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from Marlin Games

FOR YOUR ST

A range of quality adventures from
some of the smaller soffware houses
that are now bringing their long
heralded talents to the ST

A beautifully illustrated text and graprics adventure by Linda Wright
in which you play Amora, the beautiful daughter of Lord Senidea of

Nulom engaged fo Amanton, a man that you father does not

approve of. In an attemnpt to impress him Amanton announces that
ne will sort out the evil sorceror Mallumo, however young Amanton is
soon captured and so is your father, You leam that only The Jade
Stone is magical enough to overcome the evil Mallumo and so you

must search for the Stone and rescue both your father and
sweaatheart

An unusuai and enchanting adventure with many little surprises -

features include VOCAB, OOPS, EXAMINE ALL. RAMSAVE/RESTORE

and GRAPHICS OFF

from River Software

here by a Llane, whilst a ssall
signpost points helpfully in all four
direct ions as most people head either
north or west.

A tromp wanders bw, smilin strangely
ut you as he heads west. Checking the
s ilgnpost , discover that th-? roads
leud to the town, the woods
seas ide villagse and Yibran F‘Luma
Decidina that you might ind someone
to help you in the villase, you head
in that irection...

Linda Wright has been writing odventures on other machines for
many years, She s highly regarded in the Adventure wond and
many of her gameas have been reviewed in CRASH and other
magazines. Her most recent game THE BEAST eamed a 1%
rating! In a world dominated by male writers, Linda brings o
refreshing new approach to many of her adveniures

Three text only adventures from Jack Lockerby, a highly regarded writer of descriptive adventures

DOMES OF SHA is River Software’s most successful adventure
so far. Set in a far comer of the galaxy, an event was taking
place that would not only affect the tiny planet of Olaxas, but
worlds not even bom. The surviving pecple knew that they must
move or die but the Cold Fear has prevented them from going
Somebody must be strong enough to lead the people of SHA
to safety

HAMMER OF GRIMMOLD is set in the land of dwarves where
Grimmold. mightiest of the Dwarf Kings. is deeply troubled. His
fabled hammer, a symbol of health and fertility, has been
stolen bringing misery 1o the land. The noble adventurer is
charged with recovering the Hammer of Grimmold but rmust
first outwit the Hooded Men, deceive the Gigantic Ore and
finally overcome Valk, the evil one

FOR YOUR XL/XE

A great racing game for all the family
now available on boot tape

AT LAST SOMETHING FOR TAPE USERS!

MUTANT is a more down to earth adventure, Twenty years
ago, on one of the South Sea lslands. the bomb was tested
This small island has since returned to the lush paradise it
once was and small villages have sprung up around the
coast but all s not well, however, as something lurks in the
rmountains. No-one has seen it and survived but many have
heard its hideowus cry. You are Mankind's last hope of track-
ing down and destroying this creature before it is too late

Three totally different and absorbing adventures full of evo-
cative descriptions and hidden messages - ideal for the
newcomerFeatures include HELP, RAMSAVE, RAM RESTORE,
OOPS and AGAIN

Author Jack Lockerby has writfen over g dozen adveniures on
the Spectrum and Commodors and is a highly regarded figure in
Adventure circles. Many of his gameas have received prailse rom
Mike Gerrard, wrifing in Your Sinclair, and several of his gomes
hava been heavily promoted by the magazine. Jack is a retired
Mining Engineer whose writing talents have brought joy fo
thousands of adveniurers over the past 3 yaars

ORDER FORM on page 49

UNDER STARTERS ORDERS
NOW AVAILABLE ON TAPE for just £2.95

* Computer betting for 1 -4 players
* Full colour animated race graphics
* Save game facility

TURBO BASIC MINI OFFICE

Bl ;;Si '%ﬁ;gﬁ_ﬁ_ﬂ'ﬁ_;*ﬁj{ Simply the best all round
tutorial series. Even your own Atar b“*"’_‘““ program for your
Aasic programs will un up fo three Atari. Word Processor,

Spreadsheet, Database,

times as fast with Turbo Busw_u":}
the disk comes complete with O | § | apel Printer, Comms, what

lightning fast cor npller that will en-

* 7 races per meeting
* Hame you own horses
* Photo finish and more

GO .. GO ..GO!

You'll be jumping out of your seat with excitement!

See PAGE 6 Magazine Issue 37 page 29 for further details of this super program.
Tape version has all the facilities and fun of the disk version except that the number
of horse databases is limited. AVAILABLE EXCLUSIVELY FROM PAGE &

able your programs to run atf
maching code speed. Turbo Baosic
hos revolutionised programming for
many users being very easy o use
for anyone with a lithe knowledge of
Atari Bosic

Wwith a printed manual and profec-
tive wallat - only from PAGE &

Disk only £3.95

more can we say? Hundreds
have bought this hard to find
program so we are con-
tinuing our special offer
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MOUSE PARTY
Machine code mice
for up to four players

SUBSCRIPTIONS
Annual subscription rates (6 issues)

UK £9.00
Europe £13.50
Elsewhere (sea) £13.50
Elsewhere 2Air] £21.00

NEW ATARI USER ON DISK

A disk containing all of the B-bit
eru rams from each issue of

EW ATARI USER is available either
separately or on subcription. Single

price £2.95 per disk, Subscription
rates (6 issues)
UK £24.00
Europe £30.00
Elsewhere (sea) £30.00
Elsewhere (Air) Please
enquire
SUBMISSIONS

PAGE & welcomes and encourages its read-
ers 1o submit, articles, programs and reviews
for publication. Frograms must be submitted
on disk or cassette, articles should wherever
possible be submitted as text files on disk. We
seek 10 encourage your participation and do
not have strict rules for submissions. If some-
thing interests you, write a program or article
and submit it! Appropriate payment will be
made for all published programs and articles.

All original articles, programs and other mate-
rigl in NEW ATARI USER is copyright of the
author as credited. All uncredited material is
copyright PAGE 6. Unless containing the by-
line "All Rights Reserved’ any material in
MEW ATARI USER may be reproduced by
User Groups and other non-profit making
organisations providad that the author's name
is included and PAGE 6 is credited as the
original publisher. Parmission to publish else-
where should be obtained from PAGE 6 or the
author. Editors of newsletters reproducing
material are requested to send a copy of the
relevant issue to the Editorial address of
PAGE 6. Whilst we take whatever sleps we
can to ensure the accuracy of aricles and
programs and the contents of advertisemeants,
PAGE & cannot be held liable for any errors
or claims made by advertisers.

ATARI (TM) is a registered trademark of
ATARI CORP. All referances should be so
noted. NEW ATARI USER is an indepandent
publication and has no connection with Atan
or with any other company or publisher.
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THE CREDITS

All of the usual stuff is on page 3 but here
are the people who made this issue possible.

Les Ellingham did the editing, layout elc.
sandy looked after the advertising

Stacey did all those things around the office
without which we would not survive (but
she seems to have got out of making the
coffee)

john R. Barnsley helped out, E'H%EL']'-LIH'}' out
of office hours, and now seems to be in charge
of the coffee

The Regular Contributors, who provide the
backbone of the magazine and can general-
Iy be relied upon to come up with good
articles and reviews, are ....

Mark Hutchinson Matthew Jones
John Davison John Davison jr
John Sweeney Paul Rixon
Damon Howarth

All other contributors for this issue are indi-
vidually credited alongside their articles or

programs. Thanks to everybody for sharing
their work and enthusiasm with other Atari
USers.

Someone is missing

The cover photo hadn't been decided at the
time of writing but will most probably be by
Paul Lingwood. If what 1 am thinking of
comes off, Wanda might be in there.

well the Man'’s new one finally came out and is a
little bit of a disappointment. 1t’s still good though -
and getting better and still provides the inspira-
tion. Another that has taken a long time to gel
inta is Jackson Brown, slow to starf but now excel-
lent. Also 10,000 Maniacs (I knew them before
Radio 1!} and a new man, Michael Johnson who is
superb if you are into whal they call New Couniry.
Late arrivals, discovered after a visit to Tower
Records whilst at the Atari Show include Bill
Staines - brilliant! And Loudon Wainwright - }gmd
one. Now looking forward to the Cambridge Folk
festival. Wonder if any of you will be there?

Anyone got any empty wine bottles? Send them in
1o Stacey, she collects them, funny girl! Only girl [
know who asks the waiter for the empties.

NEW ATARI USER is the magazine,
PAGE 6 is the concept. Wherever you see
PAGE 6 you'll know what it means!

The next issue of NEW ATARI USER could
feature YOUR article or program,
so SEND IT IN NOW!

e e T R R ——
PAGE & shows just what you can do with your Atari. With
the exception of final oulpu! on a Linolron and use of
repro camera for the listings and photos, the maggazing is
prepared entirely with Atari based equipment and software
- not a Macintosh or [BM in sight! Hardware used incluges
130XE, 1050 disk drive, 810 disk drive, 410 cassefte
(oceasionally!), BS0 Interfuce, NEC 8023 printer, 104057,
SM124 Monitor, Alari SH204 hard disk drive, Cumana 1
meg disk drive, Epson BX 100 printer, Kyocera laser prinfer,
Microstuffer printer buffer. Software includes Superscripd,
Turbo Basic, Kermit, PC Intercomm, TARI-TALK, Prinf Wiz,
PC Intercomm, STWriter, Protext and Fleet Street Publisher,
Articles and programs submitted on XL/XE disks are sub-
jected to variows custom written programs before being
transferred across fo the 5T via TARI-TALK, All major
editing is dore with Protext and pages are laid out with
Fleet Street Publisher. A disk with the finished pages is sent
up to The Setiing Studio in Newcasthe (a [ypesetling bureau
who really know what they are doing with the 5T) to be
oulput on @ Linotran 300 and, hey presto, finished pages
are sent back. It really does work - at last! All that is left is
to drop in the listings and photos. Well, it's not quite as
easy as that, but you get the idea!
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DIDN’T LAST LONG, DID IT?

