it is likely to
be another gem. Seek it out, along with all
other new Atari software you can find, buy
it if  you like it, but don't stop there! If you
buy the games direct from the publishers
they will know of your interest but if you
prefer to buy from your local dealer or a
mail order supplier they might never know
so why not drop the likes of Zeppelin and
Atlantis a line every time you buy one of
their games? Tell them that you appreciate
their support of your machine and tell
them how good (or bad!) you thought the
game was, believe me they will appreciate
the feedback no end.
With a little time and a second class
stamp you can ensure that companies
continue to support your machine. With-
out your feedback these companies may
assume that the interest is no longer there
and may decide, as many others have
done, to go over to other machines and
that's not what you want is it? Buy the
software and then pick up a pen.

A NEW STYLE

At last the dream appears to have come
true! This issue (fingers crossed!) will be
produced fully on Atari equipment right
from conception to typesetting and layout
thanks to a typesetting bureau called The
Setting Studio who actually know what
they are talking about with regards to the
ST and Fleet Street Publisher, What a joy it
is to talk to someone in business who
actually understands what I am talking
about! Desktop Publishing is now part of
the 'lifestyle', with dozens of dedicated and
expensive systems around. Thousands of
people are now copying the notes from
their Filofax and producing new 'mags'
(entirely DIP you know!) but few have
been able to produce work that looks as
good as that produced by conventional
means. I may be putting my head on the
block (since I haven't actually seen the
results as I type this!) but it looks as if the
cheap and humble Atari ST is the machine
that can really produce the results.
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STOP PRESS
STOP PRESS

A NEW LOOK MAGAZINE
TO CONTINUE SUPPORT

FOR YOUR 8 BIT ATARI IN
THE YEARS AHEAD

Literally in the last couple of days before this issue went to press PAGE 6 completed
discussions with Database Publications which resulted in an agreement for PAGE 6 to
take over the ATARI  USER title and so produce a combined magazine that will continue
to provide ongoing support for the Atari  X L  and X E  computers. PAGE 6 readers need
have no concern about major changes in the format of the magazine which will continue
to support ATARI  users in the way i t has always done -  the best of ATARI USER will
be incorporated in PAGE 6 to provide the very best and the ONL Y  national magazine
to support your computer.

Look out for the new PAGE 6  ATARI USER on sale 19th JANUARY
Come and have a chat about our  plans at the Atar i Chris tmas Show!

Page 6 - Issue 35  5



n e w s c e n e
XL/XE MEANS BUSINESS
Although there are a number

of owners  wh o  have used their
XL/XE. systems for business pur-
poses over t he years i t  is prob-
ably fair to say that there are far
more users who  do  not  realise
just h o w powerful the Atari can
be i n  bus ines s  appl ic at ions .
Programs s uc h as  Sy nfi le and
Data Perfect  hav e  been avail-
able i n  t he past but  now there
is a  f u l l y  int egrat ed business
package available i n  t his  coun-
try f rom Computerhouse•
TURBOBASE has received rave

reviews in  t he States, not  least
for it s  c ompat ibi l i t y  wi t h  Data
Perfect a n d  Synfi le,  b u t  i t  i s
much mo r e  t ha t  jus t  anot her

Any At ar i  8  b i t  o wn e r  wh o
went  along t o  t he PC Show in
September wo u l d  h a v e  been
sorely  d i s a p p o i n t e d  b u t
amongst t he mi l l ions  of  bits of
paper l y ing  around was  a very
in t e res t ing  l e a fl e t  f r o m
KEYPUNCH Software. I nc luded
in t he  range was a number o f
XL/XE t it les ,  n o n e  o f  wh i c h
appear t o  hav e been released
over here  before.  Th e  l is t  i n -
cludes Gambler,  Ru n  Fo r  The
Money,  St rategy  Simulat ions ,

6 P a g e  6 - Issue 35

database. Turbobas e f eat ures
three r e l a t i o n a l  databases ,  a
word  processor,  spreadsheet ,
f ul l  ac c ount s  sys tem,  r e p o r t
generator, invoic ing,  inventory /
stock cont rol,  payroll,  a fl ex ible
mai l ing system and more and is
available i n  b o t h  4 0  c o l u mn
and 8 0  c o l u m n  v e r s i o n s .
Sounds t oo good t o be true but
the produc t  was  awarded a n
'Outs tanding Product '  award by
ANTI C magaz ine a n d  has  re-
ceived excellent  reviews in that
magazine and others, one call-
ing i t  ' t he mos t  powerf ul  busi-
ness package for any 8-bit  com-
put er ,  i n c l u d i n g  t h e  8 - b i t
IBMs'. The program comes wit h

ATARI COMES TO GREENDALE

Now here's a piece of  sof tware t hat  wi l l  have a lot  of small Atari
owners jump ing  up  and down and fi ght ing mum and dad for the
computer!  Alt ernat iv e Sof tware hav e secured t he license t o  t he
popular Pos tman Pat  a n d  hav e announced t hat  an At ari 8  b i t
version wi l l  be released, hopefully  in t ime for Christmas. Alterna-
tive say t hat  t hey  wi l l  produce a game that wi l l  appeal to all age
groups as, i n  addit ion t o  t he younger persons  opt ion,  the game
has been wri t t en i n  such a  way  that  it  can be treated as a serious
game f o r  adults. 'True f ami ly  games on  t he At ari have been few
and f ar between and t his  could wel l  become a f ami ly  favourite.

A NEW RANGE OF )(Lin SOFTWARE?
Adventure Pak,  Space Games,
Arcade. II, Greatest Hits ,  Fun in
Learning.  F u n  i n  Nu mb e r s ,
Mi n d  Maz es ,  M o n e y  Too ls ,
Dungeons  o f  Des pair,  Sport s
Spectacular,  Arc ade Bonanz a
and Ac t ion Adventures.

All o f  t he t it les  retail at E5.99
a l t h o u g h  w e  a r e  n o t  s u r e
whether t hey  are disk or casset-
te, a t  t h e  t i me  o f  wr i t ing we
have not  been able t o  get  any
further details  o f  t he software.
Key punc h a r e  a n  A me r i c a n

a 700 page manual  inc luding a
Quick  c ours e a n d  Cook book
and mus t  surely  be considered
for any  small businessman who
owns an At ari X L  or  X L
The 40 c olumn vers ion retails

at £119 and t he 80 c o lumn at
E.129. Congratulat ions  must  got
to Comput erhous e f o r  hav ing
the enterprise to make this type
of sof tware available and we are
sure t hat  t hey  wi l l  be happy  to
prov ide y ou wi t h  further infor-
mat ion o r  ans wer  a n y  ques -
tions. Comput erhous e c an  b e
contacted at  14 ,  Romily  Court ,
Landridge Road,  Fulham,  Lon-
don SW6 411.  Thei r  telephone
number is  01 731 1276.

WATCH
TV!

Remember t he TV commerc ials
last y ear  f or t he ST? Wel l  t his
Chris t mas  A t a r i  p romis e,  i n
addit ion t o  t he ST advert is ing,
a £400,000 TV campaign for XE
games s y s t em a n d  t h e  VCS.
Note t he words  'games  system'
for t he commerc ials  are unlike-
ly to promote the XE in the way
that  mos t  PAGE 6  users  wi l l
know t hat  i t  c an be used, bu t
the me r e  men t i on  o f  t he  XE
computers mus t  b e  a  benefi t.
part icularly  as  t he  sof tware is
ident ical.  Besides c reat ing pub-
lic awareness, public it y  o f  this
sort encourages software houses
to keep support ing the machine
and t hat  c an only  he of  benefit
to every At ar i  user.

c ompany  a n d  t h e  U K  o rde r
address i s  Key punc h Sof tware
Ltd., P. O.  B o x  874 ,  London ,
N21 311. We  wi l l  t ry  and bring
you mor e  details  of  what  could
be a n  int eres t ing add i t ion  t o
the ev er  dec reas ing range  o f
new t it les f or t he 8  hit .  I n  t he
me a n t i me  w h y  n o t  d r o p
Keypunch a  l i n e  t o  ex pres s
y our i n t e res t  a n d  l e t  t h e m
know t hat  we  are all interested
in k nowing about  new software
for t he At ar i  8  bit ,

THAT'S
A JOYSTICK?

For t he very  fi rs t  t ime,  a joys-
tick you can hang your coat on!
If you t urn the picture sideways
you wi l l  get a glimpse of one of
the n e w generat ion of  futurist ic
joysticks f rom Konix  called the
Navigator. Kon i x  c la im t hat  is
the best joyst ick they have ever
produced. Firs t  conceived over
two years ago, t he Nav igator is
suitable f or lef t  or right  handed
players and  uses microswitches
s imilar t o  t h e  popu la r  Speed
King. I t  als o features Autofi re
and K o n i x  c la im t h a t  i t  w i l l
pass every  conceivable waggle
test. I I  y ou want  one it  wil l  set
you bac k  E14. 99 wh i c h  is n ' t
bad, as  a  des igner c oat  hook
would cos t  y o u  a t  least twice
that!

ZEPPELIN
FLYING HIGH

Flushed w i t h  t h e  success o f
t heir b u d g e t  labe l ,  Zeppe l in
games have launched a new full
price label t he fi rs t  t it le will be
for t he Atari 8  bit .
DRACONUS is the name of the

game a n d  i t  promises t o be a
blockbuster wi t h  a great deal of
t ime a n d  ef f or t  hav ing  gone
int o p r o g r a mmi n g  t h e  At ar i
version. As k ed w h y  Zeppel in
were l a u n c h i n g  a  l u l l  p r ic e
label,  De r e k  Brews t er  s tated
that "Wi t h  a l l  the money spent
on c onv er t ing t he  t it le t o the
Atari, i t  would be totally  uneco-
nomic  t o  sell it  a budget price".
Draconus w i l l  be a t op selling
game f or t he Atari over Christ-
mas, w h y  wai t  f or  the review,
on t he s t rength of  ZYBEX - one
of t he best Atari games in many
a year,  y ou can t rust  Zeppelin
and g o  and buy  i t  anyway!



GET AHEAD OF THE REST WITH PULS R

(Allow 28 days for delivery)
Item Price Oty

Total value
E p

FIG FORTH DISK E14.95
FIG FORTH + MOUSE 05.00
MOUSE HANDLER E24.95
PROCOPY E14.95
Public Domain E2.50 each Attach list

SPEED UP YOUR PROGRAMMING
with

i r c  nEkIT L O D
-
S I L TTHE NEXT DIMENSION

The fast and versatile language
for the 8-bit Atari with a minimum

of 48k memory.

FIG FORTH comes with useful
sample programs and can also be
used with an ST MOUSE with no

hardware modifications

FIG FORTH DISK
E14.95 inc. Postage
FIG FORTH + MOUSE

E35 inc. Postage
FREE postage UK only

PULS/  13
I  c

I  Send to: Pulsar Software Ltd. 4, Church Hill Road, C r e d i t  card expiry dateEast Barnet, Hens, EN4 8TB
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Postcode

4 Church  Hi l l  Ro ad ,  Ea s t  Barnet ,
Tel. 01-441-0799
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NEW ON THE MARKET

MOUSE
HANDLER
CAPABLE OF SMOOTH
PRECISION DRAWING

ST MOUSE with no hardware
modifications for use on

any 8 bit Atari

ST MOUSE +
HANDLER DEMO PROGRAM

E24.95 inc, Postage

FREE postage UK only

PUBLIC DOMAIN
SOFTWARE

ALL DISKS E2.50
Send S.A.E. for full price list
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OUR LATEST RELEASE

PROCOPY
If you are tired of waiting for

your games to load

PROCOPY IS THE ANSWER!

Procopy will copy tape/ disk
/ and disk boot ROMs and

save them to disk
REQUIRES XL/XE 64k

DON'T PLAY THE WAITING GAME

ORDER PROCOPY NOW

PROCOPY (disk)
04.95 inc. postage

FREE postage UK only

Herts E N 4  EITB
FAX No. 01440 3474

OR I enclose cheque/postal order for E

Cheques/postal orders should be crossed and Co/ and
payable to Pulsar Software Ltd.
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Reviewed by  John Sweeney

In the beginning was The Pawn w h i c h
turned out to be a reasonable adventure,
but with quite a few flaws and nothing
like as good as it was claimed to be. They
say you learn by your mistakes, and, for-
tunately for all us adventurers, Magnetic
Scrolls seem to have done just that! Their
second game, The Guild of Thieves, was
excellent and so is their latest offering -
linxter.
You know you are in for lots of fun when

you boot the game and instead of the
usual boring copyright notice you get:
"Version 1.0• And a jolly good version it is
too. All rights reserved. We really mean it.
No messing!". The game is packed full of
humour ju s t  try examining a wall or the
path in the garden - the responses are
superb! There are also some nice little re-
ferences to other adventures dogs eating
microscopic space fleets and mailboxes
coming to life! You will meet some very
strange characters, especially the Guar-
dian who recruits you to do a little job for
him, to be precise he co-opts you as Spe-
cial Consultant to the Investigative Sub-
Committee of the Interdepartmental Steer-
ing Committee of the Working Group of
the Standing Committee on Administra-
tive Administration and Internal Affairs
to:

• Locate five missing enchanted Charms
* Gain access to the enchanted Bracelet

of Turani
* Reassemble the Charms on to the

Bracelet
* Utilise the power of the Bracelet against

the Green Witches

Unfortunately, the Green Witches have
bribed members of the public to conceal
the Charms (so don't expect a lot of help
from the locals!) and the Bracelet seems to
have disappeared completely.
linxter is basically a straight forward text

adventure, with Magnetic Scrolls usual
high quality pictures - great if you like
that sort of thing - but personally I turn off
the pictures fairly early in order to speed
up responses and make more room on the
screen for text. I usually turn them on
again once I have solved the puzzles, then
just run through all the locations to have
a look at the pictures, certainly some of
them on the ST are very impressive. There
are some extra commands to vary the
picture presentation on an ST Mono
screen, but I haven't seen the results. The
ST also has a TEXTSIZE command so that
you can choose small characters for a
monitor or large characters for a TV.
Other useful facilities include the ability
to edit your input, recall the last com-

mand, and (on the ST) define a function
key as a command (e.g. make 11 mean
GET ALL). Lots of abbreviations make
most of the common commands very easy
to input, including Z for WAIT which
failed to get into the documentation!
The packaging is excellent and includes
comprehensive coded hints in case you get
stuck, and there is certainly plenty of
opportunity for that! The game starts off
fairly sequentially as you find your way to
your own house, then past various dangers
such as wild bulls and barbed wire to your
friend Xam's house. There you find the
Lagoon and a major problem of how to
cross it - it's too cold to swim, the boot is
rotted and the canoe is holed!
Once across the lagoon the game opens

up a bit as you now have a whole village
to explore post  office, pub, bakery, clock-
maker and the beautiful carousel illus-
trated on the box cover. There are lots of
interesting puzzles to solve as you search
for the missing charms, however by now
you should have acquired a couple of
them and these are pretty powerful magic
in their own right - allowing you to cast
spells such as Freeze and Animate. The
Guardians are not very good at remember-
ing words so the charms (and indeed any-
thing the Guardians talk about) tend to be
referred to as doodahs, thingys, oojimys,
watchercallits and doofers. All you have to
do is "find the wossname, say the doodah,
and thing's your wossname. Charm.
Word. Bob. Uncle. Narmean?"
Despite his failings in the memory depart-

ment your own personal Guardian is ex-
cellent at his job, i.e. guarding you! He
appears whenever you are in danger of
dying and ensures your survival, usually
in an entertaining manner, thus avoiding
all those boring deaths and RESTORES pre-
valent in so many other games. He also
often appears when you are stuck and
offers the odd hint, especially if prompted
with the right question, assuming you can
actually get his attention away from his
obsession with cheese sandwiches!
The latter ports of the game are also a

little bit sequential as you finally locate
the bracelet and attempt to defeat Ms Jan-

nedor Nasty, 186 who is behind all your
troubles, but finding the correct route is
not easy there  are lots of red herrings,
and lots of opportunities to miss some-
thing along the way. Some things you
only get one chance at, so if you are really
stuck it is well worth playing the game
through from the beginning again in case
you can spot something you missed or
ways to interact with any of the strange
events that occur throughout the game!
As far as playability is concerned I found

I inxter a lot less frustrating than Magnetic
Scroll's previous offerings in terms of get.
ting it to understand my input. I found a
few minor niggles and inconsistencies but
nothing enough to detract seriously from
the game - just beware if a match blows
out - get rid of it - the game has great
difficulty working out which match you
are referring to next time you try and light
one! My only real disappointment was in
the final defeat of jannedor and the subse-
quent events. Even in retrospect I don't see
why casting that particular spell in that
way at just the right time should have that
effect, or how you are supposed to work
out that you should try it even  though
the result lets you know you are on the
right track and, amusing as the ending is,
it was still a trifle too obscure for me!
Nonetheless jinxter is an excellent game

for all fun-loving, puzzle fiends. It hangs
together well, has lots of great atmosphere
and humour, and is thoroughly recom-
mended for the ST where its sub-second
response times make it extremely play-
abli. Unfortunately on the XL/XE the re-
sponse times are similar to those in The
Guild of Thieves - 30 seconds average until
you turn off the pictures, and even then
the response times fluctuate wildly from 4
to 20 seconds, often around 10 to 12, but
with frequent 20s. I found this made the
game almost unplayable at times - if you
type a few commands into the key-ahead
buffer you can get some very long waits!
(It would also help if they made the buffer
bigger i t  certainly isn't adequate at the
moment!) There are plenty of equally good
games from other companies without this
frustration, but if  you want to play ftnxter
on your 8-bit machine then we should at
least be thankful that Magnetic Scrolls are
still supporting the good old machines.
The next one from Magnetic Scrolls is
apparently quite a different type of game -
"Corruption" - deceit and intrigue in the
world of High finance - but as long us
they keep up this kind of quality I'm sure
we won't be disappointed!

Available f o r bo th  At a ri  X L / X E  a n d  ST
Published b y  Mag n et ic  Scro l ls /Rainb ird

ST version -  £24.95
800/130XL(s1c) version -  £19.95

requires 1050  Disk  Driv e
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, H OW TO TYPE IN  THE LISTINGS
and get them right!
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*  P A G E  6  b a s e d  o n  T Y P O  I I  *
*  p u b l i s h e d  b y  A N T I C  m a g a z i n e
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MA 1 0 0 0 DATA 1 0 4 , 1 6 0 , 0 , 1 8 5 , 2 6 , 3 , 2 0 1 , 6 9
HG 1 0 1 0 DATA 2 4 0 , 8 , 2 0 0 , 2 0 0 , 2 0 0 , 1 9 2 , 3 6 , 7 0 8
OB 1 0 2 0 DATA 2 4 2 , 9 6 , 2 0 0 . 1 6 9 , 7 9 , 1 5 3 , 2 6 , 3
R K 1 0 3 0 DATA 2 0 0 , 1 6 9 , 6 , 1 5 3 , 2 6 , 3 , 1 6 2 , 0
RR 1 0 4 0 DATA 1 8 9 , 0 , 2 2 8 , 1 5 7 , 7 9 , 6 , 2 3 2 , 2 2 4
T 1 0 5 0 DATA 1 5 , 2 0 8 , 2 4 5 , 1 6 9 , 9 3 , 1 4 1 , 8 3 , 6
KC 1 0 6 0 DATA 1 6 9 , 6 , 1 4 1 , 8 4 , 6 , 1 7 3 , 4 , 2 2 8
EU 1 0 7 0 DATA 1 0 5 , 0 , 1 4 1 , 9 5 , 6 , 1 7 3 , 5 , 2 2 8
BK 1 0 8 0 DATA 1 0 5 , 0 , 1 4 1 , 9 6 , 6 , 1 6 9 , 0 , 1 6 2
KK 1 0 9 0 DATA 3 , 1 4 9 , 2 0 3 , 2 0 2 , 1 6 , 2 5 1 , 9 6 , 0
ZR 1 1 0 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0
LO 1 1 1 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 3 2 , 9 4
Jfi 1 1 2 0 DATA 6 , 8 , 7 2 , 2 0 1 . 1 5 5 , 2 4 0 , 5 5 , 2 3 0
TV 1 1 3 0 DATA 2 0 3 , 1 3 3 , 2 0 9 , 1 3 8 , 7 2 , 1 6 9 , 0 , 1 3 3
114 1 1 4 0 DATA 2 0 8 , 1 6 2 , 8 , 1 0 , 3 8 , 2 0 8 , 6 , 2 0 9
ME 1 1 5 0 DATA 1 4 4 , 7 , 2 4 , 1 0 1 , 2 0 3 , 1 4 4 , 2 , 2 3 0
R1 1 1 6 0 DATA 2 0 8 , 2 0 2 , 2 0 8 , 2 3 9 , 1 3 3 , 2 0 7 , 2 4 , 1

6 5
TM 1 1 7 0 DATA 2 0 4 , 1 0 1 , 2 0 7 , 1 3 3 , 2 0 4 , 1 6 5 , 2 0 5 ,

1 0 1
All 1 1 8 0 DATA 2 0 8 , 1 3 3 , 2 0 5 , 1 6 5 , 2 0 6 , 1 0 5 , 0 , 1 3

3
MH 1 1 9 0 DATA 2 0 6 , 1 0 4 , 1 7 0 , 1 0 4 , 4 0 , 9 6 , 1 3 8 , 7 2
MR 1 2 0 0 DATA 1 5 2 , 7 2 , 1 6 2 , 0 , 1 3 4 . 2 0 7 , 1 3 4 , 2 0 8
GF 1 2 1 0 DATA 1 6 0 , 2 4 , 6 , 2 0 4 , 3 8 , 2 0 5 , 3 8 , 2 0 6
EA 1 2 2 0 DATA 3 0 , 2 0 7 , 3 0 , 2 0 0 . 5 5 , 1 5 5

o
2 0 7 , 2 3 3

TM 1 2 3 0 DATA 1 6 4 , 1 7 0 , 1 6 5 , 2 0 8 , 2 3 3 , 2 , 1 4 4 , 4
SK 1 2 4 0 DATA 1 3 4 , 2 0 7 , 1 3 3 , 2 0 8 , 1 3 6 , 2 0 8 , 2 2 7 ,

1 6 2
CO 1 2 5 0 DATA 8 , 1 6 5 , 2 0 7 , 1 3 3 , 2 0 4 , 1 6 5 , 2 0 8 , 6
XN 1 2 6 0 DATA 2 0 4 , 4 2 , 2 0 1 , 2 6 , 1 4 4 , 4 , 2 3 3 , 2 6
MB 1 2 7 0 DATA 2 3 0 , 2 0 4 , 2 0 2 , 2 0 8 , 2 4 2 , 1 3 3 , 2 0 5 ,

1 6 9
BC 1 2 8 0 DATA 1 2 8 , 1 4 5 , 8 8 , 2 0 0 , 1 9 2 , 4 0 , 2 0 8 , 2 4

9
WV 1 2 9 0 DATA 1 6 5 , 2 0 4 , 1 0 5 , 1 6 0 , 1 6 0 , 3 , 1 4 5 , 8 8
OA 1 3 0 0 DATA 1 6 5 , 2 0 5 , 2 4 , 1 0 5 , 1 6 1 , 2 0 0 , 1 4 5 , 8

mo 1 3 1 0 DATA 3 2 , 6 9 , 6 , 1 0 4 , 1 6 8 , 7 6 , 1 5 3 , 6
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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 outl ined in your computer manual.  The listings
ore 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 us they are printed. Remember, a single typing
mistake may mean a program will not run.

WHAT ARE THOSE CODES?

Each line of a program pr inted in PAGE 6 begins with a special two
letter code. THESE SHOULD NO! 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 or to check an already typed program. The code for each line
will match but i f you hove problems check the listing conventions
below carefully, you are most probably typing a CONTROL character
incorrectly. TYPO 3 cannot check whether a line has been missed so i f
you have problems in r unning a listing count the lines in the program
and ensure none are missing. I f  the TYPO codes match and the
program still does not run. LIST it to cassette or disk using LIST "Cr" or
LIST "Ofilename", switch off the computer, re-boot and then ENTER
the program using ENTER "C:" or ENTER "D:filename". Save this
version in the normal way.

HOW TO USE TYPO 3

1. Type in the listing carefully for  al though you can use TYPO 3 to
check itself (see 6 below) it may not work i f you have mademistakes.

2. SAVE or CSAVE a copy of the program.

3. Each time you want to type in a program listing RUN TYPO 3 first.
The program will install a machine code routine in memory and
then delete itself. Now type in a line as shown in the magaz ine
excluding the first two letter code and press RETURN.

4, A two letter code will appear  at the top left of your screen, I f  this
code matches the one in the magaz ine carry on and type the next
line. Now, the code will not match if you use abbreviations. I f 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,

S. l i the code does not match, use the editing keys to correct the line
and press RETURN again. Repeat i f necessary unti l  the codes match.

6. To check a line you have already typed LIST the line, place the
cursor on that l ine and press RETURN.

7. When you have Rnished a listing just SAVE or CSAVE it in the
normal way.

You can type in a program wi thout using TYPO 3 and then check it by
SAVEing or CSAVEing a copy of the program, r unning TYPO 3 and
then LOADing or CLOADing your program and proceeding as in step6 above.

Always SAVE or CSAVE a program before r unning it and always use
TYPO before telling us that a program will nut run.

OUR UNIQUE L INE BY LINE CHECKER
WORKS O N ALL AT ARI  X L / X E

and ea rl ie r 8-b it  machines

I n . • r t e  S l u r  I n • e t l  r 4 I m e n n i I  n
Sh t li C o m m a

I N V E R S E S P ACE

( S C
E S C
( S C
( S C
ESC
[ S C
E S C
( S C
( S C
( S C
[ S C
( S C
[ S C
( S C
( S C

Cn b a r t n c ie r t

( 'S C
C TR L -
C T R L  =
C TR L +
C T R L  *
S H I F T  C L E A R
D E L E T E
TAB
S H I F T  D E L E T E
S H I F T  I N S E R T
C T R L  T A B
S H I F T  T A B
C T R L  2
C TR L  D E L E T E
C T R L  I N S E R T
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If you like solving Agotha Christie murder mysteries then this
gripping adventure game was created for you for that is just
what the idea is based on. It has the usual theme - a brutal
murder has been committed in a stately, residential hotel, each
guest seems to have a good motive for the crime, and you take
on the role of detective, your task being to question each suspect
and look for clues. You must use your powers of deduction to
identify:

The murderer
The weapon or method used
The motive

At the end of the game your rating as a detective will be
assessed as a percentage. Every question you ask costs points and
making the wrong accusations will also lose you points, more so
if you incriminate the wrong person! As you play the game
you'll find that the characters in this drama are ordinary people
with ordinary jobs, hobbies and personal characteristics, but
each individual is different and, as in real life drama, it is these
differences (or similarities) which cause friction and provoke
criminal intent. They hove personalities, too, some good, some
bad, and you will soon begin to identify them as real people but
be careful not to jump to conclusions. At the same time you will
not score highly if you ask unnecessary questions. Choose your
questions selectively based on the information you have, for
example lithe  clues suggest that the murderer is a woman then
it would be pointless questioning the men unless you find evi-
dence to the contrary_ The people have feelings, too, and what's
more ten of the eleven are innocent and they won't be too
pleased if you keep knocking on their door so keep your visits to
a min imum or you'll lose points.
At the heart of the program is a complex routine equipping the

computer with a simulated human intelligence which enables it
to understand how people's characteristics conflict. It assesses the
nature of the ill-feeling that would result and classifies it into one
of four categories which constitute the four principal motives for
murder:

1. A fierce argument.
2. ill-feeling, grudge or revenge.
3. Robbery.
4. Sex-related such as infidelity or promiscuity.

MOTIVES FOR MURDE R

Argument motive is  affected by - financial problems -
poverty, people living together, car-parking disputes. People
with pets o r noisy hobbies are provocative to  those who
haven't. Also their personality hot-tempered cruel, brave,
noisy, selfish or bossy.

Grudge motive is  affected by  -  wealth, smoking and
house-pets - in each case the have-nots have a grudge against
the haves. Also persistent noisy hobbies and people who are
jealous, noisy, bossy, selfish, hot-tempered, slanderous, prom-
iscuous, immoral or cruel especially people o f  the some sex.

Robbery motive is affected by - the difference in people's
financial or material wealth. Also personality - brave, dishon-
est, greedy, materialistic, boastful and strong but note that
people are reluctant to rob someone who is strong.

Sex mo t ive  i s  affected b y  -  personality - promiscuous,
immoral, greedy, dishonest, boastful and furious. Members of
the same sex due to their partner's infidelity or 'two-into-one'
situations. People o f  opposite sex but not sharing the some
room - promiscuity.
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HOW THE GAME WORKS

A victim is chosen at random, then the computer compares his
(I will use the word 'his' for convenience) character profile with
the profiles of the eleven other guests. By means of its artificial
intelligence the computer then evaluates, on a points system,
each suspect's murder potential. The suspect with the greatest
potential is naturally chosen to be the murderer. Normally he
will appear to have more than one motive in which case the
computer selects the one with the highest potential. When play-
ing the game you virtually have to make the some comparison
and assessment except that the computer helps you by leaving
clues. These may help to identify the killer's sex, job, hobby and
characteristics_ Usually fisre clues are found at the murder scene
but one of these may be a red herring. Sometimes the murderer
himself will provide an extra clue but this will always be bogus
to try to put you off the scent. If less than five clues are found
then that's because there are none to leave. For example if the
murderer smokes then he may leave a fag-end, if  not then no
such clue will be left, so shortage of clues is a clue in itself - he
may be a non-smoker. There are two other possibilities. The
weapon or method used will be something connected with the
murderer's lob or hobby but the butler has access to the hotel's
master keys and may 'borrow' anyone's weapon while they are
out_ One of the female guests, by virtue of her job, may be
invited into the victim's room and so may use one of the victim's
own weapons. The killer may use one of his room-mate's
weapons - please remember! The location of the body could be
significant. For example in the hotel bar a murderer would have
the perfect opportunity to slip something into someone's drink.
The game is played throughout using the joystick in port one.

To question suspects move the detective to the left of them and
push the joystick to the right. To ask questions move the cursor
to the appropriate question and press fire. No keyboard typing is
necessary. Your enquiries are automatically stored in a file which
Is kept on a table in the dining-room - your temporary investiga-
tion headquarters. You may consult your files at any time and
no points are deducted. After electing to charge you cannot refer
to your files so you must either memorise or write down all the
relevant information you may need for your accusations.

HINTS FOR PLAYING THE GAME

This adventure game will test whether you have a brain or not
and before too long you will no doubt earn the nickname 'The
Pandora Ponderer'. Fortunately the unknown quantities in this
game are vaguely familiar. We have a fair idea of what lethal
implement someone would use if they worked as a hairdresser or
whose hobby was sculpting, but some are less obvious. Someone
involved with gambling or sport might choose a method with an



'KILL
by Gregory Francis Benham

element of risk or uncertainty. A woman might use a more
deceitful, less physical, method_ Similarly with clues, some are
not so obvious. Two particularly obvious dues would distinguish
the sex of the murderer except that the dressmaker is likely to
possess both. Three guests have dirty gear that they keep in
lockers under the stairs and of course the butler also has keys.
Also the size of the varnish brush is not described - it may be part
of a manicure set. And the magician is likely to have anything
up his sleeve.
Trying to identify the motive will present the biggest problem.

The computer's brain isn't large enough to teach him all the
elements of human psychology but he can cope with the four
major basic principles shown in Table I_ In all four cases there
are certain good personality traits, e.g. honesty, which reduce
people's potential in that particular category and people with
similar hobbies generally get on well together. Finally, since the
victim is chosen at random, sometimes he will have a greater
motive for killing the murderer than vice-verso. In this case the
computer selects this us the murderer's motive though it is really
more of an instigating factor_ It can be regarded as a criminal
act that back-fired on the victim, e.g. rich person kills poor
person • motive 'robbery'. Since each person's profile is assem-
bled at random it is unlikely that the same identical character
will appear twice. [very time you play the game you'll meet a
completely different set of characters. Perhaps one day you'll
come across a carbon-copy of yourself - hope you've got a good
lawyer!!
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4 8 e 0  4 0 4
-
1 4 1 4 4 4
4 1 4 4 4 1
3 / 4 1

5 0 8 0  F O R  1 - 1  1 0  1 7 . I F  1 = 4 1 C  4 4 1 4  4 4 4 4
4 8 4 4  F O R  J = 4 6  T O  4 4 , 1 4 1 1 1 . 1 ) = 4 1 4 4 4 4  J
4 6 / 4  4 4 4 4  3 1 4 4 1 4  4 6 0 4
Sn o b  0 4 1 4  O R I C 4 4 4 4 4 4 . 1 . 7 . 4 . 4 . 1 7
4 1 4 1  4 4 4 4  O U T C 4 F 4 . 1 . 7 . 4 , 2 . 1 4
5 1 4 7  D A T A  4 1 1 4 4 4 4 , 1 . 4 . 4 , 3
4
1 1
4 1 0 3  4 4 1 4  C A L L  4 I 4 4 . 2 . 4 4 . / 1 4 . 1 4 , 1 4
4 1 4 4  D A T A  C  OOOOO 4 4 4 . 1 . 1 . 8 , 1 5 . 1 4
5 1 0 5  4 4 4 4  C 4 4 4 4 4 4 . 2 . 4 , 1 3 , 1 1 . 1 3
5 1 4 6  D A T A  C R O U P I 4 4 . 2 . 1 4 . 1 6 , 7 . 1 2
4 4 8 7  4 4 1 4  4 4 4 5 5 4 4 4 4 4 . 4 . 1 1 . 1 6 , 4 , 1 6
4 1 8 0  D A T A  4 4 4 E 1 4 4 4 . 1 . 4 . 7 . 4 . 1 4
5 1 6 4  4 4 4 4  m 4 1 4 0 4 4 5 4 4 4 , 2 . 1 1 , 1 3 . 4 . 1 6
5 4 4 4  4 4 4 4  4 4 C 4 4 4 1 C . 1 . 4 . 1 4 . 1 4 . 1 4
6 1 4 1  4 4 4 4  4 1 1 4 4 4 4 4 6 4 . 1 . 4 . 1 7 . 4 . 1 4
5 1 1 2  D A T A  C 4 4 4 1 4 4 , 4 , 1 4 . 3 . 4
5 1 1 1  6 4 1 4  D R I N K I N G . 1 . 1 2 . 3 . 6
4 1 4 4  6 4 1 4  4 4 4 4 4 4 4 I 4 4 1 1 4 . 1 , 1 1 . 3 . 4
4 4 4 5  D A T A  4 0 4 4 4 4 4 4 . 4 . 1 5 . 4 1 . 2
65 1 1 4  D a t a  GA m 4 4 1 4 1 4 , 1 5 , 1 0 , 7 . 1 2
5 1 1 7  4 4 1 4  4 6 4 4 4 4 4 4 4 . 2 . 5 . 4 . 1 1
5 1 1 4  0 4 1 4  4 4 . 4 4  4 0 0 4 4 4 4 . 1 . 4 . 3 . 6
4 1 1 4  4 4 1 4  4 0 4 4  D  X
-
4 , 2 . 1 4 . 4 4 , 1 7
5 1 4 1  D A T A  4 4 6 4 C  4 4 4 . 1 2 , 1 7 , 4 , 1 2
4 1 2 1  D A T A  4 0 4 1 1 - 4 4 4 1 4 6 . 4 . 1 1 . 1 4 , 1 4
5 1 4 4  0 0 1 4  R O C K  C 4 1 4 4 1 4 4 , 4 . 1 4 . 4 . 2 8
4 1 2 4  4 4 1 4  S C O L P T I 4 4 , 3 , 1 1 . 4 . 1 5
5 1 4 6  D A T A  4 0 1 4 4 4 , 4 4 4 4
-
4 4 1 C 4 . 4 4 4 4 4 4 . 4 4 0
4 4 4 . 4 4 0 4 4 4 , 4 4 4 4 4  4 0 0 4 . 4 4 C 4 4 4 4 .  . 4
1 1 4 4 4 ,4 4 4 1 4 4 4 1 4 4 4

144 4 1 4 4  4 4 7 4  P A I R  O F  S C 1 5 4 0 4 1 4 , C 4 4 4 1 4 4 , 4 4 4
ACH.4 4 4 4 1 4  1 4 4 4 . 4 4 1 4 4 1 4 6 - 4 0 0 4 . 4 0 4 4 4
-
4 4 4

. 4 4 4 4 4 4 4 4
F G 6 1 5 4  D A T A  4 4 1 4 4 4  4 4 4 4 4 , 4 4 4 4 E  S  OOOOOOOO

. 6 4 4 O F H A T C 4 4 4 , C I 4 4 4 4 4 4
( - I R S  C O C K T A I L  S T I C 4 , 4 1 C
,PR 5 1 6 4  4 4 1 4  4 4 4 4 - 4 4 4 4 . 4 4 4 4 4  4 4 4 4  4 4 4 4 4 . 4
A D I E s  C 0 4 4 . 4 0 4 4 4 4  4 4 4 .   C A 4 4 , 4 4 4
4 4 4  GL O V E .   6 4 4 4 5 4 5

4 5  5 1 7 6  0 4 4 4  4 4 4 4 4 4 4 . 4 4 I 4 4 - 6 4 4 4 0 4 . 4 4 1 4 1 4
- 4 4 4 4 1 . 4 4 4 1 4

-
4 1 C 4 4 4 .   
1 1 1 1 1
1 4 1 1 . 4
1 T A M

I N - P I L L  B O X
4 7  5 1 0 6  4 4 4 4  E E E E E  4 1 4 4 . 1 . 6 . 4 0 4 E 4 4 . 4 . 6 , 4 1 4 1 1

0 . 4 . 1 .    . 3 , 1 . 1 0 4 4 4 , 4 . 1 1 , 4 0 4 1 4 4 . 1 . 8 .
U EEEEE 4 4 4 , 1  2 , 0 1 1 I 4 4 , 1 , 4 . 5 4 C 4 4 4 1 4 4 . 3 . 2

4 4  5 1 4 6  4 4 4 4  M A T E R I A L I S T I C . 3 , 6 , 5 4 4 0 4 6 . 3 . 4
. 4 4 4 4 4 . 3 . 1 . , 1 4 4 4 0 0 4 , 2 , 4 , 4 0 I 4 4 . 2 . 1 . 5 4 4
4
1
$ 4 . 2 . 1 , 4 0 4 4 4 . 2 . 1 , 4 4 4 4 4 4 4 4 . 1 . 4

VW 5 2 4 8  D A T A  4 4 4 - 4 4 1 4 4 4 4 / 4 . 2 . 4 , 4 4 4 4 4 4 4 0 4 5 .
2 . 4 . 4 4 4 1 4 1 4 C U 0 4 4 . 2 . 2 . 4 4 4 0 4 4 1 , 2 , 2 . C 4 4 4 4 .
2 , 4 . 4 ' 4 4 0 4 E 4 4 . 1 , 4 ,   . 1 , 4

7 4  5 4 1 4  0 4 1 4  4 . 5 . 7 . 8 . 1 4 , 4 3  1 4 . 1 7
NW 5 2 2 4  D a T A  4 0 0 4 . 4 4 4 4 0 4 4  4 4 4 1 4 4 . 4 4 4 4 4 4 4 .

C A R
-
4 4 4
4 4 .
4 o  
4 4
4 .
4 0
4 -
4 4
0 4
4 4
.
4 4
1 0
4 4
4 .
4 0

4 4 1 4 . 4 4 4
-
0 4 6 4 4

NV 5 2 4 4  D A T A  4 4 4 4 4 1 4 4 4 . 4 4 4 4 4 4 .
4 , 4 4 4 4 4 .  . 4 6 0 4 4 4 ,    . 4 4 4
L V

WC 4 2 4 4  D A T A  4 4 4 . 4 4 4 0 4 4 4 4 . 4 4 4 4 0 4 . 4 4 4 4 4 4 . 4
4 4 4 4 4 , 5 4 4 4 6 4 . S 1 4 4 4 4 4 . 5 4 4 4 I 4 4 4 , 4 4 4 4 0 4 . 4
1 4 0 4

6 4  5 2 5 6  D A T A  4 0 4 , 4 4 I 4 4 , C H R I S . 0 0 4 1 4 . 0 4 4 1 4 .
J 0 4 4 , 4 1 4 4 4 . 4 4 I L I P , 4 4 4 4 4 . 4 E 4 4 4 . 1 0 4
4
,
4
4 4

VOR
r J  5 4 4 4  0 4 4 4  C 4 4 0 4 . C 4 4 1 1 4 .  . 4 1 4 1 1 4 4 , J A N

4 4 , 4 1 4 4 4 , 4 1 4 . 4 0 4 4 1 4 . 4 4 / 4 4 4 F , T R A C Y , 4 6 4 C
4 4 . 4 4 4 4 4 4

4 4  4 $ 1 1 0  F O R  1 = 5  T O  t 1 1 4 4  113  - 4 1 1  1 4 1 4 ,  8
4
1 1  1

NEXT  1 1 4 4 4 4 • = 4 4 4 1 1 4 4 4 4 4 6 1 6 1 4 6 4 4 1 1 4 4 1 T UR

14
4 4
4 4
M4
14
OP
4 4
KT
WZ
PC
4 4
D I
OU
4 4
PM
F R
4 4
MP
UM
CP
OK
SO
4 5
41
$14
UM
t 6

4 m

vm 4 4 4 4  P 4 4 4  4 4 6 . 4 E 4 4 4 4 6 4 4
-
5 T O  P P P P P  C s

ONE 5 5 4 , 4 , . 4 0 4 4  7 5 5 , 4 : 4 4 0 4 = 4 4 4 4 4 1 6 6 1 . 7 C 4
= 1 1 1 1 1 0 4
1 1
4 1
0
4 1 1 1 1 1 1 4
5 4 0 1 1 4  
6 1
1 2
0

I R  4 6 1 6  F O R  I 4 1  T O  3 2 : 4 4 4 6  0 , C 4 4 4 I , I 7 - C 4 4
4 1 4 1 1 4 4 4 4  I m 4 = 1 4 4 4 1 4 0 9 1 C 5 4 1 . 4 7 3 4 4 . C 4 4

UK 6 6 2 0  D A T A  1 4 4 , 1 6 4 , 1 4 4 . 4 4 4 . 1 4 4 , 1 3 3 , 2 4 4 ,
1 4 4 . 1 3 3 . 2 4 6 . 1 6 4 , 1 3 4 , 2 4 4 . 1 6 2 . 4 . 4 4 0

Om 4 8 3 6  D A T A  4 . 1 7 7 . 2 4 4 . 1 4 5 , 2 6 5 . 1 3
6 , 2 4 4
. 2
4

9 , 2 3 4 . 2 4 4 , 2 3 4 . 4 6 6 , 7 4 4 . 2 6 4 , 4 4 4 , 4 6
4 8 4 4  t o p  I n  T O  1 4 , 4 4 4 4  C 1 F O R  4 1 = 4  4 0  7
. 4 1 4 4  0  P O K E  C S 4 C 4 6 4 J . 4 : 1 1 4 4 4  J : 4 1 2 4 4  I

DC 6 4 4 4  D A T A  1 , 4 4 4 , 1 4 1 . 1 4 1 . 1 4 5 . 1 6 6 , 2 4 4 , 1 3
1 , 2 4 6 , 3 , 2 5 4 , 2 5 5 . 4 4 4 . 2 4 6 , 2 4 5 , 4 4 6 , 2 4 5 , 2 4

L i  6 4 6 0  D A T A  4 , 4 1 5 , 1 4 4 . 1 2 6 . 1 2 4 . 2 4 4 , 1 2 6 . 4 2
6 . 1 7 4 , 4 , 1 4 5 . 1 , 1 . 1 , 2 4 5 , 1 . 1 . 1

Cm 4 6 7 4  4 4 4 4  6 . 1 1 2 . 4 1 4 . 1 1 4 . 4 , 1 1 7 , 1 1 4 , 1 1 2 ,
1 1 4 . 7 . 1 1 7 , 4 4 . 4 4 . 4 4 , 4 4 , 4 4 , 6 4 . 7 4 4

NIL 4 4 4 4  0 4 4 4  4 , 2 6 . 2 0 , 4 0 , 4 , 1 4 . 4 4 . 2 4 . 4 4 , 4 , 1
1 4 . 4 4 . 7 6 . 4 4 . 4 0 . 2 4 . 8 4 . 4

4 4  6 0 1 5 0 4 5 0  1 0 . 4 . 2 4 , 4 4 , 2 4 . 6 . 4 4 . 1 1 6 . 4 4 . 1 1
. 2 4 . 2 6 , 2 6 . 4 4 . 6 , 4 . 5 . 2 4

i N  6 1 4 6  0 4 4 4  4 4 , 6 , 6 , 4 , 4 . 2 4 . 4 4 , 4 1 4 , 4 5 4 . 4 3 .
7 4 4 . 2 4 4 , 7 5 4 . 1 1 4 . 1 8 . 1 8 , 1 6 . 2 4

b t  4 1 1 4  0 4 1 4  1 4 . 2 5 4 . 2 5 4 . 2 4 . 2 4 . 2 4 . 4 4 . 4 4 . 2 4
. 1 5 . 1 6 7 . 1 6 2 , 1 6 2 , 1 4 4 , 1 4 2 . 1 4 2 . 1 4 1 . 1 4
24 0  6 1 1 2  4 4 1 4  2 6 , 3 2 . 1 4 4 . 1 4 4 . 1 1 4 . 0 . 1 4 2 . 4 1 2 .

144

Time t o  Kil l
1 1 2 . 2 7 . 7 4 4 . 4 4 . 4 4 , 4 0 . 6 4 . 6 4 . 4 0 . 7 1 6

11 6 1 1 4  0 A 1 0  1 4 . 4 . 7 8 . 1 7 4 . 7 4 , 6 , 7 6 . 7 4 . 7 4 , 2 1
, 1 7 4 . 7 8 , 4 4 . 2 6 . 7 0 . 2 4 . 7 4 . 1 1 4

TP 6 1 2 0  P O 4 1  7 6 6 . 4 4 / 7 4 4 . 4 0 4 f  1 0 6 , 4 1 4 4
44 6 1 3 4  4 4 4 1 4 4 4 0 4  1 4 : 5 4 4 4  5 5 4 . . 2 4 4 1 4 0 4  4

5 0 0 0  1 4  4 4 0 4 . 2 1 4 4 . P O 4 1  1 , 4 . 4 4 4 1  4
4 4  6 1 4 0  T O R  4 1
.
4 4 3 4  4 0  
1 4 4 8 1
4 4 4 0  
4 ; 4
4 4 4  
1
,

4 : 4 / 4 4  1
4 1  4 1 5 4  0 4 4 4  1 6 4 1 . 4 1 0 4  1 1 4 0 4  1 - 1 5 4 7  t o  1 4

6 4 , 4 4 4 1  1 , 4 1 4 ( 4 1  I
GB 6 1 4 4  P O K E  1 5 4 5 . 6 4 . 4 0 4 f  1 5 4 4 . 4 . 4 4 4 4  I S O

7 , 4
VC 4 1 7 4  D A T A  1 1 2 . 1 4 2 . 1 1 2 . 6 4 , 8
PT  6 1 0 8  4 4 4 1 0 4 4  b i 7 4 , 4 4 4  1 = 1 4 6 4  1 4  4 5 7 4 1 4

4 4 4  1 , 4 0 4 4  1 , 4 1 1 1 0 4 4  I
I l l  6 1 4 4  P O K E  1 5 7 3 , 4 4 0 4 . 1 4 : 4 0 4  1 = 1 4 7 4  T O  1

5 1 4 , 4 0 4 4  1 . 4 : 4 4 4 4  I
4 5  4 2 0 4  4 4 4 4  1 4 4 7 , 6 4 : 4 0 4 4  1 4 1 4 , 3 4 1 4 0 4 4  2 . 0

4 4 , 6
PS 4 2 2 4  P O K E  7 4 4 . 1 4
,
4 0 4 4
.
7 1 1 , 1 1 4 4 0 4 4  
4 1 4

. 4 6 4 4 0 4 4  5 4 4 . • 1 4 0 4 4  4 6 4 . 4 1 4 0 4 4  4 8 , 6 1 4 8
RE 4 4 , 4 4 0 4
-
4 1
4  
C m 4 4 1
4 2 4 1

4 4  4 7 4 4  C 0 1 4 4  4 7 1 4 0 1 4  1 = 1 ?  4 4  1 1 : 4 4 4 4  6 . 1 1
0 0 4 4 4 0  7 1 , fl 4 1 4 4 1  1

JL  6 2 6 6  C 0 4 4 4  1 4 $ 1 4 0 4  1 1 4 4  T O  3 4 4 4 4  J = 1 3
TO 1 4 : P L O 4  1 . -1 :1 4 4 4 4  J s 4 4 4 4

VD 6 2 7 6  CO L O N 4 4 1 4 0 4  I = 4  T O  1 4 1 4 4 4 0  0 , 4
, 0 4 0 1  4 . 4 , 4 0 4  1 = 1  4 0  4 1 4 4 4 4  0 . 4 1 4 4 4 4 4 0  4

, E : 4 4 4 4  . 4 4 4 1 1 1  I
VU 4 4 4 4  F O N  I
-
1  T O  
1 1 4 4
4 0  
4 , 4 s
4 4 0
4  
0 .
4 1
4 4

4 0  4 . 1 1 1  P P P P P  0 4 , 4 ; 4 4 4 4  1
ITU 6 4 4 4  P L O T  2 4 . 5 1 4 4 0 4  1 6 . 4 1 4 4 0 4  1 . 4 1 4 4 0 4

7 . 4
3 0 6 1 5 5  C O L O R  3 4 1 4 4 4 1  2 2 . 2 6 i  MMMMMM 2 2 , 4 4 1

0 4 4 4 1 0  7 . 1 6 ; 4 4 4 4 4 4  7 . 4 0 , 4 4 4 4 4 0  2 2 . 4 4
4 4  6 3 1 8  P L O T  3 4 . 1 4
,
4 4 4 4 4 0  
3 4 , 4 2  
O O O O O
O  
2 4

. 1 4 ; 4 4 4 4 4 0  4 4 . 1 4 ,  NNNNN 0 3 4 . 1 4
MP 4 4 7 4  C 4 4 4 4  1 4 1 4 1 0 4  1 , 7 . 4 8 6 4 4 0  1 . 1 4 T C O L

OR 3 7 . 4 4 0 4  4 . 4 : 0 4 4 4 1 0  2 . 1 4 1 C 0 4 4 4  4 4 1 4 4
0 4  1 2 . 3 1 4 4 0 4  4 3 , 1

4 4  6 1 3 6  4 = 4 0 C 4 4 4 0 . 1 ) . 4 = 4 0 C 4 4 0 8 . 4 1
,
1 4  6 0 4 4

1 1  1 4 1 4  CO L O R 4 4 1 4 4 0 4  4 , 4 1 0 4 0 4  4 4 ! 4 4 0
4 4 , 4 4 4

44 0 3 4 0  I n
I P  6 3 5 4  D A T A  2 . 3 . 4 . 3 . 6 . 2 4 . 1 . 2 4 , 1 4 . 4 . 6 . 4 . 4 .

