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ATAR us R OFFERS
ATARI USER BACK ISSUES
Your chance to get the ATARI USER back issues for 1988 at
a special price.
Maybe you have just bought a 65XE or a new 130XE?
Maybe you missed a few issues last year? Whatever the
reason here is a  great chance to get a lot more program-
ming advice, stacks of type-in listings, news of software.
reviews of all the year's releases and lots more. If want to
get more from your Atari and save some money take
advantage of this offer NOW!

ATARI USER BACK ISSUE PACK - 10 ISSUES FROM 1988 for JUST £5!
Price inc ludes  pos tage in UK. Overseas add £3 for pos iage.  Orders  will be des pat c hed by  surface moil only

TO OF
THE BESTI
the best listings
from Atari User
ready to run on
disk

GAMES Vol. 1 £ 3 . 9 5

Featuring Chopper  Rescue, Des
Bells, Spac emaz e,  Maz emunc h,
Moneybags .  Frank The Fruit Fiend,
Duck Dash. Frogjump.  Doc t or
Boris plus Get  It Right  for Atari User
listings TEN GREAT GAMES

GAMES Vol. 2 £ 3 . 9 5

Featuring Colour Puzzle, Dam
Trouble. Reversi, Light Gun Blaster.
Mine Runner,  Breakin, Submarine
Hunter. Tyrants of Torment.  Clay
Pigeon Shoot ing and Brag TEN
MORE GREAT GAMES!

UTILITIES £ 3 . 9 5

TEN SUPER UTILITIES including
DiscError, DiscEdit, Discview,
Dump  15. Artshow, Aut oDirectory.
DiscRenumber,  Fuliprint, DataEdi-
tor and 80 Column.  Great  utilities
for disk drive owners.

ATARI USER TOOLKIT
SAVE £3

A super Taolkit for programmers .  bot h
nov ice and experienced.  Toolkit  odds  a
number  of  facilit ies missing f rom Atari
Basic. All these utilities inc luded:  CLICK
Turn the keyclick on or off. DEL Delete
lines or blocks of programs,  PEN Renum-
ber your program,  DIP Disk drive direc-
tory, VAL converts hex /c lod/binary .  GIR
Calculates  Atari User checksums. LVAR
Lists all variables. CHANGE Alters names
of variables.  STRIP removes  all REMs and
reduces program size and LISTING pro-
duces  all the Inverse and Graphics
charac ters  on an Epson t ype printer

Cassette £ 2 . 9 5
Disk £ 3 . 9 5

DISK STORAGE BOX

TURBO BASIC C / 3 . 9 5
The best language for every Atari User. Speeds
up your existing programs or allows you to  write
in structured, more easy to  understand code.
Also includes a compiler to give you near
machine language speed without any know-
ledge of machine code. So simple to use, even
a beginner will have no trouble. Check out the
tutorial series in PAGE 6 ATARI USER for details of
this superb language or see back issues of PAGE
6 for some super demos.
Only £3.95 complete with manual listing all the
features of this great language - probably the
best thing you'll ever buy if you want to
program!

£4.95

A handy  disk s torage box  for up to 60 disks.
Luxury p a d d e d  PVC boxes  are strongly mo d e
to prot ec t  your disks. Comple t e  with t he Atari
User logo

ATARI USER DUST COVERS

Protect your computer with an Atari
User dust cover made in clear water
resistant vinyl specially to fit the 130XE
(also fits the 65XE) and 800XL. Com-
plete with Atari User logo.

130XE/65XE £ 3 . 9 5
800X1 £ 3 . 9 5

ORDER
FORM

on page 41

MINI OFFICE II -
SAVE i5I

One of the best serious prog
ram ever for the Atari. WORD
PROCESSOR, DATABASE,
SPREADSHEET. LABEL PRINTER,
BAR CHARTS and COMMUNI-
CATIONS all in one great
package. Highly recommen-
ded in every review.
This is the program to take
you beyond games.

PREVIOUSLY £19.95
SPECIAL OFFER FOR A

LIMITED TIME JUST S14_95

SPELL ME
•

A super program to teach young children word
recognition and spelling. Each word has a picture
and there are several levels and options. Leave the
word on the screen to allow the child to  match it,
turn the word off so that more effort is required or
just have the picture to make things a little harder.
Written by a primary school teacher for youngsters
for 3 years and up, this will give your child a  good
start with words.

Cassette £ 4 9 5  D i s k  £ 6 . 9 5
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STAR RIDER
Another Paul Lay

masterpiece

SUBSCRIPTIONS
Annual subscr iption rates (6 issues)

UK
Europe
Elsewhere (sea)
Elsewhere (Air)

PAGE 6 ON DI SK

A di sk  contai ni ng al l  o f  t he  8-bi t
programs from each issue of PAGE 6
is avai lable ei ther  separately or  on
subcription. Si ngl e pr i ce E2_95 per
disk. Subscription rates (6 issues)

UK
Europe
Elsewhere (sea)
Elsewhere (Air )

SUBMISSIONS

t9_00
E13.50
E13.50
£21.00

E24.00
E30.00
E30.00
Pl ease
enquire

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 fi les 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 s ubmit  it !  Appropriate payment will be
made for all published programs and articles.

All original articles, programs and 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 'All
Rights Reserved' any material in PAGE 6 may
be reproduced b y  Us er Groups  a n d  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 matenal are requested to send a
copy o f  t he relevant is s ue t o  the Editorial
address of  PAGE 6.  Whilst we take whatever
steps we can to ensure the accuracy of arti-
cles and 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 s o
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 ATARI USER will be
on sale 23rd March. Editorial

copy date 20th February

C O N T E N T S
S Y N T H  I I  by Brian Kennerley
16 bit  sound on your XL/XE
MAPPING YOUR ADVENTURE by John
8 5 0  S P L I T  by Geoff McHugh
A revolutionary new discovery
H E A D B A N G E R  by Bill Halsall
Bush the  little  blighters as they pop up!
INGRID'S BACK/LANCELOT
MERAK - THE VIDEO
Jeff Minte r  has created a new ar t form
T U R B O  B A S IC  by Gordon Cameron 2 8
Start of a  new tutor ia l series
D E S I G N E R  K E Y S  by Jason Peasgood 3 2
Redefine your keyboard how you wa nt  T Y P E - - I N  LISTIN G
BEGINNER'S BASIC by Len Golding 3 4
Moving on to the Graphics modes
F L I G H T  L O G  by Les Howarth 3 6
A must for  F52 fans! T Y P E - I N  LISTIN G
MARK HUTCHINSON'S COLUMN 3 8
COLOUR ENHANCER - THE DISK BONUS 3 9
M U S I C  B O X  by Kristoter Andersson 4 0
Draw your music, then hear  it  played T Y P E - I N  LISTIN G
STAR RIDER by Paul Lay 4 2
Fast, fur ious space action T Y P E - I N  LISTIN G
TUTORIAL SUBROUTINES by Ian Finlayson 4 6
SOFTWARE REVIEWS
Draconus, Da wn  Raider, foe Blade, Ramp ag e 4 7

ST FILE
STOS by Damon Howarth
B  B O O T  by Lawrence Staveley
Now you can load AUTO files from drive B
P R O S P E R O  C  by Matthew Jones
Possibly the finest C yetTRIP-A-TRON
A year In Jeff Minter's Life
SPELLBOOK
AUTOROUTE
Throw away those marks forever!
ST GA MES - Ouono Quest - The Grail - Lombard RAC Rally - Hostages
- Powerdrome - Action Service - Mickey Moue -  Drilkr - Starglider II -
Around The World - Lords of Conquest - Beyond The Ice Palace 6 4
STAR FLEET 1 7 3
SUPERBASE PROFESSIONAL 7 2
A powerful database for heavy duty use
ELHE 7 4
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THE CREDITS

All of  the usual s tuf f  Is on page 3 but  here
are the people who  made this  issue possible.

Les I l l i n g h o m  did the edit ing.  lay out  etc.

Sandy  looked af ter the adv ert is ing

Stacey did a ll those things  around the offi ce
wit hout  wh ic h  we would  not  surv ive (espe-
d a i ly  mak ing  the tc litor's  coffee!)

The Regular Cont ributors ,  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 rev iews, are

Ma r k  Hutchi nson
John Davi son
John Sweeney
Da m o n  H o w a r t h

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

The cover photos  for the past few issues were
taken by  P au l L in g wo o d .  Thank s  to h im
and to the various  volunteers  who agreed to
dress up and apologies  for not c redit ing the
photos  earlier.

The bac k ground photo on the cover this
issue is courtesy of  NASA/SCIENCE PHOTO
LIBRARY,  The pic ture shows Larthris e over
the horiz on of  the moon tak en f rom the
Apollo I I  spacecraft in  lu ly  1969 whic h was
the miss ion in  wh ic h  Neil Arms t rong and
Buzz A ldrin  became the fi rs t humans  to
land on the moon.  The ov erlaid photo-
graphs  are f rom Paul Lciy's type-in mac hine
language game Star Rider in this  issue.

Thanks to Nanci Griffi th who continues to inspire

no matter how many times this h e a r  her. VanMorrison who snuck in as this was hying edited
and to Rohm Williamson who, in The Barley,
Scotland Yet and Verses at row is, ha5 once again
reached previous heights_

Serious? You bet! But  A tari is supposed to be
fun as well is n'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 Atari. With
the exception o f  final output cm a  Imotron and use o f  a
repro camera for the listings arid photos, the magazine is
prepared entirely with Atari based equipment and software
- not a Macintosh or (ittki in  sight! Hardware used includes
130XE, 1030 disk drive, 810 disk drive. 4  10 cassette
loccasionally!), 850 Interface NEC 8023 printer, 104OST,
SMI24 MOrlitat Atari 51-1204 hard disk drive C
-
U n t a t N 2
meg disk drive, Fpson RX100 printer. Kyocera loser printer.
Miemstuffer printer butter. Software includes Superscript,
Turbo Basic, Kermit, PC intercomm, TARI-1111, Prin t  Wiz,
PC Intercomm STWriter, Protest and Fleet Street Publisher
Articles and programs submitted on XLIXE disks are sub-
jected to various custom written programs before being
transferred across to the ST via TARI-TALK, All malor
editing is done with Protest and pages are la id  out with
Fleet Street Publisher. A disk with the finished pages is sent
up to The Setting Studio in Newcastle ta typesetting bureau
who many know what they ore doing with the STi to be
output on a Linorron 300 and, hey presto. finished pages
are sent bock. I t  really does work • a l tact! All that is k i t  is
to drop in the listings and photos_ Well, it 's not quite as
eacy as that, but you get the idea!
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Ecteemeed
RINGING THE

CHANGES?

I sn ' t  it funny how life turns out? Many
of you will remember an Editorial
about three years ago saying that I

had turned down the chance to be Editor
of the newly founded Atari User and here I
um, effectively, the Editor of Atari User!
This issue I have to welcome a lot of new
readers to PAGE 6 ATARI USER and ex-
plain a little about the hectic events of last
November and how they will affect the
magazine that thousands of Atari users
have come to love over the years. Firstly
an apology to everyone who was mightily
confused over the 'merger' of Page 6 and
Atari User, believe me it was just as con-
fusing for the people at this end! At the
time of discussions with Database both the
November issue of Atari User and Issue 35
of Page 6 were in their very final stages of
preparation ready to go to the printers and
there was simply not enough time to insert
in either magazine a detailed report of
what was happening. We managed to get
half a page in and Atari User found some
space at the bottom of the Contents page
but that was all that could be managed.
The situation was not helped by hopelessly
inaccurate 'news' items in some of the
general computer magazines but hopefully
by now everyone will know where they
stand.
So how does this 'merger' affect Page 6?

Not greatly, as regards the contents of the
magazine, as you will see from this issue.
We will take on board some of the people
who wrote for Atari User such as Len Gold-
ing and may introduce some other fea-
tures such as a Top Twenty, if  that is what
you want, but in general we will continue
to provide what we always have done,
articles and programs written by people
who love their Atari and not by journalists
who are commissioned to write so many
words to fill a page. The major change
that you will notice is the change in the
name of the magazine, or at least the
change in emphasis, so that ATARI USER
becomes the more prominent title. This is
something that we needed to do to become
much more noticed in the newsagents and
among the software companies and in the
advertising world and I hope that this
alone will get us more notice in the areas
where we have in the past taken second
place to the Atari User of old. I will give
you fair warning now that the name
might change even further so that PAGE 6
does not appear on the cover but, have no
fear, the PAGE 6 name will live on in spirit
and will make several appearances inside!
It will be quite strange, and a little sad, if
we do drop the name from the cover but,
in some areas, we must bow to commer-
cial pressures.
If you are a long term reader then, there

is no need to worry about drastic changes
in Page 6 and if  you are a new reader then
i hope that you like what Page 6 has to
offer and I welcome your feedback on
what you want to see in the magazine.
One thing to remember is that the maga-
zine reflects your interests and mirrors
your love of Atari much more than many
other magazines. I hope that you will find
that the magazine comes across with a
much more 'personal' feel than many
others as that is what everyone involved
with Page 6 sets out to achieve.

THE SURVEY

Many thanks to all of you who took the
trouble to fill in the survey in the last
Issue. The last time that we asked the
readers to express their preferences the re-
sponse was quite low but this time those
survey forms came flooding in! Photo-
copies. pages tom out, re-typed questions,
even folks going out and buying another
copy of the magazine! They all came in.
Thankyoult will take time to analyse your
answers but many of your comments have
been noted already and have influenced
one or two things in this issues such as the
Turbo Basic tutorial. it  was a great pity
that the survey was composed and laid out
before we took over Atari User as one or
two of you pointed out hut that is just the
way things go. If you didn't see the survey,
don't let that stop you sending in your
views, we are always willing to listen!

8 B IT SUPPORT

At the recent Atari Show a few disgruntled
Atari User readers made certain comments
about Page 6 not supporting the 8 bit
machines and being too heavily influ-
enced by the ST. Sorry, folks but you are
talking out of your expansion ports! One
of the major reasons for buying Atari User
was so that we could strengthen our com-
mitment to the 8 bit. We could have just
let Atari User disappear but we felt that
continuing the name, in whatever form,
would ultimately benefit Atari 8 bit users
In general. Sure, we do cover the ST but
there are many good reasons for doing so,
which are far too numerous to cover here.
Our recent survey shows that a good num-
ber of readers are interested in the ST sec-
tion even though they don't own an ST
machine so we have no qualms about
continuing to report the ST. Stop and think
before you complain about the ST and just
work out whether there would be such
events as the Atari User shows without it.

Enough! Here's to a new year of con-
tinuing support for Atari in all forms.
We'll be there and I hope that as many of
you as possible join us.

Les Ellingham



'BOXED BRAND NEW

ATARI 850
PARALLELSERI AL
RS232 INTERFACES
Limited stock - £ 5 5

NEW ATARI
XF551 DRIVES
now only E 1 3 9 . 9 5

THE

ZYBEX
on disk for XL/XE

E5.99
In our  opinion this is the

best fast paced action
game ever written for

Atari computers!!

SUPER ARCHIVER II
• The only TRUE duplicator (will Out perform all other

drive duplicators by approx. 500%)
• Built-in US Doubler (SpartaDos compatible)
• Spectal editors to repair damaged protected disk

software and format disintegration (for when you can't
get a replacement!!)

• True double density (180k per side)
• Plug-in module and 6 solder wires tor easy
installation E59.95
STAR LC-10 PRINTER

Epson compat ible printers  wi t h superb NLO and very
accurate linefeeds  f o r  graphics  print ing r io t  normally
found in this price range!!
COLOUR E269 B / W  E219 & F E E D E R  E5E

ANTIC AWARD 1988 'OUTSTANDING PRODUCT'
VIRTUOSO

THE DESKTOP PERFORMANCE STUDIO
Suddenly you are a  music  composer, a  v ideo artist, recording engineer, and
video animation direc tor V i r t u o s o  turns your Atari XL1XE into a live interac
live mus ic  and  graphics  instrument v ia 20 icon driven editors and linkers.
Virtuoso uses every one of  the Atari's  specialist features - hardware scrolling
for ultra-smooth animation, 128 colours, interrupts for special effects, sprites.
independent sound channel programming to create soundtracks and powerful
unique commands such as  path, scale, rotate. speed. envelope. And when
you've created your music, text and graphic animation masterpieces • link them
together in real-t ime!" The package also includes telecommunications editor
to allow you to sendrreceive Virtuoso t iles  v ia a modem E29.95

DISKETTES
5.25" DS-DD 46 TPI

E3.00 for 10 E 2 5 . 0 0  for 100

I R E I C 0 1 3 / k S a  TM
THE INTEGRATED MODULAR BUSINESS SYSTEM

"IBM POWER WITHOUT THE PRICE!"
Write in for more information on this truly amazing

small business package
HELP US TO HELP YOU!

There is an astounclrng amount ot software and hardware add-ons lot the Alan B-bit computers
throughout the world, the question rs. what do you, the user, want
,  G i v e  u s  t h e  
d e m a n d  a n d  
w e  v e i l

do our best to get 0!
Teti us what your computer system comprises ot what your favourite software is. your thoughts and
views. We  are dedicated 8-bit Atari distributors and will remain so providing there are 8-bit users to
support. So spare a Couple 01 minutes and write to us howl' We ll return the time by keepmg you

ln dale Ihrmigh rt.tr mailing list  service W R I T T E N  ANY SOFTWARE?

14, ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL
Telephone 01-731 1276

ACCESS - MASTERCARD - EUROCARD ACCEPTED I I

Here at PAGE 6 we are so impressed with Jeff
Minter's MERAK video that we have decided
to give away  FIVE copies absolutely FREE in
return for  the answers to some simple ques-
tions.

FIVE easy questions for  FIVE lucky people to
win a copy of MERAK

1. Wha t  was Llamasoft's first Atar i game?
2. Who wrote  the music for  Merak?
3. Wha t  are Jeff Minter 's favourite  beasties?
4. Wha t  is the special programming

language used in Tr ip-a-Tron?
5. What small price wil l  you have to pay for  a

copy of Merak i f  you don't  win one?

You don ' t  need a n  ST to appr eci ate  ME RAK de s c r i be d in
PAGE 6  as  ' a  ne w  a r t  for m'  j u s t  a VHS vi deo r ecor der  so
i f  y ou  w a n t  t o  pa r t i c i pa t e  i n  a  uni que  exper i ence j ust
wr i te  dow n  the  answer s to a few questi ons a nd send them
of f  to T H E  ME RAK CO MP E TI TI O N,  PAGE 6,  P. O.  BO X  54,
STAFFORD,  S T1 6  1DR.  You have onl y unt i l  the  15th Febr u-
ar y  1 9 8 9  t o  s e nd i n  y our  entr y,  a f t e r  w hi c h da t e  FI VE
l ucky w i nne r s  w i l l  be  d r a w n  out  o f  the  c a r dboa r d box
a nd t he  vi deos w i l l  be  on t he i r  w a y .

I f  you don't  w a nt  to w ai t unti l  15th Febr uar y (a nd you shoul dn't!)
you c a n ge t  a  copy  o f  ME RAK T h e  Video by sending a cheque or
Postal  O r der  f or  112.95 to I l am asoft,  49, M ount  Pleasant,  Tadley,
Hants,  R( ;2 6  6 BN

Page 6 - Issue 36



n e w s c e n e
A NEW SPARTADOS

Great news for all fans of ICD's
SpartaDos is  tha t  a  new car-
tridge version h a s been d e -
veloped with  only the manual
to be  finalised. SpartaDos X
comes o n  a  new style 'X' car-
tridge that wil l  allow other car-
tridges t o  be plugged o n  top
with SpartaDos having com-
plete contro l ove r the added
cartridge, a l lo win g  i t  t o  b e
switched on o r off.

ICD claims that SpartaDos X
'includes 6 4 k  o f  the  tightest
machine code eve r writ t e n '
and, amongst many other fea-
tures, i t  gives you  more  free
memory in  your XL or XE than
is ava ilab le  w i t h  a n y  o the r

NOT JUST A GEM!
Whilst most attention is being

given nowadays t o  the  ST, a
small company o ve r i n  t h e
States is  working hard  to  up-
grade th e  A t a ri  X L  a n d  XE
range to  provide many o f the
features o f  the  popular GEM
system. Reeve Software have
developed th e  Diamond(TM)
graphics based Operating Sys-
tem which will give youR XL or
XE the look and feel o f  an ST.

The software provides a user
definable cursor which can be
operated by keyboard, joystick,
touch tablet or mouse to access
drop down menus with  similar
file handling capabilities found
in the GEM system. Desk acces-
sories can be installed and the
environment includes Icons, Di-
alog boxes and windows that
con be opened a n d  closed or
moved, just as on the ST! The
system is  simila r to the GEOS
system o f  the Commodore 64
which has increased the popu-
larity o f  tha t  mach ine  even
more and Reeve Software are
hoping tha t  Diamond wil l do
the some fo r the A ta ri 8  b it
machines.
The standard Diamond hand-

ler includes Desktop software
that wil l  enable easy access to
DOS but, o f  course any further
software used wi l l  need to  be
compatible so  Reeve Software
have developed several prog-
rams to  ru n  with  the system.
The Diamond Programmers Kit
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DOS. High  Speed Data transfer
is available as standard with
the Xl551, US Doubler enhan-
ced 1050 drives a n d  Happy
1050's wit h  a l l  densities sup-
ported and the ability to hand-
le 3.5" and 5.25 drives. I t  can
even cope wi t h  Ha rd  Drives
and 8 '  floppies!

The new SpartaDos wi l l  i n -
cluded f u l l  fi le  ARCing wit h
routines very close to the IBM
ARC standard. SOX ARC is said
to be the fastest and most effi-
dent fi le  compactor available
on any 8 b it  computer. Future
options for the product include
a Developers Toolkit, a  Data-
base program a n d  a n  XEP80

includes macros f o r MAC/65
and Basic source code to d e -
monstrate how to use Diamond
and therefore  a l lo w yo u  t o
write you r own  programs. Di-
amond Write  is a fu ll featured
word processor that allows mul-
tiple fonts a n d  mu lt ip le  text
sizes in  a  document a n d  Di-
amond Paint is a  standard art
package b u t  wit h  d rop  down
menus. Perhaps o f  greater in -
terest is Diamond Publish, a de-
sktop pub lish ing  system f o r
your XL/XE with, i t  is claimed,
text fl owing  f ro m co lumn t o
column a n d  around pictures
with different fonts and fon t
sizes. Future products planned
include Dia mo n d  Basic; D i -
amond ASM and Diamond C.
The Diamond system comes on

a super cartridge and retails in
the States fo r $59.95 with  the
support p rog rams a t  $29.95
dollars each. There is  n o  UK
distributor, a n d  wi t h  the  pre-
sent la ck o f  interest amongst
UK o u t l e t s  i n  t h e  8 - b i t
machines, there is  unlikely to
be one, but Reeve Software can
be contacted a t  29W150, Old
Farm Lane, Wa rre n ville ,  I L
60555, U.S.A. There could just
be a  possibility tha t  PAGE 6
might t ry  a n d  distribute th is
type o f product and a  few let-
ters t o  Reeve Software mig h t
show them that owners in  the
UK a re  in te rested  i n  t h e i r
products.

handler i f  the re  i s  enough
demand.

ICD have once again proved
their commitment to the Atari
XL/XE by spending a great deal
of time and effort in producing
SpartaDos X so let's hope that
Atari owners worldwide sh o w
their appreciation.
The price at the time of writing

was n o t  finalised but Andrew
Bennett o f  Frontier Software,
distributors o f  ICD products in
the UK,  co n fi rme d  t h a t  h is
company w i l l  b e  d istributing
SpartaDos X at the most com-
petitive price possible. The pro.
duct should be available by the
time you read this.

ATARI IS ALIVE
IN THE USA

Want to  hear some rumours?
Maybe these are all facts but so
little 8  bit product is now being
imported that it is impossible to
tell. Anyway, a few products re-
ported in  the U.S. include Video
Title Shop and Graphics Com-
panion f ro m Datasoft ,  a n d
from No  Frills Software, a prog-
ram to convert icons from Print
Shop, Newsroom, Awardware
and Printpower. DOS XE for the
new XF55 I drive is also said to
be near completion as is Atar-
iwriter 80, the long announced
and lo n g  awa ited  enhance-
ment t o  Ata riwrite r g iving  i t
full 80 column support with the
XEP-80. Apparently, Atari have
had to re-write the entire prog-
ram from scratch.

Also reported fo r the 8  b it  is
Karateka o n  cartridge wit h  a
two player mode and other car-
tridges i n c l u d e ,  S u m m e r

CAN'T FIND
ANY

SOFTWARE?
XL and XE software is becom-

ing harder t o  fi nd and many
owners need t o  b u y  by ma il
order but even then it  is diffi-
cult to  know just what Is avail-
able. One company, Sunaro, is
trying fiord to ensure that you
can continue t o  buy software
for your machine and has pro-
duced a  n e w 1989 catalogue
which lists close on 200 games
on d isk o r  cassette together
with  o ve r 4 0  ROMs a n d  a
dozen o r so utilities and educa-
tional items. There is  a lso a
good selection o f  software t o
clear a t  special prices and a
vast number o f  ROMs for the
2600 games console_

Sunaro have been supporting
the A ta ri since 1984 and, un-
like ma n y others, has decided
not t o  ju mp  on the ST band-
wagon b u t  ra ther to continue
to provide exclusive support for
the 8  b it  machines. A  copy of
Sunaro's catalogue can be had
by writ ing to  Simon), P.O. Box
78, Macclesfi e ld ,  Chesh ire ,
SKIO 3PF

Games, Ma rio  Brothers, Desert
Falcon, Ace  o f  Aces, Eagle's
Nest and  A irba ll p lus a  new
adventure o n  cartridge called
Dark Castle. I t  i s  n o t  clea r
whether these are for the XL/XE
machines o r  f o r  t h e  2 6 0 0
games console, more like ly the
latter (let's hope not!).

U.K. availability is unknown.
A coup le  o f  addresses t h a t
might prove useful a re  Data-
soft, 19808 Nordhoff Pl., Chats-
worth, CA 91311, and No Frills
Software. 800, East 23 rd  St.,
Kearney, NE 68847 both in the
USA o f course.

BALLBLAZER BOUNCES BACK
Ricochet is the right name for

a software labe l t h a t  b rings
back classics l ike  Ba llb lazer
which is now available on cas-
sette a t  the  bargain price o f
£1.99 n o t  lo n g  a f t e r A t a r i
themselves re-released it .  Ba ll-
blazer was orig inally produced
by the team behind Lucasfilms
and features two player action
on a  futuristic grid with  some

superb sp l i t  screen scro lling
which broke new ground on the
Atari when it was first released.
It st ill remains one of the most
respected o f  A ta ri games and
has not since been imitated.

Surely everybody has a  copy
by now, but i f  you are a  new
owner you  can  g rab  yourself
one o f  the A ta ri classics at a
real bargain price.



A joystick is a joystick, or is it? There is on amazing variety of
joysticks on the market at the moment so a new one has to have
something special. The Micro Blaster distributed exclusively by
Compumart is a fairly standard design but is extremely rugged
and comes with a normal 12 months guarantee of workmanship
from the manufacturer but Steve Burke of Compumart is so
confident of the construction that he says Compumart will give
you a free replacement if  you manage to break the stick under
any circumstances!
The Micro Blaster certainly feels solid and the travel of the stick

in all directions is very small giving it a very 'tight' feel with a
positive click when the direction is engaged. The mechanism
inside comprises four micro switches around a solid metal shaft
with a further two micro switches for the dual fire buttons.
Underneath is slide switch which sets the fire button to normal or
quick. The connecting lead is reasonably long at 1.4 metres with
a standard joystick connector. All in all, this joystick comes
across as a very solid, well built unit. The only possible drawback
is that it is quite large and heavy for small hands to hold, but
this is a criticism that can be levelled at many joysticks.
There is not a lot you can say about reliability, it could take

years to test a joystick to destruction! The Micro Blaster certainly
feels more solid than many others on the market and would
seem well suited to those who like tight, quick, control rather
than the 'floppy' movement found on many another stick.
The Micro Blaster costs £12.95 and is available from Com-
pumart Ltd. Freepost (PAC.). Loughborough. Leics, tE l I OBR

ACROSS THE SEA
TO IRELAND

If you live in Ireland you might be interested to learn of the
Atari Users Group of Ireland who meet regularly in Dublin to
provide Atari support. The groups contact has changed recently
from that shown in recent Resource Files and the new man is
now Mike Casey of 3, St. Kevins Park, Kilmacud, Co. Dublin.
Meetings are held on the first Sunday of every month from 12
noon to 4 pm at Powers Hotel, Kildare Street, Dublin and the
group publishes it own newsletter covering programming, re-
views, help and the like.
Forthcoming meetings will include a demonstration on Video

Digitising, a Music Month and a professional presentation on
Desktop Publishing Practices so it looks like the Powers Hotel is a
good place to be on Sunday afternoon if  you find yourself in
Dublin. •

CALLISTO COMPUTER CLUB
FOR ALL ATARI XL/XE USERS

SOFTWARE SALE! SOFTWARE SALE!
Callisto Computer Club members enjoy:
• Up to 50% discount on top games
• Exclusive software only available to members
• Public domain library - the best games (rpm around the world
• Regular members newsletter and special otter intormation

FREE MEMBERSHIP - Purchase any of the software in the software sale
listed below and you will be enrolled in the club absolutely FREE

FROITMAN - exclusive to Callisto members, a full feature fruit machine
simulation with hold. nudge, gamble and mazeman feature i 1 . 9 9  Cass

£2.99 Disk
ZYBEX - The best scrolling shoot 'em up game for the Atari. Rated 10
out of 10 by Atari User. £ 2 . 7 0  Cass
SPEED ACE - 1 or 2 player motor bike racing 1 2 • 7 0  Cass
ZYBEX/SPEED ACE - double sided disk - unavailable in shops • Callisto
price E 7 . 9 9  Disk
LAS VEGAS CASINO • Play Blackjack, Roulette and Craps without losing
your shirt' E 2 . 9 9  Cass
DRACONUS - Destined to be a cult game E 7 . 9 9  Cass E9.95 Disk
LITTLE DEVIL - The game they tried to ban. £ 3 . 5 0  Cass £4.50 Disk
4 STAR COMPILATION 1 - Laser Hawk, Domain Undead, Escape Doom-
world and Panic Express £ 3 . 5 0  Cass
4 STAR COMPILATION 2 - Dreadnought, Space Wars. Screaming Wings.
Crumbles Crisis E 3 . 5 0  Cass

PUBLIC DOMAIN - sample disk or cassette of 6 programs
- games and utilities. Includes 50p off voucher. E1.99 Cass E2.99 Disk

Prices include FREE postage & packing in UK - overseas orders add

Please make Out cheques or postal orders payable to
Callisto Computers, Dept fa t . Gweltor, Nebo, AmwIch,

Gwynedd, LL68 9NE. Tel. (0407) 830704

Expand The Capabilites Of Your 8 Bit

US Doubler

This Disk Doeot, no System tuts  been widery acclaimed as  me b u t
DOS tor the Obit Alan range S par ta K i s  from IC 0 supports everything
from 8 1 0  case drives through RAM doks  to hard chalks. A  special menu
allows rapid trariefor, erasure and lockingrunlocking 01 tiles using only
tIre Space Oar . Option. S tar t ar id Selec t keys D i e  ublity  package

Conerectlea Sat s u p p l e d  alSO teatunte a  3 2  character  keyboard butter . intel igent
switching between disk densities , atrnary fi e game menu. subdireciones
and timeidale s tar r iong Ideal  tor  use with the new XF551. E 29.95

SpartabOS
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Expanding the 1050 disk Carnes strength is whet ICD's  US Doubler  ,s
all about A  true performey in the area DI hardware modifi cations I n s
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support, an accelerated 1;0 rate designed to  tr iple your speed when
comb red with S per taDOS  and lul l  compabbeity with ex is ting A lan
so ttware E 29.95

S partiDOS

PR: Connection

Spar ta DO5 and US Doubler  Pack - Only  E49 95

Now yos. re no longer limited to Atan compatible patter s  and modems
The P:R: Connec tion plAtis directly into the sane' disk dnve port &  any
Et bit Alan computer  and provales the user  with a standard CeMronics
on liter inter lace and two RS-232 sena' por ts  I t  aoo  draws its  power
tram your  computer which means  one less cord hghteg tor  a  la Owe(
Point vrikle as compact a l e  leaves your work space vinvally c lutter  Imo.

The P R ; Connec tion s senaal por ts  use a Lilly compatok i A  handler
and resemble those of the Atari 850 interlace with the same signals and
funactons E69 9h

CO Painter Connection

1CD s Pr inter  Connec tion is  a Centronics parallel pnr iter  inter lace tor
Alan 8 ti t computers which plugs alto the computer 's tenet peripheral
port and then directly into your printer. It works win most parallel printers
and 8  bit software without the need for  special dr iver  sollikare ar id
includes a built- in winter  cable ( 2 9

Feallioar Solso aro also deer tam ace 5.1065 produals sue
, a n  A c i s x c l .  B a s i c  
X E  a n d
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EDUCATIONAL
SOFTWARE

Last year I purchased an 800XL
with disk drive as I have two
sons aged 10 and 13. They love
the machine but only use it for
games. I would also like to use it
as an educational training aid
as my eldest son is way behind
In his education and could do
with extra tuition at home. I
now know that the 800XL has a
wide range of capabilities but I
do not understand the
machine's Basic and so I cannot
work out any programs.
What I am after is any listing
that I can input for Maths,
Spelling etc. or any educational
programs. I have tried many
Atari owners but all seem to use
Just games or utilities so please
can you help?

T. Shepherd,
Bi r mi ngham

There haw alwqvs been regular
requests for educational software
but very little produced in the way
of commercial programs or even
user-written software. Most of what
is available is aimed at pre-school
children, primarily because it is
easier to write simple shape match-
ing programs and the like. There
have been one or two listings in
past issues of PAGE 6 that might
be useful, notably Most Heart
Maths in Issue 28, and Turn The

Tables from Issue 16 now out of
print).
There are also a couple of

Education disks in the PAGE 6
Library of public domain software
although these tend to concentrate
on younger children but another
disk called Word Builder might be
more suitable as you can add you
own words and definitions. We are
always willing to publish listings of
an educational nallAte but, truth to
tell, most of those submitted are so
ordinary or poorly written that they
do not do the Atari justice. How
about a spelling program that
allows parents to insert their own
words perhaps with a brief descrip-
tion of a word and four or five ways
of spelling it? If it uses lots of the
Atari's unique features, is user
friendly both in play and in adding
new words, and user proof we'll
publish it. There's a challenge!

TURBO XEP

I would like to answer Michael
Davies about Turbo Basic. You
can autonm a Turbo Basic file
on booting by naming it AUTO-
111.1N.BkS. When running a com-
piled program you are cut off
from Basic but you can chain
compiled programs by defining
file names with the .CTB exten-
der before compiling or by re-
naming the files after compiling.
Personally I think that Turbo

THE LOST SOFTWARE
I do agree with the PAGE 6

policy on piracy and copying
but having frequently bought
whole systems from people and
having acquired lots of 'blank'
disk I am amazed and dismayed
by what I have found on them.
Amazed at the quality and
dismayed by the unavailability
(officially) of some games and
utilities. I realise that a lot of top
class games etc. were still born
because of piracy in the early
stages. however it is a shame
that these games never had the
accolade they deserved and I feel
sorry that their authors never
had the chance to see their
efforts acclaimed in print.
Although I have reformatted
90% of such disks and destroyed
the illegal copies on them, there
are some that I cannot bear to

8 r a g e  6 - Issue 36

part with and I won't destroy
them because I can't get the real
thing, even second hand! My
example of Last Starfighter is a
case in point. It is far better, in
my view, than the 'official' Star
Raiders
Some of this stuff is now 6 to 8

years old, what has happened to
the copyrights etc. of these still
eminently playable games?
Could they not be released offi-
cially?

A l ong time Atctr ian

We have kept these comments
anortymotts because they were sub-
mined on a survey form and not by
letter but the points raised are
sufficiently interesting to publish,
particularly after the letter in the
November Atari User regarding

Basic is the second best thing I
did for my Atari after subscrib-
ing to PAGE 6. I've also bought
BASIC XE and I reckon Turbo
Basic is just as good. You can't
return to Turbo Basic after using
DOS but on the other hand you
can't compile BASIC XE. As for
value for money, BASIC XE
definitely cannot compare!
I have an XEP-80 hooked up to

my 130XE with which BASIC XE
is not compatible but Turbo
Basic is not only perfectly com-
patible but also solves the prob-
lems of displaying and dumping
Graphics 8 screens through the
XEP-80 interface. Is there any
literature for my XEP-80 or am I
the only one who purchased
one?

Joseph M
Mal ta

Thanks for the tips on Turbo Basic.
Many readers will be pleased to
hear that, in response to so many
requests, we are starting a tutorial
series on Turbo Basic this issue and
we hope that this series will answer
many of your questions. Gordon
Cameron has already sent in some
cracking demos in Turbo basic and
should give you plenty of hints in
future issues. Be sure to write to
Gordon and let him know what sort
of things you want covered in the
series so that he is not left
struggling trying to work out exactly
what it is you want to know.

pirated software, in response to
which we have had a number of
letters asking for the address of the
writer so they can get in on the
action! This raises some difficult
questions. Piracy is wrong but with
so little software becoming avail-
able nowadays for the 8 bit
machines and with so much unre-
leased material around it is no
wonder that today's users want
that software. We obviously can't
become involved in promoting illeg-
ally held software but as it is
unlikely that any compcmy will now
release these 'long lost' programs
what can be done to make them
available? What is the copyright
situation of these programs? In this
country they would remain in
copyright even though they were
not released but do the same laws
upply in the USA. or do copyright

As to the XEP-80 we are not sure
how many, or how few, were sold
in this country and we are certainly
not aware of any supporting
documentation. We would be in-
terested to hear from any readers
who have the XFP-80 and more so
from anyone who has worked out
arty programs or patches that take
advantage of the unit.

TYPING TUTOR

I am a newcomer to computing
and am finding that lack of
typing skills is limiting my prog-
ress, Would you know if a
typing tutorial program is avail-
able want to improve my typing
skills with my Atari. Can you tell
me if there are any programs
available which would help me?

Q M  Pole
Not t i ngha m

There have been a few commercial
releases in the pOSt but, as far as
we are aware none are currently
available. There was a listing in
Issue 26 called FLEXIBLE FINGERS
which will give you plenty of typing
practice and you can begin by
typing the listing in! If your typing
needs that much improvement you
can always buy the disk for Issue
26 for just £2.95 with the program
and all others from that issue ready
to run.

laws apply for only a limited
period? Perhaps one of our Amer-
ican readers would advise. We are
not advocating that anyone pounce
on these programs in the excuse
that the copyright has expired but
perhaps the original authors now
have the rights back and cannot
find anyone to publish for them?
PAGE 6 would be quite interested
in discussing a possible marketing
arrangement with anyone who has
'unreleased material or programs
that were once released but are no
longer available but the likelihood
of any company or author respond-
ing is pretty remote. Most probably,
whoever owns the rights to these
programs has forgotten that they
even exist! So, what can we do
about the wealth of software that is
still unavailable for the Atari? Any
ideas?

61



GENEALOGY

I am writing to ask you if  you
can help me find a genealogy
program, I have tried the usual
software outlets both here and in
the States but none have any in
stock. Can you put me in touch
with William Benbow who re-
viewed three packages in Issue
30 of PAGE 6?

Paul  Thomas
Bi r mi ngham

We have hod a surprising number
of enquiries about genealogy prog-
rams and always find such 'minor-
ity interest enquiries quite interest-
irig. There is virtually no chance of
a retailer stocking this kind of
software in the UK so the only
thing you can do is write direct to
the people who produce the prog-
rams. For the 8 bit, the best
pmgmm is probably Family Tree by
Direct Lines Software, 4755 Bam-
boo Way, Fair Oaks, CA 95628,
U.S.A. and for both the 8 bit and
ST there is a program called
Compute Your Roots from Wasatch
Genealogical Software, 2899 West
7550 South, West Jordan, Utah
84084, U.S.A. There is aLso another
ST program by a company called
Flying Pigs Software(!) which we
recommended to another reader a
while ago but now can't find the
address, Whoever it was we recom-
mended it to was very pleased with
the software but could he please let
us know the address once again!
There is another program for the
ST called The Generation Gap
(might even be the Flying Pigs onet
which we don't have details of  at
the moment but which will be
included in demo form in the PAGE
6 ST Library by the time you read
this. Finally you might be interested
in subscribing to a quarterly maga-
zine called Genealogical Computing
from Ancestry Inc., P.O. Box 476,
Salt Lake City, UT 84110, U.S.A.
Annual subscription is $3.5 includ-
ing overseas
- 
p o s t a
g e .  
I f  
y o
u  
w a
n t

more details from any of these
companies, drop them a line,
mention PAGE 6 and enclose a
couple of  International Reply
Coupons for their response. Most
small American companies are only
too willing to help.
As for writing to William Benbow

or other contributors, we don't
usually give out contributors
addresses unless they have given
specific permission but we are
always happy to pass on your
letters if  they are in an envelope

addressed to the author and are
enclosed in another envelope
addressed to PAGE 6 with a request
to pass the letter On_ Remember
that you should enclose a stamped
addressed envelope if  you expect a
reply and in the case of  contribu-
tors like William Benbow who lives
in Canada, you should enclose a
couple of International Reply
Coupons,

CONNECTING A
BROTHER

I have been offered a Brother
HR5 Epson compatible 9 pin dot
matrix printer which has a
standard Centronics interface so
when I buy this interface for my
800XL would it be possible to
connect it to my computer and
use it with AturiWriter or Paperc-
lip word processors?

l i olger  Kiewer,
Ki ngston-upon-Thames

There is still a great deal of
confusion over printer interfaces.
Some printers come with a choice
of  a plug in serial interface or
Centronics parallel interface and
many owners OCVIME that i f  they
buy the Centronics interface they
can just plug it into their XL or XE
machines. Not  so. Any printer with
either a_built-in or optional Centro-
nics interface will work with the XL
or XE machines but only if  used
with a special Atari printer inter-
face. The cheapest, and the best, of
these is the ICI) Printer Connection
available fivm Frontier Software at
P.O. Box 113, Harrogate, HG2 OBE
for E29.95. Buy yourself one of
these and you can connect any
Centronics compatible printer to
your Atari but you might find that
you have problems in choosing
software to use with any printer
that is not Epson compatible. You
should have no problems in using
either Atari writer or Paperclip with
your Brother or with almost any
other printer. Paperclip in particular
is suitable for a variety of printers
as you can define your own printer
drivers,

II

Cards& Letters

AROUND THE WORLD

I'm writing to ask if there are
any Atari users who would like
to be a pen-pal with me be-
cause, believe it or not, here in
the nine islands of The Azores
there are only 24 Atari owners,
three of whom own ST's. Soft-
ware is practically nothing with
only a few budget games like
Ballblaster, Buggy Night, Dig
Dug and Hyperblost and not
much more. The only good
software I have was given to me
by a friend of mine in America
although I recently bought Mini
Office II even though it was
difficult to get. Sometimes at
school I have discussions with
friends about the superiority of
the Atari against the Spectrum
and when I try to prove them
wrong my arguments go down
the drain because of the lack of
software.
I have also written to Pulsar

Software to see if they can send
me information about Fig Forth
as I want to amplify my
machines horizons with such a
language. I would like to thank
all the team that has been
responsible for producing Atari
User in the past and especially
Andre Willey for his marvellous
work and I look forward to
hearing from anyone who wants
to write to me.

Carlos forge Soma,
l a  Rua do Ter rei ro 39,
Sao Roque,
Ponta Del gada 9500,
Sao Miguel ,  Azores,
Por tugal

The Azores, eh? We are always
getting letters from people in this
country complaining about how
difficult it is to get software or meet
other users but can you imagine
how difficult it  must be for Atari
owners in some of  the more far
away countries? One interesting
comment repeated several times in

the recent Survey was that some
readers would like to know what it
is like to be an Atari User in other
countries, so here's a chance for
some of our overseas readers to
write in and tell us about software
availability, local user groups, sup-
port from Atari, what contact they
have with other users etc. I f  we get
enough response we will run a
short International whimn in the
next few issues telling you exactly
what it  is like in all those far flung
places. So let'S hear from our
readers in Norway, West Germany,
Sweden, Greece, United Arab Emi-
rates, Kuwait, New Zealand, Au-
stralia, The Falklands, Turkey, Peru,
Finland, Italy, Tanzania, Czechoslo-
vakia, Switzerland, Iceland, Jordan,
South Africa, Malta, Yugoslavia,
Poland, Spain, Saudi Arabia, Zim-
babwe, Venezuela, Hungary, Israel,
India, the Solomon Islands and
even Papua New Guinea! Believe it
or not these we just some of the
countries where PAGE 6 is read!
Let's hear what it  is like out there.

FASTER CASSETTE

I um very new to ATARI and I
am having problems with my
XC12 tape recorder. The problem
is that it is too slow, so I was
wondering if there is an upgrade
to make it faster?

Blai r  Sutton
Br i ghton

Yes, there is. A company called
Rambit has been producing various
cassette upgrades far several years
and they have developed upgrades
specifically to enable faster loads of
both your own and commercial
software_ Rambit often advertise in
Page 6 and will be happy to send
you detaiLs of  their products if  you
send them a s.a.e. to 16, The
Green, Thuriby, Bourne, Lincs.
PE 10 OHB.

Wri te  to  M a i lb ag  to  a i r  your views
on A t a r i  o r  ask us f o r advice?