The news of the cancellation of the ATARI
XMAS SHOW is a big disappointment to
us all. Atari owners seem to have been
short changed again as we had to wait
longer than others for our own show and
therefore have had less shows in all than
most other users. The fact that the Com-
modore and BBC shows have also been
disbanded is no consolation and the COM-
PUTER SHOPPER SHOW will be be no re-
placement for the individual shows what-
ever the publicity you may read may say.
The COMPUTER SHOPPER SHOW might be
the place to pick up some Christmas soft-
ware bargains but it is unlikely to be any
sort of showplace and how many Atari
stands are there likely to be? From our
point of view as an exhibitor, supported by
several other Atari related companies we
have spoken to, the gamble is too greal.
Stands at these shows are not cheap and
who knows who will turn up. Thousands
of Commodore and BBC owners? Fat lot of
good that will be.

The pity of not having a specific show is
that all the smaller companies supporting
Atari who want to show new products will
not have anywhere to go. The only choice
later this year will be the PERSONAL COM-
PUTER SHOW where any small company
will just disappear among the giants and
will be hard pushed to break even. 50
what happens? Maybe this gives added
impetus to the opinions expressed last
time about an independent Atari Show. |
talked about just an 8-bit Show but
perhaps there is now a reason to include
the 5T?

What do you think about the situation.
Will you be going to the COMPUTER
SHOPPER SHOW or the ALTERNATIVE
MICRO SHOW in Stafford? Do you still
want a separate Atari Show. Were two
Atari Shows a year too much? It would be
interesting to hear your views, after all you
are the people who really decide whether
shows are worthwhile.

PAGE 6 INFLUENCE

You know 1 have to admit that | have
seldom been influenced by anything pub-
lished in PAGE 6 simply because most of
what goes in [ have already checked out.
There have of course been many exciting
programming innovations published and
a great number of interesting articles but
being so close to the Atari has meant that,
whilst | may not have known the full
details, [ already knew most of the things
that the Atari can do and there must be
other readers who are similar. This is why
I like to include articles of a wider nature
once in a while. John Davison's MIDI
series is one such and is probably the first
article that has directly influenced me to
go out and buy something!

John brought his Yamaha PS$S-680 synth
up to the office and showed me what it
can do. It's brilliant and 1 had to go out
and get one! Despite having no musical
knowledge, 1 can actually play and record
quite respectable and recognisable music
on it and have had as much fun with it as
I have had with my Atari over the years.
Of course the possibility of hooking it up
to the Atari adds to the fun but you don't
even need to do that initially! The problem
with all these new things is, of course, lack
of time to use them fully and whilst hook-
ing it up to the ST is easy, it still takes time
to work out patches and things and to find
the best programs to use. 1 eagerly look
forward to John's articles but would also
be interested to hear from anyone else who
may have bought a PS5-680. Any tips out
there!

NEWSAGENT PROBLEMS

We seem to have had some problems with
the last issue over the change of name
with several readers reporting that their
local newsagents denied all knowledge of
the magazine. Luckily our distributors will
do something about this if we report it to
them. W.H. Smith shops in Leicester, Car-
lisle, Hemel Hempstead and Wakefield
have all been contacted and should now
stock the magazine. Obviously we can't
get into every newsagent (there are around
43,000 of them!) but we should be in all
the major ones. If you find your town’s
main newsagent does not have NEW
ATARI USER on the shelves, ask the mana-
ger and if he does not stock it, tell us who
and where and we'll get our distributors to
sort it out. They are working hard to get us
known which is great and with your help
we can make sure that the magazine is on
sale in as many places as possible.

STILL UNDECIDED

The jury’s still out on the question of
tapes. We are getting orders for the
UNDER STARTERS ORDERS tapes but
hardly enough to let us put another 32
pages in the magazine! If we were relying
on selling Atari tapes to make a living
then we would certainly be planning our
next Spectrum release at the moment.
There is no doubt that if this were a 5pec-
trum magazine we would be inundated
with orders. Did you know that many of
the now really big British companies star-
ted by selling a few home produced tapes
and were able to build sizeable empires
from those beginnings. Do you ever won-
der why none of the big companies sup-
port the 8-bit Atari? Keep in touch for the
final decision.
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Expand The Capabilites Of Your 8 Bit
Atari...

US Doutver
ﬁ Expanding 1he 1050 cksk drive’s strength s what 1IC0°s US Doubler s

all about. A true parfarmar in tha area of hardwara modifications, this
chip sat quickly translorms your Alari indo a powerhouse, radaling wih
US Doubler innovalive features naver before possessed by a F
tru@ double densty lor greater storage, single and double density
support, an acceleraled |10 rate Sasagnad o triple your spaed whan
combenad with SpartaDGS and full compatibility with existing Alari
software. £20.95

SpartaOs

This Disk Operating System has been widely acclasmed as the bast
D¥5 for tha B bit Marirange. SpartaDOS from ICD supparts everything
froem B10 disk drivas throwgh RAM dsks 1o hard disks. A special manu
allows ragid fransfer, erasure and lockingiunlacking of liles using only
Spartab0s the Space Bar. Option, S1art and Salect keys. The ulility package
Construction Se1  Supplied also features a 32 chargcter kpyboard buBer, infalligent
swiiching batween dish densibias, a inary hike gama menu, subdirectones

SparaDOS and US Doubder Pack - Only £49.85

P:A: Connection

Mow you're no longer imated 1o Alan compabida printers and modems.
Tha P:R: Connection plugs directly intg tha serial disk drive port of any
8 bit Aari computer and provides the usar with a slandard Cantronics
prirer inlerface and twa RS-232 seral parts. I also driws it§ power
from your computar which means one lBss cond | ;'".-l'lg far a power
paint while i1s compac size leaves youl work Space virtually clutier friee

I'hie P:R: Conneclion’'s seral pors use a lully compatible R: handler
and resemble those of the Atan B50 interiace wih The same signals and
tunctions. £68.95

WD Primfer Connection

ICCYs Primter Connection isa Cenfroncs parallal pnnder imtarface for
Atan B bl computers whech plugs intg the compuier's serigl pgripharal

I:'.'.'::"“ part andihen dirgctly ino your pnnber. B works wilh most paraled prinfers
and 8 bil sofware withoul the nead for special drver software and
includas a buill-in prnler cable. £29.95

Fronter Solteans also distriute allB bil 355 products such as Adlon’!, Basc XE and
Basic XL and (ha remasning 00 products - Fueming X1 and A-Tima & Plaass wite of
phone lor our calalogue

Al picas inchads VAT and Posaga

Fronter Softaare " 0. Bax 113, Harogale, Marh Yorkshie HG2 OBE . (0423) 6714030577

PAGE MARSHAL- NOW ONLY £23-35

FPSON-COMPATIBLE DOT MATRIH FRIMTER
FGCE (0OR EQUIVALEWNT) + DISK DRIVE

R EQUIRES: %4

BRING YOUR PRINTER TO0 LIFE WHITH EEESECLEENLRE, THE AMAZITHEG
HEH ALL-PURPOSE DRAFT-AND-PRINT SYSTEH FROM EREEENEGRICERS
THE PROGRAM HAS USED EXCLUSIVELY FOR THE PRODUCTION OF THE
ARTHORK FOR THIS ADVERT. ENTEESERLECENRDE USES A SCROLL THG
HWIMDOH, "F=FLEis DISFLAY TECHHNIGUE . IT SIMPLIFIES THE TASK:
AMD CAM CUT DOHM THE DELAYS BETHEEHM IDEA AND END PRODUCT.
EEHEEEERE CAM EVEN DD LOGO" S5- WITH HD STZFE LTIMITS;

HERE'S AN EXAHPLE. ..