6 . 4 . 3 . 4 . 4 . 4 . 0 . 6 . 4 , 4 , 4 , 1 7 . 4 . 1
7
. 4 . 4
4
.
6 „ 4

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

7 , 4 . 1 7 . 4 . 4 . 4 , 1 8 . 4 . 2 4 . 0 . 2 4 . 4 . 1 6 . 7 . 1 5 . 1 4
, 1 6 . 1 4 . 1 , 4 , 1 , 1 4 . 1 5 , 2 4 . 1 5 . 4 2 . 4 . 1
7
, 4
0 3 7 6  D A T A  4 4 . 4 , 2 4 , 4 . 1 . 4 . 3 , 4 . 4 . 4 . 4 , 1 4 . 4
. 4 4 . 6 . 2 6 . 4 , 2 4 , 0 , 1 4 , 4 . 4 . 1 6 , 4 , 8 . 4 . 8 0 4 . 1 1
. 4 . 4 1 . 4 . 1 7 . . . 1
7
.
5

4 4  6 4 4 6  6 4 4 4  4 4 . 1 4 , 2 4 . 1 6 . 4 3 . 4 . 4 4 . 4 . 3 ,
4
. 4 .

1 4 . 4 . 0 . 1 4 . 6 . 8 . 4 . 4 . 6
4 4  6 4 4 4  4 = 4 1 4 4 4 . 1 4 : 4 = 4 I 4 1 6 , 2 4 1 4 = 4 1 4 1 4 . 1 4
4 :1 4  4 = 3  T H E N  4 5 4 0
0 4  4 4 6 0  I F  4 1 1  4 4 4 4  1 4 = 4 4 i 4 = 4 1
5 4  6 4 4 4  1 4  5 = 2  4 4 4 4  4 = 4 4 1 4 1 4 3
4 4  4 4 2 4  I F  0
,
V I C  
4 4 4 4  
4
,
3 2 1 4 1
3 4

EG 6 4 4 0  4 = 4 4 C 1 4 . 1 1 - 2 1 4 = 4 0 C 1 1 4 . 2 1
-
1 4 4  4 = 6

0 4  4 = 1  4 4 4 4  C 0 1 0 4  4 , 4 4 4 4  4 . 4 3 C 0 4 0 4
LOT 4 , 4 4 1

4 4  4 4 4 4  I F  4 = 2  T H E N  C O L O R  4 : 4 4 4 4  4 4 1 , 4 . 0 0
4 4 4  4 , 4 4 4 4  4 4 1 , 4
4
1

CO 4 4 5 6  4 1 4 4 1 1 4 0 4 0  6 3 4 4
4 4  4 5 4 4  P O R E  5 6 4 , 3 2 3 4 0 4 4  4 4 1 . 4 4 0 4 E  8 4 . 6 1

4 4 4 4  4 4 . 4 4 0 4 - 1 4 1 4 4  OOOOO 4 4 4 4
F 4  6 5 1 6  CO L O R 4 3 ; 4 0 4  1 = 4  4 0  7 . 4 4 4 4  4 , 4 :
4
1

0 4  1 1 . 4 t F 0 6  I I I  1 4  5 1 4 4 4 4  4 , 4 ; 4 4 4 4 4 0  D .
4 ;4 1 1 4 4  4 1 4 4 4 4  I

LP 6 4 2 4  F O R  u - , 1  4 6  1 : 4 4 4 4  0 . 4 , 4 4 0 4  0 , 4 : 4 4
R J 1 1  T O  4 0 1 E 4 6  0 . 4 1 4 4 4 1 4 4 0  4 , 4 ; 4 4 1 4 4  J :
NEXT  I

4 5  6 5 3 6  4 1 4 1  6 . 2 , 4 4 4 4 4 0  4 . 4 . 4 4 4 4 4 4  2 . 4 1 4 4
0 4  4 . 1 2
,
0 4 4 4 4
0  
8 .
1 1

Z .  6 5 4 4  0 4 1 6  1 . 4 . 6 . 6 , 4 . 6 , 1 6 . 4 . 1 4 , 6 , 1 1 . 4 . 1
4 . 4 , 1 6 . 4 , 1 6 . 4 , 4 4 . 4 . 4 4 . 4 . 1 4 . 6 , 2 5 . 4 , 4 4 . 6
, 2 4 , 4 . 4 4 . 4 . 3 2 . 4 . 2 7 . 4 . 4 4 , 7 . 3 1 . 4 . 4 2 . 4

1 0 6 5 5 5  D A T A  4 4 . 4 . 4 4 . 7 . 4 4 . 7 . 1 7 . 4 , 2 2 . 4 , 4 2 .
1 5 . 4 4 . 4 5 . 1 4 . 4 , 1 5 , 4 , 4 . 4 , 1 4 . 4 . 1 4 . 1 5 . 4 , 1 5
. 6 , 4 , 7 , 4 , 5 , 1 4 . 4 , 1 4 , 4 . 1 7 . 4 , 1 7 . 4 . 1 4 . 1 , 1 4

4 4  4 4 4 6  4 4 4 4  2 4 . 1 5 . 2 4 . 4 1 . 2 4 , 1 2 . 4 4 , 1 1 . 1 4 , 6

. 4 , 2
SM 4 4 2 4  1 0 1 0 4  3 6 : P L O T  1 . 6 ; 4 4 4 4 4 0  1 . 1 4
,
C 0 L

OR 1 7 , 4 4 0 4  2 . 6
-
0 4 6 4 4 0  
7 , 1 4

4 0  6 4 4 0  4 = 4 0 C 1 4 0 4 , 4 4 : 4 = L O C 1 6 0 4 , 4 4 1 4 1
,  4 0 4 )1 0  4 4 4 4  C 4 4 4 4  W 4 1 . 0 4  6 . 4 : 4 0 4 0 4  4 4 1 4 4 0

4 0 . 4 4 1
0 0 6 5 5 5  4 = F I L 4 4 . 1 1 : 4 = 4 1 4 1 4 . 2 1 1 1 1 = 4 I 4 4 4 . 4 2 1

: I F  4 = 4  4 4 4 4  4 4 4 4 4 4
0 4  4 4 4 4  I F  4 = 1  4 4 4 4  4
,
4 4 : 4 = 4 1
I C  8 4 1 4  I F  4 = 4  1 4 4 4  4 = 4 2 1 4 = 4 3
11/ 6 6 2 6  I F  6 = 4 1 G  4 4 4 4  4 = 3 2 t 4
-
3 4
8 4  6 6 4 4  4 = 4 0 C 4 4 4 1 3 . 1 4
-
4 l E r L O C 1 4
4
1 1 , 4 1
-
1
1
1

4 4 = 4  O P  N = I  4 4 4 4  CO L O M  4 1 4 4 0 4  4 . 4 : C 0 4
OR 1 1 4 4 0 4  0 . 4
4
1

AY 4 6 4 4  1 4  4 = 2  T H E N  C O L O R  4 : 4 4 4 1  4 4 1 , 4 1 1 0
1 0 4  4 , 4 4 0 4  4 4 1 . 1 4 1

I f  6 6 4 6  G
,
G 4 1 . 4 4  
4
,
- 1 4  
4 4
4 4  
R
I  
T
U
R
N

WV 4 6 6 4  6 0 4 0  6 5 4 0
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TUTORIAL SUBROUTINES

8" VERSION
TRACKER

A while ago in  the th ird of this series of articles (Issue 30) I
introduced the concept o f  the forced read mode which is an
attribute of the 8  b it Atari computers that allows a program
to modify itself. This is a  very powerful facility and a particu-
larly useful application has come to my attention which I will
describe here. I  wil l  not dwell too long on the theory of forced
read - i f  you did not see Issue 30 you can either send for a
copy or write to me (enclosing a  SAE) for more information.
The short program with  this article is, perhaps, not strictly a

subroutine. I t  is a short routine which you can attach to your
programs during  program development as a  tool, a n d  i t
should be deleted once the  program is  finished. The tool
provides a means of quickly 'stamping' your developing prog-
ram with  a  letter which shows what revision it  is at, and then
saving that version with  a  unique file name. If you are a tape
user the file name is not much use, but you can still save your
program and when you load it  later you can find out which
version it  is.

Ignore line zero a t  the moment. I  wi l l  come back to it later.

Line 32010 - The Graphics 0 call clears the screen. The cursor
is then positioned a  little way down the screen and line 32018
is listed on the screen.
Line 32012 - LOCATE 24,6 ,T1
-
23 r e t u r n s  
t h e  
v a l u e  
u n d e r  
t h e

cursor when i t  is in  position 24,6 to  variable T123. Another
way of doing this would be by opening an I/O channel to the
screen (OPEN #1,12,0, "S:') and then doing a POSITION 24,6
followed by GET#1,11'23.The position of the locate is set so that
IT23 wil l contain the ASCII code for the extension letter of the
filename in  line 32018. Now we position the cursor on 24,6,
increment the variable by 1, and prin t the next letter in the
sequence over the top of the previous one on the screen. If you
save a  new version o f  your work very, very regularly it  is
theoretically possible for the version letter to reach 7.'. If this
happens (and by now you wil l have filled several disks!) the
IF THEN statement a t the end of the line will ensure that you
go back to A and not on to  a square bracket! CHRS(89) is 'Z'
and CHRS(65) is 'A'
Line 32014 - Now we prin t  'CONT
. o n  t h e  
s c r e e n  
a  
c o u p l e

of lines below the new line 32018, then position the cursor at
the top of the screen, POKE 842 with 13 to enable forced read
and STOP to  start the forced read o f  the new line in to the
program_
Line 32016 - After the forced read reaches the CONT state-
ment on the screen control is returned to the program and this
line disables the forced read mode, otherwise very peculiar
things will happen next time the program comes to a STOP
or END.
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THE LISTING

Ian Finlayson discovers a way
to keep track of all those revi-
sions whenever you write a
program - with this routine you
should always have the most
recent revision to hand

Line 32018 -  This is the line which is altered. To find out
which version o f  your program you are working on at any
time just LIST this line to the screen. As the routine is run this
line wil l save the current version to disk under a file name that
has the version letter as an extender. You may wonder why
I have put an ' 4 '  symbol as the extender - this is an illegal
File extender and, although it would not cause the program to
crash it  would normally be ignored by the operating system,
However, ' 4 '  is the letter before 'A' in  the ASCII table so that
the first t ime you run the routine it will automatically save as
LISTING. A.

CASSETTE VERSION

The routine can be used by cassette users by changing line
32018 TO READ:

32018 CSAVE :REM

The REM statement has deliberately been structured so that
the '0 '  symbol appears on the screen in the same place as in
the disk version, so none of the POSITION commands hove to
be changed.
Although with a tape machine you cannot save files by name,

this routine effectively 'stamps' yo u r program with  a  letter
which indicates the revision level. After you CLOAD it you can
find out which revision it  is by LISTing 32018.

GA 0  G O T O  3 2 0 1 0
KP 3 2 0 0 9  R E M  * *  P A G E  6

* *  S U B R O U T I N E  T U T O R I A L
-
8  * *

V E R S I O N  T R A C K E R  1 1 4 *

PP 3 2 0 1 0  G R A P H I C S  0 : p O S I T I O N  2 , 5 : 1 1 5 T  3 2 0
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Wr i te t o

LINE ZERO

Did you know that you can have a line number zero in your
programs? It  is not often used, and it  is a good idea not to
use i t  in  no rma l programming though i t  can occasionally
prove to be a  real asset i f  you have left insufficient space at
the beginning of a program and later find that a line is needed
for DIMensioning variab les o r  some o ther in it ia lisa t ion
sequence.
In this instance it is used to point to the subroutine while you

are developing your program and, like  the subroutine itself it
must be deleted when the program is finished. A ll the time
that line zero is in  place an instant SAVE of the current state
of the program can be made by just typing RUN.
Clearly line zero could also be used to help in  debugging a

program by using it  to jump into different specific parts of the
program skipping title pages or other parts which are known
to run correctly, and homing in  on t f r p rob lem areas.

FURTHER DEVELOPMENT

This short, effective routine can be run as it stands and will
save itself as often as you like, incrementing the version letter
each time, I f  you would like to use a version number instead
the modification to  the program is quite easy as long as you
only go for versions 0  to 9. I f  you want to go on to  10 and
beyond, things are a  litt le more difficult as you will have two
digits to change when you update.

I can th ink o f  three further subroutines wh ich  could be
combined with  th is routine to form a  suite o f  tools. First a
routine to delete the routine when it is no longer needed. This
would be fa irly easy using forced read again, lust prin t the
required line  numbers in  a  co lumn o n  the screen, invoke
forced read, and the lines disappear m a g i c ! !  Secondly, for
disk users, how about a  routine to call up LI directory o f all
the 'LISTING' files on the disk from basic so you can see at
a glance a ll the revisions you have made. Third ly a  routine
to delete a ll o ld versions o f the program in  a  block by letter
(such as A  to I) would help to tidy things up us you go along.
If you implement any of these ideas or other ideas associated

with any of the Tutorial Subroutines I would be delighted to
hear about it, and could possibly include your ideas in future
articles.

Ian Finlayson,
60 Roundstone  Crescent,
East Pr eston,
West Sussex, B1 6  1DQ.

ORB
by B. Wheaton

A machine language
BONUS on this issue's disk

Get this  issue's disk a nd you'll get a  superb
all-action BONUS program with some fine 3-D
effects a s  you attempt to shoot or  avoid huge
globes coming at you in Battlezone or Encounter
fashion.

The action is set on Oregon 3, a prison asteroid
deep in the heart of  the Nebula 4 galaxy, where
the most dangerous criminals o f  the Universe
are banished. Most accept that escape is impos-
sible and that the best way to eke out their days
is in peaceful co-existence but, as always, there
are those who rebel. A  group of such rebels has
stolen a  number of Crystalic Sphere transporters
and a re  attempting t o  escape. Although such
attempts are in vain the rebels must be quashed
for the  sake o f  the majority of  the asteroids
inhabitants so jamar VI, overlord of  Nebula 4,
has sent in t he  ORB. On each level there are a
number of  spheres to destroy and every 3  or  4
levels you must land to check out the situation
on the ground. I t  won't be easy but right is on
your side!

The game is controlled by a  joystick in port I.
START begins the  game a nd the  number o f
spheres to destroy on each level is shown at the
bottom o f  the screen, as is your score and the
ORB's shield strength. The  ORB may be man-
oeuvred forwards a nd back or  to left and right
to avoid the spheres and the trigger will fire your
phasers. On the landing screens, the trigger will
activate the boosters and the craft must be land-
ed centrally.
Stand by for action, the  fate of  an asteroid is

in your hands!

ORB is only available on PAGE 6
Issue disk 35 - get your copy now!

PAGE 6  Issue Disks m a y  be  obta ined by
wr it ing t o  PAGE 6, P.O. Box  54 Stafford,
ST16 1DR and asking for  the appropr iate
issue dis k . Pr ic e  i s  £2 .95  p e r  dis k  a nd
payment m a y  be  made  by cheque, postal
order, Access o r  V is a . Overseas readers
should a dd El per  order to cover postage.
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WRITE
YOUR
OWN BOOK
One thousand Pounds! That's what it was going to cost to have
100 copies of my 80 page book published. I had just written a
biography of one of my more notorious ancestors, Admiral John
Benbow, and wanted to give copies to relatives and maybe even
sell a few. But one thousand pounds! I had never imagined it
would cost so much. This was certainly not in my budget. So I
took another look at my Atari 130XE and Panasonic dot-matrix
printer and decided this was going to have to be a do it yourself
job.
Most of us have a book or two in us. It could be a cook book, a

how to book based on our favourite hobby, or maybe even a
short story or our first novel_ Then again you may just be
interested in publishing a newsletter or a small brochure or a
report for work. What I discovered is we have the tools now to
create and publish a professional looking product, right at our
own desks. And it doesn't have to cost an arm and a leg.

CHOOSING THE RIGHT WORDPROCESSOR

To start with, there are numerous word processing programs on
the market which are more than adequate to create our master-
pieces. I used AtariWriter Plus because as a beginner it had to be
simple. The Menu driven program made it easy as child's play.
On such a program you can not only write your text but also
design your overall work with a Table of Contents, footnotes or
endnotes, bibliography and even an index. There are, however,
programs coming out to make things even easier, like Print Tool
and Desktop. I did my original book just with AtariWriter Plus
but since then I've become more sophisticated and graduated to
Paperclip, which I used for my second edition.
Paperclip has the advantage of being command driven. You can

do more with It. I transferred my files from AtariWriter Plus to
Paperclip with a sub program included with Paperclip. I was
then able to revise my text and could even add material from
other files using Paperclip's double window feature. With this
you can load two files at the some time and move material
between them. As I had used a separate file for each chapter in
my book this enabled me to move text between chapters. 1 could
not have done this with Atari Writer Plus.
Another helpful program in getting organized is Creative Pro-
cess. Such a program enables you to develop an outline, briefly
describe each point or chapter and rearrange these headings
until you're happy. Using a standard word processor you can
research your work in an organized fashion, keeping separate
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on a 130XE!
files on each sub-point until you're ready to put it all together.
Again, if  you use Paperclip you can combine and mix these files..
Another feature of Paperclip is that it allows you to produce a

customized version and save this to each disk you are working
on. You can then boot up Paperclip from your working disk and
load files from this same disk, saving a lot of disk swapping. A
nice safety feature is automatic saving of text which you can set
for any number of key strokes.

THE NEXT STEP

Naturally you'll polish your work with a fair bit of rewriting till
it's just right. Al this point you'll find a spelling checker quite
helpful. It will pick up typing errors and blatant spelling mis-
takes, but don't count on it to catch everything, especially words
that sound the same and grammatical errors. Also, its quite
wearing on your disk drive, since the dictionary is too large to
load into memory. Nothing beats having your spouse go over
your creation. My wife is my best critic and supporter.
Once your work is written the main task in desk top publishing
Is layout and typesetting. For a small book of 80 to 100 pages
this can easily cost five hundred pounds if done by a professional
and that's just to prepare your work for the printer! The printer
will then charge for paper, actual pnnting, collating, folding,
trimming, and binding_
To do it yourself you need to decide first of all on the size of your
book. Since we're doing this on a shoe-string budget I recom-
mend sticking with standard size paper_ I chose to make my
book 7 by 8 1/2 as it allowed the most words per page for the
least cost. By printing on both sides of a sheet of 8 1/2 by 14 I got
four pages of my text.
This decided, you need to pick a type font, pitch, and mode. My

dot-matrix printer is extremely versatile. It can do both normal
and italic style letters, for pitch it offers pica (10 characters per
inch), elite (12 cpi), semi-compressed (15 cpl) and compressed (17
cpi). Pica looks like a typewriter font and compressed is quite
small and hard to read, so I chose Elite for my main text and
semi-compressed for quotations. In Near Letter Quality mode it
looks great. Maybe a professional typesetter would sneer but
you'd need a magnifying glass to tell it  wasn't printed with fixed
type.



If you have access to a Laser Printer, of course you can produce
print that is equal to typesetting. Most Laser Printers are however
hooked up to IBM or Apple compatibles but I suppose you could
convert to those modes over a modem with a translator. This
would entail a fair bit of tidying up incompatible codes for cen-
tring, underlining, print fonts, etc. I chose to keep it simple and
stick with my Atari. (Most lasers have an Epson emulation and
can be used directly with an 8-bit Atari via a standard Centro-
nics interface - Ed).
You can now get a rough idea of the number of pages you'll

need by having your word processor do a word count. Or better
still ask it to do a print preview once you've set up the size of
type and page margins.

DESIGN CONSIDERATIONS

Of course in designing the look of your page you will want to
think about lustification. I prefer a straight right edge for a pro-
fessional look, I f  you want a more casual work a jagged edge
might do the lob best. You'll need to decide on paragraph spac-
ing and indentation. Other print styling and formatting options
are bold print and elongated print for headings, underlining,
centring portions of your text, or blocking some sections to the
right for emphasis. If your printer has the capacity you could

Can you really write a book
on an 8-bit Atari?

Wil l iam A. Benbow used his
130XE to produce an

80 page book and shows
you how you can produce

your own book for
the minimum of cost

choose double-column printing. You may want headers or footers
and these can be added at this stage, including page numbering.
Perhaps you will want to repeat the chapter heading on each pagefor easy reference_

IT'S LOOKING GOOD!

Now your book is really taking shape. You need to give some
thought to title page, artwork, graphics or photographs you may
want to include. Photos may require some special treatment to be
copied sharp and clear. A professional printer can do this 'screen-
ing' treatment called PMF for about £5. Of course if you had some
of the new graphic oriented programs you could add some graphics
directly to your text but not true photographs.
With the Preview option of your Word Processing Program you can
view the appearance of your pages. Better still if  you have a word
processor like Atariwriter Plus or Paperclip you can set the number
of columns you wish to work in. This allows you to edit and design
in a form that approaches 'What you see is what you get'. Granted
you do have to scroll your viewing window over the larger text
page but, nevertheless, this is a tremendous improvement over hav-
ing to print countless rough copies or toggle back and forth be-
tween Preview and Edit functions. You can now further design indi-
vidual pages by leaving spaces for photos or artwork.
You will need to use the Preview option to break your text into

pages_ This allows you to see if you need to adjust paragraphs so

that pages appear more presentable. Perhaps you don't want
lists or certain quotes broken so add a line or delete some words
until the page breaks are suitable. The block move option of a
word processor allows easy cutting, moving and pasting of text.

TIME TO PRINT IT OUT

You really do need to see your words on paper to get a real
picture of what your work will look like, so when you have
finished polishing your text and page design, print a draft copy.
Although you will be printing on standard 8 1/2 by I I  paper, it
is quite easy to set margins to suit your chosen page size andtrim later.
If you're happy with the general shape and look of your book

you can print a Near Letter Quality copy. Use a good ribbon and
monitor the printing to ensure that it is uniform in appearance_
If your work is quite long you may need to re-ink or replace yourribbon.

Next, cut your pages to size and poste on full sheets of 8 1/2 by
14 or whatever is suitable. I used my draft copy to do a mock up
of my book to get pages in order for pasting. Remember you are
probably pasting four smaller pages on to one sheet of paper,
two on each side. I learned from experience that when you fold
several sheets of paper together, the inner sheets fan out more
than the outside ones. This means that when you bind these
sheets to form your book they will need to be trimmed. This will
result in the inner pages having a narrower outer margin unless
you compensate for this when pasting them on the sheets for
printing or photocopying. This may take a bit of experimenting
but the idea is to leave more of an outer margin on pages that
will be in the centre of your book,
Photos and artwork can now be glued in place with rubber

based paste and your manuscript is 'camera ready'.

PRINTING OR PHOTOCOPYING?

I researched the cost of both printing and photocopying in my
area and decided to go with photocopying. The difference in
finished product was not that great and the cost for a ma l l
printed run was too rich for my blood. Another decision you will
need to make at this stage is the weight of paper you wish to use.
Many printers suggested something in the range of 100 gsm
paper. This is basically so that print does not show through from
one side to the other. It is considerably more expensive but does
give a more professional look. Standard paper is 80 gsm weight
and I have found it quite satisfactory. It is the most commonly
stocked paper in the two standard sizes so is available and
affordable. I did, however, go to a heavier paper for the cover of
my book. Cover stock comes in a great variety of colours and
weights, and though you can't tell a book by its cover this is one
area I wouldn't skimp on. First impressions are important. I
believe it's worth considering printing or photocopying the cover
In colour. If this is one colour copying it will not add much to the
cost. Full colour copying on the other hand is quite expensive. I
found I could not consider it either for the cover or for inside
photographs.
Standard photocopying in bulk is not expensive, It was 2 cents a
page for the 4000 copies I needed (40 prints x 100). I only used
2000 sheets of paper because I photocopied each side. To this £80
charge £30 was added for separately printing the cover in colour
on cover stock paper. In addition I paid £10 for folding, stapling
and trimming. Total cost £120. For this I got 100 copies of my
book, an average cost per book of £1.20. Not bad, considering it
would have cost me nearly £1000 to have it done professionally!
I could have had it bound more expensively. You can choose to
have your book glued rather than stapled or even use products
like Cerlox. This will add at least one dollar to each copy.
I've already sold enough copies to cover my expenses and start

setting up for a second edition_ My original 30,000 words have
expanded to 60,000 and I plan on 160 pages this time. All these
changes can be done quite simply on a standard word processing
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Upgrade from Tape to Disk!
with the new Atari XF551 Disk Drive and Transdisk IV

Upgrading from the slow Atari cassette system to a fast.
reliable disk set-up is certainly desirable but what do you do
with all the games you have on cassette? Wouldn't it be nice
If you were able to transfer your collection of tapes to disk for
faster, more reliable loading? With the new Atari XF551 disk
drive and Transdisk IV you can do it!

Atari XF551 Disk Drive Features:
• Double-Sided, Double Density for maximum data storage
• Easy connection and quiet operation
• Smart styling to match your Atari Computer
• Suitable for 800XL, 65XE and 130XE Computers.
Tronsdisk IV Features:
• Easy transfer of latest cassette games to disk
• Aimed at the first-time disk user
• Step-by-Step instruction booklet supplied
• Completely self-contained -  No other programs required
• For more info see Ad elsewhere in this issue

To Order phone with credit card no, or make Cheque or P.O.
payable to: Digicomm Computer Services Ltd. and send to

Dig iC o m m ,  170 Bradwell Common Boulevard,
Milton Keynes, BUCKS MK13 8BG.
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WRIT E YOUR O WN BOOK continued

program lust as the original was.

FUTURE DEVELOPMENTS

You may want to experiment with the up and coming desktop
publishing software such as Newsroom. These programs promise
to help in setting up page size, page design, and typeface. Wi th
automatically adjusted margins they make it easy to create
spaces for photos and artwork. In addition they should expand
the choices of type fonts and add design features like borders,
larger headings, and graphics.
Such programs are just coming to Atari. They have been around
for a while for the big guns like Apple and IBM and systems
include laser printers and digitised pictures. Their popularity and
marketability is evidenced in their rapid growth throughout the
whole field of personal computing. Wri ting with the use of word
processing programs is the most common use for home compu-
ters but the field is about to be revolutionised in much the some
way that spreadsheet programs transformed accounting. Prog-
rammers have a tremendous opportunity to be part of this
development by bringing these enhancements to the 8-bit world
of Atari. Our  main handicap is of course our limited memory.
With improved software there may well be an incentive for
memory expansion of our hardware.
With existing software we can not only write our reports,
newsletters, short stories, and even full length books - we can
design and publish them as well. Wi th desktop publishing soft-
ware we will be in the same league as the big boys. Eighty
column enhancements and high resolution monitors will move
us closer to the standard of 'What you see is what you get'.
Believe me, the market is there.
With our 8-bit Atari and a decent dot-matrix printer you and I

can indeed afford to publish what we write.
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VISA

Normal Price For XF551 Disk Drive
Normal Price For Transdisk IV

Together Normally

= El 79.00
= E24.95

= £20395

Transaisk IV Our Offer Price = S 1  9 5 _ 0 0
Atari XF551 Disk Drive +

inclusive o f VAT and Next Day Delivery

WANT TO PROGRAM?
••.

MAPPING
THE ATARI

It you want to start program-
ming your XL or XE or improve
your present programs then you
need a  good reference book.
The one book that every Atari
programmer swears by  and
which has proved its worth time
and again over  the years is
REVISED MAPPING THE ATARI -
without i t  your programs may
never get any better!

REVISED MAPPING THE ATARI
is a guide to all ot the memory
locations inside your XL or XE
but i l  is also much more than

that. Example routines are given or  hundreds DI locations, there are
suggestions on how to use many locations in your own programs and
a number of  uselul appendixes and a  great deal more. REVISED
MAPPING will be the one book that you will pick up EVERY time you
program and i t will be an investment that will last as long as your
Atari.

REVISED MAPPING is priced E 1 6
.
9 5
and is available from

THE PAGE 6 ACCESSORY SHOP
P.O. BOX 54, STAFFORD, ST16 lOR

POST FREE in UK Orders to Europe please add 0 . 5 0  postage
Payment by ACCESS/VISA accepted -  please phone 0785 213928
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with a 95 key keyboard (including numeric keypad). MIDI  interface, OEM, a palette of 512
colours, mouse controller, and a 512X built-on disk drive. The 52051-FM has a TV modulator
built-in, and comes with a lead to allow you 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 ihat's not
all When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit Worth over E100. Read the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 520ST-
FM from Silica Shop, the UK's Nol  Atari Specialists. For further details of the range of Atari
Si' computers and the FREE Silica ST Starlet Kit, complete and return the reply coupon below.
ATARI 520ST-FM NOW ONLY E260 (+VAT-1299)
520ST-FM whit 512K RAM & mono monitor E399 (Inc VAT) Upgr a de  front 5121( RAN to 111241( RAM 5100 Ian VAT)a
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PLEASE SEND ME FREE LITERATURE ON THE ATARI ST I
1  Mr/Mrs/Ms: S u r n a m e .

Address:

Poslcode:

II so, which ono do you own?
Co you already own a comisuw

41im on no ow No NE NE so in so in  on



STACK COMPUTE
RCENTRONICS PRINTER INTERFACE

4 0 0 ,  8 0 0 ,  X L ,  X E  (Any 8 Bit Atari)

£39 . 95TYPE 7 2 0 0 0

•  ANY CENTRONICS PRINTER

•  NO SOFTWARE NEEDED

•  ALL CARES SUPPLIED

•  EASY TO USE — JUST PLUG IN AND GO

•  TRANSPARENT & CONVERSI ON FEATURES INCLUDED

•  FULL YEARS WARRANTY

FREE 40 PAGE
CATALOGUE ON
REQUEST OR WITH

ORDER

WEDMORE LIMITED
26 Farriers Way, Netherton
Merseyside 130 4XL
Tel: 0514212202

I ALI

ARE YOU MISSING OUT?
You've got lots ot questions about vow computer our don't

know who to ask! We do! You're nut sure which software is best
for your application! We do! You'd like to keep up to date with
new releases and be sure they are a good buy, but who going to
tell you We will' You would love to get to know ()diet Atari
enthusiasts, but you don't know how! We do! 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
only Atari owner in the world, hut where can vou turn too' Well.

can help' Great. but who are you??
We are the largest (and oldest ) Atari Computer Owners Club

in the UK For just E5.0ti per year you get help. assistance. hints.
tips, friends, pen pals. access to PD software, up to date
information. games. utilities. hardware proiects, software
reviews, programming tutorials, and a glossy club magazine
every quarter.

A dub magazine as well One of those photocopied things
that is unreadable, eh! Well no, its professionally produced. just
like this magazine yourre reading. Ifs called MONITOR, you may
have heard of it? Yes, friends of mine have read it and say it's
great' How do I join the club and get my copy of MONITOR?
Easy just send a cheque or postal order for E5.00 to the address
below requesting a four issue subscription- Overseas
membership is E8 00 i surface) or i:12.0() (Airmail)

You won't be disappointed!!

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

IndepetiJkl Llsvt

Jumble
l Cell

How can such a simple
program drive you insane?
John Lawford's brainteaser

will do just that!

If you can solve the Kubik Cube in 49 seconds fiat then
possibly Tumble Cell is not for you so feel free to leave the
page and and get back to discovering the Secret of Life, The
Universe and Your Way Round Basingstoke. I f  you ore
already in Basingstoke then I was, of course, referring to a
totally different town of the some name!
For those kind and obviously intelligent readers who are still

with  us, here is a quick run down of the story so far. jumble
Cell (don't you just hate puns!) is a game that will try your
patience and could put the cat in  morta l danger. When you
do solve it (and you wil l - eventually) the clock at the bottom
of the screen will show you just how quickly time passes
when you're being driven insane.
The game opens with three rows of three eight sided cells,
then for no apparent reason the computer scrambles the
middle line. Oh what a mess! - your task is to re-arrange the
jumbled pieces so that you end up with  nine perfect cells. A
bell wil l  sound and the instruction 'GO' will Tell you when it's
time to start. Use the joystick to move the white diamond
around, as you pass over a piece it will move in the opposite
direction to the diamond which wil l jumble any piece it
moves over. All the time the clock is ticking away. fortunate-
ly there is no time limit  to the game but your final time will
be an incentive to complete the cells more quickly next time.
Just in case you've got the idea that it 's impossible to do -

remember your ATARI never lies (well not much). Before the
'GO' message appears. the computer will have checked that
all the pieces are capable of fitting together - honest!. If
things really do get too much you can always press the fire
button to reset the clock and give yourself a new set of
shapes.
jumble Cell is not a shoot 'em up arcade game, just a simple

bit of harmless fun • just ignore the men in the white coats
they're probably only selling ice cream!
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KN 6 8 0  D A T A  1 3 , 2 5 5 , 2 5 5 , 0 , 0 , 0 , 8 , 0 , 0
ZU 6 9 0  D A T A  1 4 , 0 , 0 , 0 , 0 , 0 , 0 , 2 5 5 , 2 5 5
OC 7 0 0  D A T A  1 1 , 1 9 2 , 1 1 2 , 1 9 2 , 1 9 2 , 1 9 2 , 1 9 2 , 2 5

5 , 2 5 5
J Z 7 1 0  D A T A  1 0 , 3 , 3 , 3 , 3 , 3 . 3 , 2 5 5 , 2 5 5
GG 7 2 0  D A T A  -
1

•
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The new Atari Games Ceni
It's what every computer games player has been waiting

boiling software titles that'll push your skill and judgement to the
When it  comes to packing hardware, Rambo's got nothing on

for. Hundreds of brain-
limit. All under one roof,
us. Everything from the



mitres have hit town.
stunning Atari VCS to the mindblowing Atari XE Games System

So get down to your local Atari G ames A L  A T A R ICentre. They're smashing.
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THE
MICROLINK
CONNECTION

Interested in going online? If so, you must consider this special
communications package from MicroLink, as it has everything
the ST user needs to get started, and at a very good price. It
contains the MicroLink Multispeed modem, an RS-232 cable, a
disk containing Kumas's K-Comm II communications software,
and appropriate instruction manuals. Even though the package
Is aimed at ST users, it's still good value for the 8-bit user,
however, you'll need a separate RS-232 interface such as the
excellent P:R:Connedion (reviewed in Issue 30) and an appropri-
ate interface cable, although you could fit a suitable plug to the
cable provided if you're confident wielding a soldering iron. You
also need 8-bit communications software, but you'll get this
anyway if you buy the P:R;Connection.
As the package is a promotional offer for the MicmLink service

you also get free MicroLink registration and its Telex link worth
£15, and one month's free connect time on MicroLink and the
Telecom Gold service, which could be worth a fortune depending
on usage!
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John S Davison looks at a
good value modem package
that comes with free ST
software but can be used
just as well  with an XL or
XE to call Microl ink  or any
Bulletin Board in the world

THE HARDWARE

The modem is a budge-engineered version of the recently re-
leased Pace Linnet 1200, one of the first of the new breed of high
specification, low cost modems available in the UK. Its red and
black plastic case is small enough to sit neatly under a disk
drive. The front fascia carries lust six indicator led.% - no knobs,
switches, or other technotreakery. These indicate power, online,
carrier detect, transmit, receive, and auto-answer mode.
The rear panel has sockets for RS-232 cable, phone handset
(optional), and low voltage power supply, the PSU for which is
incorporated into the three pin mains plug. Connection to the
phone system is via a captive lead, the plug of which goes into
the normal BT wall socket. There's also a tiny 'panic button' to
reset the modem should the need arise.
The modem is intelligent, using commands compatible with the
now universally accepted Huyes AT command set. Unusually at

this price level it covers V21/V221V23 standards, allowing full
duplex operation at 300, 1200, and 1200/75 (and 7511200)
baud, so meeting the needs of most home users. Speed buffering
is provided for computers or interfaces unable to handle split
baud rates, such as the 8-bit machines using RR:Connection or
Atari 850 interfaces.
The modem has autodial and autoonswer facilities, autodial

working with both pulse and tone dialling, and using phone
numbers recalled from its 32 entry battery backed number store,
if  required.
When dialling you can monitor call progress through the

modem's monitor speaker, making it easy to detect any problems
with the call, such as no dial tone, number unobtainable, en-
gaged, or the dreaded BT silence. lithe  engaged tone is detected
the modem can automatically redial up to four times - the
maximum allowed by BT. Unlike some low cost modems, this
one has full BABT approval.

THE SOFTWARE

reviewed K-COMM II in  Issue 29 and found it less than
enthralling. The only difference I could see between this pack-
aged version and the original is that the instruction manual
supplied here is now physically larger than before and is spiral
bound, but otherwise is identical.
For those who didn't see the earlier review I'll briefly describe

K-COMM II. It consists of two main parts - K-COMM itself, which
is a normal scrolling terminal program used for accessing ser-
vices such as MicroLink and other scrolling bulletin board sys-
tems and K-VIEW, which is a viewdata terminal program allow-
ing you to communicate with PRESTEL and similar systems.
It's quite well endowed with features, including emulation of
Teletype, DEC V152 und VT100, and user defined terminals,
support of several different modem types, user defined function
keys, XMODEM file transfer, screen logging and snapshotting
and auto logon and auto answer facilities.
In the original review of K-COMM I I I  found problems using

several of its features, particularly file handling. This version
behaved similarly, so my original comments still stand, however
for basic communications access it worked fine - it's good enough
to get you started, anyway.
It took only a couple of minutes to get the modem connected to

the ST, but ages passed before KCOMM II was installed owing to
the incredible number of disk swaps involved. Using two disk
drives cuts this dramatically, though. I had no problems com-
municating with MicroLink, PRESTEL, a private electronic mail
service, or a host of bulletin boards.
I also tried the modem out on my 130XE, using the RR:Connec-

tion and the superb 850 Express communications software. It
worked flawlessly. In fact, it worked better than my Miracle
WS4000, which has one or two compatibility problems with 850
Express. I also tried it with the communications program in Mini



Office II, and once again it worked without fuss, unti l  it died on
me with a suspected power supply problem, that is! I  assume the
problem was peculiar to the review sample and isn't representa-
tive of its normal reliability.

CONCLUSIONS

My only grouse is in MicroLink's choice of communications
software,as there are better programs available. Even so, this
package represents outstanding value for money, particularly for
ST users trying communications for the first time. The modem
itself is a dream, offering facilities previously only available on
modems costing well over twice its asking price. It's so good, in
fact, that the package is worth buying just for the modem. Note
that the Pace Linnet 1200 on which it's based could cost you over
£200 for the modem ALONE!
So, if you've been on the brink of going online, hesitate no more

- currently there's no better way to get into the exciting world of
telecommunications.

WHAT'S  MICROLINK
ANYWAY?

As the package is designed to promote MicroLink, it seemed a
good idea to try out the service as part of this review. I 'm not a
MicroLink subscriber, but thanks to our beloved Page 6 Editor
who is, I was able to see what it offers.
MicmLink is a closed user group operated by Database Publica-
tions (publishers of Atari User and ST User) on Telecom Gold,
BT's automated office service. Gold itself provides various electro-
nic office functions, such as text processing, mail, file storage
and retrieval, an appointments diary, and links into other ser-
vices, such as Telex, IDB (a daily computer industry news ser-
vice), and radio paging. There's a bunch of on-line games too,
should you get bored with all this serious stuff.
On its own Gold doesn't have much to offer the home computer
user, being aimed more at businesses, however the additional
facilities offered by MicroLink make it rather more interesting.
But why should you fork out around E40 per year subscription
plus connect and usage charges when there are scores of free
bulletin board systems (BBS) around?
Firstly, it's available 24 hours every day and has multi-line

access, so unlike most free BBS's you don't usually get an
engaged signal when diall ing in. Secondly, you can stay logged
on for as long us you like, whereas most free BBS's set a time
limit of 45 minutes or so to prevent individuals hogging them.
Thirdly, al though it's bused in London you can access it via BT's
PSS (Packet Switch Stream) service at less cost than long distance
phone rates, Finally, it's got facilities not offered by the free
BBS's, but not everyone may have a practical use for these.

SOME THINGS ARE FREE

After dialling your local PSS access point and getting through
the rather unfriendly PSS connection procedure you find yourself
in Telecom Gold. At this point you're paying for a local phone
call, the PSS link, and MicroLink connect time. A simple com-
mand then gives you the MicroLink menu, which may be broad-
ly divided into services available for no additional charge, and
those which cost extra,
The 'free' items include things like Bulletin Board, Telesoftware,
UK Electronic Mail, MicroLink Newsletter, NewsBytes (computer
industry news), and Computer Exhibitions Guide. There are also

sections on business, legal, financial,  and mortgage matters and
WeatherLink, which allows you to download and view satellite
weather maps.

OTHERS YOU PAY FOR

Overseas Electronic Mail, Telex, and gateways into other systems
incur extra charges. Some of these are horrendously expensive to
use (over 50p per minute!),  but are really aimed at business
users. Other  selections cost extra only if you elect to buy some-
thing offered, being a form of electronic shopping. This includes
FloraLink, TheatreLink, and Shop Window, which offer flowers
delivered via Interflora, theatre ticket booking, and purchase of
various computer related items respectively.

OTHER INTERESTS

If you've used a BRS before then you'll feel at home immediately
on MicroLink's Bulletin Board. This has many sections, two of
which cover Atari ST and 8-bit machines. Others include For
Sale, Wanted,  Business Adverts, and Computer lobs, specific
areas for other makes of computer and several more unusual
areas catering for interests such as Open University and Farming.
Some areas didn't seem well supported - in fact, several seemed
to contain lust rubbish.
Software may be downloaded at no extra charge from the
Telesoftware section. When I last checked, it contained 48 prog-
rams for the ST and 81 for the 8-bit machines, most being type-in
programs from the Atari User and Atari ST User magazines.
MicroLink uses 7 data bits instead of the usual 8 for transmis-
sion, so binary files have to be encoded for downloading and
decoded after you receive them. It also means the XMODEM
error detection protocol can't be used, which could cause prob-
lems on poor lines. The online help for downloading is rather
confusing - nowhere does it explain the need for the decoding
program, which has to be downloaded as ASCII BASIC source
code first!

WATCH THAT BILL!

You can expect a total MI NI MUM cost (using MicroLink and BT
off-peak rates,) of around E 3.00 per hour  from the London area
to about E5.00 per hour  if you live outside the London 01
dialling area. The difference is caused by the need to use long
distance phone calls. I f you don't use PSS for long distance the
cost is even higher. There's the additional E3 plus VAT per
month subscription charge too, plus any of the extra charge
items should you use them. That monthly bill could get frighten-
ingly large!
Overall, I  found using MicroLink an enjoyable experience, but

to be realistic I don't think its advantages are worth the cost for
the average home computer user. For most people the Bulletin
Board and Telesoftware areas are the ones of interest, but these
aren't that much better than those on a good free BBS, such as
The Ark, or CBABBS.
I use a private worldwide electronic mail network daily, so I

don't need convincing of the value of such things for business
purposes, but  for home use? Not  just yet - alt hough the day wil l
surely come!

MicroLink Mult ispeed
Communications Pa c k
MicroLink Communicat ions
Price: L169.95
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Never has the 8 bit Atari
been treated with such respect.
Thanks to Zeppelin's unrivalled
Atari experience, 8 bit owners every-
where can now rub their hands with
glee at the prospect of playing the
game that's got the games software
world jumping with delight.
DRACONLIS is the ultimate
Atari 8 bit experience
putting Atari software
and the 8 bit computers
up where they
belong —right at
the very top.
'111 Zeppelin ere g CAN to
coniinue producing
gimes 01 this qupgity,
then I  recommend
YOU rush out arKi buy
every one'—ATARI USER
•Zybes Is the son of gem*
that makes noviewere
wish there reN1P more
superiptivies In the
dictione ly —PAGE 6

PRIORITY ORDER FORM

I P l e a s e  rush me by return of post: N a m e
1 Drac onus  XL/XE Tape @  £9.95
I Drac onus  MAKE Disc 0  E12.95 A d d r e s sZybes )(LAE Tape  @  £2.99
I S p e e d  Ace 48K Tape @  E2.99

I  T o t a l  =Make cheques & P.O. payable to: Zeppelin Games Ltd.

L .   S e n d  to: Zeppelin Games Ltd, 28 Osborne Road, Jesmond, Newcastle. NE2 2AJ, England
J
,• 1 0 .1 1 6 6 1 1 1 1 6 6 1 6 n o w " - - - r a = 6 : 6 0 • 6 6 1 6 - 1 1 0 1 1 1 1 1 1 1 1 6 1 1 1 1 1 1 6 1 1 1 1 1 P
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MOVE IT
WITH CHARACTERS
Animation Techniques using character  set
redefinition a n d  page fl ipping

Animation is a technique used by programmers to add life to
their programs and give a sense of realism and movement. Most
commercial games have some form of animation which can
range from simple character movement to complete moving
screens.
As with most aspects of computing there are many ways in

which animation can be achieved. One method is to use page
flipping which is a process of drawing several separate pictures
and flipping between them to give a sense of motion. This can
use a lot of memory if you are trying to flip several large screens.
A more effective method of animation is to change the character

set being used. A character set is a block of data which the
computer uses to assemble characters on screen. There ore 256
characters which feature on the screen but only 128 can be
changed. This is because the remaining 128 are simply the
inverse of the first 128. Each character is made from 8 bytes of
information and is constructed on an eight by eight grid. You set
the bits for the points on the screen you wish to be on when
displayed as in diagram 1. The eight rows (bytes) ore used by the
computer to display the character and can be found in the DATA
statements of listing 1. There are several public domain prog-
rams, such as Create-A-Font (disk 20 in the Page 6 library), and
several commercially available programs which will help in the
design of characters and give the necessary data.

FINDING THE CHARACTERS

Each character has its own internal reference number (see Table
IL The data which we use to make a character must be inserted
at the appropriate place in the set to correspond with the
character which we wish to change. For example the space
character takes up the first eight  bytes whereas the letter A
begins at byte 264.