Send your letters to
Mailbag, P A G E  6, P.O.  Box 54,

Stafford, ST 16  1 D R
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HOW TO TYPE IN THE LISTINGS
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4 , 2 2 8

r. E2

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

BK

i
n

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

IE
6

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

t2

DATA 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0
LD

i F

DATA 0 , 0 , 0 , 0 , 0 , 0 , 3 2 , 9
4

J
7 a

•

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 3TW

k

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

K
8 0

RL

111

DATA 2 0 8 , 2 0 2 , 2 0 8 , 2 3 9 , 1 3 3 , 2
0 7
,
2 4 , 1

6 5

1:1

TM 1 1 7 0
1 0 1

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

(
f
l

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

en M m
0 0

IA
)

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 8GT

o  n
M N

0

1 2 2 0

II

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 , 4SK

P M P

a

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

0 I :

1 2 7 0
1 6 9

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

0

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

5
C

8

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

1111 r G
M

R
s

8
MO 1 3 1 0 DATA 3 2 , 6 9 , 6 , 1 0 4 , 1 6 8 , 7 6 , 1 5

3 , 6

:1 t L T

E I
AL

SA

1 R E M
2 R E M *

3 R E M

TYPO  I I I  b y  A l e c  B e n s o n
J u n e  1 9 8 5

*  A  p r o o f r e a d e r  f o r  A N T I C  a n d
*  P A G E  6  b a s e d  o n  T Y P O  I I
*  p u b l i s h e d  b y  A N T I C  M a g a z i n e

EL 4 R E M
SG t o e  G R A P H I C S  0
NG 1 1 0  F O R  1 = 1 5 3 6  T O  1 7 9 1 : R E A D  A t C K = C K • A t

POKE I , A i N E H T
C G 1 2 0  I F  C K 0 3 0 7 6 5  T H E M  ?  " E r r o r  i n  D A T A

s t a t e m e n t s  -  C h e c k  T y p i n g " : E N D
YM 1 3 0  A = U S R  ( 1 5 3 6 )
UT 1 4 0  ? : ?  " T Y P O  I I I  i s  u p  a n d  r u n n i n g " :

NEW
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 , 2 0 8

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

TO 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 8EU 1 0 7 0 DATA 1 0 5 , 0 , 1 4 1 , 9 5 , 6 , 1 7 3 ,
5
,
2 7 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 , 0ZR 1 1 0 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0

LD 1 1 1 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 3 2 , 9
4-OM 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 3TW 1 1 4 0 DATA 2 0 8 , 1 6 2 , 8 , 1 0 , 3 8 , 2 0 8 ,
6
,
2 0 1

MF 1 1 5 0 DATA 1 4 4 , 7 , 2 4 , 1 0 1 , 2 0
3
,
1 4 4
,
2 , 2 3 0

RL 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

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

AN 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 33

XH 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 8GT 1 2 1 0 DATA 1 6 0 , 2 4 , 6 , 2 0 4 , 3 8 , 2 0 5 , 3 8 ,
2 0 6EA 1 2 2 0 DATA 3 8 , 2 0 7 , 3 8 , 2 0 8 , 5 6 , 1 6 5 , 2
0 7 , 2 3 3TM 1 2 3 0 DATA 1 6 4 , 1 7 0 , 1 6 5 . 2 0 8 „ 2 3 3 , 2 ,
1 4 4 , 4SK 1 2 4 0

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

c 8 1 2 5 0 DATA 8 , 1 6 5 , 2 0 7 , 1 3 3 , 2 0 4 , 1 6 5 , 2
0 8 , 6XN 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
1 6 9

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

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

kno 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

on 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 , 0

8
MO 1 3 1 0 DATA 3 2 , 6 9 , 6 , 1 0 4 , 1 6 8 , 7 6 , 1 5

3 , 6

OUR UNIQUE L INE B Y LINE CHECKER
and get them right!

The program listings in PAGE 6 are prepared carefully to ensure that
they can be typed in as easily as possible. Before typing any listings
ensure that you are famil iar  with the use of the Shift and CONTROL
and INVERSE keys as outl ined in your computer  manual .  The listings
are prepared to match exactly what you see on screen. Every character
that you may see in a listing is included in the chart below for cross
reference. By using TYPO 3 you can ensure that you type in the
programs EXACTLY as they are printed. Remember, a single typing
mistake may mean a program will not run.

WHAT ARE THOSE CODES?

Each line of a program pr inted in PACE 6 begins with a special two
letter code. THESE SHOULD NOT BE TYPED IN, They are used by the
program TYPO to check that you have typed each line correctly. IF
YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING PLEASE
DO SO NOW. The program can be used as you type in each line of a
program or to check an already typed program. The code for  each l ine
will match but i f you have 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 if
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 "C:" or
LIST "D:filename", switch off the computer, re-boot and then ENTER
the program using ENTER ''C:" or  ENTER "D:filenamee. 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 made
mistakes.

2. SAVE or CSAVE a copy of the program.

3. Each time you want to type in a program listing RUN TYPO 3 first.
The program will install a machine code routine in memory and
then delete itself. Now type in a line as shown in the 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. Note, 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.

5. I f  the code does not match, use the editing keys to correct the line
and press RETURN again. Repeat if 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 finished a listing lust 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 unni ng TYPO 3 and
then LOADing or CLOADing your  program and proceeding us in step
6 above.

Always SAVE or CSAVE a program before r unning it and always use
TYPO before telling us that a program will not run.

I C e o t r o l  I

0

I .

0

a

WORKS O N  ALL  AT ARI  X L / X E
and e a rl i e r 8-b it  machines

A

Nomba l  U R A  t r i v e t .  cOorreal  I n  r t  l e
C W T . .

9  •  0

•  I N V E R S E  S P A C E

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

.011•••• ra c k l

[ S C
C T R L  -
C T R L  =
C T R L  •
C T R L  *
S H I F T  C L E A R
D E L E T E
TAB
S H I F T  D E L E T E
S H I F T  I N S E R T
C T R L  T A B
S H I F T  T A B
C T R L  2
C T R L  D E L E T E
C T R L  I N S E R T
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The a n  interesting puzzle with many variations, (knowledge
of chess useful hero)

PAINTBOARD PACKAGE E6.99
NETWORK & KINGS PERIL ...... El .99

1111
-
=:_
-
__11
111

Also available:-

Transdisk IV
Now Only E19.95!

NoWs your chance to upgrade your cassette games to disk with the most
powerful tape to disk utility for the Atari a n d  at a special summer otter price!
What makes Transdish IV so powerful? Its the ONLY tape to disk utility for the
Atari that wiN:-

•  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 cassette
recorder.

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

Price: E19.85 (Save E5.00) inclusive of first class delivery.

The Freezer!
•  Freezes tape or disk programs
•  Outputs copy of frozen program to a bank disk
•  Copy runs on any computer independent of Freezer
Requires: Atari 800XL, 65xE or 130XE with disk drive.
Price. El 4.95 inclusive of first class delivery.
Transdrsk IV and The Freezer together C30 00 - save another C5,00

TO order phone with credit card no, or make cheque or P.O. payable to:
Digicomm Computer Services Ltd and send to:

DigiComm
170 Bradwell Common Boulevard, Milton Keynes,
Bucks MK13 8BG• Tel: (0908) 663708

ARE YOU YOU MISSING OUT?
You've got lots of questions about your computer but don't

know who to ask' We do! You're not sure which software is best
for 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's going to
tell you? We will! YOU would love to get to know other Atari
enthusiasts, but you don't know howl We dot You want to gel
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, but where can you turn too! Well,
we can help! Great, but who are you??

We are the largest (and oldest} Atari Computer Owners Club
in the UK For lust £5.00 per year you get help, assistance, hints.
tips, friends, pen pals, access to PD software, up to dale
information, games, utilities, hardware projects, software
reviews, programming tutorials, and a glossy club maga2ine
every quarter.

A club magazine as well'! One of those photocopied things
that is unreadable, eh! Well no, it's professionally produced, just
like this magazine you're reading. It's called MONITOR, you may
have heard of it? Yes, friends of mine have read it and say it's
great! How do I }Gin 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 i5 ES.00 Isurlace or 02.00 (Airmail
)

You won't be disappointed!!

The U.K. Atari Computer Owners Club
P.O. Box 213,Southend•on-Sea, Essex, SS1 2OF

Independent user Group

r -
v
A
m
A
i l
l
s
1

0 ware\ a
PRESENTS

1. PAINTBOARD
2. NETWORK & KING'S PERIL

Features ot Paintboard inckide.
•  128 colours displayable at the same time
•  High resolution graphics mode 15 used
•  3 Brush speeds
•  I I  pre-defi ned brush shapes
•  User defin shapes
•  30 commands available (inc. zoom, fill, colour, line, box, circle, airbrush, pen,

load, save, gallery, etc.)
Paintboard can be Used to doodle, as an electronic paintbox or to design

electronic circuits etc. Supplied on TOx cassette together with demo pictures,
picture viewer. format converter, picture dumper and a help program.

The Networir is an interesting end challenging puzzle which will give you hours

Both programs run on any Alan. except the ST, with at least riak
Prices inc. postage & packaging

Make cheques/POs payable to Amethyst Software and send with your address
to.

AMETHYST SOFTWARE
Dept. AU,  3 Oben Avenue, De Ls Pole Avenue, Anleby Road,

Hull, North Humberside HU3 6SB

s T  T H E  VIRUS s i r
DESTRUCTION

UTILITY
The article last issue on viruses gave details of how to
obtain The Virus Destruction Utility  from Richard Kars-
makers in Holland. The method of payment, through a
bank transfer, was somewhat complicated so we have
arranged that you may pay direct by ordinary cheque
or Postal Order. Your disk will be despatched immedi-
ately upon receipt of your payment.
To order your copy of The Virus Destruction Utility

send a cheque or Postal Order for L6_95 made payable
to Richard Karsmakers to:

RI CHARD KARS MAKE RS
IB BAKKE RLAAN 15 - I I I
NL-3582  VB UTRE CHT
THE  NE THE RLANDS

Your registered copy will be despatched by return and
you will be eligible for updates as indicated in the
article.
Since the article was written we have received a copy of
the most up to date version of The Virus Destruction
Utility  and it appears to be very comprehensive and
easy to use with options not only to destroy any viru-
sues but also to protect your disks against future virus
infection. You may not have any viruses but you never
know and The Virus Destruction Utility  is a small price
to pay for peace of mind.
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POKEY sound chip is that of 16-bit sound. As you
probably know, the SOUND command of BASIC can

produce 255 pitch levels with any particular distortion, covering
a 3.5 octave range. Although this is quite acceptable for many
applications, it  by no means stretches the chip to its limit. By
joining two sound channels together, however, the pitch can be
represented using two bytes, suddenly increasing the number of
pitch levels to 65536. This increases the number of octaves
available substantially from 3.5 octaves to over 10.5. Also, since
the notes are much closer together, some interesting effects can
be produced.
A musical note can be played with the pitch being varied
slightly every vertical blank interval (50 times a second), causing
the note to 'warble', an effect commonly heard on the Commod-
ore 64 (although this is built into the hardware of the SID chip),
and increasingly on the ST series.
Table 1 shows the bit usage of location 53768, the audio control

byte (commonly called AUDCTI..). Bits 1, 2 and 7 are concerned
with distortion so we will ignore these. A brief mention of clocks
is needed however (bits 0, 5 and 6). As you may or may not
know, the POKEY chip as well as controlling sound production,
also regulates the timing of various input/output functions such
as loading from tape/disk, counting down hardware timers etc.
To make these operations more flexible, the chip is capable of
running at three different speeds: 15Khz, 64Khz and 1.79Mhz -
these are the values for American Ataris, but apparently British
Ataris run slightly faster. The lowest notes are produced using the
I5Khz clock although these generally have little musical quality
and are really just streams of clicks. The 64Khz clock is used by
BASIC, the familiar 3.5 octaves being the highest available at
this clock rate. Since the notes get lower as the pitch number gets
higher, it is not hard to see that if  16-bit sound is implemented
using either of these clocks, only very low octaves would be

Bit Description
7 4  bit poly enable
6 C l o c k  channel 1 with 1.79Mhz
5 C l o c k  channel 3 with 1.79Mhz
4 J o i n  channels 18[2 (16-bit)
3 J o i n  channels 3814 (16-bit)
2 H i g h  pass filter on channel 1

clocked by channel 3
1 H i g h  pass filter on channel 2

clocked by channel 4
0 S w i t c h  clock base from 64Khz

to 15Khz

TABLE 1: Bit usage of AUDCTL.
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A while ago Bryan Kennerley
brought you Original Synth,

now he explores the
possibilities of  l inking sound

channels together to
produce 16 bit sound

gained. The clock should therefore be set to 1.79Mhz if 16-bit
sound is used. The result of all this is that a value of 80 (64 + 16)
should be placed in location 53768 to enable 16-bit sound. If you
haven't done so already, type in the listing. You will see 4
variables at the start - DIST, WAIT, AMP and STEP. DIST is the
distortion level and volume of the sound, calculated by:

DIST = Distortion * 16 4 Volume

The significance of the other three variables will hopefully be
explained by Figure 1.

WAIT (0-255) is the number of jiffies (50ths of a second) before
the note starts to warble.

AMP (1-127) i s  the number of jiffies that puss before the direc-
tion of the warble is reversed - this is also propor-
tional to the length of the wave, and finally:

STEP (0-253) i s  the amount added to/subtracted from the note
pitch every jiffy.

Incidentally, quite a good lightning effect can be obtained using
the following parameters and the highest octave available:

DIST = 15, WAIT = 0, AMP = 127, STEP = 4

Three functions are also available from within the main prog-
ram. These are accessed via the function keys:

START - move entire keyboard down 1 octave.
SELECT - toggle cassette unit on/off.
OPTION - move entire keyboard up I  octave.

One small problem I encountered while writing this program
was in silencing the notes. If the volume is set to zero when no
key is pressed and then reset when one is pressed, an unsoundly
click is produced, spoiling the effect. This can be overcome by
zeroing the pitch instead of the volume. This works fine until you
realise that when a distortion is used, sounds are still produced
with zero pitch. The solution is a compromise, zeroing the pitch
at all times, but only zeroing the volume if an impure tone is
being used.
Although this program allows frequency modulation only,

volume modulation could easily be added to the VBI routine,
and a music routine could use pitch/volume tables to dictate the
progress of the sound. This of course could be done using all four
8-bit channels, the result being something like that in Interna-
tional Karate, or using 16-bit sound like that in AR-The
Dungeon, but unfortunately the alternative (no music) is that
which is used all too often. Hopefully this will soon change.



WO 1  R E M
RX 2  R E M  *
ZC 3  R E M  *
D I  4  R E M  *
SR 5  R E M  *

s Y NTH I I

by  B r y a n  K e n n e p l e y

KC 6  R E M  *  P A G E  6  M A G A Z I N E  -  E N G L A N D  *
WU 7  R E M
MN 8  R E M
ZW 1 0 0  D I 5 T = 1 7 5
141 1 1 0  W A 1 1 = 2 0
AC 1 2 0  A m e = 2
FO 1 3 0  S 1 E P = 3
JX 1 4 0  I F  P E E K ( 2 8 7 0 1 ) = 1 4 1  A N D  P E E K C 2 9 0 0 2 /

=5  T H E N  3 4 0
VW 1 5 0  R E M
WV 1 6 0  F O R  X = 2 8 6 7 2  T O  2 9 0 8 9 : R E A D  D : P O K E  X

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

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

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

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

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

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

MX 2 0 0  D A T A  2 1 0 , 1 6 9 , 2 5 5 , 1 4 1 , 1 3 1 , 6 , 1 6 9 , 0 , 1
4 1 , 3 , 2 1 0 , 1 7 3 , 3 1 , 2 0 8 , 2 0 1 , 7 , 2 0 0 , 1 1
8
,
1 6 9
J

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

32 , 9 2 , 2 2 0 , 1 6 9 , 2 5 5 , 1 4 1
WS 2 2 0  D A T A  2 5 2 , 2 , 1 0 4 , 9 6 , 1 7 3 , 1 5 , 2 1 0 , 4 1 ,
4
,

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

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

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

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

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

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

EH 2 6 0  D A T A  5 , 2 4 0 , 7 , 2 0 1 , 3 , 2 4 0 , 4 8 , 7 6 , 8 9 , 1 1
2 . 1 7 3 , 2 , 2 1 1 , 7 3 , 0 , 1 4 1 , 2 , 2 1 1 , 7 6 , 0 1 ,
1 1 2 , 17 3 . 1 3 4 , 6 , 2 0 1 , 6

TG 2 7 0  D A T A  2 4 0 , 2 4 , 1 6 2 , 0 , 3 0 , 1 6 2 , 1 1 3 , 6 2 , 1 6

MA N  O D E

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

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

L “  2 9 0  D A T A  1 4 1 , 2 0 0 , 2 . 2 0 6 , 1 3 4 , 6 , 7 6 , 8 9 , 1 1 2
•1 7 3 , 1 3 0 , 6 , 2 4 0 , 0 9 , 1 7 3 , 1 3 6 , 6 , 2 4 0 , 6 . 2 0 6 ,
1 3 6 , 6 , 7 6 , 1 5 9 , 1 1 3 , 1 7 3

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

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

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

FM 3 3 0  R E M
U0 3 4 0  R E S T O R E  3 5 0 : F O R  X = 2 9 0 9 0  T O  2 9 2 1 7 : R

EAD D : P O K E  N , D ; N E X T  X : 0 c T = 3
DR 3 5 0  D A T A  1 5 2 , 1 2 , 2 4 0 , 1 4 , 4 8 . 1 1 . 0 , 0 , 0 , 0 , 0

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

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

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

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

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

WA 4 0 0  R E M

P I T C H  D A T A

I F  P U R E  N O T E  T H E N  D O N '

S E TUP  M / C  V A R I A B L E S

1
S W I TCH V O L U M E  O F F

I D  4 1 8  I F  D I 5 T > = 1 6 0  A N D  D I S T ( = 1 7 5  T H E N  F O
R $417.28756 T O  2 8 7 6 0 : P 0 K E  X , 2 3 4 : N E X T  X

YK 4 2 0  R E M
V A 4 3 0  P O K E  1 6 7 0 . 0 C T
AL 4 4 0  P O K E  1 6 7 5 , D I S T
AN 4 5 0  P O K E  1 6 7 6 , W A I T
UF 4 6 0  P O K E  1 6 7 7 , A M P
FR 4 7 0  P O K E  1 6 7 8 , S T E P
A l  4 8 0  P O K E  1 6 7 1  1 2 8 - A M P
UZ 4 9 0  P O K E  1 6 8 0 , 1 2 8
-
F A M P
I F  5 0 0  P O K E  7 1 2 , 2
I B  5 1 0  P O K E  7 3 2 , 0
LG 5 2 0  X = U S R C 2 8 6 7 2 3
OA 5 3 0  E N D

•

Figure 1: Expl anat i on of  Par ameter s.
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> Y o u  are hopelessly lost in this Adven-
ture, no one knows where you are, least
of all you. What now?

> PANIC
> That wi l l  not help you, the authors of

this Adventure want  to make you a
quiver ing wreck

> HELP
> O.K. just this once. T r y  reading John

Barnsley's ar t icle in  PAGE 6

I
t  
i
s  
s
u
r
p
r
i
s
i
n
g  
h
o
w  
m
a
n
y  
p
e
o
p
l
e  
t
r
y  
t
o  
s
o
l
v
e  
a
n  
a
d
v
e
n
t
u
r
e

without taking notes and I bet that there are thousands who
have given up on all sorts of adventures. The only way to

become a competent adventurer is through experience but there
are ways in which you can help yourself and I hope to show you
one way in which you can come closer to solving almost any
adventure. Advanced players will already have worked out their
own system of mapping but for the Beginner or Intermediate
level player here are some tips that will help you get through
almost any adventure, providing you can solve the puzzles!
It is essential to maintain a clear record of your progress in a

tidy and readily accessible manner, what you need to do is
develop a system that will be flexible enough to cater for most of
the adventures you may come across. I have used a simple
system of A4 sheets over the years that has served me well. This
'system' allows for the clear recording of;

Fi gur e I

EXACT LOCATION with brief description
OBJECTS FOUND
CHARACTERS ENCOUNTERED
AVAI LABLE EXI TS FROM EACH LOCATI ON
'CO NDI TI O NAL'  EXI TS
COMPASS HEADI NG
SHEET NUMBE RI NG
RANDO M ELEMENTS
BASIC MAZES
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MAPPING
ADA

We'll look at each of these items in turn but first let's take a look
at the mapping sheets. The simple and inexpensive system I use
will be described in more detail shortly but firstly it should be
appreciated that very few adventure programs give a hint to the
player as to the number of locations to be found. Whilst it is
reasonable to expect that a Level 9 adventure will offer in excess
of 190 locations, the majority of games fall within the 75-125
location range. Many adventures have very few locations with
many more problems, but this by no means implies that the
larger adventure is short of puzzles! Experience will tell you what
to expect from a particular software house or writer.
To help you in forming an effective map system I have designed

a basic A4-size sheet - of TWO designs - which will provide for
the vast majority of your needs during the course of the game,
with most of your 'education' recorded on a single sheet!! The
two basic sheets are in vertical and horizontal format, as depic-
ted in Figures 1 and 2. Sufficient space should be allowed around
the perimeter of each sheet to provide for the insertion of adjoin-
ing sheet markers. It is advisable to carefully draw one copy of
each of your two MASTER sheets and photocopy a supply for
actual use which works out at about four pounds per hundred
sheets on average, based on current charges.
Each working sheet should be uniquely numbered or lettered for
identification during play. It is difficult to advise on the insertion
of your FIRST location but a general rule is to commence as near
us possible to the centre of a horizontal unused sheet. This can
be adjusted as the layout of your adventure map becomes
clearer.
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; YOUR
IfENTURE

GETTING STARTED

Right. let's assume that you have your sheets drawn out and
photocopied and are ready to play. Boot up you favourite adven-
ture and read on.

EXACT LOCATION

Insert in each box a brief title of each location you visit. In some
adventures the first few locations may all seem alike but in the
main all descriptions differ slightly, e.g. Rocky Plain, Rock Strewn
Plain, etc. - be careful! Desert, forest, jungle and cave-tunnel
locations are sometimes deliberately included in the form of a
maze to confuse you, and will thus have the same location
descriptions - or will they? You should read the text description of
your current location very carefully us there may be a subtle
difference in the wording which is easily missed by a cursory
glance, e.g. Twisty Little Passage, Twisting Little Passage. Basic
maze mapping will be covered more fully later, so don't dwell on
it at this stage.

OBJECTS FOUND

Carefully note in each location box any particular objects
found. Enclose these items in brackets so as not to get confused
with the location description when you come to study your map
again some time later. Try not to fill the box with useless Reins -
include ONLY those which are likely to serve a purpose in your
quest, unless of course it helps you to differentiate between
similar location descriptions! Examination of some objects may
give a clue as to their future use or otherwise_ Naturally, with
many adventures, some objects do not manifest themselves until
you carry out a particular task beforehand_ An example of this is
a knife hidden in a drawer, or BEHIND it! In these cases it may
be to your advantage to also note the drawer (or table/cupboard
containing the drawer) to enable you to remember that there is
something hidden in THAT particular location.

CHARACTERS ENCOUNTERED

Note the location of EVERY character that you come across -
alive or dead! - as even dead characters may have a use, e.g.
they may be wearing special clothing, concealing an object(s), a
food source for monsters/plants, etc. Bear in mind that SOME
characters are there to kill you or otherwise impede your prog-
ress, so try to avoid the nasty ones if at all possible - sometimes
you are allowed just ONE move to run away! TALKING may help

JOHN R. BARNSLEY
LETS YOU IN  ON SOME

OF THE SECRETS OF A

LIFETIME'S ADVENTURING

but don't bank on it!!
Be prepared for random appearances - SAVE GAME often - these

usually occur within a set area of your adventure so mark the
boxes within that area with a small asterisk and add a brief note
of the situation on your map sheet. There is usually a way
around these characters but you need to find the necessary items
or learn spells/words to overcome them. Avoiding them tempor-
arily gives you time to search and think!

continued overieof
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M A P P I N G  continued

AVAILABLE EXITS

Indicate EVERY possible exit from each location: NORTH-
SOUTH - EAST - WEST - NORTHWEST - NORTHEAST - SOUTH-
WEST - SOUTHEAST - IN - OUT - UP and DOWN as shown in
Figure 3. After entering a directional command, try moving in
the OPPOSITE direction to ensure that you return to the previous
location - if  you don't however, carefully note where this move
takes you. It may be the start of a maze (see Maze mapping
notes) or simply that you only appear to move whereas you
really stay put in your original location - the '0,K.' response
from the program doesn't help you in this respect! Check the
location description carefully and also the exit options and if this
is so then mark it as at 'A' in Figure 3, A number of adventures
have deliberate ONE-WAY routes so be careful! You should also
be aware of the inescapable dead-end trap - again, SAVE your
game often!!
If you reach the edge of a sheet be sure to show also where your
current map is continued on the next sheet.

CONDIT IONAL COMMANDS

You may be prevented from progressing in a particular direction
until you have satisfied certain pre-conditions such as possessing
certain objects, attaining a defined score or performing specific
tasks beforehand. Of course, the simple action of not OPENING a
door may also prevent progress! I remember a relatively simple
problem, when I first started adventuring, which baffled me for
hours - that of trying to actually move in a direction when all
that was required was the command 'GO DOOR' or 'GO BUILD-
ING' S c o t t  Adams you caught me!!
A 'conditional' exit should be indicated on your map by a

broken or dotted line to differentiate between these and 'normal'
directional exits. You should also show any precise wording
necessary, e.g. 'GO ENTRANCE', 'BOARD SHIP', etc. Believe me,
it is all too easy to miss this important point come next time!

COMPASS HEADING

Your master sheets should include a simple compass symbol and
your location directions should strictly comply with this. It may
be necessary, to economise on space or avoid using a completely
fresh sheet for just one location, to disobey this rule slightly. In
this case always start your directional line correctly and add the
true direction letter, as shown in Figure AL
A small problem may arise by using this method, where a
further location is, to use the example, directly East. You can
by-pass the location you have drawn us shown_ To keep things
tidy always 'break/curve' a route when it crosses the path of
another. A complex map can be easily condensed within a small
area this way yet still remain clear to the eye.

SHEET NUMBERING

Simply number (or letter) your map sheets in sequence_ Show
EXACTLY where a map route leaves one sheet and, more impor-
tantly where it joins another. If you are taken to a distant part
of the adventure as you move off the current sheet then indicate
which sheet you will progress to. Similarly on the 'new' sheet
show where you came from a l l  this is very basic stuff but can
save hours of frustration when you return to your adventure in a
few days!!
Try to keep all directional routes in a 'true' line, e_g_ NORTH as
in Figure 5,
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RANDOM ELEMENTS

All the previous map-making comments will apply to approxi-
mately 80% of adventure games, however you will also encoun-
ter, sooner or later, the infamous 'random-chance' element!
A good example of this type of adventure is 'Worm In Paradise'
(Level 9) which can be extremely confusing, even when you
believe that you have mastered the Eden Transport System. This
is because certain elements of this adventure are randomly
generated upon EACH loading!! This gives a different set of
conditions each time you play, in  certain locations of the game.

BASIC MAZES

The best way to cover this aspect of adventure mapping is to use
what is commonly referred to as 'Standard Procedure' referred
tyo in Figures 6 to 11. Bear in mind that some mazes may be
randomly generated and are therefore impossible to map accu-
rately!
So, what is a MAZE? Essentially it is a group of locations

incorporated into an adventure in a usually successful attempt to
confuse the player's sense of direction and current whereabouts!
Sometimes you may be lucky and discover that movement in the
opposite direction to your last move places you exactly where
you were previously. This type is, therefore, not so much a maze
as a set of similarly described locations.
The true maze places you in a completely different location

when you reverse your previous directional command, some-
times quite a considerable distance from where you thought you
were! Once you have established where a maze was first encoun-
tered, go through your game once more and SAVE just prior to
that stage, taking careful stock of your current inventory.
The simplest way to successfully and accurately map a standard

maze is to DROP one of your 'carried' (or 'worn') items in each
location as you progress, collecting them again by following your
new map when you have completed the maze section of your
adventure.
You may only be carrying four or five items at this stage but,
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usually, this is enough. Be especially careful to RETAIN YOUR
LAMP as it may be dark in there and if it isn't then maybe night
will fall while you're in there! Also, any fragile objects may need
some form of 'cushion' before you drop them to prevent accide-
ntal breakage.
Let us assume a hypothetical situation. You are carrying a

sword, stick, knife, key and lamp. You are also wearing a cloak.
The maze consists of a (so far) unknown number of locations.
When you reach your first maze location DROP the KEY and
write the location description in your location box - pencilling in
the key for now. Indicate ALL the visible exits from this location
(your first maze location should now be as shown in Figure 6).
Incidentally, this 'maze section' of your map should be construc-
ted on a SEPARATE sheet of paper to avoid confusion!
Now, leaving the KEY where it is, move WEST. Oh, great! We're

lost!! Or so it seems. Note the description of this new location and
we find it to be exactly the same, but without a key. Draw in this
new location and note the visible exits. (Your map should now
conform to Figure 7). Now DROP the STICK and write it down -
again in pencil - in this new location. You do not need to know
the exits us this mapping method works either way - we simply
try to move in every possible direction, indicated or otherwise,
until successful!
Assuming that you cannot move West, let's try NORTH. If you
see a KEY then simply draw your directional line to join the first
location. For the purpose of this example we see not a key but a
STICK! You really haven't moved out of the location at all!! Show
this fact, leaving the stick where it is, on your maze map and try
another exit. (Figure 8),
Now try NORTHEAST and you find a convenient Clearing. This,

so far, is a completely different location description and there is
no need in this case to drop an item in this location. But, you
should STILL note all the visible exits. (Figure 9).
Continue around the maze using the adopted procedure until

ALL maze locations have been shown and ALL possible direc-
tions followed. Our hypothetical maze now conforms to Figure
10. Looks quite complicated doesn't it? But study it closely. It
really is quite simple! You see, you could have been wandering
around for quite a while - getting hungry and tired, lamp

MAZE MAPPING

Figure 10

running low - yet there are only four 'Lost In Forest locations!!
Now follow your new map and collect your dropped items,

erasing the pencilled notes, and continue with your quest.
only wish every maze situation was as simple as this.

sometimes it appears more daunting than it actually is!
Although not an Atari adventure, the 'Maze Of Sodden Hillocks'
(Sic!) contained in 'The Shadows Of Mordor' (Melbourne House)
contains just THREE LOCATIONS!! (Figure 11). You can see that
the majority of directional commands do not actually take you
anywhere! As a point of interest this particular maze was map-
ped by adopting the standard procedure, before the necessary
action was taken to move the logs, whilst the 'dark' mazes in this
same adventure were similarly tackled but with the various
permutations of matches and crystal to provide light!
In the main, mazes are extremely difficult to map, with other

factors to contend with, such as: •

(a) Limited number of moves
(3) Darkness
(c) Randomly generated directions - remember the Bed-
quilt in 'Colossal'?!
(d) Your dropped objects being covered by mist or smoke-
...even washed away!!

NOW SOLVE YOUR OWN
ADVENTURES!

So there you have a personal view on getting to grips with
adventure mapping. I would stress that this article is NOT
intended to teach you all you need to know about adventure
mapping, it  is merely a collation of my own personal methods
and offered as a basis for individual adaptation according to
needs. Hopefully these methods will help you to reach the end of
an adventure you may be stuck on, there is nothing better than
having solved a good hard adventure!
Finally, remember your adventure map is only as good as the

next time you need to use it, so compile it with care and
attention,

•
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1350
D i d  you know that it  is possible, despite what the 'experts'

say, to obtain split baud rates on the Atari 850 or
similar RS232 interface - including P:R connection? No?

Neither did I, until very recently.
It all started when I received a copy of the source code for the

RS232 handler which I use with my Datatari interface. While I
was looking through the listing, it dawned on me that it  should
be possible to get the handler to operate at split rates (which it
was not originally intended to do) by using a few direct POKEs
from within o terminal program. Since at the time the expert
opinion was that the 850 interface was totally incapable of split
baud rates. I naturally assumed that this would only work with
the Datatari interface, so I constructed some program patches for
two versions of the Amodem terminal program (Amodem4 and
Amodem7), labelled them as being for use with the ()Wotan
interface and the RHAND RS232 handler (which I use) and
uploaded them to my favourite BBS, The ARK. I was naturally
curious as to whether this would work with the 850 interface, so I
asked the sysop to try it out, and thought no more about it, until
I noticed a message from a fellow user to the sysop claiming that
the patched program had worked with his P:R Connection (sup-
posedly more-or-less identical to the 850 interface).
I was, of course, very interested by this, so I asked the sysop if  he

would try it with his 850 interface. Imagine my surprise when i
next logged-on to find that my patch was being hailed as the
greatest discovery in Atari 8-bit communications! Apparently,
the patch had worked on the 850, and the sysop (James Bast-
able) was quite understandably excited. I hardly need to tell you
that I was just as excited as him! The repercussions of this
discovery should strike far into the world of Atari 8-bit comms,
almost everyone still thought it was impossible, until shown
otherwise and, as far as I know, even Atari themselves do not
know about it, otherwise they surely would have capitalised on
It! Maybe now the Atari will benefit from a widely available
ViewData compatible terminal program.
That's the story behind the discovery, so I 'll now get down to

explaining how to obtain split baud rotes on your humble Atari
850 Interface Module!

Timer Va lue  B a u d  Rate

2976 3 0 0  B aud
19661 4 5 . 5  B a ud
17891 5 0  B a ud
15727 5 6 . 8 7 5  B a ud
11925 7 5  B a ud

8128 1 1 0  B aud
6646 1 3 4 . 5  B a ud
5958 1 5 0  Baud
2976 3 0 0  B a ud
1484 6 0 0  B aud

739 1 2 0 0  Baud
490 1 8 0 0  Baud
366 2 4 0 0  Baud
179 4 8 0 0  B aud

86 9 6 0 0  Baud

Table I  -  Timer values for  specific baud rates
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Split B a u d  Rates  W i t h  A n y  A t a r i
RS232 Interface

by Geoff  McHugh

0  k,  where should I start? I suppose a very basic explana-
tion of what happens in your interface handler is as
good as any. The handler, basically, sets up the baud

rates using the POKEY hardware timers, which are stored in the
Audio Frequency registers AUDF1 - AUDF4 (locations $D200,
$D202, $0204, $D206),
I discovered that MA NI  and AUDF2 store the timer value which

represents the transmitting baud rate (i.e. the speed at which
your Atari sends data out), and that AUDF3 and AUDF4 store the
timer value which represents the receiving baud rate (i.e. the
speed at which your Atari reads data in).
The timer values are stored as two-byte integers (i.e. have a

value of between 0 and 65535) and the values corresponding to
each baud rate are shown in Table 1.

Let's take an example. Say you wanted 1200/75 split baud rates
to access your favourite Bulletin Board (obviously The ARK!). So,
your transmission speed is 75 baud, and your receiving speed is
1200 baud. Look at the table, the timer value corresponding to
75 baud is 11925, and the timer value corresponding to 1200
baud is 739. Set your other parameters, parity, translation mode,
word length, etc. first and when you use the X10 #36 command
(or if you are using mic then when you call CIO with the cmdno
36) treat the baud value as 0 (300 baud - this is simply for
convenience). After you have entered CONCURRENT I/O mode
(X10 #40) then POKE (or equivalent, depending on your prog-
ramming language) the timer values into the POKEY registers
AUDF1-4.
In this example, the addresses and values to be stored ore as

follows:

Memory Location
53760 ($0200)
53762 (S0202)
53764 ($0204)
53766 ($0206)

Byte Stored
149 ($95)
46 ($2E)
227 ($E3)
2 ($02)

The values can be explained like this:

Tx rate: 149 + (256'49) 1 1 9 2 5  (75 baud)
Rx rate: 227 + (256*2) -  739 (1200 baud)

That's about it! I am quite proud to have discovered this
seemingly unknown use of the 850 and I hope that it will allow
all Atari owners into comms to gain a little more enjoyment
from their favourite Bulletin Board or even try others they
previously thought were inaccessible.

would like to thank some people for their help and inspiration.
First of all, thanks to lames Bastable and his Bulletin Board, The
ARK. If it were not for both lames and The ARK BBS, I would
never have made this discovery, for it was from this source that I
obtained the Source listing for the RS232 handler. I would also
like to thank an ARK user who I know only as NITRAM (or
Martin), who convinced lames to try the patch out on his 850
interface. Last, but certainly not least. I must thank Page 6
magazine, who have REALLY supported the Atari 8-bits, when
others have only pretended. If it were not for Page 6, I would not
even have found The ARK BBS, which has featured so prominent-
ly in this breakthrough.
So remember, even if  you ore told something is impossible, the
chances are that it's not as has been demonstrated in PACE 6 on
other occassions! •
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ARCADE GAMES
Artanoid II I m a g i n e
Beyond The toe Patrice E l i t e
Black Lamp F  !retard
&NS W Boy E l i t e
Chopper X M a s t e r t r o n i c
'kart Warriors E l i t e
Marble Madness E l e c t r o n i c  Arts
Ouadralten L o g o t r o n
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Return To  Genesi' F i r e b i r d
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Eddie Edwards Super Ski
Seconds Out
Summer Olympiad 'SO

Mandarin
Electronic Arts
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give you the Silica ST Starter Kit worth over £200. FREE OF CHARGE. Return the
coupon for details of our Starter Kit  and of the fu ll ST rangeE2
+ SM124 mono monitor. E398 + SC1224 colour monitor: E598
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ALL PRICES QUOTED INCLUDE FREE UK DELIVERY

To Silica Shop Ltd, Dept PSIX 0289, 1-4 The Mews, Hatherley Road, Sicicup. Kent. DAM 40XPLEASE SEND FREE LITERATURE ON THE ATARI ST
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If you have been up to Blackpool lately, or other seaside resort, you might recognise
Headbanger. The object of the game is simply to knock down the funny heads as they
pop up from the craters. You can't keep them down for long though and they'll pop up
for more again and again until your time runs out or your joystick breaks. To get more
time knock more down.
To clobber a funny head use your joystick to position the club to the right of it with

the base of the shaft about the same level as the top of the head. Then press the button
to drop the club head directly on the top of the funny head. If you get a direct hit the
head will pop in. I f however the club is too low or too close or too far away it will be a
miss. With a little practice you'll get it right - and practice is one thing you will get us
they pop out and stick their tongues out at you!
Game play starts us soon as the game loads. Subsequent games are started by pressing

the joystick button.

by Bill Halsall

TYPING I T  I N

Cassette and disk users should type in Listing I ,  SAVE or
CSAVE a  copy, then RUN the program. The program will
check each l ine  o f  data  a nd inform y ou o f  any errors.
Correct any errors you may encounter and RUN the program
again unti l  a l l  errors are  eliminated. When this is done
answer the  cassette/disk questions accordingly to create a
boot tape or binary disk file.
Cassette users should load the boot tape created by firstly

removing all cartridges and then turning on the computer
while holding down the  START key (X L and 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 program with the disk in the drive and the game will load
and run automatically.

A special note for disk users - i f 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 the
program is run to ensure that the game isn't corrupted by
any data left in memory.
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Its what every computer games player has been waiting for. Hundreds of  brain-
boiling software titles that'll push your skill and judgement to the limit. All under one roof.
When it  comes to packing hardware, Rambo's got nothing on us. Everything from the

The new Atari Games Cen



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

So get down to your local Atari G a me s A L  A T A R FCentre. They're smashing.
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with excellent pictures on the ST) in
which you p lay the part of a rather

accident-prone Gnome known as Ingrid
Bottomlow, wh o  wi l l  b e  n o  stronger to
those o f  you wh o  have played Gnome
Ranger! The adventure is in  the standard
Level 9  format - you enter your commands
in English through the  keyboard telling
the computer wha t  yo u  wa n t  Ingrid  to
attempt, a n d  the  screen displays lots o f
text telling you what happened.

To be  sligh t ly more  accurate, Ingrid 's
Back is  actually THREE text adventures.
They a ll take place in  her village of Little
Moaning, and follow on from one another
to make a single story. Each can be played
independently (and, mo re  importan t  i f
you are cassette-based, can be loaded inde-
pendently!) wh ich  is  very usefui i f  you
happen t o  be stuck i n  one pa rt  o f  the
game.

The plot involves Jasper Quickbuck, the
money-grabbing lo rd  o f  Ridley's Manor,
and his plans to steamroll the gnome-belt
village for an estate o f  yuppie homes. In
Part I  Ingrid , a ided and abetted by her
trusty dog Flopsy, has to find and persuade
all o f  the locals to sign a petition against
the planned eviction. Despite her success
at th is, jasper continues with  h is steam-
rolling and  Part 2  starts wit h  a  superb
tribute to/parody o f  the opening steam-
roller sequence o f the Hitch-Hiker's Guide
to the Galaxy, complete with  a hangover
and fl ying  bricks (turnips in  this case!).
Once you succeed in  stopping the steam-
roller you wil l find yourself being chased
by seven trolls. Fortunately Level 9  have
been k in d  enough t o  provide you  with
eight traps, so you don't actually have to
solve a ll the puzzles to finish the game.
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off with

INGRID':
BAand John Sweeney's

fool enough to take

In t h e  g ra n d  fi n a le  (be t te r
known u s Part 3) Ingrid has to
exp lore ja sp e r' s  house  a n d
escape with  enough proof of jas-
per's evil ways t o  prevent any
further nastiness o n  h is  pa rt .
rhis t ime  Ingrid gets help from
her cousin Daisy, unfortunately
she is not as bright as she might
be and  you are probably better
the dog!

LEVEL 9's CONTINUING
ATARI SUPPORT

her on again!

In creating a  game of this nature, one of
the fi rst  decisions wh ich  th e  developers
need to  make is: what is their prime target
environment? Ma n y companies are now
targetting on the 16 b it  machines and i f
they bother to produce an 8-bit version at
all i t  may only be on disk and may be so
degraded (e.g response t ime ) tha t  i t  is
unplayable. Na tu ra lly we a ll want prog-
ress, a n d  those who can afford the new
machines certainly deserve to  get bigger
and better games - i t  wil l be even better
when t h e  ma jo ri t y  o f  th e  developers
actually work out how to USE these new
facilities! 7 but there are lots of people out
there with 8-bit machines, and there is still
a lo t o f  potential in  those machines.
Level 9  have staunchly continued to sup-

port the 8-bit cassette systems while using
every techn ique  a t  t h e i r  d isposal t o
achieve a  so p h is t ica t io n
which n o t  long  ago  wou ld
have been deemed impossible
on su ch  a  ma ch in e .  Th e
breaking down o f  each game
Into three parts may seem a
little artificial a t  times, but it
frees u p  memory wh ich  en-
ables Level 9  t o  provide fa r
superior games. The  parser
(the b it that tries to work out
the meaning o f  your requests
- idiotic as they may be!) is o
lit t le  l imi t e d  compared t o
what can  be achieved on a
512K 16-bit machine, and the
vocabulary, squeezed in to  a

tiny pa rt  o f  a 64K memory, is obviousk
rather smaller than can be achieved
a 360K disk! Once you accept these limita•
tions however, and the occasional frustra-
tion they cause, Level 9's parser and voca-
bulary are more than adequate to provide
a very enjoyable game. In  fact, once you
accustom yourself to the limitations, you
may fi nd less frustration with  this kind of
parser than with  some o f  the supposedly
clever ones which pretend to understand
everything you enter - sometimes with dis-
astrous results!

LOTS OF GOODIES

As well as the standard features, Level 9
have also implemented lo ts o f  goodies.
even on the 8-bit machines, to  make the
game more fun to  play: UNDO takes you
back a  step i f  you d id  something catas-
trophic; RAM SAVE allows you to save in
memory - a  boon fo r cassette users; EXITS
ON causes a l l  accessible exits to be dis-
played a t  each location; RUN TO xxxx
takes you  t o  remote locations a t  high
speed; and so on.

Inghd's Back is great fun to  play, there
are plenty o f places you can get to easily
and humour at every turn, not just in the
descriptions o f  the gnomes and the loca-
tions but also in  the antics of the charac-
ters as they carry on their own little lives
around you. Little things like the amusing
responses you  get when you ring all the
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numbers in  Jasper fi lofax show the care
and attention to detail which Level 9 hove
put into the storyline. Unfortunately that
care does not always seem to extend to the
program itself, on a  number of occasions
I tried something stra ightforward (e.g.
CLIMB LADDER o r  FLOPSY,G0 NORTH)
and it  was rejected o r misinterpreted, but
when I  reloaded the game and tried again
it worked! Maybe I played for too long at
one sitting? And I wasted a good half hour
asking gnomes to sign my petition when
in fact a l l  you have to do is show it  to
them.

I fi nd sequences like  the following ex-
tremely frustrating
> ZILCH, SIGN THE PETITION
Zilch says he is fa r too busy to do that. >
SHOW PETITION TO ZILCH
Zilch gladly signs your petition.

NOT SO CHALLENGING?

Ingrid's Back seemed less o f  a challenge
than some of Level 9's earlier adventures;
it was more like playing through a  story
- as long as you explore everywhere, ex-
amine everything and make notes o f  a ll
the clues there don't seem to  be a ll that
many rea l challenges. S t i l l  w i t h  three
separate games covering over 140 loca-
tions you wi l l  fi n d  p lenty t o  d o  and a
number of the problems really are excel-
lent, I t  is nicely packaged, complete with
the old 19 '  pattern all round the box now
that Level 9 are doing their own distribu-
tion again, in clud ing  ano the r twen ty
pages o f  humour in  the form o f  Ingrid's
diary - The Second Gnettlefield Journal. If
you can stand a ll the puns you will defi-
nitely get many hours worth of enjoyment.

The extra money o n  the  ST gets you
pictures (mono or colour) to  complement
the story, recall and  editing o f  previous
commands, multip le UNDOs, optional lar-
ger text (fo r TV users) and lots o f  extra
text, most o f it hilarious

INGRID'S BACK
LEVEL 9
ST E19.95 (wi th pictures)
XL/XE E14.95 (Cassette or  Disk

text only)

LANCELOT
John R. Barnsley takes a look at the new

adventure from Level 9 available
on both ST and XL/XE machines
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that mo st  famous o f  the  Arthu rian  Knights f ro m the legends o f  the
classic book - 'Mort D'Arthue. The language and style of the adventure

has been cleverly adapted to  suit the  latterday 20 th century, a nd certain
elements o f  the game itse lf have been 'created' (made up!). Thankfully, these
elements are few with only slight changes made from the original legend, such
as the initial meeting with King Arthur, Guinevere's plight on the stake and
how to kill Garlon, the invisible Knight.
I would think changes to the original story have been made to ensure initial

involvement in the game, to avoid repetitiveness and to make a decent puzzle
out of scenarios that could otherwise have been somewhat boring when imple-
mented in an adventure! Having said that, i t does adhere very closely to the
legend • and it's a  refreshing change to view events from Lancelot's point of
view instead of Arthur's or Merlin's. Lancelot leads a fuller and more active life
than some of the purer, more virtuous knights!!