Yoalar

Legendary  Sof tware

CHEHMISTRY OF MATHST HD PROBLEHR?! 2iHzY + Dz 2 CHa )
*
B Jth2 wacy o o £ 3
W - J Aaxk = T Stwtse = FLAKAAYD .
Fa a i ug
J
AND DESIGMING SCHEMATICS IS A BREEZE . . . D
i - " R |
- I =y — 0 O RL 1 ey
™1 4 oL 1 — 1 TSR
e & 4 | =]
A b SO W KTl A
) |_OF q1@F T U
1 c? H1z i
#Da THIL} A :Jr J} #F +a-'s g * i
dy b, FS1 i 3
g =3 c4 'y FE2 == 1
T 1 & g 1 =0~0= = (BR1

HORLD-HIDE IWNCLUSIVE PRICE: £23.9%5 -0OVERSEAS BUYERS SHOULD
SEND U% & PEILIWEIF Bawk DROFT- asSk aBOUT THIS AT YOUR BoWK
OR SEND SAE FOR DETAILS AND & FREE PRINTER TESTIMG PROGRAM

URLAR SOFTWARE, 115 UALE ROAD
PORTSLADE, SUSSEH BN41 1GE U.K,

XL/XE ROM CARTRIDGES XL/XE CASSETTES

ARCHON ......................14.95 | ACE OF ACES et
BALLBLAZER ..................14.95 | AMERICAN ROAD RACE
BLUE MAX ...................14.95 | CALIFORNIA RUN

12.95 | DAWN RAIDER
LODERUNNER ................14.95 | DRACONUS
MOON PATROL 12.95 | ENCOUNTER :
PITFALLT .................... 9.95 | EURO SUPER S0CCER (b4 ..
PITFALL2 ...............c.... 9.95 | F-15 STRIKE EAGLE ........
POLE POSITION ..............12.95 | FOOTBALL MANAGER
REALSPORTS FOUR STAR GAMES | ........
AMERICAN FOOTBALL ......12.95 | FOUR STAR GAMES I ......
RESCUE ON FRACTALUS .. 14.95 | GAUNTLET (64K ................
RIVER RAID : 9.95 | GHOSTBUSTERS
STAR RAIDERS Il ............ 14.95 | GRAND PRIX SIMULATOR ..
12|, [ J———————————_ T L
JOCKY WILSON'S DARTS ..

LANCELOT (54

LAS VEGAS CASIND

KENNEDY AFPROACH

KNIGHT ORC (64 TEXT) ........

NATO COMMANDER

MUREIE " i
MIRAX FORCE ................ B.
PERISCOPE UP 1.95
PLATFORM PERFECTION (64k| ..6.95
QUARTET GOLD .............. 3.95
SHOOT EM UPS (64K ........ 6.95
SPEED ACE ......cicnviasiinnnn 2.0
SPEEDRUN .................. 6.95
SUPERMAN .................. 2.95
TIME & MAGIK (84 TEXT) ....12.95
WINTER EVENTS ............ 6.95
WINTER OLYMPIAD 88 (84 .. 8.95

XL/XE DISKS

DRACONLS .................... 1195
DRUID

EURD SUPER SOCCER (64) ..12.95
F-15 STRIKE EAGLE ........ 12.95
FOUR GREAT GAMES Il .... 5.95
FOUR GREAT GAMES Il .. 5.95
GUILD OF THIEVES (64 .... 16.95
INGRIDS BACK (64} ........ 12.95
JINXTER (64K} 16.95
KENNEDY APPROACH 12.95
KNIGHT ORC {64k TEXT) .... 16.895
LANCELOT (64k) ..............12.95
LEADERBOARD 12.95
MIRAX FORCE ................ 8.95
MINI OFFIGE Nl .............. 16.85
DBRE- .....-...cccococomiesee oo JHE
SILENT SERVICE ............ 12.95
S0LO FLIGHT ................ 12.96

SPEEDRUN .................. 3.08 ST SDFTWHHE
TIME & MAGIK |64k TEXT) .. 12.95

WINTER EVENTS ............ 8.95 AVAILABLE
WINTER OLYMPIAD 88 (64) .12.95
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newsce

ATARI SHOWS SCRAPPED

Just as we were getting used to the twice yearly Atari Shows comes the news that Database have
cancelled the ATARI XMAS SHOW, together with other machine specific shows, in favour of a new
Christmas ‘selling’ show promoted in conjunction with COMPUTER SHOPPER magazine and there is
great doubt over the future of independent shows for the ATARI next year. Unless Atari start showing
a great deal more interest in their users, either by supporting an independent organiser or arranging
their own shows, the ATARI SHOW just gone was the last.

At the present time Database have no plans for further Atari shows and the reasons lie squarely at
the door of Atari. Database Exhibitions manager Michael Meakin told us that they were disappoin-
ted that they had had to make the decision not to continue the shows but that without Atari’s
support, they were not viable. The last show was delayed from April until June in the hope that Atari
could be encouraged to come but still they did not turn up. Other manufacturers continue to support
their users. There will be shows next year for Commaodore, BBC and Amstrad because those
manufacturers support their users and will book large stands at the shows, whether they have new
product or not.

We can't help wondering what Atari are trying to achieve by not supporting the shows. What good
does it do to be a major contributor to the demise of the only show for Atari users? There are
rumours that Atari are planning to launch their own show but, if it comes about, how successful will
that be? About as successful as the Games Centres?

Database claim that the new Christmas Show will have as many visitors as the three cancelled
shows put together but somehow we doubt that a great many of those will be Atari users. Quite
likely, the place will be swamped out with Commodore, BBC and Spectrum stands and, unless there
is an Atari specific area at the show, we'll be back to the old days of the PCW Show where ‘hunt the
Atari stands’ was the best way to spend the day. Page 6 is discussing with Database the possibility of

NEW
ZEPPELIN
DEAL

Atari supporter Zeppelin
Games has secured the rights to
the Tynesoft back catalogue for
the Atari 8-bit and will soon be
bringing out PHANTOM and
MIRAX FORCE as budget ti-
tles. Hopefully other titles will
follow and Zeppelin have con-
firmed that they will continue
to support the Atari with new
games.

LEVEL 9 MOVE

Level 2, one of the few com-
panies to have kept faith with
the Atari 8-bit through all their
releases, have moved down to
the South Coast where the
weather is a little bit better and
the property is cheaper than in

having a ‘show within a show' as we believe that Atari users need the support that Atari are failing

to provide but no agreements have been made at present.

Meanwhile, XL/XE owners will be welcomed to the Alternative Micro Show in Stafford in November
where PAGE 6 will have a stand. We are hoping to encourage quite a few more Atari supporters to

attend and will bring you more news next issue.

the Home Counties which they
hope will allow them to attract
more staff. Can the Austin
empire be expanding after all
this time?

The sea air is helping to com-

A NEW LABEL WITH
SOME CLASSICS AT
BUDGET PRICES

KIXX is a new label dealing in re-releases and among
their first scheduled releases are four Atari titles previously
available only at full price. The famous GAUNTLET is
included and others include ACE OF ACES, FOOTBAL-
LER OF THE YEAR and HARDBALL. These have all
been reviewed some time ago but a new batch of budget
releases is always welcome. These ones retail at £2.99.

plete outstanding projects and
Scapeghost should be out about
mid-August. When we spoke to
Level 9, Pete Austin was fixing
a final few bugs.

NEW
CATALOGUE

Sunaro Software have sent in a copy of their latest and
updated catalogue which includes news of almost 20
‘coming soon’ titles together with several ‘clearance’ bar-
gains. There are over 200 titles listed, all for the Atari
8-bit, plus lots of things like joysticks and peripherals.
There are even money off vouchers for orders placed
before the end of September. If you want a copy, drop
Sunaro a line at P.O. Box 78, Macclesfield, Cheshire 5K10
3YB or give them a call on 0625 25228.

WIN ON THE GEE GEES!

Blue Ribbon are another com-
pany who seem to keep faith
with Atari and, although they
don’t seem to have a great
number of releases, another
Atari title is more than wel-
come especially if it is a non-
game title. Their new release is
TURF-FORM, a horse racing
forecaster that can help predict
form for both Flat and MNational
Hunt races on UK racecourses
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s0 giving you the chance to pay
for a new disk drive or whatev-
er! TURF-FORM is quick and
easy to use, requiring only in-
formation found in most popu-
lar daily newspapers and will
produce speed and fitness rat-
ings giving the horses chances
of victory on the chosen course.
TURF-FORM is priced at just
£2.99, a small price to pay to
beat the bookies!

SOME MORE NEW
RELEASES

Alternative have finished POSTMAN PAT which has now been
released on other formats, and are now converting to Atari 8-bit
with imminent release as a budget title at £1.99. Codernasters
have another one out, FRUIT MACHINE SIMULATOR which
will available at £2.99 and are working on MOUNTAIN BIKE
SIMULATOR.

Releases later on in the summer should include SYSTEM 8 from
CDS, and CRACK-UP and GUN FIGHTER from Atlantis.

e




MORE
NEW GAMES
FROM ATARI

Who says Atari aren't supporting the XL/XE? Following on from
Tiger Attack and Nucleus, reviewed last issue, are five new games
to be released over the coming months.

HEARTACHE -
looks like a
scroller

BLACK LAMP
- 1 well known
adventure

SUPER 50CCER
- due just before
Christmas

CYGNUS X1 -
some great
looking
graphics

CYGNUS X1 was originally to have been released by Anco but
has now been picked up by Atari for release at £2.99 and should
be available from your usual retailer round about now, The
others are still in production and we will bring you reviews of
them all as they come out. Meanwhile here are a few pics to
whet your appetite and prove that these games really do exist!
Thank you Atari, keep ‘em coming! .

presants

1. PAINTBOARD
2. NETWORK & KING'S PERIL
3. COUNTER-SLOT

1. Paintboard has many powerful features which are supported by its
30 commands. Commands include zoom, fill, colour, line, box, circle,
airbrush, pen, load, save, gallery etc. Supplied on TDK cassette with
demo pictures and utility programs

2. The Network & Kings Peril are two separate puzzies which will keep
you busy for hours! (A knowledgea of chess useful with the King's
Peril)

3. Counter-Slot iz a ‘simple to understand but difficult to solve’ puzzle.
It will probably drive you mad while trying to solve it.