Kit 1 0  R U M  1 1 1 1 1 1 : 1 1 1 1 1 : 1 4 I 1 m U n T u i r u z i n
Br 1 2  R E M  U  A N I M A T I O N  D E M O U S I N G  I m o  u
O0  1 4  R E M  U  C H A R A C T E R  S E T S  C O P Y I N G
M
.
1 
1
6  
R
E
M 
U  
E
A
C
H  
C
H
A
R
A
C
T
E
R  
T
W
I
C
E

JM 1 0  A T M
JI  2 0  P E R  U  P A G t  6  M A G A Z I N E  -  E N G L A N D  u
KP 2 2  R E M   m u m
BA 3 e  R E M
Ft, 4 0  F O R  1 = 8  T O  1 0 2 3 : J = P E E K T 5 7 1 4 4 + 1 1
U0 S O  P O K E  1 6 3 8 4 + 1 , J : N E X T  I
F I  6 0  F O R  I r e  1 0  1 0 2 1 : J = P E E K ( 5 7 1  4 4
4
4 4
TO P O  P O K E  1 7 4 0 8 + 1 . J t N E X T  I
CV D O  R E M  P l IE GE
HI. 9 0  T O R  8 . 0  T O  7
OH 1 0 0  R E A D  A I P O K E  1 6 3 8 4 4 8 4 8 , 4 1 : H E X T  N
MX 1 1 8  D A T A  7 4 . 2 4 , 2 5 5 . 2 4 , 3 6 , D 6 , 1 2 1 , 8
GB  1 2 0  R E M  M C I M I I M M A I R M i r l a r l a r r I E
OH 1 1 0  F O R  N r 0  T O  2
.AC 1 4 0  R E A D  A : P O K E  1 7 4 0 0 4
-
N + 0 , A : N E X T
PT 1 5 0  D A T A  2 4 , 2 4 . 6 8 , 9 0 , 1 5 3 . 2 4 , 2 4 . 0
VG 1 6 0  R E P ; W r a l l 2 r A l a r r n a l
RO I 7 0  G R A P H I C S  2 t P O S I T / O N  8 . 4 4
,  W W
1 ,

1 • •  1  ,
K I  1 8 0  R E M  = M a n n
ZJ  I 9 0  P E 1 A V . 1 0 0
OA 2 8 8  P O K E  7 5 6 , 6 4 : F O R  I = 1  T O  D E L A V : N E X T

Sit 2 1 0  P O K E  7 5 6 , 6 8 : F O R  L z 1  T O  D E L A Y : N E X T

LO 2 2 8  G O T O  2 0 0

Listing I

by Robert Gibbons

The set of character data which the computer uses is located at
decimal address 57344 (HEX $E000). Because this is in ROM we
can't write directly to it so this problem is solved by writing our
set elsewhere and then directing the computer to it_ By directing
the computer to a series of sets, movement can be created. This is
a far simpler and quicker way of animating because the compu-
ter only requires one address to be altered.
The best way to make a new set is to copy the ATARI's set and

modify it  to our own needs. This means we don't have to
re-create the letters, numbers etc. which might be needed in a
program. Copying a set with BASIC can be slow but we'll stay
with it  for now. Listing 1 is a demonstration of animation which
moves arrows across the screen. Type it in and follow the expla-
nation of the program.
The first thing the program does it to copy the character set into

a new location at 16384 ($4000 HEX) on lines 40 and 50.
Because we're using two character sets the process is repeated but
using a different location for the second set, in this case 17408
($4400 HEX). The next part of the program (lines 90-150) reads
the data and stores it in the new locations of our character sets.
As mentioned already, the character data is in the form of 8
bytes per character and each character appears in the order
shown on Table 1. Our program uses an altered 'I' for the
animation and therefore the data is stored 8 bytes into the set at
17416. The next routine simply prints a few characters to the
screen ready for flipping.
The address used to flip between the character sets is 756

decimal ($2F4 HEX) which is called CHBAS. It is the address
which the computer looks at to see where you've put the charac-
ter set. The default value is 224 but 226 is sometimes used to get
the lowercase letters in GRAPHICS 1 or 2. We can store the
locations of our new sets here and the computer will automatic-
ally display our new sets. The address needs to be in the form of
a page number. Each page of memory is 256 bytes long and
each character set is 4 pages long. Location 16384 is page 64
(16384/256=64) and location 17408 is therefore page 68.
In our program the page number is stored in location 756,

followed by a delay and then the next page number stored.
What we see on screen is an instant fl ip between characters.
Lines 190-200 contain a suitable routine to flip the sets. BASIC is
slow at copying the character sets but fast enough at changing
between sets that we have to put a delay in. Try the program
without the delay and see what I mean.

USING EXTRA CHARACTER SETS

The next listing (Listing 2) creates 12 rings on the screen and
rotates them using the same technique as shown before. The
only significant difference is the number of sets used, in this case
four. There are however six positions that the rings take but
because they are symmetrical we need only four different sets. If
we had used irregular shapes and tried to do the same sort of
thing, then we would have needed six sets. Speed is also a

continued overleaf
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1 M O V E  I T  WITH CHARACTERS continued

DIAGRAM 1 .

USING MACHINE CODE

28 P a g e  6 - Issue 3S

125 5 4  ! Z  l b  8  4  1F•
• •

•

•
•
•

••
•
•

•

•

I I I  ,n4 1 c 4 te 5  b  t •
o n

-  2 4
= 2 4
= 2 5 5

24
= 3 6
= 6 6
= 1 2 9

0

Di a gr a m  1
Char acter s used i n fi r st  de m ons t r a t i on

problem. If you are using something which changes slowly then
you need more 'in-between' frames. For example, alter the speed
of the spinning rings by changing the variable DELAY to 100.
Notice how the circles lump between each other and the illusion
of movement is lost. When creating your own moving scenes
you'll probably need to experiment to find a suitable number of
frames and the best speed depending upon the memory you
have left. Also notice the new machine code routine to copy
character sets on lines 40-80. The routine is called by a statement
like line 100. If you use the routine in your own programs,
simply replace the number 16384 by the address of the location
you wish your new set to be located at.

As mentioned before, BASIC is slow at doing the copying but
fast enough to flip sets. If you were using these techniques in
another situation where you needed the computer to do other
tasks at the same time then the timing of the flipping would be
affected. The only way to get around this is to use machine code.
Don't worry if you haven't any knowledge of machine code as
the routine presented here can be used in your own programs if
you wish to do so. The routine works by changing the character
sets during a space of time culled the vertical blank interrupt
(VW). This is the time in which it takes the electron beam in your
television to move from the bottom right of the screen up to the
top left to start the picture again. The VBI occurs every 1/50th of
a second and the computer is able to leave whatever it was
doing, execute the routine during the VBI, and come back to
what is was doing before. Our routine reads the order of charac-
ter sets and stores it in CHBAS. When it reaches the last number
it goes back to the beginning lust like the previous two BASIC
programs have done. Listing 3 uses the VBI routine to make the
old Page 6 logo move using five different sets in eight positions.
Notice how you can still type and program while the logo is
spinning. The VBI routine is on lines 520 to 630 and to use it in
other programs simply put the speed on line 590 and the order of
sets on line 610. Line 630 is needed to murk the end of the sets.
Hopefully you now have some insight into animation and how

to implement it into your own programs. You should now be
able to make your own animated sequences and use all 128
characters if you wish to create a masterpiece to rival even Walt
Disney! There still remains much room for experimenting and if
you want further reading then I suggest the Computer Anima-
tion Primer by David Fox and Mitchell Waite from Byte Books
which covers other aspects of animation and some of those
described here.

KK
E J
NG
J A
J M
J T
KP
OH
OS
KO

MO

MN

P L

ON
f J
OL
OD
MM
T J
Y X
LW

J r
E N
FG
4 F

J A

OR
WF
WI'
X 8
AO
GO

OA
MY
E Z
D I
BA
PM

J X
J Z
C Z

DO

OM
TA
K I
N J

K L
MK

MR
J 0

KM
GO
TU

E V
OP
V G

1 0  R E M M M U 1 1 1 1 1 1 1 8
1
U W I U M M U U S

1 2  R E M
1 4  R E M
1 6  R E M
1 0  R E M
2 0  R E M
7 7  R E M
2 4  R E M
3 0  R E M
4 0  D I M  R O U T S ( 3 4 ) : F O R  I =
-
1  T O
R O U T S I I , / ) = C M R S ( A ) : N E X T  I
5 8  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 7 0 7 . 1 0 4 ,
9 , 0 , 1 3 3
6 0  D A T A  7 0 4 . 1 6 9 , 2 1 4 , 1 3 3 , 7 0
5
.
0 , 1 7 7
7 0  D A T A  2 0 4 , 1 4 5 , 2 0 6 , 1
3 6 , 2 0 0 ,5 , 2 3 0 , 2 0 7
8 0  D A T A  2 0 2 , 2 0 8 , 2 4 2 , 9 6
9 8  R E M
1 8 0  X =
-
U S R (
A D R (
R O U T
S ) ,
1 6 3 0
4 )

1 1 0  X
-
L
-
U S R
( A D
R ( R
O U T
S ) .
1 7
4 0 8 )

1 7 8  X . U S R ( A O R T R O U T S T . 1
8 4 3 2 )1 3 0  X . U S R ( A D R ( R O U T 5 ) . 1 9 4 5 6 )
1 4 8  R E M
1 5 8  F O R  1
-
. 8  
T O

I , A : N E X T  I
1 6 0  D A T A  7 , 2 4 , 3 2 . 6 4 , 6 4 , 1 2 0 , 1
2 0
.
1 2 0

1 7 0  D A T A  1 2 0 , 1 2 8 , 1 2 0 , 6 4 . 6 4 , 3
2
,
2 4
,
7

1 0 0  D A T A  2 2 4 , 2 4 . 4 . 2 , 2 . 1 .
1
,
1

1 9 0  D A T A  1 , 1 , 1 , 7 , 2 , 4 , 7
4
,
2 2 4

200 num t a r I ME ME MI I I ME
2 1 0  F O R  T O  3 1 : R E A D  4 : P O K E  1 7 4 0 0
4
8
4

I , A : M E X T
7 7 0  D A T A
2 3 0  D A T A
7 4 0  D A T A
2 5 0  D A T A
2 6 8  R E M
7 7 0  F O R  1 = 0
I , A : N E X T
7 8 8  1 , 1 . 1 , 2 , 2 , 2 , 2 , 2

2 , 2 . 2 , 2 , 2 , 1 , 1 ,
11 2 0 , 1 7 8 , 1 7 0 , 6 4 . 6 4 , 6
4
,
6 4 , 6 4

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

D A T A
D A TA
D A TA
D A T A

1
,
1
3
1
1
U
U
:
M
U
S
S
U
S
U
U

•  A N I M A T I O N  D E M O  T W O  t i
U U S I N G  F O U R  C H A R A C T E R  S E T S  U
•  A N D  M / C  T O  M O V E  S E T S  U

U  P A G E  6  M A G A Z I N E  -  E N G L A N D  U
I t t U t t i t t n t l t i

M /C , r e u t
•  e

a l l  M / C  r o u t i n e  I !  m o v e  1

S t o r e  s e t  i  d a t a
S I : R E A D  A : P O K E  1 6 3 8 4
4
8 .

1 ,
•  
7
.
4
,
8
,
8
,
0
,
1
6
,
1
6

1 6 , 1 6 , 8 , 8 , 0 , 4 , 2 ,
11 7 0 , 6 4 , 3 2 , 1 6 . 1 6 , 1 6 ,
0 , 8O, 8 , 1 6 , 1 6 , 1 6 , 3 2 , 6 4 , 1 2 0

5 o r e  s e t  3  d a t a

e t s  a n d  s t o r e  i n  7 5 6

I s

3 4 : R E A D  A :

1 2 2 , 2 0 6 , 1 6

1 6 2 . 4 , 1 6 0 ,

2 4 9 , 2 3 0 , 2 0

TO 3 1 : R E A D  A : P O K E  1 8 4 3 7 4 . 0
4

7 1 0
3 0 0
3 1 0
3 2 0  R E M
3 3 8  F O R  1 7 - 1 1  T O
I . A : N E X T
3 4 0  D A T A  1 . 1 , 1 , 1 .
1
.
1
,
1 , 1

3 5 8  D A T A  1 , 1 . 1 . 1 , 1 , 1 , 1 , 1
3 6 0  D A T A  1 7 0 , 1 1 8 . 1 2 8 , 1 7
8
,
1 2 0
,
1 7 0 , 1 2 0 , 1

2 8
3 7 0  D A T A  1 2 0 , 1 2 0 , 1 2 0 , 1 2 8 , 1 2 0 . 1
7 8
,
1 7 0
,
1

7 8
3 0 0  R E M  E I N E W T M E n r r i r r
3 9 0  G R A P H I C S  •
4 0 0  P O S I T I O N  1 4 , 7 : 7  . . . I t  ! U  ! U  ! t r .
4 1 8  P O S I T I O N  1 4 , 0 :
7  C H R S ( 3 4 ) ;
.
S  . I C
M R S

( 3 4 ) ; . $  . : c H R S ( 3 4 ) : " S  . i C H R S I E 3 4 / ;
.
2  "

4 2 8  P O S I T I O N  1 4 , 1 0 :
7  " ! S t  1
1 4  .
2 1  !
U .

4 3 0  P O S I T I O N  1 4 , 1 1 7  C H R S C 3 4 ) ;
.
$  .
; C H R

S ( S 4 ) ;
.
1  . :
C H R
2 ( 3
4 1
;
.
$  
" ;
C H
R S
( 3
4 )
;
.
$

4 4 0  P O S I T I O N  1 4 , 1 3 : 7  " ! U  T t t  ! U  ! U .
4 5 0  P O S I T I O N  1 4 , 1 4 : 7  C U R S E 3 4 ) ;
.
$  . : C H R
5 t 3 4 1 ;
.
2  
" ; C
H R S
( 1 4
) ;
.
$  
" j
C H
R S
t 3
4 2
1
.
5

4 6 0  R E M  0 1 1 1 : = 1 1
4 7 0  D E L A Y = 1 5 : F O R  1 4 = 1  T O  6
4 8 0  R E A D  0 : P O K E  7 5 6 . 0 : R I M

S t o r e  s e t  4  d a t a
3 1 : R E A D  A : P O K E  1 9 4 5 6
4
8
4

4 9 0  F O R  I = 1  T O  D E L A Y : N E X T  I
5 8 0  N E X T  W : R E S T O R E  5 1 0 : G O T O  4 7 0
5 1 8  D A T A  6 4 , 6 8 , 7 2 . 7 6 , 7 2 . 6 0

r  a d  o r

Listing 2

Computer  Animation Primer, probably the finest book to
have been written on Atar i  animation,  is available from
the Page 6 Accessory Shop (see outside back cover for
details) price C19.95,



KK 1 0  R E M
MA 1 2  R E M  U  A N I M A T 1 o N  D E M O  U S I N G  3  U
RH 1 4  R E M  TT 5  C H AR AC T E R  S E T S  W I T H  V B I  U
US 1 6  R E M  U  M / C  R O U T I N E  T O  M O V E  S E T S  U
JM 1 8  R E M  u
FT 2 0  R E M  U  P A G E  6  M A G A Z I N E  -  E N G L AN D  U

KP 2 2  R E M
8 0  2 4  R E M
OS 3 0  R E M

C n i u n n k  1 C o i n  i n n  2 C o i n  inn  3 celan,”  4
2 c u l t if CUR it CUR i

.
CHIC i t C U R # C1112 # C U R 2 r i l l t

11 S p o t 1
1
1

32 a • 8 1
1

64 D 80 0 , 112 p

1 I 33 A 41 (Z 1;5 0 A l 0 97 1 11 j •I

in :14 11 , 50 R Cr, I 1 ) 82 0 118 b 114

3 if V ' 35 C 51 S 67 1:11 03 ( 2 1 99 e 115

•i . '  1 4 36 r) 52 T 68 C I I 84 0 100 d 116 1

5 9( 21 37 L 53 U 69 1 3 85 e l 101 e 117 (.;

& 22 38 r ..i V 70 gi 116 (I 1,12 r 1111 V

23 7 19 G 55 IV 71 0 1 57
, .

I D 103 g 119 ';'

( 24 11 40 11 56 X 72 I n nti 104 Ti 120 x

1 25 9 41 1 57 1
,'

7.1 e 89 a 1(15 I 121

10 • 26 42 j Z 74 1 3 90 0 I Ob ) 122

11 • '17 43 k I 75 !PT 1 :1 1n7 k 123 C I

28 < 44 L 60 1 76 a !1.2
0 108 1 124 I

— 29 45 M 77 93 a 109 m 121 'I' Illi
I-I - 3(1 46 N 62 A 78 I N 94 0 11 ) n 126 CC I I I

15 35 47 ( ) 6:1 — 79 el ,), in II, 127 ' I k

•

M /  r o u t i n e  t o  m o v e  c h a r .  s e t s
KB 4 0  D I M  R O U T S ( 3 4 ) :F O R  I = 1  t e  3 4 : R E A D  A :

R O U T S C I , I T L ' C H R S ( A) :N E X T  /
MO 5 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 0 7 , 1 0 4 , 1 3 3 , 2 0 6 , 1 6

9 , 0 , 1 3 3
Hu 6 0  D A T A  2 0 4 , 1 6 9 , 2 2 4 , 1 3 3 , 2 0 5 , 1 6 2 , 4 , 1 6 0 ,

0 , 1 7 7
PL 7 0  D A T A  2 0 4 , 1 4 5 . 2 0 6 , 1 3 6 , 2 0 0 , 2 4 9 , 2 3 0 , 2 0

5 , 2 3 0 , 2 e 7
ON 8 0  D A T A  2 0 2 , 2 0 8 , 2 4 2 , 9 6
E J 9 0  R E M   •  n
OL 1 0 0  X =U 5 R I C AO R T R O U T 5 1 , 1 6 3 8 4 T
0 0  1 1 0  X .
7
U 5 R ( A
D R ( R O
O T S ) ,
1 7 4 0 8 )

MM 1 2 0  X =U S T I ( A D R I R O U T S ) , 1 0 4 3 2 )
T J 1 3 0  X =U S I T I A D R ( R O U T S ) , 1 9 4 5 6 )
JF  1 4 0  H z U 5 R ( A D R ( R O U T S ) . 2 0 4 8 0 )
8 0  1 5 0  R E M
JR 1 6 0  R E M
GG 1 7 0  F O R  1 = 1  T O  5 : 1 0 C = 1 5 3 6 0 * ( 1 0 1 0 2 4 )
OS 1 8 0  F O R  0 =4 1  T O  3 1 : R E A D  A : P O K E  1 0 C + 2 4 + 0

, A :N E X T  D :R E S T O R E  . 1 9 0 :N E K T  I
RM 1 9 0  D A T A  0 , 1 , 1 1 9 , 5 4 , 2 8 , 2 8 , 1 3 . 1 5
NW 2 0 0  D A T A  0 , 1 2 8 , 1 2 8 , 1 2 0 , 1 3 4 , 1 8 0 , 2 2 9 , 8 7
D I  2 1 0  D A T A  1 4 , 1 2 , 1 2 , 1 2 , 8 , 0 , 0 , 0
AP 2 2 0  D A T A  8 9 . 1 1 3 , 1 , 1 , 0 , 0 , 0 , 0
CA 2 3 0  R E M
M
8 
2
4
0  
R
I
M 
E
E
E
M
M
E
C
E
M
B

SE 2 5 0  1 O C =1 5 3 6 0 :R E S T O R E  2 7 0
PO 2 6 e  F O R  1 = 1  T O  5 : L O C = L 0 C . 1 0 2 4 : F O R  6
7
- 0

TO 3 1 1 R E A D  A : P O K E  L O C
. 1
5 6 + 0 , 1 1 : N E X T  
D : N E

MT I
K i  2 7 8  D A T A  1 , 1 , 9 9 . 1 6 3 . 1 6 3 , 2 1 5 , 1 0 3 , 7
HI) 2 8 0  D A T A  1 2 8 , 1 2 8 , 1 2 8 , 0 . 0 , 2 4 0 , 2 5 2 , 2 0
PT 2 9 0  D A T A  1 4 , 1 2 , 1 2 , 1 2 , 1 4 , 7 , 7 , 1
OY 3 0 0  D A T A  1 4 , 6 , 6 , 6 , 1 4 , 2 0 , 2 5 2 , 2 4 001 310 REM ginmmangwil
DJ 3 2 0  b a r e  e , e , 9 6 , 1 6 0 , 1 6 0 . 2 0 9 , 1 1 7 , 2
DX 3 3 0  D A T A  L 2 8 , 1 2 0 , 1 2 0 , 1 2 8 , 1 2 8 , 1 9 2 . 2 2 4 , 1

7 6

R e a d  t h a  d a t a  f . r  A '  f •  r
c h a r a c t
-

w h i c h  d o n ' t  c h a n . e

P
-  
.  
d
a
t
a  
f
o
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o
t
h
e
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c
h
a
r
a
c
t
e
r

I D  3 4 0  D A T A  1 , 1 , 1 , 1 , 1 , 1 . 0 , 0
FR 3 5 0  D A T A  1 6 , 1 6 , 1 6 , 1 6 , 1 6 . 1 7 6 . 2 2 4 , 6 4
PL 3 6 0  R E M  O R M M I M M U M H
A I  3 7 0  D A T A  0 . 0 . 9 6 . 1 6 0 , 1 6 0 , 2 0 8 , 9 6 , 0
RX 3 0 0  D A T A  6 4 , 6 4 , 6 4 , 6 4 , 6 4 , 6 4 , 6 4 , 6 4
F 8 3 9 8  D A T A  0 , 0 , 0 , 0 , 0 . 0 , 0 , 0
R I  4 0 0  D A T A  6 4 , 6 4 , 6 4 , 6 4 , 6 4 , 8 4 , 6 4 , 6 4
PV 4 1 0  R E M  R E I M M I M M R I C
OF 4 2 0  D A T A  0 , 0 , 9 6 , 1 6 0 , 1 6 0 „ 2 0 0 , 9 6 . 1
EG 4 3 0  D A T A  3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 1 1 2 , 2 4 0 , 1 7 6
I E  4 4 0  D A T A  1 . 1 , 1 , 1 , 1 , 1 , 0 , 0
FR 4 5 0  D A T A  1 6 , 1 6 , 1 6 , 1 6 , 1 6 . 1 7 6 , 2 2 4 , 6 4
OY 460 REM glangnmnmnie
GU 4 / 0  D A T A  0 , 0 , 9 6 , 1 6 0 , 1 6 0 , 2 0 9 , 1 0 3 , 7
MG 4 8 0  D A T A  4 0 , 4 0 , 5 6 , 2 4 , 2 4 , 2 5 2 , 2 5 2 , 2 8
RV 4 9 0  D A T A  1 4 , 1 2 , 1 2 , 1 2 , 1 4 , 7 , 7 , 1
PA 5 0 0  D A T A  1 4 , 6 , 6 , 6 , 1 4 , 2 8 , 2 5 2 , 2 4 0
SY 5 1 0  R E M
ZZ 5 2 0  F O R  1 = 1 5 3 6  T O  1 6 0 8 : R E A D  A : P O K E  1 , 4

:N E X T  I
L A 5 3 0  D A T A  1 0 4 , 1 6 9 , 6 , 1 6 0 . 1 1 , 1 6 2 , 6 , 7 6 , 9 2 ,

2 2 8 , 9 6 , 1 7 3
O f  5 4 0  D A T A  6 2 , 6 , 2 0 1 , 8 , 2 4 0 , 6 , 2 0 6 , 6 2 , 6 , 7 6 ,

5 8 , 6
Kw 5 5 0  D A T A  1 7 3 , 6 3 . 6 , 1 4 1 , 5 2 , 6 , 1 7 4 , 5 1 , 5 . 1 5

8 . 6 4 , 6
NU 5 6 0  D A T A  1 9 2 , 2 5 5 , 2 4 0 , 1 0 , 1 4 0 , 2 4 4 , 2 , 2 3 2 ,

1 4 2 , 6 1 , 6 , 7 6
K J  5 7 0  D A T A  5 8 , 6 , 1 6 7 , 0 , 1 4 2 , 6 1 , 6 , 7 6 , 3 0 , 6 , 7

6 , 9 5 , 2 2 8 , 1 , 0
MO 5 8 0  R E M  0 1 3 3 n E r l
OR 5 9 0  D A T A  4
OD 6 0 0  R E M
AC 6 1 0  D A T A  6 4 , 6 0 , 7 2 , 7 0 , 8 0 , 7 5 , 7 7 , 5 0
OH 6 2 0  R E M
I J  6 3 0  D A T A  2 5 5
FG 6 4 0  G R A P H I C S  2 : P 0 5 1 1 1 0 N  0 , 3 : ?  U 6 1 , " U S

is S • c  U S ' f "
NP 6 5 0  U 6 : .  Z 6 ) *  Y . 8 . ) *  K 6 ) * "
KJ 6 6 0  R E M
7T 6 7 0  R E M
DM 6 8 0  X 7 U S R ( 1 5 3 6 )
MX 6 9 0  R E M

c o n t i n u e  u n t i l  S Y S T  M  R E S E T  . r e s s e d .
NW 7 0 0  E N D

V 8 I  r o u t i n e  d a t

O r d e r  o  S

a n i m a t e .
R o u t i n e  r e . u i r e s  1  4 A s t e  c t i o n

P r o
,
r a
m  
fi
n
i s
h
e
d  
b
u
t  
1
0
.
0  
w
i
l
l

Listing 3

Table 1  -  Position o f  characters in  character  set •
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In the hundreds of hours I've spent using
many different flight simulation programs
I've never flown a  helicopter simulator, so I
was very pleased to receive Tomahawk for
review. It's another of those combat simula-
tor/game hybrids in  which you  fight an
enemy to gain points as well as flying and
navigating your aircraft -  i n  th is case o
Hughes AI-64A Apache advanced attack
helicopter.
The disk version reviewed here is supplied

in a  slim plastic bookform package contain!.
ing a  disk, an excellent instruction leaflet,
and a  large colourful poster. This shows
pictures a n d  f u l l  details o f  the Apache,
including notes on helicopter aerodynamics
and air-to-air combat techniques. The prog-
ram's designed for XL/XE machines only, as
it needs 64K to run.
After boot-up you can set various simula-

tion parameters. These include mission type
(training mode o r three different combat
scenarios), day or night operation, clear or
doudy conditions (with selectable cloudbase
from 5 0  to 5000 feet), calm or crosswind/
turbulence conditions, sound onioff, and
finally pilot rating. This last item affects the
accuracy o f  enemy fi re  i n  the  combat
scenarios, and therefore acts as a 'difficulty
level' control.

INSTRUMENTATION

The ma in  screen looks familiar, being
similar in  style to Fighter Pilot, an earlier
release f rom Dig ita l Integration. The top
two-thirds o f  the screen shows a 'through
the canopy' 3 D view and the remaining
part represents the instrument panel.
As befits a  good flight simulator there's a

lot of instrumentation, but I  suspect that it
is functionally game oriented rather than
realistic_ On  the left are engine and rotor
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TOMAHAWK
You can't keep a good man down!

John Davison
is up in the air again!

related instruments, implemented
here a s 'thermometer style' d is-
plays. These cover collective pitch
setting, engine torque. engine and
rotor blade RPM, fuel level, and
throttle setting,

. N e x t  t o  th is is  TADS (Target
4 Acquisition and Designation Sys-

tem), used to range and identify
potential targets as tanks, fi e ld

guns, o r helicopters_ To the right of TADS is
the p ilo t 's Visual Disp lay Un it  showing
digital readout o f  airspeed (forwards o r
backwards!), altitude, vertical speed, and
distance/time t o  objective. T o  t h e  righ t
again is  a  group o f  instruments showing
roll, pitch and sideslip information.
On the far right is the Navigation Display

showing current heading, current track (as
helicopters can fl y sideways!), and bearing
of your selected objective. The objective can
be any one o f  eight navigation beacons
scattered around the simulation's map area,
any o f  four landing pads in  the current
sector, a n y o f  eight ground targets in  the
current sector, o r  a ir threats, i.e. enemy
helicopters. A f te r selecting ground o r  a ir
target y o u  c a n  choose t o  use  3 0 mm
chain-gun, unguided rockets, or laser guided
Hellfire missiles against i t .  A  different
shaped gunsight is  superimposed o n  the
windscreen t o  remind you of your choice.
Points a re  scored b y  destroying enemy
tanks, fi e ld  guns a n d  helicopters, w i t h
different va lues awarded depending o n
target type and weapon used.

The bottom o f  th e  panel graphically
displays weapons status, i.e .  number o f
rounds remaining for each weapon. Next to
this is  your current score, and  fi na lly a
systems sta tu s p a n e l  showing  wh e n
weapons, navigation. TADS or engine sys-
tems are damaged by enemy fire. Phew -
and I  thought flying a helicopter would be
easier than an F151

A ma p  screen shows the layout o f  your
extensive operational area. It's divided into
128 rectangular sectors a n d  shows th e
position o f  the eight navigation beacons,
mountains, and your current position. Also
shown i s  the enemy helicopter which is
always out looking fo r you. None of the
ground targets appear - you have to locate

these yourself using your instruments.
In tra ining mode a ll sectors are friendly,

but contain enemy tanks and guns fo r
target practice - they don't shoot back! In
combat mode sectors are colour coded to
show wh ich  a re  enemy he ld  o r  under
enemy attack. Y o u  have  t o  destroy a ll
enemy tanks a n d  guns in  those sectors
before he destroys yours (or you!).

CONTROLS

Helicopter controls are rather different from
their fi xed  win g  counterparts, bu t  have
similar effects. The two most important ones
control cyclic pitch arid collective pitch of
the rotor. Cyclic pitch is joystick controlled
and is  used t o  t i lt  the  helicopter into a
nose-up or nose-down attitude or to roll it
from side to side. This also accelerates the
aircraft in  the direction o f  tilt, so causing it
to fl y  forwards, backwards, o r  sideways.
Collective pitch is keyboard controlled and
causes t h e  helicopter t o  rise, hover, o r
descend vertically. Other keyboard controls
operate the ta il rotor pitch for directional
control, and throttle setting.
To fly a helicopter accurately and success-

fully requires the pilot to constantly adjust
all these controls to balance out the forces
acting o n  t h e  aircraft. Fortunately, the
Apache has a computerised control system.
which does much of the control juggling for
you. Even so, it 's still a  l *
1
3 •
1
1  t o  fl y !

It's wise t o  start i n  training mode, first
learning the use o f  collective pitch. This
enables you to  vertically ascend, descend.
and hover without overtaxing the engines
and causing them to fail. You can then add
tail rotor control before going on to tackle
the challenge of cyclic pitch.
Then it's a case of learning to co-ordinate

the controls, a n d  to  counteract the side
effects o f  one  b y  use o f  another. It 's
fiendishly difficult a t  first, but the instmc-
tions help, telling you how to handle all of
the normal helicopter manoeuvres, includ-
ing the spectacular 'torque turn'. Safe limits
for aerobatics are also given exceed them
and yo u ' ll b e  treated t o  the program's
spectacular crash effects involving much
screen flashing. explosions, and windscreen
cracking!

•



7000 GROUND FEATURES!

Missions start on a helipad, and your view
beyond i t  shows equal amounts o f  green
terra-firma and blue sky, with the horizon
running across the middle Scattered around
in the distance you can see black dots and
a f e w o d d  shapes. These a re  ground
features, o f  which there are over 7,000 in
this simulation. Many of them never actual-
lyresolve into anything more than a  black
dot, bu t  they d o  give the impression o f
movement cis you fly over them. Others turn
into recognisable features as you approach
- 3 D wirefmme buildings, pylons, trees,
mountains, helipacts, a n d  enemy (a n d
friendly) tanks and field gums.
Screen update is 2-3 times a second. Ideally

It should be faster, but it's no worse than
other good 8-bit simulators. The horizon
rises, falls, and tilts realistically and fairly
smoothly as you stagger around the sky,
and the 3D ground features look reasonable
from a ll angles even though they're only
wirefrome graphics. Disappointingly, he li-
copter sounds are restricted to the distinctive
thwakka-thwakka noise of the rotor blades
- there's n o  whine or roar from the twin
engines.
Once competent you can go into combat.

The three scenarios progress in  difficulty
from clearing four sectors to liberating the
whole map. On  approaching the enemy,
flak starts bursting around you, and unless
you continually swerve to  confuse enemy
gunners i t  w i l l  eventually damage vita l
helicopter systems, o r cause structural dam-
age. Three structural hits cause you to crash.
You have three helicopters at your disposal,
so you  can survive three crashes before
having to start a  new mission.

FIRST RATE

I've thoroughly  enjoyed us ing Tomahawk
It's a first rate, quality  program offering real
challenge as a fl ight  s imulator and lots of
excitement i n  t h e  tradition o f  the best
combat simulators. It 's also very addictive
once you can handle those controls. But
don't take my word for it - get yourself and
your wallet down t o  your local software
store and fi nd out  f or yourself.

TOMAHAWK
Digital Integration
Cassette E9.95
Disk E14.95

Warriors of Ras
Screenplay/All American Adventures/US Gold

8 bits and a Disk Drive
Price - variable

John Sweeney adventures into the past
to find some less well known programs

that will still entertain
if  you can find them!

The Warriors of  Ras is a  series of  four  graphics role-playing games - Dunzhin,
Kaiv, Wyl de and Ziggurat.  T h e y  were first released way back between 1981 and
1983 but  the first two were re-released i n 1986 by Al l  Amer ican Adventures/US
Gold on a  single disk. M y  local shop was selling the two of them for only #3,99.

also picked up an ol d copy of  the Wylde for a fiver from another  shop. Thei r
graphics m a y  look a  bi t pr imitive compared to Gauntlet a nd the scope of  the
game rather  l imited compared to Ul tima IV, but i f you can get them for that sort
of price I  thi nk you wi l l  fi nd them qui te good value for  money.

Dungeons and Dragons players will immediately recognise most of the the jargon
about experience points and levels, but  i t  wi l l  not  al l  be fami l iar  as it is based
on a n al ternative set of  role-playing rules called THE GAME, FANTASY EDITION
(1978). T h e  mai n differences ar e i n the combat a nd the movement rules.
Once you have bought  weapons,  ar mour  and al l  the other  i tems found useful

In dungeons y ou set of f  i nto the game - a  bird's eye view of  your  character
exploring the 'dungeon'.  Passi ng thr ough any  area causes i t to be mapped on
the screen for  you.  so you need to do very l i ttle mappi ng in most of the games.
Most o f  the denizens of  the dungeons wil l  attack you immediately.  I f  you are

hit then your  ar mour  wil l  usual ly protect you fr om the first few points of  any
dcunage (unti l  i t  has  deter iorated completely),  any  other  damage removes hi t
points from the par t of  your  body which the blow struck. Whe n you strike back
you must be carrying a  suitable weapon and you must specify exactly which bit
of the enemy you ar e ai mi ng for  -  head,  chest, r i ght leg, etc. Y ou may specify
that you wish to strike wi th FORCE, whi ch may inhibi t your  aim,  or  you may
AI M to give a  greater  chance of  success. A i m i ng however  takes ti me and the
enemy may get i n a n extra blow.  Los i ng al l  the hi t  points for  any part of the
body br ings instant death.  This does mean that a lucky blow to a weak area such
as t he  neck can destroy even the strongest of  characters and you should save
frequently. For tunately the save facilites are quick a nd easy to use.
Apart fr om the monsters there are of course treasures, including one special one

in the  farthest area of  the game which is your objective. The  games also include
various specials such as weapon repai r  rooms, or  caches of  food a nd weapons.
The i nput to the game is via single letter  commands on the keyboard to aim.

bribe, hi t,  eat,  move,  etc. Most of the commands need extra information and you
can give commands such as DRI NK POTION OF STRENGTH. The  four games get
progressivley more sophisticated: Kaiv introduces potions, rings and wands; Wylde
introduces more sophisticated combat involving a  close up screen of the fight so
that you can manoeuver  ar ound the terrain a nd use more sophisticted weapons
such as wands.  Zi ggur at uses al l  the  facilites of  the previous three to reach a set
of 26 commands.
Warriors of  Ras may ini tial ly seem a  bi t  slow, but once you have mastered the

controls you should type i n the command SPEED whi ch cuts the responses from
three seconds to less than one second. M y  copy of Wylde wouldn't do this, and
since the fights may involve hal f  a  dozen messages I  was often faced with 10 to
15 second responses -  a  tr ifle bor ing! S i nce  there seems to be some variation in
this i t  is probably worth checking before buying. I f  it hasn't got the SPEED option
It is significantly less wor th whi le.
One nice feature of  these games is the facil ity provided for moving a character

around between them.  O nc e  you have bui l t up a 10th level warrior with 10,000
gold pieces you can save the character  rather  than the game and then restore
him to a  di fferent game.  Aga i n,  m y  Wykl e was slightly flawed in that it didn't
prompt for  the necessary disk changes. Y o u  can overcome this by the following
steps: switch to the save disk before enter ing Y (for  Yes, you want  to restore a
saved character); enter  the 'dungeon' (which will appear  on the screen as garbage
since i t omi tted to ask you to switch disks back); switch back to the Wylde disk;
save t he  character  ont o i t.  Now you can reboot the Wyl de disk and l oud the
character from that  disk.
All i n al l  they are qui te reasonable l i ttle games to while away an hour  or two
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REFLEX

Reflex is a  machine code game for I  or 2 players
requiring a  joystick for each player. The object o f
the game is  to  score the most goals in  the given
time. The field is reminiscent of a netball court with
8 coloured disks corresponding to the 8 directions in
which a  joystick can be pointed. To take control of
a disk point your joystick in  that direction and the
colour will change to yours. l i t h e  ball hits the disk
while i t  is your colour it  will be deflected towards
your opponents goal.
To move your goalkeeper from one side to the other

press the joystick button. You can keep the button
pressed permanently to shuttle the goalkeeper back
and forth. The goalposts act like disks so it is possi-
ble to score straight through them. Player I  scores
goals at the top o f  the screen and Player 2 scores
at the bottom. The game score is displayed at the
top o f  the screen. To play a  I  player game press
joystick button 1. For a 2 player game press joystick
button 2. In  a  I  p layer game the computer acts as
Player 2,

SEVEN LEVELS

There are seven levels of play which can be selected by con-
tinually pressing the  OPTION key u n t i l  the  desired level i s
reached. Options available are:

Title

Reflex
Reflex I
Reflex 2
Reflex 3
Reflex 4
Reflex 5
Reflex 6

32 P a g e  6 - Issue SS

Ball Speed C o m p u t e r  Reaction
Time in  1/50 secs

slow
slow
slow
fast
fast
fast
fast

127
63
31
127
63
31
15

Obviously, in  2 player games the computer reaction times don't
apply so  the choice is  effectively between slow and fast ball
speed.
The game is different to most and joystick control takes a little

getting used to so it  is recommended that you play the standard
game to begin with. I t  is fun to  lose 21-0 in  Reflex 6  the first
time yo u  p lay bu t  quite demoralising! The title o f  the game
comes from the fun I  had trying to beat the computer the first
time I  programmed the game. Th is version had a  computer
reaction t ime of 1 50th second! I  d idn't win!

by Bill Hctlsall
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FAST AND FURIOUS

1 OR 2 PLAYER ACTION

TYPING I T  IN

Cassette and disk users should type in Listing 1, SAVE or CSAVE
a copy, then RUN the program. The program will check each line
of data and inform you o f  any ermts. Correct any errors and
RUN the program again unt il a ll errors are eliminated. When
this is  done answer the cassette/disk questions accordingly to
create a  boot tape or binary disk file.

To load the boot tape remove a ll cartridges then turn on the
computer while holding down the START key (XL owners should
hold down OPTION as well). Press RETURN and the tape will
load and run automatically.
Disk users should type in Listing 2 and save it on the same disk

as the binary file created by Listing 1. RUN the Listing 2 progrom
with t h e  d isk in  the  drive and  the game will load and run
automatically.
Note for disk users: If any other programs have been used prior

to Listing 2 being loaded it  is recommended that the computer
be turned off and on again before Listing 2 is loaded and run
to ensure tha t the  game isn 't  corrupted by any data left in
memory.
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C 2 0 2 0 6 0 2 0 2 0 7 0 2 1 2 0 D 3 7 2 2 0 E 4 2 2 2 O F F 2 2 2 0 6 0 2
5 2 0 3 1 2 3 2 0 0 1 2 4 2 0 1 0 2 7 2 0 3 C , 9 4 5

AS 1 2 9  D A T A  2 2 2 0 1 6 2 2 2 0 4 2 2 4 4 7 0 0 0 D 5 0 2 0 C 1 1 0 D
0 1 0
E
8
E 0 0
2 D
A F 4
0 1 1
0 0 8
0 9 0
0 2 8
0 0 1
D 2
0 1
C 8
8 D I
C 0

2 0 D 1 C O 2 0 0 F 0 4 C 1 C 2 4 0 5 C 1 8 0 , 1 9 4
HP 1 3 0  D A T A  1 C O 2 8 D I E 0 8 0 0 I C A2 D AF 0 4 C O 5 2 5 0 0 0

6 0 0 0 8 0
0 0 0 0 0 8
0 8 0 0 0 0
0 0 0 0 0 1
7 . 0 0 7 0
0 2 9 0 6
D 0 0 5 8

5 C 4 4 C 7
-
1 2 3 A 5 C
4 D 0 1 - 1
,
A 9 0 1 8 5
, 7 1 3

FU 1 3 1  D A T A  C 4 4 C 6 6 2 3 2 3 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 8 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 0 0 0 0 0 8 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 1 6 2

RE 1 3 2  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8
0 0 0 0 0 0 0 8 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 8 8 0 0 0
0 0 0  0 8 0 D 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 1 6 2

R H  1 3 3  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
esootome0000000eue000c00000n0000mmoo
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 1 6 2

Li sti ng 2 - Di sk Loader

•

OK 1  R E M
F A 7  R E M  *  R E F L E X  L i s t i n g  2  T O  R U N
OH 3  R E M  *  D I S K  O B J E C T  C O D E
OP 6  R E M
OD 2 2  R E M
HIJ 2 4  O P E N  U 1 , 4 , 0 , " D : R E P L E M . O B j "
OL 2 5  P O K E  8 5 0 , 1 : P O K E  8 5 2 , 0 : P O K E  8 5 3 , 3 2 : P

OKE 8 5 6 , 2 5 5 : P O K E  8 5 7 , 2 5 6
TO 2 8  X = U S I T ( A D R ( "h h h M T V M ") , 1 6 )
BO 3 8  C L O S E  1 1 1 :X =U 5 1 1 ( 8 2 3 2 )

*

•
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DOVE Ts DISCO
NO I  R E M  N N M M N W 0 M W N M M N $
N W N M X N X M N N N XPC 2  R E M  *
OM 3  R E M  *
RU 4  R E M  *
M I  5  R E M  *
SS 6  R E M  *

D AVE T ' s  D I S C .
GUNSTAR V e r .  1 . 1

b y
D a v i d  P . T b A n a .

*

KD 7  R E M  *  P AG E  6  M AG A7 I N E  -  EN G L AN D  *
wv 8  R E M
NO 1  R E M
AX 1 0  G R AP H I C S  8 :
,  
" P a t i e n C e
AG 1 2  F A R  A 7 0  T A  3 :S O U N D  . 5 , 0 , 0 , 0 N E N T  A
GL 1 3  P O K E  5 3 7 8 8 , 3 + 3 2
C I  1 4  P O K E  5 3 7 6 3 . 1 6 5
DC 1 .5  F O R  I m AT  T O  1 0 0 : P A K E  1 2 0 * 7 5 6 + 1 , 0 1 N E X

I
08  1 8  P O K E  1 2 0 * 2 5 6 + 2 . 1 2 1 :P A K E  1 2 0 0 2 5 6 + 5 , 0
AV 1 7  P O KE  1 2 8 0 2 5 6 . 6 , 1 6 6
PT 1 8  P O K E  1 2 1 * 2 5 6 , 2 5 5
AZ 1 1  R E M  V A T  T A I T  AD D R E S S  7 5 6 0 8
AL 2 0  F O R  1 = 0  T O  1 0 :R E A D  0 : P A K E  1 0 8 * 2 5 6 e 1

„ A:N E X T  I
BO 3 0  D A T A  1 6 2 . 6 . 1 6 1 , 8 , 1 6 1 . 7 . 3 2 , 9 2 , 2 2 8 , 1 0

4 , 1 6
RI. 4 0  I 7 0
AZ 5 0  R E AD  0 : T E  0 0
-
1  T H E N  
P O K E  
1 5 3 6 + 1
, 0 :

I 7 / . 1 : G A T O  5 0
GC 5 5  D A T A  3 2 , 1 8 0 . 6
LA 6 0  D A T A  1 7 4 . 0 . 1 2 8 , 2 8 2 , 1 4 2 , 8 , 1 2 8 . 1 4 2 . 1 .

2 1 0 , 1 7 4 . 2 , 1 2 0 , 2 8 2 . 1 4 2 , 2 , 1 2 0 , 1 4 2 , 5 . 2 1 8 .
1 7 3 , 9 , 1 2 0 , 1 0 5 . 3 , 1 4 1 , 1 , 1 2 8 , 1 4 1 , 0 , 2 1 0

GM 7 8  D A T A  2 2 4 . 1 2 8 . 2 4 0 , 3 , 7 6 , 9 8 . 2 2 8
AA 8 0  D A T A  1 0 2 , 1 6 0 , 1 4 2 . 0 , 1 2 8 , 1 6 2 , 1 6 0 , 1 4 2 ,

1 , 1 2 0 , 1 6 2 , 1 3 6 , 1 4 2 . 2 . 1 2 0 , 1 7 4 , 4 , 1 2 0 , 2 3 2 .
1 4 2 , 4 . 1 2 0 , 1 8 9 , 1 0 . 1 2 8 , 1 4 1 , 1 , 1 2 0

AL 9 0  D AT A 1 8 1 , 5 0 , 1 2 0 , 1 4 1 , 4 , 2 1 0 , 2 2 4 , 1 6 , 2 4
0 , 3 , 7 6 . 9 8 , 2 2 8

RF 1 8 0  D A T A  1 6 2 , 8 , 1 4 2 „ 4 , 1 2 0 , 7 6 , 9 8 , 2 2 8 ,
-
1
GD 1 8 9  / 7 0
UM 1 1 8  R E AD  0 : I F  0 0 - 1  T H E N  P O KE  1 6 3 6 + 1 , 0

: I = I + 1 : 6 0 T 0  1 1 0
✓A 1 2 8  D A T A  1 7 4 , 5 , 1 2 0 , 2 3 2 , 1 4 2 , 5 , 1 2 0 , 2 2 4 , 0

„2 4 0 , 1 , 1 6
CC 1 2 9  D A T A  1 6 2 , 0 , 1 4 2 , 5 , 1 2 8
ND 1 3 8  D A T A  1 7 4 . 6 , 1 2 8 , 2 8 2 . 1 4 2 , 6 , 1 2 0 , 1 4 2 , 3

, 2 1 0 , 2 2 4 , 1 6 5 , 2 4 0 , 1 , 9 6
NV 1 4 0  D A T A  1 6 2 , 1 7 3 , 1 4 2 , 6 , 1 2 8 , 1 7 4 , 7 , 1 2 0 . 7

3 2
‘
1 ,
4 2
.
7 .
1 2
0 .
/ .
8 9
„ 0
,
1 1
0 ,
1 4
1 ,
1 0
8 .
6 .
1 0
9 ,
0

.1 1 9
OU 1 4 1  D A T A  1 4 1 , 2 , 2 1 8 . 1 0 5 , 1 . 1 4 1 . 6 , 2 1 0 , 2 2 4

, 7 , 2 4 0 . 1 , 3 2 , 2 8 0 , 6 , 9 6
Am 1 5 0  D A T A  1 6 2 . 0 , 1 4 2 , 7 , 1 2 0 , 9 6 ,
-
1
FO 1 6 0  X = 8
I C  1 7 0  R E AD  0 : I F  0 0 - 1  T H E N  P O K E  1 5 3 6 + 7 0 0

f I . 0 : I = I + 1 : G O T O  1 7 8
JK 1 8 0  D A T A  1 7 3 , 0 . 1 2 1 , 1 0 5 . 1 . 1 4 1 . 0 , 1 2 1 , 1 4 1

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

EV 1 8 1  D A T A  1 4 1 , 7 , 2 1 0 . 5 6 ,
-
1
I P  1 9 9  R E S T O R E  2 1 0
OE 2 0 0  R E M  D R U M ( D O O F ! )  D A T A
Ay 2 1 8  F O R  1 7 1  T O  1 6 :R E A D  0 : P O A F  1 2 0 * 2 5 6 .

1 0 + 1 , 0 :N E X T  I
XC 2 2 0  D A T A  4 0 , 4 0 , 2 0 , 2 0 , 4 0 , 4 0 , 2 0 , 2 8
HE 2 3 0  D A T A  4 0 , 4 8 , 2 0 , 2 8 , 4 0 . 4 0 , 2 0 . 2 0
AV 2 4 0  R E M
AT 2 5 0  F O R  I 7 1 .  T O  1 6 : P A K E  1 2 0 * 2 5 6 . 3 8 . 1 , 1 :

N EXT 1
S i  2 8 0  R E M  D R U M ( WH I T E N O I S E )  D A T A
X0  2 9 8  F A R  I = 1  T O  1 6 :R E A D  0 : P A K E  1 2 0 * 2 5 6 .

5 0 + T . 0 :N e x T  I
DJ 3 0 0  D A T A  2 0 , 2 0 , 1 0 0 , 1 0 0 , 0 , 0 , 1 0 0 , 1 0 0
GJ 3 1 0  D A T A  • , 0 , 1 0 0 , 1 0 0 . 2 8 . 2 0 . 1 8 0 , 1 0 8
AC 3 5 8  R E M
ZA 3 9 1  R EST O R E 4 1 8
FM 4 0 0  1 7 1
DV 4 1 8  R E AD  0 , W : I F  0 0 - 1  T H E N  P O K E  1 1 0 * 2 5

6 + / , 1 4 :P o KE  1 1 5 0 * 2 5 6 + 1 , 0 :1 =1 + 1 :6 0 1 0  4 1 0
DP 4 1 6  D A T A  1 1 1 1 , 1 . 1 1 4 . 1 , 1 2 7 . 1 . 1 5 1 1 , 1 , 1 3 5 , 1

, 1 / 1 . 1 . 1 5 1 , 1 . 1
.
8 1 , 1

SS 4 1 9  D A T A  1 7 1 , 1 , 1 7 1 , 1 , 1 1 3 , 1 , 1 7 1 . 1 , 1 2 7 , 1
, 1 7 1 , 1 , 1 3 5 . 1 . 1 7 1 . 1

AG 4 2 0  D A T A  1 5 1 . 1 , 1 5 1 , 1 , 1 0 1 . 1 , 1 5 1 . 1 , 1 1 3 , 1
. 1 5 1 , 1 , 1 2 8 , 1
#
1 5 1 , 1

AND H E R  5  •  D A T A  F O R  4  T  N E
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For the last  t ime w e visit  Dave T's Disco for some more
excellent music f ro m your XL or XE. This tune is an ideal
one f o r a  t it le sequence or high score feature and like all
the o thers i t  ru n s i n  t h e  VB I  so, i f  you can  program
around it, you should be able to get some great music into
one o f  your programs.
Type in  the list ing an d  SAVE a  copy before you play it

(this is important ) . Type RUN and after a short init ialisa-
tion t h e  music w i l l  begin . You can  now  get r id  o f  the
program by typing NEW and, h ey presto, t he music still
plays.