The adventure is divided into three parts - 'CAMELOT', 'LOGRIS' and 'THE
QUEST FOR THE HOLY GRAIL'. As you wou ld  expect, Part  One is set in  and
around Camelot, while Part Two is set further afield and involves the rescue
of Knights - with more multi-player aspects. Port Three is the familiar Quest
for tha t Grail! The player can start directly with the Grail quest but to enter
Part Two you need to walk around and explore for a  while.
Puzzles and problems are scattered fairly evenly and are very imaginative in

some places. The gameplay of 'Lancelot' can best be described as 'very active'
and takes place over a large map area, here the use of the now standard GO
TO/RUN TO command will prove invaluable and speeds up the game consider-
ably. Another couple of useful 'standard' features of Level 9 games now are the
OOPS and RAMSAVE commands • well used, I  can tell you!!
Whilst the  XL/XE version is text only, the ST has added graphics. These are

a strange mixture - from colourful and pretty to a  couple of areas where the
pictures seem a  bit amateurish - perhaps that's not entirely fair a description,
but i t DOES seem that some graphics have been produced by different artists!
However, as with all Level 9  masterpieces, it's the text that counts and in this
particular case, we're in for a  treat! The language takes you back to the days
of yore, and atmosphere oozes from the screen! The text has been well adapted
from the  original hook and, on an ST, can be changed to a  larger type-face
for players who need i t - reading through the  playing guide informs you that
this 'tex t change' feature can also be applied to the earlier two adventures:
Knight Orc and Gnome Ranger, so that's an added bonus!
The number of non-player characters is moderate, but they are controlled -

unlike the likes of those infuriating characters in Knight Orc! Each character
has it's own task and is blessed with reasonable intelligence.
The paperwork accompanying the game, offers the usual availability of the

Level 9  Cluesheet - provided you append the little coupon to your SAE. The
really BIG bonus with 'Lancelot' has to be the opportunity for purchasers to to
take part in a  national search for a real HOLY GRAIL. in SOLID SILVER - and
valued a t FIVE THOUSANDS POUNDS!!! The adventure is used as a basis for the
clues offered in the real quest and full details are included in the packaging
together with an ancient map of England and France.

If you haven't bought 'Lancelot' yet, go and do so - NOW!!

LANCELOT -  Ma nda r in/Le v e l  9
Avai l abl e f or  ST a n d  X L/ X E

ST w i t h  gr aphi cs  E19•95
X L/ X E  tex t  onl y  E14. 95

Version reviewed - ST

rage 6 - Issue 36 2 5



MERAK -  The Video
Music Sui tea lamasof t
E12.95

ow for something completely
different! This isn't a compu-
ter game, it's a video. So
what's it doing in this maga-

zine, you ask? Well, it consists entirely
of computer graphics generated by Trip-
A-Tron, Jeff Minter's latest light synth-
esiser software (reviewed elsewhere in
this issue) but unlike Trip-a-Tron it can
be enjoyed by everyone whatever system
they have. The spectacular graphics are
Jeff's own visual interpretation of
Adrian Wagner's music, which itself was
produced electronically using a bunch
of synthesisers.
It tells the story of Merak
o a  ' t r a n s -sentient' android who's been given the

unenviable task of protecting the
strange region at the centre of the
galaxy from alien attack. The galactic
core has been found to consist of a huge
nebulous cloud of meta-matter which
radiates energy in all known forms and
frequencies. To human senses it's per-
ceived as a pulsating, iridescent vortex
of pure colour, from which it's been
nicknamed 'Colourspace'. Now where
have I heard that before? The radiation
can also be heard - in a form described
as 'music that was not music'.
Humans go mad after experiencing the

bizarre effects of Colourspace, so the
only way to protect the core is to send in
a massively armed ship crewed
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Jeff Minter
creates a
new art

form

by androids impervious to its
hypnotic powers. Merak is the
super-android created to lead
that expedition. The incredibly
complex neural net from
which his (her?) brain was con-
structed has spontaneously be-
come sentient, giving every im-
pression that Menak is alive
and has a 'soul'.
The video presents the story
mainly in abstract terms, both
visually and aurally, and it's
not always easy to determine
what's actually happening
from what your eyes and ears

tell you. In many ways it's a bit like
watching a modern ballet. Knowledge of
the storyline establishes the context, and
allows you to better interpret what you
see and hear. It's essential you read the
scenario notes that come with the video,
otherwise you'll have few clues as to
what it's all about.
There's not space here to give a detailed

description of everything so a brief over-
view will have to do. Anyway, just how
do you describe something which is
essentially abstract in nature? It all be-
comes very subjective and wide open to
personal opinion.
The first half of the work, running for

about 25 minutes, covers the period
from the start of the mission through to
Merak's demise. It consists of six
'tracks', representing malor events in
the life of the mission. They cover initial
launch; the journey through hyperspace
to the galactic core; the visit to the near-
by planet Intl (populated by Iefrs
favourite beasts, of course); escape into
space and the subsequent encounter
with the alien space fleet; the drift
through deep space; and the final land-
ing of the dying ship on the Ice Planet.
The second, of similar duration, brings
revelation of the real nature of the
galactic core and what subsequently be-
comes of Merak's soul.

found the music rather like film

some of the time but generally adding
emotion and atmosphere to the visuals.
I guess it sometimes comes into the
category of 'music that was not music'
mentioned earlier, here designed to fit
the moods or actions of the storyline. It
uses non-musical electronic sounds to
suggest things like the bone-chilling
cold of the Ice Planet or the mystical,
alien nature of the fractal forests on the
planet Intl. The first half is more melo-
dic than the second, using swirls of
synthesised orchestral textures and
choirs singing wordlessly above an insis-
tent, rhythmical backing. It's not the
sort of music that burns itself into the
memory at first hearing, but it does
grow on you the more it's heard. The
soundtrack is available separately on
CD, vinyl disk, cassette, and DAT tape,
but I  can't help feeling it would lose
something without the visuals. It's aes-
thetic synergism at work, I guess.
The graphics, too, require several view-

ings to appreciate fully. They range
from the 'reality' of digitised pictures
(llamas, sheep, etc!) through 'realistic
fantasy' of moving starfields and the
spacecraft's status display, through the
pure fantasy of the strange fractal trees
of Intl and even stranger rotating ice
structures on the Ice Planet, to the start-
lingly complex and colourful purely ab-
stract patterns of the galactic core.
There are touches of Minteresque
humour too, often through the use of
text overlaid on other graphics.
This video is a superb demonstration of

Trip-A-Tron's capabilities. Don't think
you can easily produce identical results,
though. Jeff used four MIDI linked Mega
ST's, with their combined graphics out-
put going through an expensive video
mixer to achieve some of the effects. He
also spent a small fortune in video stu-
dio time to produce the quality of re-
cording he required. Even so, I found
parts of the display, particularly text,
difficult to see clearly.
I've watched the video several times

now, and like it more with each view-
ing. Overall, it makes a refreshing
change to the usual TV/video fare and
Jeff and Adrian are to be congratulated
on taking this first step into what could
become a new art form. •



[ FOR SALE
XL SYSTEM: 800XL fi tted with
256k memory, Control Card, XOS
80 column, Supermon Rev. 2, Revi-
sion A OS, 1029 printer, 410 casset-
te, 1050 disk drive with US Doubler
und Happy. Atari Assembler Editor
cartridge, Monkey Wrench, game
cartridges, cassettes, 100 disks in
box. 1,200. Phone 0443 438169

DISK DRIVES: Two 810 disk drives,
£60 each o.n.o. Aturi 850 interface,
L60 o.n.o. A ll in excellent condit ion,
complete with manuals .  TeL 0635
37516

ANTIC ON DISK: Various issues,
LI,50 each. Send you name and
address to M. Rogers, 6, Mount
Pleusunt, Wellington,  Somerset,
TA21 8DA for full list. Also Prestel
adaptor for XL/XE plugs into the
expansion socket, £20 with lead for
modem.

XL SYSTEM: 800X1. with X Cl2  re-
corder, 1050 disk drive, joystick,
games and manuals . E185. Tel. 01
289 5199 ufter 5 pm. Excellent con-
dition

TWO COMPUTERS: 800 and
SOOXL computers, 1050 disk drive,
410 program recorder, books, maga-
zines. cartridges, disks, cassettes.
1,395. Will split. Tel. 0296 668508

XL SYSTEM: 800XL, 1050 Happy
disk drive, hundreds of games. Cost
aver E500, sell for £200. Phone 0909
566863

65XE SYSTEM: 65XE with 1050
disk drive plus XCl2  cassette,
various books, disks and cassettes.
Buyer collects. £200. Tel. 0704
893465 (Lancashire) after 6 pm.

XL WI TH MO NI TO R: 800XL,
IWO 1050 disk drives, green screen
monitor, Touch Tablet, loystick,
printer interface, various  software.
L300, Tel. 04022 26472

65XE SYSTEM: 65XE, 1010 recor-
der, magazines. three joysticks,
£300 worth of  software, E150 o.n.o.
Tel. 0252 25678, evenings

520S1EM: 520STFM Summer Pack,
mouse, joystick, blank  disks, joystick
£400 worth of software, new, boxed,
hardly used. £300. Phone 0698
64320

XL SYSTEM: 800XL s till boxed,
1010 cassette. m u ,  C250 worth of
,
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0606 84 3368, evenings

130XE SYSTEM: 130XE. 1050 disk
drive, original softwore. £150. Tel.
0325 465609

XL SYSTEM: 800XL. 1050 disk
drive, excellent condit ion, 1010
needs adaptor, many  games and
utilities, lockable disk case, manuals
and most of last 3 years Atari
User's. E250 a r t a  Tel. 0293 775898

MEMORY UPGRADE: 256k mem-
ory upgrade for 800XL. RAM chips,
decoder, instnictions. E50. Tel 0423
8789533

CONTACT
DISK DRIVE:  1050 disk drive and
packaging in excellent condit ion
with over £400 worth of software
and over £100 worth of  utilit ies, in-
c luding DOS 2/3 and Transdisk.
Will accept L170. Phone 01 592
8725

X L  SYSTEM: 800XL, 1050 disk
drive with Happy  chip, 1010 recor-
der, 1020 printer, Touch Tablet,
joysticks plus books, lots of software,
all for £300. Phone Peter 01 749
4199

130XE SYSTEM: 130XE and 1050
disk drive, joystick, software, E120
MAC65 Assembler cartridge and
manual,  £25. Technical Reference
Notes, Mapping The Atari,  First
Book of Graphics, 130XE Machine
Language for the Beginner, £6 each.
All items open to negotiat ion!
Phone 0789 294853

400 / 800  SYSTEMS: 48k 400 with
1010 recorder, joystick, some tapes
£45. 48k 800 with 410 recorder,
joystick, some tapes £65. Tel. His ton
022023 4057

XL SYSTEM: 800XL computer,
1050 disk drive, 1010 cassette unit .
Alphacom 81 printer,  touch tablet,
3 joysticks complete set Atari User
magazines, books, manuols .  £300
worth of  software. A ll items in v_g.c.
Need quick sole. Only  £150. Call
Chris  Sneddon on (0333) 330 336

288k  SYSTEM: 800 with 238k
RAM, 1050 disk drive with Happy
and Doubler, Rev, C Basic and soft-
ware. £240 o.n.o. Tel. 0865 66426
after 7 pm.

PRINTERS: 1020 Printer/Plotter
and paper. LSO plus joystick sketch
pod, £2. 1010 tape recorder, E40.
1029 dot mat rix  printer and dust
cover. Various  items of software.
Mrs 5, Oliver.  Tel. 0406 26150

MAGAZINES:  PAGE 6 issues 7 to 30
in binders, £13. Atari User issues I
to 36 in binders, £20. Mapping The
Atari (unrevised) and Computer
Animat ion Primer, £5 each. PAGE 6
disks, blank  disks, disk box, disk
notcher, Basic Tutor pack and 70
original gomes on tape and disk.
Phone Steve on 01 907 6394 (Har-
row) after 6 pm. Buyer must collec t

BOOKS AND MACS: Computers
1st Book of Atari. 400/800 Reference
manual,  £3.00 each, post free.
ANALOG nos. 7 to 32 plus some
ANTICs, £1.50 each plus  postage.
Atari User Vol I  to 4 only  50p each
plus postage. Blank  and used disks
from my  ex-800XL plus disk box.
Tel. 0423 879533 after 6 pm/
weekends

BITS AND PIECES: 410 program
recorder, original box  EIO post free.
Ult imon XL, on board OS c hip to
monitor/debug machine code, etc.
£10. Tripler enables you to plug in
up to four OS or 80 column chips
and switch between them, E7.50.
Modem (V2I ,  V22) 300 and 1200
baud, full and half  duplex, £75,
Datatari interface with software,
E30 or both for E100. tel, 0423
879533 after 6 pm/weekends

XL SYSTEM: 800XL, 1050. 1010,
lockable disk box plus loads of
games inc luding Min i Offi ce II and
Star Raiders. Over 50 mugs. 1,350
o.n.o. Tel. 0702 544924, evenings

800 SYSTEM: 800 computer. 1050
disk drive. 1029 printer with new
ribbon and paper, 200 disks (many
games), 3 disk boxes, books and lots
of magazines. £300. Phone 0375
857329

130XE SYSTEM: 130XE with 1050
disk drive, XCI  I tape, PVC TM-90
PSN (t riple s tandard) monitor.
Touch Tablet, Wico joystick, E300
worth of  software, magazines,
books, new condit ion. £400, may
split. Tel. 0883 46748

GAMES CONSOLE: Boxed new
style 2600 console with power pack,
TV lead, joystick and 14 cartridges,
all in  very good condit ion, £6.5 or
swap for old or new style Commod-
ore 64 (A WHAT?) with PSU, TV lead,
data recorder and games. Must be
boxed and in very good condit ion.
Phone 0422 575539, evenings only
please

X L  SYSTEM: 800XL with 1050 disk
drive, software. joystick and manu-
als, £150 o.n.o. Tel. John on 0638
662435 ext. 131

XE SYSTEM: 130XE, 1050 with US
Doubler, SpartoDos Construction
Set, Black thorn Printer Interface,
Ferguson.TX with A lan  lead, Epson
LX80 printer, loadso mugs, Com-
pute!, PAGE 6, Atari User, De Re
Atari etc. A ll manuals .  E450_ R.
Stephenson. Tel. 0772 633593
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PRINTER:  LX86 or Ponasonic KXP
1081 want ed,  also Centronics inter-
face for the XL and Transdisk IV,
Contact Mrs Tay lor on 061 370
4717

INTERFACE:  850 interface, P:R:
Connection or s imilar R5232 inter-
face, must be cheap. Also instruc-
t ion manual for PACE NIGHTIN-
GALE modem or any  info please.
Call George on (0925) 601290

DISK DRIVE:  1050 disk drive wan-
ted. Tel. Garstong 09952 5490

DISK DRI V E / P RI NTE R: 1050 disk
drive in running order wonted.
Epson or compatible dot mat rix
printer with interface cable. Wil l
collect if  within reasonable distance.
Ring Kevin on Ox ford (0865)
M O W

DISK DRIVE:  1050 disk drive won-
ted, reasonable price paid_ Tel. 0206
211769

DISK DRI VE:  1050 or XF551 disk
dnve wonted, Reasonable price. Tel.
01 653 7702

DRI VE MO TO R: Does anyone
have a dead 1050 disk drive with a
good drive motor as mine is on its
way  out. Ring Mike on GEKICIIMing
(04868) 24175

BOOK WA NTE D:  Assembly Lan-
guage Programming For Atari Com-
puters by Mark  Ch a in ,  published
by By te/McGraw-Hill.  Phone 0506
4 I 3773, weekends

[ PEN PALS/HELP

LU R K I N ‘  HORROR: I am having
t rouble passing the professor in an
effort to enter the lab in Lurk ing
Horror for the ST_ What is s ignifi -
cant about the huge mass in the
small courtyard? How do you keep
the human hand from being nicked
by the creature on the skyscraper
roof and what  do you do when
you've made a hole in the brick
wall? I can offer help with Hitchhik -
er, Zorks I and II, Sorceror, Deadline
and Witness in exchange. Chris
lohnson, 26, Henderson Street,
North Rockhampton, Australia,
QLD 4701

STOURBR1DGE USER GROUP: I
want  to stud a user group in the
Stourbridge area and would wel-
come any help or advice, There are
several people in the area who are
wil l ing  to help but we need advice
L.K. tay lor,  99, Bredon Road, Stour-
bridge, West Midlands , DV8 4LA_
Tel. 0384 379575

PEN PALS: I would like to hear
from 8-bit  disk users around the
world. I  own an 800XL and 1050
Happy drive_ I would like to swap
hints, lips  etc. about  all aspects of
gaming. Write or phone Richard
Prescott, 54 Middlefi eld Avenue,
Hurst Green, Halesowen, West Mid-
lands, B62 9QL, England. Tel. 021
422 3027

ST USERS: I own an ST and would
like to swap tips and lists with pen
pots anywhere. A ll letters answered
Paul Dunn,  270 Crowmere Road,
Belvidere Paddock, Shrewsbury,
Shropshire, England

CONTACT is FREE o f  charge a nd may  be used by any
genuine Ata ri  enthusiast for  contacting other owners.
Any notice may  be included except those offering soft-
ware only  for  sale or exchange or those offering items
for sale commercially. The  Editor reserves the right to
omit any  notice received a t his discresion.
Send your CONTACT notice to CONTACT. PAGE 6, P.O.

Box 54, Stafford. ST16 1DR. Please wri te  your notice
on a  separate sheet o f  paper, not as pa r t o f  a letter.
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A TUTORIAL SERIES BY GORDON CAMERON

MAKING A
START

Basic programming on the 8 bit machines has
always been just that, basic. The built-in inter-
preter is adequate for learning to  program, but
loses points in  terms of ease of use, understanda-
bility, and forces you to write very complex look.
ing code to solve even the most basic o f  prob-
lems.
There have always been alternatives to  Atari's

standard basic (such as Microsoft Basic, Basic
XL/XE etc.) b u t  these have tended to  be both
expensive, a n d  d iffi cu lt  t o  obtain. However, i f
you a re  lucky enough t o  o wn  a n  X L  o r  XE
machine, p lus a  d isk drive, yo u  n o w have a
cheap alternative i n  the  fo rm o f  Turbo Basic.
Cheap is perhaps slightly misleading, as the lan-
guage comes free, and is available from most Pt)
sources for a nominal fee, including the Page 6
Accessory Shop,
Turbo Basic is an alternative to the built-in Basic

and, l ike  a n y o ther machine code program,
should be booted from disk whilst holding down
the OPTION key. I t  is  completely compatible
with Atari's Basic, so a ll your old masterpieces
can be run in  Turbo Basic with no changes. The
name Turbo Basic is  i n  now way misleading,
your programs wil l run a
.  L O T  
f a s t e r  
u n d e r  
T B

than they used to ,  The language is  not only
faster, i t  is also compact, taking up less memory
than the original Basic and (here's the bit you've
been waiting for!), TB offers you a wealth of new
commands, f riend lie r e rro r messages, and  i t
structures your programs automatically (more of
this later). A ll  th is for free! Th e  author of the
package is  a  German b y  the name o f Frank
Ostmwoski, wh o  la te r went on to produce the
superb GFA Basic f o r the ST machines; which
bears several similarities, a n d  many enhance-
ments.
You wil l  be completely at home when the blank

screen appears after booting, as TB is an inter-
preted Basic as per the Atari original. This means
that you  can, among other things, type com-
mands a t  the  keyboard, and these will be ex-
ecuted immediately. As a bonus, the same disk
also contains a  Basic compiler, which wil l  con-
vert y o u r  A ta ri  Basic a n d  TB  programs t o
machine code, so enabling them to run at much
higher speed. Basic compilers fo r the 8 bit used
to cost upwards o f  CSO, so this is an absolute
steal!
Enough o f  this preamble. This column is inten-

ded to  be an introduction to programming using
Turbo Basic, making special reference to the new
commands, This may seem pretty vague a t  the
moment, b u t  i f  you want me to ta lk about a
particular topic in  future articles, don't hesitate
to let me know. Anyway, I  guess I'd better start
somewhere so here goes. I ' l l t ry and make the

column as informal and interesting as possible, as I don't want
to lose any of you!

YOUR FIRST STEPS
As you may have realised earlier, since TB is a machine code
program calling DOS from within TB means that you have to
reboot the language after finishing your disk operations. At first
sight, this seems like a major blow, however TB contains disk
accessing commands which means that, in  many cases, you
need not enter DOS at all,

DIR, DELETE, RENAME, LOCK, UNLOCK,
BLOAD and BRUN.

To obtain a list of files on disk, the command DM may be used.
This is equivalent to the DOS option A. Used on its own, the
command lists all files on the current drive. Wildcards con be
used, along with drive identifiers, by enclosing these in quotes,
following DIR. As in DOS, '" ' matches any number of characters,
whilst '?' matches exactly one, and the drive identifier is given as
'Dxi' where x is the drive number.

DIR "D2:*. a" L i s t  all files on drive 2
DIR "D1:*.? ST" L is t  all files on drive l with  extenders

ending ST (i.e. any character followed by S
followed by T)

DIR "D3:Aa. a" L i s t  all files on drive 3 which start with the
letter A

The DE L E T E  function erases a file on disk, the file being
identified by "Dx:name", where x is the drive number, and name
is the name of the program to delete. Multiple deletions can be
done by using wildcards, as demonstrated above in the DIR
examples.

DELETE "DII:fred• Oct" Deletes the file 'file. txt'
DELETE "131:a. txt "  D e l e t e s  all files ending t x t '
DELETE "D2:fred- t? t"  Deletes all files on drive 2, ending

with 't followed by any character,
followed by 't'.

The R E N A M E  command works similarly, with the constraint
that the files are on the same drive. (Stands to reason, really!)
The format is, RENAME "Dx:source, destination", where x is the
drive number, and source and destination the name of the file to
be renamed and what it is to be called.

RE NAME  "Dl : fr ed• t i d
o J o h n ,  
t o r t "
Changes the file Wed_ txt' on drive I, to lohn. txt' (Wildcards
can he used, as in the above examples.)

L O C K / U N L O C K  are equivalent to DOS options F and G
respectively, and protect files from writing, and vice versa. File-
names are handled as in previous examples, i.e. (UN)LOCK
"Dx:filenome".



Finally, B L O A D  a n d  B R U N  allow you to binary load and
run a file respectively. The format is as before (BLOAD "Dx:fi le-
name"), and these commands correspond to DOS option L with
the option to RUN on or off.

I NDE NTE D NO RMAL ATARI  Basic

10 FOR A•=1 TO 10 10 FOR An T O  10
20 C=5 20 C=5
30 FOR B=1 TO 10 30 FOR B=1 TO 10
40 PRINT B*A+C 40 PRINT B*A+C
50 C=C+ 1 50 C=C+l
60 NEXT B 60 NEXT B
70 PRINT '  ExrrED LOOP" 70 PRINT "EXITED LOOP"
80 NEXT A SO NEXT A

STARTING TO PROGRAM
Although TB has many similarities to Atari Basic, and can, at its
simplest level be used at a faster version of the latter, there are
many fundamental improvements that you should try to use.
The language allows you to structure your programs. I won't go
into a full discussion of the merits of structured programming, as
this was dealt with admirably in the last issue of Page 6 by Roy
Goring. Suffice to say that, by making use of the new program
flow commands, you can vastly improve the readability and
understandability of your programs, whilst simplifying the writ-
ing of programs by allowing you to deal with bits of a problem,
instead of attempting to write the entire program in one go.
Phew! Wh y bother, you may ask. Well, put simply, have you
ever tried to understand and perhaps change an even moderate-
ly long program, weeks or months after you wrote it? I f  so, you
will know that it  is often difficult to understand what a certain
piece of cryptic code does, and what happens if you do such and
such, and then what if I do this, then what? a n d  so on.
If you use a lot of GOTO commands in your programs, it
becomes difficult to work out afterwards where all these lumps
lead. Perhaps to other lumps which in turn T h i s  results in a
phenomenon known as spaghetti coding. Programs 'should' be
written with as few GOTO's as possible, and the extra commands
in TB make this possible. ALso, if  YOU can't understand your own
code, then what chance is there that anyone else will know what
you meant?!
Before I move on, I should point out that it is possible, in Turbo
Basic, to renumber a program. This is useful when you are
running out of lines and need to squeeze something in between,
say, lines 61 and 62. R E N U M  a, b, c will start renumbering
your program from line a, with numbers starting at b, and
increasing by c each time. So

RENUM 0, 10, 10 w i l l  renumber your entire program,
making the new version start at line 10, and all subsequent
lines 10 greater than the last.

As I was saying, it is often difficult to remember what you were
trying to do when you wrote a program, or what some other
programmer meant. It is a good practice to get into using REM
statements to add comments to your program. In this way, you
at least have some idea what is going on. If you have a bit of
program which sorts some data into order, include a line with a
R E M  saying so. In Turbo Basic, if  you type two dashes (--) after
a line number, and press Return, the computer will put in 30 '-'
signs. This is a special kind of REM, and is useful for separating
out bits of your program, to make it more readable.

10 q'OR L=I to 10
20 8=1 ,
4
1
30 PRINT L,
40 NEXT L

INDENTING
One way to make your code understandable is to indent your

program. This way, it  is easy to work out what bit of code refers
to which loop, and so on. For example, you will have, at some
time, used - 'OR loop in your Basic programs. Try typing the
followir4_ r a m  in Turbo Basic.

This is a bog standard Basic program, which prints out all the

numbers between I  and 10, along with their squares. Now type
LIST. Hey Presto! The code has been automatically indented.

10 FOR L=1 TO 10
20 S = L * L
30 P R I N T  L, S
40 NEXT L

As I'm sure you'll agree, this is easier to read, although it is a
rather trivial example. Imagine you had many nested FOR
NEXT loops, though, and the indented version is much easier to
read AND understand.

See? Turbo Basic AUTOMATICALLY does the indenting, and this
alone makes your programs more structured than their Akin
Basic counterparts. This is all very well, but TB offers many
control structures which indent the commands associated with
them, lust as the commands in each FOR NE X T loop above are
indented.

STRUCTURED COMMANDS

IF E L S E  E N D I F

The I F  command can be used as it is in Atari Basic. That is, IF
followed by a condition followed by a list of things to be done if
the condition is true. In Turbo Basic these commands, however,
have to be on the same line number. Not so, however, in Turbo
Basic. If you have a few commands to be done, then these can be
written on separate lines, by putting on the first line 'IF condi-
tion' o n  its own, Notice that the word 'THEN' does NOT appear
when using this form. ALL LINES after that point will then be
interpreted as being executed ONLY if  the condition is true, until
the program comes across a line with the command 'ENDIF'.
Take, for example, the following program in standard Atari
Basic.

5 M=5
10 FOR L=1 TO 10
20 PRINT L, M
30 IF L<5 THEN PRINT "L  IS LESS THAN 5"; M=M+1:
GOSUB 9000
40 NEXT L

9000 REM THIS IS A RATHER SILLY PROGRAM!!
9010 PRINT " L SQUARED IS " L " L
9020 RETURN

This could be rewritten in Turbo Basic as follows. Remember, the
tabs/spaces are generated by TB itself when the program is listed,
you don't have to type them

continued overleaf
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5 M = 5
10 FOR L=1 TO 10
20 P R I N T  L. M
30 I F  L<5
40 P R I N T  " L  IS LESS TRA NS
50 M = M + 1
60 P R I N T  L  SQUARED IS ",
70 E N D I F
80 NE X T L

So, as you can see, all the code between lines 30 and 70 is
indented, and is done if  L<5. The c ommand E N D I F  marks  the
end of  the code to be executed under the condit ion.  This method
allows you to do many  more commands  than the single line IF
found in Atari Basic. TB, however,  has more up it's sleeve. What
if  you wanted to do one set of  commands  if  the condit ion is met,
and another set otherwise? Normal ly ,  you would do something
like;

30 IF I.,<5 THEN
35 IF L>=5 M E N  PRINT " L IS NOT LESS THA N 5II

In Turbo Basic, this becomes :

30
40
70
72
74
78

IF L<5

ELSE
PRI NT ' L  IS NOT LESS THAN 511
PRI NT "SEE HOW MUCH EASIER IT ISI! "

ENDI F

It is ins tant ly  obvious which bit  of  code belongs to what .  The
ELSE c ommand is used on a line on its own,  instead of  the
ENDIF, t o say to the computer that  the lines f ollowing are to be
executed if  the test condit ion on the IF line was FALSE (In this
case if  L is NOT less than 5). When the lines wit h these alterna-
tive commands  are finished, you use the ENDIF statement to
fi nish the IF command.  So the generalised f orm is :

I F <c ondi t ion•
,
.

c o m m a n d  1
c om m a nd 2

ELSE
c om m a nd I
c om m a nd 2

ENDI F

with the ELSE being ent irely  opt ional.  I t  is ent irely  up to you
whether you want  to use the old type of  IF, or the new one. TB
doesn't force you to use the structured IF, but  gives you the
choice.
'Nest ing' is a powerful concept, whic h allows  IF E N D I F  blocks

to appear inside other IF.. ENDIF blacks, whic h can in turn be
inside other IF.. ENDIF blocks, and so on. This  is because the IF
ENDIF construct ion is treated as being a single block /command,
so things like

1 I F  A>5
2 B = B +  I
3 I F  B >I 0
5 P R I N T  " DE MO . "
6 C - C + 5
7 E N D I F
8 E NDE F

are quite possible. It is best to experiment  wit h this technique to
get to grips wit h it, rat her than take my  word for it.
In fact, the IF E L S E  E N D I F  construct ion is a structured way

of  think ing.  There is one entry point  to the IF statement, and
only  one exit  point  (ENDIFI. This  is preferable to jumping about
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all over the place, and get t ing totally  lost. Al l  the addit ional
cont rol structures follow this concept, and discourage the use of
the GOTO command.  They can also be nested and combined,
but more of this later.

REPEAT U N T I L ,  WH ILE  W E N D ,  DO L O O P

The FOR N E X T  loop is ideal for doing things a set amount  of
times. What  happens, however,  i f  you DON' T KNOW beforehand
how many  t imes you want  to go round a loop.  Suy, for example.
you want  to repeat a section of  code unt i l  the user enters the
number Oat the keyboard. The FOR N E X T  loop can't  help. as
you don' t  k now how many  t imes to loop!  I n  Atari Basic, you
would have to make use of  the dreaded GOTO command,  and as
we all now know,  this is UNSTRUCTURED! Y o u r  program would
look something like the f ollowing

10 I NPUT X
20 IF ) C0  THEN GOTO 50
30 Y =X "X
40 PRI NT Y, X
50 REM THIS IS WHERE THE GOTO COMES

Even wit h this  small example,  it  is not  ins tant ly  obvious what  is
done, and when.  The R E P E A T  U N T I L  construct ion
allows us to make this problem s impler.  The word REPEAT is on a
line on its own,  and all the code after this is executed unt i l  the
keyword UNTIL is encountered, The condit ion f ol lowing the
UNTIL is calculated, and if  it is f ound to be FALSE, the computer
exits the loop, and cont inues onwards.  Otherwise, the program
loops back to the first line after the REPEAT, and so the process
continues. For example :

10 REPEAT
20 I N P U T  X
30 Y = X ' X
40 P R I N T  Y, X
50 UNTI L  X=0

This says that  the code af ter the REPEAT Is executed UNTIL the
value of X is zero. See how muc h s impler this is to visualize, wit h
no jumps  AROUND code, as in the Atari Basic example.  Not ice
however that  the REPEAT U N T I L  loop calculates the condit ion
at the tail of  the loop - in other words, the code contained wit hin
the REPEAT and UNTI L commands  is always executed AT LEAST
ONCE, and the condit ion is not  tested unt i l  the end. So, in the
above example,  X is not  tested unt il AFTER the value of  Y is
calculated, and the PRINT statement executed. So, when the user
types 0, the values of  Y and X are STILL printed out  before the
loop terminates, unlik e the example using COTO. This  is not  a
failing,  but  is something you must  be aware of. REPEAT U N T I L
checks condit ions at the end of the loop, and always executes at
least once.
The construct ion W H I L E  W E N D  on the other hand,

checks its condit ion at  the beginning,  or head, of  the loop. I f  this
condit ion is found to be true, then the loop is executed, otherwise
it is exited. So, the loop is started wit h the c ommand WHILE
followed by a condit ion on a l ine on its own.  The commands
after this are then executed unt i l  the word WEND is encountered,
at  which point  the computer goes buck to the line containing the
word WHILE, and again evaluates the condit ion.  Unlike REPEAT

UNTIL, this  means that  the loop may  not  be executed AT ALL,
as the condit ion is checked FIRST.

10 I NP UT X
20 WHI LE  X<>0
30 Y - X • X
40 P R I N T  Y, X
50 I N P U T  X
60 WE ND
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The above code does EXACTLY the some as the example which
used GOTO. If you type 0 at the very start, the loop will not
execute, and nothing will be printed. Notice that I have had to
put an extra INPUT X command at line 10. I won't tell you why,
but, using what you know now, you should be able to work out
why it is necessary in this case.
So, now you have at your fingertips four structured commands:

I) The FOR NE X T loop, which is useful when you know how
many times you wish to go round a loop BEFORE you get
there.
2) The REPEAT UNTI L  loop, which is useful when you don't
know beforehand how many times you wont to execute a
loop, but want to do it at least once. Repeats UNTIL a
condition is true.
3) The WHILE WE N D  loop, which is similar to 2) except that
it calculates the condition BEFORE entering the loop. Repeats
WHILE a condition is true.
4) The IF_ (ELSE).. ENDIF construct, which allows you do do
certain things if as condition is true, and other things if  it is
false.

All of the above can be nested and combined, just like the
example I gave with the IF E NDI F construct.
It is up to you to decide which of the looping constructs to use,

but the above descriptions should enable you to use the one
which is best for the job. In addition, there is a another looping
construct. If you place the word DO on a line on its own, and
LOOP on a later line, then all commands between these will be
executed indefinitely - an infinite loop. This moy be useful in, for
example, a continuous demonstration program, which cycles ad
infiniturn. The command is made slightly more useful by the
addition of the keyword EXIT, This can be included in an IF
clause. The above example can then also be written as follows:

VISA

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.
Transdisk 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

Normal Price For XF551 Disk Drive
Normal Price For Transdisk

E149.99
E 19.95

Together Normally E 1 6 9 . 9 4

Transdisk IV Our Offer Price = E 1 6 5 . 0 0
Atari XF551 Disk Drive +

Inclusive o f VAT and Next Day Delivery

10 DO
20 D I P U T  X
30 I F  X=0 THEN
40 P R I N T  " EXITING.. •
50 F a r r
60 E N D I P
70 P R I N T  1
7
, X
80 LOOP

ROUNDING OFF
So there you have it - a brief description of the language, and
the structured commands available. I realise that the above may
be difficult to digest all at once, but persevere, and just spend
some time experimenting, until you get the hang of things. This
article is rather long, and I apologise if it appears over long. I
wanted to get across the basics(sic) of the language, and high-
light differences, for the benefit of complete beginners, whilst
giving something concrete for those already competent Basic
programmers to work on. I promise that the next article will be
shorter, and I hope to deal with subject of Procedures, as well as
covering some more commands unique to Turbo Basic.

If you have any queries, or wish me to talk about a certain
subject in a future issue, please do not hesitate to contact me at
the address at the foot of this article. I ' ll try and help, and try not
to cover the some ground as Mark Hutchinson in his previous
First Steps columns.

Wr i te  w i th your  requests,  suggesti ons a nd comments to
Cor don Camer on.  13 Mui r  Bank,  Scone,  Per thshi r e,
PH2 65Z,  SCOTLAND.  •
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I C y s
Jason Peasgood's program provides a custom writ ten
subroutine to redefi ne your
keyboard any way you choose

Have you ever wanted to redefine the keys on your Atari so that
each key can produce different ASCII characters? Maybe as part
of a program to ensure that only certain characters are used or
so that frequently used characters are easier to type? With this
program you can do just that. Each of the possible 159 different
key combinations available can be programmed to produce any
character you wish.
Some special characters available to you include 'cursor home',
'cursor bottom left', 'cursor to left margin' and 'cursor to right
margin'. These have ASCII values of 142-145 respectively.

GETTING STARTED

First of all, type in the program and save it on disk or cassette.
Now run the program and you will be presented with a table of
192 different characters. These characters are what is produced
on the screen when the letter on the left is pressed. The first
column is what is produced when the key is pressed in lower case
mode, the second column is what is produced when SHIFT is
pressed with that key, and the third column shows what is
produced when CONTROL and that key is pressed.

REDEFINING KEYS

Using Joystick 1 you can move the cursor around the table to the
character you want to change. When you are next to your
desired character simply press Othe new key combination you
want it to produce. So if you wanted to redefine the delete key to
produce a space you would direct the cursor to the delete symbol
and once there a press of the space bar will have redefined that
key.

OPTIONS

A press of the HELP key will present you with a screen showing
what to press to produce special characters like 'cursor home'
and 'keyclick toggle' as well as others like 'CAPS lock' and
'inverse toggle'.
Pressing START will access the save menu. This will save a

subroutine to disk, cassette or printer 'which you can use in your
own programs in LISTed format. So if you chose to save it to disk
you would enter it with ENTER "D:filename.ext". When this
subroutine is run the new keyboard you created will be installed.
The SELECT key allows you to install your new keyboard. If you

don't want a re-usable subroutine then this will immediately
install your new keyboard and end the program.
If you get into a bit of trouble using the program, or just wish to

start again, a press of the OPTION key will cancel everything
and start the program again from new
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E l  1  R E M
XT 2  R E M  *
RO 3  R E M  *
YR 4  R E M  *
Ec 5  R E M  *

D ESI GN ER  K E Y S
b y

J a s o n  P e a s g o o d

T WI T  A  ' S E  A N D  P R I N T  c R  m

I Z  6  R E M  *  P A G E  6  M AG AZ I N E  -  E N G L AN D  *
EU 7  R E M  * N M N N N K M K N N M N N N N X M X M
N X Maim 8  R E M
u z  l e  R E M
GU 2 0  D I M  KE Y S ( 1 5 0 2 ) , F M 5 1 1 5 1
HM 3 0  T R A P  1 3 8 0
YE 4 0  F O R  R = 1  T O  1 / 2
MZ 5 0  R E AD  A
LD 6 0  P O K E  1 5 3 5 4 * , A
LY 7 0  N E X T  R
LW 8 0  G R AP H I C S  0
F I  5 0  P O K E  7 1 0 , 7 0 : P O K E  7 0 / , 1 5 : P O K E  7 1 2 , 3 0

:P O K E  8 2 , 8 : P O K E  7 5 2 , 1 : P O K E  7 3 2 , 0
TO 1 0 8  F O R  * L I  T O  1 / 2
01  1 1 8  K E Y S E R , R ) =c H R S c P E E K ( 1 5 3 5 • R a l
,JH 1 2 0  N E X T  R
KI  1 1 0  P O S I T I O N  0 , 1
9  . * * *  
D p s a g n e
r  
T a b l

•  * * * .
I F  1 4 0  K ( Y S = 1 ;R E S T O R E
MR 1 5 0  P O K E  7 6 4 , 2 5 5
OM 1 5 0  F O R  R = 1  T O  4
VS 1 7 0  F O R  T = 1  T O  1 5
AO 1 6 0  R E AD  A l I F  A = 1 8 5  T H E N  2 0 8
CK 1 / 0  P O S I T I O N  1 1 R
-
1 3 * 1 8 ) + 2 , T + 4 1 7  
" % " I C
H

R SC A)
HO 2 0 0  A = A 5 C ( K ( Y S C K E Y S , K ( Y S ) ) :8 = A S C I E K E Y S (

KE Y S + 6 4 , K E Y S . 5 4 ) / :C = A S C C K E Y S C K E Y S + 1 2 8 ,
K E Y 5 . 1 2 8 ) )

MD 2 1 0  I F  4 = I 5 5  T H E N  A = 3 2
MG 2 2 0  I F  8 = 1 5 5  T H E N  6 = 3 2
OJ 2 3 0  I F  C = I 5 5  T H E N  C = 3 2
KE 2 4 0  P O S I T I O N  ( 1 1 1 - 1 ) * 1 8 ) 4 4 , T 4 . 4 ?  " ( " C H

I I S ( A ) ; "  ( . ; C H R S ( 1 5 ) ; "  ( " ; C H R S ( C )
NM 258 kev3=krvs41
KK 2 6 8  N E X T
J5  2 7 0  N E X T  R
WO 2 0 0  F O R  0 = 1  T O  3 1  S T E P  1 0
WM 2 9 8  P O S I T I O N  0 + 3 , 4 :
- ,  - M O M -JF S O O  N E X T  R
OY 3 1 0  P O S I T I O N  1 , 2 2 1 ?  • •
1
8  M O N O  4  
8  l e f t  
CHOW DOES IT WORK?

The program works by creating a new 192 byte keyboard table
in memory. This is where the computer looks to see what to print
on the screen when it detect a keypress. The first 64 bytes are the
lower case codes, the next 64 are shifted code and then come the
64 control codes.
The subroutine that is saved by the program puts the new
location of the table at the start of page 6, but you can move this
anywhere you like, as long as you are careful not to erase it. If
you do relocate it you must alter the keyboard pointer at location
121/122. The pointer here is stored in 1_513/MSB format, so POKE
121,0:POKE 122,6 will point to location 1536
(PEEK(121)+PEEK(122)•2561,

1



L e f t  r R . g h t  r  C l i c k "
ZO 3 2 8  X = 3 : Y = 5
VU 3 3 8  R E M
sP 3 4 0  C O L O R  1 5 9 : P L O I  N . Y
BY 3 5 0  X I = X : Y 1 = Y
I D  3 6 0  5 = 5 T / C K T O )
1001 3 7 0  I F  P E E K ( 7 6 4 ) 0 2 5 5  T H E M  6 0 5 1 1 0  5 4 0
TX 3 8 0  I F  P E E K ( 5 3 2 7 9 ) = 6  T H E N  6 0 5 0 8  1 6 5 0 1 6

OTO 8 0 0
VW 3 1 0  I F  P E E K T 5 3 2 7 1 ) = 5  T H E N  G O S U B 1 6 5 8 : G

OTO 1 2 4 0
PP 4 0 0  I F  P E E K ( 5 3 2 7 9 ) = 3  T H E N  G O 5 U 8  1 6 5 0 : R

UN
AA 4 1 0  I F  P E E K ( 7 3 2 ) = 1 7  T H E N  G O SU O  1 6 5 8 : G O

TO 1 0 8 0
R I  4 2 0  X = X e ( S = 5  O R  S = 0  O R  5 = 7 )
-
( 5 = 1  O R  5 =

1 8  O R  5 = 1 1 )
AE 4 3 0  I F  X ) 3 9  I H E N  1 1 =0
YO o o s  I F  X C O  T H E N  ) 1 =3 9
KY 4 5 8  I F  N O T  1 ( X = 3 ) . 1 ( X = 5 ) . ( X = 7 ) 4 ( X = 1 3 ) *

1 X = 1 5 1 4 ( X = 1 7 ) . ( X = 2 3 ) . 4 ( X = 2 5 ) 7 ( X = 2 7 ) 7 - ( X =
3 3 1 + ( X = 3 5 ) 7 ( X = 3 7 ) )  T H E N  4 2 0

PG 4 6 0  Y = Y e ( S = 5  O R  3 = 9  O R  5 = 1 3 ) - ( 5 = 6  O R  S
=1 0  O R  5 = 1 4 )

UC 4 7 0  I F  Y ( 5  T H E N  Y = 2 0
OF 4 8 0  I F  .
1 1 ) 2 8  
T H E N  
Y =
5

TO 4 9 0  I F  X . 1 =X  A N D  Y I = Y  T H E N  3 4 8
ME 5 0 0  SO U N D  0 , 2 5 5 , 1 0 , 1 5 :S O U N D  1 , 1 8 , 1 2 , 4
DM 5 ' 0  S O U N D  0 , 0 , 0 , 0 : 5 0 U N D  1 , 0 , 0 , 0
SC 5 2 0  P O S I T I O N  X L , Y 1 . : ?
OC 5 3 0  G O T O  3 4 0
11( 5 4 0  R E M  M I E W I n g R a 2 E .
Po 5 5 0  O P E N  1 1 1 , 4 , 0 , " K t "
CH 5 6 0  G E T  8 1 , A
TG 5 7 0  F O R  0 = 1 5  T O  0  S T E P  -
0 . 7TT 5 0 0  S O U N D  0 , 2 5 5 f 1 0
7
1 ) , 1 0 . 0
MC 5 9 0  SO U N D  0 , 1 8 , 1 0 , 1 1
J I  6 0 0  N E X T  R
NW 6 1 0  P O S I T I O N  X + 1 , Y :
7  " ‘ " ; C H R S ( A )GM 6 2 0  I F  A = 1 5 5  T H E N  P O S I T I O N  x + 1 , Y 1
,

M AI N  L O O P

NE 6 3 0  I F  X = 3  T H E N  5 T = 8
I O  6 4 0  I F  X = 5  T H E N  5 1 = 6 4
21( 6 5 0  I F  1 ( =7  T H E N  S T = 1 2 8
O1  6 6 0  I F  N = 1 3  T H E N  5 1 = 1 6
CV 6 7 0  I F  N = 1 5  T H E N  5 T = 8 0
VP 6 8 0  I F  X = I 7  T H E N  5 ' 1 =1 4 4
AM 6 9 8  I F  1 5 =2 3  T H E N  5 1 = 3 2
15 7 0 0  I F  X = 2 5  T H E N  5 1 = 9 6
TO 7 1 0  I F  1 1 =2 7  T H E N  5 1 = 1 6 0
GO 7 2 0  I F  1 ( =3 3  T H E N  5 1 = 4 8
OW 7 3 0  I F  X = 3 5  M E N  S T = 1 1 2
AK 7 4 8  I F  X = 3 7  T H E N  S T = I 7 6
ZE 7 5 0  P O K E  1 5 3 6
7 -
5 1
7
( Y
-
5 ) , 4

RF 7 6 0  K E Y S ( ( S T + C Y
-
5 2 )
4
1 , ( S T • ( Y
-
5 ) ) . 1 ) = C H

PS  I A)
LA 7 7 8  C L O S E  1 1 1
ZT 7 8 0  R ET U R N
SN 7 9 0  R E M
RE 8 0 8  7
KL 8 1 0  P O S I T I O N  8 . 1 1 ?  " R R *  D e s i g n e r  T a b ]

e s m * n v
JN 8 2 0  P O S I T I O N  2 , 3 1 ?  " I n p u t  D e v i c e : F i l e n

a n e . E x t . "
PM 8 3 0  P O S I T I O N  2 , 7 ; ?  " P r e s s  R E T U R N  t o  e x

I t . "
JK 8 4 8  P O S I T I O N  2 . 5 t ?  " - - ) " ; : I N P U T  8 1 6 , F N

PR 8 5 0  I F  F N S = '  T H E N  6 0 T O  1 0 5 0
01 8 6 0  P O S I T I O N  2 . 9 : ?  " I n p u t  F i r s t  l i n e  n

A.  - -
) " ; ;
I N P
U T  
1 8
1 8
, L
I N
E

PX 8 7 0  P O S I T I O N  2 , 1 1 : 7  " I n p u t  I n c r e m e n t  -
-
)
"
;
:
I
N
P
U
T  
U
1
6
,
I
N
C

BH 8 8 0  O P E N  8 1 , 8 , 0 , E N S
VP 8 9 0  8 1 : 1 I N E ; "  F O R  0 = 1 5 3 6  T O  1 7 2 7 ! R E A

D A : P O K E  0 . 0 : N E X T  R "
IW 9 0 0  L I N E = I I N E + / N C
JO 9 1 0  ?  R I ; I I N E ; "  P O K E  1 2 1 , 0 : 0 0 K E  1 2 2 , 6 "
JA 9 2 0  L I N E = L I N E + I N C
HR 9 3 0  D = I 5 3 6
XX 9 4 0  F O R  R = I  T O  2 4
SN 9 5 8  1 4 1 : L I N E :
.  D A T A  
" )
T I  9 6 0  F O R  T = 1  T O  7
CH 9 7 0  N = P E E K ( D )
SK 9 8 0  ,  1 :1 1 :1 1 1 ;", ":
05  9 9 0  D =D 4 - 1
JG 1 0 0 0  N E X T  T
I C  1 0 1 8  N = P E E K ( D ) :
,  U 1 ; 0 1Z I  1 0 2 0  L I N E = I L I N E f / N C :D = 0 . 1

Oe„c/l/ref l r e f e
I T  1 0 3 8  N E X T  R
MU 1 0 4 8  C L O S E  R I
LI
,  
1
8
5
0  
?  
"
R
.