PAINTBOARD PACKAGE £6.99
NETWORK & KING'S PERIL £1.99
COUNTER-SLOT £4.99

All programs run on any Atari, except 5T, with at least 48k
Prices include postage and packaging
Make cheques/PO's payable to Amethyst Software and send
with your address to

AMETHYST SOFTWARE
3 Oban Avenue, De La Pole Avenue, Anlaby Road,
Hull, North Humberside HU3 6SB

ST ACCESSORY PACK
THE IDEAL GIFT

Superbly packaged, top quality accessory pack
for new ST owners or old hands - the ideal present
All the accessories the ST owners might need in one neat
gift package. Comprises modular DISK BOX to hold up to
150 disks, top quality MOUSE MAT, JOYSTICK
EXTENDERS, MOUSE HOLDER and DISK HOLDER

Recommended Price £39.95

OUR SPECIAL PRICE £35
Post and packing free (UK only)
Send cheque or P.O. or quote Access/Visa number to

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

SCANDISC XL/XE DISC £14.95
Faalures INnclude; LISC copser, Baa-SECIOr crealor, Tape 10 NSC COpIAr, LIEE 10 TApa COpser, TAPE 10 1apa Coplar,
Digt Seclor Edilor, Disc Mapper, Game Menu Sysbem (&) can pul up lo bes games on one disc! Astobool cassethe
maker thal makes any Bacic lape progrem inl 3 boolload wersien, ples much moe - & Melli-Ulility disc 81 an
unbelsevable price - works oul al lesg than £2 per program!

THE ALCHEMIST XL/XE DNSC £9.95
Transiers wingla and mullislage commercial 1ape gamas 10 Dlank 01SC] Pays 1er Msal Over ang svar agam

KASS-KOPY XL/XE TAPE £9.95
Logies commerncial cassefle Eamls ln erdimary blask cassefes and fealures a Torbésave aplion Tl anaﬁmr
copied lapes |o bead faster than the origimals! Also heatures an Editor lunclios [hal lets you EXANWNE and ¥
game tapes, The utility periorms like a disc sector editar IIII:IIH'! you bs hack inla .l.rlunlur: and Arcade glmu
wih sase| Powerlul yut sasy io use - andl gread fun teal DEALEH PRICE - S0% dscoen! me carmiage. Mt ardsr 10
PHOGHAHHEHS PACK XL/ XE DISC £14.95
you nesd Do werde games on [he Tan 1L JLEl Enables you fo dessgnianimade: FII‘T!‘IHII!III!
llu:.l'l'lﬂl Screens. Customised muiticobouned Characiers Sels, Music and Sound FY. Suilable lor Basic and
Machine-Code programmers - now you CAN wrile a classic! l:llllllll‘.l instruciiens included wilh this iwo disk pack.
GENESIS XL/XE TAPE OR DNSC £9.95
T powerul PlayerWissie Edilar and Knimaior, Enakies you fo consinect and realeslacally animate Spnies lor use
in your ewn Basic or Machine-Code programs. Wow awailable on bolh Tape and Digc - siale wisch

Send Cheque/P.0. tec SOFTSCAN. P.0. BOX B4, Heralord HR4 3YU. Or selephome yeur arder using ACCESS, Phone (432-30836
In adddien B¢ 100% machies code ELAE ebibas oescribed abowe, SOFTSCAN sinck games lor the KLAE. 8T, WCS
__and mast ofher compulies. Sm SOp for 3 cataloque [sepplied free with 8 ardurs)

m | Suy soy T prograns - ger I ganes FREES |%‘
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write to

Mailbag
P.0. Box
54,
Stafford

ST16 1DR
ENGLAND
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FOR BETTER OR
WORSE?

Apparently the latter. Why?

Well, while [ was happily dig-
ging in the latest issue (June/
July) | discovered some bugs
which are just plain stupid.
Although I probably won't be
the first to write about it |
would like to point them out.

It starts on pages 12 and 13.
There are four listings num-
bered 1 to 4. According to the
programs themselves they have
the numbers 1, 2, 3 and 4 but if
we believe the remarks under-
neath they are numbered 1, 2,
2 and 3. Not a horror, but still
annoying.

Next we hop onto the MCQ-
TEST on page 26. According to
the programs you printed list-
ings 1, 3 and 2 in this rather
odd order. However the re-
marks state the listings are
printed in the right order.

Mow for the real horror story,
starting at page 44, the Real
Time Clock. You printed 2 list-
ings, one for Disk and one for
Cassette users. How nice! Both
programs have been split into
two parts, resulting in a total of
four parts. Obviously the inten-
tion was to print all four pieces
but that's not quite what hap-
pened. Indeed there are four
pieces but still the first part for
Disk users is missing. i guess
that this is about the only time
that 4-1 makes 4. [ hope to see

Issue 39 and please, please,
please make sure it will be
perfect!

N. Lamers
Achtervetd,
The Netherlands

Guilty to the first minor one bul
the other major, and unforgivable,
cock-ups happened after the
artwork left us. What was said
when we saw that issue does not
bear repeating in print! Suffice it
to say that I was quite annoyed. A
great deal of care is taken with
the listings and they are checked
and double checked as they are
pasted up and they were all per-
fect when sent for origination. The
listings were then stripped off for
tints to be added and pasted back
in the wrong place. It won't hap-
pen again, believe me! Apologies
for the inconvenience. For more
details see the Update column this
issue.

DOS OPTION K

As far as I know many Ata-
rians have never used option K
in the DOS menu. BLASTCOM
in Issue 37 is a complete
machine language program
that must still be run in Basic.
You can get the source code but
you don't need it to create a
binary file. Just use option K in
the DOS menu! Here's how to
do it.

Prepare a freshly formatted
disk, boot up your machine
and load BLASTCOM but do
not RUN it. Change line 340 to
340 STOP. Now RUN
BLASTCOM.

When the computer has stop-
ped at line 340, go to DOS
{don't switch off and reboot).
Insert your formatted disk and
choose option K in the DOS
menu. Type BLASTCOM.COM,
6000,69AA,,6000 and press RE-
TURN. A binary file of 20 sec-
tors will be written.

Now you can run BLASTCOM
with option L in the DOS menu
or with any menu program,
without using BASIC!

John van der Spoel.
Zwijndrecht,
The Netherlands

UPDATE YOUR SUPRA

For over a year now SupraD-
rives have been fitted with an
internal battery backed clock/
calendar facility. This is an ex-
tremely useful feature which,
via the supplied
SUPCLKRD.PRG, sets the Atari
§T's XBIOS clock at boot up or
after a reset. However, it does
not set the GEMDOS clock,
which is used by some prog-
rams such as Word Perfect.
Martin Dryden has kindly sup-
plied Frontier Software with a
small program which sets the

l

|

WHY NO

I thoroughly enjoy the maga-
zine, especially the tutorials but
find that the ST section is far
too short, and too full of games
reviews, when you read the
£-bit section, which [ do, there
seems to be three or four list-
ings in each edition, covering
all sorts of subjects. [ would be
happy to see some of these list-
ings or their equivalents for the
5T. After all not everyone who
has an ST has had previous ex-
perience with computers, and
not all ST owners wish to play
endless games on it. Far better
to type in a listing and learn
from that program what your
computer can do!

J.A. Chadderton,
Leyland, Lancs

ST LISTINGS?

The great thing about the 8-bit
Atari is that evervone who buys it
gets an excellent version of BASIC
built into the machine and knows
that anything other more experi-
enced users have written will run
on their machine without them
having to go out and buy any
extras. The sad thing about the 5T
is that Atari made a huge blunder
by supplying a disk based version
of BASIC that was full of bugs
and got such a bad reputation
that no programmer wants Lo use
il. What then happens is thal lots
of people go off in their own
favourite direction and many lan-
guages are used. The end resull,
as far as using the program might
be the same, but the problem with
printing a listing is that maybe
only a small percentage of readers

will have the language concerned.
There are other problems too. On
the 8-bit Atari some amazing
programs can be wrilten in a
mere 48k yet on the 5T it seems
that it can take up to 10 times as
much memory to achieve a similar
result and there is just not suffi-
cient room in @ magazine to print
such listings. Many of the better
programs also have support files
such as pictures, resource files
and sound files which cannot be
printed. It is possible to wrile
great programs on the ST which
can be typed in in 5T BASIC as
Paul Lay demonstrated with MAD
but these submissions are rare
and besides, you learn nothing
from typing in a lot of machine
code data. Mind vou, in the case
of MAD you did get an incredible




GEMDOS clock from the XBIOS
clock. When placed in an
AUTO folder after the
SUPCLKRD.PRG, any minor in-
conveniences regarding the
GEMDOS clock are effectively
eliminated! This program and
its source code is available for
free distribution - simply supply
us with a formatted, single
sided 3.5" disk. Further, our
hard disk drive Supra Utilities
software disk is now at version
3.37. If an owner would like to
update to this version, please
return your original Supra Utili-
ties disk and £2.50.