We hope you have enjoyed these visits to  the disco, i t
shows yo u  w h a t  g re a t  sounds t h at  old 8-bit  At ari  can
make!

RV 4 3 0  D A T A  1 7 1 . 1 . / 7 1 . 1 , 1 1 3 , 1 , 1 7 1 , 1 . 1 2 7 , 1
, 1 1 1 , 1 , 1 3 5 , 1 , 1 7 1 , 1

cA 4 4 0  D A T A  1 . 9 1 , 1 , 1 5 0 1 , 1 , 1 2 7 , 1 , 1 9 1 , 1 , 1 3 5 . 1
,1 9 1 , 1 , 1 5 1 , 1 , 1 1 1 . 1

TA 4 5 9  D A T A  1 7 1 , 1 , 1 7 1 , 1 , 1 1 3 . 1 . 1 7 1 , 1 , 1 2 7 , 1
— 1 7 1 , 1 , 1 3 5 . 1 , 1 7 1 , 1

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

SD 4 7 8  D A T A  1 7 1 , 1 , 1 7 1 , 1 , 1 1 3 . 1 , 1 7 1 , 1 , 1 2 7 , 1
. 1 7 1 , 1 , 1 3 5 , 1 , 1 7 1 , 1

LM S O O  D A T A  1 , 1 , 5 , 1 2 7 , 1 , 1 3 5 . 1 . 1 5 1 , 1
KE 5 1 0  D A T A  1 7 8 . 5 , 1 1 3 , 1 , 1 2 7 , 1 , 1 3 5 , 1
EL 5 7 0  D A T A  1 5 1 , 5 , 1 0 1 , 1 , 1 1 1 „ 1 , 1 2 7 , 1
Kt  5 I 0  D A T A  1 7 0 , 5 , 1 1 2 , 1 , 1 2 7 , 1 . 1 3 5 , 1
CV 5 4 0  D A T A  1 / 1 , 1 , 1 9 1 , 1 , 1 2 7 . 1 , 1 8 1 , 1 „ 1 3 5 , 1

, 1 9 1 , 1 , 1 5 1 , 1 , 1 5
,
1 , 1

SA 5 5 0  D A T A  1 7 1 , r . 1 7 1 . 1 , 1 1 3 , 1 , 1 7 1 , 1 , 1 2 7 . 1
, I 7 1 , 1 , 1 3 5 . 1 . 1 7 1 , 1

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

SE 5 7 0  D A T A  1 7 1 . 1 . 1 7 1 . 1 , 1 1 3 . 1 . 1 7 1 . 1 . 1 2 7 . 1
. 1 7 1 , 1 , 1 3 5 , 1 , 1 7 1 , 1

Dm 5 7 1  D A T A  A V I , 1 , 1 / 1 . / . 1 2 7 . 1 . 1 1 0 1 , 1 , 1 3 5 . 1

SK 5
•  
7
2  
D
A
T
A  
1
7
1
,
1
,
1
7
1
,
1
,
1
1
3
.
1
,
1
7
1
,
1
,
1
2
7
.
1

. 1 7 1 , i , 1 3 5 , 1 , 1 7 1 , 1
8 4  5 7 3  D A T A  1 5 1 4 4 5 1 , 1 , 1 0 1 , 1 , 1 5 1 , 1 , 1 1 3 . 1

, 1 5 1 , 1 , 1 2 8 , 1 , 1 5 1 . 1
SO 5 7 4  D A T A  1 7 1 . 1 . 1 7 1 . 1 , 1 1 3 . 1 . 3
7
1 , 3 . 1
2 7
. 1

, 1 7 1 , 1 , 1 3 5 , 1 . 1 7 1 , 1
AM 6 8 8  D A T A  1 / 1 , 2 , 1 2 7 , 1 , 1 3 5 . 1 . 1 2 7 , 1 , 1 3 5 , 1

, 1 2 7 , 1 , 1 3 5 , 1
MU 6 1 8  D A T A  1 7 1 , 2 , 1 1 3 , 1 , 1 2 7 . 1 , 1 1 3 . 1 4 2 7 , 1

, 1 1 3 . 1 . 1 2 7 , 1
Hc 6 2 8  D A T A  1 5 1 . 2 . 1 0 1 . 1 . 1 1 3 . 1 .
1 0 1
. 1 .
3 1 1
.
3

4 8 1 , 1 , 1 1 3 , 1
MY 6 3 8  D A T A  1 7 1 , 2 , 1 1 3 , 1 , 1 2 7 . 1 „ 1 1 3 . 1 , 1 2 7 , 1

4 1 3 , 1 , 1 2 7 . 1
AO 6 4 8  D A T A  1 1 1 , 2 , 1 2 7 . 1 . 1 3 5 , 1 , / 2 7 , 1 . 1 3 5 . 1

, 1 2 7 , 1 , 1 3 5 , 1
NC 6 5 0  D A T A  1 7 1 , 2 , 1 1 3 , 1 , 1 2 7 , 1 , 1 1 3 , 1 , 1 2 7 . 1

. 1 1 3 , 1 , 1 2 7 . 1
MK 6 6 0  D A T A  1 5 1 , 2 , 1 0 1 , 1 , 1 1 3 , 1 , 1 8 1 , 1 , 1 1 3 . 1

, 1 0 1 , 1 , 1 1 3 . 1
MG 6 1 0  D A T A  1 7 1 , 2 , 1 1 3 , 1 , 1 2 7 , 1 , 1 1 3 , 1 , 1 2 7 . 1

, 1 1 3 . 1 , 1 2 7 , 1
YZ 9 9 8  D A T A  - 1 . - 1
NI  9 9 9  P O K E  1 6 1 0 0 , 1
-
1
L I  1 0 0 0  G R AP H I C S  8 :5 E I C A L O R  2 , 0 , 0 : 5 E I C A L A

R 1 . 0 . 1 7
LB 1 8 1 8  ?  “  G U N ST AR  H I G H S C O R E / T I T L E  T U N E .

AL 1 8 2 0  ?
YV 1 0 3 0  ?  "  O r i g i n a l  S o u n d t r a c k  c o m p T i m e n

I s  O f . . . "
AM 1 0 4 0  ?  "  D a v e  T  ( C )  1 9 0 6 . "
AK 1 1 1 0  ?
YC 1 1 2 0  ?  “  H e l l o  J O E ! ' "
NA 1 1 3 8
NT 1 1 4 8  ?
AZ 1 2 0 8  V AT 7 U s R 1 2 5 6 8 0 )

•



CHRISTMAS SPECIAL DEALS FOR YOUR ATARI 8  BIT
THE CONTROLLER CARD P.P.B.

SHO Snapshot Printer Dumper
•

Superdump II+ Memory  Dumper •
DiskAtemory 1
,
0  
A n a l y z
e r  
T r a c
e r

(Epson and compatible printers1
•

Key Click  selector
• Colour Controller with lock

14 Programmable system Fonts • 1
,
0 
N
o
i
s
e 
S
h
u
t
o
f
f  
s
e
l
e
c
t
o
r

• Auto-Scroll selector
Resident mullibool menu maker • 400800 O.S. Convertor • Cassette Baud Rate Controller
Fast Cursor Debounce selector •

Desktop confi guration saversa

'Many hardware add ens have come and gone b u t  now Cornputerhouse have come up with one of  the best internal modihcattons to an Atari I  have
ever seen s o  if  you feel like fuming your poor o ld computer into a super new computer then this is the product for you N e i l  Fawcett - ATARI USER

THE CONTROLLER CARD IS A SOFTWARE DRIVEN INTERNAL HARDWARE ADO-ON THAT GIVES YOUR ATARI MACE AN ENHANCEMENT ONLY
FOUND IN MORE POWERFUL MICRO COMPUTERS, NAMELY THE DESKTOP'. The Desktop system allows you to alter the computer's 0  S personality
ro suit you. rather than the programmer whose soliware you are currently running You can also install powerful utilities into the desktop which can function
as an enhancement to the main software in memory  such as  SHO 'presentation quality  text and graphic  handlers . or as completely separate modules
which you call up when required such as  the Help screens or backup utilities.
To gel you started the Controller Cara P  P.B i s  supplied with a  free Master Utility  disk which contains the tollowing

STARTER PACK
Controller Car d P.P.13. I I  X L  -  1 3 9 . 9 5
with Master  Util ity disk X E  -  1 4 4 . 9 5

P A C K - 2
Controller Card P.P.B. II X L  - 1 4 9 . 9 5
inc luding Master Ut ility  Disk, Help X E  -  1 5 4 . 9 5
Menu Des igner Editor, SHO Text
Graphic enhancers or 1029 Snapshot dumpers

1050 SUPER ARCHIVER II
The ultimate disk duplicator tor the Atari 1050 drives, it  Our cOmpelitOrS
say different let them prove i t " It 's  the only one that duplicates Phantom!
Fuzzy sectors as well as skew protection, and includes built-in U.S Doubler
tor ultra speed and true double density.

Standard 1050 Super  Archiver I t E 5 5 _ 0 0
or with enhanced densi ty Arctr'edit E 6 5 . 0 0

IOMPUTERHOUSE............ ........ .

P A C K - 3
Controller Card P.P.B. I I  X L .  -  1 5 9 . 9 5
inc luding Mas ter Ut ilit y  Disk . X E  -  1 6 4 . 9 5
Superdump bac k up toolk iL Help Menu Des igner Edi-
tor, S HO  t ex t  graphic  enhanc ers  o r  1029 Snapshot
dumpers

CUPID INTERNAL INTERFACE E 1 9  95
SHO II  presentation quality text and graphice• printout system
(Epson & compatible  printe rsi

SHAREWARE SOFTWARE E 4 .9 5
Ullimon. Or881M011. 8 0  column emulators for the  Controller
Card o n  one  dish.

THE SILENCER E 8 . 9 5
The Silencer has  t wo  operat ions, fi rst ly i t  quietens your drive
tremendously which substantially reduces wear and tear, secondly
it allows you to write to both sides of  your disks without harmful
notching or  cutt ing p a y s  for itself t ime and t ime again' l

14 ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL
Telephone Of -731 1276

ACCESS - MASTERCARD -  EUROCARD ACCEPTED

FAST TAPE TURBO-BASIC & RAMBIT II
hl our dewce into your Data-recorder to LOAD & SAVE around 5  times taster using 'TURK
BASIC' (public domain, only on desk until nowl 8  RAMBII I I  for machine netts software up to
481. TURBO-BASIC loads in 75 seconds compared to 35 from deSk, iS totally compatible with
normal Alan Basic, ads powerful extra commands and rims programs written In it or Alai, Basic
at 3  to 4  limes normal speed
II I  •  TURBO-BASIE E12. •  RAMBIT I t  E15 or •  BOTH M B Mate case model). FMed •  E7
tenet cit ie s In usl

TASKMASTER - Tape to Disk
PUt YOJI 'redline code tapes onto Boot Akent, selection de li. THE powerful utity tor learr ir
and experienced drive users. DOS 2  5 compatible includes assembler editor facilities E 9

PPP - Parallel Printer Port
Coronet vour Printer or other par a inpulloJtput devcc la  the PARALLEL BUS.' ENHANCLD
CARTRIDGE port of XL or XE Oise supported E22 or Eprom

At products require minimum 64k XL or XL and corns with lull instructions Prices are ail
Send 5 Al, for details or P/O. cheque payable to
.
.. RAMBIT

16 THE GREEN, THURLOY, BOURNE. LINCS. PE10 OHB

sT sToP for PI) SOFTWARE

1, P A G E  6 began collecting public domain soft-
ware for the Atari FIVE YEARS AGO and
was the FIRST with both an XL/XE and ST

l i b r a r y . W e havea n incrediblecollectiono f
disks for both machines including languages,

games, utilities, demos, graphics and much more.
We don't throw in anything, we select the very best
and, unlike others, we ensure our disks are full, so
if you want the best in  PD software ask for our
catalog.

Write to
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

or phone us on 0785 57005 or 0785 213928

p )
BALLBLAZER

DISK E5.95
CROSSFIRE

ROM E3.95
TAPE E2.95

CONVERSATIONAL
FRENCH
(5 CASSETTES)

E4.95
ALL PRICES INCLUDE VAT & P&P

18 STATION PARADE, NORTHOLT ROAD
SOUTH HARROW, MIDDLESEX, HA2 8HB
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Mark Hutchinson's

THE LAST
FIRST STEPS?

For this issue I have decided to forgo the usual format of First
Steps and just let my fingers amble across the keyboard, who
knows this might be the start of a different kind of column? I
must first say sorry to those who were looking forward to more
programming, I know there are still one or two out there because

did get a couple of letters, I am sure I did.
I did not get the letters that I had expected. I hod wanted to

write about computing from a female viewpoint, but all the
ladies that I wrote to never replied. Well, actually one did. Linda
Tinider wrote to me about her computing after reading her name
in my column (thank you Linda), and that prompted me to find
out about other ladies. Maybe someday. Of late I have been
receiving less and less mail. Is my postman losing my mail? Are
my readers deserting me? Am I getting paranoid? To answer all
these questions and more I telephoned my friend the Editor. The
same thing was happening to him, more readers but less feed-
back. During our usual short telephone conversation of an hour
or more(!), we came to the conclusion that when PAGE 6 went on
display in the high street shops people started to think that the
magazine was just another 'names but no faces', Atari-disinteres-
ted, staff-written magazine from a press conglomerate. Maybe
readers were thinking 'why contact people who earn their living
just by the number of words they get printed' or 'PAGE 6 is now a
large distribution, glossy magazine, they will not be interested in
my letter'. How wrong they all are! I will now tell you how it
really is. Are you sitting comfortably?

IN THE BEGINNING WAS

I bought my ATARI 400 in 1980, one of the first purchased in
the UK. The computer magazines were few and far between,
indeed many were just small sections inside electronics maga-
zines. Those that were published would not touch ATARI articles.
As for the shops, 'Oh  yes, the video games thing? Sony, you can
only compute on that if  you buy two special attachments' and
this from a SILLY SHOP now one of the biggest ATARI dealers in
the UK! Ma p lin, from whom I purchased my machine (but for
them I would have an EXIDY or NASCOM), brought over ANA-
LOG Computing magazine from America and brightened my
life. Here was a magazine written, staffed and produced by
authentic ATARI owners. A while later a friend of mine, one
Peter Brown (still promising to continue his BMX articles!), had
missed out on an issue of ANTIC, another imported magazine
and the shop sent him an edition of some obscure british ATARI
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F I R S T
S T E P S

magazine and he passed it on to me. I had never heard of PAGE
6 before but, like ANALOG, It was run by an ATARI owner for
ATARI owners and, anyway, the Editor seemed very sincere. A
beginners column had been started in Issue one by some person
with a strange name, Mike Reynolds-lones. The next two issues
were written by the Editor and the fourth by john Dimmer, the
start of several articles from John. Les Ellingham wrote column
number five and was threatening to stop it because nobody
would help out with the column. By this time I had become
enamoured with PAGE 6 and had written an article entitled
'What's wrong with fame?', trying to encourage all those readers
who were to afraid to write an article for the magazine. In Issue
six I had an article called 'Memories' and, in a rush of mad
enthusiasm, wrote a 'First Steps' column promising that this
would only be a one-off to tide the Editor over. We are now at
Issue 35 and the only column I have missed since Issue 6 was
due to lack of space!

THE ENTHUSIASTS

Let us look at some of the people in the ATARI world. September
1985 saw the first PAGE 6 stand at the PCW show. I was there
and started talking to a man called Mike on the Software Express
stand. Several minutes passed before I heard his surname. This
was the some Mike Jones that started the column! I also met
Peter Fellows, his co-partner in the firm. Peter and Mike were port
of the Birmingham Users Group and started Software Express in
December 1984. The firm expanded vastly from a stock of just
£200 to one of the biggest in the UK, but the two originators are
still fully dedicated to ATARI, and in a big way.
A lot of the longer established retailers you may buy from

started with their own ATARIs and a user group such as BUG (or
something similar), for instance Brian Davis of Ladbroke Com-
puting, who tells funny tales about BUG. People like these are
not out to rip you off, they are dedicated ATARI people just like
you and me. Matthew Jones whose name appears often in PAGE
6, used to work for AJAR' UK until luck decided to trim the
staffing levels wholesale. He is still a dedicated ATARI owner and
PAGE 6 writer, in between university work and computing con-
sultancy. Virtually all of the other writers for PAGE 6, such as the
Davisons, Garry Francis and John Sweeney all have regular jobs
and write about Atari because they fell in love with the machine
early on. Then, of course, there are the 'occasional' finds like the
brilliant Paul Lay who has contributed some of the best type-in
games you will ever come across.

WHERE DID PAGE 6 COME IN?

Have you ever stopped to wonder how PAGE 6 was born, or did
you just assume, as with most other magazines, that some
publisher thought it was just a good way to make some money?
Well, here's how it is. Back in 1982, the Editor, Les Ellingham,
was asked by the Birmingham User Group to start a newsletter.
He had high hopes of a proper magazine but was the only one
with the fortitude to go all out for it. Most of the BUG members
were afraid of the cost and would not back him, so PAGE 6 was
conceived and reared solely by Les. I have been to his house in
Stafford several times, and with hand on heart, I can tell you
that the magazine is a full time job to the exclusion of many
'normal' pursuits, often taking 80 or more hours a week, and
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ATARI and PAGE 6 are his life (along with his wife Sandy and
son Sean). Les welcomes your letters and articles but when it
comes to putting together the magazine he often has around
twenty pages per issue more than he can print, so something
must go by the board. Working so many hours a week also
means that letters are often answered many weeks after they
have been sent (if at all!). Many things cannot be done and pet
projects are often delayed and this thing about people assuming
that PAGE 6 is a big soul-less magazine means he has also had
trouble obtaining sta ll What is needed is a dedication and
enthusiasm for ATARI computers and the wish to be part of a
family business, not just the desire to pick up money for a 9-5
job. Such problems mean that minor items are delayed. I often
have to wait weeks on a disk which, I am assured, 'will be in the
post this aftemoore!

ANOTHER EDITOR?

So much for glamorous life of an editor. I should know, I am
one as well! I work full time for British Telecom. I write in my
spore time and I started before there was such a thing as getting
a cheque from PAGE 6 for the article. I am not a staff writer by
any means. I have had articles published elsewhere and I still
will if Les does not have the room and I think that the article is
good enough. I have helped out with a user group magazine and
a BBS. I do it because I enjoy it and I like to help others. I like to
see my name and my article in print, I do not demand a cheque
from Les. I could go on like this but I will not labour the point_
PAGE 6 is a family run magazine dedicated to ATARI users, not a
big magazine that is interested only in super machine code
programs and arcade quality commercial games written by pro-
fessionals, although Les does have a high standard and tries to
improve the magazine with every issue. It is about you and me -
the end user. To me, ANALOG lost that homely feeling when it
went monthly and glossy. It took on several writers who
appeared to write for cash rather than for the readers (one 'old
timer' had a regular column that struggled to make headway
and was suddenly ditched with no explanation). Can this be one
of the reasons why ANALOG hit the roclks?
Maybe PAGE 6 appears that way to you but I can assure you it

is not. We need your input to give us some idea of what you
want to see. If there is no reader input then the Editor has to
guess what to publish and those like me who want to write about
things that interest us all, find it hard to know if anyone is reallyinterested.
Sit down and think about this carefully, then write and give us
some constructive views, you may even see your name in print! I
will quote two captions from early issues used by Les and myself,
'What is wrong with fame?' and 'Don't relax, DO IT!'

POSTSCRIPT

The day that I finished this article I received a letter from Arthur
Morris and I decided to add this paragraph. He told me that he
would be very interested to find out lust what people use their
computers for, and so would I. We all know people who play
games, write articles, use databases and spreadsheets, but there
are many other uses (Les tells me of a couple of readers who
have written programs to use their Atari's in a Curtain shop and
a Garden Centre) so what unusual applications do you use your
Atari for? Or what would you like to use it for, if  only you knew
how? Please write and let me know and I will try to compile a
column about this subject especially for Arthur and every truly
dedicated Atari enthusiast.

Write to Ma r k  Hutchi nson,
I, Hol l ymount ,
Er invale,
Fi naghy,
Bel fast,  111110

US Doublet'

Sp...1.00S

Expand The Capabilltes Of Your 8 Bit
Atari...

PatiCest section

US Doubter

E xpanding the 1050 disk drive s streegth is what ICO's US Doebeet
aa about A  t r .  p e d a n t. ,  in the area of hardware /001;$1.01t.SaS this
chip set quak y  transtorms your Atari into a powerhouse, radiating wah
innovative !statures never belore possessed by a 1050 t
-  ° M u r e s  W etrue double dens ity  tor  greater  s lorage• s ingle and  double dens ity
support a n  accelerated 1.0 rale des igned 10 tr iple your speed Chen
combined *fah Spefl aUOS and full compatibility  with ex is ting A lan
sottware E29 35
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Now yOu le no longer S r nI.dlo Alan compatible onnters and moderns
The Pfl ef Connec tion pugs  direct ly into the se n al cask drive port of any
e bit Alan Computer and provides the user with a standard Centroncs
printer inter face and l is t 115-232 senal dons  I t  also draws its  power
Mom your computer W111011 means  one leSS cord fi ghting tor  a power
point while asp:impact size leaves your storli space virtually clatter oree

The P R : Connec tions  senal ports use a lulty compatible A handler
and r es en t' . rk ise of the Alan 550 taterlace wan the same signals and
functions E69 95
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Transdisk IV [ 1
Now Only £19.95!

M

Now's your chance to upgrade your cassette games to disk with the most
powerful tape to disk utility for the Alan -  and al a special summer offer price!
What makes Transdisk IV so powerful? Its the ONLY tape to disk utility for theAtari that
•  Handle any type of cassette format
•  Handle cassenes that load extra levels (multi-load)
•  Remove protection from cassettes automatically
•  Transfer more than one game to one disk
•  Use all available memory on XL and XE computers
•  Handle cassettes that require all 64k of memory
•  Support the Atari 1050 disk drive density
•  Support modifi ed double density disk drives
Requires• Atari 800XL. 65XE or 130XE Computer with disk drive and casseiie
recorder,

Transclisk IV is supplied on disk and comes complete with step-by•step
instruction booklet. No other programs are required t h e  system is completwy
self-contained.

Proce £19 9
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Also available:-
The Freezer!

•  Freezes tape or disk programs
•  Outputs copy of frozen program to a blank disk
•  Copy runs on any computer independent of Freezer
Requires: Atari 600XL, 65XE or 130XE with disk drive
Price. £14 95 inclusive of lest class delivery
Transolisk IV and The Freeze, together £30 00 - save another f5.00

To Order phone with credit card no. Or make cheque of P.O. payable to
Digicomm Computer Services Ltd and send to:

DigiComm
170 Bradwell Common Boulevard, Milton Keynes,
Bucks MK13 BBC, Tel: (0908) 663708

et
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Ballbender! is a single-player game perhaps best described as
an inverse 'Blockbreaker ' (my program on the Breakout
theme which appeared in Issue 27 of Page 6) whi ch invites
you to amass points by directing a bal l  over a target whilst
avoiding randomly sited bricks. I t's advisable to use a strong
joystick of the microswitched variety as the standard item
may not survive!

STARTING TO PLAY

Dur i ng the initial ising run you may like to adjust sound and
colour on your  TV.  The openi ng screen should appear  a deep,
but bright,  blue and XE owners may need to advance the
saturation control  to achieve this. Once the main display
appears you are presented wi th a number  of options:

S E L E C T :  This key displays the game options available.
Press SELECT agai n to return to the main screen (other  keys
will not function whilst the menu is held).
O P T I O N :  Changes the game option as required and dis-
plays it on the top wall.
H E L P :  This is, in essence, a practise mode wi thout scoring
facility and wi th fewer bricks - use it to become fami l iar  wi th
joystick control .  Pressing the HELP key causes a flashing '11'
to appear  on the top wall - press agai n i f you decide against
the option.

After selecting the game of your choice press START to set up
the screen (to replay a game under  the same option setting
simply press the START key). Conti nuous 'music' now
prompts you to press the joystick tr igger to serve the ball.

GAINING CONTROL

To gain control  you must first al low the bal l  to strike one of
the two buffers situated on the left and r ight walls and which
are br ought into play by movi ng the joystick in the appropr i -
ate direction. Once in control  you have the facil i ty to 'bend'
the ball  in any direction (including diagonal ly) unless it
collides wi th a brick. I f this happens,  you must reacquire
control  via the buffers as soon as possible to avoid the risk of
penalty.
Note the use of the word 'bend'.  You don't have complete

control  over the ball 's flight but can only cause slight devia-
tions from its programmed path.  Nevertheless it is quite
possible to guide the bal l  successfully by skilful joystick man-
ipulation.  Take advantage of the ball 's existing moti on when
playing.  Other  things to look out for  are as follows.

T h e  T a r g e t :  Unless the moving-target option is chosen,
the target itself is not visible unti l  struck but it's position is
indicated by the green marker  on the playlield.  Centred hits
score more points than glancing blows - always aim for
accuracy! Points for a strike are only awarded if the player  is
in control  of the bal l  - otherwise such hits incur penalties as
described below,
I n d i c a t o r s :  Two indicators below the wall  (ini tial ly out of
sight) record target strikes. The red one advances i f the ball  is
out of control when the target is hit, the blue one advances if
you have control.  Should the red marker  reach its l imit of
travel, the current game ends - hence the need to mai ntai n
control for  as long as possible. When the blue marker  reaches
its limit it is reset, you receive a time bonus and the progress
of the red indicator  is retarded. Addi tional ly you receive
bonus points thr oughout a game if you are 'ahead' of the red
indicator. Above the top wall  is a timer which advances
dur ing game play wi th penalties resulting from bal l  to brick
collisions. On reaching its l imit the timer resets, addi tional
bricks are introduced (up to a set maxi mum) and the red
marker advanced.
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TECHNICALITIES

BALLBI
Dave Hitchens brings you a

made even more  difficu
you c a n ' t  actually

Initial ly you are al lowed four  such passes after which the
game ends, the lost pass being indicated by the lower screen
changi ng colour from green to red. Wi thi n certain limits, you
are awarded an extra pass each time the blue marker  resets.
B a l l  t r a j e c t o r y :  A r andom choice of three trajectories is
made at intervals dur i ng the game this being triggered each
time the bal l  collides wi th a brick or after a certain number
of boundar y deflections have been recorded. Mai ntai n vigi-
lance'

OPTIONS DURING PLAY

The joystick tr igger pauses and restarts play at any time
wi thout penal ty.  The ESCape key aborts a r ound via the 'end
of game' screen returning the user to the mai n display. The
scrolling hiscore lines keeps you advised of current targets
but,  i f its presence distracts you, the SELECT key toggles it on
and off. Of the game options presented, opti on 3 is probably
the most satisfying and playable version. Options I  and 2 are
quite simple once the basic skills have been acquired and you
may expect scores in the thousands wi th these versions.
Remaining options wil l  severely tax most players and scores
in the hundreds are more likely. Option 7, al though not a
complete simulation of the game,  does give an idea of the
sort of speed easily attainable by VBI  processing - note that
you must still press the tr igger after START to begin the
demo.

A few notes on pr ogr ammi ng techniques may be of interest.
Replacing frequently used constants by variables substantial-
ly reduced memory usage to some 24K. The reason that 48K is
required is because most of the machine code accesses high-
level memory directly and this, in 'Bial lbenderr assumes



BENDER! NO 1 REM t w w w w w w / A A A A N A N A * 4 / 4 4 w w w w t
v u 2 RE M *  O A L L O E N D E R  C .  1 1 8 7
KM 3 RE M *  b y  D a v s 4  H i t c h : M S
SO 4 RE M *    A
KO 5 RE M *  P A G E  6  M A G A Z I N E  -  E N G L A N D  *
51/ 5 RE M A i w w w w w w w w a w w w w w 4 A A A p H m *
A N 7 RE M

GC 1 0 GOS U O 1 0 8 0 : G O 5 U 0  2 0 0 8 : G O S U 5  3 0 0 0 G O
TO 5 0 6

CG 2 1 RE M M A I N  L O O P
P H 3 0 I F P E E 4 1 7 6 4 1 , 2 8  T H E N  3 5 6
NE 4 8 I F 5 T R I G ( 0 ) = 0  A N D  P E E K C 1 5 4 8 ) . 0  T H E M

GOS UO 3 0 8
EIG 4 5 I F P E E K ( 1 5 4 0 )  T H E M  6 0
PH 5 0 GOS UO 2 4 1 4 1 :G O T O  4 0
GO 6 0 I F P E E K ( 1 5 6 2 ) ) 1 1 8  T H E N  P O K E  1 5 6 2 , 0 1

GOS UO 4 8 0 t P O K E  1 1 5 5 8 , P E E K 1 1 5 5 1 8 1 4 F : 0 8 . 0 0
4 I : I F aR.T.r  T H E N  3 5 8

AE 6 5 P OKE  I . 1 0 2
-
1 1 4 4 1 1 0 0
= F - I I

you a fast act ion game
liffi  cult because i n  this one
ually control the  bal l !

RAMTOP to have a v alue of  160. A number  of  display  screens
are retained in memory  to enable rapid switches to be made
by the page-fl ipping technique.  Since they  all have a com-
mon f ormat  the basic des ign was  duplic at ed us ing the
machine code s t ring CM.  This  compacts  t he program and
speeds up in i t ia l  execut ion.
Three display lis t  int errupt s  permi t  mu l t ip le  use of  PMG

features but  an interes t ing t iming  problem arose wi t h  DI.12.
Despite plac ing this  on a b lank  scan l ine (a l lowing max -
imum processing t ime) the or ig ina l  code, wh ic h  ran in a neat
loop, consumed too muc h t ime and I had to resort  to a s t ring
of unsight ly  load/s tores whic h executes more quick ly ,  I f  you
inspect the code you wi l l  also not ice the absence of  the STA
WAIT commands  since the screen f ormat  does not  requirethem.

Two VBrs  are incorporated.  The I mmediat e VBI is br ief  and
responsible Only for the sc roll ing rout ine (whic h is l ink ed to
DI A) .  The deferred VBI  is muc h  longer and v i r t ual ly  runs
the program wi t h  a l i t t le help f rom BASIC and the DLI 's,  I t
monitors joyst ick input ,  moves ball,  t arget  and buf fers  on
request, generates the game's  4-channel sound effects and
checks for collis ions - all t his  50 t imes per second! Because
high-speed scoring is not  a pre-requis ite (as it  was in 'Block-
breaker') I 've lef t  this  menia l  task to BASIC along wi t h  a few
non-t ime-crit ical check ing rout ines_
You wil l  not ice that  t he ma in  loop lies at  the start  of  the
program to opt imise speed. You wi l l  also not ice (I hope) t hat
the display is muc h t al ler t han a s t andard one. By c reat ing a
new display list we can mak e more effect ive use of  the
available space on the TV screen by ex panding the vert ical
architecture of  the program's  display .  Some 230 scan lines
are used in this  program - 20% more t han in the s t andard
layout, This  might  cause ro l l ing on some TV's but  it  can
usually be cured by a s mall adjus t ment  to the hor iz ont al
hold on the TV.
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SPECIAL NOTE

The program is configured for a 48K (or greater)
RAM system. In  other words i f  you peek location
106 and a value other than '160' is returned this
program wil l  NOT run. The use o f 'Typo' is
strongly recommended since a large volume o f
machine code is contained within the data and
control character statements. In  any case save a
couple o f copies before running - just in case.
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5 0
.
8 4

I T  7 8 0  R ETU R N
EY 7 9 9  R EM  1 . 2 E C O M M A I I M •
FIX 8 0 0  D I M  S C R S I I I I , S C I S ( 7 0 8 ) , S C 2 S 1 2 8 0 ) .
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J F 1 1 0 0  R E S T O R E  1 1 3 8

T i  1 1 1 8  R E A D  D : I F  D r - I  T H E N  1 2 0 0

GY 1 1 2 8  F O R  M n O  T O  H - I : R E A D  E T P O K E  C M . 1 1 4 0
* D , E : M E X T  M t G O T O  1 1 1 0

XX 1 1 3 0  D A T A  3 . 1 1 0 , 1 1 0 , 1 1 0 , 0 , 5 9 , 5 9 . 5 9 . 8
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8
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JH 1 1 3 4  D A T A  7 , 6 0 , 3 6 , 6 0 , 6 0 , 6 0 , 3 6 , 6 0 , 6 8

OA 1 1 3 5  D A T A  8 , 1 2 6 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5

5 . 1 2 6

UP  1 1 3 6  I O T A  1 , 6 0 , 3 6 . 1 2 6 . 1 2 6 . 1 2 6 , 2 3 1 , 2 5 6 ,
2 5 5

NX  1 1 3 7  D A T A  1 0 , 2 5 5 , 1 5 3 , 2 5 5 , 1 5 3 , 2 5 5 , 1 5 3 , 2

6 6 , 2 5 5

MP 1 1 3 8  D A T A  1 1 , 2 4 , 1 2 6 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 1 2

6 , 6 0

T J  1 1 1 1  D A T A  1 2 , 0 , 8 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 0 , 0

UP  1 1 4 8  D A T A  1 3 , 5 6 , 6 6 . 8 4 , 8 4 , 1 7 0 . 1 7 8 , 1 1 8 , 1
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E A 1 1 4 2  D A I A  1 6 , 0 . 6 8 . 6 5 . 6 6 , 6 6 , 6 6 , 6 6 , 6 0

101 1 1 4 3  D A T A  1 7 . 0 . 2 4 . 5 6 , 0 . 8 , 8 , 2 0 , 6 2

KY  1 1 4 4  D A T A  1 8 . 0 . 0 8 , 7 8 , 1 2 . 2 4 , 4 1 1 , 1 6 , 1 2 6
FY  1 1 4 5  D A T A  1 1 , 8 , 6 0 , 6 6 , 2 , 1 2 , 2 , 6 6 , 6 8

RD 1 1 4 6  D A T A  2 0 , 0 , 1 2 , 2 0 , 3 6 , 6 8 , 1 2 6 , 4 , 4

FO 1 1 4 7  D A T A  2 1 , 8 , 1 2 6 , 8 4 , 1 2 4 , 2 , 2 , 6 6 , 6 8

I N  1 1 4 8  D A T A  2 2 , 8 , 1 2 , 2 4 , 4 8 , 1 2 4 , 6 6 , 6 6 , 6 0

Y Y  1 1 4 9  D A T A  2 3 , 8 , 1 2 6 , 6 6 , 6 , 1 2 , 2 4 , 4 8 , 9 6

MY 1 1 5 0  D A T A  2 4 , 8 , 6 0 , 6 6 , 6 6 , 6 8 , 6 6 , 6 6 , 6 8

RO 1 1 5 1  D A T A  2 5 , 8 , 6 0 , 6 6 , 6 6 , 6 2 , 1 2 , 2 4 , 4 0

E Y  1 1 6 8  D A T A  -
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4 1 , 2 , 6 , 1 4 1 , 5 , 6

OF 1 2 4 8  D A T A  1 7 3 , 8 , 6 , 2 8 1 . 1 8 5 , 1 4 4 , 8 , 1 8 1 , 2 5

5 , 1 4 1 , 2 , 6 , 1 4 1 , 5 , 6
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, 1 4 1 , 3 , 6 , 1 4 1 . 5 , 6
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1 4 1 , 3 , 6 , 1 4 1 , 5 , 6 , 2 0 6 . 3 3 , 6 , 1 7 3 , 3 3 , 6 , 2 0 0 .

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

HY  1 2 5 5  D A T A  1 7 3 , 1 1 . 2 8 8 . 2 4 8 , 3 1
GT 1 2 6 8  D A T A  1 6 2 , 2 5 5 , 2 8 1 , 4 , 2 4 8 , 1 8 , 1 4 1 , 6 , 6

.1 4 1 , 8 , 4 , 2 0 1 , 2 , 2 4 0 . 2 , 1 8 2 , 1 , 1 4 2 , 2 , 6 . 2 4 ,
1 4 4 , 1 5

OM 1 2 8 2  D AT A 1 5 2 . 0 . 1 7 1 , 6 , 8 , 2 8 8 . 1 „ 2 3 2 , 2 5 4 ,
1 3 , 6 , 2 3 2 , 1 4 2 , 1 5 , 6

S F 1 2 6 5  D A T A  1 7 3 . 3 , 2 0 8 , 2 4 8 , 5 7 , 2 8 1 , 4 . 2 4 8 . 5

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

BL 1 2 7 0  D A T A  1 6 2 , 2 5 5 , 1 7 3 , 8 , 6 , 4 1 , 8 , 2 4 8 , 1 7 ,

2 8 1 , 6 , 2 4 8 , 1 1 , 1 7 3 . 3 . 6 . 7 3 . 2 5 4 . 1 4 1 . 3 . 6 , 2 4

. 1 4 4 , 5 , 1  8 2 . 1 , 1 4 2 . 2 , 6 . 1 4 2 , 7 5 . 6

S F 1 2 7 5  D A T A  1 6 / . 8 , 1 4 1 , 6 , 6 , 3 2 , 3 6 , 6 , 1 7 3 , 2 6

, 6 , 2 4 , 1 0 5 , 4 , 1 4 1 , 2 6 , 6

HA 1 2 8 8  D A T A  1 7 3 , 8 , 6 , 2 4 8 , 5 1 , 1 8 / . 5 4 , 1 4 1 , 1 1

. 6 . 1 6 5 , 1 8 7 , 1 4 1 . 1 2 . 8

uD 1 2 8 5  D AT A 2 0 6 . 7 . 5 , 2 8 8 , 3 6 , 1 8 5 , 2 , 1 4 1 , 7 , 5
FO 1 2 1 0  D A T A  1
7 3
. 1 2 0 . 2 .
7 0
. 1 7
5
.
5
.
7 2
,
3
2 .
1 8 8

.6 . 1 8 4 . 7 4 . / 1 7 6 . 5 . 7 2 , 3 2 „ 1 1 6 . 6 , 1 0 4 . 7 4 . 1 7 6

, 3 , 2 0 6 . 8 , 6 , 7 4 , 1 7 6 , 3 , 2 3 8 , 0 . 6

LH  1 2 5 5  D A T A  1 7 3 , 4 . 6 , 2 4 8 , 5 1

HC 1 3 0 0  D A T A  1 7 3 , 0 , 6 , 2 4 . 1 0 1 , 2 , 5 , 1 4 1 , 0 , 6 . 1

4 1 , 7 , 2 8 8 , 2 0 6 , 3 4 , 6 , 2 0 8 , 2 3 8 , 1 7 3 . 1 0 , 6 , 1 4 1

, 3 4 , 6

OC 1 3 8 6  D A T A  1 7 3 , 1 , 6 , 2 0 1 . 2 5 6 . 2 4 8 , 6

111 1 3 1 0  D A T A  3 2 . 1 8 8 . 6 . 2 4 . 1 4 4 , 3

5 5  1 1 3 1 5  D A T A  1 2 , 1 1 1 , 6

P H 1 3 2 0  D A T A  2 0 6 , 3 5 , 6 , 2 0 8 , 2 3 5 . 1 7 3 , 9 , 6 , 1 4 1

, 3 5 , 6 , 1 4 1 , 3 8 , 2 8 8

MJ 1 3 2 5  D AT A 1 7 3 , 6 , 1 6 , 2 0 8 , 5 3 , 1 7 3 .1 2 6 , 2 , 2 8 1
, 1 5 , 7 8 8 , 1 3 , 1 6 5 , 8 4 , 1 4 1 , 1 1 , 8 , 1 8 3 . 1 8 3 , 1 4 1
.1 2 , 6 , 2 4 , 1 4 4 , 3 3

YU 1 3 3 0  D A T A  1 7 3 , 1 2 8 , 2 , 7 4 , 7 4 . 7 4 . 1 7 6 . 1 2

X P  1 3 3 5  D A T A  1 7 3 , 1 2 , 6 , 2 8 1 . 1 7 1 , 1 4 4 . 1 8 , 2 8 6 .

1 2 , 6 . 1 7 6 , 1 3

FM 1 3 4 0  D AT A 7 4 , 1 7 6 , 1 0 , 1 7 3 , 1 1 , 8 , 2 • 1 , 8 3 , 1 ?
4 1 , 3 , 2 3 8 , 1 1 , 6

AE 1 3 4 5  D A T A  1 7 3 . 1 1 , 0 , 1 4 1 . 0 . 2 0 8 , 1 7 3 . / 2 . 8 .

/ 4 1 , T . 7 0 8 x
4
1
1
1
0
'
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BALLBENDER!
EA 1 3 5 0  D A T A  1 6 2 , 2 , 1 8 1 , / 1 2 , 6 , 1 0 . 1 0 , 2 4 , 1 0 5 ,

6 6 , 1 5 7 , 6 7 , 6 , 2 0 2 , 2 0 8 , 2 4 2 . 1 7 3 . 2 6 . 6 . 2 4 , 1 0

5 , 6 6 , 1 4 1 . 7 0 . 6 . 1 4 1 . 3 . 7 8 0

FY  1 3 5 5  D A T A  1 6 5 , 0 , 2 4 0 , 6 . 1 7 3 . 1 9 6 , 2 , 1 4 1 , 0 .

2 1 0 , 1 6 5 „ 2 0 . 1 4 1 . 6 6 . 6 . 1 6 9 , 1 , 1 4 1 0 5 . 2 0 0 ,
1 41 . 9 , 2 0 0 . 1 7 3 , 7 1 , 6 , 1 4 1 , 2 , 2 0 0

TN 1 3 6 8  D A T A  1 7 4 , 1 5 , 6 , 2 0 0 . 1 , 1 7 1 , 2 0 , 6 , 2 0 0 ,

3 0 , 2 4 0 , 1 0 5

OM 1 3 6 5  D A T A  1 0 9 , 1 5 , 6 . 1 4 1 . 1 9 . 6 . 1 4 1 , 1 0 . 6 , 1

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

, 6 , 1 6 9 , 2 5 , 1 4 1 , 2 1 . 6

P L 1 3 7 0  D A T A  1 7 3 , 1 5 . 6 , 1 4 1 . 1 , 2 1 0 . 4 1 . 2 9 . 1 4 1

, 1 9 4 , 2

MX 1 3 7 5  D A T A  1 7 3 , 1 9 , 6 , 2 4 0 , 1 0 , 1 7 3 , 2 1 . 6 , 2 4 .

1 0 5 , 3 , 1 4 1 , 2 1 , 6 , 2 0 1 , 3 4 , 7 8 8 , 4 5 , 1 6 9 . 0 , 1 4 1

. 1 9 . 6

Y O 1 3 8 0  D A T A  1 7 3 . 2 1 . 6 . 5 6 . 2 3 3 . 3 . 1 4 1 , 2 1 . 4 , 2

8 1 , 2 5 , 2 8 0 . 2 7

O f  1 3 4 5  D A T A  1 6 2 , 1 . 1 4 2 , 1 9 , 6 , 2 0 6 , 1 8 , 6 , 1 7 2 ,

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

1 4 1 . 1 . 2 1 0 , 1 4 1 , 1 9 4 , 2 , 1 4 1 , 0 , 2 1 0

GS  1 3 9 8  D A T A  1 7 3 , 5 , 6 , 2 0 0 . 7 , 1 7 3 , 7 4 , 6 , 2 0 8 . 2

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

7 4 , 6 , 1 4 1 , 7 5 , 6 , 1 A D , 8 , 1 4 1 , 5 , 6 , z a e , 2 6 , 8

C y  1 3 1 1 5  D A T A  1 7 3 . 7 5 , 4 , 5 4 , 2 3 3 , 1 8 , 1 4 1 . 7 5 , 4 ,

1 7 3 . 7 5 . 6 , 2 0 1 , 1 9 2 , 2 0 0 , 5 , 1 6 9 , 0 , 1 4 1 , 7 4 , 6 ,

1 4 1 , 5 , 2 1 0

I R  1 4 0 0  D A T A  1 7 3 , 8 . 6 , 2 0 8 , 7 , 1 2 3 , 7 6 , 6 , 2 0 0 .
1 9 , 2 4 0 , 3 6 . 1 6 9 . 1 4 , 1 4 1 , 7 7 0 1 , 1 4 1 , 7 6 . 6 , 1 6 9 ,

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

AM 1 4 0 5  D A T A  7 0 6 , 7 7 , 6 , 1 7 3 , 7 7 , 6 , 2 0 0 , 5 , 1 6 9 ,

5 , 1 4 1 , 7 6 , 5 , 1 4 1 . 2 , 2 1 0 . 1 4 1 . 3 , 2 1 0
AO 1 4 1 0  D A T A  1 7 3 . 2 5 , 6 , 2 8 8 . 7 , 1 7 3 , 7 0 , 5 , 2 0 0 ,

2 7 . 2 4 0 , 4 6 , 1 7 3 . 1 8 , 2 1 8 , 4 1 . 1 5 , 1 4 1 , 6 , 2 1 8 . 1

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

FM  1 4 1 5  D A T A  1 6 9 , 0 , 1 4 1 , 2 5 , 6 , 1 6 9 , 8 0 , 1 3 3 , 2 0

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

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

CB 1 4 1 7  D A T A  1 7 3 , 2 0 . 6 , 2 5 5 , 1 8 . 1 7 3 , 0 6 , 6 , 2 4 0
, 5 , 1 6 9 . 2 0 0 , 1 4 1 , 1 9 4 , 2

F I  1 4 2 8  D A T A  1 7 3 , 0 6 , 6 . 2 0 0 , 3 . 7 6 . 1 0 . 2 2 8 . 2 0 6

0 1 7 , 5 , 2 0 8 , 2 4 8 , 2 0 6 , 0 0 , 6 , 2 0 0 , 3 5

W I  1 4 3 0  D A T A  1 7 3 , 1 0 , 2 1 0 , 4 1 , 1 5 , 1 0 5 , 1 5 , 1 4 1 ,

8 8 . 6 , 1 6 2 . 1 , 1 6 8 , 1 , 1 7 3 , 1 0 , 2 1 0 , 4 , 1 , 3 , 7 4 , 1 4

4 . 2 . 1 6 2 , 2 5 5 , 1 4 2 , 9 4 , 6 , 7 4 , 1 4 4 , 2

E J  1 4 4 0  D A T A  1 6 8 , 2 5 5 , 1 4 8 . 9 5 . 6 . 1 6 5 , 3 , 1 4 1 , 8

7 , 6 , 1 7 3 , 9 2 , 6 , 2 0 1 , 7 2 . 1 7 6 . 5 , 1 6 2 . 1 . 1 4 2 , 9 4

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

KR 1 4 5 0  D A T A  2 4 , 1 0 1 , 9 4 , 6 , 1 4 1 . 9 2 , 6 , 1 4 1 , 7 1 .

6 , 1 7 3 , 1 0 3 . 6 . 2 0 1 . 1 7 . 1 7 6 , 5 , 1 6 2 , 2 5 5 , 1 4 2 , 9
5, 6 . 2 0 1 , 0 7 , 1 4 4 . 5 . 1 6 2 , 1 , 1 4 2 , 9 5 , 6 . 1 7 3 , 9 5

PA 1 4 6 0  D A T A  6 , 2 0 1 . 2 5 5 , 2 4 0 , 2 4 . 1 6 2 . 6 . 1 7 2 . 9

3 , 6 , 1 7 7 , 2 0 5 , 1 3 6 , 1 4 5 , 2 8 5 , 2 8 0 , 2 4 0 , 2 0 7 , 2 0

0 , 2 4 6 , 2 0 6 , 9 3 . 6 , 2 0 6 , 9 6 , 6 , 7 6 , 9 0 , 2 2 8

OW 1 4 7 0  D A T A  1 6 2 , 6 , 1 7 2 , 9 6 , 6 . 1 7 7 , 2 8 5 , 2 0 0 , 1

4 5 , 2 0 5 , 1 3 6 . 1 3 6 , 2 0 2 , 2 0 0 . 2 4 6 , 2 3 8 . 9 3 . 6 , 2 3

8 . 9 6 . 6 . 7 6 , 9 0 . 2 2 8
FO 1 5 0 0  D A T A  - 1

AA 1 9 9 9  R E M

AN 2 0 0 0  P O K E  5 9 , 1 5 7

KM 2 0 1 0  R E S T O R E  2 0 5 0

ZD 2 0 2 0  F O R  N = 0  T O  H : R E A D  A . D . E , J , K : C 0 1 0 R

A : P L O T  D , E : O R A N T O  J
o
X : N E X f

Y I  2 8 3 8  F O R  N I  T O  A
-
I : R E A D  
0 . 8 . E : C O L
A R

: P L O T  D , E : A E X T

WS 2 8 5 0  D A T A  1 6 6 . 2 , 2 8 . 2 . 1 . 1 6 6 , 2 . 1 , 1 2 , 1 , 1
6 6 , 2 . 0 . 1 0 , 0 , 1 6 3 , 1 7 , 2 , 1 7 , 2 8 , 1 6 4 . 1 0 . 0 , 1 0 ,

7 0

I M  2 0 6 0  D A T A  1 6 7 , 0 , 1 2 , 0 , 1 9 , 1 6 7 . 1 9 , 1 2 . 1 9 , 1

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

ZA 2 0 7 0  D A T A  1 6 9 . 0 , 2 8 , 1 6 9 , 1 9 . 2 0 , 1 7 1 . 0 , 1 1 ,

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

GR 2 0 8 0  A = U S R C A D R ( C H S ) . 1 1 5 7 , 1 2 5 )

F I  2 0 9 8  P O K E  0 9 , 1 2 5 : P O S I T I O N  9 . 0 : 7  1 1 / 1 : " W .