OU 1 0 6 0  G O T O  1 3 0
GM 1 8 7 0  R E M

LO 1 0 8 0  7
714 1 0 9 0  P O S I T I O N  8 . 1 . : ?  " * * *  D e s i g n e r  T a b

l e s  * * * "
R I  1 1 0 0  P O S I T I O N  1 5 , 1 : 7  " H e l p  S c r e e n "
Bo 1 1 1 6  P O S I T I O N  2 , 5 : ?  " P r e s s  ( S T A R T )  t o

s a v e  s u b r o u t i n e . "
5 0  1 1 2 0  P O S I T I O N  2 , 7 : 7  " P r e s s  ( S E L E C T )  t o

i n s t a l l  k e y b o a r d . "
VY 1 1 1 6  P O S I T I O N  2 , 9 : 7  " I N V
-
C T R L
-
N  T O 6  
i s

c u r s o r  h o m e . "
OW 1 1 4 0  P O S I T I O N  2 , 1 1 : 7  " I N V - C T R L - 0  ( 4 I 1

s c u r s o r  t o  b t m
-
l e f t . "

JO 1 1 5 0  P O S I T I O N  2 , 1 3 ) 7  " I N V - C T R I - P  T E D  i
s c u r s o r  t o  l e f t . "

YM 1 1 6 0  P O S I T I O N  2 , 1 5 : 7  " I N V - C T R L - 0  a m ]  i
s c u r s o r  t o  r i g h t . "

NJ 1 1 7 0  P O S I T I O N  2 , 1 7 : 7  " I N V
-
C T R L
-
I  a m  i

s k e y c l i c k  T o g g l e . "
UP 1 1 8 0  P O S I T I O N  2 , 1 9 : 7  -  I n v e r s e  t O g g

l e  1  -  C A P S  t o g g l e . "
EG 1 1 9 0  P O S I T I O N  2 , 2 1 1 ?  "1 2  -  C A P S  l o c k

-  C t r l  k e v  l o c k . " ;
F1I 1 2 0 0  P O K E  7 6 4 , 2 5 5
WA 1 2 1 0  I F  P E E K ( 7 6 4 1 0 2 5 5  T H E N  P O K E  7 3 2 . 0

:?  " R . : P O K E  7 6 4 , 2 5 5 :G O T O  1 3 8
OJ 1 2 2 0  G O T O  1 2 1 0
C6 1 2 3 8  R E M
11J 1 2 4 0  G R AP H I C S  0
MC 1 2 5 0  P O K E  8 2 „ 2
RC 1 2 6 0  : ?  " N E W  KE V D 0 AR D  I N S T A L L E D . "
TG 1 2 7 0  P O K E  1 2 1 . 0 : P O K E  1 2 2 , 6 : P O K E  7 0 2 , 6 4
FP 1 2 8 0  E N D
CA 1 2 9 0  R E M
KW 1 3 0 0  7
ZE 1 3 1 0  P O S I T / O N  8 , 1 : ?  " * * *  D e s i g n e r  T a b

l e g  K m * •
OH 1 3 2 0  P O S I T I O N  2 , 3 : 7  " E r r o r  U  ", :P E C K( 1 1 :

5 ) ; "  h a s  o c c o r e d . "
XP 1 3 3 0  P O S I T I O N  2 , 5 : 7  " P r e s s  a n y  k e y  t O

c o n t i n u e . "
NB 1 3 4 0  C L O S E  t u t
NO 1 3 5 0  T R A P  1 3 0 8
GP 1 3 6 0  P O K E  7 6 4 , 2 5 5
PG 1 3 7 0  I F  P E E K ( 7 6 4 ) ( > 2 5 5  T H E N  ?  " R " : G O T O

1 3 0
sP 1 3 0 0  G O T O  1 3 7 0
GC 1 3 9 0  R E M
XS 1 4 0 0  D A T A  1 0 8 , 1 0 6 , 5 9 , 1 2 8 , 1 2 8 , 1 0 7 , 4 3 , 4 2
JT  1 4 1 0  D A T A  1 1 1 , 1 2 8 , 1 1 2 , 1 1 7 , 1 5 5 , 1 8 5 , 4 5 , 6

G0 1 4 2 0  D A T A  0 6 , 1 2 0 . 9 1
0
,
1 2 0 . 1 2 0 , 9 8 , 1 2 0 , 1 2 2

I J  1 4 3 8  D A T A  5 2 , 1 2 8 . 5 1 , 5 4 , 2 7 , 5 3 , 5 8 . 4 9
Gf  1 4 4 0  D A T A  4 4 , 3 2 , 4 6 , 1 1 0 . 1 2 8 , 1 8 / , 4 7 , 1 2 9
AX 1 4 5 0  D A T A  1 1 4 , 1 2 8 , 1 0 1 , 1 2 1 , 1 2 7 , 1 1 6 , 1 1 9 ,

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

97
SP 1 4 8 0  D A T A  7 6 , 7 4 , 5 8 , 1 2 8 , 1 2 8 , 7 5 , 9 2 , / 4
AU 1 4 1 0  D A T A  7 9 , 1 2 8 , 8 0 , 0 5 , 1 5 5 , 7 3 , 9 5 , 1 2 4
JV 1 5 0 0  D A T A  8 6 , 1 2 8 , 6 7 , 1 2 0 . 1 2 8 . 0 6 , 0 0 , 9 0
I C  1 5 1 0  D A T A  3 6 , 1 2 0 , 3 5 , 3 0 , 2 7 , 3 7 , 3 4 , 5 3
MC 1 5 2 0  D A T A  9 1 , 3 2 , 9 3 , 7 8 , 1 2 8 , 7 7 , 6 3 , 1 2 9
OF  1 5 3 0  D A T A  8 2 , 1 2 8 , 6 9 , 8 9 , 1 5 9 , 8 4 , 0 7 , 0 1
LE 1 5 4 0  D A T A  4 8 , 1 2 8 , 4 1 , 3 1 , 1 5 6 , 6 4 , 1 2 5 , 1 5 7
CA 1 5 5 0  D A T A  7 0 , 7 2 , 6 8 , 1 2 8 , 1 3 1 , 7 1 , 0 3 , 6 5
MK 1 5 6 0  D A T A  1 2 , 1 0 , 1 2 3 , 1 2 8 , 1 2 8 , 1 1 , 3 0 , 3 1
L I  1 5 7 0  D A T A  1 5 , 1 2 8 , 1 6 , 2 1 , 1 5 5 , 9 , 2 0 , 2 9
.eF 1 5 8 0  D A T A  2 2 , 1 2 8 , 3 , 1 2 8 , 1 2 8 , 2 , 2 4 , 2 6
SK 1 5 9 0  D A T A  1 4 2 , 1 2 8 , 1 3 3 , 1 4 4 , 2 7 , 1 4 3 . 2 5 3 , 1

28
JG 1 6 0 0  D A T A  0 , 3 2 . 9 6 , 1 4 , 1 2 0 , 1 3 , 0 , 1 2 9
ZO 1 6 1 0  D A T A  1 0 , 1 2 0 , 5 , 2 5 , 1 5 8 , 2 8 , 2 3 . 1 7
CH 1 6 2 0  D A T A  0 , 1 2 8 , 0 , 1 4 5 , 2 5 4 , 1 3 7 , 1 2 5 , 2 5 5
LA 1 6 3 0  D A T A  6 , 0 , 4 . 1 2 8 , 1 3 2 , 7 , 1 9 , 1
I E 1 .6 4 0  R E M  M OM M OAM

AK 1 6 5 0  F O R  I t = 1 5  T O  8  S T E P  - 1
XF 1 6 6 0  S O U N D  0 . 2 5 5 , 1 0 , 1 1
XE 1 6 7 0  S O U N D  1 , 2 5 4 , 1 8 , R
JU 1 6 8 0  N E X T  R
I J  1 6 9 0  S O U N D  8 , 0 , 8 , 0
HW 1 7 0 0  SO U N D  1 , 0 , 8 , 0
AO 1 7 1 0  R E T U R N  •

I H ELPT -  I 5 P  A Y  I N F O R M AT I O N

ERRORS

KEYBOAR D  D A T A
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BEGINNER'S BASIC

MODE SCREEN SIZE COLOURS

3 With text window 4 0  x 20 4
No text window 4 0  x 24

4 With text window B O  x 40 2
No text window 8 0  x 48

5 With text window 8 0  x 40 4
No text window 8 0  x 48 6

6 With text window 1 6 0  x 80 2
No text window 1 6 0  x 96

7 With text window 1 6 0  x 80 4
No text window 1 6 0  x 96

GETTING TO GRIPS WITH
GRAPHICS
Were starting Intermediate-level programming this issue, with a
close look at the colour 'map' modes - Graphics 3 to Graphics 7.
Although these are programmed in Basic, like the text modes 0
to 2, they behave quite differently - it's almost like having a new
computer to play with. If  you've followed the series in the old
Atari User, you should have no difficulty adapting to the new
rules.
Start by typing GRAPHICS 3 and hit Return. The screen splits

into two, with 'READY' printed in the lower window, lust as it did
in Graphics 1 and 2. So for so good, but now try printing
something in the Graphics window:

What happens? You get a couple of small coloured squares at
top-left of the screen. Not a letter in sight! Changing the letters
from upper to lower case, or from normal to inverse has no effect
- the same orange and blue squares appear. This is lesson
number one: you can't send text characters to the graphics
window in modes 3 to 7.
The computer treats the graphics window as a grid of dots, or

'pixels'. You can switch these pixels on or off, and make them
different colours, so it's possible to construct patterns or pictures.
Before we look at a typical drawing program, let's examine the
screen layout and the Basic commands involved.

The five map modes all work in substantially the same way; the
differences between them lie in the number and size of pixels,
and the number of colours available. Table 1 shows all the
relevant information. Yo u ' ll see that, although there are five
colour registers inside your Atari, the map modes can use only
four of them at most, and one of these must be the background
colour,
Now, how can we turn a pixel on or off, and change its colour?

The theory is fairly straightforward: first we specify the desired
colour, using the COLOR command, then we print a pixel of that
colour at the desired co-ordinates, using PLOT. But confusion
starts to creep in when we try to make sense of the COLOR
ommand, used in this new way.

Table I: Screen characteristics in the -
m a p  m o d e s
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Len Golding continues his
series from Atari  User

wi th  a look at  programming
in Graphics modes 3 to 7

The best advice is to forget you ever encountered COLOR before,
and treat it as an entirely new command which has nothing to
do with text characters. In the five map modes, COLOR simply
tells the computer which colour register to use when it plots the
next pixel. For example:

10 GRAPHICS 3
20 COLOR 1 : 1
3
1 O T  
2 0 , 9

This gives you a small orange square roughly in the middle of
the screen - column 20, row 9. If you change line 20 to select
COLOR 2, the square will he yellow. COLOR 3 turns it blue, and
COLOR 0 erases it by turning it the same colour as the back-
ground. Numbers greater than three will select one or other of
the four available colours, but it can be a bit tricky to forecast
which one will emerge, so it's best to stick to the recommended
range: 0 to 3.
Now you might expect that COLOR I would select the colour

stored in register l
o  
C O L O R  
2  
w o u l
d  
u s
e  
r e g i
s t e r  
2  
a
n
d  
s
o  
o
n
,  
b
u
t

for some unfathomable reason it ain't so. Instead, COLOR 1, 2
and 3 access registers 0, 1 and 2 respectively, register 3 cannot be
accessed in any of the five map modes and COLOR 0 selects
register 4! If you find this confusing, loin the club. The only way
to get things straight is to play around for a while.
Table 2 may help: it shows the registers which are available in

each of the map modes, their default colours and the COLOR
number which selects each register. For example if  you want to
plot a blue pixel at top-left of the screen (co-ordinates 0,0), you
would select register 2, using the COLOR 3 command:

COLOR 3:PLOT 0,0

The registers can be made to contain any colour you like, using
the SETCOLOR command which we covered in part 5. For
example:

SETCOLOR 1,0,12

will change the contents of color register 1 from yellow to white.
To plot a white pixel at top-left of the screen, you would now use:

COLOR 2: PLOT 0,0

Why COLOR 2 not COLOR I? I f  you're not sure, go back and
read the last few paragraphs again. Once you understand the
principle, try erasing the white pixel by plotting the background
colour over it.



TIME FOR  A PROGRAM!

MODE REGISTERS
AVAILABLE

DEFAULT
COLOUR

'COLOR No.
TO SELECT
REGISTER

0 Orange 1
3.5 1 Yellow 2
7 2 Blue 3

4 • Black 0 •

4,6 0 Orange 1
4 • Black 0 •

'Contr ol s the background colour

Now let's have some fun. Is there an Etch-a-Sketch in the house?
Send it back and use Program I  instead - it will do everything the
toy can do, and much more, in full living colour.
Since we're now working at intermediate level, there's no need
to keep our programs to their most simple and rudimentary
form. Program 1 therefore contains a few little extras which
make it easier and more friendly. The text window messages
remind you which keys to press for the various options, and
remind you which colour register you're currently using. As well
as the three foreground colours, the program gives you 'pen-up',
erase and screen clear facilities.
We start by dimensioning four strings to hold the text messages:
'Orange', 'Yellow', 'Blue' and 'Erase'. Then we set up the
Graphics mode. We've chosen mode 5, to give the best comprom-
ise between resolution and ease of use. Very small children might
be happier in mode 3, while experienced older users will prob-
ably prefer mode 7. It's easy to change the mode - just alter line
30 to suit the new screen boundaries, and insert a new starting
position at line 40.
Line 50 needs some explanation, since we've not come across
address 764 as yet. This address holds a number corresponding to
the last keyboard key pressed. If you press '1', the number
returned is 31, while '2', '3' and '0' give you 30, 26 and 50
respectively. Line 50 simply intitialises the values for K (Current
key pressed), K1 (Previous key pressed) and C (Colour register
currently in use), to ensure that the program starts off in Erase
mode. Line 60 then prints the messages in the text window.
Lines 70 to 90 contain the familiar Boolean joystick routine, and
line 100 reads address 764 to see which key was last pressed. l i l t
 was the letter 'C' (keycode 18), then the screen is cleared and the
program starts again from scratch. Otherwise the keycode is
converted into a number from 0 to 3 by the Boolean statement at
line 120. Note that any key other than '1', '2', '3 ' or 'C' will select
the erase mode, by setting the value of C to zero.
Line 130 checks whether you've selected a new colour; if  so. it
calls subroutine 200 to re-print the text window, highlighting the
appropriate option_ Lines 140 and 150 do the actual drawing on
creen_ If the joystick trigger is not pressed, the pixel is plotted
permanently in its desired colour. lithe  trigger is pressed, then
we use our usual technique to move without disturbing the
picture - this is 'pen-up' mode.
Line 160 simply ensures that the 'cursor' pixel will remain visible
even in Erase mode, by making it orange. A short time delay is
introduced at line 180, which slows down the drawing speed and
makes it easier for small children to handle. You can change the
value of W, or eliminate line 180 entirely, if  you wish.
The subroutine at line 200 handles the text messages. If you

decide to change the default colours, using the SEICOLOR com-
mand, you should also alter these messages to avoid confusing
the user!

The program is raelly just a starting point. Try to add things
that you may have learned from other articles and create a
program that is yours. In future issues I will give you more
programming hints so that you can build up your own programs
more effectively. See you again!

NO 1  R E M
NJ  7  R E M  *  D e - L u x e  E t c h - a - S k e t c h
Z5  3  R E M  *  b y  L e n  G o l d i n g
5 0  4  R E M  *
KB 5  R E M  *  P A G E  6  M AG AZ I N E  -  E N G L AN D  *
WI  6  R E M
N O 9  R E M
OM 1 0  D I M  A 5 c 1 8 1 , 8 5 ( 1 0 ) , C 5 C 1 0 ) , D 5 ( 1 0 ) : R E M

S t r i n g s  t o  h o l d  ' m o d e
.  M e s s a g e sGZ 2 0  G R A P H I C S  5 : P O K E  7 5 2 . 1 : R E M  S e l e c t  G r

a p h i c s  m o d e  a n d  t u r n  o f f  ' t h e  t e x t  w i n d
ow c u r s o r

HZ 3 0  X M AX =7 1 0 , :X M I N =8  : vm AX =3 9  : Y M I N =0  : R EM  5
e t  s c r e e n  b o u n d a r i e s  t o  s u i t  G r a p h i c s
mode  5

OF 4 0  X 7 - 4 0 :V = 2 0 :R E M  " C u r s o r "  p i x e l ' s  s t a r
t i n g  P O S i t . o n

EC 5 0  C = O : K = 5 0 : K I = K : P O K (  7 6 4 , K : R E M  I n i t i a
l i s e  i n  E r a s e  m o d e

V I  6 8  G O S U B 2 0 0 : R E M  P r i n t  i n t i a l  m e s s a g e s
. n  t e x t  w i n d o w

D I  7 0  5 = P E E K C 6 3 2 ) :R E M  R e a d  j o y s t i c k  a n d  c
a l c u l a t e  n e w  " c u r s o r "  p o s i t i o n :

LL 0 0  X I = X + C C 5 = 5  O R  5 = 6  O R  5 = 7 )  A N D  ( X C X M
A X ) ) - C ( 5 = 1
,  O R  
5 = 1
0  
O
R  
5 =
1 1
)  
A
N
D  
C
X
>
X
M
I

4 ) )
JG 9 8  Y I = V + C ( 5 = 5  O R  5 =5
1  O R  5 = 1 3 )  
A N D  
C Y C V

M A X 1 3
-
( C 5 = 6  
O
R  
5 =
1 0  
O
R  
S
=
1
4
)  
A
N
D  
C
V
)
V
M

I N ) )
VZ  1 0 0  K = P E E K C 7 6 4 1 :R E M  R e a d  k e y b o a r d  t o  s

e e  w h i c h  c o l o u r  i s  r e q u i r e d
5 5  1 1 0  I F  K = I 8  T H E N  G O T O  2 0 : R ( M  . C .  C l e a r

s t h e  s c r e e n  a n d  s t a r t s  a g a i n
RF 1 2 0  C = 1 * C K = 3 1 ) + 2 * ( K = 3 0 ) + 3 1 4 ( K = 2 6 ) :R E m  c

o n v e r t  k e y c o d e  i n t o  a  c o l o u r  r e g i s t e r
n u m b e r

AR 1 3 0  I F  K O K I  T H E N  G O S U O  2 0 0 : K I = K
ZO 1 4 0  I F  5 T R / G C 0 ) = 1  T H E N  C O L O R  C : P L O T  H .

V :G O T O  1 6 0 : R E M  P l o t  t h e  c o l o u r  i f  t r i g
g e r  i s  n o t  p r e s s e d

HP 1 5 8  COLOR 0 : P LO T M . T : R E M  O t h e r w i s e  g o
i n t o  ' p e n - u p '  m o d e

I N  1 6 0  I F  C = 0  T H E N  C = 1
MR 1 7 0  L O C A T E  X I . V 1 , 0 : C O L O R  C : P L O T  N i , e l t

M = x 1 : e z y l
JT  1 0 0  F O R  M = 1  T O  5 0 : N E X T  1 4 :R E M  S h o r t  t i p .

•  d e l a y ,  t o  r e d u c e  d r a w i n g  s p e e d
SC I V O  G O T O  7 0
T I  2 8 8  A S = " O r a n g e " : 1 5 $ = " V e 1 l o w • : C 5 = • 6 l u e " :

D S = " E r a s e "
NB 2 1 0  I F  C = I  T H E N  4 6 = '
TB 2 2 0  I F  C = 2  T H E M  O S M I N I C E "
I J  2 3 8  I F  C = 3  T H E N  C S="0 1 1 1 M g "
TX 2 4 0  I F  C = 8  T H E N  e S 1 A 2 0 0 4 4 -
VIC 2 5 0  ?  C H R S ( 1 2 5 ) :R E M  C l e a r  t e x t  w i n d o w
MJ 2 6 0  ?  " 1 = " ; ( 1 5 ; "  2 = " : 8 $ ; "  3 = " ; C S ; "  0

=":1 :1 5
I t  2 7 0  ?  : ?  " T R I G G E R = ' P e n
-
u p '  C = C l e a r

S c r e e n "
ZO 2 8 8  R E T U R N

OR AN GE OP

•

Table 2: Using colour in the 'map modes
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a fun program which will give you a number of assign-
ments each starting from a random airport with three

other airports have to be visited in the allotted time.
The schedule is output to a printer, any Epson compatible

should work with this listing but the printer codes may be
changed or deleted for any other printer. If you don't own a
printer the information is also displayed on screen for you to
make a copy by hand but it will be necessary to delete the
[PRINT statements or make them into REM statements. The
printout gives the following information:

M A P  A R E A  and a random wind factor.
C I T Y  a n d  A I R P O R T  followed by the North and
East co-ordinates.
F / T I M E  - the estimated flight time in minutes to the
next airport on the schedule.
T / O F F  - departure time. The first airport departure
always starts at 8.03 am. This gives you just enough time
to set the NAV radio, VOR and check what heading will be
needed.
The last column is for you to write in the actual time you

take off in order to compare flight times.

If you land at the next airport in the allotted time you will have
just 2 minutes to reset your radios and check your destination on
the map. If you arrive early, you may even have time for a quick
coffee in the airport lounge! The 1/OFF time at the final airport is
really the actual LANDING time, so you must be down and
stationary on this runway by this time to complete the adven-
ture.
The times are reasonable providing you manage to land at first

approach. Some of the closer destinations may be a bit tight but
you should make up some time on the longer journeys. There
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pa. CNIC480 ARIA am i f 0 0 - 2 0 8  f  347

CITY C O M M  N O R T H  EAST M I M E  TiOFF ACTUAL

Chicago  L a o s i m g  Mimi  1 7 0 4 9  11447 2 7  6 . 0 1
ELT SODDING GUEST ta  Aurora

Aorora  A u r o r a  Muni  1 7 1 1 2  18383 7 3  8 . 3 2
DELIVER VALUSILE OEDS to N icht°

Chicago  M e r r i l l  CAW,'
VIP CHARTEMED FLINT to Jabot

17188 18671 l i  8 . 3 7

Joliet  J o )  i t  Park D istrict   1 7 0 1 6  16490 0 0  9 . 1 4

[

D I S K  B O N U S :  Thi$ issue's disk contains a
bonus program similar to the listing here but based on the
Scenery Disk No.?. I f  you are a Fl ight Simulator  fan don't
forget to get a copy! See page 39 for order details,
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Les Howarth  presents
a program to calculate

random assignments for
Flight Simulator I I  and also
an adventure for those who

have Scenery Disk 7

should be no need to go flat out all the way to keep to schedule,
hut if you want to alter the timing then experiment with the
division calculation on line 340.

CUSTOMISING THE PROGRAM

The program provided is for the standard rSII program but may
be changed to suit other scenery disks. It is only necessary to
replace the DATA from line 1000 onward. There must be only
one airport for each line of DA I A as the program will count the
lines of DATA to find out how many destinations are available.
The maximum and minimum distances between selections is
restricted to reasonable times by DMAX and DMIN so if you
want some longer journeys, increase DMAX. At the present, the
longest flight times are about 45 minutes,
To increase the number of flights per assignment needs a little

more work. Two arrays will need re-dimensioning. 1OB array is
set to 4 ports and holds the NORTH/EAST co-ordinates, Change
the 4 to the number you require. T(4) array is used to store the
random selections. This array is checked at line 160 to make sure
the same destination is not selected twice, otherwise you may
have to take off and land at the some airport. The loops needing
adjustment are at lines 100, 140. 160, and 300. Note also the
second statement on line 310. If 1=4 is looking at the last airport,
it can jump past the flying time calculation. This check is
repeated on line 440 to jump past the job selection.
The adventure creator should give you even more entertainment
from an already compelling program.

m0 1  R E M  w h a u c w w w w w w * * * * * * * * * * * * * * * * * * * *
I R  2  R E M  *  F L I G H T  AS S I G N M E N T  C R EAT O R  i t
FF I  R E M  *  f o r  F L I G H T  S I M U L AT O R  I I  *
UV 4  R E M  *  b y  L e s  H o w a r t h
SR 5  R E M  *
KC b  R E M  *  P A G E  6  M AG AZ I N E  -  E N G L AN D  *

? R E M  Amewbahamthwatwal-wwwwwwwwhhataHaataHeRat
MK 8  R E M
JV 1 0  D I M  A 5 1 8 2 J , A P S ( 3 0 ) , C I T Y S ( 1 0 ) , C T S ( 1 8

) , D OC 3 1 1 9 7 , 1 1 L OC 2 1 2 .L M O( M 2 ) , M SC 5 7 , T OC 2 G, J
0 1 5 ( 4 , 2 ) , 1 ( 4 )

PU 2 0  A M ( I ) .
-
• • : A S ( 0
2 )
.  . S A
S ( 2 ) .
7 A S : A
S = "
w

FG 1 0  R E S T O R E  S O O :R E A D  A S
Zit 5 0  T R A P  7 0 :R E S T O R E  5 5 0 + N D * 1 0
HD 6 0  R E AD  C I T V S :N 0 = R 0 + 1 :G O T O  5 0
NH 7 0  M D = N D
-
1 : D I M  
R E J C N A
) : D M O R
.
4 1 8 : D M
I N = 1

0 0 :T R AP  4 0 8 8 8
KM S O  K A S  ” . 1 _ M S C 1 6 .
-

=. .
" — " : L I S 0 0 O 2 2 7 . "
—
" : 1 A S S C 2 7 = L M S

DM 9 9  R E M  i g N I T E T I O r n i r r a l l
OR 1 8 8  F O R  I n l  T O  4 : I C I S = 0 : N E K E  I i F T : 4 0 3 :

0 5 S 7 3 . 7 6 2 = ” “ : 1 P R I S I T  C H R S ( 1 8 )
RX I L O  B = I N I C N D * R N D ( 0 ) + 1 ) :R E S T O R E  1 .1 0 4 .8 * 1

0



I V  1 2 8  R E AD  C I T T S , A P S , N , E :J 0 1 1 1 1 . 1 ) = N :J O 9 C
1 . 2 ) = E : T ( 1 ) = 8

VK 1 2 2  C = I N I ( I I * R N 0 ( 8 ) . 1 ) :R = I N T 1 3 6 8 4 . R N D C O
1 1 :D S = S I R S ( 6 ) :D S ( I E N C D S 1 4 . 1 ) = "k t s " :M S = S
T A S C R T :P I S I L E N ( H S ) + 1 1 ="' "

RY 1 2 5  A S 1 6 8 , 6 4 1 = " 1 4 I N D
-
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NO 1 4 8  F O R  I = 2  T O  4
OA 1 4 5  F O R  G = I  T O  N D :R E J ( G ) =1 1 :N E X T  G
FiD 1 5 8  R =I N T I E N D e R N D C 8 1 4 1 ) :F =0 :I F  R EJ1 1 1 1 =1

THEN 1 5 8
vB 1 6 8  F O R  A l  T O  4 : I F  T I T AT =it  T H E N  F = 1 : 0 =

4
GS 1 7 0  N E X T  A : I F  F = I  T H E N  1 5 0
ZU 1 8 8  R E S T O R E  9 9 8 .R * 1 8 :1 T E AD  C I T Y S , A P S , N ,

ON 1 9 8  I F  4 8 5 1 N
-
J O B C I - 1 , 1 2 1 )
0 1 4 4 X  
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J
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-
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-
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-
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ED 2 2 0  I F  A B S C E
-
J 0 8 1 I - 1 , 2 1 )
( D M M N  
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F =
1

THEN 9 E J ( 1 1 ) = 1 :F = 8 :G 0 T O  1 5 8
JU 2 3 8  1 ( 1 ) = 9 : J 1 1 8 ( 1 , 1 1 = 8 : J O 6 ( I , 2 ) = E
20 2 4 8  F =0 :1 4 E X T  I
C I  2 5 8  L P R I N T  " i _ t E  V E N T U R E  A I R  C H AR T ER  C

o ":L P R I N T  " ‘ F % . " : P O K E  8 2 , 8
TO 2 6 0  L P R I N T  " k 4 " ; A S : " t 5 1 P R I N T  I N S
OP 2 7 8  ,  " N " ; A S ( 6 8 , 7 6 ) : ?  : ?  " C I T Y  A I R P O

RI  N O R T H  E A S T  F / T I M E "
DC 2 8 0  L P R I N T  " C I T Y  A I R P O R T

NORTH E A S T  F / T I

Nor t h Posi ti on: 16159 Rudder : 32767
East Posi ti on: 20050 Ai lerons: 32767
Al t i tude: 313 Flaps: 0
Pi tch: 0 Elevators: 32767
Bank: 0 Ti me: 12:00
Headi ng: 290' Season: 4
Ai rspeed: 0 Wi nd: 6 kts, 300
Thr ott l e: 0

VI3

5 5 8  D AT A
5 6 8  D AT A

6 0 0 DATA

HE T / O F F  A C T U A L "
AS 2 9 0  L P R I N T  I N S
R I  S P O  F O R  I = 1  T O  4 :R E S T O R E  9 9 8 + T C I 1 * 1 0
MC 3 1 8  R E AD  C T S , A P S , N , E : I F  T = 4  T H E N  1 3 = 2 :
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2 : G O T
O  
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( J u M i t r , 2 )
-
J o m ( I 4
-
1 , 2 ) ) : L I = K
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KJ 3 4 8  1 3 = I N T C S O R 1 1 1 . 1 2 1 2 :1 . 3 = I N T ( 1 3 / 1 1 )
CA 3 5 8  H I = I N T ( F T / 6 8 ) : 1 0 = F T - H I * 6 8 : M S = S T R S (

H I ) :0 4 $ 1 1 E N E M S 1 4 .1 1 =". ":8 =L E N ( M S ) + 1
I D  3 6 8  P I S T I E N T M S /
4 .
1 ) = S T R S C L O ) : I F  
1 0 ( 1 8  
T N

11EN M S 1 8 , 8 / = " 0 " : M S ( 8 + 1 , . 1 ) = S T R S ( 1 0 )
LO 3 7 0  I F  L i E N ( C T S ) > i 5  T H E N  C I T Y S = C T S C 1 , 1 6

):G O T O  3 / 0
NE 3 8 8  C I T Y S = C T S : C I T T S C I E N I C I T T S 1 4
,
1 , 1 8 ) = B

I S
OS 3 9 8  F T = F T
4 .
1 3 : 1 3 = 1 3
-
2 : T S = S T R S
1 1 3 ) : I F

( 1 8  T H E N  T S 1 1 , 1 / = " 8 " : T S 1 2 , 2 1 = S T R S ( L 3 )
OD 4 8 8  A P S T I ( N T A P S 1 4 . 1 , 2 5 ) = 8 1 $  •
ET: 4 1 0  ?  C I T V S : ?  " P " ; A P S : 7  "P 1
0  " T N T "
SU 4 2 0  L P R I N T  c i T Y S : "  " ; A P S ; "

; E ; "  " j T $ 1 "
oX 4 3 8  ?  " : 1 4 $
AM 4 4 8  I F  1 = 4  T H E N  4 0 0
E l  4 5 8  R =I N T 1 9 1 4 1 1 1 4 D 1 0 8 ] / :R EST OR E 5 2 0 • R * 1 0 :

READ D S
80 4 6 0  R E S T O R E  9 / 0 + 1
-
1 1 4
,
1 1 * 1 0 : R E A D  
C I S

TJ 4 7 0  ,  D S :L P R I N T  0 $ ; "  t o  " : C T S : I P R I N T  I
MS

T i  4 8 0  N E X T  I : L P R I N T  I N S
EY 4 9 0  ?  ' AN O T H E R  J O B  " : : I N P U T  M S : I r  M S

lf " T H E N  1 8 8
UU S O S  I F  M S O " N "  T H E N  4 9 0

NM GM IF GU DO
FM

AO CT VG 0K

CS FP 1 0 0 0  D AT A A u r o r a , A u r o r a  m u n i , 1 7 1 5 2 , 1 6 3
9 s

UN 1 8 1 8  D AT A B l o o m i n c i t o n , B l o o m i n g t o n - N e r f t
41 , 16593 , 1 . 6246

AO 1 8 2 0  D AT A C h a m p a i g n , U n i '  o f  I l l i n o i s  N
i1 1 a r d , 1 5 4 8 8 , 1 6 4 6 5

VK 1 8 3 8  D AT A C h i c a g o , C h i c a g o  m i a w a v , I 7 1 5 6
, 1 6 6 2 8

up 1 0 4 0  D AT A C h i c a g o , C h i c a g o  O ' H a r e  I n t l
, I 7 2 4 3 , 1 6 5 7 0

ON 1 8 5 8  D AT A c h i c a g o , L a n s i n g  1 l u n i , 1 7 0 4 9 , 1
6 6 9 7

CHARTER F L I G H T
V I P  C H AR T ER ED  F L I G H T
D EL I VER  U R G EN T  M E D I C I N E
D EL I VER  M A I L
C ON SI GN M EN T O F  M AC H I N E  P A R T S
TAKE T R A I N E E  O U T
D EL I VER  V AL U ABL E  G E M S
URGENT A T A R I  C O M PU T ER S
FLY W ED D I N G  G U E S T
* * *  C H I c A G o  A R E A  w w w

1H1

THE TUNNEL
A F L I G H T  S I M U L ATO R  I I

adventure for Washington scenery disk 7

The u r e a  i s  Was h ing t on ,  a n d  y o u  a r e  park ed by  t he  r u n wa y  a t  Dul les
I nt ernat ional  A i rpor t .  Ma k e  s ure y ou r  p ic n ic  basket  is  pac k ed f or lunc h by
the Shenandoah Riv er.
Tune y ou r  NA V  t o  Shawnee VOR,  115.3.  Th e  DME  wi l l  s how t he  dis tance

to t h is  as  34  mi les  b u t  y ou  wi l l  not  be fl y ing t hat  far.  Set y our  OBI and tax i
to t h e  runway .  Bef ore y ou  leav e go  t o  radar  and z oom out .  You wi l l  see the
Potomac  r i v e r  t o  y ou r  r i g h t  a n d  a  b lac k  a rea  i n  t he  dis t anc e ahead.  Tak e
of f  and  c l i mb  t o  2000f t .  Lev el o f f  and  t urn  to a heading of  325'. We are s t ill
a i mi n g  f o r  t he area o f  b lac k  a n d  y ou  w i l l  be  fl y ing roughly  para l le l  to the
Potomac.  Adjus t  t he  OBI  t o  keep a check  on t he direc t ion of  Shawnee.  When
the DME  reads 23 miles, the  OBI  shoul d be  290'.
At t h is  p o i n t  s t art  t o  descend.  You  a re  a i mi n g  t o  l a n d  jus t  a t  t he  edge of

the area o f  black .  Th is  is  abou t  17 mi les  f rom Shawnee.  The ground at  this
point  is  300f t ,  so t hro t t le  bac k  a n d  t r y  t o  land s moot hly  in the green fi elds
Once d o wn  y ou  wi l l  see t ha t  t he  area o f  blac k  is  rea l ly  a hi l l .  Increase the
throttle sl ightly a nd keep the ai rcraft movi ng towar ds the hi l l .  Notice that
the a l t i t ude  o f  t he c raf t  does  no t  inc rease.  You  a re  no t  mo v i n g  uph i l l .

Keep l ook ing  f o rwa rd  t i l l  t he DME reads 16 miles.  No w look  to y our lef t  and
right .  You  wi l l  see t ha t  y ou  are ent ering a giant  cave. Luc k ily  there is a new
f reeway  hac k ed t h r o u g h  t h is  h i l l .  W i t h  ev en mo r e  luc k  y o u  wi l l  n o t  meet
any  o n c o mi n g  t raf fi c .  Ot herwis e i t  c ou ld  get  a  b i t  t r ic k y .
As y ou c on t inue  deep i n t o  t he  cave,  l o o k  t o  t he rear and keep to this  v iew

unt i l  y ou  see t he roo f  o f  t he t unne l  ov erhead.  A  l i t t l e  f u r t he r  on swit ch to
a f o r wa r d  v iew a n d  y ou  s hould see a l i t t le bit  of  green fi eld ahead.  Cont inue
on u n t i l  y o u  c ome ou t  i n t o  t he  br ight  sunshine on t he ot her side of  the hil l.
Now t u r n  t o  45'  a n d  y ou  s hould  t hen see the Shenandoah river.  For a bet ter
look  a t  t he  scene go  t o  radar .  Ahead  o f  y ou is  t he  river runn ing  along the
valley  a n d  j o i n i n g  t he  Pot omac  f u r t he r  a long.
Now just cruise along to the river, but  steer clear of the apple orchards. Park

up and get the p icn ic basket out. Enjoy your mea l
,

WG 1 8 6 8  D A T A  C h i c a g o , M e r r i l l  C . M e 1 0 5 , 1 7 1 8
9 , 1 6 6 7 1

OG 1 9 7 9  D A T A  C h i c a g o  8
.
1 s l a n d , H o w e l ,
1 7 1 8 0

.1 6 6 2 7
E /  1 8 8 0  D A T A  C h i C a g o  C h * b ' e , S c h a u m b o r g  A i

r  P a r k , 1 7 2 4 7 , 1 6 5 1 5
KM 1 0 9 8  D A T A  C h i c a g o  W e s t , D u P a g e , 1 7 2 1 3 , 1 6

4 6 6
WW 1 1 8 8  D A T A  D a n v i l l e , V o r m l l i o n  C o , 1 6 4 7 1 ,

1 6 6 0 5
mA 1 1 1 0  D A T A  D w i g h t , D w i g h t , 1 6 8 7 4 , 1 6 4 0 4
I N  1 1 2 8  D A T A  F r a n k f o r t , F r a n k f o r t , I 7 0 2 5 , 1 6

5 9 6
e V 1 1 3 0  D A T A  G i b s o n  C i t y , G i b s o n  C i t y  M u n i

„ 1 6 5 9 4 , 1 6 4 6 1
YG 1 1 4 0  D A T A  J o l i e t , J o l i e t  P a r k  D i s t r i c t ,

1 7 8 3 8 , 1 .6 4 9 0
EN 1 1 5 8  D A T A  K a n k a k e e , G r e a t e r  K a  k k k k k  e , 1 6

8 4 6 , 1 6 5 9 7
YX 1 1 6 0  D A T A  m o n e e , S a 0 9 e r , 1 6 9 8 0 , 1 6 6 4 6
PL 1 1 7 8  D A T A  H o r r i s , M o r r i s  M u n i , I 7 8 0 4 . 1 6 4

l 3
PK 1 1 8 0  D A T A  N o w  L e n o x , N e w  L e n o x
-
H o w e l 1 , 1

7 8 2 5 , 1 6 5 7 1
SX 1 1 9 8  D A T A  a a a a a  A . P a x t o n . 1 6 5 7 8 , 1 6 5 0 7
DT 1 2 0 0  D A T A  P l a i n fi e l d , C l o w  I n t
•
I , 1 7 1 1 6 ,

1 6 5 8 2
SJ 1 2 1 0  D A T A  R o m e o v i l l e , L e w i s  U n i v e r s i t y ,

1 7 0 8 1 , 1 6 5 1 8
MR 1 2 2 0  D A T A  U r b a n a , F r a s c a  F i e l d , 1 6 4 4 8 , 1 6

4 8 2  •
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Mark Hutchinson

JUST AMBLING
ACROSS THE KEYBOARD
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with a new style of column which just 'chats' to you, the
everyday Atari lovers, and I hope that you will find some or

these amblings (or ramblings!) interesting . I have had great
problems thinking of a title for this new style column, so can i
ask for your help? As you read the column see if you can come
up with a suitable name that sums up the 'chatty' style and drop
me a line. Thanks. Now let's get on with DI
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fast at 8 am, then working non stop amid a sea of
strange faces until 3 pm, grabbing a tuna and cucumber

sandwich and then bock amid the sea of faces, surviving until 8
pm before you eat again? Sunday going the some way but
without the sandwich and ending up with a whole hour spent
loading up a van with heavy boxes while the very air about you
drops to freezing point? A new PAGE 6 adventure game? Maybe,
read on.
Sometime during the day, it does not matter which day, all the
faces blend into one, I suddenly come out of a daze and find
myself holding several disks in my trembling hand and staring
at someone who is offering me a square of plastic. Who is this
man? Why does he want a receipt? Where am I? Why can I not
add up numbers? Panic sets in and I look for help. A nightmare
come true? INFOCOM unleashes another story? No! The ATARI
show strikes back! Try it sometime. Volunteer for the next instal-
ment in March or April and live your own version of a Hammer
Horror fi lm!
Seriously though, it is very hard work on the stand and I would
like to say thank you to all those people who persevered with
waiting to get their PAGE 6 goodies. john Sweeney kindly volunr-
teered for a taste of the action and am I right in saying that John
Davidson also volunteered?

I
w
o
u
l
d  
l
i
k
e  
t
o  
t
h
a
n
k  
a
l
l  
t
h
e  
p
e
o
p
l
e  
w
h
o  
s
a
i
d  
t
h
a
t  
i
t  
w
a
s  
n
i
c
e

knowing how PAGE 6 came to be. What you read was only
part of the trials and tribulations over several years, there is

a lot more. ATARI has a full biography, why not PAGE6
7As you may know, I have not received much mail these past few
months but my last column has stirred the consciences of more
than a few. I was able to talk to a few people while I worked
(dare I say slaved?) on the stand at the Palace. I really do enjoy
meeting the readers of the magazine on such occasions but I
must take this opportunity to apologise to them. When you get,
literally, thousands of people trying their best to get served
something must go by the board. Anyway, lust to mention a few,
how did the ST turn out Linda, I hope you decided to keep the
8-bit? Hello Stan, did you decide on the Star? Hello, Mr and Mrs
Cook, I received your letter and I do remember the
converstaion. I would suggest a commercial program but I can-
not recommend one so perhaps you could contact one of our
advertisers and ask their advice. Finally, sorry Ian, hope you got
the badge back. P.S. To T'GG of the 'Gnome at Home BBS -
about the best in the UK in my humble opinion. I really would
like to visit the Tower but the Slavernaster really works me hard
(he does pay for my meals though!).
I have complained heartily about how hard it was to serve all

you people while I slaved on the stand and complained about
not getting letters, and in the last column asked what people
used their computers for. A couple of letters came in which really
did make me think about how important a home computer can
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be and about how lucky we are to actually attend the madness
at the Palace. lames Cutler told me that his Atari computer and
PAGE 6 have helped him considerably over the years as he is
handicapped and semi housebound. The second was from M.
Gerum who has a bud heart and who would sorely miss his
computer. Both these people are in their sixties in contrast with
the usual image of computers, and Atari in particular, of the
young person playing arcade games. I have always said that
computers should be fun and these two people have proved to
me that computers can also be worthwhile companions. It does
make me feel somewhat guilty complaining about my little
aches and pains incurred at the show when I receive such letters.
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It is then set beside my computer so it will be notice-
able the next time I feel the urge in my fingertips. I

write an answer and store it on disk, sometimes rewriting my
response, often adding to it. Many times it is easier to copy an
article from a magazine in my library (I keep them all safe and
sound in binders). Once in a while I cannot answer the question
fully because it is outside my scope but then I try to point the
reader to another person or article that may help. Finally I will
print out a copy, read it, mark any errors or notes to be added,
then get the final version ready. A copy of this is pinned to the
original letter and kept somewhere safe and a copy is then sent
out with the SAE.
Many times I have written long articles to people explaining

certain points and have never heard if they have helped or not.
Did I give enough detail? Too much? Too involved? I do not
expect you to reply to my answers, all I ask is that if  you are still
not sure please write again.
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ATARI USER and the magazine is in a state of flux as the
Editor tries to decide what you want. Thankfully hun-

dreds of people have been good enough to fi ll in and return the
annual survey. For those of you who do not know about this I
shall explain. PAGE 6 is run by people dedicated to ATARI, both
8-bit and the ST. We try to give you, the reader, the best we can.
To do this properly we need to know what you want in your
magazine, yes, YOUR magazine, not a one-of-many publication!
If you do not have a survey form or, more specifically, if  you
have previously read only ATARI USER, please write to the Editor
and let h im know your system. likes and dislikes of the magazine
and what you would like to read about in future editions.
Having indicated that there may be a few changes there is a

very strong rumour that the 'Readers Write' page will be expan-
ded to include more specific queries. Now have a guess who has
been volunteered for that job?
By the time you get to read this it will be well post Christmas so

I hope it has been a pleasant one for you all.