Martin Walsh
Marketing Manager
Frontier Software

This letter sounds like an attempl
to get a bit of free publicity to me
and to think that they even forgot
to include a free copy of these new
utilities even though this entire
magazine is created with the help
of a Supra Drive! 5till, no hard
feelings and we'll even give you
Frontier's address which is P.O.
Box 113, Harrogate, North York-
shire HG2 OBE

MIXING GRAPHICS

In one of your recent maga-
zines the statement was made
that it is possible to mix any of
the graphics modes on screen.
So far, | have only mastered

program. 5o what language [o
support? No magazine seems o
have found the answer to this.
Perhaps the most promising lan-
guage is 5TOS which has the abil-
ity to dump picture files and the
like as a re-typeable text files as
you will see elsewhere in this
issue. Length of the listings mighl
still be a problem but it looks so
promising that we intend to pub-
lish STOS listings in future, if we
get any submitted!

Thanks to all the overseas
readers whose letters appear
in this issue and the many
others who also write to us
from far and wide. Does any-
one in England read the mag?

mixing Graphics 0, 1 & 2. Any
chance of an article?

D. Firth
Bath

We have covered this before but a
long time ago. We are still willing
to publish any programming arti-
cles of this kind if anyone can
come up with a fresh slanl on
things. It is a long time since we
received any kind of contribution
along these lines, perhaps all the
users who know how to do it think
that it's all old hat by now? Not
to folks who have recently bought
their machines. Perhaps it's aboul
time we started covering some of
the old ground again?

BLOCKBREAKER
JOYSTICK ROUTINE

Votre magazine PAGE 6 pour
les 8 bit est super. Au no. 20:
BLOCKBREAKER c'est un tres
bon jeu mais je ne dispose pas
de paddle. Comment adapter
ce jeu pour des joysticks?
Pouvez vous m'apporter une
solution en modifiont le prog-
ramme?

Sinceres remercements.

Monsieur Cagnon Fredy
Viry, Chatillon,
France

Le joystick routine est dans le
[ssue 22, Le Issue est still avail-
able, regardez le back issues page.
Bet you thought I couldn't answer
that one, didn’t you!

UNBELIEVABLE!

Just a note to thank you for
selling my 8-bit system in CON-
TACT June/July. Subscription
users have the advantage on
bargains in the column. Let me
tell you what happened.

When my Page 6 Accessory
Shop order form came through
| knew the subscription Ata-
rians would have their mag
while Newsagenters would
have to wait another day at
least. At 6 pm, the time stressed
in the mag, the phone went
CRAZY. In the first night, up to
11 pm, I had 127 callers! It was
unreal. As soon as the phone
was put down it rang again.
Mow four nights later the run-
ning total of callers is 531 plus
whatever my mum did not re-
cord. I have the names and

telephone numbers of 50 many
fellow Atari users all wanting
to be rung if the order fell
through. First to ring was a
man in Middlesex.

There is a major shortage of
#-bit drives. Callers did not
want a XF551 because it was
unreliable but mostly because
it did not match their XL
machines!

Thanks a lot again.

Adam,
Lytham 5t. Annes

Wow!

LIKED IN GREECE

Congratulations for your
magazine. I am a proud owner
of Atari 800, 130XE and 10405T
computers. | read every month
yvour magazine and I think it is
perfect. It contains everything
an Atari owner would like to
know.

Almost a year ago | was about
to lose my enthusiasm, because
I thought Atari 8-bit computers
had at last lost their power. But
since | started reading your
magazine [ felt that there is still
much power left in their chips.
Atari computers are still the top
of home computers.

Once again congratulations.
Keep up the good work.

Takis Pournatas,
Athens, Greece

FROM ONE SIDE OF
THE WORLD

| am a new subscriber to your
magazine that wants to talk
with you (with some difficulty
because | do not speak En-
glish). Congratulations! In a
short time I'm impressed with
your seriousness and very good
quality. To fulfil offers is not
very common virtue (I have
three older magazines subscrip-
tions). The only complaint |
have is that you are not a
monthly magazine.

Help! Some file games do not
run in a Spartados or Mydos
double density format. How
could | know it before 1 spent
time saving ... and deleting? 1
have an 800XL with RAMBO
XL and I can’ run either PRINT
POWER or THE PAWN. Could
you tell me what other prog-

rams need the Antic chip? Do
you know some menu-autorun
for binary files that permits
double density and maybe dou-
ble sided? I am using Microdos
(from Analog) but it doesn’t
write bytes 129 - 256 and |
must re-write them. [ would like
to buy ATARI BASIC by
Albrecht. Where must 1 write to
and how much does it cost?
Thanks in advance.

Luis Edwards,
Trujillo, Peru

Thanks for your comments, Luis. 1
am afraid that we can’t help
much on your specific queries re-
garding the problems with the ex-
pansions to your system since, in
the main, we only use the stan-
dard Atari equipment. Expansions
such as the RAMBO XL are not as
commaon in this country as in the
U.5.A. but | am sure that some of
our readers will be able to help. IF
anyone can answer Luis's queries
please write c/o Page 6 and we
will pass the letters on. The only
one we can directly answer is your
last question concemning the
ATARI BASIC book. Unfortunately
this is now out of print so your
only chance is to get a second
hand copy. When new it cost
around £11.95. Maybe a notice in
the CONTACT column will do the
trick?

... TO THE OTHER

| am writing in response to
your invitation for overseas
Atari Users to write and tell of
their situation. | have owned
my Atari 5T for just over a year
now and although [ am in a
very poor situation, | have
stuck with Atari, as the 5T still
amazes me. In my areq, there
is only one other person [ know
with an ST. There are no 8-bits
at all. There is no support
whatsoever from either Atari or
my dealer. [ can get no soft-
ware from the dealer, so | have
to order everything by mail
order. The problem is that the
prices put everything out of
reach. The computer is cheap
enough (compared to an
Amiga it is $300 cheaper) but
the price of o game ranges be-
tween $50 and 390! Buying a
game is a big occasion. We
don't even get the software
bundle that UK Atari owners
enjoy.

Although there are plenty of
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Atari Users in Victoria, the User
Club (ACE) is 200 kilometres
away and meets one Sunday
every month. The journey itself
is long enough but I have to go
to school so, as yet, | have not
been to a single meeting. Your
magazine is cheap compared to
most overseas magazines and
from what | have seen of it s0
far, 1 think my newsagent will
be reserving me a copy of New
Atari User for some time.

If any 5T user feels sympathetic,
don't hesitate to write, please?

Jared Quinert,

6 Newby St
Numurkah VIC 3636
Australia

GIVING IT ALL AWAY

In response to David McLaren's
letter agreeing with the idea of
listings on tape, [ thought I'd
tell you about an idea that
struck me while reading the let-
ters. Why not stick the listings
on tape on the cover of the
magazine like Your Sinclair do
regularly. It would not be ex-
pensive and you could order
the copies in the same quantity
as the magazine i.e. 1 per copy
of NEW ATARI USER. For disk
users the tapes could be used as
audio tapes therefore an
advantage for disk users. As for
the current system of a free disk
for every subscribed issue you
could stick to that as well.

Shappir Alim,
London

Quick mother, bring me the ox-
ygen mask! Would not be expen-
sive? Neither is a new Porsche if
you can afford it. We could prob-
ably get the tapes duplicated for
about 20p each so that's 25,000
times 20p which comes to a mere
£5,000 per issue or £30,000 a
year. And we would be giving that
away!! Good job I'm sitting down
to answer these letters. Anyone
want to sell their Porsche to fund
this idea? The economics of
magazine production means that
if you sell about 80,000, like Your
Sinclair, you can afford to do this
but if you don't, you can't, so
sorry Shappir no free cassettes,
not unless you want to buy
60,000 copies. And before anyone
gets the wrong idea we don't give
away a free disk to every subscri-
ber either!
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TURBO TIPS

| would like to congratulate
you on your support for Turbo
Basic, which I consider to be
the most superb Basic I have
ever used. | would also like to
inform your readers about a fe-
ature that does not appear to
be documented. If you are a
programmer who can't keep up
with your listings when you list
them, try pressing the OPTION,
SELECT or START keys. By
doing this, the listing will scroll
past at a greatly reduced speed.
Before I go [ would also like to
congratulate you on a maga-
zine that, no matter how im-
possible it may seem, seems to
double in quality each issue!

Stephen Firth
Preston

PIRATED SOFTWARE

I read ‘Games they Never Re-
leased' with interest as | own a
great deal of that software plus
many more such as Mr Do's
Castle, Mario Bros, Vanguard
and Hunchback.

The problem I have with this
software is that it is all pirated
and not re-saleable on the open
market. Could you please tell
me if the copyright laws in
North America apply to us here
in Britain and if | could re-
release this excellent software
into the public domain or sell it
myself? I am sure there would
be a good market for this soft-
ware as all of itis top quality.
Among the software available
in the U.5.A. I also have a copy
of Load Runners Rescue, the
follow up to Load Runners Fol-
lies which is a very good piece
of software. If you are interes-
ted in any of this software,
please contact me as [ will be
only too pleased to help.
Name and address
supplied.