U O P T I O N S U " : P O S I T I O M  9 . 9 - I 1 9  1 1 / 1 :"C i  M OM M

S CRE E N L A V O

DB 7 1 0 0  P O S I T I O N  O N ; - 1  m u m  l a r 4 e - :

P O S I T I O N  F , 1 1 : '
,  
M n r r  
s m 4 1 1
" : P 0 5
I T

I O N  F , X
4
4 :
,  
N A
; " 3  
m
u
m  
N
A
V
E '
.

FM  2 1 1 0  P O S I T I O N  F . H 4 F :
,  n r m a  
l a r g e

. : P O S I T I O N  9 , 1 4 : 7  N N : - 5  a m m o  s p l a i l " : p o

SI T I O N  F . M e N : .  N N W ' S  E M U  m o v e "
PT 2 1 2 0  P O S I T I O N  F . 1 0 :
7  1 : 1 6 ” 7  
E r r n :  
d e m o "

AZ 2 1 3 0  A = U S R C A D R I C H S T , 1 5 7 , 1 2 8 1

AR 2 1 4 0  P O K E  0 9 . 1 2 0 : P O S I T I O N  1 1 6 : " G A

M E " : P O S I T I O N  A D : ” O M E R " : P O S I T I O

A X : '

W I  2 1 4 5  P O S I T I O N  1 4 + 1 , I :
7  A N , "  
8 0 0 0  
-

CD 2 1 5 0  R E S T O R E  2 1 5 5 : C O L O R  H : F O R  0 2 1  1 0  H

4 F ; R E A D  D . E : P L O T  0 , 2 t M E N T

MA 2 1 5 5  D A T A  9 , 3 , 1 8 , 3 , 7 , 4
1
1 2 , 4 , 6 , 7 , 1 3 . 2 , 6

, 8 , 1 3 , 0 , 7 , 1 1 , 1 2 , 1 1 , 9 , 1 2 , 1 8 . 1 2

MU 2 1 6 8  A = U S I T C A D R I C H 5 ) , 1 2 0 , 1 1 5 )

UP  2 1 7 0  P O S I T I O N  : 4 , 1 5 :
7  
0 1 1 : " M M M I O n a M "
: 8
0 5

I T I O N  A M : " F 1 1 0 5 n r " : P O S I T I O N  A ,

▪ N A : " G T E r E M Z 2 " '

DF 2 1 8 0  C O L O R  H : F O R  1 1 = 1 5  T O  1 9  S T E P  I . I z A

LOT P , A : P L O T  1 5 . 1 1 : 1 1 E X T
AM 2 1 9 0  P O K E  8 9 . 1 5 7 : C O L O R  1 4 1 : P L O T  A F P , M 9

F:C OLOR  1 4 3 :P L O T  1 4 + F , 1 1
OT 2 2 8 0  C OLOR  H :R EST O R E 4 2 8 :9 0 8  0 1 =0  T O  1 9

:R E A D  D , E : P L O T  D , E : N E A T

AG 2 3 0 0  R E T U R N

MP 3 0 0 8  R E M

L J  3 8 1 0  R E S T O R E  3 5 0 0 : F O R  A = 1 5 3 6  T O  1 6 0 6 : R

FA D  0 : P O K E  1 1 , D : A E A T  A : P O K E  1 6 2 2 . 0

DX 3 0 2 0  F O R  1 1 = 1 6 3 6  T O  1 6 7 3 : R E A D  D : P O K E  A ,

D :N EXT N
ME 3 0 2 4  R EST OR E 3 6 0 0
EA 3 0 2 5  F O R  A = 0  T O  1 1 1 2 8  S T E P  A l 2 8 :F O R  N O

TO 4 0  S T E P  F :R E AD  D :F O R  J = 0  T O  3 :P 0 N E
Am 1 i5 4 0 .A.1 J .K.D :AE X T  J1 M EN T  0 :N E N T  K

KC 3 0 3 0  F O R  0 =5 3 2 5 2  T O  5 3 2 1 5 7 1 R E6 D D :P O KE
A, D :N EN T  A  •

TE 3 1 7 0  M 4 =AM 1 4 7 7 9 + 4 0
NA 3 1 4 8  R EST OR E 1 0 0 0
Z e  3 1 1 5 4  F O R  0 = 0  T O  1 3 : R E A D  D , E : P O K E  A M I • 8

7 8 4 D , E I N E X T

HE 3 1 6 0  F O R  0 = 0  T O  N A A S  S T E P  1 0 1 2 1 3 1 fO R  D = 0

TO A : P O K E  P N A  + + + + +  3 4 1 1 0 1 2 5 6
-
I : N E X T  D : N

E AT N

ES 3 1 7 8  F O R  0 = 0  T O  M :R E AD  D . E :P O K E  D . E : A E
MT m

GG 2 1 0 0  R EST OR E 1 9 0 8 :9 0 0  0 =7 8 4  T O  7 1 2 :R E A
D D :P O R E  M , D :M E N T  N :O P T = I

A Z 3 1 9 0  P O K E  7 5 6 , 1 4 0 : P O K E  5 3 2 7 7 . 1 . - 1 1 4 = U S R

( A D R C A B S ) )

OF 3 2 0 0  R E T U R N

X f  3 5 0 e  D A T A  1 0 0 , 5 8 . 1 , 1 . 5 . 8 , 0 , 2 0 1 , 1 , 1 , 5 4 .

1 8 7 , 0 , 0 , 0 , 1 7 5 , 2 0 7 . 5 . 0 . 0 0 1 , 8 . 1 5 5 . 1 9 2 , 0 ,

O, 0 , 0 , 0 , 0 , 8 , 0 , 1 0 , 1 , 1

E T 3 5 1 0  D A T A  1 6 6 , 2 0 9 , 1 6 4 , 2 0 9 . 1 7 3 , 1 8 , 2 1 0 , 2

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

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

V G 3 5 2 0  D A T A  0 , 3 , 5 , 8 , 0 , 0 , 0

V I  3 5 3 0  D A T A  1 6 2 . 2 , 1 7 2 , 1 , 6 , 1 7 7 , 2 0 3 , 1 3 8 , 1 4

5 . 2 0 3 , 2 0 0 , 2 8 0 , 2 8 2 , 2 8 0 , 2 4 6 , 2 0 6 , 1 0 1 . 9 6

DO 3 5 4 0  D A T A  1 6 2 . 2 , 1 7 2 , 1 . 6 , 1 7 7 , 7 0 3 , 2 0 0 , 1 4

5 , 7 0 1 , 1 3 6 , 1 3 6 , 2 0 2 . 2 0 8 , 2 4 6 , 2 3 0 , 1 . 6 . 5 4

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

2 5 5 . 2 5 5 , 2 5 4 , 2 5 2 , 2 4 8 , 2 4 8

KB 3 6 1 8  D A T A  1 5 . 3 1 . 6 3 , 1 2 7 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5

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

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

3 2 , 5 6 . 1 2 7 . 4 8 , 1 2 8 , 1 6 , 1 2 9 . 4 5 ,
-
4 5 1 , 1 5 ,
-
4
8

0 , 1 5 , - 4 7 9 , 1 5 . - 4 7 0 , 1 5 , - 4 3 6 , 1 2 8

MD 3 0 1 0  D A T A  • , 0 , 2 0 3 , 1 2 8 , 2 0 4 , 1 5 3 , 2 8 5 , 5 , 2 5

6 . 1 5 5 . 2 0 8 . 0 0 . 2 0 1 . 1 . 6 2 3 , 0 , 5 4 2 7 9 , 1 5 2

RV  3 9 1 0 0  D A T A  2 8 , 2 0 , 8 , 2 3 2 , 8 , 1 3 6 , 2 0 , 1 / 6 . 0

P AUS E  F O R  H O U G H T !

PM U F F  V A R I A B L E  A . 1 1

•
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FOR SALE
XL SYSTEM: 800XE, 1050 Disk Drive,
1019 Printer, over 100 d isks in  lockable

box, phnter paper, joyst ick,  books arid
manuals. £250. Contact Stefan on (0407)
710 058 after 6 pm

XL SYSTEM ; Ata ri 8007(1. £40. 810
Happy d isk drive with  V W  £80, 1027 p rin -
ter E45, Orig inal S/W, Sparta DOS, At a r i
Wilier, Tape-to-disk, Ult imon and many
more plus lots of games, a ll cheap. l'hone0600-6144

XL SYSTEM: flOOXI, with  1050 d isk drive
plus U.S. Doubler. over 100 games and
utilities L165. Te l 0742 489564 o r write  to :
D. Roberts, 22, Inkersa ll Drive, Westfield
Est., Mosborough, Sheffield S19 5NN

XL SYSTEM : 800XL, 1050 d isk drive, ex-
tensive software, cabinet and mags, a ll fo r
EISO t e l  Ian on Wickfo rd  (026E) 732929
after 6 pm

ATARI BOO: 48K p lus 410 cassette. Also
Atari 803. 48K p lus 810 d isk dnve fitted
with An  hives. No  realist ic offer refused.
Write for fu ll details by M . Preston, 6
Borrosetiale Cl , Earl Shillon,  Leicester LE9
7614

1029 PRINTER: Fitted with  Font 4 ch ip .
Price. £100. buyer collects. Telephone 091586 9425

A [ART DISKS: n e m  software's *10 Prin t '
for 1029 pnnter £8. Boulderdash Con.
struction Kit  1,8, Leaderboard Tournament
Disk £5 Also  some issues of An t ic and
Analog magazines at E1.50 each. Tele
,phone 091 • 5069425

MAGAZINES: An t ic Vol.1 No .2  th ru  V01.6
No.6 (58 issues) E26. Ana log  Issues 7 th ru
57 42 missing l L25. App rox 70 cassettes,
some orig inal games plus programs, some
public domain, some blank! £20. L .K.
Smith 404947) 21032

XL SYSTEM : 800XL with  256K RAM (XE
compatible' CEP. Also  orig ina l Ata ri 800
with 288K RAM (Axion  type) 1,80• Many
magatines and b lank d isks - phone for
details, km  (0633) 880714

PRINTER: 1029 £70. Also  Basic Xt . car-
Lodge £30, 2-bit  sampler £15 o.n.o.,  and
vanous games on d isk E5 each. Op . Sys
manual, De-Re Ata ri and Compute's
memory map - offers? telephone, la irs on
Southend (0702) 218455 after 7pm

INTERFACE: 850, complete with  power
pack pnn te r cable and manua l. Virt u a lly
unused, £80 o.n.o. Ata ri 800 & 410 recor-
der, extremely reliable, includ ing  m any
rapes E60. Tel, (0773) 44525

BASIC Xt. ROM  C AR TR I D GE By OSS
with runt ime disk &  manua l for E29.95
complete, also vanous cassette games (10)
for £9.50 the lo t . / ORK I  (d isk) E3.9S, a ll
plus p&p. Phone 0875 52963 after 6pm

XL SYSTEM: 800XL. 1050 d isk drive,
1010 cassette deck. 1020 plotter, 1027
pnnter NEQ, Touch Tablet with  Ata ri
Artist, 16 ROM games, 132 disks most
with games on, Pilo t  and Music Composer
on ROM. Loads of cassefte games p lus
toreign language tapes. System is not
boxed but Is in  good working condit ion.
Total cost must have exceeded E1000. Wi l l
*411 for £225, no  offers. An y inspection.
Buyer must collect - Muswell H ill area,
London, N10. Tel 01-883-2616

130XE: Hardly used, 1050 d isk drive,
1010 program recorder, 1020 colour p rin -
t e r ,
,
p lo
t t e t  
'
a
l l  
b
o
x
e
d  
w
i
t
h  
l
e
a
d
s
.  
P
l
u
s

l i d s  of softwore on cartridge, d isk and
cassette. Vohs!: exceeds £1100. w ill se ll fo r
£300 o.n o b u t  buyer must arrange coffee-
lion_ Contact Simi]  (evenings on ly please)
on 13532.824874

XL SYSTEM; 800.48K plus 1050 d isk
drive and Philips colour monitor, £280.
Phone 0634-666370

XL SYSTEM: 800X1. with  1050 d isk drive.
1027 printer and various d isks and books.
E200 °N I L °. (West Sussex) 0403 81 4251

CONTACT
ST SYS I  EM : 5205TIM includ ing  mouse,
Mystic k and £400 worth o f  software, I
Meg. upgrade, one years warranty. St ill in
box, unwanted g if t . Absolute bargain a t
£370. Phone (024 0271 310 evenings

110XE SYSTEM : I 'm  moving  so the fol-
lowing must go. 130XE, boxed (st ill under
guarantee) also Ata ri cassette deck. Joys-
ticks, 'Ata ri User' and 'Purge 6 ' back issues.
Best offers on everything to  clear. Phone
Matthew on 0273-513671

RONI X SPEEDKI NG JOYSTICK: Un-
wanted b irthday present, unused and with
guarantee. Was E12.99, se ll lo r £9.00.
Cheques made payable to  D.Berts, 8
Healey, Lakeside, Tamworth„ Staffs. Te l.
Tamworth 287505

MICROSTUIFTER: 64k prin ter buffer,
works with  any m icro  and prin ter with
Centronics interlace. Boxed, as new, per.
feet working order, o n ly b months o ld.
0 0 . Phone M ike  Doyle on 0332 810785
(Derby)

XL  SYSTEM : BOOXI. 1050 disk drive,
joystick too l games disks. Also  new boxed
games - The Pawn & Jewels 01 Darkness.
E160 o.n.o. Ring Cum bridge 811870 and
ask f o r Sandra. (weekdays on ly)

XE SYSTEM : 130XE and two 1050 disk
drives fitted with  laser chips_ Printer in ter-
face, books, Ata ri-Write r. Mint-Offic r  and
games. £250. Te l. Leeds 40532) 863253
evenings

XL  SYSTEM : 800 XL, 1050 d isk drive
with US Doub ler XC l2  recorder, (a ll
boxed and as new), Assembler Editor car-
tridge, games. books and mags. £200. Tel
Mark after opm on 0538-387781

XL  SYSTEM : 800XE, 1050 d isk drive.
data recorder, joyst ick,  m any disk-bused
programs with  d isk box. Sell fo r LISO.
Contact Trevor Simms. 55/6. kingswood
Road, Moseley, Birm ingham 813 9 AW

XL  SYSTEM : 1300XL, 1050 d isk drive.
Brothet M1009 printer, Gr a f t  A l  in te r
face, 100 plus disks, books and mugs.
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PRINTER: 1027 prin ter us new, w it h
Atciri-Wnier Plus and Min i-Office II, £80.
Tel. 01-854-9998

XL  SYSTEM : 800XL. 1029 printer, d isk
drive, rep lay sampler, Touch Tablet with
Atari Art ist ,  joysticks, manuals, software,
many moguzines, 50  cassette games
Designers Pencil (ROM) included, unused
1/Pursuit p lus extras. Al l  good condit ion,
E350 o .fl .o  Te l: L iz on Wolverhampton
880978 during  working hours

SUPER PHONE!: 41 memories, loud-
speaking, hands-free or manual,  clock,
call-t imer. L ,CD. d isp lay and morel (cost
L185). Boxed, unused. Swap for Ata ri sys-
tem with  cash adjustment either way. Te l.091-226 0835

FLIGHT SI M ULATORS: Both the Flight
Sim ulutor books for IS2 (Flight Sim I I ) a lso
both the  maps and the fl igh t  ref. card, st ill
in the I52 box, a ll fo r LS, 1,M.Dorsuld, 18
Newbyres Ave. C.webritlye, Mid lo th ian,Scotland

DI SK D R I VE: 1050 fined with  Happy
Boord and U S,Doublier p lus switch to  turn
Happy o f f  arid Doubler on, write  protect
switch and fitted heat sink to  cut down
heat bu ild  up. Complete with  ZS b lank
disks. Cost over E230. w ill se ll for £170
o.n.o. First come first served! 1.M.Fionakl,
18 Newbyres Ave, Gorelandge, M id lo th ian,
Scotland

ST SYSTEM : 52051 FM with  bu ilt -in  d isk
drive, mouse, mouse-mat, dust ,  taw. lock-
able d isk box with  lo is of software, joys-
tick, word processor/spell checker. m a n u .
ols. Al l  in  immaculate condit ion and st ill
under guarantee. £265 (no offers). Tel.
0342 (East Ghnstead) 27072

XL  SYSTEM : 800XL and 1010 data recor-
der (broken pause key) p lus Lummox Pro-
fessional joyst ick with  uu lofi re and over
El 40 worth o f  softwure Se ll fo r E135 o r
swap fo r 1.10XE p lus XC l2  data recorder_
Phone iiiiston  (0902) 43309 after 6 pm

XE SYSTEM : 1 30XE. 1050 d isk drive.
1010 recorder, 1029 printer, touch tablet,
lots o f  books and mugs. 67 d isks 2 5  tapes,
4 cartridges (a ll o rig ina ls). E275 o .n .o . Tel
0507 605244

M EGA ST: '5T2' computer system
consisting o f  keyboard, d isk drive, mouse
and mon ito r. On ly used fo r three times.
Boxed as new, E575 o .n .o . Wil l  a lso
include with in  th is price a  Quickshot
poystick and 2 boxes of 3.5" d isks. Ca ll
Tony on (0525) 376515

TAPE DECK: 1010 Ata ri program
recorder, perfect five star condit ion (very
careful owner) with  pciwer lead, computer
connection lead, instruct ions and orig ina l
box. Offers to Mr. C.M . Fippard, 12, First
Avenue, Granthum. Lines, NG31 9TN

HOOKS: De-Re Ala n  in  ring  binder £10
post free. Master Memory Map (includ ing
many useful peeks and pokes) E4 post
free. Phone 0423 879533 after 6 pm tin
weekends

1029 PRI NTER: Ata ri 1029 printer und
10-PRINT, Atone/ t ile r arid dump u t ilit ies
a bargain at £90. Ring M arlin  on 0527
402788

X I  SYSTEM : 800XL, IOSO disk drive,
1010 tape deck. DOS 2_5, Rev C  Basic,
software and moos. Buyer collects or pays
postage. Qu ick sale, L i  50 Phone Wo l-
verhampton (0902) 745752

ST D I SK DRI VES: AS&I  FD600 twin  1
mey drives for sale_ Regularly wo rked
E150. Te l. Peter Brown on 0232 246113
(office hours) or 09603 41811 (evenings)

N AGS FOR SAL E: ANALOG from Issue 1
to Ju ly '87 454 mags), ANTIC from tssue 1
to Ju ly '87 (57 mugs), PAGE 6 f rom Issue 1
to N o v/ D e c
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from Issue I  t o  M a y '88 (37 mugs), M ONI -
TOR from Issue 3 to 19(17 mugs), approx
40 Issues o f  Compute! Al l  fo r £100. Buyer

allects Phone  Geoff 051 424 4243

BOOKS: Computers Personal ie lecom-
puting, Ala n  Games, Revised Mapping
The Atari,  Machine Language, 1st, 2nd
and 3 rd  Books of Ata ri,  Ata ri Graphics
books I  &  2 . Ala n  130XE M iL  for the
Absolute Beginner. M a n  Disk Guide, At a ri
Sound and Graphics, Ata ri Comes and
Recreation. 6502 M i l  fo r beginners, Ata ri
Basic, At a ri Software Protection Techni-
ques 1 &  2 . Ala n  Assembler, Program-
ming 6502, 6502 Assembly Language
Subroutines, Ana log Compendium, Best o f
Antic, At a ri Pilot, Programming Your
Atari, 130XE Handbook, Visicu lt  fo r Ata ri
425 books, a ll immaculate). ALL fo r L35.
Buyer collects. Phone Geoff OS I 424 4243

COM PLETE SYSTEM : 800XL (Rev C I  in -
ternal 256k, 1050 d isk drive with  Lazer
Plus write  protect switch, 410 recorder
(some b lank tapes) 2  Quickshot 2 Turbo
joysticks. 2  100 (opacity d isk boxes plus
150 disks, lo ts of magazines and books,
Buyer collects. E350. Phone Howurd 0423
879533 after 6 p m  or weekends

XL  SYSTEM : 800XE. 1050 disk drive with
Doubler, 1010 tape deck, touch tablet,
Graph ix AT interface, 100 disks, cassettes
and ROMs. £200 the lo t . Phone Peter on
0495 245327 utter 5 pm

XL  SYSTEM : 256k 800XL, 1050 drive,
410 recorder, 1029 printer, poystick, books,
mugs, software. ElSO o.n .o . Phone 061
682 4165

XE SYSTEM : 130XE, 1050 d isk drive,
1029 printer, XC12 tape deck, software.
books, m anua ls and mugs. Al l  boxed.
on ly £2.50 u .n .o  Phone 024368 2489

XL  SYSTEM : 8007(1.. 48k 800, 810 with
Archiver. 1050 drive. 1029 printer, 822
printer, W52000 modem with  I rod. 410
recorder, t rukbu ll,  software, moos. £500.
Phone David  on 096 277 3360

XL SYSTEM: soon. Iwo recorder, loYs
-tick and over £300 worth o f  softwure. Wi l l
sell fo r £200 o.n.o. Tel Ja h id  on 01 455
4718

SI M OU SE/  JOYSTICK SIN I / CHER:
Enables you to  have a mouse and PN O
koysticks attached to your ST p lus I  metre
extension lead. Contuct JCR. Thompson,
NENTHOLME. Alston, Cumbria, CA9  3 IQ

XL  SYSTEM : 800XL. 1050 d isk drive,
1010 cassette. touch tablet, software, f u ll
set of Ata ri User, some Page 6. 9  manuals.
E225 o .n .o . Contact lee,  17, Lapwing
Road, Luton. Beds Te l 0582 609408

ATAR I  400 : Wit h  Bask
- c a r t r i d g e  
a n d
manual, o rig ina l box, p lug  and transfor-
mer. E30. Buyer must pay delivery. Ring
Sheffield 40742) 430772

1027 PR I N TER : Complete with  At u riWri-
irF disk, dust cover and a ll ono ino l fi t t ings
and packing . Ha rd ly used. L75. Plymouth
(0752) 812496

ST U PGR AD E: 1 n w g  ST/ KTM  upgrade
for sale W i l l  Fa. E75. Phone Mark on
(0495) 272358

W A N T E D
GRAPHICS: Prin ishop Graphic Icons,
Alan  Art ist  and Fun Wit h  Art  Pictures
and An t ic and Ana log mon th ly disks.
Write  to U . Preston, 6  Borrowdale Close.
Earl Sh ill,  In. Leicester, LE9 7CR

M ADNESS: Wil l  swap m y Ata ri 1029
Printer, boxed as new, unwanted gif t  p lus
loads of paper. Ata ri Write r and M in i-
Office I I  fo r a  Commodore 64 with  casset-
te deck. Tel, (0942) 728979 or Winie to  M r
G. Hind ley,  6, Rushmoor Ave.,  Ashton-
in-Mokerfield. NF Wig a n ,  Gtr, Manchester
WN4 8X11

X L / X I  SECONDHAND COM PUTERS:
In working  order. I  w il l pay 1.40 emit .
Please write  to Robert Stuart, 22 Lewis
Wynd, Broomlands, I rvine . Strathclyde
KAI ]  I I I E

H I TC H H I KER S FANS!: Can anyone let
me have a copy of the first episode of the
Radio 4 w r ie s
,  C a l l  
S t e w
a r t  
o n  
( 0 4
5 7 4
)

4157

DISK D R I VE: 1050 working order. Al..
,copies ot magazines An t ic ,  Ana log .
Compute, Mon ito r 1-14 and Page 6 1.19
A loan fo r photocopying considered. (Post-
age w ill be refunded) Please write to J.
Adams, 192 Exeter Street. Plymouth PI.4
ONQ

'YES' MUSIC BOOK: Does anyone out
there have a  scspy o f  the music book for
the a lbum '90125' by Yes? I 'm  t rying  to
treute some of the music on m y computer
and it 's tu rn ing out to  be very, very hard!
Contact Sun il (evenings on ly please) on
0532-824874

DISK D R I VE: 1050 plus bock issues at
PAGE 6  41-15) a n d  any other mugs and
books. Loon considered (postuge re it in  •
ded). Please send list  lc,  Ad a m s ,  192
Exeter St., Plymouth PL4 ONQ

ST SYSTEM : Wanted in  ve ry good condi-
tion with  d i s k  drive, TV modulator
and games. Swap for m u ,  data recorder.
CX40 poystick and games, most ly new
ones, boxed and in  ve ry good condit ion
PLUS Ala n  new style 2600 console with  14
games, a ll leads and boxed, in  ve ry good
condition. Phone (0422) 57539

M ONI TOR: Issues 1 a n d  2  of Monitor
magazine wanted. Top price paid. In form
John KobleSsttr i l i n  0 6 5 7 6  363

INTERFACE: RS232 Interface wanted for
1307(E in  the E-20 - LSO region. ICristofer
Andersson. P.L . 7026. 444 60 Stenung-
sund, .5wecien

D I R E  ATAR I : Wanted, swap for 800XE,
no trunsiormer or leads. Also  PL65
for penpals, a ll letters answered. Phone
(0438) 359714 o r write  to Simon 'Frew,
322, York Road, Stevenage, M i l  41 lW

FOR SAL E: Replay Sound Sampler, E2.5.
Computer An imat ion  Primer, L IO Revised
Mapping The Awn ,  £10. Ca ll Pave on
0799 4 1478

More  ov e rle a f
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'CONTACT

PENPALS ETC.

UPGRADED 52051 OWN ER : Searching
tor ST contacts Wishing to swap hints,
demos etc. Write  to Alan Acton, 44 Gwel-
for Estate, Cemaes Bay, Anglesey. LL67
oNL

PENPALS: I  own an BOOX1. 1050 disk
drive with Hyper Drive, 1029 Printer and
1010 data recorder I  wish to contact other
users to swap programming tips, game
hints and tips, a ny age. M I  letters will be
replied to promptly. Tel. (1942) 728979 or
write to M r. G. Hindley, 6, Rushmoor Ave.,
Ashton-in-Makerfield, Nu Wigan,  Gtr.
Manchester WN4  1111H

X I  PEN PALS: I  would like  to hear from
users around the world. I  have an Ata ri
800XL, data recorder, I M O  and over one
hundred games. Write  or phone. Willia m
Matthews, 62 Bullinslaw Drive, Eastfield.
Rutherglen. Glasgow, G73 3NE, Tel,
04 1-641-62S4

AM ERICAN PEN-PALS: Must be abso-
lutely mad on Ala n 8-bit! Write  to Robert
Stuart, 2 2  Lewis Wynd. Broomlands.
Irvine, Strathclyde, KAU  I H E Scotland

8 -BIT PENPAES; I  own a  65XE and
would like  to swap tips. games. etc , with
other XE owners (10 to 12 years old pneler-
ably). Contact Steven Gregg. 62 Poplar
Street, Grangemouth. Central Region,
Scotland 113 SNE

GEOSSOP/HADFILED: Somebody else
mast have an ST in this area i f  you want
to share a common interest, phone Ste-
wart on 404514) 4157

SI  USERS: I  would like  contacts from a ll
over the country and abroad to swap
hints, tips and ideas. Guaranteed reply.
Wnte to Kuff Frary. 278 Aylsham Road,
Nionoch. Norfolk. NR3 2RG

R-BIT PENPAES: I  would like  to hear
nom fi.bit users. I  have an 800XL, 1010
and lots of software. Write  to: lohn
16 Lockend Road. Casterhouse. Glasgow

ST USERS: New ST user seeks pen pa ls to
swap ideas, info, etc. Write  to Peter longs,
194 Wyggeston Street, Runon-on-Trent,
Staffs DE13 058. Phone 0283.36570

ST USERS: I  would like  contacts from
•mywhere. All letters answered. Simon
Roebuck, Grove House, South Parade,
rleckheaton 81)19 3A1

PENPALS: I  am 21 and have owned an
Mari for about 4 years. I  would like  to
meet new rwople and swap info, hints.
and tips on programming and games. All
Letters answered as soon as possible Over.
seas people preferred but will write  to any
other M a n  users. I .M.Dortald, 18 New-
byres Ave. Gorebridge , Midlothian,
Scotland

ST PEN PALS: I  would like  to hear from
and make friends with other ST users any-
where in  the World! Please write to David
Morgan, 2  We m Ddu Road, Ammanford,
Dyfed. 5.Wales. SA18 2NE, or phone
II)26Q•1 1 2 6 6
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XL USER: M y name is Dave and I  have
an 800XL, 1050 disk drive. XC l2  tape.
am interested in adventures, shoots and
thinking games. All letters Will be
answered. Write  to 356 Sissons Road, M id
dleton. Leeds L510 41G

ANYONE OUT THERE?lt: I  would like  to
contact a ny Atan 8-bit users in any area
and abroad to swap hints and tips. Please
write to Lee, 40 Hartness Road Barton
(
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XL / XE OWNERS: Loacisa hints and tips
etc., ava ilable  for your computer. lust
send an SAE to Mark B. Nobbs, Ne-
wholme. Aston Rood, Chipping Campden.
Glos. GESS 6HR

B-BIT USERS: I  want to meet or corres-
pond with XLIXE owners anywhere in
Hampshire or East Dorset. Please tele-
phone Richard on Southampton (0703)
865323 for on Immediate reply

AM ATEU R  R AD I O; Does anyone have a
program for amateur radio which can pus
a log book on disk? Phone !UMW OM 0602
845232

BOGNOR REGIS ATAR I  CLUB: lot a ils
body under 16 years of age. For further
details contrail M . Sinden on 0243 820598
after 6 pm

FRENCH PEN PAL WAN T ED : Is there
anyone in France who would like  an En
ghsh penpal? I  speak good French and am
willing to help anybody leant English.
have an 800XL. 1050 disk drive and a
1010 recorder, Please write  to Daryl Pick
than at Lostock Brow Farm, Ulnes Walton
Lane, Ulnes Walton, Leyland, LUner or
phone me on ENGLAND (19-44), Crostini
(07721 600232 Won't forget to miss the 0
off the code)

LANCASHIRE USER GROUP: Is there
anyone in Lams with an fl-bil Ata n who
would like  to set up a user group in the
Leyland/ Cmstoni Preston area? I f so then
please contact Oaryl Picktha ll a t Lostock
Brow Form, Ulnes Walton Lane, iffnes
Walton, Leyland, LanrS or phone Crown:
(0772) 600232

HELP: Can anyone tell me how to load
Electric Starfish (Caste l) on an 1300XL?
Loading with START and OPTION. STARE
CLOAD or RUN "C:" doesn't seem to work
• a ny advice? Brian Smith, 45, Regency
Square, Brighton, BN1 211. Tel, 0273
25175

ST PENPAES: Wanted worldwide, near or
far, to  exchange ideas, programming tips
etc. I  have a  large collection of Pt) soft-
ware. Please write in English. French or
German. ALL letters will be answered
Carl Ratcliffe, 47, Kedleston Rood, Leeds.
West Yorkshire, LS8 281.1, United kingdom

Did you know ? One US User
Gr oup placed a notice in
CO NTACT for  penpals and was
so i nunda te d w i th replies tha t
they had to fi nd more penpals
a t  thei r  end to cope! The  whole
w or l d loves /kind!

CONI  ACI  i s  o f  char ge  a nd  m a y  be  used Ins a ny
genui ne Atar i  enthusi ast  f or  contact i ng other  owners.
Any not i ce  m a y  be i ncl uded except those offer i ng soft-
war e onl y  f or  sale or  exchange or  those offer i ng i tems
for  sal e commer ci al l y.  The  Edi tor  reserves the r i ght to
omi t  a ny  not i ce  r ecei ved a t  hi s  discresion.
Send y our  CONTACT noti ce to CONTACT.  PAGE 6, P.O.

Box 54.  Staf for d.  S TI 6  I DR.  Pl ease wr i te  y our  not i ce
on a  separ ate sheet o f  paper .  not  as  pa r t  of  a  letter .

(or how to lay out your profra.

Structured programming? What is it? Why use it?
There are several reasons for using structured programming and

they all apply no matter what programming language you are
using, whether it is BASIC, TURBO BASIC, MACHINE CODE, or
anything else. The first, and most important in BASIC, is that it
will speed up your programs. It also makes debugging and
writing your programs a lot easier - you will see the advantages
as we go along.
The basis of structured programming is the use of sub-routines,

or in a structured language like Turbo Basic, procedures. The first
thing to do is to divide your program into three areas

We designate these areas by line numbers, and Figure 1 shows
the layout I use in all my programs. E have found that this
layout gives me enough room to write any program, including
nineteen sub-routines of up to ninety nine lines each. The line
numbers are not mandatory and you may decide to use different
line numbers. The important thing is to keep the order as I have
shown. this is where the speed factor comes in.
Lets have a quick look at how the Atari finds a sub-routine.

When the program comes across a GOSUB statement the operat-
ing system starts from the first line number of your program and
reads through until it comes to the one it wants. So any sub-
routine that is nearer to the beginning of the program will be
accessed quicker than sub-routines further on. When the prog-
ram reaches a RETURN it takes the address of where it has to go
straight off the top of the stack, and so lumps straight there. This
means that the main program can be anywhere and it will not
affect the speed of the RETURN. Lets look now at how we would
start to construct a program, I will demonstrate in Basic and
Turbo Basic but you should be able to convert the ideas to
whichever language you wish to use. Figures 2 and 3 give the
details.

Line 10 GOTO 2000
Line 100 START OF FIRST SUB-ROUTINE
Line 200 START OF SECOND
SUB-ROUTINE
Line 300 E T C .
Line 2000 START OF MAIN PROGRAM
Line 3000 START OF DATA

Figure I

STRUCII
PROM

1. Main program loop
2. Data
3. The subroutines
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USING REMs

by Roy Goring

You can see now how to lay out the program. You will notice
that all REM statements are on lines that end in 99, so they can
easily be deleted when the program is finished without the
danger of deleting a line referred to in a GOTO or GOSUB. Line
2900 contains an endless loop and you will find this very useful
as you build the program so you can view the screen. Without
this the program will END when it completes the final sub-
routine. When you start constructing the program all you have
to do is write each sub-routine in turn and then run it to see if
that routine works. This will be very easy to debug because you
know the fault will lie in the final sub-routine. Try to avoid
lumping to a sub-routine directly from another one without
going through the main program.
The Gob ° towards the end of the main program is put in after

you have the program working. This jumps back to the start
again after the main routine ends, You will notice that it does
not lump bock over the two setup lines 2000 and 2010. If you
need to you can go back over 2010 but because the DIMs are in
line 2000 you will cause an error if you jump back over this one
You don't have to keep the sub-routines in order, so the ones
that have to be accessed because of speed problems can be put
nearer to the beginning. This is where pre-planning is useful
when writing programs, you will already know what sub-
routines you require so you can shuffle the order around before
you start writing.
If you need a long initialisation, put it in the sub-routine that
follows the instructions so that these can be read whilst the
initialisation is going on.
You notice that the main program contains nothing but

GOSUBs or GOT0s, try to keep it this way. Occasionally you will
have to put some computations in to this area such as

2030 IF A=3 THEN GOSUB 300
2040 GOSUB 200

but this should only be used when it can't be done another way.

When writing a menu driven program structured programming
is ideal, the main program is set out us follows.

2020 GOSUB 100 (displays the menu on
the screen and GETs KEY)
2030 ON KEY GOSUB 200,300,400,500,etc.
2040 GOTO 2020

10 GOTO 2000
99 REM I N S T R U C T I O N S
100 sta r t of instructions
190 RETURN
199 REM **** SCREEN
200 sub-routine to draw screen
290 RETURN
299 REM E T C
300 e t c .
390 RETURN
1999 REM ***** MAIN  FROG
2000 DIM statements and variable set up
2010 continued
2020 GOSUB 100
2030 GOSUB 200
2040 CTOSUB ETC.
2100 GOTO 2020 (pu t in a fte r program
works)
2900 GOTO 2900
2999 REM ***** DATA
3000 DATA... etc.

Fi gur e 2 - ATARI  BASIC

10 GO# MAIN_PROG
99
100 PROC INSTRUCTIONS
190 END PROC
199
200 PROC SCREEN
290 END PROC
299
300 PROC etc.
390 END PROC
1999
2000 # MAIN _FROG
2010 DIM statements and variable set up
2020 continued
2030 #LABEL1
2040 EXEC INSTRUCTIONS
2050 EXEC SCREEN
2060 EXEC etc.
2100 GO# LABEL1 (p u t in a fte r program
works)
2900 DO:LOOP
2999
3000 DATA e t c .

Fi gur e 3 .  TURBO BASI C

This means that each menu item is in a separate sub-routine of
Its own, which again makes debugging and adding of additional
menu items very easy.
As you can see structured programming has a lot of advantages

especially when writing long or complicated programs. It makes
your life us a programmer a lot easier, and if you are writing
programs for PAGE 6, the people who type in the listing will find
it a lot easier to follow the workings of your program. which
helps them to learn new programming techniques_ So take up
structured programming now and put some structure into your
programs! •
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TURBO
BASIC

ER 1  R E M
GO 2  R E M  0  T U R B O  6 A 5 I C  O t m Q
MO 3  R E M  1  b y  G o r d e n  C a m e r o n
De  4  R E M  R  • n n  P A G E  5
El  $  R E M
N1  •  R E M
ND 1 0 0  M E N  e m  ° n i g  n e e d  t o  r u n  O n I e  *
ON 1 0 5  R E M  * 0  A f t  oo  ' R O S I N  n e e d  t o  •
MA 1 1 8  R E M  N o  t u n e  . C O N  o v u m .  t o  F o  *
so 1 1 5  RE M  M N P IKS . s o a p  r r r r r  R O S e t
0 3  1 2 6
C I  1 2 5  GO O
OU I I I
Z Y  1 3 8  P R O C  M A I N
✓P 1 4 8  R E M  i h o w  t h e  f r a m e '  i n  C o r r e c t
PF  1 4 5  R E M  o r d e r ,  a n d  p o l i t i o n .
OG 1 5 0  F L A G . C G A P . 6 )
N J I S E  R E P E A T
F L  1 0 0  C O U N T E R . ,
N1  1 6 5  R E P E A T
WO 1 7 0  m H E R E F R O M z  r r r r r  CE e CO UNT E RNL E

NC TM

Of f

NO
OP
IN
Ns
5 1
HP
TS
ru r
PO
I C

•

rieOE m or o ( r a 0 n .S C W E E N . IN c ,LE

C O U N T E R m GO U N T E N GI I I N C = I N C e GA

1 6 5  U N T I L  C O U N T E R . 8
JAM  U N T I L  ( I N C
-
M A L T )  
O R  
c r L O G  
A N D  
I N

135 E
N S P
U O C
2 0 0
2 0 5  P R O C  I N I T I A L I S E
2 1 0  D I M  M E S 5 O 4 E S ( a )
2 1 5  M E 3 3 4 0 2 8
-
" 1 I
-
1 1 4 1 1 0 .
-

2 2 6  L E N G T M = 2 8 0 0
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MAKE IT MOVE!
by Gordon Cameron

This demons t rat ion shows t he use o f  the Turbo-Basic c ommand MOVE, and makes
use o f  al l  t he ot her ma i n  features, such as  procedures, labels, WHILE W E N D  and
REPEAT U N T I L  loops, as  wel l  as  ma n y  others.
Nine f rames of an animat ion sequence consisting of  two pulsat ing ovals, a bounc ing

ball,  and  some tex t  are fi rst  created. Each f rame consists o f  these some objects in
a s light ly  dif ferent  posit ion.  The drawing takes place on a graphics  8 screen, but  only
70 lines  are used. These 70 lines  are t hen stored sequent ially  i n  memory  reserved
by lower ing t he t op of  available memory  to 18000. The screens are drawn and saved
invisibly,  a n d  t hen  t h e  a n i ma t i o n  s tarts  wi t h  a  s hort  screen f ade  (PROCedure
FADEIN). Th e  9  f rames  are t hen displayed sequent ially  on  t he screen, mimic k ing
movement,  howev er  t h is  i s  n o t  al l !  Af t er y ou press a  key, t he  ent ire sequence is
bounced around t he screen i n  various  direct ions, eventually  c oming t o rest i n  the
centre o f  the screen!

I wi l l  describe briefl y  how t he an imat ion  effect is achieved. This is done by mov ing
the 2800 bytes (70 lines  by  40 cells horizontally ,  wit h each of  these cells containing
inf ormat ion on 8 points mak ing a total of  320 pixels) f rom above the top of program-
available memory ,  wh ic h  was  prev ious ly  lowered,  t o  t he required SCREEN position.
So, f o r  example,  t he 9  f rames  are extracted f rom their place in memory ,  and placed
at t he beginning o f  the Graphics  8 screen and this is repeated unt il a key is premed,
wit h t h e  f rames  being mov ed quick ly  t o  t he some place over and over us ing t he
MOVE c ommand.  I t  i s  a  s imp le  mat t e r  t o  mo v e  these 2800  by tes  o f  memory
ANYWHERE on the screen, and this is exactly what  happens when the ent ire sequence
moves. Mov ement  v ert ic ally  i s  pix el-s moot h,  bu t  horiz ont al mov ement  is  a lit t le
jerky, as  t he 2800 block  c an only  be mov ed t o  any  o f  the 40 horizontal CELLS so
in fac t  i t  moves 8  pixels  at  a  t ime (each pix el  i n  GR.8 takes u p  only  I  bit ).
You c an eas ily  change t he f rames  f or yourself ,  and by decreasing the SIZE of these

frames y ou can increase t he number  t hat  y ou hove,  mak ing  a  longer sequence. I
have reset t he t op of  available memory  t o 18000 f or my  800XL,  as  this  suited my
needs. I f  you hav e a 130XE, you may  wish to alter where the data is stored, in which
case y ou need only  alt er one or  t wo variables.
The program uses reasonably  sensible variable and procedure names, and there are

adequate REMS, s o i t  should be easy enough t o  f ollow.  I f  not, DON'T WORRY! You
don't  need t o k now HO W i t  works  t o see i t  running!
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Atlantis Software have been churning out
budget titles at an incredible rate in recent
months with scant regard to the Atari's
capabilities or the sanity of its users. Now
at last they have produced a game cap.
able of holding its own amongst the in-
tense competition from other companies.
POTHOLE PETE is a  multi-level platform
game - nothing exciting about that - but
programmed to a much higher standard
of presentation tha n former Atlantis
releases.
Such a game wouldn't be complete with-

out an unbelievable plot to digest, and this
one features, not surprisingly, Pothole Pete
who to me looks remarkably like the im-
mortal Bounty Bob on his way to an audi-
tion for a 'Pampers' commercial! Somehow
he's managed to become trapped two
miles below ground i n  a n  abandoned

Title: POTHOLE PETE
Publisher: Atlantis
Price: E1.99 cassette only
Players: 1
Control: Joystick
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mine work ing and  is  nat ural ly  quite anx-
ious to escape. Especially so since the mine
is home to hundreds of deadly vampire
bats and other creepy crawlies along with
poisonous plants and mushrooms all de-
signed to make his chances of survival
pretty remote,

Your task is  to guide Pete through the
perilous caverns i n  search o f  freedom.
Each screen introduces a new distraction to
prevent Pete from reaching the discarded
stick of dynamite that offers his only hope
of escape. Once located, the  dynamite
must be  quickly taken to a rockfall and
dropped before i t  detonates, or  else it'll
blow up Pete instead o f  blasting a  safe
passage through to the next level. Sounds

like a  pretty average sort of  game, perhaps
a little boring, but it's constructed in such
a way so as to be extremely challenging
yet at the same allowing you to progress
sufficiently to always want 'just one more
go' when Pete finally meets his grief. He
only has five precious lives to begin with
but an additional one is awarded upon the
completion o f  each screen. Practice cer-
tainly makes perfect.
There isn't any mention of the number of

different levels  (I  do  wis h At lant is  wou ld
employ  s omeone t o  wr i t e  t he i r  ins t ruc -
tions!) but from what I've observed of the
first fi ve,  t hey  are very  well designed wit h
good use of colour and lots of interesting
scenery giving the overall impression that
a lot  more  care and  effort has been taken
on t he fi nis hing touches t han in previous
Atlantis games. They've even redefined the
character set! Sound is unfortunately of
the familiar low standard associated with
this type of release - a great pity as we all
know that the  Atari is capable of much
better things.
Altogether, POTHOLE PETE is a very en-

joyable platform game that is certainly
challenging but sufficiently user-friendly to
maint ain it s  appeal.  I f  you l ik e plat f orm
games, i t  c ou ld  we l l  b e  one of  t he best
EI .99's  y o u ' l l  e v e r  s pend!  W e l l  d o n e
Atlant is!

Paul Rix on

Is it a bird? Is it a plane? No, it's a ninety
foot high laser-spitting Mutant Camel and
it's got the 'ump!!! Of course, this could
only be a  concept from the unique and
mysterious imagination o f  'light-synth'
pioneer Jeff Minter, whose former program
Attack of the Mutant Camels (AOTMC)
became justly recognised as a tour-de-force
of Atari programming. Sadly, the follow-
up -  Revenge o f  the  Muta nt Camels
(ROTMC) - was not released in Atari for-
mat but REVENGE II has now arrived from
Mastertronic and it's billed as the sequel,
although the inlay is somewhat mislead-
ing in that the game's author is in fact
Icon Design's Steve Riding rather than the
Llama man himself.
The story so far: Alien adversaries from

the might y  and t y rannical Zzyax  empire,
abducted f r o m t h e  Ear t h  a  n u mb e r  o f
genetically engineered Camels  and brain-
washed t hem i n t o  at tack ing our  human

MIND THAT CAMEL
forces. The resulting episode was a historic
battle known as the AOTMC but thankful-
ly, justice prevailed. Angered by their de-
feat, the  Camels rebelled against the
Zzyax in an epic confrontation vividly re-
called as the ROTMC. They subsequently
returned to Earth but their whereabouts in
the preceding six thousand years are unre-
corded. Rumours  suggest t hey  ma y  hav e
something t o  d o  wi t h  o u r  ' u l t imat e de-
fence system' - an inherited asset that was
not to be revealed, let alone used, in all
but the most desperate of circumstances.
But the Zzyax have now re-emerged and
methinks we shall have no choice
REVENGE II sits you at the reins of one of

these infamous mutant beasts and you'll
need a l l  the  power o f  its neutronium
shielding to survive the constant bombard-
ment by  Zzyax forces. What sort of mis-
siles are you up against? Simply think of
an object - the sillier the better - and it's
odds on you'll find it in one of the hun-
dred Alien waves! Postboxes, floppy disks,
ring pulls - they're all here! And cleverly
animat ed too_ Your  init ial weapon is unli-
mited laser fi re but  credits are awarded at
the conclusion of each wave enabling you
to buy additional goodies such as treble-
strength s hields  a n d  v o-y o bullet s  p lus

extra lives and energy. Oh!, and you can
fly too!!
Graphics are generally good and utilise a

fair proportion of the Atari's capabilities,
although not to the some profuse extent as
Minter's AOTMC. You won't find any stun-
ning 'Ra inbow' graphics but instead
there's some neat horizontal scrolling in
two directions at five different speeds, not
to mention the  nicely animated Camel
and interesting background scenery. Not
just futuristic landscapes but also rows of
cigarette packets endorsed w i th RIP
slogans!
REVENGE II has all the hallmarks of an

S.A. Riding convers ion -  dis appoint ing in
the sound department  but  well above aver-
age graphic al ly  and ooz ing with playabil-
ity. A  worthy ,  bu t  above all ,  real ly  weird
addit ion t o  t he budget  range,

Paul Rixon

Title: REVENGE I I
Publisher: Master tronic
Price: t  2.99 on  cassette
Players: 1
Control: Joystick
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11AMGAMES
BUMP IN THE NIGHT

Evil ghosts have imprisoned the beautiful
Princess Clare i n the  dank dungeons of
Spooky Castle, a nd King Michael has
promised Clare's hand in marriage to any-
one brave (or stupid) enough to save her.
If this sounds like the plot of a platform
game to you then you're not far wrong!
SPOOKY CASTLE is the latest budget offer-
ing from Atlantis Software, and is indeed
a multi-screen platform game of the tradi-
tional variety.
Gormless Gary (a peasant of limited intel-

ligence) has volunteered to undertake a
rescue attempt, so it's your job to guide
him through the  seventeen rooms o f
Spooky Castle. The rooms are separated by
locked doors, although the keys are rela-
tively simple to locate. The real hindrance
is provided by  energy-sapping bats and
the persistent ghosts which invariably

Title: SPOOKY CASTLE
Publisher: Atlantis Software
Price: E1.99 on cassette
Players: 1
Control: Joystick

Oh dear! Is this one really intended for
the Atari? Alas, yes, COPS N' ROBBERS is
indeed a  new addition to  Atlantis Soft-
ware's range, although for a minute there
I was almost convinced that someone had
mischievously connected up a Spectrum to
my monitor!!
Abysmal is a fairly accurate description of

the graphics i n the  game. The playfleld
comprises o f  a  maze o f  several blocky
walls viewed from overhead, but the
adversaries are mono-coloured PMG's de-
fined in a  side-on fashion. The screens - of
which there are several • are presumably
based on Antic mode 4, but the author
'SIZ' has made little attempt to disguise
their text-based origins. You can count the
blocks - forty across, twenty four down! A
joystick controls your character, who is
more cleverly designed, but the PMG colli-
sion detection can only be described as
irritating!