As al ways you can wr i te  to me at  the fol l owi ng address.

M a r k  Hutchi nson,
1, Hol l ymount ,
Er invale,
Fi naghy,
Bel fast 8 1
-
1 0  
O G L

•



COLOUR ENHANCER

GETTING STARTED

GENERAL COMMAND

PAINTING COMMANDS

a graphics uti l i ty by David Blackshaw

Colour Enhancer allows you to create new pictures or enhance existing
Micropointer, Atari Artist and other GR15 picturt. files_ The program will
work with files which have been stored in either the normal 62 sector
format or in the special space saving compressed format used by Atari
Artist. Colour Enhancer allows a choice of four different colours on each
display line allowing 128 colours to be used in the same screen.
Pictures may be enhanced using either a joystick or Touch Tablet and and
a few simple key strokes. The program is intelligent and will automatically
load pictures in either normal, compressed or enhanced format. Pictures
cart be saved in either normal or enhanced format
Although written for use with other painting programs such as Micro-
painter or Atari Artist, Colour Enhancer has both a plotting mode a line
drawing mode and a fill mode and so can be used on its own to create
new pictures without the need far any other painting program.

To load insert the disk in drive A and boot as any other disk. The
program will operate on 400, 800, XL or XE machines but requires a full
48K to run. Hold down the OPTION key when using XL or XE machines
and removal of all cartridges on other machines. After the title screen has
appeared, press START to go to the drawing screen,
Initially the program is in joystick mode indicated by a flashing cursor in
the centre of the screen. The cursor can be moved around the screen using
the joystick, pressing the fire button will cause a line to be plotted as the
cursor moves. You may toggle between joystick and Tablet mode by
hitting o n  the keyboard. In Tablet mode the screen is init ially blank
with the cursor only appearing when the stylus is touching the tablet. In
this mode drawing is achieved by pressing the stylus button whist moving
it over the tablet, Anyone who is familiar with either Micropainter or Atari
Artist will feel at home with Colour Enhancer even though a number of
commands hove been slightly altered.
An explanation of all of the available commands is given below. Unless
mentioned otherwise the action of the command is the some in both
Joystick and Tablet mode.

SPACE BAR - Will switch between the picture screen and the Option
Menu and exits many of the command modes. When in Touch Tablet
mode the Option Menu may olso be entered by pressing the stylus button
with the pen OFF the tablet.

14 •  Selects the paint pot from which the colour will be obtained. All
painting is corned out using solid colours.

C -  Allows the colour in each of the four point pots to be changed.
Pressing 'C' followed by '1 selects pot number I t o be changed.
After the pot has been selected changes are made by pressing the
arrow keys

UP ARROW -  Increases colour one step
DOWN ARROW - Decreases colour one step
LEFT ARROW -  Decreases luminance one step
RIGHT AR ROW - Increases luminance one step

Exit this mode by moving the joystick or hitting the spacebar. Colours
may be changed on either the paint screen or via the Option Menu. See
below for additional instructions for changing colours when in DLI mode.

D •  Selects Line Draw mode which is indicated by the Line Draw
cursor. Chose the point to start your line and press either the
joystick or stylus buttons. Release the button and move cursor to
the point you want the end of the line to be and press the button
again. A line will be drown between the two points using the
colour from the current paint pot

P -  Returns from draw mode to plot mode
E -  Erases picture but not any DLI's which have been set, Provided

that no other commands have been used the picture may be
restored by pressing 'U'

F -  Fill Mode, Fills an enclosed area with colour from the selected
paint pot_ Use the BREAK key to stop the fill at any time

- Toggles between Joystick and Touch Tablet mode
- Undo. This will undo the last plot, draw or fill restoring the
picture to its previous form

Ar row - The cursor may be moved by the arrow keys in the joystick modi
Keys (do NOT press CONTROL or SHIFT). Pressing the joystick button at

the some time allows plotting to take place. This is useful when
greater accuracy is required than can be achieved using the
joystick.

SPECIAL DLI KEYS

A - Add or remove DLI colour change points. This option is only available
when mr s  have been activated by pressing 'E.' whilst in the Option Menu.
The cursor will change to an 'A' with on arrow through it  and can be

moved with either the joystick or stylus. Pressing the pen or joystick button
activates a DLI colour change point at the cursor position which will be
indicated by the DLI marker. Pressing the button whilst pointing to any
active DLI will turn it off and the marker will disappear. Use the spacebar
to exit this mode_
C • The use of this key is changed slightly in DLI mode since colour
changes are made to selected parts of the screen rather than the whole.
Each of the four paint pots can he changed but the colours selected will
only change in the area of screen between two selected DLI'S.
Pressing 'C' with DLPS activated illuminates the DLI markers and the
cursor changes to a 'C' with an arrow through it  Move the cursor to the
area of picture you wish to change and press the stylus or tire button to
select this area. Colour changes can now be made to the four colour point
pots by pressing I - 4 and the four arrow keys_ Colours only change
between the upper and tower DLI markers in the area of the cursor.
After colour chonges hove been made to one area of the picture another

urea can be selected by pressing the fire button again, moving the cursor
to the new location and selecting this area by once again pressing stylus
or fire button. Exit by either moving the joystick or pressing the Space Bar,
An additional command is available to change the top border colour.

After selecting 'C' press 'B' and the arrow keys to change the colour in the
top border area.
Move the joystick or press the spacebar to exit this mode_

OPTION MENU

The option menu allows pictures to be loaded and saved or the disk
directory to be read. In addition the DLI mode can be activated and the
colours currently in use seen or changed as desired, Follow the on screen
Instructions to use the various functions.

•  -  Enables or disables DLI'S. Note that any DLI'S that have previous
ly been set will be erased if this option is used but your drawing
will remain intact. A previously saved Enhanced picture will switch
the DLI's on when loading

S •  saves your picture to disk with your selected filename. Note that
an extender is not required as the program automatically adds
TI C The screen will blank whilst the picture is being saved

•  -  Loads a previously saved picture with a PIC extender The picture
may be in either standard, compressed or enhanced format. No
need to worry which as the program will automatically adjust to
the correct format_ The screen will blank during the toad process

I -  Enables an index of pictures to be displayed. Names are displayed
one at a time. Use the spacebar to scroll through them, Pressing
any other key will exit without reading further titles

Colour Enhancer  I s  t he  Bonus pr ogr am on thi s Issue's
disk a n d  comes wi th thr ee example picture tiles. Oisk
subscribers wi l l  have received a  copy wi th the magazine
but the disk, whi ch contains al l  the other programs from
this issue ready to run,  may be purchased separately for
Just £2.95.  Send your  cheque or  Postal Order to PAGE 6,
P.O. Box 54,  Stafford, ST16 10R.  Overseas readers should
add Sop to cover postage.
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MUSIC
BOX

by Kristofer Andersson

Sometimes the simplest of  pr ogr ams can be qui te a  l ot  of  fun,  al though simple to
use pr ogr ams ar e not  al ways tha t  easy to write! Music Box is a nice straightforward
program t ha t  plays what  you dr aw,  al l  you have t o do is draw a gr aph in the box
provided a nd Musi c Box wi l l  t ur n i t  i nto your  own special  tune!
Type i n the  pr ogr am usi ng TYPO I l l  t o check it as you go and SAVE a copy to disk

or CSAVE to cassette. Whe n you r un the  pr ogr am,  you will be asked for your  name
and wi l l  fi nd a special tune played as the program sets itself up.  Now choose between
a slow or  fast tune  wi th the  joystick, press the fire button and you wil l  be presented
with a  box  i n whi ch you dr aw your  tune.  l ust dr aw away and when you get to the
end, your  dr awi ng wi l l  be transposed i nto a  tune! Simple,  yet gr eat fun.
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✓z  3 4 4 0  1 1 . 1 1 . 0 1 :H M 1 N 2 . 0 1 P L O T  5 .01115 ,031 - M N

( X )
C t 1 4 1 5  R E TU R N
I I  1 5 0 8  R E M
CO 3 5 0 1  P OK E  1 1 7 7 . 2 6 1 M 5 I I K T . M 4 I N T . 0 V I I P  1041

1164111 TH E N  M 6 4 ( X )
- ,
0 1

JO 1 5 1 5  I F  M M ( X ) S 1 8  TH E N  M511111=1.6
E t 3 5 7 5  I F  o v = - 0 1  T H E N  G O T 0  2 5 5 5
MO 3 5 2 5  I F  mM 1N1711
,
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-
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. 0 1
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-
6 1 : C O L O N  
0 1

KO 1 5 5 6  S OTO 0 5 . 6
VW 1 5 5 5  I F  110110510.1 TOE N  S OTO 0 5 8 5
MN 1 5 6 0  C OLOR  0 0 : P L O T  N e 0 1 5 , 0 3 1
-
1 M M E N
1 1 0 1

ItOR A M TO X 1 0 1 5 , 0 1 1 - 1 0 :C O L O R  1 S t
C l  1 5 8 0  G O T 0  0 5 1 8
OD S 5 0 5  P L O T  N * 0 1 5 „ 0 3 1
-
P 0 I ( X )
CC 1 5 2 5  R E TU R N
IC  3 6 8 0  OE M
XN 1 6 8 1  P OK E  0 7 7 , 0 6 0
1
N . s t I f  1 0 0 1  
T H E N  
1 4 = K

- 0 1
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-
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O T  
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0 1 5
.
0 1 1

-al : r r r r r  o rosols.oss-LoicoLoo osloLov
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-
M M L U I
NE N ! X
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SUS 5 5 6 0 : F O R  N=111 T O  1 / :1 1 1 0 1 1 1 1 . R
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ATARI USER
OFFERS

See inside front cover for details
of these offers

BACK ISSUE PACK E 5 . 0 0
Overseas add E3 for surface mail only
10 OF THE BEST
GAMES Vol. 1 - disk E 3 . 9 5
GAMES Vol. 2 - disk E 3 . 9 5  I I .
UTILITIES - disk E 3 . 9 5  I I .

ATARI USER TOOLKIT
Cassette E 2 . 9 5
I:Rsk £ 3 . 9 5

MINI OFFICE il £ 1 4 . 9 5
DISK STORAGE BOX E 4 . 9 5  E l l
ATARI USER DUST COVERS
130XE E 3 . 9 5
800XL E 3 . 9 5  I E

ATARI USER BINDER E 4 . 9 5  •

PAGE 6 OFFERS
TURBO BASIC E 3 . 9 5  •
SPELL ME
Cassette E 4 . 9 5
Disk E 6 . 9 5

Name
Address

World

I

Postage included in U.K. Europe add El .50 per order.
add E3 per order. Back issue Pack prices as shown.

Cheque/Postal Order enclosed for E
I wish lo pay by AccessiklastercardiEurocardIVisa

Card No.
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Please debit my credit card above with E

Signature

Send your order to
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P.O. BOX, 54, STAFFORD, ST16 1DR
Please a llow up to 28 days  lor  delivery

Credit card orders accepted by telephone on 0785
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MH 4 8 1 4  ,  ; ?  ;P O K E  8 5 7 , 0 4 6 - L E N ( B E S ) / 0 2
7 p  4 0 9 5  ,  8 E 6 ; u %  H p i o d s W I G O T O  0 1 8
I R  4 1 8 8  R E M
V I  4 1 1 0  T C = 0 0 : 5 C = 0 0 : D C = 0 0 : 1 0 = 0 0 : s o
-
0 0 : 6 0
,

oe  , r o t'  N = 0 1  T O  L ? ; p 1 M - I N T I 1 1 4
-
0 1 1 , 0 0 1  : S O
UND 0 0 , P 1 4 0 m ( x » , 0 1 0 , 0 2

it.'  4 1 3 5  I T  m x - 0 0  O R  1 0 6 0 0 0
-
0 1 4 / X X  T H E N  
4 2

75
OS 4 1 4 0  I F  T U ) S U  A N D  T O > D 0  TH E N  C OTO 0 2 5 1
AG 4 1 4 5  I F  S O T O  A N D  S U > D 0  TH E N  GOTO 0 2 5 4
Am 0 4 5 8  I F  D O ) T U  A N D  D O ) S 0  TH E M  GOTO 0 2 5 7
004 4 4 5 5  I T  1
,
0 0
, -
5 o  
A N D  
5 0 =
0 0  
T H
E N  
4 2
8 8

o x  4 1 6 0  I F  T U = S U  A N D  I C E = S C  T H E N  G O T O  0 2 5
i

N H  4 1 6 5  I F  T O = S U  T H E N  G O T O  0 2 5 4
WV 4 1 7 0  I F  TO= D O A N D  T C ( = D C  TH E N  C OTO 0 2 5

I
JH 4 1 7 5  I F  T O = O U  TH E N  GOTO 0 2 5 7
L C 4 1 0 0  I F  S U = D O  A N D  5 C ( D C  T H E N  GO T O  0 2 5 4
JR 4 1 0 5  I f  S TI=D U  TH E N  GOTO 0 2 5 7

0
WO 4 2 0 0  I F  I C ( S C  APOD T c 0 c  T H E N  C OTO 0 2 5 1
b t  4 2 8 5  I F  S C ( I C  A N D  S C ( D C  TH E N  GOTO 0 2 5 4

I B I 4 2 1 0  I F  D C ( T C  A N D  D C ( S C  T H E N  GOTO 0 2 S /
VA 4 2 1 5  I F  T C = 5 C  A N D  S C =D C  TH E N  GOTO 0 2 5 1
5 0  4 2 2 0  I F  TC = S C  TH E N  GOTO 0 2 5 1

I 0 mo 4 2 2 5  I F  TC = D C  I N E N  GOTO 0 2 6 1
RP  4 2 3 8  I F  S C = O C  T H E N  G O T O  0 2 5 /
L s  4 2 5 1  T C = T C 4 0 1 1 M I T M X ) = 0 1 . G O T O  0 2 / 0
O G 4 2 5 4  S C . S C . 0 . 0 1 ! M N I E M N ) = 0 4 1 GO T O  0 2 7 0

0
/

GO 4 2 5 5  D C = D C
-
1 0 1 : M H T M X )
= 0 5 : G 0 1 O  
0 2 7
0

11 4 2 7 8  1 4 0 = 0 0 :5 0 = 0 0 :0 0 = 0 0
I U  4 2 7 5  TO.T0 .1 1 0 C M M 1 X 4 ,0 1 4 :5 0 = 5 0 .0 1 0 ( M M 4 X )

, 0 4 ) ; 0 0 = 0 0
-
1
-
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0 3 ) : N E X T  
0 : S
O U N
D  
0

0
0 , 0 8 . 0 0 , 0 0 1 1 0 $ ( 0 0 ) 5 0 1

CR 4 7 9 1  R E TU R N
4J 4 5 0 8  R E M
GM 4 5 0 5  F O R  M = 0 1  T O  4 1 :M X = I N T ( 1 0 - 0 1 ) / 0 0 ) . 0 .
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= 0 1 0
TM 4 5 3 0  I F  M 11=04 TH E N  1 1 1 .0 1 0 1 1 2 5 0 6 :0 3 5 0 1 1
NW 4 5 1 5  I F  M H = 0 5  TH E N  H 1 = 0 2 0 2 = 0 5 : 0 1 = 0 1

1
MT 4 5 4 0  S OUND 0 1 , 0 0 , 0 0 . 0 2 0 :S o U N D  0 2 . 0 0 , 0 0 ,

00:SOUND 03028.0e.00
i x  4 5 5 5  I F  R 0 = 0 1  TH E N  S OUND 0 0 , 8 8 . 0 0 , 0 8
V A 4 5 6 8  S O U N D  0 0 , P T ( M M T , 0 1 4 , 0 6 1 C O L O R  0 0 1 .

101 X . 0 1 5 , 0 1 1
-
0 4 : D R A W T O  
0 4 0 1 5 ,
0 1 1 - 4 0 t
S

t OUND 0 1 , P T 1 0 1 4 , 0 4 0 , 0 2 ; 5 0 U N D  0 2 „ P T ( H 2 ) ,
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STAR RIDER

TYPING I T  I N

STAR RIDER is a single player, all machine code
arcade style game for any 8-bit Atari with at least
48k RAM a nd wil l  run from both cassette and
disk. jus t type in the listing, using TYPO I I I  to
check for mistakes as you go and save a copy of
the listing before you run it.

The program you have typed in will create a
boot disk or tape so you will need a new tape or
a formatted disk. Load the program, i f i t is not
already in memory, and RUN it. The listing will
check the DATA statements and tell you if there
are any  errors. You will be asked whether you
want to create a Cassette or Disk version, make
sure tha t your cassette o r  disk is  ready a nd
answer accordingly. A  bootable version of the
game will be created.
To run the cassette version, rewind the tape and

switch your machine on with the START button
held down. The disk version can be run from DOS
option I .  or  the  program can be  renamed to
AUTORUN.SYS when i t will run automatically as
the computer is switched on, providing that you
have written the DOS files to your disk.

42 P a g e  6 - Issue 36

Admit it! Paul Lay's
latest space shoot out
is just too fast for you

- you are doomed!

Your planet is being attacked by hordes o f alien space craft and i t seems you are the last hope of
survival. You sit behind the controls o f a Surface Runner vehicle which glides over the surface o f the

planet at an incredible speed. You are protected by a force field and armed w i th
a l imitless supply of photon missiles. You are the STAR RIDER.

The object is to  blast as many of the alien spacecraft as you can, w i thout letting them get past you.
Every time you h i t an alien your score is increased and your shields are boosted, however when an

alien gets past you i t zaps your shields making your Surface Runner vehicle shudder.
The game is over when your shields have gone. You wi l l  fi nd STAR RIDER fast

and furious especially at the higher levels, i f  you ever get tha t far!

STAR RIDER CONTROLS

START b e g i n s  a game at wave 1
1, 2, 3, 4, 5 begin a  game a t levels 10, 20, 30,

40, SO respectively
Toggles vertical control of  the
joystick

ESC a b o r t s  the game
SPACEBAR Pauses/resumes a game

Use joystick in por t 1 to manoeuvre the
crosshair sights and press the tr igger  to fire
a photon missile.

HIGH SCORES

If you manage to survive that far, you will be able to
enter your name on the high score screen. Moving the
joystick le ft a nd r ight wil l  move the  cursor i n  the
appropriate direction and moving the joystick up and
down moves forwards a nd backwards through the
characters. Whe n your name is  complete, press the
trigger and your name will be entered. On subsequent
high scores, the name entered appears as a default to
save you entering your name each time.

1



WO I  R E M
OJ 2  R E M  A
ZC 3  R E M  *
OJ 4  R E M  *  P r o g r a m m e d  b y  P a u l  L a y
ZE 5  R E M  *
SS 5  R E M  *
c v  7  R E M  *
WV 6  R E M
GG 9  R E M  $
JT  1 8  G R AP H I C S  0 : D I M  C O D E S C 1 7 T . H E X ( 2 2 ) :D A

TA
0 , 1 1 , 1 2 , 1 3 , 1 4 , 1 5

CT 2 0  F O R  1 = 0  T O  2 2 : R E A D  J : H E X ( I ) = J : N E X T
I : ?  : ?  " S T A R  R I D E R " : W R I 1 I N G = 0 : 7  I ?  "o p *
*  C H E C KI N G  D A T A "

UN 3 0  T R A P  9 0 :R E S T O R E  1 0 0 0 : f O R  L I N E
,
1 0 0 0

TO 2 5 8 0  S T E P  1 0 : ?  " L I N E  " : 1 I N E : : C S = 8
WG 4 8  R E AD  C O D E S : I f  L I N E O P E E K ( 1 0 3 ) + 2 5 5 * P

EEKC 1 8 4 3  T H E N  ?  M I S S I N G ! " : E N D
FC 5 0  I F  L E N C C O D E 8 ) 0 9 8  M E N  / 0
8 1  6 8  F O R  I . 7 1  T O  / 5  S T E P  2 :8 V I E 7 . 1 5 * H E X ( 4 5

C ( C O D E S C I ) )
-
4 8 ) + H E N C O S
C I E C O D E S C I
4 1 1 3 - 4 8

3
L I  7 0  I f  W R I T I N G  T H E N  P U T  H I . B Y T E : N E X T  I :

READ T O T A L : ?  : N E X T  L I N E : C L O S E  1 2 1 :?  : 7
" * * *  F I L E  C R E A T E 0 " ;E N D

TC 0 8  C S = C S
-
O Y T E : N E X T  
I : R E
A D  
T O T
A L : i
f  
A
B
S

( C S
-
1 8
0 8 *
I N T
( C S
/
1 0
0 0 )
) z I
O T
A L  
T
H
E
M  
?  
:
0

EMT L I N E : G O T O  1 0 0
SY 9 0  ?  "  B A D  D A T A " : E N D
I U  1 0 0  ?  " * * *  C R E AT E  F I L E " ?  " C . . . C A S S

ET T E ( 0 0 0 T ) " : ?  " D . . . D I S K  ( B I N A R Y  L O A D )
" :P O K E  7 6 4 , 2 5 5

GM 1 1 0  K = P E E K ( 7 5 4 ) : I F  K = 2 5 5  T H E N  1 1 0
KU 1 2 0  P O K E  7 6 4 , 2 5 5 : I F  A = 5 8  T H E N  1 5 0
AP 1 3 8  ?  " R E A D Y  C A S S E T T E  A N D  P R E S S  R E T U R N

" fl O P E N  H 1 , 0 , 1 2 0 . • C : • : ?  :R E S T O R E  1 0 8
I N  1 4 0  F O R  1 = 1  T O  5 : R E A D  J : P U T  H I , J ; N E X T

I : ?  : ?  " * A a t  W R I T I N G  f I L E " : W R I T / N G = 1 : 6 0
TO 3 0

WO 1 5 8  ?  " I N S E R T  D I S K  W I T H  D O S  A N D  P R E S S
R ET U R N "; :P O KE  7 6 4 , 2 5 5

GR 1 6 0  I F  P E E K ( 7 6 4 1 0 1 2  T H E N  1 6 8
KG 1 7 0  P O K E  7 6 4 , 2 5 5 : 0 P E N  1 0 1 , 8 , 0 , "D :A U T O R U

N . S Y S " : ?  :R E S T O R E  1 9 0 :G O T O  1 4 8
MT 1 8 8  D A T A  0 , 5 8 , 2 4 7 , 3 1 , 0 , 0
ME 1 9 8  D A T A  2 5 5
,
2 5
5 , 2 5 3 , 3 1 , 1 9
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6 0 3 D O
C D A 9 3
0 8 0

9 0 2 6 4 9 0 0 8 0
0 C 0 0 6 0 A 5 0
4 F 0 2 E 4 9 5 2 8
5 , 5 6 1

L I  2 2 3 0  D A T A  D
5
A 9 3 5 8 5 0 6 4
2 0 0 0 0 0 0 8 1
0 5 0 9 ( 7 2 9

9 0 1 8 0 0 0
5 C 8 C 0 0
5 0 0 F 2 8 5
0 5 1 0 6 9 1
4 0 5 0 5 9 8
8 2 E 6

D
6
E
8
E
8
0
5
0
0
E
0
6
0
4
C
3
1
1
3
7
F
6
0
4
6
0
8
6
0
1
,
2
5
8

NP 2 2 4 0  D A T A  4 9 8 2 8 5 0 5 4 9 3 5 8 5 0 6 A9 0 4 3 8 E 5 0 9 A4
F
0
2
4
4
5
0
5
1
8
6
9
1
4
8
5
0
7
4
5
0
6
6
9
0
0
8
5
0
8
A
8
1
3
0
1
0
5

9 1 0 7 8 8
1 0 F 9 4 5
0 5 3 8 E 9
1 4 8 5 0 5
1 3 0 0 2
C 6 , 2 1 8

MF 2250 DATA o6i ca180nn94985D509358505n509
0 0 0 0 4 8
1 8 6 5 D
5 8 5 0 5 9
0 0 2 E 6 0
6 6 8 0 A 8
A 1 8 6 5 0
5 8 5

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

LN 2 2 6 0  D A T A  0
5 8 8 1 0 F 4 4
5 0 5 1 8 6 9 0
9 8 5 0 7 4 5 0
6 6 9

0 0 8 5 0 8 4 0
0 4 0 9 ( 7 2 9
5 1 0 7 8 8 1 0
F 8 0 8 0 0 2 0
1 0 3 8 0 9

F F
9 1
0
5 2
0 1
0 3
8 0
9 5
2 3
0 4
0 0
0 2
0 3
8 9
1 0
5 ,
0

JD 2270 DATA aDie0era44aDooD329erc.9.870e99
C
0
0
0
0
8
3
0
0
4
4
0
0
0
1
0
0
6
C
9
0
8
0
0
0
7
8
0
1
0
C
F
4
0
0
7
1
0

C O C
9 0 0
0 0 0
c
8
1 5 2
3 8 3
8 E 9
0 1 1
0 1 4
0 9 2
4 , 9
1 5

KX 2 2 8 0  D A T A  1 0
1 0 C 9 0 1 0 0 0
1 1 3 9 5 7 3 1 3 1
8 6 9 0 1 C 9 2 5

3 0 0 2 4 9 0 8 9 9
5 2 3 8 4 C 0 A 3
7 4 0 1 8 0 0 F 0 F
0 6 0 2 0 3 7 2 0

2 8 3 0 2 8 2 0 3
7 2 8 2 0 1 D 2
8 2 8 3 7 2 8 4
C 3 0 2 8 , 3 6

WA 2 2 9 0  D A T A  8 0 6 1 6
7 6 3 6 4 6 5 6 6 6 7 6 8
6 9 6 0 6 1 5 6 C 6 0

b E
6
F
7 0
7
1 7
2 7
3 7
4 7
5 7
6 7
7 7
8 7
9 7
4 5
0 5
1 5
2 5
3 5
4 5
5

5 6 5 1 5 8 5 9
0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0
0 9 0 0
8 0 ,
9 9 0

RA 2 3 0 0  D A T A  0 0 0 4
0 D 8 E 0 2 8 0 0 E 0
4 8 0 8 8 0 2 0 9 0 3 5
0

O F D
2 0
9 0
9 8
0 0
7 0
4 0
9 3
8 8
0 0
3 0
4 0
9 7
8 8
0 0
9 A
4 4
9 8
C

STAR RIDER
8 8 1 1 0 0 4 9 0 0
8 0 1 0 0 0 A 9 7 3
8 0 0 0 0 4 4 9 0 E
, 3 9 9

Y J 2 3 1 0  D A T A  O D O 1 D 2 8 0 0 3 0 2 A2 0 1 0 E 0 0 0 2 E 8 8 E 0 2
0 2 4 2 1 1 - 4 0 0 4
D 2 9 0 0 0 1 8 C 4
1 0 F 7 3 0 F 3 4 2
E 7 3 8 0 7 4 2

E
7
3
8
0
2
4
2
F
7
3
8
0
2
4
2
E
7
3
8
0
2
4
2
E
7
3
8
0
2
.
7
0
3

V I  2 3 2 0  D A T A  4 2 E 7 3 8 0 2 4 2 E 7 3 0 0 2 4 2 E 7 3 8 8 2 4 2 E 7
3 8 0 2 4 2
E 7 3 8 0 2
4 2 E 7 3 8
0 2 4 2 E 7
3 8 0 2 4 2
E 7 3 8 0 2
4 2

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

JC 2 3 3 0  D A T A  0 6 0
/
0 8 0 5
0 4 0 0 0 0 0 0 0 E 8
F 8 0 0 1 0 2 0 3

9 4
e
5
e 5
e 7
0 8
0 9
9 0
8 0
0 c
e p
0 t
0 r
0 0
0 1
e 2
6 3
6 4
9 5
0 6

0 7 0 8 0 9 0 0
0 0 0 0 0 0 0 1
0 F 0 8 0 9 0 0
0 0 0 0 8 0 , 5
9 7

TO 7 3 4 0  D A T A  9 F 0 1 0 0 0 1 8 2 0 3 0 4 0 5 0 6 0 7 0 8 0 9 0 4 0 8
aceDofor epol o2o3o485668708wpoappecoDeL
O F
0 0
0
1 0
2 0
3 0
4 8
5 0
6 0
7 O
F F
F r
F F
F F
F 5
0 ,
5 8
8

AM 2 3 5 8  D A T A  F F E F F F F F F F F 5 F F F F F F E F F F F 5 F F F F
F E F F E F F I S E E E E E E E E E E E D E E E E E E E E E F E AE E E E E E
E E E F E b E E E E E E E E E E E 6 0 0 0 8 0 0 0 0 0 0 0 7 , 4 4 0

GU 2 3 6 0  D A T A  0 0 0 0 0 0 0 D 0 0 0 .7 0 0 0 0 7 0 0 0 0 0 0 7 0 0 0 0
7 0 0 0 0 0
0 7 C C C
C 8 0 0 0
0 0 0 0 C
C C C 8 0
0 0 0 0 0 0
C C C C 8
0

0 0 0 0 0
0 C C C
C 8 8 0
0 0 0 0 0
0 0 0 0 8
8 0 0 6 0
9 0 , 4 5
1

ZS 2 3 7 0  D A T A  8 1 3 8
8 6 1 3 6 1 3 0 0 0 9 8
1 3 8 0 8 6 0 0 0 0 1 5
9 8 0 0 6

0 1 3 0
0 0 1 3
1 3 9 0
4 4 4 4
A A 4 0
0 A
0
4
4
4
4
A
0
0
0
0
A
0
0
0
4
0
4
0
4

A A
4
4 A
4 0
A A
A A
A A
A A
A A
4 0
0 0
0 0
0 0
9 9
9 9
0 ,
4 0
3

AD 2 3 8 0  D A T A  0 0 0 0 0 0
0 9 9 9 9 0 0 8 0 0 0 0 0 /
9 9 9 0 0 0 0 0

0 0 0 9 9 9 9
0 8 8 8 8 C
8 8 8 8 8 8
C 8 8 8 0 C
0 8 8 8 8 8
C 0 0 8 8 8
8

8 8 8 8 8
C
8
8 8 8 8 8
8 8 8 8 0
0 7 7 7 7
7 7 7 7 7
7 1 E ,
1 9 2

SK 2 3 9 0  D A T A  7
7 7 7 7 7 7 7 7
7 7 E 7 7 7 7 7
7 7 7 7 7 7 E 7
7 7 7

7 7 7 7 7 7 7
E
6 6 6
6 6 6 6 6 6 6
6 , 6 8 6 6 6
6 5 6 6 6 6 F
6 6 6 6 8 6

6 6 6 6
6 F 0 6
6 6 6 6
6 6 6 6
F O F
F F F F
F F F F
F F 6 ,
7 9 9

OZ 2 4 0 0  D A T A  F F F F F F F F F F F 6 F F F F F F F F F F F 6 F F f f
F F F F F F F D E E E E M E E E E E 7 E E E E E E E E E E E 7 F E E E E E
E E E E E
7
E E E E E
E E E E E
E 7 0 0 0
0 0 0 0 0
0 0 0 0 ,
4 3 7

JA 2 4 1 8  D A T A  0 0 0 0
0 0 0 0 0 0 0 8 0 0 8 0
0 0 0 8 0 0 0 8 0 8 0 0

0
0
0
8
0
0
9
9
e
e
e
e
c
c
c
9
8
8
0
9
0
0
e
0
c
c
c
9
0
8
0
9
0
9
0
e
c
c

C
9
0
0
0
0
0
0
D
O
C
C
C
9
0
0
0
0
0
0
8
0
8
8
0
A
8
0
0
0
,
2
3
4

UT 2 4 2 0  D A T A  0 8
8 0 6 0 0 4 0 0 0 0
0 0 0 0 0 1 3 1 3 4
0 0 0 0 0 0 0 0

8 8 0 0 0 8 0 0
0 0 0 0 4 4 4 8
0 0 0 0 0 0 0 0
0 4 4 8 0 0 0 0
0 0 0 0 4 4

0 8 0 8 0 0 0
8 0 0 0 0 0 0
0 0 0 0 0 0 0
0 9 9 9 C 0
0 0 0 , 2 0 8

PP 2 4 3 0  DATA 00p09'9c00pe0800999cocr 000poo
9 9 9
C
0 0 0
0 0 0
0 0 8
8 8 0
0 0 0
0 0 0
8 0 8
8 8 0
0 0 0
0 0 0
0 0 8
8

8 0 0 0 0 0 0 8 0 0 8 8
6 0 0 0 0 0 0 0 0 0 7 7
7 E 0 0 0 0 , 1 2 0

VG 2 4 4 8  D A T A  8 8 8 0 7
7 7 E 0 0 0 0 0 0 0 0 7 7
7 E 0 0 0 0 0 0 0 0

7 7 7
E
0 0 0
0
0 0 0
0 6 4
6 F 8
0 0 0
0 0 0
0 6 6
6 F 0
0 0 0
0 0 0
0 6 6

6
F
0
0
0
0
0
0
0
0
6
6
6
F
0
0
0
0
0
F
F
F
F
F
F
F
F
F
6
0
,
2
8
2

AR 2 4 5 0  D A T A  O F F F F F F E F F 6 O F F F F F F F E F F F 6 F F F F
F F F F I F F E E E E E E E E E E E E E 7 F E E E E E E E E E E 7 E E E E E E
E E E E E
7
E E E E E
E E E E E
E 7 8 0 0
D O D D
D D D D
8 , 8 2 2

5 P 2 4 6 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 8 0 0 0 0 8 0 0 0 0 0 0 8 0 0 0 0
8 0 0 0 0 0 0 8
C C C C
9
9 0 C C C C 9
C C C C 9 0 0
C C C C 9 C C
C C 9 0

0
C
C
C
C
9
C
C
C
C
9
0
0
C
C
C
C
9
8
1
5
0
8
0
0
0
1
3
0
0
0
4
1
,
8
4
5

CZ 2 4 7 0  D A T A  0 8 8 1 3 A0 0 8 0 0 1 3 4 8 8 0 0 4 0 0 8 8 0 B0 0 0 0 0
al l etwoDnaaannaananapaannannaanar taaaaaa
A A A A
0
8 0 0 0
0 0 A 0
0 0 0 0
8 9 9 9
9 C 0
0 9 9 5
9 C ,
3 4 6

NA 2 4 8 0  D A T A  9 9 9 9 C 0 8 9 9 9 9 C 9 9 9 9 C 0 8 9 9 9 9 C 9 9 9 9
C
0
0
9
1
9
9
C
8
8
0
8
0
0
0
0
8
8
0
D
8
8
8
8
0
0
0
8
8
8
8
0
6
0
0
0
D
0

0 8 8 8 8
0 8 8 8 0
0 0 0 8 0
8 8 0 7 7
7 7 E 0 0
7 7 7 7 E
. 7 7 0

WF 2 4 9 0  D A T A  7 7 7 7
E 0 8 7 7 7 7 E 7 7 7 1
E 8 0 7 7 7 7 E 7 7 7 7

1 0 0 1 7 7 7
E
6 6
6 6 F 0 8 6 6
6 6 F 6 6 6 6
F 0 0 6 8 8 6
F 6 6 6 6 F 0

0 6 6 6 6
F
6 6
6 6 F 0 0
6 6 6 6 F
F E F F F
F F F F F
6 0 , 8 3
5

WE 2 5 0 0  D A T A  F F F F F
-
F F F F F 6 O F F F F F F
F F F F F 6 F F F F

F F F F F F F AE E E E E E E E E E E 7 E E E E E E E E E E E 7 E E E E E E
E E E E E
7
T E E E E
E E E E E
E 7 0 0 0
0 D D D
0 0 0 8 8
, 5 8 7

SC 2 5 1 8  D A T A  D O D D D 0 0 0 0 0 0 8 0 0 0 0 8 0 0 0 0 0 0 8 0 0 D D
0 0 0
D D
D D
a c c
c i a
9 e 0
c c c
c 5 T
c c c
9 e o
c c c
c 9 e
c c e
v e

O C C C C
9
C C C C 9
0 0 C C C
C 9 0 0 0
0 0 0 0 8
0 0 8 4 ,
8 4 5

01  2 5 2 0  D A T A  1 1 8 0 0 0 0 0 8 8 0 0 0 8 0 0 8 0 0 0 0 0 8 8 0 0 0 0 0
0 0 0 0 1 3 8 8 4 0 4
4 0 4 4 4 4 4 0 0
0
4 4
0 0 4 4
0 0 4 8
0 0 4 0
4 4 4 4

A
4
0
8
0
0
0
0
0
0
0
0
0
0
0
A
B
0
9
9
9
9
C
0
0
9
9
9
9
C
,
6
7
6

NA 7 5 3 0  D A T A  9 9 9
9 C 8 0 9 9 9 9 C 9
9 1 9 C 0 0 9 1 9 9
C 9 9 1 9

C
0
0
9
9
1
9
C
8
8
8
8
0
0
0
0
8
8
8
0
8
8
8
8
D
0
0
0
8
8
8
0
8
8
8
8
0
0

0 8 8
8 8 0
8 8 8
8 0 0
0 8 8
8 8 0
.
7 7 7
7 E 8
0 7 7
7 7 E
,
7 7 8

JG 2 5 4 0  D A T A  7 7 7 7
E
0 0 7
7 7 7 E 7 7 7 7 E 0 8 7
7 7 7 E 7 7 7 7

E
0
0
7
7
7
7
E
6
6
6
6
F
0
0
6
6
6
6
F
6
6
6
6
F
0
0
6
6
6
6
F
6
6
6
6
F
8

8 6 6 6 6
F 6
6
6 6 F 8 0
6 6 6 6 F
0 8 8 8 8
8 8 8 8 8
0 8 , 5 1
8

SU 2 5 5 8  DATA 9 1
0 .
9 9 3 w 9 9 9 9 5 1
.
9 a n a r l a a a n
4 a a 0 p 0 o 9

1 3 0 0 8 8 1 3
8 8 C O O C C
0 0 0 C 0 0 0
0 9 0 8 D 0 0
0 D 8 0 0 E O
T O E F

O F EO EO F O O F F F O F F O F 0 F 0 F O F F O F F 0 F 0 , 8 1 1
VG 2 5 6 0  D A T A  EOEOEF OEF OEOD OD OD D OD D OD OC OC O

C
0
0
8
C
O
0
0
0
8
0
1
1
8
8
8
8
0
1
3
0
1
5
0
4
4
4
0
0
0
A
4
4
4
4
9
9
9
9
1
1

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

AL 2 5 1 0  D A T A  9 9 9 9 9 9 9 9 9 0 0 0 AAAA0 AA4 4 0 0 0 0 1 5 0 0
0 0 0 0 0 8 0
0 C 0 0 0 0
0 O C C 8 8
0 0 0 0 D D
0 0 9 0 0 0 0
E O F F F 0

E
0
E
0
0
0
F
8
O
F
F
9
O
F
F
0
0
0
F
O
F
F
F
O
F
O
F
0
0
0
,
1
4
0

PS 2 5 8 0  D A T A  E O E F F 0 E 0 E 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 C 0 0 0
cococooper ssommoupeoaananaaaapoo'9999
,
1
9 1 1 0 0 0 8 8 0
8 8 8 8 8 0 0 0 0
F 0 0 2 1 1 0 2 F
- 0 1 F , 7 4 4
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TUTORIAL SUBROUTINES
9 THE RIGHT
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tant to the programmer whether at a simple or advanced
level. In many 'arcade action' games, for instance, timing

con be highly critical and quite small changes in the speed of
response of the computer can change a game from being slow
and boring to being so fast it is almost unplayable. Machine
code games are difficult to modify unless you are a highly
proficient programmer, but you can experiment with many of
the Basic games such as those listed in the magazines. I have
tried speeding up some lethargic Basic games by using Turbo
Basic and have even used the Turbo Basic Compiler which gives
startling results and usually makes the games unplayable unless
careful time delays are inserted. The most critical item is the
movement of the cursor or player around the screen using the
joystick - this requires plenty of hand/eye coordination which
with a typical, fairly insensitive, joystick makes control impossi-
ble when speed is radically increased.
To fine tune a game it is best to program it in it ia lly to be too

fast to play and then slow it down with delay functions. The
most common sort of delay is a FOR-NEXT loop such as FOR
DELAY..t TO 1000:NEXT DELAY' - this gives a delay of about 2.2
second depending on where it is in the program. Such a loop can
be adjusted easily and can be set with different values to achieve
different skill levels but remember that this sort of delay will vary
with its position in your program listing. The delay will be
shorter if it is early in the listing and longer if it is at the end of a
substantial programme.
If you need very small delays you can use a dummy function to

occupy a little computer time, For example 'DELAY.LOG(10)'
takes about 0.13 seconds. This may not appedr significant, but it
is quite a long time in computer terms. Basic's various arithmetic
and trigonometric functions provide a range of possible delays.

EVENT TIMIN G

Injecting delays into a program as described above is useful, but
does not provide a suitable method for timing activities as the
delay itself fully utilises the computers central processor n o -
thing else can be going on while the delay is in force. Fortunately
the Atari has several timers to control various activities like
refreshing the TV screen, timing input/output activities etc. and
these timers can be accessed from Basic using PEEK and POKE.
The most readily accessed timer is located in memory locations
18, 19 and 20 and is known as the Real Time Clock_ The clock
'ticks every fiftieth of a second and this interval is called a jiffy.
Watch out  if  you read American books or magazines on this

Tt. 3 2 0 1 9  R E M  * *  P A G E  6  4 F - A F
* *  S U BR O U T I N E  T U T O R I A L - ,  * *
11-* T I M I N G

KN 3 2 0 2 0  P O K E  7 0 , 8 : P O K E  1 9 , 0 : P O K E  1 1 5 , 0 R E
TURN : R E M  * *  R E S E T  T H E  T I M E R S  * I *

Z S  3 2 0 2 1  R E M  M I H 4 * * * * * * * O H 4 * * * * I F I E M
-
w e l
-
m
.

* M  R E A D  T H E  T I M E R s  m m
* * * * * * * * * 1 4 4 H 1 * * * * I F O H o H l t l i m
-
i t l

BI  3 2 0 2 2  J I F = P E E K ( 1 0 ) * 6 5 5 3 6
4
P E E K C I I I *
2 5 6 4

P E E K ( 2 0 )
CO 3 2 0 2 4  H R 3 = I N T ( J I F / 1 2 5 0 0 0 ) : M I N 5 I N T ( C J I

F - H R S * 1 2 6 0 0 8 ) / 3 0 0 0 ) : 5 E C 5 = I N T ( ( J I F
-
M R S *
1 2 5 0 0 0
-
M I N S * 3
0 0 0 ) /
5 0 )

140 3 2 0 2 6  ?  " E L A P S E D  T I M E  -  " ; H R S ; "  H O U R S .
" ; M I N S ; "  M I N U T E S ,  " ; S E C 5 ; “  S E C O N D S . “ :

R ETU R N
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subject as their computers have a different timing rate - a US jiffy
is one sixtieth of a second because their TV screens refresh 60
times a second unlike our 50Hz system. The liffy count is in
memory location 20 and this goes from 0 to 255_ On the next
count after 255 (after 5,12 seconds) location 20 resets to zero and
location 19 is incremented by 1. Similarly when location 19
increments past 255 (after approximately 22 minutes) it resets to
zero and location 18 increments by 1. By the time location 18 is
full the clock has been running for about 93 hours, so you are
unlikely to need to worry about what happens to your timer
when the three registers all reset to zero!

THE LISTING

Ian Finlayson tells you
how to slow down or
time your programs

The real time clock can be used in two slightly different ways.
Either you reset the clock to zero at the beginning of the timing
and read it at the end (like using a stop watch) or you read at
the beginning and at the end of the timed event and work out
the difference. I have chosen the former, but the latter could be
better if you are timing several overlapping events (as with a
split timer), and do not want to reset the clock.

Line 32020 - resets the timers to zero in a one line subroutine.
Line 32022 reads the three registers and calculates the total
number of Jiffies elapsed. If you are only timing fairly short
events (up to 22 minutes) you can simplify the procedure to use
locations 19 and 20 only.
Line 32024 - here jiffies are converted into Hrs, Mins and Secs. If
you are timing long events you will probably find thut the real
time clock is not very accurate. You can test it against a stop-
watch and apply a correction factor at the end of line 32022 if
you wish. My machine runs slightly slow and '11F=l1P1.0027'
improves things a little.
Line 32026 - prints out the elapsed time and then returns to the
main program. In a real program you would probably not print
your result as part of the sub routine but return to the main
program and use the elapsed time there.

USES

Playing against the clock can make quite ordinary games more
challenging instead of just striving to finish you have to finish
as quickly as possible and beat your own best performance.
Several players can compete to see who is fastest thus introduc-
ing a competitive element into one-player games.

AND FINALLY..

Before I sign off for this issue I must congratulate Les on his
terrific effort in keeping Page 6 alive. i also endorse his recent
editorial remarks - It is you the reader that keeps the magazine
going, and all of us who contribute regularly need the stimulus
of your opinions and enquiries if  we are to keep the content
lively and interesting. You can write to me as follows

I a n Fi nl ayson,
60 Roundstone  Crescent,
East Preston,
West Sussex BN16  1DQ



8-BIT GAMES 8-BIT GAMES 8-BIT GAMES au

And now fo r something completely diffe-
rent F o r g e t  about a l l  those mediocre
'budget' offerings you've been forced to
put up with  in  recent months - Cognito's
DRACONUS belongs t o  an entirely diffe-
rent class of software: First class!