Some of the games you mention
were never released anywhere yet
the author’s copyright still applies
worldwide and there is nothing
that can be done with the soft-
ware without the copyright hol-
ders express permission. And to
save you all writing {as happened
last time we mentioned pirated
software) we will not pass on your
requests for copies of these
games! -

DISK

BONUS

PROFESSIONAL
GOLF

by K.F. Baker

Here's your chance to take part in a series of professional golf
tournaments, either alone or with up to four players, and
you'll be playing against the world’s top professionals includ-
ing Greg Normam, Sam Torrance and the rest. You can play
all over the world too, as the courses range form Iroon to
Augusta.

Professional Golf is another great BONUS on this issue’s disk.
Each hole has different types of bunker, trees to avoid and
appropriately shaped fairways. You have a choice of clubs and
<an gauge the strength of your shot. Timing of the swing is
critical as the ball can be sliced, pushed, pulled or have back
spin. Once you reach the green, the screen changes to allow
you to pull.

At the end of each hole you will receive course news about how
all 38(!) players in the tournament played the hole together
with a complete overall scorecard showing your position. Al
the end of each round you can save the game to continue the
tournament later.

There are nine courses to load from the disk, real and
fictitious, including Lindrick, Augusta, Troon, Georges, Long-
out, Mean, Help, Yourout and Rlytham. If you want more,
simply design your own for there is a built construction set
allowing you to fully design and save your own course.

Professional Golf is a game that will keep you busy for hours
with the following features

1 - 4 PLAYERS

9 READY TO PLAY COURSES

5 LEVELS OF PLAY

FULL CLUB AND BALL CONTROL
COURSE CONSTRUCTION SET
FULL TOURNAMENT SCORECARDS

Professional Golf comes as the bonus on this issue's disk.
Disk subscribers will receive a copy automatically with
their magazine but the disk is available separately for just
£2.95. Just send a cheque or P.O. with a written order to
PAGE 6, P.O. Box 54, Stafford, 5T16 1DR or use the order
form elsewhere in this issue.
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8 Bit Hardware-Software

Atari 2600 VCS with jovstick £39.99
Atari 65 XE starter pack includes

Games, jovstick and data recorder, £79.99
Atari XE VG5 includes Games,

pstick, light gun £00,90
130XE starter pack inclugdes

games, jovsiick ond data recorder. £119.99
XF551 525" Disk Deive foe XE,

XL systems £169.99
XC12 data recorder £27.50
Trak ball £9.00
PRO 5000 jovstick £9.59

We hold stock of approx 300 titles for the atari 8 bit
machines in cartridge, disk and cassette formats. Please
send SAE for full catalogue. We also stock the fall
rnge of Atari 8 bit peripherals, printer interfaces efc.
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Midistudio is .=u1 aﬂra.dl'n:lupll,;tm:d 20 track Midk Sequencing package.

revord wp 1o BE2 bars per nselpatternt on wp to 100 phrases, Any pheise
can be pla-'..u.d ms any frack. Tracks can be soloed and muted and trecks and
phrases wan be named. Program numbers can be displaved in a variety of
wivd Including 0-127, 1-128, in banks from all-bBE or a01-b&d. The desk
lentures sliders lo sel relalive volumws on esch track and vou can even do
n mix on the fly. MidBtudie also has a dock to display the length of the
last plavback, Midistudic has step lime note edit functions including copy,
split, merge, append, and framspose, velocity editinglineluding o humanize
functiont, full controller editing, guantizing and & buffer which will store 0
vopn of s phrese for recall after destructive editing. Demo disk £3.99

Phione for best prices

Free delivery (Mainlato UK onlv) on orders over £40
for orders wnder £40 add £2.50,

Demonstration disk (low res) £3.99 (£2.00 rc-dv’&n?él;}

The Image Scaneer can peovide high guality graphics digitising for 2 tenth
of the coat of other digitisers, This simple unit plugs into the vartridipe port
of the ST and accepts EI'."H.I'II.'I!\'J information via optical cables which fix easily

Ad Flat bod Scanner £499.99
Ladbroke Comgpating's Ad Flal bed scanner s a greal
value Scanner which scarm st 200 dpi. Bring high quality
swanmng 1o vour home Tor Deskiop Publishing elc,

to the hend of any printer. Scanned images vnn be saved in raw dala, Degns
Sveocheome and IMG  formats, idenl for DTP applications. The Software
supports scanning resofutions of TR 13002 16,300,360 and 1000 dots psr inch
herizonally. An example disk i available which contains a slide show of
low resolution images scanned with this product, The cest of this disk is

f}.'?ﬁ‘, t:-m Of 'Fl'hi.i.l"l 'i! r“j'_‘L’!ﬂﬂblL‘ oan PI.I'I.'I'IH.‘I' UE H scanner.

New Low Price Prinfers

Swr LC 10 £169.99
Star LC 10 Colowr £219.99
Star LC 24010 £295.9%9
Epson LOS00 £319.99
Citizen 120D E139.99
SLM BDS Laser £1099.99

See special offers for Ster Professional series printers.
L&umwww

Hard drrve

i
Fh’
Ll

Cumana Mg DrivelST)....

Yortex 40MBIST & Amigal 499099 o e o
Mogafile X0 (STH 47499 Cumana internal 1 Mg Drn-elET.l e FF_FF__.--"
Memnlile 50 (ST} £500.90 kit of fted) ....ococ.. :nwf;‘?% P
Sipra WOMB (5T) 474,99 Pleme note STs tase may meed culling for T
Third Coast 65 MB (ST} £574.99 above inbermal deives.

{Amign!  £629.99 Amiga 1 Mg Drive, disable swiich & Ihr-:-ugh port........ £ 79,99
Ladbroke Computing 20Mb drive (ST) £259,99| |A/B boot switch MRHEAHST L £24.99

Disk drives

Peripherals & Dust Covers

35" disk care ES.990 Computers £3.9%9
UHE Tablets A4 E414 Monitors £4.99

AJ EBIB Disk Drives £.99
Hawk scanner E1250 Hard Disks £4.99
Traker balllST-Amign) £24.99 Printirs ¥1.95
7 I disk box £5.99 Oithers phona

Phone for 'priLlﬂ on all SIGNA products such as Colibri hand scanmer
with or withost UK, Signum 2, Augur OCR,

All mwonitors come with scart to STIAmiga el

Specral Offers

: ]

g;l' 'II':IH-I- Tm‘h%":. ;;l_m“w ﬂg}g?w | Sim' Laser printer 8, 1 MFPIh!L RAM as standard upgradeable 10
iy : = b 1 Mb, 8 resident I'onls HE, 1BM, Diablo, Eps::nn emulation, 8 pages

illips 5333 Colowr Menitor, £149.59 s minule 20 d £1590.99
Multisvae colour Monitors. EPhone ey ] gw ER-10 & pin . £300.90
rhl“l]'-ﬁ- 15 H.r.‘molc. Scart, Tv with % Sar FR-15 |"-|E."-'? H £-|”4w
40 tamar prosets. £IINTS Star XB-2410 24 pin £514.99
Monitors, deduct £10 if bought with Computer phome for Tv's, Siar XB-34H15 15" 74 pin FH0G. 00

These Star printers bave 12 moths oa site warantyiUK Mainlaod)

Repair Centre

Our Ateri truined engineers can repair all hardware, including Amiges, in minimem time sl competetive

prices. We can amange Pickup for prompt delivery 1o owrselves for £1

hmptru] with. Duie to the k'U!TI;)It‘Iil_'\. of the tnatallation we must install and upgrade the board {or Vi,
All upgrades and repaird carry our 3 months parts and labowr guarantee,
to I MB. Phone now for our Bliter chip upgrades which work with V1.08 08,

Phone for our Amiga 512K RAM Extension board with or withoutl clock, populated or unpopulated,

unwencitionsl Difelime guaranlie,

1.50. Nex dav courier return £8.00.

UPGRADES EX-STOCK Quantity
I Mg 5TM (fined) £11955  Bowrd + 1 My upgradelfincd W5T) f14909 |10

I Mg STFM (kint £89.95 Board + 2.5 Mg upgradeifitted (5T) £199.99 10+box
STFM &rppnde “.1li.n,u SEPVECE £25 Bourd + 4 "'r'lu; upﬁhdu{!illﬁl:ﬂs'ﬁ £490 65 -lm

Plense vheck machine configuration before ordering. All  fiting price gquotad for machines ol previowsly 1m+bﬂl

Pre 1988 5T's can only be upgrided

All our disks are fop gquality Somy, Maxcell or Kao products, not cheap imports. All disks corry an

Sony Branded 3.5" DIS Boxed x 10
Sony Branded 3.5 DIS Boxed x 100

3.5" DIs 5.25" IS QID 96 TPI
£8.99 £6.50
£9.99 £7.50
£79.99 £60
£82.99 £65
£10.99
£99

** New Low Prices ™™
370 STFM Fack

Includes Atari 520 STFM with 112 Mg Memory, 1 Mg drive
and mouse. Includes tulorial disk.

320 STFM Fack
Includes Atari 520 STF
'p_v.l‘tirk and & soflware ptui in.l:[ul]i.rl,g wpqim soft ware
mndl 21 lop quality games.

320 STFM FPower Fack

Includes Atari 520 STFM with 172 Mg Memory, 1 My drive,
mouse, joystick and soltware pack consisting of organiser sofliware
First BASIC, First Music and & selection of 20 top quality games.