A LIFE SENTENCE!
As for the plot, well, to be honest it's

really o f  the  same standard as  the
graphics! Light Fingers Lonegan has de-
cided to raid the headquarters of the Acme
Diamond Company and Atlantis have de-
cided that you are going to assist him. In
order to accomplish this, your joystick trig-
ger becomes that of Lonegan's .45 Mag-
num and you are invited to use it at every
available opportunity in order to get past
Police Officers who are naturally trying to
prevent you from collecting the  gems.
Does this sound like an activity that ought
to be  encouraged? Should a  criminal
assassin be  portrayed in such a  positive
manner? I  recall the  recent controversy
surrounding 'Little Devil'. Is  rescuing a
Princess worse than gunning down the
occupants of a legitimate business premis-
es? O f couse not! Surely this is a  vastly
superior contender for the sin-bin?

There's more... Should Lonegan get cap-
tured - and I  hope he does - he can use
a subsequent life to blast his way into the
jail and free his previous 'life'. Additional
gems are located in a  nearby mine, coin-
cidentally the regular haunt of the local
ghost community. Contact with an appari-
tion spells a  trip via Ambulance to the
morgue -  a l l  pleas ant  stut t l Apparent ly ,

the ultimate objective is to obtain the con-
tents of a safe, the combination for which
is zealously guarded in a  locked room on
an upper floor of the building. You may
either collect the key from a  protected
alcove in the mine or you can toil through
the thousand possible permutations until
you discover the appropriate one (I found
the latter method quickest!). A getaway car
awaits your successful escape with the loot.
Frequent interludes during gameplay are

a particularly annoying 'feature' of the
game. Also, the  instructions supplied
would comfortably win an award for being
the least informative!
All in all, the game is a real disaster area!

Whoever SIZ is, they ought to stick to
programming whatever they know best -
and tha t clearly isn't the  Atari. Bad
graphics, bad sonics, bad taste. COPS N'
ROBBERS has them all!!

Paul Rixon

Title: COPS 'N ROBBERS
Publisher: Atlantis Software
Price: £1.99 on cassette
Players: 1
Control: Joystick
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appear from nowhere and fly frustratingly
across the display just when you hoped
they wouldn't! In typical form, Gory has
forgotten to take any weapons on his mis-
sion so he must rely exclusively on his not
inconsiderable jumping abilities to avoid
death by contact with the ghosts and other
dangerous obstacles. Fortunately, energy
potions and additional lives can be collec-
ted along the  way, by  moving over an
appropriate symbol. The symbols reappear
each time the same room is re-entered, so
it's possible to accumulate an enormous
number of lives a t certain points in the
game, i f you should need to.
Graphics are quite well done, the joystick

response is good, but the sound is pretty

abysmal. However, the  major cause for
concern doesn't become evident until you
actually commence play.
As far as I've been able to perceive, it is

impossible to progress any further than
level thirteen!! I've reached this stage with
numerous lives in hand, and yet the only
two doors leading to level fourteen are
blocked by impassable pillars! I've doubled
back several times and searched for hid-
den exits, but a l l  to  no avail. I t seems
peculiar that such an obvious bug should
slip through unnoticed, and I'd be interes-
ted to hear from anyone who could shed
any light on this problem. Also, on one
occasion the  game suddenly terminated
with the message 'Error 141 (cursor out of
range?), followed by a  series of numbers
and the prompt 'Run address:?'. Machine
code programmers will probably have an
explanation for  this, but once again it
illustrates a lack of thorough checking by
Atlantis.

SPOOKY CASTLE would have been a
reasonable platform game if it weren't for
the bugs I've mentioned. I t certainly had
me hooked in the early stages, but it these
only lead to a dead-end situation then I'm
afraid it's definitely a game to avoid. Best
check with Atlantis before parting with
any cash.

Paul Rix on



GAMES

DOWN THE MIDDLE
Golfing enthusiasts have, up to now, been

poorly supported by Atari 8-bit software.
Apart from some really dreadful attempts
in Basic, I  can th ink o f  only one game to
have successfully simulated the  sport -
leaderboard. A t la n t is  Software's PRO
GOLF is not directly comparable though,
as it's biased heavily towards the strategic
element rather than the visual.

Up to  four players may compete on a
choice of either Sunningdale (England) or
Pebble Beach (USA) courses. These a re
loaded as individual programs on either
side of the cassette. Further options include
championship, single round o r  practice
modes with  a n  alternative o f  medal o r
championship tees. It's important to make
the correct selections at this stage as the
game does no t  offer any k in d  o f  abort
facility a n  unfortunate and potentially
frustrating oversight. Before the  game

Title: PRO GOLF
Publisher: A tl a n ti s  So ftware
Price: E2.99 on cassette
Players: 1 /4
Control: Keyboard  on l y

commences, yo u  can  a lso adjust 'wind '
and 'ground' parameters as required or
Instruct the computer to  generate them
randomly.
A birds-eye representation o f  the fairway

and surrounding landscape is  now d is-
played, wi t h  different shading indicating
rough ground, bunkers, trees and so on. A
minute flashing dot marks the position of
the ball and a black circle shows the hole
you a re  a imin g  for. It 's a  primitive and
unattractive screen-view but it  does serve
the intended purpose o f influencing your
choice of tactics. Hole number, Par and the
number o f  yards f rom tee t o  ho le are
stated t o  a id  your calculations, and you
should also bear in mind the current wind
and ground conditions. Club type, strength
of shot and direction are chosen sequen-
t ia lly b y  pressing ' 0 '  a n d  'P '  o n  th e
keyboard followed b y  Return to  confirm
the selection. To actually make the shot,
the space bar is pressed once to begin your
swing and again to hit the ball at precisely
the correct moment. A  sma ll animated
golfer in  a  separate 'window' helps you to
achieve the appropriate timing.

Should you make it  onto the green the
display changes t o  a  close-up birds-eye
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view of the hole and you are prompted to
select power and direction. As before, the
space bar is used to make the shot and a
line representing a putter replaces the ani-
mated golfer to assist you. After each com-
pleted hole you are shown your personal
scorecard fo llowed b y  the  leaderboard
which includes famous names such as
Sandy Lyle and Seve Ballesteros. Unless
you wa n t  t o  save the  game to tape fo r
resumption a t  a  later date, the cycle now
repeats.
Apart from the graphics, the only major

gripe I  have concerns the keyboard-only
Input. I t  seemed quite a chore even in one
player mode and  wit h  four participants
fighting for a seat at the keyboard I should
imagine the  game becomes a lmost u n -
playable! I f  you aren't deterred by a lack
of picturesque graphics PRO GOLF might
be worth checking out.

Paul Rix on

LOTS OF LOVELY LOLLY
Here's yet another budget platform game

from Atlantis Software that is simila r in
many respects to  Pothole Pete, program-
med by the some authors and  also re-
viewed in  th is issue. Ma n y o f  the com-
ments made in  that review are therefore
equally applicable here.

DAYLIGHT ROBBERY has five levels set
over ten different screens and a  scenario
based around a  h igh  security banknote
printers, so secure in  fact that no human
guards are deemed necessary. Access to
each level is restricted by a security pass
system and a strict t ime limit  is imposed
on each floor_ The building is also exten-
sively booby trapped a n d  patrolled b y
robot guards. The ultimate security system
it seems, o r is it? A ll you've got to do is
collect the  passes, negotiate the  traps,
ovoid the robots, watch out for the print-
ing presses, find the safe combination and
then collect the reward! Things are never
quite as easy as they seem a t  first, o f
course, and the resulting task is quite some
challenge.
Any contact with  robots, traps or presses

will instantly p rompt you r demise, and
you only have fi ve lives available - no
bonuses are awarded. When  you lose a
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life, yo u r resurrected character Is placed
back at the very beginning of the level you
are currently on. This can be quite frustrat-
ing as the levels stretch over two (effective-
ly four) screen lengths, meaning that a lot
of hard work can be ruined by the slightest
slip o f  the joystick. A  reliable trigger but-
ton is an absolute necessity as this controls
the jumping  abilities o f  your character.
Every screen requires split second timing in
order to avert disaster.

Graphics a re  even better than those in
Pothole Pete - great stuffl - with plenty of
animation a n d  some good detail in  the
background scenery. I  dislike the 'amate-
urish' Gr.2 text interludes which appear in
between each life, although they do help

to overcome the unfortunate ommission of
a pause facility. Too  bad i f  the 'phone
rings o r  someone's a t  the  door just as
you're about to crack the fi na l level! The
game is certainly a challenge, but the fact
that I  managed to complete it in just a few
sessions suggests tha t  it s  lasting appeal
may be pretty weak. I  won't disclose the
ending incidentally, a ll I  can say is don't
bother ca lling the neighbours around to
see it !
I was on the verge of commending Atlan-

tis fo r an essentially flawless effort when
suddenly my character became stuck in a
neverending loop of getting killed. Re-boot
was the  o n ly remedy. This again brings
into question the thoroughness with which
Atlantis assess the ir prospective releases,
Gripes aside, i f  you're the sort who enjoys
a pixel-scraping challenge and aren't put
off b y  a few imperfections such as those
described then DAYLIGHT ROBBERY is well
worth investigating.

Paul Rixon

Ti tle : DAYL IGHT ROBBERY
Publ isher: A t l a n t i s  So ftware
Price: £1.99 on cassette
Players: 1
Contro l : Joystick
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HERE'S WHAT YOU'VE MISSED!
Get your back issues NOW!

PAGE 6  b a ck issu e s represent a n  exce llen t  w a y o f  increasing  t h e  enjoyment o f
your Au ld  w it h  • r l i c ie s  t o  en ligh ten  you ,  p rograms t o  t yp e  in  and  re vie ws Of
software t o  gu ide  yo u . Alm o st  a ll o f  t h e  content  o f  past  issu e s w il l  b i a s  fresh
and re levant  today a s  when  i t  appeared -  increose  yo u r entoyment n o w . belore
it s t o o  M e t  D isks a re  (mailable t o r  a ll issu e s,  conta in ing a ll the  8-bit  programs
from e a ch  issu e  ready t o  ru n ,  and  they o f ten  include  bonuses n o t  found in  the
mogozine.

ISSUE 2 0  -  GRAPHICS SPECIAL . A  su p e r sp e cia l issu e  w it h  a  g raph ics theme.
Draw so m e  masterp ieces w it h  GRAPHICS WORKSHOP and (implore you r graph ics
potential w it h  Co lo u r Palette, Picloada . Co lo u r At t ribu tes and CIO Slideshow An
in-depth review o f  Prin tshop and Graph ics Art  Department, the final part  o f  Disp lay
list s a n d  the  Adventure co lumn 11 pages devoted to  the ST p lus a co lou r feature
ATARI ART a n d  ST  GALLERY. An d  there s m ore ' BLOCKBREAKER is one of the
best gam es t o  hove  been pub lished on a n y magazine. Don 't  m iss it !

DISK AVAI L ABL E -  in cudes BONUS PICTURES f o r
Graphics Wo rksh o p

ISSUE 21 -  A packed issue  with  games, TRAIN CRAZY. REVENGER and FORKLIFT.
Utilit ies SCALEM ASTER,  QUI CK DISASSEM BL ER a n d  Measuring  Temperature.
Progremming h in t s w it h  Do ing  Th e  Impossib le ,  Er ro r  8  So lve d  a n d  THE GUIDE
TO ERROR C OD ES. Re vie ws o f  F lig h t  Sim u la t o r II.. H it chh ike r's Gu ide  t o  the
Galamy. a n d  the  la test  Adventures. Fo r the ST a DEGAS to NE0  converter. Latt ice
C reviewed a n d  re vie ws o f  a  who le  h o st  o f  sof tware.

ISSUE 2 2  -  More  se rio u s u se rs w i l l  e n jo y SMARTSHEET, a  Visica le  l ike  type-in
spreadsheet, p lu s  o u r  re vie w  o f  Pa p e rclip  w h i ls t  gameste rs w i l l  p u zzle  o ve r
TRICKY CUBES and  t r y t o  su rvive  HIDDEN DEPTHS T h e  Gu ide  t o  Erro r Codes
Is concluded and there are art icles on Fractals, Tape Problems and some less well
known Adven iu res. L o a d s  o f  re vie ws a n d  so m e  great  n e w rou t ines f o r  Blo ck.
breaker. ST  u se rs w il l  fi n d  o u t  h e w  t o  p rogram Sp rile S a n d  can read reviews of
Time Band it ,  Pro-Fortran T i ,  VI P Pro fessiona l and  m o re .

Ell

ISSUE 2 3  •  Another superb machine language game WATER SKI  SCHOOL will test
your re fl e xe s. WOROSEARCH w i l l  cha llenge those  wh o  l ike  p u zzle s and o the r
list ings include  SUPERCLOWN and  th e  u t ilit ies XREF and VERIFY. A huge review
of Ult ima I V heads a  comprehensive review sect ion  and Going Online Part  I  w ill
let yo u  kn o w  i f  te lecommunicat ions i s  f o r  yo u . ST  o wn e rs ca n  d isco ve r how to
gel a  b igger screen on the ir co lour monitor and read reviews of lo o m ra cks. Sierra
On-line  adveniures and Pro-Pascol amongst others. Also . is It worth adding a  5.4"
drive t o  yo u r S T '

MI

ISSUE 2 4  -  Th e  b iggest  issu e  so  f a r pub lished!  Great ST sect ion with  in to  about
ST d isks and  cart ridges and  lo a d s o f  re n e ws. Fo r  8 -b it  u se rs there is MUNCHY
MADNESS, the best game we have ever published p lus a super cheque book u t ilit y
AUTOCHECK. P iu s  a l l  a b o u t  ch e ckin g  yo u r  d i s k  d r ive ,  ano the r g a m e  ca lled
FLYING HIGH, m ore  u t ilit ies,  reviews of RAMBIT. Adventure games and lo ts more.
Too m u ch  in  t h is issu e  t o  l ist  f u lly!

at

ISSUE 2 5  -  Ano ther boggle! A  m u st  f o r  1029 p rin te r owne rs with  3  great u t ilit ies
including a  SCREEN DUMP. A  supe r Japanese chess game called SHOGI, a type
In REVISION C  BASI C. a fu ll feature on d isks and more Fo r  S'T, type in  OTHELLO,
review, o f  L EAD ER  BOAR D  a n d  M EAN  1 8 ,  H in t s and  T ip s a n d  severa l Other
reviews a n d  a rt icles.

Wi

ISSUE 2 6  -  SOLID MODELLING i s  one  Of  the  b e st  non-game programs we have
published, b e  crea t ive !  Othe r programs in clu d e  SOURCE WRITER f o r mach ine
code p rog ram m ers. FL EXI BL E FINGERS t o  h e lp  y o u  t yp e ,  N U TS a n d  m o re .
Reviews o f  TRIVIAL PURSUIT, OVC;65, SPEEDSCRIPT and much, much more. ST
users ca n  learn a ll about HARD DISKS, FAST BASIC. TYPESETTER ELITE. DEGAS
ELITE and  read  re vie ws o n  a  who le  lo t  m o re  sof tware.

ISSUE 2 7  -  Som e cra ckin g  list in g s f o r the 13-bit. In GREAT BRITAIN LTD yo u  can
be the  Chancellor and help run the Country. COMPUTER GAMMON is a great Ata ri
version o f  backgammon and there 's ANTS IN YOUR PANTS. DISK COMMAND and
others. Th e re  i s  a  lectu re  o n  wo rd  p rocessing  and  st a cks o f  re vie ws T h e  S t
section in clu d e s a n  In-depth re vie w o f  AR T DIRECTOR and a  neat lit t le  program
to p u t  scro ll in g  s t a rs o n  yo u r  scre e n !  L o t s o f  re vie ws includ ing  HABAVI EW.
K-SPREAD 2,  K-WORD a rid  m any m o re

•

DISK AVAI L ABL E. A l l  p rog rams ready t o  g o

DISK AVAI L ABL E -  DOUBLE SIDED! Conta ins TWO
versions o f  TR I CKY C U BES a n d  n e w  ve rsio n s o f
BLOCK BREAK ER.

DISK A V A I L A B L E  C o n t a i n s  T W O  B O N U S
PROGRAMS.

DISK AVAI L ABL E -  Don  I  m iss MUNCHY MADNESS,
the best  game w e  have pub lished s o  ta r!

DISK AVAI L ABL E -  AL L  TH OSE 1029 PROGRAM S
READY TO GO!

DISK AVAI L ABL E •  DOUBLE SIDED! TWO lu ll sides
with BONUS SCREENS f o r  SOLID MODELLING!

DISK AVAI L ABL E -  so m e  L O - N G  LISTINGS!

BACK ISSUES are E120 each In the U.K., E1.95 for  Europe
ISSUE DISKS are for  any 48k or  64k B-bit Atari. Each disk is E2.95.

Send your  order to PAGE 6,  P.O. BOX 54, STAFFORD. ST16 1
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ISSUE 2 8  -  Ext e n d  th e  incred ib le  o rig in a l M unchy Madness w it h  t h e  MUNCHY
MADNESS SCREEN DESIGNER. p lay GREEDY CATERPILLARS with  a friend, teach
your ch ild re n  w i t h  M OST H EAR T M ATH S o r  m ake  u p  so m e  cro sswo rd s w it h
XWORD A  lo n g  feature o n  fl ig h t  sim u la t ion  programs,  h in ts on ZORK and loads
of re vie ws. Fo r ST  use rs,  t h e  fi rst  i n  a se ries of USING GEM from C p lu s FLIGHT
SIMULATOR I I  reviews,  n e w books tram COMPUTE! and a whole stack o f  reviews.

to
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DISK AVAI L ABL E -  Also  con ta ins t h e  winn ing  t it le
screen f ro m  o u r  compet it ion

ISSUE 2 9  •  On e  that se rious 8-bit  users have been wa lling  a  long t ime fo r • a  great
Pull feature database -  MJDBASE p lus an amazing sto ry 'm ike . STORYBOOK, that
allows yo u  t o  crea te  illust ra ted  sto rie s. Then  there 's a  g rea t  game f ro m  Aw r i c
called CLIFFHANGER and  a n  AUTORUN m aker and  m o re . Cheat o n  commercia l
games w it h  ZAPPI N G T H E R I GHT BYT E a n d  re a d  st o cks o f  reviews. Th e  ST
section h a s a  type -in  p rog ram. SCREEN GRABBER,  wh ich  a llows you  to 'snatch '
pictures o f  commercia l gam es t o  d isk,  p lu s the  newt pa rt  in  o u r  GEM  FROM C
series and reviews o l Superbese Personal, K-COMM 2 p lus lobs of games includ ing
Barbarian An o t h e r  b ig  issu e

DISK AVAI L ABL E. D OU BL E SI D ED  W i t h  BON U S
story f o r  STORYBOOK a n d  STORYBOOK reader

ISSUE 3 0  -  A great fo llow up to So lid  Modelling a llows you to animate 3-0 ob jects
Try 3 •0  ANIMATOR. Ho w about  a  puzzle with  LETTER CASTLE o r an arcade style
shoot-up f ro m  ANTIC ca lled  DESERT CHASE?  Art icle s in icude  a n  in-depth look
at GUNSLINGER, Genealogy Wit h  Yo u r Ala n  a n d  F id e  Steps on saving screens.
Loads o f  re vie ws in clu d in g  AUTODUEL a n d  P:R : CONNECTION. Th e  ST  sect ion
includes the  con t inu ing  GEM  series,  CYBERSTUDIO. ZOOMRACKS I I  a n d  lo a d s
of games and  se rio u s re vie ws in clu d in g  GFA BASIC. K-Roget, Jup ile r Probe ond
more.

DISK AVAI L ABL E. D OU BL E SI D ED  w i t h  BON U S
MACHINE LANGUAGE ADVENTURE on ly available on
this d isk '

ISSUE 31 -  Ou r  m assive  su rvey on a ll the WARGAMES avallsb ie fo r the 8-bit Atari
heads t h is  issu e  wh ich  a lso  in clu d e s a  great  t ype -in  syn thesise r list in g  ca lled
ORIGINAL SYNTH Ot h e r  list in g s include  FONT FACTORY, a n ice  character editor
and a  cha lleng ing  g a m e  ca lle d  BO WL  TR AP A  feature o n  SSI . m ore  Tutoria l
Subroutines, a  long  feature on THE NEVERENDING STORY, reviews of ROADWAR
2000 a rid  THE DUNGEON p lu s m a n y m ore  a re  a lso  in  t h is issu e . ST SECRET'S.
a n e w se rie s o n  ST  programming begins with  a look at sound and the ST reviews
section in clu d e s IMG SCAN,  BASE TWO. TEM PUS and m a n y m o re .

DISK AVAI L ABL E -  A l l  t h e  ext ra  h ie s f o r  ORIGINAL
SYNTH se t  u p  ready to  run  p lus a ll the other list ings.

ISSUE 3 2  -  A  great  co rd  game f o r  8 -b it  users called, rather un insp iring ly. WHIST
plus a  t wo  p laye r game o f  TENNIS a n d  a GRAPH MAKER that wo rks on the 1029
printer, A  n e w series starts on EXPANDING YOUR ATARI  and there is an excellent
programlu lo ria l o n  BU BBL E SORTING. Reviews include  THE PAWN,  GUILD OF
THIEVES, SPARTADOS.U.S. DOUBL ER a n d  m a n y m o re . ST  u se rs ca n  fi n d  ou t
about programming graph ics with  ST SECRETS and can read a ll about the TURBO
DOZER, PC  DITTO p lu s re vie ws o f  Tanglewood. Defender o f  Th e  Crown, Win te r
Olympiad. PROSPERO FORTRAN and  m o re

DISK AVAI L ABL E -  DOUBL E SI D ED  w i l h  BON U S
MACHINE C OD E AR C AD E GAM E ava ilab le  o n ly o n
th is  d i s k .

ISSUE 3 3  -  M any readers have  sa id  t h is i s  o u r best  issu e  ye t  with  sn  extensive
feature o n  choosing  a  prin ter for you r Atari,  p lu s HEAVY METAL, a superb type-in
machine language a rca d e  g a m e . Ot h e r  t yp e -in  list in g s in clu d e  another game.
CRYSTAL CRtSIS a n d  t w o  u t ilit ie s,  COLOUR TUNER end  S O F
-
M E T ,  t h e  l a t t e r
being a  su p e r  ke yb o a rd  m a cro ' ,  u t i l i t y. S T  o w n e rs ca n  bind o u t  m ore  about
PROGRAMMING GEM  w it h  another e l i c i t  on t h e  se rie s and  there  a re  loads o t
reviews in clu d in g  M ASTERP1AN. GUNSHIP a n d  SPECTRUM 512. There 's much
more on t h is issu e  besides,  includ ing  so m e  grea t  m u sic t o r  t h e  8 -b it

DISK AVAI L ABL E -  in clu d in g  TWO BONUS GAM ES
ih it  a re  n o t  in  the  magazine and no t  available else-
where'

ISSUE 3 4  - An  Adventure specia l to delight a ll tans o f  Ata ri Adventuring. Exclusive
and extensive in terview with  Level 9, two type-on 8 b it  adventures, reviews of many
games, b u m p e r A-Z  h in t s and  t ip s f o r a ll kinds o f  adventures, a survey o f  almost
every kn o wn  At a ri adventure and much more. Other items include Dave T i  Disco,
Flying b y  the  Bo o k. Tu to ria l Subrout ines, t h e  Shell Sort  and the regulars. ST File
includes a  ro u n d  u p  o l  S T  adventures, a  re vie w o f  Dungeonmaster. h in t s on
certain adventures and  st a cks o f  general games re vie ws Pr im a r ily a n  issue  for
Adventure lo ve rs bu t  w it h  m a n y it e m s Of  general in te rest

DISK AVAI L ABL E -  in c lu d e s TWO BONUS
ADVENTURES on ly to be found on th is d isk includ ing
a m a c h i n e  c o d e  s p e c i a l

DISK WITH BONUS MACHINE CODE
PROGRAM ALSO AVAILABLE FOR
THIS ISSUE

or surface mail elsewhere and E2.75 for  Air  Mail outside Europe
Postage FREE in U.K. Overseas add El  per  order (any number of disks)
DR, ENGLAND. ACCESS and VISA accepted. Telephone 0705 213928



The long awaited ELITE

MICKEY MOUSE from Gremlin

ST SPECTACULARS
ST NEW

Has YOUR ST got a
VIRUS?

Turn to page 64 to fi nd outwhat to do

AND THE THRONE OF
THE ALCON

THE MUNSTERS
signed up by
Again Again

SDI ifirom Mediagenic
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A whole fl ood o f  software to  e nd the  year with,  some has  come and gone, others still awaited - Sinbad and
The Throne  o f  the Falcon from Mirrors oft a t  E24 .99  ha s  been a round for  a  whi le  w i th some spectacular
graphics, ELITE  out a t  las t from Firebird priced E24 .95  has  over 2000 planetary systems for you to explore.
Mediagenic promise some biggies w i th S D I  fe a turing warfa re  on the battlefields of tomorrow at 419.99 and
the year's  a rcade  smash AFTERBURNER coming a long a t  E24.99, a d d  R-TYPE, INCRE DIBLE  S HRI NKI NG
SPHERE, T I ME  SCANNER a nd  more  a nd  you are in for a hectic time! Media genic also have the nearest game
so fa r  to the  arcades with SUPER HANG ON, a motorcycling game with excellent graphics a t E19.99. Looking
ahead wi th something ne w is a  ne w label called Aga in Aga in who have signed up THE MUNSTERS, now at
last you can see i t,  from Mid-November, i n  colour! Incentive have DRILLER a three-dimensional world with
over 20 ,000  BILLION screens possible (wha t?),  a t  £ 2 4 .9 5  tha t's  just only (just a mo', I've run out of fingers)
a screen! Anothe r 3 -0  game is WANDE RE R from Elite , a  mix  o f  strategy a nd arcade adventure  a nd Elite
become one o f  the few to  branch away from the arcades with MIKE READS COMPUTER POP QUIZ featuring
over 1 ,000  questions a nd he lp from your favourite  pop stars. And  there's more, muc h more  -  jus t a small
selection from a  two foot hi gh pi le  o f  press releases a nd  handouts  since Issue 341 Get down to  your local
computer store a nd check the  action.
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ST WARS
As a wargamer of long standing

I have been waiting for the flood
of wargomes t o  appear on the
ST. Up  u n t il n o w my wait has
been in  vain,
The main  producer of computer

wargames is  SSI and they have
been studiously ignoring the ST,
although their recent release Stel-
lar Crusade, i s  a n  exce llen t

PO WER STRUG G LE
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strategy game. I 'm also told that
Kampfgruppe a n d  t h e i r  n e w
American Wa r  of Independence
game Sons of Liberty are on the
horizon. An o th e r g a me  t h a t
should be released by the t ime
you read th is is Atari U.K.'s re-
creation o f  the napoleonic battle
of Borodino. Rumours say that
this release will be as revolutionary in its
way as Universal Milita ry Simulator.
Given this background I was quite pleased

when I  was sent two games from PSS. Both
of these-games have been released before
on other computers and have been been
ported to the ST. I I  we take a scale where
one equals the boardgame of Risk and ten
equals SSI's Wa r in  Russia, then Power
Struggle comes in at two, The other release
Annuls of Rome will merit a four. Neither
of these simulations are fu ll blown war-
games, they are  strategy games that in-
volve politics and economics_ Lets look at
Power Struggle first.

This game only has one screen on which
a picture of the world is displayed along
with the game controls. The game can be
played either against the computer or with
two people. Basically, i t  is a  game where
east fights west for control o f  the world -
no holds barred. A t  the start of the game
the world can be divided up, by countries,
into a fa irly standard east/west configura-
tion. You also have the option to random-
ise the  allocation o f  countries. For each
country under your control yo u  have a
number o f  options -  a t tack o r  supply
another country, use political power. help
in defending another country and finally
build armies o r  factories. These options
must be  allocated with in  a  certain lime
limit. The problem is  getting the  inter-
relationship right. For instance when one
country attacks another country you must
buck up the first to ensure that it does not
get invaded in  turn. This is vita l because
if you are playing against the computer it
is very swif t  t o  pounce on mistakes like
these. The ma in  problem with  a ll o f  this
is that you will never find out why things
happen. You have a  good idea o f  two
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POWER STRUGGLE

countries strength a n d  power b u t  th e
mechanics o f  the takeover are no t  d is-
closed. At the end of the turn the computer
works out a ll the changes in  the blink of
on eye. I  would have preferred something
slower, telling you why things were hap-
pening.
Generally, Power Struggle could be said to

be the  baby brother of Chris Crawford's
Balance o f  Power. I t  is nowhere near as
complicated bu t  i t  can be played out in
under and hour.

ANNALS OF R OME

A very different game. This is a game that
will put you on a  number of knife edges.
The game itself has you balancing resour-
ces in  a  strategy o f  offence and defence.
You must also balance the members of the
Roman senate to negate rebellion and dic-
tatorship. Fina lly during some aspects o f
the game you wil l he so frustrated at the
events going o n  tha t  a  fi na l push wil l
have you heaving the computer through
the nearest window!
Annals o f Rome depicts the rise and fall

of the Roman empire. I t  starts in the year
273 BC when the rule o f the countries of
Europe and Asia is in  a state of flux. You
are required to guide internal and external
affairs t o  complete Roman domination.
Your success in this is shown by your score.
On the screen is a mup of Europe and Asia
divided in to regions. Each region is shown
in a  different colour or pattern dependent
on who is ruling over it. Inside each region
is a  number wh ich  shows h o w ma n y
troops are garrisoned there.

Lets go through the game step by step.
You must  fi rst go through an economics
phase. Here  yo u  mu st  decide o n  h o w
much you can tax your population for the
next period. Periods, by the way, are vari-
able, t h e ir length w i l l  depend o n  h o w

The fi rst couple of British
ST wargames reviewed by
Ron Stewart

much is  going on in  the game,
generally though they are about
four years. Setting too high a tax
will affect your popularity which
can lead to  rebellion. Next come
three phases where you can find
out about the personalities in the
senate. There  a re  twenty-two
senators. Each is rated us to his
ab ility t o  co mma n d  a n d  h is
loyalty to the governing regime.
Once the empire is  expanding
you must  use these figures to
attempt t o  ma in ta in  a  stable,
non-chang ing , g o ve rn me n t .
Some commanders ma y t ry  to
rebel against the  republic and
this w i l l  affect you r popularity

index. I f  this is high the chances of rebel-
lion are  low. I f  it  is low the chances are
high.
You can pre-empt rebellion by paying the

legionaries lots o f money so that they re-
main loyal. You can also remove a plotter
from office and replace him with someone
more loyal. I f  a commander successfully
rebels in  Rome you will be faced with a
dictator o r  emperor. Th is has a domino
effect and destabilises things for o couple
of turns to the detriment o f your overall
score.

The next phase is foreign wars. Here you
attempt to expand the empire. This is also
where most o f  the frustration creeps in.
During th is period you  wi l l  have to sit
back and watch all sorts of mayhem as the
countries are carved up. On the map coun-
tries change rulers and dynasties emerge
and fade. Because the turn of each country
to fight is chosen randomly you may have
a while to wait, especially in the emergent
stages and there is not a single thing you
can d o  about it. Reinforcements are just
not available. Your empire can be deci-
mated and you remain powerless to stop
it. Finally you get the chance to fight back
and regain o ld  ground or take new.

As the ebb and flow continues you can
find yourself loosing the  new territories.
This is where the computer gets switched
off or slung out the window! I f  you hove
managed to sit through this the years now
advance and another turn begins.

Apart f ro m the  frustration Annals o f
Rome is  a  fi ne ly tuned game that can
huve you alternately swearing or cheering.

PO WER STRUG G LE -  C9.99
ANNALS O F  R O M E E 2 4 • 9 9
PSS W a r g a m e r s  Series



SOFTWARE
EXPRESS

PUBLISHING
at 514-516

NOW OPEN
O U R  N E W

CENTER
Alan Rock Road, Alum Rock, Birmingham,

Desktop Publishing
Computer Sales

Laser Printing
Typesetting

Printing
Scanning

Fax Bureau
Optical Character  Reading

on our  new services telephone:

A L
ATARI

B8 311X

2 &  4  MEGST's
PC's

LASER PRINTERS
SCANNERS
DIGITISERS

TELEPHONE
021-328 3585

2 8z 4  MEGST's
PC's

LASER PRINTERS
SCANNERS
DIGITISERS

TELEPHONE
021-328 3585

For further information 021-328 3585
—

Dungeon Master
Carling a l l  Adventurers!

50p postageHint Book and Maps £4.95 +

212-213

9, EXETER

RETAIL A N D  M A I L  O RDER ENQ UIRIES
BROAD STREET B I R MI N G H A M B15 ZIP (321) 643 9100,

265276
RETAIL SALES ALSO A T

STREET, T HE VIA D U C T ,  PL YMO UT H, PL4 9AQ  (0752)

SPECIALIST
AT ARI  MAI L  ORDE R

COMPANY
(021)  6 4 3  9 1 0 0

AL
ATARI

V I =

AP=MAGITC Video Digitiser
The A
-
M a g
i c  
T u
r b
o
-
D i
z e
r  
w
a
s  
d
e
v
e
l
o
p
e
d  
e
s
p
e
c
i
a
l
l
y  
f
o
r  
t
h
e  
A
t
a
r
i  
S
T
.  
I
t  
i
s  
o
n
e  
o
f

the fastest video-digitizers on  the  market, certainly within its pr ice range. Simply
plug the  small b lack box into your ST's ROM port (or Mega ST), run the TurboDizer
software a n d  you ' re  ready for  action. From n o w on  you c a n  display everything
on your SM 124/125 or  colour  monitor, All you  need  is a  PAL video signal, which
may b e  ob ta ined from a  v ideo camera  o r  VCR.

You ca n  digitize using your ST in 2  3 2  grey levels and process the the image using the following
programs: Degas (Elite), Neochrome, Colorstar. Monostar (+), STAD, Art-Director, D.R.A.W. U s i n g
two grey levels i t is possible to  digitize up  to 25 pictures per second (realtime). What else can you
do with th e  digitizer?

Advertising -  Illustrations - Time-Lapse Photography -
- Animation -  Room Monitoring -

- Automatically timed Slides how Presentations -

in fa c t ,  a n y  purpose w h i ch  requires a n  i ma g e  obtained.
generated o r  displayed using a n  ST computer.

NEW
ENHANCED VERSION
INC ANIMATION ETC.

£149.95 inc VAT.



From the author of Munchy Madness - one
Atari  8-bit listings ever published - corn

the the ultimate type-in ST listing.
Paul Lay and Harvty  Kong Tin bring you

versi a  s

MAD is a  single player,
all machine code, arcade
style game for any Atari
ST i n  colour that can be
typed i n  b y  a n y  owner
using ST BASIC. The list-
ing is a n  Atari ST Basic
listing which generates a
machine code p rogram
file. Simply type the prog-
ram in ,  m ake a  backup
copy f o r safety, place a
formatted disk in  drive A
and r u n  t h e  p ro g ram
from ST BASIC. If  any typ-
ing e r ro rs  h a v e  b e e n
made, the program will report the line
then stop. Correct the error and then run the prog-
ram again. When all  the errors have been removed
you'll end up with the program on disk as the file
'a: mad.prg'. This program w il l  b e  a  stand alone
machine code fi le that can be loaded in the normal
way, by double clicking. ST BASIC is no longer re-
quired.

PLAYING THE  GAME

A I)

in error and

The object of this game is to work your way around
a series o f  strange underground caverns collecting
jewels. When you've collected enough jewels in  a

MAD ON DISK
For those who don' t  fancy typi ng i n the l isting,  M A D

is avai l abl e  f r om  PAGE 6  on di sk  r eady  t o r un a nd
compl ete w i t h t he  sour ce code.  Also on the MAD disk
ar e a l l  o f  t he  S T pr ogr a m s  t ha t  ha v e  a ppe a r e d i n
previous i ssues o f  PAGE 6  pl us  a  f e w  bonuses onl y
avai l abl e o n  t hi s  di sk ,  M A D  is bet ter  t ha n sever al
commer ci al  games sel l i ng a t  ful l  pr i ce,  yet the MAD
disk wi l l  cost y ou onl y  £2. 95!

Send t o  P AG E  6,  P. O.  Box  54,  Staf for d,  ST16  1DR,
Overseas r eader s  out s i de  Eur ope  shoul d a dd L I  f or
postage

54 P u g e  6 - Issue 35

cavern, a n  e x i t  w i l l
appear which will let you
progress on t o  t h e  n ext
cavern. Each  cavern  is
made u p  o f  co m p lex
mazes an d  walls restrict-
ing your movements and
they are  also fi lled with
nasty Amiga balls which
will come crashing down
on you if  you are careless.
To m a k e  t h in g s  even
worse, y o u  a r e  o n l y
allowed a  certain t i m e
inside each cavern.
Start the game by press-

ing the joystick trigger and you will be at  the first
screen. Alternatively you can start at any of the first
4 screens with keys F l, F2, F3 and £4. Movement is
controlled by a  joystick in port 2, or via the CURSOR
keys on the keyboard. You can pause the game with
the SPACEBAR, followed by any key to resume. You
can terminate a  life with the ESC key, (to get out of
those nasty situations).
At the bottom of the screen you will see a status line

L:4 C:06 T:40 S:0000

This displays the number of lives remaining (L:), the
number o f  jewels which must be collected to com-
plete the cavern (C:), t h e t ime remaining in  that
cavern ( 1
-
: )  
a n d  
y o
u r  
s c
o r
e  
( S
: )
.  
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u  
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with 4  lives. A  life is lost when you are squashed by
an Amiga ball o r when your time expires. You score
10 points for every jewel you collect. When you have
collected enough jewels, an  exit  will appear which
will let  you enter the next cavern.

A countdown t imer will bleep when the time re-
maining is close to running out. When all 7 caverns
have been completed, you will start over again at
the first level but things will have speeded up.

I hope t h at  MA D  doesn't drive you mod -  get
playing!

Listing on page 56
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7320 d a t a  0 6 . 5 0 0 1 0 0 2
7
E 4 0 0 0 4 0 5 4 0 0 5
C 4 ) 0 9 E 0 0 0 0 0 4 5
6 0 6 3 C O 2 7 F 4
1 0 0 0 0 0
6 4 4
0
1 0
1 0
,  
1
9
7
1

5 7 0 0 d a t a  0 4 0 • 0 4 1 0 0
7
1 1 8 1 8 1 4 0 4 1 4
1 0 4 1 0 0 4 1 1 0 1
0 0 4 0 4 o 4 7 0 4 0
4 0 4 0 4 0 4 0 4 0 4
1 0 1 8 0 4 . 7 7 6

2330 d a t a  0 7 E0 0 0 0 0 0 1 1 3 0 0 0 0 0 0 0 1 5 0 0 0 0 0 0 0 0 4 0 0 0 0 0 1 0 0 0 6 0 0 0 0 0 0 0 6 0 0 0 4 2 0 0 0 0 0 .6 1 4 3 2 1 0 d a t a  0 4 1 4 0 4 0 . 1 0 0 4 0
4
1 0 4 0 1 0 4 0 4 0 4 1 0 2
4 1 0 1 0 1 0 1 8 1
8 0 8 0 4 0 4 0 . 0
4 0 4 0 4 0 4 1 0 .
2 4 4

2340 d a t a   . 0 3 7 2 * d a t a  0 4 0 .0 4 0 4 0 4 0 4 0 4 0 8 0 0 1 0 1 8 1 0 1 0 1 8 1 8 1 8 1 8 1 0 1 0 /0 1 8 1 1 8 1 1 3 1 8 1 0 /0 1 8 1 8 .5 0 6
2350 d a t a  0 0 8 0 0 6 0 0 0 0 0 0 0 0 0 0 0 4 1 0

0
0 0
4
6 2 4 0 0 0 0 0 1 2 4 0 0 0 0 0 6 0 0 0 0 1  
1 0 0 /  
1 4 0 0 0 0 . 3 3
4

3 2 3 * data 1616020507050000044005.5(.06403040405i506240717024003511)4.62.714
2360 d a t a  0 5 0 8 0 4 1 )0 2 1 E8 6 4 0 0 0 6 0 4 0 3 E4 0 5 F0 4 3 8 4 1 5 FO IFFO O FF0 1 0 0 0 0 FFC0 fF4 .2 9 7 2 3240 data 1'66803336444053507771e1e101e1e1e1e191e10181e10101e19101ajma
2370 d at a  N r y c o l t o w r e d 3 r m

,
r t i o L r 0 0 0 5 0 0 r p o
c a r d 0 3 0 0 o 3 L C
1 1 4 4 1 : 3 1 c 0 1
4 0 . 1 3 5 3

3250 d a t a  i d i at8 1 0 0 /4 1 4 0 0 to o ai m aso 0 4 0 4 1 0 0 1 .1 0 0 4 0 4 0 4 0 4 1 8 1 8 0 4 1 0 1 4 1 0 1 o .3 7 7

2580 d a t a  0 3 7 0 0 1 2 2 0 5 4 1 7 0 0 7 0 0 0 1 0 1 0 1 0 1 0 1 2 0 0 0 1 0 0 0 2 0 0 2 0 6 0 4 8 0 0 0 0 0 0 2 0 0 0 4 0 0 .0 1 3 3260 d a t a  1 0 1 0 1 0 0 4 0 4 0 4 0 6 0 4 0 4 0 4 4 4 0 4 0 4 1 1 3 1 8 0 4 0
7
1 1 4 1 0 6 4 4 4 0 6 0 4 0 4 1 4 1 4 1 4 1 4 . 2 0 0

2390 02641 0  0  2  - -
a  /
1 2 0 0
4 0 0 .
1 1 9

3 2 7 0 d a t a  1 4 1 4 1 4 1 1 4 1 :6 1 1 1 i0 0 4 0 4 L 4 0 8 0 4 0 4 0 4 0 4 0 4 /4 s0 1 1 1 0 4 0 4 0 4 o 4 i4 0 4 i1 1 1 1 1 6 9 .3 3 4d at a

data 006300001'400000007a00ceo41C00000221001*2511E12000029061no.17582400 3200 d a t a  0 4 1 4 1 4 1 a1 4 1 4 1 4 0 4 1 4 0 4 1 0 1 4 0 4 1 4 0 4 1 6 0 4 1 8 1 0 1 E0 4 0 4 0 4 4 4 0 4 0 4 0 4 0 4 .3 4 0

7 4 /0 d at a  3 F F 8 0 1 0 6 9 7 7 0 0 F E 9 9 F F 8 0 7 C 0 l 1 8 9 I F F 0 5 7
-
7 0 6 7 C 0 A F F I l l e t 1 9 9
,
C 0 7 1 7 0 , 5 9 3 0

1 7 4 0 d a t a  1 4 0 7 . 1 4 0 4 1 4 0 4 0 4 0 4 1 8 1 8 1 4 1 4 1 4 0 4 1 4 1 0 0 4 0 4 0 4 1 6 0 4 0 4 1 4 0 . 1 4 1 4 1 4 . 1 1 a

2420 d at a  0 9 F8 3 8 FO 3 FF8 0 7 0 0 ITC4 0 9 F8 IFFC0 1 0 0 6 0 8 0 2 7 1 0 9 9 F1 0 0 6 0 0 7 1 5 0 0 0 2 0 ,2 9 5 5 3 3 0 0 d a t a  1 4 1 8 1 8 1 0 0 8 1 4 1 0 4 1 4 0 8 1 6 0 4 0 4 1 4 1 0 0 4 1 4 0 4 0 4 0 6 0 4 M 1 1 3 1 8 0 7 1 1 0 1 4 6 4 1 4 . 3 6 8

2 .3 0 d a t a  1 4 4 . 0 0 0 6 . 5 6 0 0 0 0 0 4 5 0 0 6 0 0 0 0 0 6 0 0 0 0 0 1 0 1 6 0 0 0 0 0 0 0 0 6 0 . 1 0 0
,
1 4 0 0 0 0 0 , 7 7 1 4 5

3 . 3 1 0 d a t a  0 4 1 0 0 4 0 4 1  4 0 4 0 4  1 4  1 4  1 • 1 4 1 4 0 4 1 1 1 1 1 1 1 0 . 0 4 0 4 6 4  1 4 0 4 0 4 0 4 6 4 0 4 0 4 0 4 0 4 , , ,

2440 d a t a  4 8 8 4 8 0 ( 0 4 8 8 0 C 0 4 C 0 0 0 E 4 8 C 0 0 4 8 4 6 0 0 0 1 6 2 2 2 2 4 0 3 0 3 1 0 0 0 6 3 0 4 4 8 1 , 2 4 0 4 3320 d a t a  0 4 0 4 0 6 /4 0 0 1 8 1 1 3 1 0 1 8 1 1 3 1 0 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 1 8 0 1 0 1 ,5 5 0
2450 d a t a  4 0 0 0 0 0 8 0 5 tC8 F F F 6 4 C0 .0 5 7 1 4 6 7 5 4 8 (7 8 0 (0 1 0 1 9 8 0 3 C0 1 1 9 F6 7 0 6 6 1 0 8 ,3 0 0 1 3 3 3 0 d a t a  0 5 0 .3 4 4 0 0 0 6 4 0 0 0 5 0 0 0 7 0 0 5 i0 0 7 2 0 0 7 4 0 0 /6 0 0 6 1 7 0 1 4 7 0 1 1 0 /0 6 6 6 0 3 3 3 .8 6 I
2460 d at e  5 e 9 6 a.4 .2 4 r_ 9 0 .3 0 1 ae 7 5 1 a1 0 3 1 3 1 1 1 7 1 0 3 1 5 1 3 1 3 1 3 e al t0 0 3 1 0 0 .o 0 ,2 1 5 7 .0 3 3 4 0 d a t a  0 4 4 4 0 5 5 5 0 2 7 7 1 8 1 8 1 8 1 8 1 0 1 0 1 8 1 8 1 0 1 0 1 8 1 8 1 8 1 0 1 8 1 0 1 • 1 0 1 0 1 8 1 0 0 0 ,0 5 6
7470 d a t a  0 3 0 0 0 3 0 0 0 3 0 0 0 3 1 0 5 7

.