You may not be surprised to learn that
the 'Cognito' label is connected with Zep-
pelin Games whose previous Atari releases
- Speed Ace and  Zybex - have both en-
joyed chart-topping popularity. Ian Cope-
land is the author of DRACONUS (he was
also responsible for Gun Law, Space Hawk
and Transmuter) and the project was co-
ordinated b y Brian  job ling  who  himself
has provided the  A ta ri wit h  some top-
notch games. Ad d  t o  this team a  wizzo
,,omputer musician called Adam Gilmore
plus a graphics genius - Michael Owen -
and it 's clear that the  Cognito label is
definitely no exception to Zeppelin's policy
of providing computer garners with  soft-
ware of the highest possible standards. In
fact, i t  could well become THE 8-bit label
of 1989!
If you haven't already rushed off to dust

the cobwebs from your cheque book then
you ma y be wondering what this widely
publicised game is a ll about. It's basically
a futuristic arcade adventure set on a dis-
tant Alien planet where a  dreaded tyrant
beast is said to  reside. The general aim is
to rid  the planet o f  this particular nasty.
being and thus allow peace and tranquilli-
ty to return. We're not told i f  that's what
the Alien population actually want, but
then, writ in g  ingenious p lo ts does n o t
seem to be one o f Zeppelin's many apti-
tudes! The instructions don ' t  say ve ry
much a t  a ll so you hove to  wait fo r the
mysteries to  unfo ld as you  undertake a
perilous journey through the Labyrinthine
complex, Terrortoads, Catepelose and balls
of 'gooey matte r'  d ripp ing  incessantly
from the cavern ceilings- are just a  few of
the terrifying nasties designed to  hinder
your progress by sopping your energy on
contact. To help you overcome the numer-
ous problems, many artefacts and magical
spells may be collected a t  certain loca-
tions, including Energy Crystals which re-
place lost strength and a Necromancer's
staff (let's hope the  Necromancer won't
miss them!). Knowing when to use these
resources to  maximum advantage is one
of the major factors governing success.

There are  two  separate and physically
contrasting characters to control a t  diffe-
rent stages in  the game. Trognam' takes
the leading ro le  and  excels at jumping,
walking, punching, ducking a n d  brea-
thing visually spectacular streams o f fire

at t h e  adversaries. ju s t  a s  imp o rta n t
though is 'Draconewt', an aquatic creature
who enjoys blowing water jets to  disable
the opposition. For the metamorphosis to
occur you must first have located a Morph
slab a n d  b e  carrying  a  Mo rp h  He lix .
Obvious, when you th ink about it !
Initially, the task of progressing any furth-

er than the  very first screen seems quite
daunting -  th e  quantities a n d  frenetic
movements o f  the  various ncisties a re
almost overwhelming until you get accus-
tomed to  the slightly awkward procedure
of spitting fire jets to obliterate them. You
rapidly learn to  be us sparing as possible
with th is facility though when you realise
that ten  blasts is the maximum allowed
before a  fl ask o f  fizzy fl ame fl u id  (t ry
saying tha t  a fter a  few drinks!) must be
collected t o  replenish the  supply. I f  you
run o u t  completely you dramatically in -
crease the probability o f  energy loss and
only two 'reserve' characters are provided.
Movement through the  caverns requires
good timing, perseverance, a  steady hand
and above all, a reliable joystick - accurate
jumping relies heavily on the responsive-
ness o f  the joystick diagonals. From my
initial observations it  would appear that
the game has a great deal o f  depth to  it
- a  good indication o f  lasting appeal.

From the moment that the ace loading
screen appears there is an a ir of profes-

sionalism tha t suggests the game is going
to be something special. A  superb and
completely o rig ina l musica l composition
accompanies a  cleverly an imated  t i t le
page. wh ich  precedes the  fi rst  o f  many
stunning screens depicting the highly ac-
tive caverns of the complex in high-resolu-
tion, h igh quality grophics. As in  Zybex,
shading a n d  colour have been used to
exceptional effect and a  huge amount of
time and effort has obviously been spent
perfecting each ind ividua l screen rig h t
down to  the smallest detail. Animation is
in abundance with  some really incredible
effects such as the graceful bounds of Frog-
num who himself is brilliantly defined and
humorously tu rns h is head in  anxiety i f
you f a i l  t o  issue a  commund f o r a n y
length o f  time. Feast yo u r eyes o n  the
screen shots and imagine thot the display
is bustling with  fast action in glorious col-
our -  i t  really is great, and sound effects
are excellent too!

Zeppelin Games deserve every possible
success as reward fo r producing on addic-
tive, challenging and utterly outstanding
package. Show Zeppelin your appreciation
and you  w i l l  be  helping t o  ensure the
future survival o f quality software for your
Atari. Don 't  be deterred by the price, DRA-
CONUS honestly is the ultimate value-for-
money experience! i f  you don't get your-
self a copy you must he mod!

'an entirely different class'

Title: DRACONUS
Publisher: Cognito/Zeppelin
Price: £9.95 cassette/E12.95 disk
Players: 1
Control: Joystick

Reviewed by Paul Rixon
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SCRAMBLE SCRAMBLE
There's no shortage o f  'Scramble clone

for the Atari and the majority of those in
existence are fa r from lacking in quality.
Airstrike, Laser Hawk and The Tail of Beta
Lyrae (an undisputed classic) are all high-
ly recommended games f rom days of old.
DAWN RAIDER, Atlantis software's tenth
Atari release, is more or less a  helicopter
adaptation o f  Airstrike and  in  common
with its predecessor, appears to be a com-
petently programmed and highly playable
translation o f  the Scramble concept.
As you might expect, a zealously guarded

subterranean complex (o r a cavern, even)
requires infi ltra t ing  with  a  view to  des-
troying some rather nasty sounding Nuc-
lear Missiles belonging to  an even nastier
Super Crimina l who is asking for a twenty
billion dollar incentive not to fire them at
major cities o f  the world. On ly you can

Title: DAWN RAIDER
Publisher: Atlantis  Software
Price: £1.99 on cassette
Players: 1
Control: Joystick

save the  d a y b y  p ilo t ing  yo u r heavily
armed (bu t  minu te ly proportioned) pro-
totype helicopter gunship through the vio-
lently twisting caverns o f  the enemy com-
plex, avoiding gunfire, rockets and numer-
ous other forms o f attack as you go.

Joystick controls are reasonably straight-
forward. Apart from the obvious direction-
al commands, you can shoot ahead with
the fi re  button o r  combine th is with  a
backwards movement o f  the stick to drop
bombs o n  enemy installations. There's
more skill required than first meets the eye
as it  soon becomes evident that your heli-
copter has a fuel consumption that's mea-
sured i n  tanks per mile  rather than vice

versa! Extra fuel is obtained by bc mbing
1" symbols (hardly logical hut since -
. T h e ndid tha t  matter?) and ammunition must
also be accumulated by similarly a iming
for ' A '  symbols. The  biggest headache,
however, is attempting to  manoeuvre the
helicopter around the jagged passageways
with frequently just  millimetres of clear-
ance. For the expert super-pilots there are
three alternative levels to  master as well!
Graphics aren't brilliant but the nature of

the challenge is sufficient to compensate
for any lack of resolution. Colours are set
randomly each t ime  yo u  p la y -  a  nice
effect - and the overall display does look
much mo re  'professional' th a n  certain
other At lan t is games I  cou ld  mention.
DAWN RAIDER even kicks off with some
musical accompaniment - an Atlantis first
- but don't get too excited as the rendition
of 'Axel-F' is not one o f  the most memor-
able ones I've heard on on Atari. I 'm not
sure tha t  the  sound o f sandpaper being
rubbed against a piece of wood is the ideal
noise f o r a  revolutionary helicopter gun-
ship either!

Spectacular sound ma y  no t  be  one of
Atlantis Software's cla ims t o  fame bu t
budget pricing certainly is, and E1.99 can
only b e  described us a  rid iculously low
price to pay for a chance to save the world
from global destruction! Be sure to  che( k
this one out.

Paul Rix on

OSMOIS N U N S
s o a naocio
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Those dam buddies never seem to give up,
do they! Th is t ime, the  infamous Crux
Bloodlinger has kidnapped six world lead-
ers and is demanding a billion dollar ran-
som for their safe release. Who could poss-
ibly save the  world from the clutches o f
this evil madman? Enter Joe Blade - teen-
age p in-up and  pop  idc;I, tra ined i n  a
Tibetan monastery. Mean, tough and fear-
less, h is  very name strikes fear into the
hearts o f  criminals throughout the land.
Yep, you guessed it  y o u  are foe Blade!

The ST version o f  IOE BLADE was re-
viewed in  PAGE 6  issue 33 and given a
fairly unenthusiastic report. Players have
apparently made a much better job of the
8-bit conversion as the game appears to
contain quite enough action to keep even
the most experienced arcadians occupied.
It's an arcade adventure located in Blood.
fingers massive fo rt ifi ed  headquarters,
consisting of 128 different rooms - many of

MY NAME IS BLADE
them locked - and passages which must be
explored i n  order to  rescue the  captive
VIPs. I t 's a  good idea to  map the whole
area, although beware that the maze does
wrap round horizontally - i t  took several
sheets o f  graph paper to discover that one!
Apart from freeing the hostages, toe has

also got to  find and prime six booby-trap-
ped explosive devices. He achieves this by
rearranging five characters in to alphabe-
tical order within a strict time limit. Not as
easy as it  sounds, and failure to complete
the task in  t ime causes termination of the
mission. Once the  fi rst  bomb has been
primed, Joe has o n ly twenty minutes to
locate the remaining devices and all of the
other hostages. Guards a re  easily dealt
with by a  quick round from his semi-auto-
matic machine gun, b u t  bullets a re  i n
short supply so in  some cases it  may be
more sensible to make use of his impress-
ive athletic capabilities. Useful acquisitions
include e xt ra  a mmu n it io n ,  life -saving
food icons and a  very handy 'energy suit'
giving foe unlimited strength fo r a short
period. A n  energy bar above a  centrally
positioned viewing window indicates the
current state o f  his health. Underneath, a
large d ig ita l scoreboard a n d  details o f
ammunition, door keys and time available

are constantly updated.
Many o f  the screens are graphically simi-

lar bu t  sufficient exploration is suitably
rewarded with the odd completely different
scene - watch Out o r you could even end
up trapped in  the WC! As for sound, there
isn't rea lly a  lo t  o f  it  to  ta lk about but
whether you  view this as a  ma jo r draw-
back will depend on your appetite for com-
puter generated noise. Personally I  found
the game qu ite  satisfying withou t  the
additional lure(?) o f  any sonic wizardry.

Players a re  advertising foe Blade I I  as
'coming soon' o n  the  cassette in lay but
whether this applies to the 8-bit Atari ver-
sion is  anyone's guess. Let's hope • so as
they seem to have found the formula to
produce software o f  the high quality that
Atari owners deserve and should expect.

Paul Rix on

Title: JOE BLADE
Publisher: Players
Price: £1 .99  on  cassette
Players: 1
Control: Joystick
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COME BACK KING KONG!
'It s eemed l i k e  a n y  o t her  d a y  a t  t h e

Greaseburger Fas t  Fo mi  E mp o r i u m -  but
three unluc k y  customers were to get some-
thing even nas t ier t han usual in their Big
Mucks, I f  o n l y  t h e  c ompany ' s  Research
Division hadn ' t  acc identally  shipped some
of t he  ex per iment al  f ood  addit ives  A
wove o f  nausea, a  f oul  aftertaste, chronic
indigest ion -  every thing was  normal  unt i l
George. t i z z y  a n d  Ra l p h  r i pped  o u t  o f
their c lot h ing a n d  in t o  des igner f ur  and
scales...'
And so begins  t he amus ing plot  to RAM-

PAGE - a  cont rast ingly  f rust rat ing and un-
characteristically poo r arcade conversion
from Activision, originally from Bally Mid-
way. No  more play ing ' Mr  Nice Guy' - this
t ime y ou  bec ome a  badd ie  and,  i n  t he
words o f  the in la y card, unleash mon-
strous m a y h e m  o n  a n  uns us pec t i ng
public!

Ti tle: R AMPAGE
Publisher: Ac t i v i s i o n
Price: £9.95 cuss. £12.95 d i sk
Players: 1 / 2
Control : Joysti ck

Gameplay itse lf  is relatively simple. As
human- t u rned -mons t e r  y o u  dec ide  t o
embark  on  a destructive rompage through
fifty cities in  search of alternative nourish-
ment.  This  involves c l imbing u p  the sides
of t o we r  blocks and  punc hing holes  in t o
the offi ces of  l ikely  look ing business pre-
mises -  any t h ing goes really!  The aim is to
consume various edible objects, avoiding
those it ems  such 05 televisions and potted
plants whic h don' t  taste quite so pleasant.
The task  is  made more dif fi cult  by  troops
who t ire at  you f rom the windows  of  some
buildings  a n d  guns h ip  helicopters  c on -
t inual ly  c irc l ing overhead i n  a n  ef fort  t o
prevent t he dest ruct ion o f  the city.  Da m-
aged build ings eventually collapse and
each c omplet ely  demolished screen is  re-
placed by  t he nex t  i n  a  series o f  150.
Two players may compete and select their

characters f rom a  choice o f  George (God-
zilla),  Lizzy (Lizard) or Ralph (Wolf man) or
the computer will automatically take over
for a  one p layer game i f  i t  senses the
absence o f the second player. Joystick re-
sponse is nothing short o f  abysmal,. The
controls are clumsy und imprecise - more
often than not you'll lose energy waiting
for an  ac t ion t hat  ought  t o hav e been

carried out  immediat ely .  This  does consid-
erable damage t o t he game's  playabilit y •
Visually  RAMPAGE is adequate but  hardly

eye-opening.  Vehic les  c ross  t h e  sc reen
periodically  -  apparent ly  wi t hout  purpose
- i n  f ront  o f  predominant ly  grey buildings
superimposed on a black city skyline. Ener-
gy bars  above prov ide the necessary status
information wh i ls t  single co lou r PMGs
f orm t h e  a t t ac k  hel ic opt ers  a n d  o t h e r
adversaries. Even the monsters themselves
are poorly defined and mono coloured -
not  t he sort  o f  t h ing At ar i  owners  should
expect to  see gracing their monitors in the
late 1980's.  Terrible is  an  apt  descript ion
of t he sound in  general and especially the
int roductory  'mus ic ' .
Regrettably, RAMPAGE isn't any t hing spe-

cial a t  a l l  a n d  muc h  as  I  feel obl iged t o
congratulate Ac t iv is ion for their support  of
the Atari,  I  c an on ly  wis h t hat  t heir  pre-
viously s tandards  wou ld  return,

XL/XE ROM CARTRIDGES

ARCHON   1 4 . 9 5
BALLBLAZER   1 4 . 9 5
BLUE MAX   1 4 . 9 5
DREADNOUGHT FACTOR 1 4 . 9 5
FINAL LEGACY   1 2 . 9 5
JOUST   1 2 , 9 5
LODERUNNER   1 4 . 9 5
MOON PATROL   1 2 . 9 5
POLE POSITION   1 2 . 9 5
REALSPORTS AMERICAN
FOOTBALL   1 2 . 9 5
RESCUE ON FRACTALLIS . •  14.95
RIVER RAID  9 . 9 5
TENNIS  9 . 9 5
ZONE RANGER  7 . 9 5

XL/XE DISKS

AUTODUEL I64k)   1 6 . 9 5
DRUID   1 2 , 9 5
EURO SUPER SOCCER 1 2 . 9 5
F-15 STRIKE EAGLE   1 2 . 9 5
FOUR GREAT GAMES II  5 . 9 5
FOUR GREAT GAMES III 5 . 9 5
FOUR STAR GAMES I  5
9 5FOUR STAR GAMES II  5 - 9 5
GUILD OF THIEVES (64k) • •  16.95
INGRIDS BACK (64k)   1 2  95
JINXTER I64k1   1 6 . 9 5
KENNEDY APPROACH   1 2 . 9 5
KNIGHT ORC (64k TEXT) 1 6 . 9 5
LEADERBOARD   1 2 . 9 5
MIRAX FORCE  8 , 9 5
MINI OFFICE II   1 6 . 9 5
NIGHTMARES  8 , 9 5
RAMPAGE   1 2 , 9 5
SILENT SERVICE   1 2 . 9 5
SPY VS SPY TRILOGY   1 2 . 9 5
TIME & MAGIK (64k TEXT) 1 2 . 9 5
WINTER OLYMPIAD 88 (WI _12.95

)(OE CASSETTES

ACE OF ACES  2 . 9 5
AMERICAN ROAD RACE  1 . 9 5
ATARI ACES  -  6 . 9 5
BASIL MOUSE DETECTIVE 2 , 9 5
CALIFORNIA RUN   1 . 9 5
DAWN RAIDER   1 . 9 5
EURO SUPER SOCCER (64k) _8.95
F-15 STRIKE EAGLE  8 . 9 5
FOUR STAR GAMES I  3 . 9 5
FOUR STAR GAMES II  3 . 9 5
GAUNTLET (64k)  2 . 9 5
GRAND PRIX SIMULATOR - 1 . 9 5
INGRIDS BACK (64k)   1 2 . 9 5
LAS VEGAS CASINO  2 . 9 5
KENNEDY APPROACH  8 . 9 5
KNIGHT ORC I64k TEXT) 1 2 . 9 5
LEADERBOARD  8 . 9 5
LEADERBOARD TOURN,.  4 . 9 5
MIRAX FORCE  6 . 9 5
PLATFORM PERFECTION 44i) _6,95
QUARTET GOLD  3 , 9 5
RAMPAGE  8 . 9 5
SHOOT EM UPS (64k)   6 . 9 5
SPEED ACE  2 , 9 5
SPY VS SPY TRILOGY  8 . 9 5
TIME & MAGIK (64k TEXT) _12.95
WINTER OLYMPIAD 88 IMIO _8 . 95
ZYBEX  2 , 9 5

ST DISKS

AFTERBURNER 1 5 . 9 5
CHRONO-QUESI   2 4 , 9 5
ELITE   1 9 . 9 5
JOE BLADE II   1 5 , 9 5
LOMBAROMAC RALLY   1 9 . 9 5
5,0.1.   1 5 , 9 5
SPEED BALL   1 9 . 9 5
TRIVIAL PURSUIT NEW BEG 1 5 . 9 5
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HERE'S WHAT YOU'VE MISSED!
Get your back issues NOW!

PAGE 6  be ck issue s represent a n exce llent wa y o f  Increasing the  enjoyment ot
your Ata ri w it h  a rt icle s t o  enlighten you,  programs to  type  in  a nd re vie ws o f
software to  guide  you. Almost a ll o f  the  content of  pa st issue s will be as fresh
and re levant today a s when it  appeared -  increase  your enjoyment now,  before
its too la te! D isks a re  ava ilable  for a ll issue s,  conta ining a ll the  8-bit programs
trom each issue  ready to  run,  a nd the y o lle n include  bonuses not found in the
magazine.

ISSUE 2 0  -  GRAPHICS SPECIAL. A  supe r spe cia l issue  with a  graphics theme.
Draw some  masterpieces wile  GRAPHICS WORKSHOP and explore your graphics
potential with Colour Palette, Picioada ,  Colour Attributes and CIO Siodeshow. An
in-depth review of Printshop and Graphics Art Department, the lina l part of Display
Lists and the  Adventure column. 11 pages devoted to the ST plus a colour feature
ATARI AR T a nd ST  GALLERY. An d  there 's more! BLOCKBREAKER is one of the
best games to  have  been published in  a ny magazine. D on t m iss it !

ISSUE 21 •  A pecked issue with games. TRAIN CRAZY. REVENGER and FORKLIFT.
Utilities SCA1 EM ASTER,  QU I C K DIISASSESIBLER a nd Measuring Temperature.
Programming hints with Doing The  Impossible,  Error 8  Solve d and TH E GUIDE
TO ER R OR  C OD ES R e vie ws o f  F light  Simula tor I I ,  H itchhike r's Guide  to  the
Galaxy, and the  la test Adventures F o r the ST a DEGAS to NE0  converter. Lattice
C reviewed a nd re vie ws o f  a  whole  host o f  software.

•

ISSUE 2 2  •  M ore  se rious use rs will e njoy SMARTSHEET, a  Visica lc like  type -in
spreadsheet, p lu s o u r re vie w a t  Pa pe rclip wh ilst  gamesters w ill puzzle  ove r
TRICKY C U BES and t ry to  survive  HIDDEN DEPTHS. The  Guide  to  Error Codes
is concluded and there are articles on Fracia ls,  Tape Problems and some less well
known Adventures. L o a d s ot  re vie ws a nd some  great ne w routines for Block-
breaker. ST  use rs will find out how to  program Sprite s a nd can read reviews of
Time Bandit,  Pro-Fortran 77 ,  ViP Professiona l a nd more .

is

ISSUE 2 3  -  Another superb machine language game WATER SKI  SCHOOL will test
your re fle xe s. WORDSEARCH w il l  challenge those  who like  puzzle s and other
listings include  SUPERCLOWN and the  utilities XREF and VERIFY. A huge review
01 Ultimo I V heads a  comprehensive review se ction a nd Going Online  Part I  will
let yo u  know if  te lecommunications is tor you S T  owne rs ca n discove r how to
get a  bigger screen on their colour monitor and read reviews of loomra cks. Sierra
On-Line adventures and Pro-Pascal amongst others Also,  is it worth adding a 6 .4"
drive to  your ST?

•
IS

DISK AVAI LABLE •  incude s BONUS PICTURES for
Graphics Workshop

DISK AVAI LABLE. All programs ready to  go

DISK AVAI LABLE -  DOUBLE SIDED! Conta ins TWO
versions o f  TR I CKY C U BES a n d  n o w  VeitSiOall C l
BLOCK BREAKER

DI SK A V A I L A B L E  C o n t a in s  T W O  B O N U S
PROGRAMS!

ISSUE 2 4  -  The  biggest issue  so  ta r published! Greta ST section with into about
ST d isks a nd cartridges a nd loa ds of  re vie ws. For 8 -bit use rs there is MUNCHY
MADNESS, the best game we have ever published plus a super cheque book utility
AUTOCHECK. P lu s a ll a bout che cking yo u r d isk drive ,  another ga me  ca lled
FLYING HIGH. more  utilities,  reviews of RAMBIT, Adventure games and tots more.
Too much in  th is issue  to list  fully!

•
DISK AVAI LABLE -  Don't m iss MUNCHY MADNESS,
the be st game we  have  published so  fa rt

ISSUE 2 5  -  Another biggie ! A  must for 1029 printe r owners with 3 great utilities
including a  SCREEN DUMP A  supe r Japanese chess game called SHOW. a  type
in REVISION C  BASIC,  a full feature on disks and more. For ST, type in OTHELLO.
reviews o f  LEAD ER  BOAR D  a n d  M EAN  1 8 ,  H ints a nd Tips a rid severa l other
reviews and a rticle s.

•

ISSUE 2 6  -  SOLID MODELLING is one  o l the  best non-game programs we have
published. B ,  crea tive ! Other programs include  SOURCE WRITER tor machine
code programmers,  FLEXI BLE FI NGERS t o  h e lp  yo u  type ,  N U TS a n d  more .
Reviews o f  TRIVIAL PURSUIT. D V C
,
6 5 ,  S P E E D S C R I P T  
a n d  
m u c h ,  
m u c h  
m o r e
.  
s r

users ca n learn a ll about HARD DISKS. FAST BASIC. TYPESETTER ELITE, DEGAS
ELITE a nd reed re vie ws on a  whole  lot more  software .
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DISK AVAI LABLE •  AL L  TH OSE 1029 PROGRAMS
READY T O GO!

DISK AVAI LABLE -  DOUBLE SIDED' TWO full sides
with BONUS SCREENS for SOLID MODELLING!

ISSUE 2 7  -  Some  cra cking list ings for the 8 -bli. In GREAT BRITAIN LTD. you can
be the  Chancellor and help run the country. COMPUTER GAMMON is a great Atari
version o f  backgammon a nd there's ANTS IN YOUR PANTS, DISK COMMAND and
others. The re  i s  a  feature on  word processing a nd sta cks of  re vie ws. The  ST
section include s a n in-depth re vie w a t  AR T DIRECTOR and a neat little  program
to p u t  scrolling sta rs o n  yo u r scre e n! Lots o f  re vie ws including HAEIAVIEW,
K-SPREAD 2 ,  K-WORD a nd ma ny more .

DISK AVAI LABLE •  some  L • O
-
N
-
G  L I S T I N G S !

ISSUE 2 6  •  Exte nd the  incredible  origina l M unchy Madness with the  MUNCHY
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS with a friend, teach
your childre n with  M OST H EAR T M ATH S o r  ma ke  up  some  crosswords with
XWORD. A  long feature on flight simula tion programs. hints on ZORK and loads
ol re vie ws F o r  ST  use rs,  the  fi rst  in  a series of USING GEM irom C plus FLIGHT
SIMULATOR I I  reviews,  ne w books from COMPUTE! and a whole stack Of reviews

• •

ISSUE 2 9  -  One  that Serious 8-bit users have been waiting a long time for • a great
lull feature database -  IAJDOASE plus an amazing story maker. STORYBOOK, that
allows you to  create illustra ted storie s The n  there 's a  great game from ANTIC
called CLIFFHANGER a rid a n AUTORUN ma ke r and more  Che a t on commercia l
games with  ZAPPI NG T H E R I GH T BYT E a n d  re a d sta cks o f  re vie ws T h e  ST
section ha s a  type-in program, SCREEN GRABBER. which a llows you to 'snatch'
pictures o f  commercia l games to  dish,  p lus the  ne xt pa rt in  our GEM  FROM  C
series arid reviews of Superbase Personal. K-COMM 2 plus lots of games including
Barbarian. Another big issue .

•
•

DISK AVAI LABLE -  Also  conta ins the  winning tit le
screen from our competition.

DISK AVAI L ABL E. D OU BLE SI D ED  W i t h  BON U S
story for STORYBOOK a nd STORYBOOK reader.

ISSUE 3 0  -  A great follow up to Solid Modelling a llows you to animate 3-0 objects.
Try 3 -0  ANIMATOR. H ow about a  puzzle  with LETTER CASTLE or an arcade style
shoot-up from ANTIC ca lle d DESERT CHASE? Art icle s inicude  a n In-depth look
at GUNSLINGER, Genealogy With Your Ata ri a nd F in s Ste ps on saving screens.
Loads of  re vie ws including AUTODUEL a nd P:R : CONNECTION. The  ST  section
includes the  continuing GEM  se rie s. CYBERSTUDIO, ZOOM RACKS I I  a nd loa ds
of games a nd se rious re vie ws including GF A BASIC, K-Rogel,  Jupiter Probe and
more
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MACHINE LANGUAGE ADVENTURE only on the disk!

ISSUE 31 -  Our ma ssive  survey on a ll the WARGAM ES available for the 8-bit Atari
heads t h is issu e  which a lso include s a  great type-in synthe sise r listing ca lled
ORIGINAL SYNTH Othe r listings include  FONT FACTORY, a nice  character editor
and a  cha llenging ga me  ca lle d BO WL  TR AP. A  feature on SS1, more  Tutoria l
Subroutines, a  long feature on THE NEVERENDING STORY. reviews of ROADWAR
2000 a nd TH E DUNGEON plus ma ny more  a re  a lso in  th is issue . ST  SECRETS,
a ne w se rie s on ST  programming begins with a  look at sound and the ST reviews
section include s IM G SCAN,  BASE TWO,  TEM PUS a nd ma ny more .

• ole DISK AVAI LABLE •  All the  extra  t ile s for ORIGINAL
SYNTH se t u p  ready to run plus a ll the other listings

ISSUE 32  -  A great ca rd game le r 8 -bill users called, rather uninspiringly. WHISI
plus a  two pla ye r game of  TENNIS a nd a GRAPH M AKER that works on the 1029
printer A  ne w series starts on EXPANDING YOUR ATARI  and there is an excellent
programlutorial on  BU BBLE SORTING. Reviews include  THE PAWN,  GUILD OF
THIEVES, SPAR T AD O S
.
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about programming graphics with ST SECRETS and can read a ll about the TURBO
EWER, PC  DITTO p lus re vie ws o f  Tanglewood, Defender o f  The  Crown,  Winte r
Olympiad. PROSPERO FORTRAN a nd more .

DISK AVAI LABLE -  D OU BLE SI DED w it h  BON U S
MACHINE C OD E ARCADE GAM E only on th is d isk.

ISSUE 3 3  -  Many readers have  sa id th is I s our best issue  yet with an extensive
feature o n  choosing a  printer for your Alan,  plus HEAVY METAL, a superb type-in
machine language a rca de  ga me . Othe r type -in list ings include  another game.
CRYSTAL CRI SI S a nd  t w o  utilit ie s. COLOUR TUNER a nd SOFTKEY,  the  la tter
being a  supe r ke yboa rd 'ma cro',  u t ility. S T  owne rs ca n lin d  out more  about
PROGRAMMING G EM  with  another a rticle  in  the  se rie s a nd there  a re  loa ds Of
reviews including M ASTERPLAN. GUNSHIP and SPECTRUM 512. The re 's much
more in  th is issue  besides,  including some  great music tor the  8 -bit.

• DISK AVAI LABLE •  including T WO BONUS GAM ES
that a re  not in  the  magazine.

ISSUE 3 4  •  A n  ADVENTURE spe cia l t o  de light a ll fa ns o l Ata ri Adventuring.
Exclusive  a nd extensive  interview with LEVEL 9 . two TYPE-IN 8  bit ADVENTURES,
games reviews,  bumper A-Z  HINTS AND TIPS for a ll kinds ol adventures, a survey
of a lmost every known Atari adventure and much more Othe r items include DAVE
T'S DISCO. FLYING BY THE BOOK,  TUTORIAL SUBROUTINES, the SHELL SORT
and t h e  re gula rs S T  F ile  I nclude s a  round u p  of  ST  adventures, a  re vie w of
DUNGEONMASTER. hints on adventures and sta cks o f  general games reviews

•

•
•

DISK AVAI LABLE -  in clu d e s TWO BONUS
ADVENTURES only to  be  lound on  th is d isk.

ISSUE 3 5  U s e  your powe rs of  deduction TIME TO KILL to solve  a crime Cloud°
fashion. bend your mind with  BALLBENDER,  a  ve ry different game. Other great
gams include  REFLEX in  machine  code  a nd JUM BLE CELL,  a  real puzzler. Plus
HOW T O  WR I TE YOU R  O WN  BO O K o n  a  1 3 0 XE. CHARACTER ANIMATION,
STRUCTURED PROGRAMMING p lus the  usua l host o f  re vie ws. The  ST  section
includes M AD. the  be st type-in ST  listing so  ta r published - type it in ST BASIC,
end u p  with a  machine  code  game! Also,  a  comprehensive a rticle  on VIRUSES,
what the y a re  and how to  dea l with them. Loa ds o f  games a nd othe r reviews.

DISK AVAI LABLE -  include s BON U S machine  code
game only on the disk. ST DISK a lso available for this
issue with M AD  ready to  run.

BACK ISSUES are E1.20 each in  t he U.K., E1.95 f o r Europe o r  surface ma il els ewhere and E2.75 f or A ir  Mail outs ide Europe
ISSUE DISKS are f o r any  48I4 o r  64I4 8-bit  Atari.  Each dis k  is  E2.95. Pos tage FREE in  U.K. Overseas  add E l p e r  order a n y  number o l  disks )

Send y our order t o  PAGE 6.  P.O. BOX 54, STAFFORD, ST16 10R,  ENGLAND. ACCESS and VISA accepted, Telephone 0785 213928
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Are your games are a loss?

Try STOS
ee page 52 to  see i f  its any good

BAAL
God of Evil

HELL BENT

ST NEWS

A rather different
look with FUSION

Behind the
wheel in
LOMBARD RAC

RALLY

What's  that strange creature doing at
Cardiff Arms Park?

Psygnosis, havi ng released onl y a  select few games over  the past couple of years, are now expanding wi th new labels and
associations wi th oterseas programmers.  Fi rst release on thei r  new Psyclapse l abel  is Baal ,  in which the supreme Cod of
Esil has despatched hi s ar my of  undead to steal  a  dr eadful  weapon o f  destruction -  the War  Machine.  Those with weak
stomachs wi l l  be pleased to l ear n the  the game is not  qui te so gruesome as the adver tising! Nest up from Psygnosis is
Captain Fizz  Meets the  Blaster - I rons(!),  a  two player  col laborative game tha t  Psygnosis claim is so addictive that  they
had to ban i t  fr om thei r  own offices! l ots of  blasting, keys to find,  gates to unlock and other  adventures with spill  screen
views of  each players action.  Hi gh i n acti on and,  at  E14.95,  low in price f r o m  Electronic Arts is a new arcade/strategy
game cal led Fusion featur i ng two di rectional  par al l ax scrol l ing,  di gi ti sed sound.  t he  lot.  Object is to collect nine pieces
of a bomb scattered over  13  levels and return them to level 1 via an Assault Cruiser. Doesn't seem to be too much blasting,
more puzzle solving such as tr yi ng to oper ate coloured switches t o other  levels. At  l east the screen shots look di fferent
from w ha t  i s  now  becomi ng al most  s t a nda r d t h e n  there's Hel l  Bent  fr om Fliovagen, fol l owi ng up Mer cenar y a nd
Backlash, n o t  pr ogr ammed thi s t i me by Paul  Wookes but  by  one Donovan Pr ince.  Hel l  Bent  is s tandar d blast 'em i n
Goldrunner vein but  plenty fast Code m a s t e r s ,  hopi ng to repeat thei r  success with BMX Simulator ,  have Rugby Simulator
coming up i n which,  you guessed i t,  a l l  those of  us who di dn't  go to publ i c school  can revel  i n the noble game wi thout
having to lose teeth a nd eyes i n the  process! Can't  fi gur e out,  though,  w ha t  tha t  gi ant tortoise is doing on the field!
plus far  too many mor e to menti on between the  time of  wr i ting a nd the time of reading, but is the Hood of  ST software

now begi nni ng to abate?
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computer there comes a program
that can only be described as a

'must'. Normally this is some form of
'mega game' or highly efficient art prog-
ram, very occasionally an application
such as a spreadsheet but I have never
thought of a programming language com-
ing into this category, STOS though does!
It is hard to know just where to start in a
description of such a comprehensive pack-
age, perhaps the best start is to explain
that STOS stands for ST Operating System
and expand from there.
The packaging for STOS claims It is a

games creator, this is a little unfair since it
brings to mind other packages which bear
no relation to the breadth of function of
this software. There is nothing truly com-
parable with it and,in it s  own field of
graphic handling and sprite development,
it can easily compete with most Basics
currently on sale .
So what is in STOS? At grass roots level it
Is a Basile programming language that
commes as 3 single sided disks one of
which is full of archived accessories, the
second with three demonstration games
and the third with the actual language

•
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itself. The system recommends that it be
Auto-Booted thereby releasing the ST from
the strictures of GEM and gaining an extra
32K to use. The loss of GEM is not so
worrying as may at first be thought since
the language provides a most user friendly
environment. STOS has excellent file select
and menu commands, indeed it took
slightly less than half on hour to obtain a
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fully debugged menu command line that
would change the mouse cursor and pre-
sent windows with differing fonts in them.
Obtaining this effect in most other lan-
guages I have used, has occasioned resort-
ing to GEM calls and complex IF THEN
routines. In STOS the command reads
'menuS(1)="MENU":menu$(1, 1)-"item 1'
and so on as far as you want menu
choices. The activation of the menu is -
menu on:A=mnselectif A <>0 then print
'you chose item 'A'. Obviously this is ex-
tendable and is most user friendly.
The most important part of the program

is, of course, the manner in which
graphics and sprites ore controlled. This is
simply effected using nothing more than
x, y co-ordinates and the commands move
and anim on/off. The sprites, of which it is
possible to have fifteen active at a time,
are interrupt driven (without needing in
depth programming) and easily made
aware of collisions, boundaries and all

those other useful things
sprites need to know in
order to function in game.
It was so easy to make a
sprite pattern that I de-
veloped a Wildlife Panda
head to bounce around
the screen in under forty-
five minutes, and thirty-
five of that was trying to
get the correct curve to it's
ears since I am no artist!

The greatest thing so far  for
the ST or just another program?
Damon Howarth  tries his hand

at wri t ing games

EASY SPRITE
DESIGN

Having pointed out that my artistic ta-
lents are limited it was with some relief
that I discovered that there was a utility
called a sprite grabber with the software
that enabled the user to lift their favourite
sprite and tinker with it to include in their
own programs. Even better there is also a
means to store Degas and Neochrome for-
mat backing screens in compacted mode

to make multi-screen game creation a pos-
sibility- Graphically there is the option of
defining two concurrent screens to enable
rapid and effective scroll changes, indeed
the software even allows for commands to
fade the pictures together at whatever rate
or style is desired. The example from the
manual gives a sort of Venetian blind
effect for a slow change, although by a
change in control numbers this can be-
come instant or explosive. The window
creations (up to thirteen on screen at a
time) can allow for quite complicated
screens to be built and by careful program-
ming and interrupt use can almost look
like the Blitter is installed in your
machine. Admittedly when there is a great
deal of action on the screen at one time
things slow down somewhat but not too
excessively and, once more, the manual
makes suggestions as to how to keep opti-
mum speeds at any one time.
Once the initial euphoria of creating

sprites and being able to control the way-
ward ST screen wanes, the other features of
the software become apparent. It is possi-
ble to install various accessories into the
machine (although this is better with a
1040) which may be activated by function
key, help mode or menu bar. Thus it is
quite possible to have the sprite editor, an
assembler, screen compactor and font edi-
tor at finger tip command without losing
other parts of the current program or prog-
rams, since four separate pieces of work
may be maintained at any one time.
Obviously this eats memory and is not
recommended for 520s, although even
they can cope with one key developmental
aid installed at a time. The really useful
thing about all the accessories is that they
are written in STOS and are totally ex-
aminable, thus they may be learned from
or altered to taste. It is also possible to
create your own accessories to run within
the system and run time versions of any-
thing are possible by using a tugger sup-
plied with the package.
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CREATIVE ACCESSORIES

Having discussed the 'bolt on' accessories
it would seem to be a good time to com-
ment on the more important of them. The
most exciting areas of creativity are the
sprite and map creators. The sprite creator
looks like a standard art package with all
the pallette functions, and an option to
create sprites that will adapt to any of the
ST's three modes. All the basic art package
tools are included such as semi circles and
lines with the addition that an animator is
incorporated and changes may be saved
and worked on with the min imum of fuss.
The creator is, like the other accessories,
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The sprites save to a special file which is
subsequently called to the program and
accessed during run time whenever the
Basic calls it, which saves time defining
sprites in aprogram and also allows for
modular program creation, Why waste a
good sprite control routine when it can be
used to govern various bunks of sprites.
The map maker allows for the laying of
static sprites in order to create Gauntlet
style games. There are some quite familiar
landmarks already in the memory and
indeed the basic set up almost resembles a
Gauntlet editor.

ADD SOME MUSIC

There is also the facility to produce music,
again i n t e r ru p t
driven, t o  accom-
pany yo u r game.
The accessory i s
not a s  so p h ist i-
cated as some o f
the most expensive
software bu t  i t  is
extremely e f fec-
tive. I f  the write r
has so me  b a s ic
knowledge o f
music then the sys-
tem is  even more
comprehensible, on the other hand it is
still a great deal simpler than program-
ming the sounds from other Basics. These
files when created and saved, again be-
come executable tacked parts of the prog-
ram so, as with the sprites, your tunes can
accompany many of your games. The
music is controlled simply by the com-
mands music on/off and the predefined
sound effects by commands such as bang.
Spot effects are equally easy to program
should the pre-programmed library not fi ll
your needs, they simply require envelope
parameters passing in Basic statements
and - zap. there it is!
There is even a font designer included in

the basic accessories which in conjunction
with quite excellent string handling allows
manipulation of any form of lettering,
even Egyptian Hieroglyphics. The editor is
again icon driven and user friendly and a
joy to work with. Minor useful accessories
include a mouse detector, which allows the
user to obtain screen co-ordinates of any

point of a Neo or Degas picture thus allow-
ing the programming of dangerous zones
for sprites to enter.

FURTHER ENHANCEMENTS

The idea of accessories that will tack into
parts of the program bank mean that the
system can be upgraded us needed or de-
velopment dictates, Already there are
promises of a compiler and solid 3D addi-
tions from Mandarin. These and other
such devices will merely enhance this

package. A great
deal of thought
and preparation
has gone into
creating this 'all
round good egg'
and as such it  de-
serves support,
which it certainly
seems to be receiv-
ing. Mandarin
offer a help line to
all registered users
(surely a better

way to deter pirates than peculiar protec-
tion devices) and it seems are now even on
Mieronet.
If the system Is viewed as only another

Basic then its number crunching abilities
are not that of, say, Hi-soft although hav-
ing said that the editor on this system is
one the most friendly I have come across.
Perhaps in common with many old time
8-bit converts I find some security in line
numbers and the dreaded GOTO state-
ments but the lack of strange windows
appearing and forever being in the wrong
place to execute the command I wish are
now a thing of the past. To my mind this
makes up for the 'older' approach. As a
Basic it fulfills its functions adequately,
and is more than competent at file hand-
ling especially with its file select and menu
commands. Indeed the ability to create
spare accessories may well allow for creat-
ing a number crunching environment.
perhaps from the, now included,
assembler.

STOS is too powerful to be regarded as just
a game creator and indeed with its ex-
tremely powerful screen handling and
mouse recognition could even he used to
create adventures in the mode of Chrono-
Quest or even adventures with action in
the style of the Cinema-ware software. The
three listable demo-games give good ex-
amples of how to use the system to its best
advantage and are as playable as many
commercial variants. One of the most in-
teresting variants is the Orbit game which
bears a distinct similarity to Arkanoid and
in some respects plays better.

VALUE FOR MONEY

By now it must be obvious that I am most
enamoured of the package and feel that it
represents extremely good value, I f  it is
viewed only as an upgraded Basic to use
Instead of the supplied Atari package then
it is much cheaper than any other on the
market. When it  is realised that it also
combines the sprite creator, music writer,
font creator and the three good quality
games then the whole package is an abso-
lute bargain, and feel that it truly deser-
ves its position in the charts, Furthermore
it deserves to become one the listing lan-
guages for magazines in the future.

'I cannot
recommend this

highly enough'

[STOS
Ma n d a r in  S o f twa re
E29.95
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13 BOOT
Flow many of you hove had the problem

of adding a I Meg external drive to your
ST only to find that you cannot use double
sided disks that have AUTO folders or
Accessories? It con be quite a frustration
and I developed B BOOT to help overcome
some of the problems.
One way to overcome the problem is to
physically change the drives over which
may only work if  the external drive is an
Atari one, or to make some hardware
changes, both of which will void your war-
ranty. A software solution is far less dras-
tic, and although not the whole answer,
this program will make your system much
more flexible. The program is very simple
to use and is written in ST BASIC so that
any user can type it in so dig out that copy
of ST BASIC, type in the listing and save it.
Now follow these simple steps.

1. For mat  a disk to single sided so
tha t  the i nter nal  dr i ve can r ead i t.

2. Cr eate an AUTO fol der  on thi s disk
r eady for  the BASI C pr ogr am to
inser t the machi ne  code pr ogr ams
i nto.

3. Run SI  BASI C agai n,  l oad i n your
l isting,  i nser t your  for mat ted disk
in dr i ve A a nd RUN the pr ogr am.  A
pr ogr am wi l l  be cr eated i n your
AUTO folder .

4. Swi tch of f  the computer  AT THE
POWER SWI TCH.

S. After  a few seconds swi tch the
computer  on aga i n w i th the disk
on whi ch you cr eated your  AUTO
fol der  used as the boot  di sk i n
dr ive A. You shoul d shor tl y get the
message to 4
P R E S S  
R E S E T
' ,  
i f  
y o
u

don' t  get thi s then ther e is an er r or
in the BASI C pr ogr am,  a nd i t
shoul d be checked a nd r e-r un.

If you have got this far you should now
have a working version of B-BOOT. Simply
insert a I Meg disk containing an AUTO
folder or an .ACC file that you wish to use
in the external drive and PRESS RESET. The
computer will read the boot sector from
drive A and will then continue the boot
with drive B as if it was drive A.
There are a one or two problems which
the program does not solve. The first is
that software that loads from the BOOT
SECTOR cannot be run from drive B. This
Is not very serious as ALL commerdal soft-
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by Lawrence Staveley

100 R E M  CREATION PROGRAM FOR
101 R E M  B-BOOT: WRITTEN IN ST BASIC
102 R E M
103 R E M  WRITTEN BY LAWRENCE STAVELEY
104 R E M  FOR PAGE 6 MAGAZINE
105 R E M
106 R E M  ENSURE THAT YOU HAVE MADE AN
107 R E M  'AUTO' FOLDER ON THE DISK FIRST
108 R E M
109 R E M  WRITTEN IN ST BASIC - '87 VERSION
110 n=8e1160000:ful lw 2:clearw 2:?:?
111 f o r  t=0 to 5 step 2
112 r e a d  a:poke n+t,a
113 n e x t  t
114 f o r  t=6 to 25 step 2
115 p o k e  n+t,8ch0000
116 n e x t  t
117 f o r  t=26 to 87 step 2
118 r e a d  a:poke n+t,a
119 n e x t  t:? "Creating A:AUTO\ BOOT_PRG ':?:?:?
120 b s a v e  "a :auto  \ boot.prg ,8eh60000,68
121 R E M  ONE DOWN, ONE TO GO
122 n=geh60000
123 f o r  t=0 to 5 step 2
124 r e a d  a:poke n+t,a
125 n e x t  t
126 f o r  t=6 to 27 step 2
127 p o k e  n+t,8eh0000
128 n e x t  t
129 f o r  t=28 to 71 step 2
130 r e a d  a:poke n+t,a
131 n e x t  t
132 9
'
9 - 9  
"
C R
E A
T I
N G
:  
A
:
A
U
T
O  
P
O
W
E
R
_
U
R
P
R
G  
:
?