1040 STFM Super Fack

Includes Atari 1040 STFM with | Mg Memory and drive and a
choice of sofliware packs which include a business pack with
dainbase, word processing, spreadshest and BASIC soflware, & Midi
pack with Pro 12, and o games pack with 21 lop quality gnmea.

£269 99

1329 99

with 117 Mg Memory, 1 Mg drive, mouse,

L3159 99

144999

Compuler Systems and Packs

Amiga AN FPack £369.99

Includes bost solling Amiga ASD) computer with 102 Mg memory
1 Mg drive, mousc and Tenatar sofiwere pack worth E200.

Alard Htg:ﬁ? I+Mono Mon  £59999
The new M T 1 includes scparate keyboard and cpu, Blitter
chip, cleck, 1 MB RAM, mouse and & business software pack
i luding ll-ll-hl:, word processor, speadsheet and BASIC sofiware.

Atari Mcga ST 2+Mono Mon ~— £931.49

The Mags ST 7 inclies seperste koyboard and cpa, Blitter chip,
7 M IEABA snd sriave: Thoe Mitgn ST0 ikt Ireliulos s | -
battery backed clock and business soliware.

The Megn 5T 4 includes scperate keybonrd mod cpa, Blitter chip,
4 MB KAM and mouse, The Mega 5T 4 also includes a
batbery bucked clock und business soltware,

Alari Mega ST 4+Mono Mon  £1241.99

** New Low Prices
PTP FPacks

This pack consisls of Mega X or 4, cxternal 3.5 drive
| or 30 Mb hard drive, SLM304 Laser printer, Mono
monilor, software, 90 dsys on :lll: maintenance,

Altary Portfolio(pock

This smazing band held n:-mpuﬁar is fully MS-DOS

vompatible and has built in software including address book
, text editor, diary
sheet, 128K frec RAM, 256k ROM

Atars PC 4 (80286)
The BC 4 has wn S0286 processor running of § or 12 MHz,
1 MB of RAM,60 MB hard drive, 5 AT and 1 XT expun-
sion slots, For Mono moniior add £100. Phone for others.

Atard PC 5 (80786)

The FC 5 bas an BU386 procoessor running at 16 MHz, math
coprocesaor socket, 64K cache memory, 2 MB RAM,

6l MB hard disk with bigh performance controller, 4 AT
and 1 XT slots. For Mono monitor sdd £100.

. £ 4

Lplone

E249. 99

and a Lotus 123 file compatible spread-

£1499

12599

g (0O772)2

Ledtrois Compeling |ntermational is o iredise mune - Walion Marketing Lisshied,

03166 Fax 561071 2=




HOW TO TYPE IN THE LISTINGS
and get them right!

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

WHAT ARE THOSE CODES?

Each line of a program printed in NEW ATARI USER begins with a
special two letter code. THESE SHOULD NOT BE TYPED IN. They are
used by the program TYPO ta check that you have typed each line
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LIST-
ING PLEASE DO 50 NOW. The program can be used as you type in
each line of a program or to check an already typed program. The
code for each line will match but if 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 running a listing count
the lines in the program and ensure none are missing. If 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:filename”. Save this version in the normal way.

HOW TO USETYPO 3

1. Type in the listing carefully for although you can use TYPO 3 to
check itself (see 6 below) it may not work if yvou have made
mistakes.

. SAVE or CSAVE a copy of the program.

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

. A two letter code will appear at the top left of your screen. If this
code matches the one in the magazine carry on and type the next
line. Note, the code will not match if you use abbreviations. If you
prefer to use abbreviations LIST the line you have just typed, move
the cursor to that line and press RETURN. The code should now
match,

. If the code does not match, use the editing keys to correct the line
and press RETURN again. Repeat if necessary until the codes match.

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

. When you have finished a listing just SAVE or CS5AVE it in the
normal way.

You can type in a program without using TYFO 3 and then check it by
SAVEing or CSAVEing a copy of the program, running TYPO 3 and
then LOADing or CLOADiIng vour program and proceeding as in step
& above.

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

Mormal bmvene  Shift Inverse Costrol Inverse Mormal Drverse  Shift [overse Comtrol Inverse
Ehi Contnd sk Contml

T8 -
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OUR UNIQUE LINE BY LINE CHECKER
WORKS ON ALL ATARI XL/XE
and earlier 8-bit machines

" oo e
TYFO IIX by Alec Benson *
June 1985 *

1 REM *
*
»
I REM ¥ 4 proofreader for ANTIC and %
»
*

£ REM

PAGE & based on TYPOD II »*
published by ANTIC magazine *
O .3, T et st atatatitaataladalakatatsfiiabadadadatazatoz ozl
L88 GRAPHICS @
118 FOR I=15Z6 TO 1791:READ A:CK=CK+a:
POKE I,a:NEHT I
128 IF CK<»Z0765 THEN % "Error in DATA
statements — Check TYpPing" :END
138 A-USRELLS53I6D
ida 7 :7 "TYPO III is5 up and running*:
MEM
1008 DATA 104,168,08,185,.26,3,201,679
1810 pPaTaA Z48,8,200,200,200,1%2, 36,208
1870 DpATA Z242,96,200,169,79,153,26,3
18Z8 DATA 200,169 ,6,153,26,3,162,0
1049 DaTa 189,8,228,157,79,6,232,224
18586 DATH 15,208,245,.169,93,141,83.,6
18680 DATA 169,6,141.84,6,173%,4,228
1878 pATa 165,08,141,95,6,173,5,228
1888 DATA 185,8,141,96,6,169,68,162
10990 paTh X,149,203,202,16,251,96,8
ii80 DATA ©,06,0,6,08,8,0.0
1119 pATH ©0,0,8,0,0,0,32,94
1120 paTa 6,8,72,281 ,155,240,55,238
1138 DaTha 28T,133,209,138,72,169,0,133
1148 DATA 208,162,8,19,36,2058,6,209
1150 DaThA 144,7,24,101,203,144,2,230
1168 DATA 268,202,288 ,239,1Z3,287,24,1
65
1170 DAaTA 204,101 ,287,133,204,165,205,
181
1188 DATA 208,133 ,205,165,286,185,8,13%
3
1198 paTa 2686,164,170,104,40,96,138,72
1728080 DATA 152,72,162,8,134,7087,134,708
1218 pATA 168,24,6,704,368,785, 36, 206
12286 DAaTaA 38,287,38,;208,56;, 165,207,233
12386 DaTha 164,170,165,208,233,2,144,4
1248 DATA 134,207 ,13%,288,136,288,227,
162
1250 DpATA B,165,207,133,204,165,208,6
12680 DATh 204,47 ,201,26,144,4,23%,26
1278 DaTh 230,204 ,20Z,2088,242,133,285,
169
1280 DATA 128,145,88,200,192,409,208 , 24
D
1298 paTa 165,704,105 ,160,160,X,145,88
oA 1388 DaTa 165,705,74,185,161,700,145,8
8

HQ 1318 32,69,6,104,168,76,153,6

ESC

CTRL

CTRL

CTRL

CTRL

SHIFT CLEAR
DELETE

TAB

2HIFT DELETE
SHIFT INSERT
CTRL TaB
SHIFT TaB
CTRL 2

CTRL DELETE
CTRL INSERT

B B NER+R--R R BB =M R ]E]
HEORRED NN EREE
FRei:ilm

EEETEOD -3 &« + & + 4

INVERSE SPACE




XL CONTROLLER CARD PPB I SOFTWARE ULTRABASE+ ST
£44.95
2 PRODUCTIVITY mec our ARCADE L
I
XE CONTROLLER CARD PPB I e emce A OMLF BRI
£49.95 Printabo o w Racer ;‘::g g-g E Integrated Business System
L=} \ on . : : ;
! e : PSlcondisk1 1995 500 O River Raid 1295 600 A for Atari ST/Mega ST computers
includes Master Utility Disk, PSicondisk2 1995 500 D Juno First 1295 550 D requires SM124 hi-res monitor
Prng rammers Di 5k Visicalc 30851685 D Zaxxon 1295 5.000/C
B-Graph 29951485 D Rosens Brigade 1295 5.00D/C i I
Family Finance 19951295 D Seas Bandit 8.95 450D/C sample pack avallable on request|
AteriWriter Plus 32951495 [ ORiley's Mine 1495 5.50D/C
Homeword WP 40.951285 D P.CH.(Frogger) 1495 5500/C
g:TT‘g:’; Luspg:':g;:fgﬂ ;g: Designers Pencil 1495 795 R Clowns & = 1495 550DIC 130XE
E Basic Compiler 2995 700 D Balloons J ?
{SpartaDos compatible) Aobot & Factory 795 450 C CUSTOM . " CDMPUTEH
Stocks & Shares 1495 D Malese Chicken 995 500 0 [ Special features: Built-in printer interface (sid. 25 way
CONTROLLER CARD PPE Il SOFTWARE Iriple pack Pole Position 1495 550 0 [ D type) system reset commander, font switcher, cus-
Master Utility disk (4.20D) Stock Amalysis  14.93 SmashHits 7 1495 650 O | lom system fonts, cassette onoff contraller, high
Bond Analysis  19.95 Zybex aoo 0 [ speedcursor, LS. system colour defaults, ram drive
Superdump Toolkit 10.00 Stock Charting  14.95 Kenny Dalglsish 995 D | boot controller £99.95
Help menu designer 4.95 Football Manager
SHE Priﬂt Enhﬂ?}ﬂer 4 95 ADVENTURESTRATEGY Pooyan 1495 550D/'C
“ i 2'00 Alernate Reality 19.951295 D Food Fight 14951250 R 320XE
rammers dis . City Desert Falcon 14951250 R
“;:g SI'IHFISHDt disk 4.00 Mission Asterold 19.95 695 D ‘CUSTOM, “ COMPUTEH
. 3 The Golden 1995 695 D D=DISK The power machineg, all the special features of the
System Enhancement disk 3.95 Fleece C=CASSETTE 130XE 'Custom’ but with a massive 327k of RAM
lumn Emul r 2 Asylum 1485 550 D R=ROM
e W £149.95
: sophomim XE DUST COVER £3.50
Ultramon Emulator 2.95 Jeepers Creepers 1285 500 D
Auto-Menu Emulator 2.00 ;:::; Deman ;g: ;:g g XF551
The Disk Warper 2.95 Hollywood Hijink 24.95 1200 D
[requl:res Supe# Archiver) Suspect 2485 900 D SBDK DS'DD DISK DHIVE £149.95
Seastalker 2485 850 D includes MYDOS 4.50 disk operating system with technical notes,
ramdisk sourcep-:u:\d%ggﬂ VTOC disk 1ixiwﬁi;ﬂﬂﬂﬁaﬁﬁﬂ13n
package. The PAY- lex] adveniure -
ATAF“ APK 7 e ™ GER, the computerised card index database system. All connect-
TT FT\M‘ ing leads and manuals
ChSSEEz gEESO h ARE 1050 part exchange service available!
.79 eac XF551 DUST COVER 3.95