.
0 0 1 e 0 3 C 3 C 9 0 5 0 0 0 7 0 0 5 C
O 0 F 0 0 3 F F C 1 1 7 F C 0 0 1 7 0 . 7
8 5 0

3 3 5 0 d at e  IO CC1 0 1 0 0 8 1 0 4 0 1 0 1 0 0 4 0 .1 C0 4 1 0 1 0 1 0 0 0 1 8 1 8 1 0 0 0 0 4 1 0 1 0 1 0 1 0 1 0 1 0 ,1 8 0
7 .0 4 data 03c0oor0oo3C3c3c0Fr004)9003rm09r03No3F7c00F00tw0wFc3co*,307e 3360 d a t a  0 4 0 4 0 0 0 4 0 4 0 4 1 0 1 0 0 8 1 8 1 0 0 4 0 4 0 0 0 4 0 4 1 0 1 0 0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 1 0 ,2 0 8
2496 d a t a  3 e t

.
4 5 5 5 3
4 0 4 5 c
0 c 5 c O r
r O o r e d
5 C 0 1 5
5 1
-
0 0 3 1 7
4
.
0 5 C 3 1
1 1 3 1 4 )
F F 0 3 F
F 1 0 0 3
1

1 3 7 0 d a t a  1 0 1 6 1 8 0 4 1 8 1 8 1 8 0 4 1 6 0 4 0 4 1 8 0 4 1 8 0 4 0 6 0 4 1 0 0 4 1 0 1 0 1 8 1 8 0 0 0 4 1 8 0 4 0 4 , Z 0 0
2500

.2 3 4 6

data 00 ...31009000r00060008703 cic3corro2cx3c3coFFooFFo3c2C.2100 3 3 0 0 d a t a  1 0 0 4 0 4 1 1 1 0 4 1 M 6 6 6 4 0 4 1 0 0 4 0 4 1 0 1 M 1 M 0 4 0 0 1 0 0 4 0 4 1 1 1 1 0 4 0 4 . 1 0 4 1 6 3 4 0 4 , 3 7 0
2510 Oat. 31310.r1..3100r0w10031001803c3c313139113c3c303c3FFe3131,2562 5 1 9 0 d a t a  0 4 1 8 0 4 0 4 0 . 1 8 1 8 6 4 0 4 1 8 . 4 0 4 1 8 1 0 1 8 1 6 0 . 1 8 1 8 1 8 0 . 1 8 1 6 1 8 . 4 1 6 1 8 0 a , 4 3 2
2570 d a t a  3 1 3 1 3 8 7 0 3 1 3 1 3 C3 C3 FFO O 4 7 0 3 1 3 C3 E0 0 3 C0 0 3 C0 0 3 C1 C0 4 4 0 5 ,1 0 3 C7 0 .2 4 5 1 3 4 0 0 d at a  0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 1 0 1 0 1 0 1 0 1 0 0 4 0 4 0 4 0 4 1 8 1 8 0 4 0 4 0 4 0 4 0 4 0 4 0 4 1 0 1 0 ,7 1 6
2530 d a t a  3 C 3 C 3 C 3 C 3 C 3 C 1 C 1

.
0 3 F E D A O P E 1 4 . 4 0 5 C 0 0
4 F 7 4 3 C 0 0 5 C 0 0 3 F e C I F
F C 3 0 5 0 . 2 4 6 3

3 4 1 0 d at a  1 0 1 0 1 0 1 0 1 0 1 0 .1 0 4 0 4 1 0 1 0 1 1 4 0 0 0 4 0 0 0 4 0 4 0 4 0 6 1 4 0 4 1 2 4 0 4 6 0 0 0 4 0 4 1 5 4 0 4 .7 5 5
2540 data woomrowc.Dsc000cooccrcoco53coomFc3c3c3c3cutfesaAcic3comv 3 4 2 0 d a t a  04181131818181818181Ba81818113101131810 /81818180000047000430 .5113
2550 d a t a  3 C3 C3 FaC3 CACICX3 C3 CO FF0 4 3 C0 0 3 C0 0 3 C0 4 3 C0 0 3 CO CCF0 0 0 3 C0 0 3 C.2 4 4 0 6 3430 data o o l 7 o 1 4 7 . 3 1 6 7 0 0 4 o N m 0 0 0 w o o

-
f o o n l o o 7 l o o 7 2 0 0 0 0 0 0 3 3 3 o 4 4 4 1 m
5 o n e

7540 d a t a  0 0 3 C0 0 3 C0 0 3 C3 1 3 C0 F F 0 3 1 3 1 3 1 F 0 3
,
1 0 3 8 0 0 3 8 C 0 . 3 c a 0 3 C 3 1 3 1 0 0
3 0 0 0 . 2 0 0 3

3 4 4 * d a t a  0 7 7 7 1 5 0 0 0 0 0 0 2 0 1 1 3 4 1 0 /0 1 0 1 0 /0 1 .6 1 1 i t0 M9 1 4 I/0 0 0 6 0 6 0 6 I2 6 4 0 6 0 6 5 C,6 5 6
7570 d at a  3 C 0 0 3 C 0 0 3 1 0 4 3 C 0 4 3 F T C F 0 3 C F C F C E I F F E F 3 3 C F 0 3 C 1

4
0 3 4 7 5 0 3 C 3 C 1 C 3 F 3 1 . 1 3 1 7

3410 d a t a  0 0 4 6 4 8 1 E0 8 0 6 4 .6 0 8 0 0 6 6 0 6 0 6 0 6 0 6 6 4 0 8 0 8 0 0 0 4 0 6 0 8 0 8 7 6 0 8 6 8 4 8 6 .0 0 ,2 1 4
71,80 data 3FFEwrc3cFc3c3c3c3cofFolc3c3c3c3c3cleicic3cArrowro3c3c.77s3 1460 d a t a  0 0 0 6 1 0 4 0 1 1 1 0 2 7

1
4 1 /2 0 s 
7 1 4 1 E 2 C O I E  
l o M e /
a o g e o 7 4 4
4 / 0 6 4 1  
7 1 E 0
4 0 4 7
6 6 A I  
4
0
8
,  
7
9
4
1

7590 d a t a  3
C 3 C
3 F F
O 3 C
0 0 3
C 0 0
3 C 0
0 0 a 4
0 3 C
5 C 5
C 5 C
3 C 3
C 3 F
3 C 1
C F C
4 F 3
C 3 F
F 0 3
C 3 C .
2 1 3
9

3470 d a t a  2 0 0 0 0 8 3 0 0 8 0 E0 6 2 1 ,2 1 3 1 4 2 2 1 2 0 0 ~ E0 9 1 0 0 9 0 0 0 9 0 6 2 2 1 2 0 4 1 0 0 0 1 1 4 ,4 4 1 6
2600 d a t a  5 C 5 C 3 . 1

1
4 5 C 7 0 3 C 1 C
3 C 3 C O F F O 3
C 3 C 3 C 0 0 0 F
F 0 0 0 3 C 3 C 3
C 0 7 F O 3 F F C
O 3 C 0 . 2 . 3 . 8

3466 d a t a  1 8 1 0 0 4 0 ( 0 1 4 0 1 / 0 5 8 0 6 3 0 0 6 6 8 ( . 6 5 E 0 0 0 6 0 6 0 6 3 1 1 1
0
3 0
0 6 0 6 0 6 0 6 0 4 0 0 0 8
,
6 9 0

2610 d a t a  0 3 C0 0 3 C0 0 3 1 0 0 3 1 0 0 3 C0 I1 3 1 3 1 3 1 5 1 3 1 3 1 4 .3 1 5 c3 c3 1 0 9 F1 3 1 3 C3 1 5 1 5490 d a t a  0 6 2 2 1 E1 8 0 8 0 0 0 C0 8 4 6 2 2 1 1 E1 8 0 8 0 0 5 C0 6 2 4 0 1 1 0 0 6 1 0 4 8 0 0 4
,
4 7 4 0 8 1 6 , 4
7
2

. 2

.
2
0
7

d a t a  3 C3 C3 1 3 1 3 C3 1 0 0 0 .0 0 3 1 :0 9 0 5 CF0 5 CF0 5 CF3 3 CF1 8 CFEe t9 0 5 C1 C3 C3 C3 1 .3 5 6 42620 3500 d a t a  0 8 1 4 0 6 0 4 3 0 6 0 6 0 4 1 4 1 2 2 1 0 0 0 E 0 1 4 1 8 4 4 0 E 0 8 1 9
4
1 0 7 0 0 4 0 4 4 1 6 5 4 0 6 5 4 0 4 0 4 . 4 4 0

2630 d a t a  1 t
4 0
0 3 1 2
0 1 4 1
.
0 5 1 .
3 1 1 1
1 C 3 C
3 C 3 1
5 1 3 1
3 1 0 9
F 0 0 3
1 0 0 3
C 0 0 3
1 0 3 9
F C 0 4
3 C .
2 5 2 0

1 1 1 0 d a t a  0 4 0 4 0 4 0 4 0 4 0 4 0 1 0 1 0 1 0 1 0 1 0 ,0 1 6 0 0 0 .1 9 t
2640 data 0or003c0nr003c003rrc000003c003c0000003C003(00000000000.0.1b05
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Too early to think
about Christmas? Not
when it comes to the
Atari User Show.

For this is the festive
event that has it all:
LOADSA exhibitors
(around 70)

LOADSA hardware
LOADSA software
LOADSA new products
LOADSA games
LOADSA happenings
LOADSA technical advice
...and most important of all
for you, the visitor - -
LOADSA bargains!

With hundreds of special
show offers to choose
from, here's one place you
can do your Christmas
shopping and end up
in pocket.

You can even save Cl a
head before you get there
by using this advanced
ticket form.

If you enjoy computing
with Atari, you'll be thrilled
with the Atari User Show!

SHOW HOURS  1
FRI-SAT 10am -  6pm
SUN 10am -  4pm

Er ,- • • •

Bring th is coupon to  the Show
to ge t  E l per person o f f  the
no rma l admission price o f
E5 (adults), E150  (children).

i l7tArd
CHRISTMAS

1r12/21-

••••••••=s
,
••••

Friday November 25, lOarn4pm
Saturday, November 26, lOan•6pm

Sunday. November 27, 10am-4prn

The West  Hall, Alexandra Palace,
Alexandra Park, Wood Green, London N22

Valid fo r up to  fou r people

DATABASE EXHIBITIONS 0625 878888
4617

••••••••••••

No matter which Atar i
machine you use from the
8-bit through to the mega
ST you'll fi nd jus t what you
are look ing for. And even
some exciting things you
didn't know existed!

For all the leading
companies in the Atari
market will be out in force
to demonstrate their
latest developments.

Traditionally the liveliest
Atari event of the year, this
pre-Chris tmas show is
shaping up to be the most
entertaining of them all.

Don't miss it — and
make sure YOU enjoy a
Merry Christmas!
How To Get There
Alexandra Palace is so

easy to get to by car, rail.
underground or  bus. It has
its own British Rail station,
just nine minutes away
from Kings  Cross, and
there's a free bus service
shuttling between the
station and show every
10 minutes.

If you're travelling by
road, the show is only 15
minutes away from
Junction 25 on the M25.
Car parking is free.
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SIDEWINDER
Mastertronic
£9.95

Reviewed by
Damon Howarth

Once more the universe is under attack,
the giant Stark iller is on course to rid us of
our sun. Your task, should you volunteer
for on almost certain suicide mission, is to
destroy this scourge of the skies in your
ubiquitous one man fighter.
The scenario is similar to many and the

Initial presentation is not too disimilar to
Xenon without the speech_ The music is
not of the greatest quality and that of the
loading screen is fortunately disengaged
on the insertion of the second disk. Once
the game is up and running and the play-
efts) have chosen between single or dual
player mode things become slightly less
mundane and a good shoot 'em up un-
folds. The object of the game is to pene-
trate the massive ship and, by making
your way through a variety of levels, ex-
plode the central core of the reactor. The
screen scrolls vertically very smoothly and

'colourful,
inventive and

absorbing'
once you have exited the opening chute it
becomes apparent that the game's name is
derived from the fact that some limited
sideways scrolling is in fact very necessary.
A bewildering array of spacecraft attempt

to intercept you as does the automatic
defence artillery and your laser guns take
several hits to destroy ground objects
although airborne foes tend to blow up in
the one hit. The spot effects both aurally
and visually are well above average for
these events.
There are the mandatory power capsules

to pick up on the way, which increase

either durability of the ship or offer greatly
enhanced firing capabilities. These prove
very important and indeed vital at crucial
points. Do beware of the hover 'pill' since
it is a two edged weapon extremely handy
for standing and blasting with but you
then become a sitting duck for all 'seeking'
weapons. The artwork of the various levels
is colourful, inventive and absorbing with
everything a good arcade size. The sprites
loom large and are very well drawn as is
your own ship, the verdancy of the hydro-
ponics farm lends a suitable agraria air to
the level.
I found the game took a little getting used

to and it did not have the immediate hook
that Xenon had, but after a few runs I was
hooked. The variability of the speed and
the difficulty helped and soon I was feeling
the 'just one more go' syndrome mak ing
the whole af fair quite compulsive and
addictive. There did not seem to be a high
score table available - unless of course I
did not  manage to shoot myself  into such
elite company but considering that I did
earn some bonus ships that would appear
unlikely. This omission is disappointing as
there is no indication as to the quality that
is expected of the average player.
All in a ll this was a game I enjoyed,

noisy, brash, exciting and fast. It is not
quite Xenon but well worth the buying if
scrolling arcade games are of any interest
to you at all.

BATTLESHIPS
Elite
£19.95

Reviewed by
John S Davison

Oh, no! Not a computerised version of the
old favourite - Battleships? Hey, just a mi-
nute - don't skip the rest of the review, the
program's really rather good! It's been
brought right up to date with super ani-
mated graphics and sound, been given
single, two player, and multi-player op-
tions and it has a very simple mouse
driven interface, so even your Granny
could play it!
Before each game starts you choose

whether you want to fire salvoes of shots
.
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tor each of your ships still afloat, otherwise
its just one shot per turn. I recommend
using salvoes, otherwise a game lasts
forever.
The game begins with each player secretly

hiding six ships in a 20 by 20 grid, these
oeing a battleship, aircraft carrier, sub-
marine, two destroyers, and a torpedo
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boat. Each type of ship is represented by a
different shape and takes a different num-
ber of grid positions.
The players then take it in turns to locate

anti Sink their opponent's ships_ By click-
ing on the grid squares you mark them
with crosses to identify them as gunfire
targets. The squares all start out coloured
blue, but they change colour later to indi-
cate whether your shots hit or missed any
of the hidden ships.
The screen then changes to a superb pic-

ture of the gunner's view from the gun
turret, showing two huge gun barrels
pointing at your opponent's fleet. Firing
then commences, the guns recoiling realis-
tically as smoke and flames belch from
their muzzles with each shot fired. The
animation of this is truly spectacular. You
see the shells arcing away into the dis-

tance, and if  your choice of grid squares
was correct they hit one or more of your
opponent's ships. With each hit, a ship
shows more and more damage until it
finally disappears beneath the waves.
Play then alternates between the two

players until one of them wins by sinking
all of his opponent's ships. He's then sa-
luted by a musical fanfare and 'victory
sail-past' of his fleet. But don't blink or
you'll miss it - it lasts for all of five
seconds.
I expected this game to be boring, but

Elite have done a great job in computeris-
ing it_ It really is quite playable, and offers
the perfect antidote to the stress caused by
too many hours of Carrier Command! The
kids will love it. I 'm almost ashamed to
admit it, but I do too!
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BUGGY BOY
Elite
£19.95

Reviewed by
John Davison jnr
Having been extremely quiet on the ST

software front for some time now, Elite
have recently announced and released a
number of titles, most of which are conver-
sions of arcade games. Buggy Boy is one of
these conversions, and is an excellent
home version of the highly acclaimed
Tait° arcade machine.
The game, for those of you who have not

seen it before, is basically a three dimen-
sional racing game which is very similar
in appearance to Pole Position. You view
your buggy from behind and you see the
road snaking off towards the horizon.
There are five courses which you can race,

North, South, East, West and the supposed-
ly easier Offroad course. Each of these
courses not only has the basic road layout
of other games of this type, but there are
also many obstacles and pieces of scenery
around. These include trees, boulders
which must be avoided, gates, logs which
can be lumped over, and tree stumps and
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small rocks which will fl ip your car up
onto two wheels. You will also have to
traverse narrow causeways across rivers
and go through winding tunnels. Each
course has five sections which must each
be completed in a given time limit. You
can extend your time slightly by picking
up 'time flags' along the way which will
each add two seconds onto your next time
limit. To collect bonus points on your way
along the trucks you can pick up coloured
flags in a given order which will help
bump up your score.
Buggy Boy is one of those games which

'grabs' you. Once you sit down to play, it
is extremely difficult to stop yourself hav-
ing 'just one more go'. I have not yet
managed to complete all five stages of any
one track, I've very nearly done it a num-
ber of times but I am still eager to go back
and have another try. This sets Buggy Boy

apart tram many other games where, Lifter
so many goes When you can't do certain
bits, you probably give up.
The graphics in Buggy Boy are truly bril-

liant, the speed at which the finely de-
tailed objects move by is incredible. This
speed is not given at the expense of the
smoothness of the graphics either. The
screen is very colourful and it is obvious
that a lot of work has gone into making
this game as close to its arcade counter-
part as possible.
My only complaint is the sound. The

engine in particular got on my nerves
slightly, because when you are cruising
along at top speed it never sounds quite
'right', never seeming to sound quite fast
enough.
Overall Buggy Boy is a visually impress-
ive game with bright, colourful graphics
and it has an extremely addictive quality.

MASTERS OF
THE UNIVERSE
Gremlin
£19.95

Reviewed by
Ron Stewart

For many, older, ST users perhaps the
ultimate embarrassment could be going
Into the local computer store and asking
for a copy of Masters of the Universe, but
force yourself and overcome your inhibi-
tions because there is quite a neat little
game here.
The scenario is that the cosmic key to time
travel has found itself in the hands of a
college student on modern day earth. He
thinks that it is a musical instrument, and
is totally unaware that every time he plays
the key he attracts Skeletor and his forces
of evil. With the key in their possession
they can create chaos back in Etemia.
Only you, as He-Man can stop them by
finding the lost chords.
You have to find your way around the city

'a neat  l i tt le game'
and collect eight missing chords that
activate the time key. In the streets of the
city you will have to face Skeletor's troops
and some funny flying gizmos. Judging by
this game the evil one has more followers
than Michael Jackson, however, you can
shoot or bludgeon your way past them or
just avoid them altogether. Finding your
way about is a little difficult until you tie
together the compass system on the screen.
If you are walking north and come to an
intersection you will not continue to walk
in that direction if  you carry on. Instead
the screen dissolves and is re-oriented by
ninety degrees.
Finding your location and direction of

travel is also helped by pressing the space

key which will give you an on screen map
and your current location. This useful little
feature is not mentioned in the instruc-
tions. Occasionally you will be helped by
two companions who have located a cou-
ple of chords for you. In the scTapyard
He-Mon has to face three of Skeletors most
evil henchmen in a hand to hand tussle.
In the music store there is a 'Prohibition'
style shootout where you hove to guide a
target and shoot the minions that appear
In the windows. Finally, you will get to the
rooftops where He-Man has to fight using
his flying disk. If you are still up and
running then you are faced with combing
the streets to find the remaining chords.
Find all eight and the end of the game is
in sight. Your final confrontation will be
with Skeletor himself in yet another sub-
game.
Once you get the hang of moving and
navigating about the city, this game
makes good entertainment with its games
within a game concept. The graphics are
to a high standard but the sound effects
could have been better. It's difficult to see
where this game has been pitched in the
market place. Masters of the Universe itself
is torgetted at the pre-teens, yet the con-
trols in this game could be puzzling to
many of them. Perhaps a little more de
sign thought could have made it more
acceptable to everyone.
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BOMB DISPOSAL
Classic Software
E19.95

Reviewed by
Damon Howarth

The advertisements for this game include
screen shots which are not for the squeam-
ish but the internals of the game far ex-
ceed the garishness of the publicity. This is
a simulation rather than a game, memor-
ies of the TV series Danger U.X.B. flood to
mind and it is an experience that I found
exhilarating.
The packaging of the game is low key

without the garish compact disk box that
accompanies so many games these days,
the manual is basically computer gener-
ated and the whole thing looks very much
home produced but this value of the
game. Your object is to defuse various
bombs each of which is presented in the
manual with varying degrees of informa-
tive usefulness and it is important to study
the manual fully before any operating be-
gins. The graphics are superbly detailed
with each bomb presented in (if the phrase
is allowable in this context) exploded
form. The cutaway pictures allow a menu

strip of tools to be accessed and used on
the relevant parts of the engine of destmc-
non. The fact that the Ministry cannot
differentiate between the mark of a bomb
or on occasions even offer more than
generic guidelines to the defusing proce-
dure means that failure rates are high.
Patience is the key to this game, that and

very steady nerves since every bomb has a
time limit  once defusing begins to fail in
any part. The explosion is loud and a
brilliant, if  gory, piece of animation fol-
lows. The game is controlled via the mouse
which acts as your fingers. A good mouse-
mat is essential and some technical know-
ledge about tools is advisable. The actual
game play is simple although the use of
implements is not. In some respects a lot
of luck is required, for example guessing
the order of wire cutting to defuse even the
first bomb. The classic sequence is listed in

the book, but not all bombs are classics!
This is possibly my main criticism us there
is no save game facility so that after any
failure it  is bock to bomb one again which
makes progress frustrating and difficult.
There may be a lobby who would call this

game somewhat tasteless both in its treat-
ment of the bomb disposal experts and of
life itself. I mention this not because I am
one these people but to make those who
might be offended aware and thus save
them any distress. Bearing that thought in
mind I can wholeheartedly recommend
this game to anyone with the patience to
try it. I do not suggest it if you are the sort
of player who is happiest with quick fire
arcade games and has no time for slower
cognitive games.
Sadly there was no Judy Geeson included

in the package otherwise it would have
been lust oboot perfect for me!

STOCK MARKET
Tynesoft
E19.95

Reviewed by
Ron Stewart

In general, stock market games are usual-
ly number crunchers. They invariably only
differ by the amount of randomness ap-
plied to the program and the top dressing
in the form of graphics and facilities.
Tynesoft's 'Stock Market' is no worse or
better than most.
The game opens with a title screen and

asks for the names of up to six aspiring
yuppies. After the preliminaries are over
the market opens. Each player takes it in
turn to buy and sell shares. On this main
menu screen are the names of twenty top
companies such as Telecom, Jaguar and
British Airways. Considering this game is
based on the London exchange, the choice
of some of the companies is a bit strange.
Warner Communications, Mattel and
Coca Cola are not quoted in London. After
the company name there are six columns
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which give the previous and current prices
of the stock, what you paid for it and how
much profit you have made. The final
column tells you how much stock in the
company you own. At the bottom of the
screen are the options.
You can, of course, buy and sell. You can

also get a money loan, take a look at your
assets or see on a graph how a particular
company's shares have fared. One of the
games biggest failings is here. Deciding on
which share to buy is a very hit or miss
affair. No information is given as to out-
side influences that could affect the price
of the shares. Tynesoft recommend keep-
ing your share ownership down to six
companies and they are probably right.
The best strategy I found was to visit the

bunk and borrow as much money as I was
allowed. If you buy shares in large
amounts you can affect the price of the
shares for the following players. Playing
solitaire this is not possible. It would have
been nice if some computer run players
were available, but, alas, they ore not.
After the shore dealing is completed the

computer randomly decides whether it is a
'Bull' or 'Bear' market. From here it
chooses which shares will rise or fall in
price and by how much. With a view of
the exchange floor in the background, a
ticker tape shows any news and any com-
panies that might be affected by that
news. This random change in share price
is added or subtracted to the previous ran-
dom change. The news does not appear to
alter how the price changes next rum.
Dividends are also handed out and once
again this would appear to be random.
From here you will return to the transac-
tion screen.
It is a pity that the game rests so much on

the vagaries of the computer. This simula-
tion would have been improved treme-
ndously if outside influences were announ-
ced on one turn which altered share prices
on the next. Stock Exchange definitely im-
proves when playing with three or four
people but there is no real interaction for
the solo player. Still, it  makes an interest-
ing change from scrolling shoot 'em ups!
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THUNDERCATS
Elite
£19.95

Reviewed by
Damon Howarth

Goodo!, I thought on seeing this game,
one of my favourite TV cartoons to investi-
gate. Trusting that its 8-bit origins would
riot be too evident I extracted the disk.
'Thunder! Thunder! Thundercats!' the cry
of Lion-o echoed in my mind as I started
to loud this horizontal scrolling game.
A well drawn title screen greeted me as

the disk busily whirred to confront me with
a no less convincing picture of the evil
Mum-Ra, a press of the fire button and
disappointment. The background artwork
was good but the Lion-o sprite was some-
what anonymous and, while prepared to
search for the Stone of Omens and the
other Thundercats, I had not been forewar-
ned that the hero's face hod also been
stolen! The gameplay matched this initial
reaction, technically the mechanics were
good, the scrolling impeccable and joystick
response positive but the feel of the game
is somewhat characterless and lacking in

general excitement.
It is perhaps an unfortunate fact that

many companies are using licence deals to
enhance otherwise barely adequate pro-
ducts, but this game does at least present
an acceptable combat game, although
without a great deal of variety in sword
stroke or stance. The opponents appear to
have escaped from Mum-Ra's circus with
midget lions and bi-pedal buzzards as the
first opponents. The object of the game, to
delve deep into the many levels and find
the lost magical stone and the captured
comrades, sounds reasonable and even
the level by level scoring system is effective
In offering some short term goals but I
found it less than gripping. While I accept
that the backdrops to this search are at

times extremely impressive with some ex
-cellent pictures of an all encompassing
Mum-Ra in the sky. I do not think that
this makes up for the unimaginative
handling of the subject. My major critic-
ism of the game is the extreme individual-
ity of Lion-o. The secret of Thundercats
(the cartoon) is the fact that it relies heavi-
ly on the team effort of the cats to over-
come difficulties.
Because I felt I was being possibly unfair I

showed the game to a seven year old
friend of mine, who is a Thundercats
addict, and she was totally undetwhelmed
by the whole affair. The one question she
asked was ''Where were the Thundercats?"
then she went to watch her Lion-o video,
think that sums up the whole game!

THE UNINVITED
1COM Simulations
Mirrorsoft
£24.95

Reviewed by
Damon Howarth

The very title of this piece of software
conveys the doom ridden gothic utmos-
phere which pervades the game. Shades of
Lovecraft, Poe and King stare down upon
the house to which you have not been
invited.
The packaging, which is similar to that of

Balance of Power, comes in the form of a
hard backed book which doubles as disk
holder and instruction manual. The tone
of the book is a cross between Vincent
Price and Rocky Horror, a form of super-
natural levity and gallows humour which
may not endear it to those of a delicate
disposition. I was impressed to note that
there are instructions to optimise dual disk
drive capabilities as the game could be
irritatingly full of change disk messages for
single drive owners.

o i d g  t h r o u g h  t h o  b r o k e n  w i n d s 6 t eo e s  n o t  m a k e  s o n s * .

Y o u r  d a w d l i n g  h a s  c o s t  y o u  9 o u r  l i f e .
a n d  s i b  t h e  i f e  o f  o u r  b r o t h e r

I t  S p e c i a l

Click to Coatinue

The loading screens are full of foreboding
and good doom-laden colouring. Although
the house would seem to be the standard
Arkhom house of Lovecraft it has been
situated by Loch Ness. Your object is to
enter the house, find your brother, and
phone for a taxi since, as in all good
horror stories, your car is inoperable fol-
lowing a crash.
The controls to this adventure are through

GEM. by clicking on various items you can
move, open, examine and operate them at
will. It is this use of detailed GEM compati-
ble art and menu bar commands that
makes the gume novel. In the first place
the artwork has to be detailed since there
is no descriptive narrative until the object
is clicked on by the user. Some descriptions
are lightly humorous others are downright
blood-curdling and coupled with the use

'downright
blood-curdling'

of sampled sound effects, an altogether
liammer atmosphere exudes from the
monitor screen.
There is an ease of 'getting o r 'dropping
items that I have never experienced be-
fore, since each person, container or room
has its own inventory window and moving
objects is simply a matter of dragging
things around and dropping them in this-
appropriate window. The ability to man-
ipulate objects on screen can give the most
entertaining effects, try for example run-
ning round in the wheelchair, it will even
hang off the ceiling! This is a novel
approach to adventures, seen earlier in a
game called Deja-Vu. I thoroughly ap-
plaud the system and think it must be
what the window system and GEM were
written for.
My only warning to those considering the

purchase is that some of the graphics are
horrific skeletal heads and zombies
abound. There is a strong supposition that
players ore aware of the nuances of the
supernatural and so some background
reading is recommended to the neophyte.
All in all a ripping good adventure with

laughs and chills in fairly even mix.
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PAN DORA
Firebird
E19.95

Reviewed by
John Davison jnr

Pandora is basically an arcade adventure,
with very colourful graphics, set on a
spaceship. You play the part of an 'Inter-
galactic Salvage Operator' who has boar-
ded the two hundred year old spacecraft
'Pandom'. Your mission is to investigate
the craft and collect artefacts which must
eventually be returned to Earth for
analysis.
The playing area is a scrolling birds-eye

view of the large spacecraft, containing
various rooms and characters who are
moving about (or lying dead in some
cases). You move your fairly large charac-
ter around the craft using the joystick, and
when you encounter objects or other char-
acters you can interact with them. For ex-
ample you will come across a professor
who wants something to read. If you give
him the Shakespeare which can be found
elsewhere you will be presented with a
syringe which can be given to a diabetic

who you will also find on your travels.
Scattered around the craft are various

dead bodies of crew and staff, I f  you stand
over these characters and press the space-
bar you will be shown what they are car-
rying and you can relieve the corpse of
some objects and place them in your pock-
ets or backpack. Useful objects which can
be found include weapons and identifica-
tion. The ID's are especially useful as they
can get you in and out of various areas
and also out of fights with guards and
other characters (providing you are car-
rying the right one).
The fight scenes are especially amusing in

this game. For example there is one char-
acter who is a real pain - the 'hooligan'
who roams around abusing everything in

sight. If by any chance you happen to
bump into him you will have to attempt to
beat h im in a fight. The fight is depicted
in cartoon fashion with a large cloud of
dust with fists and feet occasionally pop-
ping out and words such as 'Biff' and
'Splat' appearing in true Batman fashion.
The game itself is, graphically, very car-

toon like. The backgrounds and sphtes are
all very bright and colourful and reason-
ably well animated. My main complaint
about the graphics is the scrolling which
could quite easily have been made better.
The sound is not especially impressive, but
like most games it is adequate.
Overall Pandora is an enjoyable and
amusing game which is quite addictive
once you have got into it.

REVENGE I I
Mastertronic
£9.95

Reviewed by
John Davison jnr

Revenge II is the most recent release from
Mastertronic, and also the fi rst title to
appear from Jeff Minter since the release of
Colourspace.
Revenge II, as you can probably guess

from the title is a sequel to a previous
'Revenge' game, and as often happens
with ST games this first t it le  is not avail-
able for our computers. Revenge II is, in
fact the third in a series of games which
started off with Attack of the Mutant
Camels all those years ago on the Com-
modore 64 and later on the 8-bit Atari
micros.
The story of the Mutant Camels is a long

and complicated one, and those of you
who know anything of Jeff Minter's sense
of humour will have a good idea on how
the story is made up. To find out the
history of the beasts you must read the

A R U M "

story on the instruction sheet of the game,
which is hilarious. Basically what is hap-
pening in this episode of the 'Camels' is
that they have been awakened from sus-
pended animation on the dark side of the
moon and must now help mankind again
to drive away the attacking evil Zzycocian
empire.
Revenge II is a fairly typical Jeff Minter

game involving you controlling a large
camel and the general idea is to shoot
anything that moves, and l i
l t  d o e s n ' tmove, you might as well shoot at it any-
way! There are many different waves
which can be played all having various
different attackers. The Zzyaxians sure
have a wild imagination when it comes to
things hell bent on destroying you. I have
so far been attacked by toothbrushes,
toothpaste, credit cards, telephones and

telephone boxes, Amiga disks, cats, casset-
tes, cups of tea, cans of coke and glasses of
Guinness along with many others! Each of
these sprites is very colourful and moves
smoothly and mostly at incredibly speed.
To destroy the rather odd adversaries you
have a variety of weapons to choose from
on the selection screen which appears be-
tween waves. If on the previous levels you
have managed to win enough credits (by
having energy left over at the end of a
wave) you can buy any one of a variety ot
useful defences including - shields, yoyo
bullets which return when they hit a
target, smart bullets and big bullets. You
could alternatively decide to opt for
buying an extra 'beastie' (extra life) or if
you feel the need you can buy extra ener-
gy for your existing camel. Once you have
selected a weapon you can decide where
you want to move to next by moving what
is described as a 'selector thingie' over a
grid. Each position on the grid contains
different scenarios with different meanies.
The graphics are bright and flashy and

the horizontal scrolling perfectly smooth.
The sound is not particularly impressive
but passable. Overall, Revenge I lls an
amusing game on which to let loose any
violent feelings but I  did find that you
have to be in the right mood to play and
also that I couldn't play it for extended
periods without becoming slightly bored.
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VIRUSES
THERE M I G H T  BE SOMETHING

NASTY I N  Y O U R  ST!

Sunday, November 22nd, 1987, the telephone rang. I  turned
down the volume of my amplifier - who the hell had the nerve
to cull me at this utterly unholy hour - and picked up the phone.
Hardly hod I  put the phone to my ear when an obviously quite
excited bloke (h i Klaus!) started talking about a  phenomenon
quite unknown to me as an ST user - computer viruses! Of course
I had heard something about them already, since Amiga users
all over Holland had been troubled by these computerological
nasties for months now. But now a computer virus also seemed
to have appeared on our much beloved Atari ST
o o r  s o  K l a u sstated, He  even went as far as telling me that he had found
viruses on some o f my disks he had received earlier, and that
all my  disks at home would probably be infected! Since my eyes
were already experiencing some trouble staying open, I went to
bed and decided to examine my disks the coming morning.
Next morning I  booted up a disk monitor and I became really

concerned. Although Klaus seemed to have exaggerated a little,
still had over 10 infected disks! What now to do? Throw away

the disks? One might say I started to panic a little, so I contacted
my good friend Frank Lemrnen and told h im everything I had
learned t ill now. That historical Sunday evening, we disassem-
bled the virus and Fronk made the first virus kille r in Holland
that was to be uploaded to  several Bulletin Boards that same
night.

After that, everything went very fast. I phoned about everyone
knew and warned them that the ultimate Armageddon fo r

Atari ST users had started. The viruses had landed! After a little
while ma n y newspapers, computer magazines and even the
television started giving attention to  computer viruses. Through
the PD disk magazine "ST News" the first articles about computer
viruses appeared i n  the  middle o f  December and slowly but
surely ma n y a  computer user was warned against computer
viruses especia lly on the ST. Many people now became aware
of the virus, and it  turned out that this first virus had already
spread itself to countries as far as England, Greece, New Zealand,
Denmark and  the United States. But the countries where the
virus turned Out t o  be  found the  most  were Holland and
Germany.

K N O WN  VIRUSES

During the course of many conversations I discovered that there
was not just one virus but several and those known to date areas follows.

The S ignum Virus:  Discovered on November 22nd 1987, after
having received a phone call f rom Klaus Seligmann. This is the
most commonly spread virus, and has been found in countries
as far as Greece, England, New Zealand and the United States.
It's most evidently present in  Holland a n d  West Germany,
however_ This is  the virus that was t o  be found on several
original program disks(!) like CIA Systemtechnik's B a s i c  3.0
Buch' and G•Data's 'GEM Retrace Recorder'. I t  merely copies
itself to other disks, and then waits for a certain code to be found
on t h e  o t h e r  d i s k  -  t h e  se co n d  s t e p  w i l l  t h e n
64 P a w  6 - Issue 35

Richard Karsmakers,
founder of the disk magazine
ST News, discusses known
viruses on the ST

become active, wh ich  is  no t  ye t found bu t  which might be
dangerous! I t  is multiplied whenever a  directory from a  disk is
read or a disk is formatted with an infected system. Rumours are
going around tha t  th is- virus was developed by the people of
Proficomp (creators o f  'Aladin) to  intercept and destroy illegal
versions o f  their Macintosh enhancer (just rumours). The 'Sig-
num' virus is named thus because it  was said to  be found on

'Signum' (Application Systems, Heidelberg, West Germany)
disk fi rst. Purchasers o f current copies of commercial software
should n o t  worry as the publishers will almost certainly have
eradicated the problem by now.

The Fun Virus o r Mad Virus: Discovered on March 16th 1988,
after having received a  disk that Eerk Hofmeester of 'STRIKE.
a-LIGHT' suspected_ This virus copies itself to other disks, and
when i t  has done so five times, it starts doing strange things with
the screen and the soundchip (making noise and flipping screen,
etc.) every time a  directory is read. Quite harmless - it may only
uctually damage data present in  the bootsector in  the copyingprocess_

The Busted Bi os P a r a m e t e r  Bl ock  Vi r us: Whi ch I  received
from Mr.  Anton Raves from Compudress in  Kamerik, Holland
(thanks, Anton!), wh o  discovered it .  in  fact, th is is a slightly
adapted version o f  the 'Signum' virus, but one which has some
additional code (checking the ALT-key?!) written over the disk's
format parameters. A disk that is infected by this virus is unread-
able but can still be repaired by the 'Virus Destruction Utility'
versions 3.1 and up.

The ACA Virus:  This is the fourth known boot-sector virus. This
is the  most dangerous bootsector virus I  have ever seen, as it
clears the entire first track (FAT and bootsector) of a disk when
it becomes active! I t  was actually sent to me by someone culling
himself Little Joe (from Sweden) and I  received it on lune 29th,
1988_ The virus is written by a Swedish group called 'ACA', and
the phone number of the virus creator is (Sweden) 0300163350
(so let's a ll phone h im - and you needn't refrain yourself from
swearing and cursing!!). I  have heard that they are working on
a virus (hut wil l  be even worse, that can infect a  hard disk as
well (which would be the first!).



The Freeze Virus:  This is a largely adapted version of the 'Mad
Virus', which has different results and which was sent to me by
the author o f  a German virus kille r on July 12th 1988. As far
as I  have been able to see, th is virus installs an interrupt that
causes the system to freeze (to hang up, so that NOTHING can
move any more) when a  certain condition is true. I  th ink the
condition is that a  disk with  11 sectors per track is inserted and
the 1  lth sector is  read o r written to. Apart from multip lying
itself, i t  does not appear to touch the disk so data is quite safe
there.

The Screen V irus:  This virus only works on German pre-blitter
TOS machines, and is COMPLETELY HARMLESS when you don't
have one of those machines (it even doesn't multip ly itself then).
I received it  together with the 'Freeze Virus' f rom Carsten Eris-
chkorn, author of the PD virus kille r 'Antibiotikum'.

Milzbrund: The fi rst  known link-
virus was 'Milzbrand', published in
the German computer magazine
'Computer T e c h n i k '  a s type-in
listing! Au tho r is  Eckhard Krabel
from Germany. The orig ina l virus
checks the date stamp and when it's
set to 1987, the disk's bootsector and
FAT are cleared and the information
on the disk is unreadable after that.
In the boot sector, it writes: 'Dies ist
ein Virus!'. Since the program was a
type-in listing, everybody can adapt
this virus to specific wishes. It 's simply terrible!

Virus Construct ion  Set: I  have not yet been able to get my
hands on this program, which allows the user to create standard
or custom (link) viruses in a comfortable GEM environment. This
program allows the stupidest nutcases to write a real dangerous
virus! In  the Austrian magazine 'XEST', I have been able to read
something more about this virus. It 's a  link-virus that replaces
part o f  the o ld  program header by its own code. The 'Virus
Construction Set' costs DM50, and can be ordered through Night-
mare Software (Mr. Oliver Sturm). I t  was first launched on the
1988 CeBit.

ARE THERE MORE?

So much for viruses discovered so far, but are there others being
developed? In a recent issue of 'ST Report' I read some interesting
stuff about viruses in  the United States. This contained a report
of a modem conference with people like David Small (Magic Sac)
and Timothy Purves (Michtron BBS), as well as someone called
George Woodside wh o  appeared t o  have some viruses in  h is
possession that I  had never heard of before. Let's quote some of
his statements about these viruses...

"One virus I  have here is too big to fi t  in a boot sector. I t  uses the
extra FAT sector to extend itself. That  way, a virus can have 2.5IC (5
sectors) to fi t  into. This one uses ROM routines, hard coded, to extend
itself even more. I  can't  tell al l  that  i t  wi l l  do, since it uses routines
in the European RUMS. I t  will,  however, simulate hardware errors in
an ST by illegal memory accesses af ter the system has been running
for a while. I t  checks the system clock. Wit h t hat  much code space
to play with, t he thing could do anything, including wipe a hard disk
very quickly. I t  could be spread, and launched, by  floppies and look
for hard disk systems. Then, hang, you have a clean HD. You'd never
know where i t  came f rom."

'Another virus I 've heard of, but don't  have, does a slow (a few bytes
at a t ime) corruption o f  the FATS on the floppies. You don't know it
is corrupt ing your disks, unt i l  you start  turning up had files every-
where. That 's  the worst part  -  you never know what  they wi l l  do. '

' i f  the reports are true
this means that  there
may now be twenty

viruses existing'

"Another virus uses the elapsed t imer in the BIOS reserved memory
area. I t  is  totally quiet unt i l the system has  run 3 hours. I f  it sees
a non-infected disk  i t  spreads itself, and sets the elapsed t imer back
to 245.  Af ter 3:00, i t  starts another t imer watch. Then, at random
intervals, i t  does a memory write to either the screen RAM or memory
above the screen. I t  wi l l  either corrupt the screen, or cause bombs to
appear f rom accessing memory above the screen area. I've discussed
these viruses with Atari, and we've agreed to make all we have teamed
public. We  feel t hat  the virus writers already know what  they are
doing, so we need to inform the users."

Tank Ahmia, chief editor o f the German computer magazine
'68000er ST Magazine', recently told me something more about
several other viruses that have been seen in Gerrnuoy, but that
I don't know much about yet (lust like with  the above viruses
from the States):

'One bootsector virus checks for the
system date. When it is 1987, it  deletes
the FATs o f  both your floppy disks and
your ha rd  disk. This  means that  the
data o n  those disks are irretrievably
lost! I t  was published in the most re-
cent issue o f  the German magaz ine
Computer Sr Technik - the same maga-
zine t h a t  als o published t he 'MHz -
brand' link -v inall There are three addi-
t ional variat ions o f  this  virus, t ha t
check y our directory for files o f  prog-
rams writ t en b y  G-Data,  Applicat ion

Systems and  GfA System technik respectively. When found, they we
deleted f rom the disk."

'Another I3ootsector virus checks if  there are any data files (only data
files) present on the disk. When such is  the case, these are deleted.'

'The next bootsector virus allegedly succeeds in blowing up(! ! ) the
parallel port  on certain machines. The probability of this being true,
however, is  very small and it  sounds really weird. The condition on
which this  wil l  happen is  not  known to me. '

"The las t  bootsector v irus I  k now waits  for the date to become
December 31s t  1988.  When t his  has happened, i t  wi l l  repeatedly
knock t he hard  disk  read/write head t o  t he  last track unt il i t  is
destroyed. Thi.s may  sound improbable, but  it 's possible to get the
read/write head out  o f  alignment this  way  on a  floppy drive, too! "

"The last two viruses I heard of are a link-virus and a substitute virus.
The link-virus only merges itself to '1st Word Plus' and starts random-
ly destroying your documents. The substitute-virus modifies the prog-
ram and makes sure the file length does not change (with link-viruses,
file sizes become bigger). I t  waits unt il it has copied itself seven times,
and when this  has happened it  causes a  system crash. '

If the above reports are true this means that there muy now
be twenty viruses existing, o f  which the 'Signum' virus is the
most widely spread. This means that the virus problem is grow-
ing rapidly; something HAS to be done to stop it!!

SOME POPULAR MYTH S

Fortunately there are  programs available tha t w i l l  destroy
viruses but first let's take a look at some of the myths that have
sprung up.

IT WO N' T  HAPPEN T O  ME .  EVERYBODY can become the
victim o f a computer virus! This can happen through accidental-
ly 'infected' orig inal software (the salesman demonstrated the
program o n  a n  infected computer system), using accidentally
infected Pu b lic  Do ma in  software o r  using  u  d isk  i n  a n
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accidentally infected system a t  a  user group or at a  friend's_
Several commercial program disks i n  Holland have already
accidentally been supplied with  a  virus on them including an
Omikron disk and CIA Basic 3.0 Buch Disk (not the actual CIA
Basic version 3.0 disk!). S o  there's no bigger nonsense than to
soy Things like that don't happen to  me

IT'S THERE FOREVER. When you turn your computer off and
on (for about 10 seconds, just to be sure), it is IMPOSSIBLE that
a virus is left in  your computer. Some people have said that a
virus can nest itself in  a  computer's ROM. Well, unless there's
a way to make 5 volts convert into 20 volts by software only and
unless it's possible to create ultraviolet radiation by a couple of
POKEs, this is COMPLETE NONSENSE! And didn't we learn that
ROM meant 'Read Only Memory', in  which it  is impossible to
write? On ly o n  machines that have a  piece of RAM memory
permanently supplied with  juice (e_g_ the keyboard processor's
RAM of the Amiga 2000 and the Atari MEGA ST), is it theoretic-
ally possible to store a virus permanently, although the MEGA
ST's keyboard processor (that is battery-backed) only has 128
bytes of usable RAM. Removing and re-inserting the batteries will
help, but don't fear, such a  virus does not even exist on the ST.

YOU CAN' T PROTECT Y O UR DI SK.  Not  one virus on the ST
can ignore the  write-protect notch, so i f  you keep your disks
write-protected a t  a l l  times, i t  is  impossible t o  le t  them be
infected by any virus! Unfortunately, some of the disks contain-
ing you r most valuable data (work disks, source disks, games
that save hiscores) a re  a ll,  according t o  Murphy's Laws left
unwrite-protected most o f  the time, and are thus the most vul-
nerable_

THROW I T  AWAY. Some people, trying to sound interesting
(like they know it  all), have stated that there is but one remedy
for an infected disk. Regardless of what it contains (e.g. a couple
of thousand addresses o f  business associates o r maybe all your
program source material that only took you a couple of months
to program), you must destroy it (throw it away, bum it, whatev-
er). Of  course, this is complete nonsense. Using a so-called 'Virus
Killer' (a  program that can recognise and destroy viruses), it is
possible t o  restore infected disks without harming any o f  the
other data present on it .

JUST FORMAT THE DISK: Formatting a disk does not always
help, either. Apart from the fact that all data is irrecoverably lost
when th is is done, it  is also a fact that some viruses adapt the
'disk format' routine to their own use. The disk appears to be
properly formatted, but is actually neatly supplied with a fresh
copy o f the virus. The only solution is, again, the 'Virus Killer'.

So what can be done against viruses? In  the first place, you
should try to keep your disks write-protected as much as possible.
This reduces the problem a  lot, but unfortunately it  still leaves
Murphy's Laws active. The virus always strikes where it finds a
non-write protected disk (containing your most valuable or im-
portant data), so  that's wh y some people have written Virus
Killers which were already hinted at earlier. There are about half
a dozen o f these virus killers in  the public domain but all have
their specific disadvantages. The fi rst  ones, written by Frank
Lemmen from Holland, could only discover and annihilate the
first virus. Others could only recognise 'executable bootsectors•
which in  only a couple percent of all cases actually indicates an
actual virus, but there is now a virus killer that can destroy ALL
known ST viruses - including the notorious link-virus that cannot
be repaired by ANY o f the other virus kille r programs_

This virus kille r is  the  Virus Destruction Utility version 3.1,
designed and  developed in  Holland but written in  English to
make sure that many people can use it  - for the virus problem
is international. This 'Virus Destruction Utility does not merely
recognize and destroy a l l  known ST viruses while leaving a ll
other (harmless) data intact, i t  also recognizes u  majority o f
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other programs tha t  use the bootsector so that these are not
accidentally destroyed (examples of these packages being Fire-
bird's 'Return to Genesis' and Microdeal's 'ST Soccer' to name two
current releases). When such a  program's bootsector already
happens t o  have been destroyed b y  another virus kille r (or
perhaps one of the viruses itself, while  multiplying itself to this
sector), the  Virus Destruction Ut ility also knows how to repair
many o f  these. Immunizing one's disks is also possible, so that
no boot-sector viruses are written on them any more without you
even having  t o  bother about keeping them write-protected
(though this is often not possible by programs that actually use
the boot-sector). The latter two options can save you a  lo t o f
trouble_ And money, too_ Details of how you can get the Virus
Destruction Utility are given a t  the end of this article.

FINALLY A  CALL TO A LL LUNATICS
MAKING VIRUSES

There is no certainty with regard to the identity of people made
the viruses on the ST, except for some of the link-viruses, which
were programmed by Eckhard Krabel for 'Computer & Technik'
magazine in  Germany and  Nightmare Software, also in  Ger-
many and the ACA bootsector virus. Data Becker has launched
'Das Grosse Virenbuch', a book that explains techniques on how
to make viruses on the MS-DOS systems - which are also applic-
able in  the ST to certain extent! Needless to say what is thought
about such people! One thing that's sure is that all sides of the
computer industry have jo ined i n  the  struggle f o r survival
against the computer viruses - software companies, hobby com-
puter users, program authors, even crackers, so if you belong to
one of those sick and utterly mentally deranged lunatics writing
viruses, let yourself be advised to beware! Even better, don't write
any more viruses - you'll only harm other people and eventually
you wil l get harmed yourself as well. •

THE VIRUS DESTRUCTION UT IL IT Y

This utility has been programmed in Holland but is available
to ST users in  the UK. Copies can be obtained by transferring
E6.95 to  Barclay cheque account 80533408 in  the name of
j.P. Korsmakers Esq_, Kievitstraat 50, 5702 LE Helmond, The
Netherlands. Please specify 'Viruskiller, and don't forget to
mention your name and address either. You will then receive
the program mailed to your home as fast as possible_ Regis-
tered users ('Virus Destruction Utility' versions 3.0 and higher
are NOT Public Domain and may NOT be copied freely) will
be able to use a regular update service. They will automatic-
ally be advised when an update is finished which they will
then enable them to order a t a  reduced price (about a 50%
discount).

THE  V I RUS  DE S TRUCTI O N UTI LI TY  V3. 1 is a program
to search and destroy viruses while  leaving other data fully
intact. Price E6,95, published by the ACC, publishers of the
PD disk magazine 'ST News'.
The main features of the program are:
* Recognition of virtually all software that uses the disk's

boot sector
• Recognition of all ST viruses known to me - both bootsec-

tor - and link viruses
• Option to repair previously damaged boot sector software
* A ll data on your disks remains 100% intact!
• Immunizing of disks against most known bootsector

viruses
* Option to repair damaged Bios Parameter Blocks
• Automatic recognition of any hard-floppy-and RAMdisks

attached
• Instantaneous recognition of all known viruses already

present in the computer system
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GFA BASIC Version 3 Interpreter

This new version of GFA BASIC contains many more commands
than its predecessor, is faster, has a much-improved editor and
a clearer and more comprehensive manual. However, it remains
compatible with programs produced using GFA BASIC 2.