133 b sa ve  " a:auto \ power_up.prg" ,8eh60000,72
134 e n d
135 R E M  ** BOOT•PRG - DATA **
136 R E M  *************s** *****
137 d a t a  8eh60 1 a,8eh0000,8eh0028
138 d a t a  Sehlfff,8eh42a7,8eh3f3c
139 d a t a  8eh0020,8eh4e41,8ehdefc
140 d a t a  8e110006,8eh33fc,8eh0001
141 d a t a  8eh0000,8eh0446,8eh3f3c
142 d a t a  8e110001,8eh3f3c,8eh000e
143 d a t a  8eh4e41,8ehdefc,8e110004
144 d a t a  Seh3f3c,&110000,8eh4e41
145 R E M  ** POWER_UP.PRG - DATA **
146 R E M  * * * * * *  ******************
147 D A T A  8eh601a,8eh0000,8eh0024
148 d a t a  8ch2f3c,8eh0000,8th0016
149 d a t a  kh3f3c•8eh0009,8eh4e41
150 d a t a  Sehdefc,8eh0006.8eh4ef9
151 d a t a  8eh0000,8eh0010,8eh5052
152 d a t a  8e114553,8eh5320,8e115245
153 d a t a  Seh5345,8eh5400,8eb0000
154 d a t a  8eh0000,8eh0002,8eh1000
155 d a t a  8eh0000

ware is supplied on half meg disks. The
second p rob lem is  t h a t  i f  a  p rog ram
changes the drive handle back to A: the
computer will revert to  drive A. This can
often be changed by using a program like
ANTIC's DISK DOCTOR to  search for file-
names and change the drive identifiers.
The only other thing that might cause a

problem is not redlly a  fault o f  the prog•
ram. I f  there is a DESKTOP.INIF file on your
disk that is set up with a window open for
drive A  then the computer will read the
directory for drive A. The only way to solve
this is to set up the window with  drive B
open, save the DESKTOP.INF (to drive A),
and then copy this fi le onto drive B. •
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The C compiler market is an in-
teresting one to  join_ Obviously C
Is a  ve ry popular language, hut
the marketplace is already served
by a  number of well known, pro-
fessional compilers, like the Lattice
and Murk Williams compilers. To
enter the market now you have to
provide something better than is
already there and Prospero C does
do that - by providing a fully inte-
grated environment (fi rst used in
their Fortran), t h e  PROBE in te -
grated debugger, and  ANSI stan-
dard compatibility.

FOUR MANUALS

Prospero C
for the Atar i  ST

avsk T h  1 :0 L 1

void destrdammo *it
int I l r

f o r illi
4

ifl

fre e llt

0

Find 111:2:00L i
t .

C3 w a it  a fte r e rrors

[Cancel

Prospero C, hereafter referred to as Pro C, comes as a package
containing three single sided disks, and four covered ring bound
manuals in  a  slip  case. The disks contain the necessary prog-
rams, and some sample source files, as well as library header
Files. The manual explains how to place the files according to
your disk drive set up. I f  you have a  hard disk (as I  do), you
may place them more or less where you like y o u  can configure
the compiler to find them anywhere.

The four manuals each cover a  major area - the compiler and
utilities; the C language library; GEM AES and GEM VD!, The
latter two are very thorough, giving not only the parameters, but
why you would use a function and example code. It is not quite
perfect -  I  notice fo r example tha t  vst_load_fonts() does not
mention that GDOS must be resident o r it  will crash - but they
are very good nonetheless and I  a m pleased to see them.
The main manual covers the installation, compiler and utilities;

the language definition: Prospero implementation and appen-
dices which include the error number explanations (though no
more than wil l be shown by the compiler anyway). Each topic
is covered well, though some more obscure subjects could do with
more elaboration - I have yet to see on understandable explana-
tion o f  the new t o  preprocessor token.
The fourth manual is the prosper° C library reference. This is

in two basic sections, the first covers functions by the header file
that they are declared in  (and so is a  breakdown by classifica-
tion) and the second section contains function descriptions. I am
pleased t o  see th a t  each function has it s  own  page in  the
alphabetical sequence -  unlike the Lattice manual which lists
printft) fprintf() and sprintl() under one name. The user is refer-
red elsewhere for fu ll detail, bu t at least it  is easy to find. The
C library includes a ll the old favourites, but also some I did not
expect. Routines for directory searches, findfirst() and findnext(),
as well as a drivemap() to tell you which devices are attached
are useful extras. Each function is indicated as ANSI standard
or not, so portability may be maintained.
The first program I  decided to  write was a small utility to run

another program and then hang. I t  may not sound useful, but
it allows me to park the heads on my hard disk without having
to close the windows and run SHIP.PRG from a floppy. My first
attempt caused the system to  bomb. and I eventually found out
that you  must  pass a t  least one parameter (us we ll as the
filename) to  the spawn() function - something not mentioned in
the manual so I  presume it  to be a bug (not uncommon in any
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large library). The next program
was much more complex, and all
library functions worked fine, so I
suppose it is an isolated problem.

THE PRO C
ENVIRONMENT

The Pro C environment incorpo-
rates a windowed editor which can
manage up to four files to be
edited at once. The editor under-*

o s t a n d s  many Wordstar and Macin-
tosh style key commands and is
acceptable, but it does have its
problems. Mouse integration is not
good. as using the scroll bars
causes a lot of mouse shape

changing and the re-draw is much slower than the equivalent
key command. The biggest pain for me is that when you select a
block, the Delete key deletes the single character under the
cursor, not the block. I also tend to expect it to work as the Mac
and Microsoft Windows do, and delete the block when I type
something else - but it just adds the new stuff to the block. This is
a problem of application consistency, and the fact that GEM
applications aren't consistent is partly due to the lack of applica-
tion guidelines that the other systems have. The editor also uses
spaces for tabs, which as I have said before is terrible for
programming, but no Atari editor yet supports real tabs. Apart
from mouse speed and block irritations, the editor is good.

Once you have your file, you can then use menu options to
compile and link it (separately or together). Compilation is
regulated by a set of options which control such things as strict
ANSI adherence, char is unsigned, generate compact code, in-
clude pointer, index and assignment checking. Other options
allow you to compile a file thut is not in the editor (it is also
possible to use the compiler as command line driven) - necessary
for one of the demo programs due to insufficient memory on my
520; to lust check the syntax; or generate a cross reference. One
point I found annoying was that the line number shown on the
dialog for errors includes lines read from the include files, thus
the error which it says occurs on line 563 of your source file may
actually be on line 47, so noting the line provides no help. It
would be nice to see the first twenty errors remembered so that
the compiler could take you from error to error for debugging. At
first, I felt it was quite a slow compiler - 15 seconds to compile
and 23 seconds to link a simple 'hello world' program whu h
included stdio.h. I compared it to Lattice C and the command
line version (about equal), and it seems the environment has u
slight handicap, probably due to memory overlays. The manual
does not mention optimising the output at all, something which
is becoming more standard nowadays.
At about the time I started to write this review, the December

issue of PCW magazine came out. It has an article by the BSI on
ANSI standard compilers, and two short programs to test com-
pliance_ Pro C fails both! Obviously in any complex program,
there will be some small bugs, and Prospero say that they will
continue to tighten the compiler to the specification, correcting



For some two years Prospero have
provided the complete programming
solution to  the Atari ST and GEM,
provided you wished to program in Pascal
or FORTRAN, and indeed a good many
of you did. However it was always clear
that a hole existed in the market for a top
quality C compiler with full access to
GEM and an easy to use environment. We
believe that we have filled that hole.

Completed family.
Choosing a programming language has
always been a problem. Each language
has its own strong points and you always
seem to want those features not in the
language you have. Therefore our three
languages are fully interlinkable, so you
can get the best of each language in the
same program. Better sti l l  the three
products all look and feel the same so you
always feel at home with each.

Completed - in triplicate
FORTRAN, PASCAL AND NOW C

Completely Standard.
Another problem with programming has
been that source code is not as portable as
you may believe—not all C's are the same.
We have done our bi t to  lessen the
problem by making all our compilers
contain the standards so that i f the text
book says your compiler should do it then
ours will.

Completely Documented.
There is not much point in having a
powerful compiler and GEM library i f
you can't use i t, so we provide very
extensive documentation. For example
each GEM function comes w i th  a
definition, explanation and an example.
The C version o f the manual contains
1000+ pages and stretches t o  four
volumes!

Complete Package.
We've mentioned the 'environment' but
people who don't know Prospero might
not appreciate the full extent of what we
put in, so here goes: Compiler, Multi-
window edi tor, super-fast l inker,
librarian, source l eve l  symbol ic
debugger, program cross-referencer,
documentation, technical hotline support
and example programs. For the really
heavy du ty programmers w e  have
hardware floating—point l ibraries
available as an extra.

Complete programming solution.
So we now claim to have the complete
Atari ST programming solution in Pascal,
FORTRAN and C, and it is all available
now off the shelf. Pascal is £99.95, C and
FORTRAN are £129.95 each.

Prospero Software
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as discrepancies become known. If you find and report a bug you
will receive a free upgrade when it is fixed.

LINKING

The linker can be told to link without fiootifig point libraries,
with the GEM libraries, o r with a control file. The control file
allows a program to be made up from more than one source file.
It is at this point that I want more from Pro C. Everything that it
does, it does competently (it has never even bombed on me!), but
I have been spoilt by the Macintosh and IBM PC world. Unlike
integrated editor-compilers on those machines, Pro C has no
intelligence. I am used to flipping between each of four or more
source files, and when I feel ready, choosing 'compile' and
having it look and think 'hmm, he's changed these two source
files, so I had better re-compile them before linking'. This princi-
ple. the MAKE principle - makes programming easy and fast as
you cannot forget to compile a module. Because the system has a
list (which it helped you build) of the source files, it knows what
to tell the linker for you. Such an environment really does help
and Pro C is not yet it - but is the next best thing.

THE DEBUGGER I DREAMED OF!

PROBE, the source level debugger, is something I dreamed of
years ago, and at last it is possible on the ST. That said, it  is by
no means up to CODEVIEW on the IBM, but it has all the
essentials. Once you compile your program, generating line
numbers and a source listing, you may use PROBE to debug it.
Debugging with PROBE can be initiated from the environment,
or from the desktop_ When the program under test starts, you are
shown the current line (from the listing file). You may then step
through the program, tell it to execute a number of lines, or tell
it to go until it gets to a line. This ability to stop when it gets to a
line is very powerful as you may specify a range of lines in a
particular file, or a variable changing. The latter may be subject

to a condition, so you can let the program run until the variable
'loop' gets to 998. Such capabilities allow debugging to be much
faster, especially as multiple 'breakpoints can be specified. You
can also find out the function calls made to get to the current
location, or view the route which the program took to get here
(i.e. the most recently executed lines). These answer the age old
programmer's question 'but how did it get here?'. More basic
facilities include enabling screen swapping (so windows etc, can
be maintained), on-line help, listing lines, profiling (so you can
find out which parts are used most - very valuable). PROBE will
also work with a machine code debugger if you need it,
Another essential aspect of source level debugging is viewing

variable contents in the appropriate form (i.e. as an integer or
string, not just a string of hex digits). You can obtain displays of
local and global variables (including strings) and change them
too. If you don't have source level debugging you should buy this
now. For six months I had been using CODEVIEW on the PC,
then came to work on the ST - and couldn't remember how you
debugged on the ST - true! Being able to watch your code execute
will at least double your productivity.

CONCLUSION

Prospero C will in future be my compiler of choice on the Atari
ST. It supplies what I need in a compiler - ANSI standard, an
integrated environment and source level debugging. But there is
still room for improvement. I have mentioned compilers on the
Macintosh and IBM PC which take integration steps further, but
Pmspem C is a step in the right direction for the Atari, and is
well placed to provide us with better yet - I shall pass on my wishlist!

Prospero C costs L129,95 and is available from Prospero Software Ltd,
190 Castelnau, London SW13 9DH. 01-741-8531
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THE
LIGHT FANTASTIC

John S Davison looks at
year • o n e  a n '  l e  -

•

Remember all those Llama
ft adverts on the back a

age 6 saying "Colourspa
- Coming Soon"? Well, ac
ogrcimmer Jeff Minter fia

Ily delivered it in the form
Trip-A-Iron, his  most

dvanced light synthesiser
et. I t  turns your computer
to a n instrument for producing animated light and colour

raphics displays, usually as on accompunimen( to a  piece of
usic. I ts  not a

ound t o  l i ght
onverter -  YOU
aye to  do the
l
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g
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Trip-A-Tron
omes o n  tw o
sks i n  a  very

mart y uppi e -
pe Filofax style
nder. The high
uality i l l u s -

rated instruction
anual runs to

39 pages a nd
)0k Jeff longer to write than it did to code the whole of
me of his early games! I ts  written in Jeff's usual zany

tyle. making learning the programs features a pleasure
nstead of the chore it could easily have been.
The program comes with pre-configured auto-loading
emo files, so after just a few seconds familiarisation you
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ow of your own making. You'll produce pleasing results
oo, as it's virtually impossible to play the visual equiva-
ent of a  'bum note'. In fact, ease of use was a major
esign a im, implemented mainly througli a  series o f
enus und control screens the like of which you've never

een before. They're liberally sprinkled with humour, and
sually involve llamas, sheep, or camels somewhere in the
esign.
There's enough demo material supplied to keel) you going for

long, long time as virtually the whole keyboard has been
ripped w i th  m a ny

olour palette. pattern
ecoy. puttem expand.
rrnmetry chunge, star-
eld, strobe, and laser
fleas.
The demos and presets
re onl y  a  s ta rting
oint though. You have
ccess to  a l l  Trip-A-
ron's control  func -
ons, allowing you to
ustomise the  whole
hing for your own pur-
oses. F o r  instance

here's the Colour Cooker for building customised colour palettes,
olour rotation ranges, and smooth colourflows from any colour
o any other. There's the "Sillyscope" for customising simulated
user dot and line displays by choosing s  driver waveforms ilkther parameters. You can even create
our own waveforms using the waveform
nd oscillator editor. You can also edit
our own decay, expander, and line pat-
ems for plotting on screen in response to
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ouse movement.
All o f  the above can be

done on any ST, but cer-
tain other facilities require
a m i n i m u m  o f  IO2 4 K
memory. I n  this category
are the  starfield editor,
video sequencer. and event
sequencer. As  you'd ex -

pect. the s ta r
-
fi e l d  
e d i t o r  
a l l o
w s  
y o
u  
t
o  
c r
e a
t e  
y
o
u
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o
w
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a t
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sturfleld effects. The two sequencers are probably the most power-
ful features of the program. The video sequencer allows you
to load multiple NeoChrome, Degas, or RLE (Run Length
Encoded) pictures into a  framestore and then manipulate
them in many ways. Functions available include rotation in
three dimensions, reflections, scrolling, resizing, replication,
pixelisation, filtering, texturing, and frame sequence display
to produce picture animation. All this eats memory. so the
bigger your ST the better. There's room for only 16 frames
in a  1040ST, which is a bit limiting, but you can get 110
or more in a  Mega SI4.

The event sequencer is a method of recording lightsynth
events in real time on up to eight independent tracks. You

mn then play the b a c k  so they automatically trigger at
e right time, allowing you to concentrate on other aspects
a performance. It's similar in concept to sequencers used

with sound synthesisers. Events include such things as strobe
effects, symmetry
changes, a nd ani-
motion sequences.

Trip-A-Iron even
has its own built--
in programming
language. This Is
KML (Camel - ye
it?) or  Key Macro
Language. I t
allows you to write
programs to  con-
trol a nd execute
Trip-A-Iron's mul-

titude of facilities and assign them to triggering keys on the Si
keyboard. You can have up to 128 programs resident at any tim

and up to EIGHT running in parallel. KML can read
MIDI data from a  music keyboard too, which opens
up some extremely interesting possibilities!
All the customised elements you create may be saved

out to disk for later use. There are twelve different Ill
types for this, so file handling can be quite complex,
I o simplify it there's a  gcxxi file access menu and a
mocro•loading system for handling groups of related
files.
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Jeff Minter has dedicated u year of his life to creating
Trip-A-Iron. It's  a  massive investment of time an
energy. and it shows in the high quality and versatile
nature o f  the final product. Although the program
has been reviewed before none of the reviews have
really explored the depths of Trip•a-Tron but that's

not really surprising. flow can you condense into a few hundr
words something that has taken this about of time and dedica.
tion to produce? This time is reflected in the relatively high price,

liaolourspace owners UM get a  E10.00 discount by returningt h e i r Colourspacediskdirectt o Llama.
soft. Trip-A-Iron is a magnificent piece
of software, tak ing the  ST into new

. realms o f  creative possibilities. Buy i t
n and experience them yourself,1

Liam
34

asoft
.95



AS EASY AS ABC
With so l i t t le  educational  software on  of fer
a n e w  series f r o m  softstuff looks promising

so John S Davidson takes a  look t o  see
i f  this m i g h t  be the  star t  o f  something good

There's always been a shortage of educa-
tional programs on Atari computers, so I
was very pleased to see this new ST release
from Softstuff, a  new software company
aiming t o  specia lise  i n  educa t iona l
packages.
Producing a successful educa-

tional program, particularly i f
it's aimed at young children, is
not as easy a s  you 'd  th ink,
Amongst other things the prog-
ram has to be friendly and easy
to use by its intended audience,
it must be able to capture and
hold the child's interest, be fle-
xible enough to cope with diffe-
rent skill levels and  reinforce
(not conflict with) other means
of learning, particularly school
work. A n d ,  le s t  we  sh o u ld
forget, i t  shou ld  a lso  teach
something worth learning!

Spell Book tries hard to  meet
these criteria_ It's a simple read-
ing and spelling 'game' aimed at children
in the 4-6 year old age group. It's based on
the idea o f  displaying a picture of a famil-
iar object and invit ing the child to spell
out what i t  represents. A  correct answer
results in  one o f several children's songs
being played p lus a  number o f  points
awarded d e p e n d in g  o n  h o w  m a n y
attempts were taken to  get i t  right.

The fi rst th ing  a  child notices about a
program is its presentation. Robin Kimber-
ley, Spell Book's programmer, has ensured
the program's displays use big, bold letter-
ing a n d  bright, a ttractive colours. Th e
graphic work (produced by artist Stephen
Taylor) i s  clear and uncomplicated, and
the youngsters should have no problem in
correctly identifying the  required words
from the  pictures. M y  o n ly gripe about
presentation concerns the  sound o f  the
program rather than its looks. Title screen
music and musical rewards use only one
sound channel, and the result is excruciat-
ing! On first hearing even my seven year
old son Peter remarked h o w a wfu l i t
sounded.
One of the biggest problems with educa-

tional p ro g ra ms i s  t h e i r  use  o f  t h e

L _

keyboard. Young ch ild ren  a re  in it ia l ly
taught to  read and write only lower case
letters, so giving them a keyboard marked
in upper case often results in instant con-
fusion. Softstuff have tried to avoid this by

ba
a b L d e f g h i j k l n
n o p q r s t u v w x y z

using only the mouse. This is an excellent
idea, but only i f  it  can be done easily by
the youngest children a t  whom the prog-
ram i s  a imed. Unfortunately. Soltstuft
have managed to make the mouse opera-
tion more  complex than it  could be. To
spell a  word you pick up letters one by one
from th e  alphabet grid a t the bottom o f
the screen and place them in  the spaces
provided under the picture but you have to
click the  LEFT mouse button to  pick up
letters, and the RIGHT button to put them
in place. I f  the letter isn't precisely aligned
with its space you can't put it  down, and
if you accidentally pick up the wrong letter
you can't put it  back and choose another.
You have to position it  in the word you're
building and  then click on a  backspace
icon to  erase it. This all seems rather com-
plex fo r a four year old child to handle.

Another grumble is that there are only 26

SPELL BOOK
Softstuff

£19.95

words to spell -  one for each letter of the
olphabet_ This seems rather miserly fo r a
program costing almost E20. Softstuff say
they'll be  releasing extra  wo rd  disks at
E9.95 each, but this could make the whole

exercise ve ry expensive. Also,
the choice of some words strikes
me as a little odd. Most are OK,
being words o f  three and four
letters l i k e  A NT,  EGG, a n d
FROG, but for the letter '0 ' the
word is OCTOPUS. On the other
hand, I  guess even a four year
old likes the  occasional chal-
lenge!

The program handles three
skill levels - not by using easier
words a t  lower levels, bu t  by
giving extra attempts at getting
a wo rd  rig h t  a n d  supplying
visual clues as to which letters
are wrong in  the event of mis-
takes being made. I f  the two
player option is used both play-

ers have to use the some skill level, which
is a pity.
The total words spelled correctly and in-

correctly ore shown to  each player at the
end o f the game. These numbers are then
presented as a simple piece of arithmetic
showing n u mb e r rig h t  min u s number
wrong. I t 's  possible fo r this to produce a
negative answer, in  which case the prog-
ram displays 'More Wrong Than Right'. A
score is also displayed, calculated from the
number o f  words spelled correctly with de-
ductions for mistakes. Also by way o f  re-
view, a ll the words the child has attempted
are displayed i n  sequence, first the ones
correctly spelled then the incorrect ones.

I hate t o  say it ,  but Spell Book was a
disappointment. I t  h a s enough rough
edges to put me off buying it, and with its
limited vocabulary o f  on ly 26  words i t
doesn't seem good value for money. With
a b it  more polish and an expanded voca-
bulary the  story could be different, Soft-
stuff have obviously tried hard to produce
a good qua lity product f o r this difficult
area o f  the market, a n d  we should ap-
plauded them for doing so. I look forward
to seeing their future releases.
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AUTOROUTE
It is quite rare nowadays for a program to come along that is
truly unique. Almost every program is a variation on an estab-
lished theme, another word processor, another database, another
art package or yet another game so when something totally new
comes along it becomes quite exciting. In this case the program
is Autoroute, which has been around a while on the PC's but
now makes its way to the ST. Autoroute is just what the name
implies, a route finding program for the whole of mainland
Britain based on over 67,000 miles of Ordnance Survey mapped
roads. With Autoroute you need never look at a rood map again
and what's more it will also tell you how long your journey is
going to take_

FORGET THE MAP

In the time it will take you to walk out to the car for the map,
you will have Autoroute up and running. The program is very
easy to use, no map reading skills are involved and you don't
even have to be able to spell because the program will give you a
choice of places for names it doesn't recognise!
Initial choices for set up are the choice of miles or kilometres,

speed, road preferences and choice of routes. All these are simple
drop down menus with the speed as a predefined selection of
2Cv, Normal, Rush Hour, GTi or HGV. These speeds are all fairly
realistic and conform to the speed limits but you can change
them if you wish and save your settings for future use. The route
selection allows you the choice of - A Selection, Shortest, Quickest
or Most Economic and whilst these are convenient headings they
do throw up one or two anomalies such as the 'Quickest route
sometimes taking longer than the 'Shortest'! The routes really
depend on your selection of road preferences and the 'Quickest'
is really the optimum route using your preferred choice of road.
Road preferences are made by using slider bars to indicate your

like or dislike of certain roads such as Motorways, A roads and B
roads. You can also indicate if you like or dislike changing roads.
Whilst this certainly works in determining the routes chosen, the
slider bars don't really give much indication of how the route
will be affected unless they are right over to the 'Like' or 'Dislike'
markers and this is probably the weakest port ol the program.
The journey details allow you to avoid certain locations but this
is not quite us flexible as it could be_

LET'S GET MOTORING

The best way to test the program is to enter a familiar journey
and so I dropped down the journey Details menu and entered
Stafford as a starting point and Hadleigh as the destination. That
will catch it, I thought, as most people know Hadleigh as being
in Suffolk but up popped a selection box asking me to choose
between Hadleigh, Essex and Hadleigh. Suffolk! Nice going, but
you do need to be careful as entering Hadleigh to Southend (a
distance of 5 miles) gives you a route of 600 miles! What? Did
you know there was also a Southend on the South West coast of
Scotland?
After a minute or so of calculating the routes started popping up

as a sliding bur gave an indication of the progress of the
searches. Quickest Route 171 miles in 2 hours 17 minutes,
Shortest Route 167 miles in 2 hours 44 minutes and so On_ Four
routes in all were given before it was time to Exit and select
whether to view the map or the route as text. Clicking on Route
Map shows a map of the whole route with all the selected routes
shown and the main route highlighted by a flushing line. On a
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Is there such a thing as a
unique program nowadays?
Les Ell ingham travels the
length and breadth of the
UK to fi nd one!

colour system this alternates between blue and red and is slightly
harder to pick out than on a mono system. At this stage certain
keys or the mouse may be used to enhance the map_
Selector boxes allow more or less detail to be shown whilst keys

allow, among other things, auto-naming of locations to be
switched on or off, route flashing to be toggled or the route map
to be printed out on an Epson compatible printer. More and
more detail can be added to the map to an impressive extent but
with autonaming the whole lot rapidly becomes unreadable. The
solution is to turn autonaming off and select each location with
the mouse, place and road names can be switched on or off at
will. Any point on the map can be chosen with the mouse and
zoomed in upon, again to an impressive extent, right up to
something like 2" to the mile!
So how did my Stafford to Hadleigh route fare? Quite impress-

ive, it  picked out exactly the route I always take and a time that
was very close to the normal. One of the other routes given was
the route I used to take before the M25 opened and there were
also a couple of minor variations that I had not thought off
before, must try them!

VARYING THE ROUTE

When entering the journey Details you are allowed to indicate
that the journey should go via up to four different points with
provision for stopping time at each and you can also indicate
that you wish to avoid certain places. I f  for instance you normal-
ly have a set journey but hear on the news that function 17 on
the M1 is closed you can simply enter your route as avoiding
junction 17 and in the time it would take you just to find
junction 17 on a conventional map, a new route will hove been
worked out! One thing that does not work too well here is that
you can't indicate that you want to avoid the MI  entirely, this
can only be done with the slider bars mentioned earlier which
causes problems if you want to avoid the MI  but join the M6
later. journey Details doesn't let you avoid the whole of the M1
and the slider bur will normally select a route avoiding all
motorways.
journeys via certain places works very well however and, by

using the slider bars and recalculating the route an amazing
variety of routes can be selected. The route timing is excellent,
assuming no hold ups and will give you a very good estimation
of your journey time given a setting off time or, better still, you
can indicate what time you wish to arrive and the program will
indicate what time you should set off!

GOING ON HOLIDAY

Working out routes from one point to another is quite straight-
forward but what about working out a touring holiday? Let's
take as an example a day trip around North Wales starting from

continued on page 63
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I. The overall route chosen from Stafford to Hadlefgh, in this
case mostly down the Motorway_ By using the slider bars on
another menu we could have avoided the Motorway and selected
a route on A mods or even on B roads, in the latter case the
journey extends to over 300 miles and takes 10 hours.'
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3. The print out on screen of our selected route. Any of the routes
selected can be printed out in full A4 size on any printer. The
maps can also be printed out but an Epson or Epson compatible
is required

Wolverhampton

5, The holiday route described in the text showing a central route
through Snowdonia or a more Northerly route close to the coast.
This route was calculated using the standard settings but an
alternative route could have been found using more B roads.

HAVE A NICE DAY OUT!
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2. Not a very practical exercise in route finding but included to
show the level of detail available. This is the same route as above
with added detail. Arty of the roads or locations can be clicked
upon to be identified. I f  you zoom in on particular locations the
level of detail stays the some but with the map at a larger scale it
becomes easily readable.
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4. The start of our holiday route. A circular route can be selected
by giving the same starting point and destination but be sure to
give a reasonable choice of places to go via, otherwise you just
end up with a route that is the same there and back. Note that
stopping times can be given for each location. I f  you wanted to
visit more places it would be necessary to split the route into
several sections,
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6. I f  you require more detail on arty section of the route, you can
simply zoom in on any chosen location. The detail is obviously
not as great as would be obtained from a conventional map but
is nonetheless quite adequate for motoring. Notice that the usual
GEM slide bars can be used to study adjacent areas.
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BLOOD BUGS BAFFLE BRITAIN'S BRAINS
Seen Captain Blood on the ST? Great, isn't it? Played it? Pretty

good, eh? Finished it? NO!? You didn't give up, did you? You did?
Shame on you - well, no, to be honest, actually it is not
surprising at all - if  you DID manage to finish it it would have
been a Captain Bloody miracle: the 11K ST version of Captain
Blood has a number of significant bugs which make it COM-
PLETELY insoluble!
But never fear, Sweeney's notebook is here to help you. All you

need is a little bit of information and you can bypass the bugs
and finish the game (and the last screen is worth seeing - makes
your hand start shaking again even though you've defeated all
your clones!). All is revealed below - but don't worry - no clues to
spoil your enjoyment, just necessary data!

Howdy Prison and Insult 4 both claim their planet is called IN'Stal
80 - one of  them is lying. What  he meant to say was that his planet is
called BAD TRAP.'

I f  Good-Looking Stranger (the Buggol on Rosko 21gives you a set of
co-ordinates preceded by an "=- then you may not be able to use them

Your informant is lying when he says that the third Robhead planet is
38 What  he really meant to say was 389!

can give you the correct co-ordinates. Unfortunately, a further bug
means that i f  Good-Looking Stranger is the FIRST alien you meet
when you start the game, then Great Bounty (the Migrax) may
disappear before he can give you vital information leading ,vou to that
other character, So, i f  Good-Looking Stranger is your first encounter
you should restart the game.

After you have completed a task for the Sinak on planet 128 he will
tell you that he will give you some information. Unfortunately there is
one combination of  circumstances under which he fails to do so. I f  you
hit this then go and think of  something to go with or say to Yoko, then
come back to the Sinak.

Occasionally you will be given co-ordinates for planets which appear
uninhabited - this appears to be due to a t ime warp caused by the fact
that you haven't done something yet that they assumed you would
have done. What  you need to do is pryh bmr,  (I  added 3 to each letter
so as not to spoil the fun for those who don't want clues!)

So off you go and finish it now!

New Year Superdeals!

ME  GOOD-LOOKI NG GAMESPLAYER
PLANET ME N O T T I N G H A M
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Super Pack A M K A  A500
£359.00 E 3 8 9 . 0 0

Including VAT and NEXT DAY DELIVERY!
Atari 520STFM Super Pack includes:

*  Built-in TV modulator allowing you to use the
520STFM with your domestic TV set.

*  Built-in 1 megabyte disc drive for fast loading
and saving of programs.

•  E450 worth of free games software including
MARBLE MADNESS, TEST DRIVE, ARKANOID
2, BUGGY BOY, WIZBALL and 16 more.

*  ORGANISER Business Software worth E50.
*  FREE JOYSTICK!
*  And to enable you to have your ST running

within minutes, a free fitted power plug I
ALSO AVAILABLE WITH JUST ONE FREE GAME f219

cull slope ot Ater? Jart
COMMONte brewate sod
softwom evadable at
thscobvP pnces
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Including VAT and NEXT DAY DELIVERY!
Amiga Pack includes:

*  Built-in 1 megabyte disc drive for fast loading
and saving of programs.

*  FREE TV modulator worth E24.99 enabling you
to use the AMIGA with your domestic TV set.

*  FREE Game Software worth E230 including
BUGGY BOY, MERCENARY, WIZBALL and
seven more games.

*  FREE PHOTON PAINT graphics package worth
E69.95.

*  And to enable you to unpack and use your
AMIGA straight away, a free fitted power plugl
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To order: telephone the credit card orderline above with your ACCESS or VISA number
OR make Cheque or P.O. payable to Digicom Computer Services Ltd and send your order to:

CREDIT CARD ORDERLINE

DIGICOM
170 Bradwell Common Boulevard, MILTON KEYNES MK13 8BG

VISA
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SOFTWARE F O RATA R I

E X P R E S S  ( 0 2 1 )  643  9100

DUNGEON MASTER EDITOR ST

£9.95
(Disk &  Book P&P i l .0 0 )
SOFTWARE EXPRESS
212 - 213 BROAD ST
BIRMINGHAM B15 2JP
TEL: (021) 643 9100

SOFTWARE EXPRESS
9 EXETER ST. (THE VIADUCT)
PLYMOUTH, DEVON PL4 9A0

TEL: (0752) 265276
AUTOROUTE continued

home (Stafford again!). I f  you know which places you wish to
visit then they can be typed straight into the Journey Details, or
you can check a conventional map for interesting places but you
can let Autoroute do almost all of the work for you.
First thing to do is work out a simple route from your skirting

point to the furthest point you are likely ti5 visit and this will
produce a mop of the whole area you will visit, Clicking on
different putts of the map will show you all of the place names
and you can always zoom in for more detail. Any one route can
only go via four different places so if you want visit more than
that the route will need to be split into two or more sections. So,
let's pick a few points. Bangor over on the coast to have a look at
the seaside, stay there about an hour, then down to Criccieth for
perhaps a quick visit to Portmerion. Allow another hour for that
then on to Devil's Bridge for half an hour before returning home
via Shrewsbury. Looks okay for a day, so let's set off at 8 o'clock
and see how it goes. A couple of minutes calculation gives us
four routes to choose from and a time of just over 9 hours,
should be back in time for tea! Study the map for a few minutes,
choose your route, print it out and off to the car!
The beauty of it is that you don't need a map in the car and

whoever is navigating does not need any map reading skills at
all - that could save a few arguments! The route is neatly printed
out with details of all roads, the distance before turning off onto
another road, the compass headings and the places to look out
for on road signs. If you keep a eye on the milometer even the
kids could tell you the entire route!

MORE THAN JUST A PROGRAM

Autoroute is great fun just to play with, particularly if you have
any interest in maps or travel but it is for more than just another
program to play with, If you travel on business, you could find it
an invaluable time saver and with a little practice you need
never again be late for an appointment. You can plan new day
trips, go to familiar places by routes you have never thought of

Bashing your heed characters against a dungeon wall?
At last, the answer is here to all those frustrating late nights!The Dunqeon Master Editor

from Sof  tex
Create shortcu ts, n e w  passages e tc.

Open doors w i thout keys!
Remove secret doors!

Print o u t maps o f  a l l  fourteen levels!
As reviewed in ST Action (December 1988)

Also includes th e  revised "Wa y  o f  the Firestaff" with the "List of
Spells". Character Attribute Chart, even more hints and tips and a
brand new set o f maps. (Amiga version soon)
THE NUMBER ONE HIT AT THE ATARI USER SHOW.

or plan a whole weeks touring holiday with customised routes
available day by day. In short whenever you need to look at a
map before getting into the car a couple of minutes with Auto-
route will save you a great deal of time and and will certainly
make your journey easier.
After you have used Autoroute a few times you do begin to

wonder 'is that it?' because there are few frills or extras, it  does
what it supposed to do quickly and simply but isn't that exactly
what a good computer program should do? The 'fancy' bits on
other programs lose their appeal after a short time but Autoroute
will last as long as you keep driving and few other programs will
have that sort of life!

GO ON, BUY IT!

Autoroute is a cracking program for anyone who travels at any
time but here's the nib - the price is C.149•50_ Seems a lot but the
program will probably appeal mostly to business users who are
used to paying that kind of money and it will probably not sell
in vast numbers. There is also the fact that the maps are based
on Crown Copyright Ordnance Survey material and the rights to
use that do not come cheap. Any business user can easily justify
the expense but for personal use? Well, you would probably pay
a similar price for a couple of applications or half a dozen games
and you will certainly get as much use from Autoroute us you
would from a word processor or DTP package. Autoroute will run
on any ST but the route finding will slow down considerably on a
520 due to the fact that there is insufficient memory to hold all
the routes. The penalty is lots of disk swapping but even that will
probably be quicker than working out your route from a map.
Give it a go, it's not every day that a truly unique piece of
software comes along!

Autoroute costs 1,149.50 and is available from Next Base, Unit  18,
Central Trading Estate, Staines, Middx, TW18 4XE. Telephone 0784
60077 •
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CHRONO QUEST
Psygnosis
£29. 9 5

Reviewed by
Damon Howarth

This is on adventure game in the style of
The Uninvited and Deja Vu in so far as it
is controlled by icons. It would appear to
be Psygnosis' first foray into the adventure
field and is presented with their normal
colourful flair.
The colour picture on the box sleeve is
essential for the copy protection scheme,
since it is through this and a see through
grid that the predominant colour has to
clicked in to ensure the game will start.
While this sounds simple there can be
problems and on one loading it took me
ten tries to discern the dominant colour of
some of the multi-coloured squares, if  you
happen to be colour blind you can forget
Chrono Quest altogether! Once I finall got
the program to run though it was well
worth the effort as the artwork of the game
is set to rival the best of Magnetic Scrolls
and it is also functional!
The task that is set is to clear your name

of the murder of your father by finding the
evil servant who has done the dirty deed.
The story starts in a French chateau where
the adventurer needs to discover the pun-
chcards that operate the time machine_
This is where the story becomes novel as
there is a great deal of H. G. Wells type
Victorian() to cope with while coming
across many strange items. There is a strict
order of visitation to the time zones and
should that be done wrongly then the
quest will fail.
The control system is very friendly with

some user jokes (look in the secret room of
the chateau!) and even allows users with
more than one drive to direct the drive
select for the other 3 data disks. I found
that the whole effect lent itself to the
period the adventure was set in and the
game was not too difficult to get in to.

There are the odd spelling mistakes and
sometimes the objects that are placed do
not always go where they are aimed at.
The program is somewhat forgiving of this
and therefore acts to the spirit of the move
as opposed to the actuality. Having said
that and commending Psygnosis on their
expertise I still feel that this style of adven-
ture limits the user to the icon commands
and if the handbook is to be believed then
ST users do not need or have as many
command options as their Amigo cousins
In conclusion Chrono quest has a good

plot with a workable control system, effec-
tive artwork and better than average
game-play. I quite happily recommend it
to most adventurers of some experience,
even to the text only purists who could
well find it a refreshing change and a
definite relief from Princess hunting!

THE GRAIL
Microdeal/MichTron
£19.95

Reviewed by
John Sweeney

The Grail is a graphic adventure which
uses the mouse for all its input. Its a sort of
cross between a comic strip and a 'fighting
fantasy' style game. The full screen
graphics show the scenery, including you,
a powerful wizard, and the characters you
meet. The graphics are excellent, fantasy-
style hand-drawings. By pointing at the
characters you get their dialogue displayed
on the screen, just like the word ballons in
a comic. (In fact you very occasionally
have to point at an object, but the instruc-
tions don't bother to mention that!) If part
of the dialogue turns black when you
point at it, then you can choose to click on
it in order to move on through the story.
Sometimes there will be multiple sections
of black dialogue - then you have to make
a choice - just like all those adventure
books filling the shops these days!
Your objective is to find the Grail in order

to cure all the locals of the dreaded
'mutant disease'. I f  you make the right
choices (and most of them are fairly
obvious if  you read the back of the box
where it says "the Grail can only be
approached by a pure sour!), wander
around long enough to meet all the local
denizens (which takes an EXCESSIVELY
long time since the picture loads take 10 to
25 seconds every time you move!), and do
a small amount of mapping, then you will
probably finish the whole thing in three or
four hours. On a 1Mb machine you can
create a 384K RAM disk and copy disk 2
into it - this speeds responses up to 6 to 8
seconds and you will probably finish a lot
quicker!
Make sure you turn the volume up to get

the odd sound effect, and read all the little

asides from your companion - a gruesome
fellow given to dropping such gems as
"Did you see that half-decomposed beggar
crawling on the floor"!
Watch out for the Save/Restore routines: I
met a new character, did a Save (Place-
marker), and he disappeared! I tried a few
Restores (Find Placemarker) and he reap-
peared about 1 in 3 times!
There are too few choices, no real puzzles,

and not a lot to do really. Shame, because
the pictures are good and so is the concept.
The whole thing seems more in the nature
of a sampler than a full price game. if  it
was quarter the price then I could thor-
oughly recommend it for the 1040. How
can Microdeal publish something like this
at the same price as such excellent value
games as their Tonglewood?
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LOMBARD RAC
RALLY
Mandarin Software
£24.95

Reviewed by
John Davison jnr
Lombard RAC Rally from Red Rat/Man-

darin Software is a realistic simulator of
the world famous motor rally. The car in
which you must partake this gruelling test
is a 300bhp Ford Group A Sierra Cosworth.
You must complete the five qualifying
stages, down winding roads and mud
tracks, through forests and over mountain
ranges (although I wasn't aware there are
a vast number of snow capped mountains
near Telford, which is where some of the
action is based!). As well as these hazards
you must navigate your way at night or
through thick fog. If you manage to finish
a section within a qualifying time you are
awarded a cash prize which can be kept or
used to put towards the workshop repairs
of any damage your car suffers.
Upon loading the game, you are greeted

after a fairly ordinary loading picture, by
a menu giving you the options to race a
full rally, to compete in any one of the five

stages (each comprising of three sections),
to repair any damage which has been
inflicted upon your car (provided you have
enough money) or to participate in a T.V.
interview to gain extra money. This 'inter-
view is  in fact a quiz where you have
answer certain questions related to the
rally in order to win the money. You ca
.
:.
awarded cash for each correct answer and
you lose money for each wrong answer.
Once actually racing, the view which you
have of the rally is from inside the car
behind the drivers left shoulder. The screen
is about two thirds filled by the view of the
dashboard with the remaining third being
the three dimensional outside view of the
road and the scenery. The instruments on
the dashboard all work and are in the
positions which you would expect to find
them. The outside view is well drawn and
animated smoothly with many varying
obtects by the roadside ranging from sign-

posts to trees and bollards. Also, very occa-
sionally you may meet other cars on the
track and these too are well drawn to the
point of being recognizable makes and
models. The most impressive piece of ani-
mation within the game however has to
be the driver. Each time you move the
steering wheel or change gear his arms
move incredibly smoothly and realistical-
ly. Considering their relatively large size
and the ST's lack of a blifter this move-
ment is most impressive, particularly when
he reaches across to the gear lever to
change gear.
The sound in the game is fairly dull and

uninteresting apart from the digitised
speech at the beginning of each section
which is considerably more impressive
than Red Rat's last effort on 'Screaming
Wings'!
The game is very easy to control and is

easily us playable as any other driving
game, Overall I enjoyed Lombard RAC
rally as it is a simulator which is not spoilt
by going 'over the top' in a way which
makes it too complicated to play_ The
comprehensive manual not only tells you
how to play the game but also gives a
history of the rally. Mandarin claim that
the game was written 'with the help of
RAC drivers to guarantee its authenticity',
and it shows in the game's realism. Over-
all a very good game which can certainly
be recommended.

HOSTAGES
infogrames
£19.95

Reviewed by
John Davison j r

An Embassy has been overrun by a group
of terrorists, and your job as the Head of
the Terrorist Intervention Combat Team is
firstly to place your crack marksmen in
nearby buildings and then position your
team of specialist paratroopers on the roof
of the Embassy. After descending the side
of the building by rope, protected by the
marksmen, these paratroopers must infi l-
trate the building and search for the hos-
tages and their captors.
The game loads with a most impressive

animated sequence as the terrorists arrive
in their car. The sequence is accompanied
by some very good sampled sound effects.
The game then moves onto the first section
where you must move your men along the
dark alleyways avoiding the terrorists'
sweeping searchlights and gunfire. If you
manage to position any of the three men

in their places you are then given control
of the paratroopers as they abseil down
the side of the Embassy and in through the
windows. Once inside you move your men
around in search of terrorists and hostages
by guiding them from room to room with
the aid of a map.
The whole game at first seems very im-

pressive, and as you begin to play the first
section it appears to be very exciting with
its eerie sampled drum beat and dark
atmospheric graphics, however after many
repeated attempts to actually get any-
where with the game the novelty begins to
wear off and it becomes tedious when you
have to repeat whole sections. Despite this
the game is fairly easy to get to grips with
in the way of control, although some
actions seem fairly clumsy at first.

In appearance the game fits into the style
which Infogrames seem to have developed
for themselves and is very reminiscent of
other French games. The graphics are well
drawn and suit the game very well, and
the sound effects and music are extremely
good, being in most cases sampled and of
a very high quality. However in my opin-
ion the level of playability could be much
higher as the game seems to depend more
on its striking graphics and sound rather
than rivetting gameplay.
My in it ia l impressions of 'Hostages' led

me to believe it was a game of very high
quality, however after playing it for some
considerable time I had to conclude that
there is a certain element missing, that
being playability. Without this factor the
game is unlikely to have lasting appeal.
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POWERDROME
Electronic Arts
£24.95

Reviewed by
Damon Howarth
The roar of engines and the flash of

scrolling racetrocks have left an indelible
print on my mind. Powerdrome has all the
intense excitement of the race track and
many of the problems of a flight simula-
tor. My first sight of this game was as a
demo on a free disk attached to another
magazine and on that it looked fairly
ordinary and hardly worth a second look.
Thus I was somewhat sceptical when I
booted up the real thing but if  any of the
readers of this magazine shared the some
misgivings then I am delighted to say that
the finished product is a revelation. The
care in production and explanation that
accompanies the game and the learning
modes that are possible for those who do
possess Dan Dare reflexes or Mike Mer-
cury's driving skills make the whole affair
more than playable. The game is based on
the new futuristic sport of flying high
speed Typhoon aircraft around enclosed
circuits in order to win the supreme

championship.
Normally I do not find either Grand Prix

type games or Flight Simulators entirely to
my taste hut something in the multi grade
structure of this software tickled my adren-
al glands and left me playing late into the
night. The controls are simple although
they need practice to master (I still have
nightmares with altitude control) and the
machine plays hard in the races but there
is a definite challenge to experience here.
Even in becoming accustomed to the
various tracks of the series a variety is
apparent, with different settings for spoil-
ers and shockers, handling tweeks for fast
or bendy tracks, all necessary to win races.
Each of the sections has been designed
with care in an attempt to offer the best
atmospheric feeling for that mode. The
pits with their automatic replacement
modes and the tuning that is possible and
the lap timers that let you decide on your

optimum speeds and then to decide if that
is enough to race, all keep the player in a
hot seat of excitement and feeling strongly
involved. There are even necessary options
to tune the aircraft for different envimn•
ments such as Methane or rain filters to
ensure the engines keep turning. Damage
reports and leaderboard positions show on
the clear cockpit computer.
There is even a two player mode which

involves the linking of two STs together to
allow head to head simulation racing. In
this mode only two ships race but the
competition is then produced by another
error prone devious human rather than a
pre-programmed chip.
All in all this is a good quality program

that is well worth the time to get into.
Only play if you are prepared to devote
some time to it and if you are not one of
the fly-and-shoot brigade. I feel it is one of
the best ST games I have seen recently.

ACTION SERVICE
Cobra Soft/
Infogrames
£19.95

Reviewed by
John Davison jr
Action Service is a 'Commando School

Simulation' in which you take your trainee
through a gruelling test of skill and ability.
The game has five different modes, four of
which are sections of the game and the
fifth is a construction set where you con
build your own courses. The four game
modes are 'Physical' where you must nego-
tiate as quickly as possible many different
obstacles without tripping over, 'Risk'
where you have to show your skill in
handling grenades and bombs whilst
avoiding mines and rifle fire 'Combat'
where you must battle it out with guards
either using hand to hand fighting or your
gun which is filled with rubber bullets, and
lastly there is the 'Combination' route
which is a mixture of the three previous
tests in one long outing.