CHECK THIS RANGE OF FEATURES:

• Nearly 400 BASIC commands
• F u l ly comprehensive 512 page ring-bound manual
• Simple full-screen Editor with fast line/page scrolling
• Syntax checking on entry of program lines
• Immediate toggle to graphics screen
• B A SIC  commands for Window & Menu managemerit
• H ig h  speed graphics
• Clock display/set in Edit mode
• B A SIC  commands for Interrupt programming
• H ig h  speed emulation of MX ADD, SUB, NIUE, etc.
• Direct  insertion and deletion of array elements
• Additional high speed (8 digit I sine & cosine

The SuperBASIC
• L in e  A and AES routines as BASIC commands
• 'Folded procedure option avoids cluttered listings
• Specifiable storage location of variables
• Optional WordStar-type editing facility
• Commands for simultaneous sorting of two arrays
• N e w  loop types (DO...WHILE, LOOP...UNTIL, etc.)

Price E65.00 (incl. VAT)
Upgrade from Version 2 : E40.00 (incl. VAT)"

Available from your
local dealer or, in
case o f  difficulty,
contact :

Glentop Press Ltd
I Bath Place

Barnet ENS 53CE
Tel. 01 - 441 4130

Telex: 22828

Prospero

Prospero C includes:
• Workbench for easy programming
• Four-window programmer's editor
• C  syntax checker
• Fu ll  ANSI C compiler
• Linker to build PRO files
• Command line operation supported
• Librarian
• Cross reference program
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• S ymb o lic  debugger
• Prospero C library
• Comple te  GEM AES 8 / D I  bindings
• 1 0 0 0  pages of documentation
• Registra t ion card  f o r  f ree  technical
support and user newsletter

Prospero C  i s  the latest language f ro m
Prospero Software, we ll  known f o r high
quality standards-conforming compilers used
by demanding programmers around the world.
The output can be mixed with object modules
produced by our successful Pascal and Fortran
compilers.

This implementation of C is a superset of the
new ANSI specification, with no exceptions or
restrictions. "there are no  implementation

Rg•rikind I ip). I

Full
implementation

of proposed
ANSI C
standard

Price includes
source level

Mono!). 2 1 debugger

limits on code or data size. A complete GEM-
based programmer's environment makes the
use of the editor, compiler and other utilities
quick and easy — it is normal to compile, link,
and test a program and return to the workbench
with the same windows open and the cursor at
the same position. During syntax checking the
compiler returns to the editor with the cursor
positioned at the error.

An additional library for use with the
Motorola 68881 coprocessor is also available.

Prospero C
programmers environment

E99.95 inc.VAT
Introductory offer ends

31 December 1988

For more information and a free
demonstration disk please contact:

Prospero Software Ltd
190 Castelnau,

London SWI3 9DH, England
01-741 8531 (fax 01-748 9344)
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CARRIER
COMMAND

If the enemy is already on a n  island
suitably armed Mantas and  Wa l-

you'll need to  launch b e c o m e  a  classic o n

ruses t o  destroy h is  aircraft, land Carrier Command
based defences a n d  Co mma n d Rainbird
Centre. Alternative ly, yo u  cou ld
employ t h e  Carrie r's o wn  la se r

E24.95

NAVIG AT E T H E  C A R R IER

INT O  B A T T L E

Reviewed byJohn S Davison

Occasionally, amongst the mass o f  new ST releases, one prog-
ram stands out from the rest, eventually acquiring a cult follow-
ing and classic status. Carrier Command, with  its superb blend
of strategy and arcade action and spectacular graphics, is one
such program.

In essence, the game revolves around the land, sea, and a ir
battles f o r control o f  a n  island archipelago. You are pitched
against an enemy (controlled by the computer) who, like  you,
has an advanced technology Carrier fu lly equipped for taking
the islands. To win  you have to destroy the enemy Carrier, but
this can o n ly be  done by occupying and advancing through
strategically important islands, and setting up supply routes to
support you r campaign, Each Carrie r has a  complement o f
Manta aircraft and Walrus amphibious tanks, each with a wide
range of weapons and systems to help dispose of the opposition
and capture the islands.

To occupy an island, you first have to navigate your Carrier to
it and anchor in  the shallow water near its coast. This can take
up to  ten minutes or so of real time, during which you have
nothing much to do. A t  first this delay is annoying, but as the
game progresses you ma y be glad o f such breathing spaces to
analyse the situation map and plan your next moves.
You then equip a Walrus with an appropriate Automatic Con-

trol Centre Builder (ACCB), launch it, and pilot i t  through the
shallows, up the beach and drop your ACCB at a suitable spot.
The ACCB then takes control o f  the island and before your very
eyes automatically constructs buildings and other features neces-
sary to transform the island into one of three types. These are
Resource island, wh ich  mines ra w materials; Factory island,
which uses the  raw materials to manufacture equipment and
refine fuel f o r the Carrier's forces and Defence island, which
provides defence for the area and landing/ refuelling facilities for
your Manta aircraft.
You also have a Base island, which is your starting point. It's

also in it ia lly your Stockpile island, to which weaponry, fuel, and
other equipment manufactured by your Factory islands are ship.
ped. Your Carrier's supplies can only be replenished from here,
so as you progress through the archipelago you move your
Stockpile to the other islands to ensure you're always within easy
reach o f  it.
Factory islands have to be fed with raw materials from Resource

islands, and the whole lot has to be networked together to ensure
the right supplies can get through to the right places. The enemy
will t ry  t o  cu t  these supply lines, so  the network has to be
defended by strategically located Defence islands_

STUNNING  G R A PH IC S

weapons o r  guided missiles, although these are  o n ly useful
against ground targets. With  the Command Centre dealt with,
you can send in  a  Walrus equipped with on ACCB to take over
the island.
The enemy forces can be tough nuts to crack, so you have to

be sure you've equipped the Walrus and Manta vehicles with
appropriate weapons f ro m the  wide range available. Get i t
wrong a n d  they soon end u p  as useless, twisted wrecks. The
Carrier itself can also come under attack and you need to deploy
its defensive systems to combat serious threats. Should the Car-
rier, Mantas, o r Walruses get damaged (rather than destroyed)
the Carrier's damage control system wil l repair them according
to the priorities you set.

As c a m p a i g n  progresses you use up fuel, ACCB's, and
munitions (ond probably Mantas and Walruses too), so you have
to ensure youi factories produce enough replacement supplies to
enable you to  continue. You decide the relative manufacturing
priorities of each item type - miscalculate and you'll find you're
out o f  critical items when you need them most.
While a ll th is is going on the enemy Carrier is also advancing,

but starting from the oppos
.
ite  e n d  o f  
t h e  
a r c h i p e l a
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imagine, there's vast scope fo r experimenting wit h  different
strategies t o  ensure the final outcome is in  your favour. This,
coupled with  the game's arcade style battle action plus its simu-
lation aspects, should provide lasting appeal.

It could take a  long t ime to complete a  game, so save and
restore facilities are provided. Also, you can skip the strategic
phase o f the game and opt to start at the point where the islands
are already occupied. This puts you into the battle action straight
away with  none of the strategic buildup.

Visually, the game is stunning, especially the 'remote camera'
views you get when you assume control of the Carrier. Walrus,
or Manta. Spectacular three-dimensional, colour filled graphics
are used to great effect, and the animation is fast and smooth
and a  joy to watch. I  also liked the way the view changes to
show external action i n  different parts o f  the Carrier as i t
happens, such as Manta take-off/landing and Walrus launch/
docking.
Sound, although not brilliant, is quite well done - particularly

the whine o f  the Mantas' engines. There's also about 45 seconds
of digitised music a t the start o f  the game„ A extended version
of which is  supplied o n  a  stereo musicassette as part of the
package.
Control is by mouse o r joystick. via  a  large number of icons.

It's not always obvious what the icons mean and it took several
hours of practice before I  really got the hang of things. It's NOT
a game you can sit down and play immediately.

Overall, Carrie r Command is  a  knockout and  is bound to
the ST. I t 's one o f  those programs that

should be in everyone's software col-
lection, so put it  on your shopping
list immediately. You won't be dis-
appointed i f  you like  games with
long lasting appeal,
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FONTZ!
published by  Neocept

Reviewed by  Mat thew Jones

Could this be  the font utility ST programmers
have been waiting for?
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Some time ago, I  reviewed the IackFont
font ed ito r b y  Vogler, a n d  gave i t ,  a
thumbs up as a good font editor and be-
cause it  was the only program around to
do the job. Fontz!, from Neocept (formerly
Neotron), is now available, and is very hot
competition. In  nearly every respect Fontz!
is better than Iacklont_
The purpose of Fontzl is to allow you to

edit fonts fo r use with  GDOS. CDOS is a
small program which GEM needs to dis-
play alternative fonts, and is used by more
and more programs now for font support
(including Easy Draw, Superbase, a n d
Wordup). Fontz! allows the creation of en-
tirely new fonts, the  editing o f  existing
fonts, and the conversion of existing fonts
to new sizes. I t  also allows you to convert
fonts of non-GEM format to GDOS fonts.

Fontz! comes in  a  colourful box, and
includes an 86 page booklet style manual,
which is  packed with  relevant informa-
tion_ I t  includes a n  introduction t o  the
program, a n d  then swings straight into
how to  load the different fonts formats
that it  can handle. Fontz! can read fonts
in the  following formats -  GEM, Hippo
Word, Macintosh, Amiga  and Degas_ By
being able to read each of these font types,
Neocept hope that the number of fonts for
the Atari wil l increase rapidly (watch out
for copyright though). Fontz! can save in
either GEM format o r Paintworks format

(very similar to GEM). As well as the op-
tions in  the menus, and the operation of
the program i n  general, the manual in -
cludes a large amount of information and
advice o n  various aspects o f  converting
and using fonts, including material such
as the font fi le naming conventions.

In use, the  program displays two win-
dows, and a  large menu bar_ The top win-
dow displays a range of the characters in
the font in  a  single line, and can be scrol-
led to view and select them for editing. The
lower window is used for actually editing
the character. The left button of the mouse
sets a  pixel, the right clears it. All sorts of
alterations can  be done to the character
being edited. You can flip it horizontally or
vertically, rotate, shift, invert, fi ll,  clear,
and add o r  delete a  co lumn o f  pixels.
Nothing special? Ho w about line  draw,
box draw, fi lled box, two circles and one
arc, with  circle fi ll and pie slice versions?
You can cut, copy, paste and merge char-
acters and blocks (areas of the characters).
The tools for editing the individual char-

acters are very powerful (and useful when
dealing with  laser fonts), but lontz! also
allows editing o f  a ll the usual GEM font
attributes, such as the ascent line, id num-
ber, po in t  size, l ig h t  mask, etc. I t  a lso
(safely) adds more  in fo rmat ion  t o  the
header, in  the form of device specific infor-
mation, so that it can determine point size
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errors. In  addition to these basic capabili-
ties, Fontz! w i l l  scale fonts t o  different
sizes, devices and by a percentage. It some-
times takes a while, but it works well. Even
the fact that a  really large font is too big
to fi t  in  the edit window is not a problem,
either scroll, o r select the option to reduce
the scale, a n d  you're in  business again.
Another option a llows you  t o  view the
settings o f  the font lines (ascent etc.). You
can also get a  list of the resolutions of the
current GDOS devices. The option that is
missing is the ability to view a version of
the fon t with  a  special effect active, like
skew,

If you are using COOS with any program,
then th is is an ideal companion. Be war-
ned that creating a  new font from scratch
is very time consuming, and not easy, but
with the ability of Fontz! to load fonts from
other systems, and then convert them to
other sizes and devices (like your printer),
this could be a n  easy wa y to get more
variety i n  you r documents. The manual
also contains a  lo t o f good information,
and makes Fontzl a  program fo r every
programmers library.

Tante costs 1.24.95, and is marketed in the
UK by HB Marketing Ltd, Brooklyn House, 22
The Green, West Drayton, Middlesex_ UB7
7PQ. Telephone 089.5 444433
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ATARI
THE LEADING NORTH WEST
SPECIALIST ATARI DEALER I N T E R N A T I O N A L
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MEGA ST 2 +MOUSE p h o n e
The Mega ST 2 is a 2 Megabyte Machine with Blitter chip, 1 Meg Internal
Drive and Mouse.

MEGA ST 2 DTP PACKAGE p h o n e
This Package Contains:-
MEGA ST 2+MOUSE
SLM 804 LASER PRINTER
ADDI TI ONAL 3.5" FLOPPY DRI VE
SM 124 MONOCHROME MONI TOR
FLEET STREET PUBLISHER.

MEGA ST 4+MOUSE p h o n e
The Mega ST 4 is a 4 Megabyte Machine with Blitter chip, 1 Meg Internal
Drive and Mouse.

MEGA ST 4 DTP PACKAGE p h o n e
This Package Contains:-
MEGA ST 4+MOUSE
SLM 804 LASER PRINTER
MEGAFILE 20 MEGABYTE HARD DRIVE
SM 124 MONOCHROME MONI TOR
FLEET STREET PUBLISHER

1040 S T I N
-
M O D U L
A T O R

520 STM PACKAGE
This Package Contains:-
520 STM+MOUSE
1 MEG DRI VE
SM 124 MONO MONITOR
1ST WORD+SPELLCHECKER

£499
1399

We Stock a wide range of Bitsiness software for the ST systems at
competitive prices including packages covering
Desktop Publishing, Document Processing. Word Processing. Database
Applications, Accounting, Spreadsheets, PC Emulation.
Our Service department can upgrade a MEGA 2 to a MEGA 4 She DTP
Packages arc covered by a 12 Month On Site Warranty_
If you require advice on which system is best for you then please Phone or
Write to us with the specification you require and we will find out if we
have the system to till your needs. Let our staff do the research .With no
obligation to buy you can't lose.
IF YOU DOWE SEE WHAT YOU REQUIRE IN THIS AD' THEN
PLEASE PHONE.

UPGRA1)ES

1 M g STM (fitted)  1 1 0 5
I M g STEM (kit)  1 9 0
STFM fitting service  / 1 5
If purchased with Hardware then deduct £5 from total
Our Atari trained engineers wil l  repair all hardwarc in
minimum time at competetive rates.

SPECIAL OFFER .520 PACKS
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13 Ormskirk Road,
P,eston, Lancs., P111 2 0 P .
Tel ( 0 7 7 2 )  21474 (1 l ine)
10272) 203166 IS 'Ines)
COLA/Board (0772) 27236
6.00pm to 9.00pm

ATA RI PC BASED SYSTEMS
PC is and PC2's p h o n e
PC3DD / 7 4 7 A 9

The PC) is an IBM X I  compatible which comes with
640K, an internal clock, and internal expansion ports as
standard with a variety of options including Single 5.25"
Drive option, Double 5_25" Drive option, 30 Meg Hard
Drive option.
We also stock a range of software to compliment the PC's.

HAWK SCANNER
The Hawk Scanner is an
excellent quality flat bed
Scanner, Photo Copier, Line
Printer, Screen Dumper and
with suitable modem a Fax
Machine. This Incredible
piece of hardware is an
indispensable item in the
cost conscious computerised
office.

We have recently received
AUGUR software which in
conjunction with the Hawk
Scanner can recognise scan-
ned text This software is
excellent and adds another
dimension to the ST as a
serious business machine.
Augur Cartridge 1 9 9 9
Sign urn document

Hawk Scanner 1 1 2 5 0 processor

DEALER
ENQUIRIES
WELCOME

1184

SECO D R I V E  BARGAIN •
We we offering Cumana I Megabyte second drives for the
ST's at an incredible price of 1104.99.
We also have Cumana I  Megabyte second drives for the
Amiga at just 197.99.
1/2 Megabyte Atari SF354 second drives for  only /69_99
while stocks last.These are Quality Drives at a bargain price
which includes power supply unitsACumanas have internal
power supplies).

HARD DISKS
Atari
Supra
Supra
Triangle
m a nic

1499
1499
1580
£499
£699

Computers
Monitors
Disk Drives
Hard Disks
Printers

3.5" x40  box.
3_5" x80  box.
5_25" x40box.
5.25" x80box.
Mouse Mats_
Printer stand.
Joysticks. -
Clock C a r d.. .
We also Stock

13.99
/4.99
12.99
14.99
/7_99

PRINTERS
Star LC10 1 2 5 5
Star I.C10 Colour / 3 2 0
Citizen 1201) / 1 6 0
NEC 2200 1 4 2 9
Epson LQ500 . 1 4 2 9
Star I C  24/10 / 4 2 9
Epson LQ800 / 5 7 0
Gachcn Daisywheel /1 7 0
Atari SLM804 Laser /1299
All printers come complete
with cable; etc.
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.114.99 b o x   . 1 2 4 . 9 5

.19.99 M i c r o  Shaer Printer
114_99 B u f f e r  1 5 9 . 9 9

_ 15.95-16.95 WS4000 Modem.  1I69.99
_19.99 C e n t r o n i c s  Cable _119.99
1 7 . 9 9
-
1 9 . 9 9  
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122.95 S C A R T  1 1 4 . 9 9
various printer ribbons and paper.



ATARI
THE LEADING NORTH WEST
SPECIALIST ATARI DEALER
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PERIPHERALS

Pro Draw Tablet
CRP Tablets

External Modulator for
1040STF
SC1224 Col. Monitor
Philips 8833 Col Mon.
Phillips 8852 Col Mon.
SMI24 Mono Monitor
TV's and others
Any of above screens bought

A4
A3

phone
1414
1818

154_99
£375
f  285
1299
1139
phone

with a computer, deduct /10

Hi Jo •  i t y  VHS Video I a . , .
Each _ 1 2 . 9 9  F o r  4   .  111.40
For 2   . 1 5 . 8 0  F o r  10  1 2 6 . 0 0
All 3.5" Disks are Top Quality SONY products and are
covered by an unconditional lifetime guarantee_
We also stock a  full range of quality P/D ST Software at
0.99 per Disk(discounts for Software club members).
Send S.A_E_ for catalogue

IMAGE SCANNER
IMAGE SCANNER / 8 9

the Image Scanner is a low cost alto-native for digitising
which plugs into the cartridge port and ataches to your
printer head. Scans graphics & large text.
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OMPUTING
I N T E R N A T I O N A L

33 Oronsk irk  Road,
Preston, Lancs., PHI  2 0 P .
Tel:  (0772) 21414 (1 I me l
(0772) 203166 (5 lines)
Elul/Board (0772) 21236
6.00om to 9 , 0 0
P l n

DEALER
ENQUIRIES
WELCOME

COMMADORE AMIGA SPECIAL OFFER
'Tam Taza6:miltia
-
' a m  f a n  
k a k i e  
1 0 , 1
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m r o p
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e N g i  M g  
8 1  
a r o *  
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m y o
CCoxmangrartg i i k n t 1 i t I M E M

1 M t  ANZBECCI FTWARE
We stock Music Software for the STs including the excellent
Steinberg Pro 2 4  sequencing software, Easy track plus.
Supatonductor, etc.This range is Suitable for both Hobbyist
and Proffesional applications.

11„/ALII1B3PRCCDIKT r X . 0 ) ]
-
1 1 : : P t U J I . r a g f  
0 0 W  
a _ . . . .
7 7 A  
M L R

Quick list plus is a Directory Database Compiler. Mastermat
is a castomisal format and copy protect programme.
Piadrip is a  full screen picture manipulator which Supports
(WA, FAST, H1SOFT TURBO and ST BASICs. Compatible
with DEGAS. NEOCHROME and A ll  ANIMATOR. Grab
all or part of a picture in all resolutions.
These thaw programs arc  offered o n  the  same disk.

AB ANIMATOR /14.99
Animated Graphics Tool for the ST. Supports GIPA
and FAST Basics. Compatible with DEGAS
and NEOCHROME Filcs Full Facilities such as Draw,
Fill, Grid Copy etc. Includes FREE basic routines
and demo FOWL

SPELL AND ADD WITH OSCAR
/12.99 E A C H

Spell teaches keyboard skills, spelling and motor coordina-
tion while Add teaches addition, subtraction,multiplication
and division.

LADBROKE COMPUTING SOFTWARE C LU B
Forget bargain hunting let Ladbroke Computing do the hunting for you_ For an annual membership fee of just 115 we
will GUARANTEE a saving to you the member of 15% off MRRP(membas only). We will also keep you up to date
on new releases in the Software arid Hardware worlds and of any special offers r up to 60% reductions , in the future.
Club members will receive first class service as all orders will be despatched immediately on release by first class post
to be with them as soon as possible_ A  firm disc magazine is offered monthly to software club members.
Phone for Application form or write to address below.

TO ORDER Simply send, or phone your order, stating full name, address, VISA or ACCESS No's, Cheque or MoneyOrder.

Make payable  t o  :  LA D B R OK E COMPUTING INTERNATIONAL. S E N D  SAE FOR FULL CATOLOGUE.
Our mail order dept. gives the same excellent service to our customers
for the past 8  years. All Softwarelliardware has been testa' prior to delivery thus
items and the frustration of returning faulty goods is now a thing of the past.
This kind of  quality service does cost a little more but in the long run it  is far cheaper.
All prices fully inclusive of VAT, Delivery, that:. are NO hidden extras.WYSIWYG.
For next day delivery add 13. Prices correct at time of going to press and are subject to

as our premises at the
ensuring that customers

above address has done
receive working

change without prior notice.-



A
D
e
a
c
k
m
f  
W
p
i
t
e

JIM CANT FIX IT!

Many thanks for publishing an
excellent magazine. I think it is
by far the best Atari-dedicated
magazine on the market I have
a problem with a 130XE which I
think you could help with_ I
have for a while had problems
loading from cassette or disk to
my XE. It was a hit or miss affair
for a while and then, one day, it
went completely. All I got was
device timeouts or the self-test
screen when attempting to boot-
up (it still outputs to cassette,
disk and printer). This caused a
large sense of humour failure as
I use my machine a lot and
there it was broken! I took it
along to my local (German)
stockist who scratched his head
for a while and advised me to
buy a new one, which I did (or
rather the wife did - bless her!).
Anyway, I spoke to some more
Atarians from the 'BFG Atari
Users Group' (plug-plug!) and
one said "if you write to Page 6
one of their experts will give you
a due, and I ll fix it". So if you
could help I'll be very grateful.

Cpl. V. Busby
Germany

Dunn°. there's an honest answer
forys:tti„ 1 have not come across  this
type of problem before. Usually
problems in loading, i f  you can still
save, are attributable to the disk or
cassette itself but in your case it

TURBO BASIC
Please could you answer a few

questions I have about TURBO
BASIC? I should think that any-
one with a disk drive would
know about the AUTORUN_SYS
created file which in turn loads
and runs a Basic program. Well,
can this be achieved using
TURBO BASIC? Since the TURBO
BASIC program itself adopts the
ALITORUNSYS filename, does
the program, once loaded, look
for another filename to indicate
autoboot, such as AUTORUN-
JUR or something? When run-
ning a compiled program are
you cut off from BASIC, etc.? If
so can you re-enable it ca n  you
run other compiled programs
without returning to the 'DOS-
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must be the computer or it could be
something as simple as a faulty 1/0
lead. I f  you have checked that all
the connections on the I/O cable
are good then it  sounds as if  it
could be a fault in the POKEY chip
and the only  suggestion is to
replace it, i f  you know what you are
doing and can find another one. It
may be worth just opening up the
computer and pushing gently on all
the chips to ensure that they have
not worked loose. You would be
surprised what miracles this can
sometimes achieve! I f  any reader
can throw more light on the
problem I will happily pass the
information on.

BEGINNING WITH  A
WORD PROCESSOR

Having read several comments
in your excellent magazine I
bought at the Atari show, your
P.D.clisk DS#8 Textpro, and now
have a very good word proces-
sing system - 800XL, 1050 Drive
and 1027 Printer. Textpro is very
good as far as I can tell, never
having used word processing
before, which brings me to the
point, the documentation whilst
verbose is not really that helpful
to people like me who know
nothing about word processors.
Full of bpsfor hackers on how to
alter the program it does not
have any form of tutorial at all.

have found many things by

,Ran oder Load:' prompt? Can
you RUN any program? Can
you BLOAD, BRUN, DIR., OPEN
files, LIST or ENTER? Is there any
decent literature on Mapping
Turbo or on DE RE ATARI Turbo
or even an XIIXE TURBO Hand-
book? Is that small 'guide', the
bit of A5, all you can get?
Thanks a lot for taking the time

to read this somewhat larger
than usual letter, I know they
are rarely printed, especially
handwritten and full of spelling
mistakes. I'd be very grateful for
any help and I'm sure a lot of
other people would benefit too.

Michael Davies
Abergavenny

accidentally pressing the wrong
key which sent me on a voyage
of discovery. Would it be possible
for you to run a tutorial on
Textpro as you are doing for the
wonderful Turbo Basic. There
must be many like me who have
bought it as a first word proces-
sor to test the water and need
your guiding hand.

P.I•Smith

Is there an interest for this sort of
article? That is one of the things we
are trying to find out with the
survey this issue. To me Textpro
very easy to use by just pressing the
HELP key and taking it from there
but I can see that someone who
has not used a word processor
before might and any such prog-
ram daunting and the better the
program the more confusing it
gets! Unforturtate40 this type of
problem can't be answered in a
letters column through lack of
space, but here's an opening for
anyone who wants to write an
article. How do you use word
processors in general? What sort of
things can they or can't they do?
How about an example of  corn-
psoing a letter or other docurrviet
and then giving a step by step
guide on how you would go about
getting it into shape for printing?
There are several intersting areas in
word processing and a well written
article for the beginner to word
processing would help a lot of  other
owners out.

Unfortunately, as with many public
domain programs, documentation
on Turbo Basic is sparse and the
documentation you have is the only
guide available in English. Them
are a few articles in German and
they may or may not give you the
answers you need. As you know we
have a regular Turbo Basic column
and I would gladly give over the
page to anyone who could write a
tutorial on Turbo Basic, perhaps
covering some of the points you
have raised. There are now
thousands of  users of Turbo Basic
and someone must have discovered
some secrets that they am
, n o tsharing, so how about getting out
the word processor and throwing a
bit of  light on things?

CASSETTE LOADING
PROBLEMS

lust after Christmas I obtained
an Atari 65XE and an XC12
cassette unit. Since then I have
obtained many games for it but

have been having difficulty
loading them. I follow all the
instructions on the card with the
game and it still doesn't load.
On my computer there is a built
in self-test which runs tests on
the memory, the keyboard and
the audio-visual. When I'm
loading games I always run the
memory test, it is all working
O.K. So then I load the game
following the instructions and
when it gets to about 30-40 on
the tape counter the screen goes
into self-test mode and the mem-
ory test flashes, so I run the test
and it is perfectly O.K. Could
you please tell me what it is that
keeps making the computer go
into this mode? If you can, could
you please tell me a remedy?

S.I.Teny
WaLsall

It is extremely unlikeh
, t h a t  
t h e r e  
i s

anything wrong with the computer
itself It sounds very much as
though you have a recorder with
the heads slightly out of line which
is a fairly common problem. The
heads can be realigned with spe-
cialist test equipment but this is
generally only a job for a qualified
Atari repairer. Your best bet is to
take it back to the shop and ask
them to exchange or repair it. I f
the heads are out of  line then you
should be able to CSA VE and
CEOAD your own programs, but
have difficulty in loading programs
written and saved on other
machines. Try writing a simple
BASIC program and CSAV/NG it. I f
you can load it back in, and you
still can't load your commercial
games, the heads are almost cer-
tainly the problem.

WHERE ARE THE
SHOPS?

This is my third time writing to
you, I know you mast get a lot
of letters but could you please
print this one? I have a question
- just how many Atari shops are
there in Dublin? We are cdso
interested In computing here. I
get my hardware from the only
outlet I know - Peats, but I

1



would like to know that there
are more outlets in Dublin even
if Atari were to open a new one
for our area it would be a help!
PS. Please thank Paul Lay for
the brilliant machine code game
in Issue 33.

Michael Thornton
Dublin

As far as I am aware, you have
found the Atari shop in Out)lin and
.
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at least yoir do have a shop
supporting Atari unlike thousands
of owners over here - you should try
to find a shop in Central London!
Unfortunately good Atari retailers
are few and far between and
always have been. Those such as
Peals can be counted on your
fingers. lust be thankful, pulmnise
the shop, and commiserate with
those less fortunate!

WHERE IS THE
HARDWARE?

In the past many people have
written and complained about
the lack of software in the shops.
Well founded I agree but there is
a more worrying aspect to this -
hardware invisibility! I recently
wanted to purchase a 130XE
after my 800XL suddenly died.
No problem I thought, there's
the Silicon Centre in Edinburgh
less than 30 miles away, and
they're specialists. Wrong!
They're specialist alright but for
16-bit only. Put off more than a
little I continued my search after
looking at your Resource File.
Livingston Computer Centre was
the next closest. No luck. I tried
Laskeys, Currys, Dixons, the 'yel-
low pages'. 15 phone calls later,
mail order was the only option,
until I got the phone number for
a second hand machine.
If this is the 'boom' of Atari it

must have been impossible be-
fore. How can anyone expect
software for an invisible
machine? Don't expect help
from some stores, one of them
when asked 'do you stock the
Atari 130XE?', responded
'Maybe, what is it?'. Next time
you are looking for software,
look for a blank bit on the
shelves. That's the Atari section
invisible software for the invisi-
ble machine!!

Rk.Gcodlellow
Dunbar

1020 PRINTER
SUPPLIES

I would like to take this
opportunity to say what a great
issue No.33 was. I've only read
issues from late 1986 but I can
certainly say that this is the best
I've read so far. I thought that
Dave T's Disco was EXCELLENT.
I've listened to lots of music
played in vim's, but I've never
heard anything like this before.
When I ran the program I
nearly fell off my chair!! I was so
amazed that I went and grabbed
my brother (a Spectrum owner!)
and told him to come and listen
to some amazing music. He
gave a grin, and looked into the
data recorder to try and find the
tape I was playing it off! When
he found no tape his face went
blank, and said 'well it's not
bad" - typical Spectrum owner!
The section on printers was very
interesting, hut I would lust like
to mention what you said about
the 1020 printer. I own a 1020
and it is a good little printer.
You said that printer paper and
pens are hard to get hold of, but
I've never had any difficulty.
Paper is available from Silica
Shop at £2.95 for two long mils
(order CXA 4207.) Pens are also
available from Silica at £4.95 for
4. You can either have 4 black
(order CAA 4206), or 4 rainbow -
red, green, blue and black -
(order CXA 4204). Tandy also
sell pens (in 3 packs), but I can't
seem to find them listed. I  hope
this will save people being put
off buying a 1020.

Dean Gurrughty
Doncaster

DOES THE EPSON
DUMP WORK?

The issue of compatibility rears
Its ugly head again in Issue 32,
this time between printers. I refer
to the Graph Maker listing, I
have an Epson RX80 printer, so I
LOADed the program and EN-
TERed listing 2 for Epson com-
patibles, all I got from my
printer was rubbish. I I I  did it
right, does that mean that it will
only work on a compatible
printer and not the real thing?
That aside, keep up the good
work with the magazine. I sub-
scribe to the other two pure Atari
magazines that you can get in
England, and Page 6 is far better

that both the others put
together.

ILloyce
Gainsborough
Lincs

I hooked up an Epson RX100
(same model with a wider car-
riage), loaded up the Graph Maker
listing, ENTElted listing 2, pre-
pared a graph and all I got from
the printer was a  screen dump of
Graphics 8! It wasn't exactly the
best screen dump I have ever seen
but it was perfectly recognisable
and it  does work. This is another of
those mysteries, as several other
readers have had the same prob-
lem and I can't figure out why it
should work on our system and not
on yours. Having said that, you
would probably be better advised to
try and find an alternative screen
dump routine, for whilst this one
does work, it  is not exactly of  the
highest quality. I  had riot seen it
before, having been assured by
someone else that it did work, and
now wish we hadn't put It In! Sony
about that, some of them slip
through!

USING THE N E W
-
S T
BASIC

I am writing with reference to
the artide you printed on ST
graphics titled 'ST Secrets'. This
article was of a very high stan-
dard, as were most of the other
articles printed in your March/
April issue. However, you did
omit one thing, in the ST Secrets
section, you did cope with
'C','Assembly Language' and 'ST
BASIC, the problem is that Atari
are now issuing a program
called 'Enhanced ST Basic',
which is almost entirely com-
patible with the old ST BASIC -
almost. The new version omits
certain commands such as 'DEE
SEG', which has been replaced
with other commands, the 'Atari
ST Basic Quick Reference Guide'
tells us that any programs using
the 'DU' SEG' command must be

HOW MANY N's IN 51c?

I was interested to read the
letter from K. Crocker about the
extraneous N's in the WHIST
listing. Setting up variables in-
stead of numbers does save
memory although it may seem
contradictory to make a prog-
ram longer by using variables
in order to save memory.
Although it does initially take
extra memory depending on the
'length of the name, thereafter
each time a name is used it
takes only 1 byte regardless of
the length of name. Besides
saving memory you have an
added bonus in saving disk
space. The extra 5K which would
have been used in WHIST, had
not used the N's, would have
taken an extra 40 sectors on
disk! So it is worth using these
variables even on shorter prog-
rams. Some of my programs are
so long I really do run out of
memory, so I have to make use
of memory saving devices.

R.L Howarth
Preston

re-written, I would he much
obliged if you could put myself
and all other new STEM owners
out of our misery and tell us
what we should replace this
command with, and how we
should re-write your graphics
program, which when ran with
the old basic is very impressive.
This is a cry for help, I have
discovered that most magazines
do not cater for the needs of the
new owner using enhanced
basic, maybe your magazine
could prove itself better than the
rest once again by helping out
the new owners and telling us
how to adapt programs listed in
old ST BASIC.

David !O'Neill
N.Ireland

Yet another chance for someone to
write a short article!

Why n o t  wri te  to  Readers Wri t e
to a i r  your views on  A t a r i  o r  ask
us f o r advice? Drop  us a  l in e  to

Readers Wri t e ,  PAGE 6,
P.O. Box 54, Stafford, ST16 1 DR

Page 6 - Issue 35 7 3



Your chance play a part in the future of PAGE 6  by telling us what you would like to see in future issues

alternatively

your chance to WIN  TEN BLANK DISKS IN  A  BOX for the price of a stamp and ticking a few boxes!
(ten forms will be drawn and there will therefore be TEN lucky winners)

Firstly, an apology tor wasting a page of the magazine, but sometimes
these things need to be done and, besides, some people like reading these
things and ticking all those little boxes. Please take a little time and till in
the survey so that we have a clearer idea of what we need to do in the
future to keep you happy. PAGE 6 may be your only lifeline to your Atari,
especially if you are an 13-bit user, so a little time now will ensure your
continued enjoyment.
You may photocopy the form or copy out the questions or even commit
the ultimate sacrilege and rip the page out of the magazine (have you
read what's on the back yet?).
Please send the for m  bock to PAGE 6, P.O. BOX 54, STAFFORD,
5116 I DR.

I .  W h a t  system do you have?

El 8-bi t  disk based
El 8-bi t  cassette based

ST

2. O f  the fol l owi ng featur es woul d you l i ke to see mor e
or  less or  have we got i t about  r i ght?

News
Letters
Type-i n Games
Type-i n Uti l i ties
Shor t type-i n demos
Ha r dw a r e  reviews
Adventur e col umn
Games reviews
Ser ious' reviews

P r ogr a m m i ng ar ticles
Tutor i al s
Ha r dw a r e  projects
Tur bo Basic
I nter vi ews
First Steps
Contact
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Mor e

THE SURVEY

4. G i v e n  the pr obl ems of  space i n the magaz i ne  and the
l ength of  some pr ogr ams woul d you l ike to see less
type-i n l istings actual l y in the magaz i ne  and mor e
avai l abl e on disk onl y wi th the documenta t i on i n the
magaz i ne?

Li  Keep most l istings in the magaz i ne
0  Ta k e  l istings out a nd put  them on di sk onl y

4. W h a t  specific thi ngs woul d you l i ke to see featur ed i n
futur e  articles?

5. Gi ven the cur r ent scarci ty of  new releases for  the 8-bi t
w ha t  specific i tems of  older  softwar e woul d you l i ke
to see r evi ewed i n futur e  issues!

1

6. Woul d you l i ke to see a r egul ar  top twenty  char t  or
somethi ng simi lar?

•  Y e s  E i  o

7. Some peopl e ar e qui te happy  tha t  PAGE 6 covers both
8-bi t and S I  but  other s are not.  Wha t  woul d you l ike
to see?

8-bi t
ST

Mor e  L e s s  N o n e

• El

8. D o  you r ead both sections of  the magaz i ne  even i f  you
onl y own one machi ne?

•  Yes  E I N o

9. W o u l d  you l i ke mor e detai l s of  i tems fr om the PAGE 6
ACCESSORY SHOP ment i oned i n the magaz i ne (such
as reviews of  specific i tems)!

L i
v
e
s  
E  
N
o

10. W o u l d  you be i nter ested in a r egul ar  col umn r evi ew
i ng or  r epor t i ng publ i c domai n softwar e?

L i v e s   0  N o

I f  you ar e not  a subscr iber  can you tel l  us why?

O  I  do subscr ibe (have a pat  on the head a nd ski p
to the next questi on)

El I  just l ike the thr i l l  of  buyi ng a copy in the shops
O  I  don't  buy every copy
O  I  pr efer  not  to pay in advance

12. I f  you don' t  subscr ibe,  woul d a money-savi ng special
offer  tempt  you?

E] Q ui t e  l i kely
D  De pe nds  w ha t  i t is
O  N o t  real ly.  i f  I made up my mi nd to subscr ibe

w oul d a ny w a y

13. H o w  m a ny  peopl e r ead your  copy of  PAGE 6?

14. W o u l d  you l i ke to see a survey l ike this in EVERY
issue of PAGE 6?

O  De fi ni t e l y  not! (Onl y answer  al l owed)

We don't really need your name and address but if you want to
be in with a chance of winning 10 FREE DISKS you had better put
your name and address below.

Name

Address

What sort of disks would you like? (If your form is drawn out of
the hat, that is)

D  Big  black ones 0  Little blue ones

Tha nk  you for  tak i ng t i me to fi l l  this in,  i t  is much
appr eci ated.

00001700000000000 DODEEIDEIMEEMEIED



The Resource fi le  is a  service provided
by PAGE 6 to he lp M a ri owners fi n d
sources of Information, he lp and sup
ply. An entry in  this feature does not
necessanly imply a ny endorsement by
PAGE 6. The reta ilers shown are those
who are known to have supported
Man For some time  but things change
and readers are advised to check for
themselves to ensure tha t the infor-
mation is still current. We  would ask
any readers who find informution to
be Indust/rote or out a l date to let us
know so that on entry ma y be amen-
ded or deleted.

RETAILERS
ATARI WORLD
15 le n  nett Street
Manchester
M4 3DU
Tel. 061 SM  4941

BRIGHTON COMPUTER EXCHANGE
2. Ann Street
BrightonBN1 4GP
Tel. 0273 686650

CHIP%
53, Rugby Road
WorthingSussex
BNI1 51c11

ABC
Contud M ike  Donoghue, 135, St.
Leonards Rood, Leicester, LE/  3BZ. TeL
0533 700190. Retailer and both 8-bit
and ST user groups.

A.C.E. USER GROUP
Contact Martin Sharpe, 28 . Brooklyn
Court, Bradford Road, Cleckheaton.
West Yorks, BD19 4T). Te1.0274 851131
124 hours). Monthly meetings. newslet
ter. tops. discounts etc.

ATARI USER GROUP
(IRELAND)
Contact 100. Silloge Avenue. Bully-
mum, Dublin 11, Ireland. Tel Dublin
425918

s E s r w 0 0 0  8-BIT USER
GROUP
Contact David Taylor, 60  Stevenholme
Crescent Bestwood Park Nottingham,
NGS 5IW. Tel 0602  209735. 8-bit loca l
w.er
,
, 
o
n l
y

BOURNEMOUTH AND POOLE
ATARI  USER GROUP
Contort Cohn Hunt 24R, wunborne
Road. Oakdale, Poole, Dorset. SI . &bit ,
hardware and software development.

BURY ST. E DMUNDS  USERS
GROUP
Contact Gary Brummage, 22, Ridley
Road, Bury St. Edmunds, Suffolk. IP33
3H5. Please send SAE for details.

BBS
Name: G A M L I N G A Y
Number 0 7 6 7  50511
Hours: 2 4  Hours
Baud: 3 0 0  - 2400
Features: Atari SIG and program
library

Name: T H E  VILLAGE
Number 0 1  464 2516
Hours; 2 4  Hours/7 days
Baud: V 2 1 .  V22, V22B15, V23
Features: 8 bit area, ST area, CP/M
area

Name I N F O M A T I Q U E
Number 0001  764942 (Dublin)
Hours: 2 4  Hours
Baud: 3 0 0 / 3 0 0  and 75/1000
Features: ATARI SIG and program
library

COMPUTER CAVERN
21, H a rris Arcade
ReadingBerks.
RGI I O N
Tel. 0734 474768

COMPUTER CENTRE
174, H igh Street
Horn( hurch
Essex
Tel. 04024 75613

GAMER
71 East Street
BrightonSussex
BNI  I H Q
Tel. 0273 728681

RESOURCE FILE

COMPU 1 ER ADVENTURE WORLD
Bank Bui1din9s
IA. Cha ring ( rotsBirkenhead
1.41 6E1
Tel. 051 666 1132

GLASGOW COMPUTER CENTRE
Virginia  Galleries
33 Virginia  Street
Glasgow
GI I T U
Tel, 041 552 1522

WESTERN ETD.
52, Ca mbria n Road
NewportGwent
Tel. 0633 62790

FaST (Fast ST Bask  Users
Gr oup)
Contact Simon Rush, 42 York Road,
Rayleigh. Essex, SS6 IISB. Tutorials in
Bask r in d  68000 SAE for f u ll details.

FLOPPYSHOP ST
Coniust Steve Delaney, 50, Stewart Cres-
cent, Northfield, Aberdeen. A112 SSIE
'Tel. 0224 691824.

The  GATEWAY CLUB
Contact Phil Hetherer, 164d Radcliffe
Rood, Lakenheath, Suffolk. Tel. (Ens-
well) 2363. All computer club with Ata n
section Meets once a month

LACE (LONDON ATARI
CO MPUTER ENTHUSIASTS)

Contact Glenn Leader, 143 Richmond
Road, leylonstone. London, I I  1 451 .
Tel. 01 556 0395. XL,XE, ST users Great
newsletter and PD libra ry

LUG'S (LEEDS USER GROUP)
Contact Dave on 0532 717712 anytime
1050, 810, cassette users welcome. Send
SAE to P O. Box 187, Leeds, W. Yorks
LS12 5PG

MACCLESFIELD COMPUTER
CLUB
Contact Peter Solomon. Tel. 0625 20782
evenings and weekends. All computer
club with Ata ri section. Meets fort-
nightly,

Name: C H A R L Y
Number: 0451/ 31642 from Ger-
many 010149/451/31642 from
England
Hours: 2 4  Hours /7 days
Baud: 3 0 0 ,  8n1
Features: Atari 8-bit  and ST areas.
P.D. software. Some German
required!

Name: T H E  ARK
Number: 0 2 1  353 5486
Hours: 2 4  Hours /7 days
Baud: 3 0 0  or 1200/75
Features: 8 bit  with Downloads.
hints, swaps etc.
Name: C R Y S T A L  TOWER BBS
Number: 0 1  886 2813
Hours: 2 4  Hours
Baud: 3 0 0  to 2400
Features: Atari section which
needs your support!

INTO TO
I, Heathcoat Street
HockleyNotts,
NG1 3 Al
Tel. 0602 410987

IENNINGS STORES
244 • 248, Hertford Road
Enfield
Micidx
Tel. 01 804 1767

LADBROKE COMPUTING LTD.
33, Ormskirk Road
Preston
Lancs.
PRI 2 QP
Tel. 0772 21474

LIVINGSTON COMPUTER CENTRE
17. The M a ll
Cra igshill Shopping Centre
LivingstonWest Lothian
Tel. 0506 36978

MICRO-TRONICS
27a. M arke t Street
Tamworth
Staffs
Tel, 0827 51480

ONE STEP BEYOND LTD.
1 la . Castle Meadow
Norwich
NR1 3DG
Tel . 0 6 0 1  663796

MERSEYSIDE ATARI  CLUB
Contact M ike  Lynch. 24, Ookdene Road,
Anfield, Liverpool, Merseyside. L4 258,
Tel 051 264 8435. ST ONLY. Regular
meetings, newsletter and more.

NO RTHERN I TALY  ST FANS
( anract Carla Biunch in i,  Via le  Argonne
12, 27100 PAVIA. I ta ly

RAGE HARD A.U.G. ( 8
-
b i t )
Contact Tony Longworth. 13, Greenfield
Road, Little Sutton, South Wirra l,
Cheshire, L66 1PE. Tel. 051 339 0405,
For 8-bit users everywhere. Send s.a.e.
for details.

RO CHDALE ATARI  COMPU-
TER ENTHUSIASTS (R.A.C.E.)
Contact The Secretary, P.O. Box 1, Roch-
dale. Lanes 0E12 STQ. SAE appreciated.
All Marts, meetings fortnightly

SIGATARI
Contact Glenn Looder, 143, Richmond
Rood, Leylonsione, London. El 1 461 .
Tel 01 556 0395. For those interested In
more unusual applications.

STARLI G HT ATARI  CLUB
Contort Douglas Woodcock, 8, Ethnard
Road, Peckham, London SEI5 1RU. Tel
01 639 3109 after 5 pm. Members with
disk drives 18 bit).

Name: T H E  GNOME AT H om i
Number: 0 1  888 6894
Hours: 2 4  Flours/7 days
Baud: V 2 3  v iewdata
Features: ST area frame •1632.0
8ST Babble starts on frame
•1632.9$1

Name: C B A B B S
Number: 0 2 1  430 3761
Hours: 2 4  Hours/closed Thurs-
days
Baud: 3 0 0
Features: STI8 bit, Email to USA
and Canada

Name: L E I C E S T E R  CENTRAI
Number: 0 5 3 3  700914
Hours: 2 4  Flours
Baud: 3 0 0  and 1200/75
Features: 8 bit area and ST area

PLATS ELECTRONICS
197, Pa rne ll Street
Dublin I
ire lund
Tel. 0001 727799

SILICON CENTRE
7, Antigua  Street
EdinburghScotland
Tel. 031 557 4546

sorrwmt t  EXPRESS
212. Broa d Street
Birmingha m
BIS 2 AY
Tel. 021 643 9100

SOFTWARE EXPRESS
9 Exeter Street
PlymouthDevon
Tel, 0752 265276

KS_ WOOTTON Et SON
116. Edleston Rood
Crewe
CW2 7111)
Tel. 0270 214118

YORK COMPUTER CENTRE
9, Davygate  Arcade
Davygate
York
Vo l 251)
te l .  0 9 0 4  6 4 1 8 6 2

USER GROUPS

ST CLUB
Contact Paul Glover, P.O. Bo x 20, Hert-
ford. 513 AP-IN M a l l  on ly(?). Worldwide.

VT B ATARI  CO MPUTER CLUB
Contact Chnst ian Delabarre, Hekstraat
7. 9050 Evergem. Be lg ium. Te l.
091126.29.29. For X.1,XE,ST. Organised
talks, visits etc.

WO RLD ATARI  PENPALS lot.
User Gr oup (WAP)
Contact M a x le rveen . Magerhorst 8,
Mphen old Rijn. 2402 LP, The Nether-
lands. Tel. 01720 45583. Members in
USA, Canada. France, U.K.. Greece. Ger-
many, 5uudi Ara bia . Have circulating
disk (8-bit and ST). M a il only.

Do you wont others to know about
your group? Send details as above
ONLY (5 words ma x. on Membersli on a
plain sheet of paper headed RESOURCE
FILE • USER GROUPS. That's a ll you get!
We will not publish a ny other details
such as meeting times and places tend
to change Appoint someone responsi-
ble to  handle a n y enaumes received.

PAGE 6  r eser ves t he  r i ght
to de l e te  a ny  e nt r y  f r om
this featur e for  any
reason.  i ncl usi on does not
I mpl y any  endor sement
by PAGE 6 and PAGE 6
can accept no r esponsi bi l
-i ty for  the accur acy or
compl eteness of an entry.
Please tel l  us i f you fi nd
any entr y out of  date.



PAGE 6 ACCESSORY SHOP
BOOKS, DUST COVERS and P.D. SOFTWARE

HUNDREDS OF ITEMS IN OUR FREE CATALOG
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XL/XE D U S T ST
PUBLIC DOMAIN C O V E R S  P U B L I C  DOMAIN

The largest selection of PD sof-
tware avai l abl e a ny w he r e  -
prices from £2. 50

DISTRIBUTORS for
FASTER ST DISK
ST NEWS

The Wor ld's  be s t disk  ba s e d
ST m a g a z i n e s

Just a few of the books in stock for both XL/XE and ST

Every imaginable
dust cover

We wer e doi ng Publ ic Domai n
for the ST long before the others
-  why  buy  our  softwar e fr om
someone else when you can buy
the best direct?

P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
Telephone 0 7 8 5  2 1 3 9 2 8  C a t a l o g  HOTLINE 0785  5 7 0 0 5