The game itself  is basically of the horizon-
tally scrolling variety where you must con-
trol your soldier through various actions
such as jumping over walls, crawling
under fences and so forth. The screen itself
is designed to look like the control centre
of the training school. There is a video
system displayed at the bottom of the
screen with which you can control the
'action replay' facility which the game
offers. Here you can record your military
exploits and then play them back to
analyse where you went wrong. Your view
of the proceedings outside of this control
room is made to look like a large video
'wall' which makes up the large picture
using a number of smaller 'screens'. This
effect does little for the game itself and
makes the playing area look very clut-
tered. The control panel at the bot tom of

the screen also allows you to do other tasks
within the game such as view high score
tables or load and view saved 'replays'
and score tables.
The graphics in 'Action Service' did not

impress me at all. They look dated in their
style and various objects and characters on
the screen tend to become blurred in some
instances. The scrolling is relatively
smooth although with the rather odd
screen layout i l ls  quite difficult to tell.
Sound on the other hand is superb with
some very good quality speech samples
and a dramatic tune using digitised voices
on the title screen.
I was not terribly keen on 'Action Service'

and it is not the type of game which
makes me constantly want to play it.
However it may appeal to some people so I
advise that you try it out before buying.
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MICKEY MOUSE
Gremlin Graphics
£24.95

Reviewed by
John S Davison
A few years back Mickey Mouse appeared
on the 8-bit machines in 'Mickey In The
Great Outdoors', now he's made it onto
the ST. Here he has to retrieve Merlin's
magic wand, recently stolen by the Ogre
King and four witches. It's been broken
into four pieces and hidden in the towers
of Disney Castle, each piece guarded by a
witch and hordes of rather unfriendly
monsters, ghosts, and ogres. These can be
killed off either by a squirt of enchanted
water supplied by Merlin or by a swift bop
or two with a rubber mallet, would you
believe! So, armed with a mallet and a
waterpistol full of enchanted water Mickey
enters the castle to retrieve the wand.
Using the joystick, you control Mickey's

progress through the castle. The towers are
progressively higher, each having more
floors than the last. The floors are reached
by ladders. which Mickey has to climb.
Some floors have doors into side rooms
through which monsters can enter, so
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11 /141140Mickey has to board them up to prevent

this happening. Contoct with monsters
drains water from the waterpistol, and if it
runs out then the gome's over. The doors
also lead to sub-games, which have to be
successfully completed to obtain the mate-
rials with which to board up the doors.
These sub-games have Mickey searching

out the materials in a maze, bursting bub-
bles with his mallet, hammering a certain
combination of corks into holes, and turn-
ing off dripping taps in a certain order -
while being continually hassled by various
meanies. Failure causes Mickey to be dum-
ped back outside the door minus the key.
Additional keys and other useful items
(like extra water) may be earned by squirt-
ing or bashing monsters.
Once all doors are boarded up he can go

onto the battlements and face the witch of
that tower. She bombards Mickey with fire-
balls, which he has to dodge. Three hits

from these and it's one fried mouse and
Game Over. She can be beaten by chuck-
ing mallets at her, fifteen(!) hits and she's
done for. Mickey then gets the piece of
wand she's guarding, and can go on to the
next tower. When he's got all four pieces
of wand he tackles the Ogre King, who can
be vanquished by fifteen(!!) squirts with
the water pistol.
The bad news about this game is the

difficulty in beating the witches, as Mickey
always seems to get killed off after a few
seconds battle with them. There's no Game
Save feature, so failure means a restart
from the beginning and a replay of all the
sub-games - very frustrating. The good
news is that the game's graphics are a
delight. They're bold, clear, and colourful
yet still seem to have plenty of detail.
Animation is excellent, especially that of
Mickey himself, and I particularly liked
the way shadows dance on the wall in the
flickering torchlight_ Sound is best de-
scribed as adequate, being sound chip gen-
erated rather than sampled.
All the Disney based games I've seen in

the past have been fairly gentle ones,
often aimed at young children. This one's
different, having a rather nightmarelike
scenario and involving a level of violence
I'm not sure I like seeing associated with
Mickey Mouse. However, the kids seem to
love it, although their interest could soon
wane if the challenge of the witches can't
be overcome.

DRILLER
Incentive Software
C24. 95

Reviewed by
Damon Howarth

Mitral, one of the two moons of Evath,
has been overmined by profit hungry in-
dustrialists and is set to explode due to a
massive build-up of gas. It is up to you, in
the absence of a large enough pack of
Rennies, to relieve the internal pressure
and save the world. Such is the plot pre-
mise behind this 3-D conversion from the
8 bit world.
The game play is fast and furious and the

3-D 'Freescape' developed for this game is
extremely effective, there is certainly the
reel of being within the system and the
adrenalin rush is present as laser fire
screeches across the bows. The game is not
solely shoot and kill there are problems to
be solved, such as how to cross a gun filled
chasm or open the secret door, but most of
these can be intuitively sorted out with
deft use of a loser. Your prime aim is to

"not so much
shoot 'em up

but more
think lem out"

plant or teleport drilling rigs onto various
sites to obtain maximum gas release and
thereby secure one of the eighteen areas.
Should a rig be placed in the wrong posi-
tion then insufficient pressure is released
and further progress is impeded.
Copy protection is once more in the form

of inputting a relevant word from the sup-
plied manual and this does allow the user
the optional luxury of backing up onto
hard drive (if owned), or more usefully

maintaining a working copy to protect
your hard earned investment. The package
also contains a small cardboard map
which by joining flap A to tab A etc.
creates a multi-coloured cube to act as a
sort of globe, which seems somewhat
essential to finding your way around. It
also gave the cat something to play with
while I was engrossed in the proceedings
and forgot to feed him!
Game play is strong and uses a mixture ol

mouse and keyboard to control the mining
vessel, the style is reminiscent of Elite
although that just wins out on the quality
of it's graphics. The spot effects are adequ-
ate but there is no music or other form of
soundtrack to distract or entertain the
miner, I am not sure if this is a good thing
or not since a great deal of thought and
fast reaction is needed at various points in
the game. My first impression was that a
policy of - shoot anything that moves and
if it doesn't, shoot until it does - was a
good one but there are certain locations
where this is a distinct disadvantage. Be-
ware for example of blowing away the
lights in the storerooms, it is also advisable
not to shoot the power cubes or else your
energy supplies rapidly dwindle.
All in all I enjoyed this and think it would

be an excellent addition to any game col-
lection, it is not so much shoot 'em up but
more think 'em out!
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STARGLIDER II
Rainbird Software
£24.99

Reviewed by
John Davison jnr

The long awaited sequel to the classic
shoot 'em up, 'Starglider', has finally ar-
rived. The new game combines the speed
of the original with superb colour filled
graphics and a far more complex scenario.
The game is set two years after the Egron's

unsuccessful invasion of Novenia (the set-
ting of the original) and the wreckage of
the invasion force still lies scattered across
the planet. The heroes who liberated Nove-
nia now lead very separate lives. jaysan is
living it up in luxury and generally en-
joying himself whilst Katra is helping
Novenia's redevelopment project. One day
however, news of another Egron threat
reaches the High Council, jaysan reluc-
tantly joins Katra to fly a mission which
will destroy the Egron threat. ICARUS, the
latest prototype police cruiser, is comman-
deered for the two heroes, and the duo
blast off
The game itself is very much more im-

'breathtaking speed
and smoothness'

pressive than its predecessor. It reminds
me of a cross between Starglider with some
elements of Mercenary thrown in. Unlike
the original, Starglider 2 is not restricted to
one planet, it is in fact a whole solar
system in which you can roam about the
five planets and their moons. On several
of these planetary bodies there are under-
ground tunnel networks where you can be
fitted out with new weapons. You will also
find the parts you require to help build the
Neutron bomb which must be used to des-
troy the Egron base on one of the outer
moons.
The Egron attack force comes in many

different shapes and sizes as in Starglider,
including different types of walking mons-
ters, fighters, colossal Starglider mechanic-

al birds and other assorted craft. As well as
these, whilst flying from planet to planet
you will encounter space pirates and the
huge space whales! All of these are three
dimensional colour filled objects and move
with absolutely breathtaking speed and
smoothness.
The graphics within Starglider 2 are incre-

dible, all of the animation is amazingly
smooth and the objects which you fly past
and around cannot be faulted. Each
planet's landscape is made of a patchwork
pattern which helps to give a greater im-
pression of movement and the large sun at
the centre of the system rises and sets on
each planet with some beautiful skies. The
sound in the game is also very good, espe-
cially the sampled music (which loads on
double sided drives only) on the title
screen. This is also supplied in an exten-
ded form on a cassette included with the
game.
The packaging, as with all Rainbird

games, is superb and along with the game
disk and the music cassette you will also
find a keyguide, a playguide and a novel-
la written by fames Fe,Het which is both
amusing and gives an excellent introduc-
tion to a complex game.
Overall Starglider 2 is a superb quality

product and this review has merely
scratched the surface of its impressive fea-
tures. It truly is a worthy successor to
Starglider

AROUND THE
WORLD IN 80
DAYS
Pandora
e l  9. 99

Reviewed by
Damon Howarth

This game claims the  fascination of a
world tour" and also explains that it is
based on the activities of Phileas Fogg star
of lutes Veme's Novel and David Niven's
film. The packaging has screenshots of in-
estimable quality taken from on Amiga
and it boasts 3 disks to fill your machines
RAM. The game, almost needless to say,
does not manage to live up to the promise
of the box. It loads with a variety of
screens some of which show great promise
in the artwork and even the sound effects
start off in a promising manner but then
Pandora's box is opened. The object of the
game as described on a none too informa-
tive slip of paper, is to work your way
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through several arcade games to reach the
starting point in  London within specified
time and money limits.
The graphics which accompany each

game include large sprites with collision
problems which, considering a few of the
games need response speed and accuracy,
is daunting. In the first game there
appears to be a Vixen/Thundercats type
game which then devolves into a platform
and ladders affair to reach the next sailing
point. This game does not rate as particu-
larly exciting and at times is plain frustrat-
ing owing to the difficulties in making
your character do as the joystick suggests.
The intervening option of bribing your
steamer owner into more speed or playing
Inli-Lo cards to create more capital i5
pleasant but far from original. The second
game of a Japanese balancing act is a

'a collection
of weak games'

problematic affair and again suffers from
imprecise collision detection and less than
effective graphics.
I have not yet plunged deeper into this

game since neither the description of the
other games nor their antecedents fi ll me
with expectancy or the desire to discover
more. This is especially frustrating when it
Is realised that failure in any port of the
sub-games necessitates a complete restart
as no save facility is available. The
tediousness of the earlier games becomes
magnified and eventually the daunting
prospects of having to suffer the indignities
of being eaten by Leopards and snakes or
dropping cavorting Japanese tumblers be-
comes overpowering and what little charm
the game has starts to pale_
I was not enamoured of this game as it

appeared to be a collection of weak games
stuck together under an attractive cover at
full price in order to cash in on a classic
book title. Perhaps as a 'budget t it le  it
may have been excusable but as a full
price game it is not. I hope that Pandora
will learn from the myth and with their
next release let hope out ot the chest since
I found that this particular effort left me
despairing.
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LORDS OF
CONQUEST
Electronic Arts
£24.95

Reviewed by
Damon Howarth

There are various forms of computer war-
game, those of the B a
l a n c e  o f  
P o w e r  
s t y l e

which need deep and long consideration
of matters strategic and diplomatic, those
of the UMS vein which just need fighting
and those of the Diplomacy origins which
need world conquering skills.
Lords of Conquest is a sort of Diplomacy

game, a variation on empires, or perhaps
Risk with trading in it. This game was
described in on earlier issue of Page 6
under a discussion of 8-bit wargames and
scored highly but my own impressions of it
in 16-bit mode are mixed. The concept of
a multi (1-4) player war and trading game
is excellent but the machinery that drives
the combat system is simplistic and Occa-
sionally perverse although nonetheless
effective. The graphics are very blocky and
not as well defined as they could be, there
are sound effects that are reminiscent of
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some of the Ultima adventures but they
are fortunately mutable.
The presentation of the game shows that

only a little thought went into enhancing
it for the larger machine. Do not expect
the slickness of Balance of Power or the
definition of UMS but if this is understood
then a good game is available under the
poor wrapping. The object is to obtain the
stated number of cities by good fighting
and trading. The combat is very simplistic
and can be aided by economic develop-
ments creating boats and weapons, as
such it is like Risk. The most entertaining
thing is the veritable Atlas of maps to fight
over and with the option to build your
own battlegrounds there will be no chance
of a lack of interesting terruin. The compu-
ter provides a very able opponent for the
single player and it seems to have a
shrewd idea of the best ground to take but

it is us a multi player game that it excels
since as with chess or other strategy pur-
suits, computers are never the most in-
teresting opponent. Should there be more
than two participants then the options to
trade for goods to enable your objectives to
occur makes many possibilities open. For
example is it worthwhile considering the
opportunity for you to gain enough gold
to build your city by trading raw materials
for weapon material? Here the software
becomes a proper strategy game with the
computer modcirating and difficulty levels
becoming irrelevant.
Forgetting the presentation the play be-

comes important and all other criticisms
vanish in the wake of a solid evenings
play with others. If you are a wargames
fan and wish to see how well a computer
can feature in your own club then this is a
must, it is mechanically simple hut so too
is Chess. If you are a solo player then the
whole may not be as enthralling but with
the paucity of acceptable wargames avail•
able on ST then it is still a more than
viable option. It can provide several hours
of entertainment.
Oh yes! there is even an autoboot romdisk
in the package which enhances playing
speed but does not outoboot the program.
As I said a strange package but with a
good overall effect.

BEYOND THE ICE
PALACE
Elite
£19.99

Reviewed by
Damon Howarth

In a land far away, many aeons ago, a
group of goodly and wise magicians
needed help to combat a nameless evil
which was disturbing the cosmic balance.
To obtain this help they applied national-
ised industry's prime answer and sent a
magic arrow into the air for some unsus-
pecting citizen to find. This arrow whisks
the finder off to fight the evil and save the
day. This in a nutshell is the plot behind
this multi-scroll arcventure, the packaging
of which belies it innate playability.
The looding screen is a copy of the disk
box's inlay and is not particularly inspir-
ing, but fortunately this is not the case
with the game. The screen comes alive
with colour and immediately your small,
but beautifully formed, barbarian has to
choose his weapon. This is not explained
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'strong game
play'

in the instructions, but the last weapon
your figure walks over is the one prepared
- there seems to be no proviso to change
weapons but more are available en route.
So having picked your weapon (I suggest
that the small dagger is not your best
choice) it is over a precipice to hunt vile
evilness in its heartland. On meeting the
first creatures it is obvious that all your
weapons are missiles, this coupled with the
guardian pigs (sorry, wood spirits) who
will come when summoned acting as a
sort of occult smart bomb.
Your enemies are varied, realistically
drawn sprites, the scrolling, in all direc-

Lions, is very smooth and there are prob-
lems to be solved. Granted that many of
the problems are basically where to stand
to wipe out a specific nest of buddies but
there are definitely strategies which begin
to suggest themselves as the game progres-
ses. As some positions can prove dead ends
there is even a thoughtful abort button
function provided, as well as the sensible
provision of user definable keys for spirit
summoning and pausing. This game is
promoted as a budget priced game, a term
I find highly relative, but it does offer a
strong game play with the feel of excite-
ment and addiction. A very strong sense
of, 'I know that I can get further next
time', pervades, indeed it can and does put
many full price games to shame. I was
most impressed by the well formed back-
grounds and the mainly good attribute
recognition, although the hero does at
times have an ability to stand on pieces of
thin air.

felt that the game lacked a little by its
lack of control of weapon selection
although it  does mean that some care is
needed in not walking over unwanted mis-
siles since their parabolas and damage
potential play very important parts in the
game. This game is one I would recom-
mend to any wishing to try orcventuring
or even to hardened addicts wanting to
refresh jaded pallettes.
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Despite its name, th is is a new version of
what we Old Timers know as Star Trek_ I'm
not ta lking  about Firebird's recent d is-
appointing release wi t h  t h a t  t it le ,  b u t
about the  classic space battle
simulation. L ike  the  o rig ina l
Adventure game Star Trek was
first played on mainframe com-
puters long before home micros
were even dreamed of. Since
then countless versions have
appeared under various titles,
including th a t  legendary 8-bit
arcade action version Star Raid-
ers. Star Fleet 1 isn't an arcade
game, it ' s  the traditional ver-
sion, -
b u t  
i n c
o r
p o
r a t
i n g  
a  
h
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of new features. Interstel say it's
the start o f  a series, hence the
suffix '1 ' in  the title.
The basic game plan is simple

- earn the command of an adv-
anced starship then use i t  to
seek and destroy a given number of enemy
starships with in  a  specified time. You can
also ca ll o n  the support o f  various star:
bases for replenishing energy and weapon
supplies, a n d  f o r essential repairs. The
enemy will attack starbases, so your secon-
dary objective is to  protect them.
After successfully completing your tra in-

ing you can choose to command any of 36
starships. No, the Enterprise isn't amongst
them, presumably fo r copyright reasons.
You're then given your orders by Star Fleet
Command and sent t o  patrol a  specific
region in  space. This region is divided into
a grid  o f  8  b y  8  quadrants, with  each
quadrant subdivided into 10 by 10 sectors.
Your lob is  t o  fi nd  and  destroy enemy
ships lurking here in  unknown locations.
The enemy aren't the expected Klingons
and Romulans, bu t  the  warlike Krellans
and their mysterious and elusive Zaldron
allies (copyright again?).

INVISIBLE ENEMY

Enemy ships may be located using recon-
naissance probes plus your ship's long and
short range scanners. These reveal how
many Kre llan  ships, f riend ly starbases,
and sta r systems a re  contained in  each
quadrant. Then using main and auxiliary
engines you can speed to the appropriate

Klingons on  the  starboard b o w
Can you be  serious about  Star  Trek?

John S Davison looks a t

STAR FLEET 1
THE WAR BEGINS

quadrant to  battle with the enemy using
phasers, torpedoes, and mines. A  tactical
display screen shows details o f  your cur-
rent quad ran t ,  in d ica t in g  g raph ica lly
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what's located i n  which sectors. Zaldron
ships aren't displayed - they use a cloaking
device maki ng them invisible to scanners
and human eyes! I won't spoil your fun by
saying how you locate them, but it can be
quite a challenge!
Phasers can be set to disable rather than

destroy a n  enemy ship, which ma y then
be towed  t o  a  starbase using  t ra cto r
beams. Y o u  ca n  a lso  b e a m ma rin e s
aboard it  to capture the crew and transfer
them to your ship, however prisoners may
escape and wreak havoc on any o f your
ship's twenty decks. It's also possible for
enemy agents t o  sneak i n  wh ile  you're
docked at a starbase, or for saboteurs to be
beamed aboard  f ro m enemy ships i n
space. In  a ll cases you have to locate and
capture the intruder before he smashes up
too mu ch  o f  you r ship. Damage f ro m
whatever cause can be repaired in space or
at a  starbase, both costing you t ime and
energy.

Control o f  your starship is h ighly auto-
mated, with  much o f  the tedious mental
arithmetic f o r  navigation a n d  weapon
aiming required i n  some program ver-
sions, done f o r you_ Purists can st ill use
manual input i f  they wish - in  fact there
are circumstances where manual control is
preferable. And automated systems some-
times do go wrong!

All actions generate entries in  the Cup
ta in 's Log ,  a n d  these  a re  d isp layed
onscreen a n d  also writ ten  t o  d isk i f  re-
quired. This disk Log can be used later to

drive the game in  demo mode,
or for 'action replay' so you can
analyse what happened.

The game has many humor-
ous touches. Aga in ,  I  wo n ' t
spoil things by telling you what
they are, but there were times I
found myself laughing out loud
at the  amusing incidents and
mishaps occurring.

A game ends when you run
out o f  t ime, ge t  destroyed by
the e n e my,  o r  dest roy t h e
enemy as ordered. You r effi -
ciency is  calculated based on
your Kre llan  ' k i l l  ra te '  p lu s
various modifying factors, such
as n u mb e r o f  Zaldrons des-
troyed, sh ip s captured, e tc.

Speed o f promotion is based on your effi-
ciency, with  ten ranks from lowly Cadet at
level 1 to  Admira l a t  level 10. Ranks cor-
respond to  difficulty levels, so the higher
your ra n k  t h e  h a rd e r i t  becomes t o
succeed.

Progress o f each player is kept in a 'data-
base' with  entries protected by individual
passwords, so each time anyone plays they
log on' to the system and continue their
career where they left off last time.

ENTHRALLING!

By whatever name, Star Fleet 1  is the
finest version o f  Star Trek I've ever played_
It's kept m y  whole family enthralled fo r
hours -  even m y  wife plays, so it  really
must b e  something special! I t 's  n o t  a
graphics o r  sound showpiece, b u t  the
gameplay is superb. I f  you've played any
version o f  Star Trek before and liked it,
then you ' ll love  th is version. I f  you ha-
ven't, then give it  a  t ry anyway - you've
got a  real treat in  store!

Title: STAR FLEET 1
THE WAR BEGINS

Publisher: Interstel
Price: £24. 95
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with forms editor, programming language, and text edi-
tor. It is on enhanced version of Superbase Personal,

which I reviewed in issue 29 of Page 6 (Sept/Oct 87). It still does
everything that Superbase Personal does (they both continue to
be sold, aimed at different levels of user), but has features which
are required for 'professional use_ In this case I think profession-
al means 'more demanding' as both programs can be used for
home, office and any database use, but Professional has more
features.

THE BASICS

It is difficult to review Superbase Professional without covering
ground in the previous review. Thus I shall give a quick resume
before describing what's new. Both versions of Superbccse are
relational databases, that is they allow access to more than one
database at the same time, using 'related' fields of records. Thus
you could have a database of events occurring in a festival, with
the name of the venue in the field, and a database of addresses
of venues. When you create a report, you could produce a list of
events, with the full name and address of the venue being
printed - the venue name for the event is used to access further
data in the addresses database.
Both versions of Superbase display the individual records of a

database in a window on the screen, in  either Form, Record or
Table view. To move from one record to the next, a 'control
panel' along the bottom, modelled on video recorder buttons, is
used. These allow fast forward/rewind, single stepping, full re-
wind/forward, pause and stop. Additional buttons allow access to
the simple search facility, a complex 'filter' .which is used to
restrict the accessed records to a certain range, and the picture
button which allows display of text and graphics files associated
with a record - a feature which makes Superbase almost unique_
A Query filter is used to generate reports, which can have

subtotals and totals, headings and can be sorted. The query
dialogue uses a system used throughout Superbase, that of a
pseudo-English command line, which allows you to determine
which records are to be displayed/printed/updated. The line 'City
LIKE 'Glasgow
— 
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the name 'Glasgow' in the City field. Query can be used for
reports, updating, removing, importing, exporting, printing and
the production of labels.
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Mat thew Jones

WHAT'S NEW?

The first thing that you will notice is different is the packaging
and the manuals. Professional comes in a slip-case, but still uses
the spiral binding for the manuals - this time two. The manuals
cover the program in two parts: the database and text editor;
and the forms editor and programming language. The former
manual is very similar to the Personal manual- it has the some
basic layout, but a few improvements have been made such as a
separate chapter on the Query facility (queries can now be saved
to disk for later re-use), and a much improved font and titles.
Obviously the Professional manual covers the extra options too,
which are summarized in an appendix.
The new features of the database portion include time fields (in

addition to dates), multiple input lines, and forcing of text fields
to be upper case, lower case, or capitalised. At first I thought this
latter option was marvellous, but then I discovered that it  forces
the first letter to be capital, and then forces the rest to be lower
case. Thus the name *Fred Bloggs" becomes *Fred bloggs". This
reduces its applicability! Professional has extra functions to sup-
port a database designer, including a SER() function which
provides automatically incrementing values, LOOKUP in another
file for validation, and a conditional (ternary) operator for condi-
tional calculations. In general data input has been improved.
but could still be better. It automatically presents you with a new
blank record. Unfortunately it now asks you if you are sure you
want to save - despite the fact that you just hit the save key - so
you have to hit Return too_ Another irritation involves the ability
to supply defaults for fields, because they do not auto-delete
during change, they must be deleted character by character
which is tiresome.

TEXT EDITOR

The text editor in Superbase Professional is not good. It is just
about adequate for the purposes required, but it could be a lot
better. I wrote a mail merge letter with it, and it  is not easy
compared to basic word-processors. It would be good if  Profes-
sional were to support the format of a full word-processor
(though it is probably possible to output a file suitable for
reading by such a word-processors mail merge facility). The text
editor does support basic bold and underline though. The text
editor is used for many purposes: displaying external text files;
writing Superbose programs; mail merge texts; and editing of
any ASCII file.

THE FORMS EDITOR

Entering data into a Superbase record is done in one of two
modes, either the form view or record view. Record view displays
the fields in a straight list, form view allows the fields to be
moved around on the screen to improve the layout. A set of fields
can also be marked as 'open', thus restricting the amount of
information viewed, and/or the order of the fields. (This latter
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ability is important when importing or exporting to ASCII files
for merging, and other such reasons.)
Superbase Professional takes this layout mechanism into a
whole new world. A separate program, the forms editor, Is
available from a menu option and allows the database designer
to create an input form which is then used to input data. The
forms editor is also used to generate complex reports more easily
than the query dialogue. The forms editor is based on the
principle of object oriented editors, and once you are used to it,
achieves the task of creating good looking forms (which can be
printed and used for data collection is desired). You may make
up your form using text, images (imported Neo or Degas files),
lines, boxes, and filled boxes. The attributes of each of these
items can be changed, to adjust colours used etc. Text fonts can
be selected from whatever you have available through GDOS,
and can be in many sizes. I say easy to use once you are used to
it because it is not intuitive, and needed quite a bit of reference
to the manual before I could do everything that I wanted. For
instance, I accidentally created a line which I did not want. But
attempting to select it to remove it only created further lines. The
only menu item marked delete was to delete a whole page, and
eventually I discovered that you must carnally double click on
the object, then select the Cut menu (there is no straight delete).
Eventually I created a form suitable for my purposes.
The forms created do not have to include all the fields of a

database. Indeed you do not have to provide enough room for
the whole field in the form. I f  the input starts to exceed the
available space. Professional will scroll the line. This is very
useful should you decide to alter the size of a field later, as you
do not have to change the input form too.
In use, the forms make Superbase Professional look much more

impressive. You are able to set the order in which the fields will
be processed, so input can be natural. Regrettably the use of the
form removes the editing ease of the other modes. You are no
longer able to click with the mouse on a particular character and
edit - you are placed at the start of the line. You cannot use the
cursor keys to move from field to field, only the Return key
works, and that is only onwards - to go back you must use the
mouse. I also dislike the way that Superbase too easily forgets the
fact that a form is in use. If you temporarily use another facility.
say editing the file format, it returns you to the Record view - you
must re-open the form manually. Overall though, forms are well
worth having.
The Form editor also allows you to specify a layout of a printed

report (text only - no graphics). While not using it extensively,
found this awkward to use. It was easy to create the layout,
setting headers, footers, summaries and the record layout for the
printout; and to start the printout (you just open it); but I
couldn't easily solve the problem I had. I wanted to have paged
output as is available, but without having a records' data split
across two pages. Reports are actually programs. which can then
be used for modification into more powerful reports.

PROGRAMMING THE DATABASE

Superbase Professional includes a programming facility which
allows access to all of the capabilities of Superbase, allowing you
to create customised reports and operations. You do not need to
program, you can still access much of the power of Superbase
without programming, but it is there should you ever find
yourself up against a barrier created by the menus.
The programming language is modelled on BASIC, and as well

as basic facilities like subroutines, WHILE WEND loops and
access to all the standard database commands for reports etc,
Includes the ability to define your own menus, thus allowing you
to create 'min i applications' by replacing the standard menus.
Superbase uses the text editor to create and edit programs. When
you enter a line, Superbase capitalises keywords, and formats it
properly. Unfortunately it does not perform any indenting, so
large programs are going to become unreadable. It is impossible
to give a new programming language a full testing, especially
one closely tied to a database, but the language provided within
Superbase Professional does appear to be quite thorough. If you
intend to use it professionally, give it a good examination to
determine if  it has everything you need.
The main problem with the language, one that nearly everyone

using it will encounter, is the fact that there is no introductory
text that is going to help the new user. It is not an uncommon
problem, many other language suppliers take the some way out,
but they have the backup of readily available books to help the
new user. With a simple alphabetical command reference, it is
very hard to find what you are looking for. The min imum
required is a list of commands by category, and an explanation
of all commands as to WHY you would want to use it, rather
than just what it does. The manual does contain a few examples,
which point at some of the power of the language. Precision
Software should think of writing another book to help new users
with the language, otherwise it will go unused.
Superbase Professional also allows the function keys to be

programmed with text. According to the context, these may
either be Superbose language commands, or straight text for use
in the text editor.

SUPPORT AND BUGS

Precision Software offers 90 days free support to Superbase users
from the point of registration. Support after that date is charged
for. The version of Superbase supplied in the 'off-the-shelr box is
copy protected, which is a big inconvenience. Luckily, you are
supplied with an unprotected disk when you have registered.
This also has a list of hugs that are fixed. Unfortunately, there
are still a few bugs left, both Superbase and the Forms editor
have bombed on me (after a disk full error caused by telling it
had a page size of zero lines, and using the Undo key respective-
ly)_ Other problems I have had are just irritations. I feel a great
need to have a keyboard alternative to the on-screen video
buttons so that I can move from one record to another easily_
Apart from the two bombings, none of the problems I encoun-
tered were serious.

CONCLUSION

To sum up, Superbase Professional is a much more powerful
version of Superbase Personal, while still maintaining the friend-
liness of the latter. It still hos room for improvement, but it is
suitable for using in professional environments, both for users
and for application writers (especially if  the forms can be re-
tained continuously). At the price, it is not going to be bought for
casual interest, but if you are looking for a serious database,
Superbase Professional definitely one to consider.

Superbase Professional costs E249.95 and is published by Precision
Software, 6 Park Terrace, Worcester Park, Surrey, l ad  7/Z. Telephone
01-330-7166 •
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One o f  the a l l  t ime  classics comes to  the  ST
and John S Davison can ' t  w a i t  to  p lay

Well, here it is • Elite - the game
I'd given up hope o f  ever seeing
in A ta ri format. I t  casts you in
the role of a newly qualified trad-
er about to start your career in
interstellar trade. You hove  a
basically equipped Cobra Mk III
spacecraft, seven ligh t• year's
worth o f  fuel, and 100 Credits to
your name. Your police record is
Clean and your rating is Harm-
less, and you're currently kicking
your heels in  the Coriolis space
station in  orbit above the planet
Lave. Out yonder are eight gala-
xies con ta in ing  a round  2000
planets, which you can visit to make your
fume and fortune.
Your objective is to survive, and progress

through the nine rating levels from Harm-
less to the coveted Elite status. To achieve
this you need to enhance your ship's abil-
ity to  fight and trade. This may be done
by purchasing upmarket weaponry such
as h ig h e r powered lase r guns, energy
bombs, extra missiles, and electronic coun-
termeasures systems. Improved non-com-
bat hardware is also available in the form
of a  docking computer, galactic hyperd-
rive, fuel scoops, and other useful items.

One sma ll snag - a ll th is costs money,
which you can earn by trading goods be-
tween planets. This would be easy i f  the
trading routes weren't th ick with  pirates
who'd just love to  reduce your ship to a
mangled h u lk and  make  o f f  with  your
precious cargo. And then there's the Thar-
golds

DOES C R IME PAY?

Low abiding traders can make money by
purchasing legal goods at one planet and
selling them profitably elsewhere, by des-
troying p ira te  ships and earning bounty
payments o r by asteroid mining. The un-
scrupulous ones also trade in illegal items,
such as slaves, narcotics, and firearms or
by becoming pirates themselves, i.e . b y
attacking other traders' ships and snaffling
their cargo_ A  life  o f  crime may get you
richer quicker, b u t  you ' ll a lso  have the
police and bounty hunters chasing you, as
well as other pirates a n d  Thargoids!

Your ship's systems can te ll you  brie f
details about any planet's economy, gov-
ernment, a n d  technological cupabilities.
This helps you decide whether it's a good
bet f o r profi table t rad ing  o r  not,  a n d
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whether i t ' s  l ike ly t o  have the  h i-tech
equipment needed for your ship_ Unfortun-
ately, you  can 't  see the planet's market
prices o f  goods and equipment, you have
to actually go there to  find out.
After leaving the space station, a hypers-

pace jump and a  space skip o r three will
bring you close to your destination planet.
At th is po in t  you're like ly to meet other
ships, which can be any of twenty different
types. Frequently, these include pirates
who wi l l  eventually attack you. Care is

•needed when fighting back, as inadvertent
firing on innocent traders guarantees the
police wi l l  start taking an unhealthy in -
terest in  you. And they shoot to  kill. Like
Thargoids.

FIGHT OR D IE!

Against pirates, attuck seems to be the
best form o f  defence. Ignore them at your
peril! Suspected pirates ma y  be located
using your ship's 3-D radar system, a cen-
tral feature o f  the ma in  playing screen.
Manoeuvring con tro l i s  v ia  keyboard,
mouse, o r joystick and takes some getting
used to, as you only have pitch and ro ll
control. t immm,  makes steering a n  in -
teresting experience, anyway.
The combat graphics are magnificent, the

smooth 3 -D an imation o f  the colourful
ships wheeling and swooping around you
are tru ly thrilling. With  skill you can soon
destroy your adversary, th is being signal-
led by his ship flying apart in a spectacu-
lar explosion. Thurgoids just might take a
tad more effort, though.

When close enough to  the planet your
instruments guide you to  its space station
and another nailbiting phase of the game
begins. The station spins about an axis
passing t h ro u g h  i t s  d o c k in g  p o r t .

You have to align yourself with it
then gently move through while
rolling your ship at the same rate
of rotation as the space station.
It's just like the famous docking
sequence i n  the  fi lm '2001 •  A
Space Odyssey'. It 's frustratingly
difficult, muking a docking com-
puter to automate the procedure
a priority buy_

Once berthed in  the space sta-
tion you can sell your goods and
use the profit to  buy fuel, equip-
ment, and other goods for further
trading a n d  fi gh t ing .  Survive
long enough against pirates (and

Thargoids!) a n d  you ' ll fi n d  yo u r ra t ing
gradually improves.

NO VECTOR GRAPHICS

The most obvious difference between the
ST and original Beeb versions of Elite are
the space vehicle graphics. The original
somewhat confusing Beeb wire-frame vec-
tor graphics have been replaced with  fa r
superior 3 -D colour fi lled versions which
move w i t h  commendab le  speed a n d
smoothness. Strangely, though, other parts
of the program are graphically unimagini-
live. For instance, the crude font used for
the game's title, and the fiat, single colour
plunetury disks.

The sound side, too, is disappointing at
times. I n  fact, it 's non-existent in  places.
For example, your spacecraft is launched
in to ta l silence, something wh ich  I  st ill
find oddly disturbing. Some sound effects
are good, though. I  particularly liked the
excruciating screeches produced when
your sh ip  bores its way through hypers-
pace. Title music is Strauss's Blue Danube
waltz, another affectionate n o d  i n  the
direction o f  the 2001 fi lm.
Despite some niggling lit t le  faults, Elite's

superb mixture of simulation, action, and
strategy are enough to capture and hold a
player's interest f o r hours o n  end. I t ' l l
probably take weeks of dedicated playing
before you achieve that exclusive Elite rat-
ing, so it's great value for money, too. Oh,
and those Thurgoids? Play Elite and you'll
soon find out about them for yourself!

Title: ELITE
Publisher: Firebird
Price: E24.95

•



The Resource File  is a  service p rovided
by PAGE Is to  he lp  At a r i ciwners fi n d
sources o f  in fo rmat ion ,  he lp  and  sup-
ply An  en t ry in  th is feature does no t
necessarily im p ly a n y endorsement by
PAGE 6. The re ta ile rs shown are  those
who are kn o wn  to  have supported
Mori for some t ime  hu t  t h in g s change
and readers are advised to  check f o r
themselves to  ensure tha t  the  in fo r-
mot ion is st ill cu rren t . We  wo u ld  ask
any readers wh o  fi nd  in f o rm a t io n  t o
be inaccurate o r out  o f  date to  le t  us
know so that  an  en t ry m a y be amen-
ded or deleted.

RETAILERS
ATARI WORLD
IS. Fennell Street
Manchester
M4 3DU
tel. 061 834 4941

BRICHION COMPUTER EXCHANGE.
2_ Ann  Street
Brighton
BNI 4GP
Tel, 0273 686650

CHIPS
53, Rugby Road
Worth ingSussex
BNI I  SNII

ABC
Contact M ike  Donoghue. 135, St .
leonords Rood, Leicester, LE2 362. Te l.
0533 70019(i Retailer and both 8-b it
und ST user groups.

A.C.E. USER GROUP
Contact Mart in  Sharpe. 28 . Brooklyn
Court, Bradford Rood, Cleckheolon,
West Yorks, 8019  4I1. Te1.0274 851131
(24 hours). M on th ly meetings. newslet-
ter. trips, discounts etc.

A. U. G. ( I RE LAND)
Contact M ike  Casey, 3 . St. Kevin .. Park,
Kilmacud, Co. Dub lin . I re land. t e l. 01
881830 or BBS 01 885634 1
.
2 4  b o o r s ) .
Monthly meetings and newsletter.

BESTWOOD 8-BIT USER
GROUP
Contuu Dovid  Taylor, 60  Stevenholme
Crescent, Bestwood Park. Nott ingham,
NG5 51W. Tel. 0602 209735_ 8-bit loca l
users on ly

BO URNEMO UTH AND POOLE
ATARI  USER GROUP
Contact Colin  Hunt . 248. Wimborne
Road, ( )a d u lt ,  Poole, Dorset, ST, 8-b it .
hurdwore one) software development.

BURY ST. EDMUNDS USERS
GROUP
Contact Gary Brummage, 22, Ridley
Road. Bu ry St. Edmunds, Suffolk, IP13
3115 Please send SAE for details.

BBS
Name: G A M L I N G A Y  TBBS
Number: 0 7 6 7  50511
Hours: 2 4  Hours
Baud: 3 0 0  2 4 0 0
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, V2218IS, V23
Features: 8 bit  area. ST area, CP/M
area

Name: I N F O M A T I Q U E
Number: 0 0 0 1  764942 (Dublin)
Hours: 2 4  Hours
Baud: 3 0 0 / 3 0 0  and 75/1000
Features: ATARI SIG and program
library

W W 1 )  I L
K 
A D V E
N T U
R E  
W O
R L
D

Rank Bu ild in g s
IA, Ch a rin g  CrossBirkenhead
L41 6E1
Tel. 051 666 1132

COMPUTER CAVERN
21, Ha rr is Arcade
ReadingBerks,
RGI I ON
Tel. 0734 474768

COMPUTER CENTRE
174, H ig h  StreetHornch arch
Essex
Tel. 04024 75613

GAMER
71 East  Street
Brigh ton
Sussex
BN1 11-1C)
Tel. 0273 728681

THE
RESOURCE FILE

GLASGOW COMPUTER CENTRE
Virg in ia  Ga lle ries
33 Virg in ia  Street
GlasgowGI  I  ILI
Tel. 041 552 1522

HI-111 WESTERN L I D .
52, Cam brian  Road
Newport
Gwent
le l,  063,1 62790

FaST (Fast ST Bask  Users
Gr oup)
Contact Simon Rush, 42  York Road,
Rayleigh, Essex, 556 8S8. Tutoria ls in
Basic ond 68000. SAE for f u ll details.

FLOP PYSHOP ST
Coma(I Steve Delaney. 50, Stewart Cres-
cent, Northfield, Aberdeen. 5 8 2  5SR.
Tel. 0224 691824.

The  GATEWAY CLUB
Contact Ph il Herberer. 164d Radcliffe
Rood, Lakenheath, Suffo lk. Te l. (Ens.
well) 2363. All computer dub wiih Atari
section. Meets once a month

LACE (LO NDO N ATARI
CO MPUTER ENTHUSIASTS)

Contact Glenn Leader. 143 Richmond
Rood. Leytonstone. London, E l i  48T.
Tel. 01 556 0395. XL,XE, ST users_ Great
newsletter and PO lib ra ry

LUG S  (LEEDS USER GROUP)
Contact Dave on 0532 717712 anyt ime
1050. 810, cassette users welcome_ Send
SAE to P.O. Box TR7. Leeds, W. Yorks
012 SPE;

MACCLESFIELD CO MPUTER
CLUB
Contact Peter Solomon. Tel. 0625 207132
evenings 111111 weekends, Al l  computer
dub with  Ata ri section Meets fort-
nightly.

Name: C H A R L Y
Number: 0451/ 31642 f rom Ger-
many  010/491451/31642 from
England
Hours: 2 4  Hours /7 days
Baud: 3 0 0 ,  8n1
Features: A toh 8-bit  and ST orals_
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!

INTOTO
I, Heathcoat  Street
I llockley
Notts.
NG I  3 AF
Tel. 0602 410987

JENNINGS S I ORES
244 - 248, He rt fo rd  Road
Enfield
M icklx
Tel. 01 804  1767

I AimiRdm c ox ( ell I iNci LTD.
33, Orm skirk Road
Preston
lanes.
PR! 2 QP
Tel. 0772 21474

LIVINGSTON COMPUTER CENTRE
17, The  M a ll

Cm ig sh ill Shopp ing  Centre
L ivingstonWest Lo th ian
Tel. 0506 36978

MICRO-TRONICS
27a. M a rke t  Street
Turnworth
Staffs
Tel 0827  51480

ONE STEP BEYOND LTD
I la . Castle Meadow
Norwich
NR I 3OG
Tel 0 6 0 3  663796

MERSEYSIDE ATARI  CLUB
Contact M ike  Lynch. 24, Oakdene Road,
Anfield, Liverpool, Merseyside. L4 2SR.
Tel 051 264 8435. ST ONLY Regu lar
meetings, newsletter and more.

NO RTHE RN I TALY ST FANS
Contact Carlo  Ba inch in i,  Vitale Argonne
12, 27100 PAVIA, I t a ly

ROCHDALE ATARI  C O M
P U -TER ENTHUSIASTS (R.A.C.E.)
Contact The Secretary. P.O. Box 1, Roch-
dale, Lanes 0 0 2  Wig SAE appreciated
All Maris, meetings fortnightly

SIGATARI
Contact Glenn Leader, 143, Richmond
Rood, Leronstone, London, El  1 48T.
Tel 01 556  0395. For those interested in
more unusua l applicat ions.

STARLI G HT ATARI  CLUB
conkit 1Niu9tur. w.si toa,  8, Ethnoi.:
Road, re ikb u m ,  London 5E15 IRU, Tel
01 639 3109 after 5 p m . Members with
disk dnves fR hit).

ST CLUB
Contact Paul Glover, KO. Bo x 20, Hen-
ford, 513 8NN M a i l  only(?). Worldwide .

VTB ATARI  CO MPUTER CLUB
Contuct Christ ion Delaborre, Hekstroot
7, 9050 Evergem, Belgium, Te l
091126 29,29. For M A U I .  Organised
talks, visit s etc.

Nome: T H E  GNOME AT HO ME
Number: 0 1  888 8894
Hours: 2 4  Hours /7 days
Baud: V 2 3  v iewdata
Features: ST area f rame • 1632.0#
ST Babble starts on f rame
•1632.9#

Nome: C B A B B S
Number: 0 2 1  430 3761
Hours; 2 4  Hours/closed Thurs-
days
Baud: 3 0 0
Features: SP8 bit, Email to USA
and Canada

Name: L E I C E S T E R  CENTRAL
Number 0 5 3 3  700914
Hours: 2 4  Hours
Baud: 3 0 0  arid 1200/75
Features: 8 bit  area and ST area

PLATS E L E C T
R O N I C S197, Pa rn e ll Street
Du b lin  I
Ire land
Tel. 0001 727799

SILICON CENTRE
7, An t ig u a  Street
Ed inburgh
Scotland
Tel. 031 557 4546

SOFTWARE EXPRESS
212, b ro a d  Street
Birm in g h a m
815 2 AY
Tel. 021 643 9100

SOFTWARE EXPRESS
9 1 ' icie r  Street
Plym ou th
Devon
Tel. 0752 268276

A.S. W0 0 1  TON hi SON
116, Ed leston Road
Crewe
CW2 7110
Tel. 0270 214118

YORK COMPUTER CENTRE
9. Da vyg a te  Arcade
Dunn/gate
Yo rk
VOI
Tel. 0904 641862

USER GROUPS

W O RLD ATARI  PENPALS
User Gr oup (MAP )
Contact M a x Terveen, Magerhorst 8,
Alphen a id  Run. 2402 LP. The Nether-
lands Tel. Ol 720 455.83, Members in
USA, Canada. France. 11,1(_, Greece, Ger-
many, Saudi Arab ia . Have circu la t ing
disk 18-bit and ST) Mail only

There's a bit  of  room here
for a couple more User
Groups. Are there any
others?

Do you wont orhers to know about your
group? Send derails as above ONO' (5
words rmut. on Members!) on a plain sheer
of paper headed RESOURCE FILE- USER
GROUPS. lha r's a ll you get! We will nor
publish any other details surh as rnerrin9
lime, until plat el. rend to r hange. Appoint
someone responsibk to handk any
enques reieis•ed,

l'AGE 6 reserves the right
to delete any entry from
this feature for any
reason. Inclusion does not
imply any endorsement
by  P AG E  6  a n d  P AG E  6
c a n  a c c e pt  no  r e s pons i bi l
-i ty  f o r  t he  a c c ur a c y  or
c om pl e t e ne s s  o f  a n e nt r y .
P l ease  te l l  us  i f  y ou fi nd
a n y  e nt r y  o u t  o f  da te .



PAGE 6 ACCESSORY SHOP
BOOKS, DUST COVERS and P.D. SOFTWARE

HUNDREDS OF ITEMS IN OUR FREE CATALOG
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SIMULATOR
, ADVENTURES

I it flight 131

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 magaz ines

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 0 7 8 5  5 7 0 0 5

C.