PHOBOS (sequel to Caverns of Mars)
MORSE CODE TUTOR

PHILIPS MONITORS

BANNER GENERATOR BM7502 12" GREEN SCREEN.................. £75.00
PLAYER PIANO CM8833 14" COL. DUAL INPUT,
747 LANDING SIMULATOR RGB/COMP. STEREO .......... £245.00
TERRY (artificial intelligence language) MONITOR DUST COVER .......cccovnrnrurvrnees £3.95
PRO-BOWLING
EUMPEH PmL EITISOIEIEI I IEIRIRIIET
INSTEDIT (character sel designer) e g ATARI 850
POKER DICE (Yahtzee) ; INTERFACE
DECISION MAKER { 320K RAM upgrade kit £55 .00
DIS-ASSEMBLER for 130XE £59.95
CODE CRACKER PRINTERS
128K RAM upgrade kit HOME AND BUSINESS
CUPID PRINTER INTERFACE KIT for 65XE £34.95 STAR LC-10 BW ..eooreereereresneenenee. £185.00
- . \':'lth_ "StHf;JﬁIJ'.r s ' STAR LC-10 COL......cvsurussusassunss £225.00
| rofessional print software dis : STAR LC24-10......cereernsesseneneenes £339.00
£23.00 3225, Fég;ﬂEup%rﬁagdgesklt JUKI 2200 DAISYWHEEL
ST sy o
' i prlnt?:rzg!:]eurface i (iR oue oL oY) STAR FR-10 .coovrrsrrnrsnsesenes £389.00
STAR FR-15 .....ococreeraaseserennen £499.00
= P FEATURES: 350/12cps, 16 fonts, mmable
ATARI LIGHT GUN 525 DS-OD 96 tpl disks memory switch, lar ILK\II:IJI!‘!!::I E:|UI:JIIUE:EUHH'EI‘S'IDI'I
: with write protect tabs i i
with Bug Hunt Cart. P STAR XB24-10 reressesseseress £499.00
and labels STAR XB23-15 .o, £659.00
£29 95 £3.?5 fOI‘ tEI'I FEATURES: 240112 cps, 25 fonts, 35°48 matrix
E 5LQ fonts, programmable memory switch,
3 OCR fonts, colour kit conversion
VERTICAL DISK RACK XC-12 STEREO FR/XB INCLUDE A 12 MONTH WARRANTY
£6.25 CASSETTE PLAYER
£2795 LASE: P::'NTEHS s
| 50 DISK 5.25" STORAGE DARASOHIE TP 4486 o £1 888.00
' BOX £7.95 XC-12 DUST COVER £3.50
14, ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL :
Telephone 01-731 1276
ACCESS - MASTERCARD - EUROCARD ACCEPTED
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"HAWK

his is a review with a difference!

I The game [I'm about to describe is
not currently available in Britain,
the States or indeed, anywhere else
in the World. In fact, [ can safely
assume that no one outside the
Dunedin Atari Users Club, New
Zealand, will have even heard of it!
Mo price has been set, no release
date is planned, and yet HAWK-
QUEST is a game of the highest
possible quality, far superior to
much of the ‘unavailable’ US soft-
ware reported in Kirk Ruebottom's
article last issue. In terms of

graphics, playability and addictive-
ness, Hawkquest is a truly out-
standing package. S0 why has it
travelled no further than a users
group on the opposite side of the
world? Quite simply, nobody
wants to publish it! Of the few com-
panies nowadays interested in re-
leasing 8-bit software, most will
only consider budget-priced cassette
material which they can produce
with the minimum of effort, at
minimal cost. One or two will issue
a disk to accompany the tape, but
none, it seems, will touch a solely
disk based program. Herein lies the
problem, as Hawkquest requires
disks - two of them - and despite
the writers' attempts to have their
work distributed, they've been un-

14 New Atari User - Issue 39

QUEST

A NEW CLASSIC THAT ATARI
OWNERS MAY NEVER SEE

able to find anyone with the enterprise to
assist them. Hawkquest is a superbly writ-
ten, in-depth package of the sort that Atari
owners would dearly love to see, but rarely
do.

There can be no doubt that the authors of
Hawkquest are both dedicated Atari en-
thusiasts who know their machines inside-
out and who have a genuine desire to
benefit the 8-bit cause. New Zealand resi-
dents Andrew Bradfield and Harvey Kong
Tin were also responsible for Laser Hawk,
an excellent Scramble clone that was re-
leased by Red Rat Software at the begin-
ning of 1987 (and reviewed by Jim Short in
PAGE 6 issue 26). Harvey is well
known to older PAGE 6 readers
through his valuable contribu-
tions to the magazine and by his
talent for designing super
graphics for computer games.
Quite recently he joined forces
with ace programmer Paul Lay
to bring ST owners MAD - one of
the best type-in listings to have
ever appeared in a magazine,
Andrew and Harvey have put a
tremendous amount of time and
effort into perfecting the Hawk-
quest project and the evidence is
obvious from the moment you
boot up the disk.

There are two different games that
together make up Hawkquest and they are
related by the fact that access to the
second game is dependant on a player's
ability to complete the first. The plot re-
veals that your home planet, lo- ¥
cated in a far-off region of the
universe, has developed a unique
power generator to meet the
population’s energy require-
ments. The key to the technology
lies in a special Energy Crystal
that cannot, unfortunately, be
duplicated but which, in itself, is
capable of infinite supply -
what's more, it's completely
ozone friendly and pollution free!
But all good things eventually
come to an end and it's not long

ground fortress - naturally protected by
guards, robots and traps (what else?!). In a
desperate bid to save your power-less peo-
ple from almost certain extinction, you
have taken on the task of retrieving the
pieces and gallantly head for the fortress
with a modest supply of antiquated heli-
copters, laser guns, bombs and a packed
lunch. Codename: Mission Hawkquest!
After loading the first disk - a sequence
that's accompanied by an attractive pic-
ture of your helicopter in combat - you are
presented with a title screen, featuring ...
vet another artistic drawing of a helicop-
ter! From here you can choose to either
view the highscore table, select a level of
difficulty or enter the demonstration mode
- a wise choice for the first-time player!
Alternatively, pressing the 5tart button
prompts a switch of scene to the cockpit of
your space cruiser. In the lower half of the
screen there's an instrument panel from
where you can view the inventory. Of
course, this will be empty until you've
managed to locate some parts of the mis-
sing Crystal. There are various other lights
and animated dials on the panel which
are purely for cosmetic effect - and they
really are very good, adding an extra
sparkle to the presentation. Above a cen-
tral information window where all text
messages are later displayed, there's a
map of the surrounding star system show-
ing each of the five planets where the
Crystal segments are supposedly hidden.
By moving a small cursor over a planet’s
surface, you can obtain details of its name,
dimensions, defence system and similarly
mind-boggling statistics relating to its en-
vironment. Three further options posi-
tioned to the right of the map are selected
in the same way. These allow you to view
facts about the current game in progress
and to load or save game positions. It's a
good idea to save your position after com-
pleting the first phase of the game so that
in a subsequent session, there's no need to
re-start from the very beginning. This fea-
ture wins a gold star in my book - so0 often
| have not bothered to persevere with a
game because it couldn’t be completed in
a reasonable amount of time!

|'. ir
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To commence playing phase one, you
must simply select any planet with the
cursor and hit the joystick trigger twice.
The appropriate data then loads in from
disk, and in recognition of the fact that
games players don't generally appreciate
waiting for disk access, a pleasant count-
down screen is provided to alleviate any
frustration - and it works! Another good
point! The subsequent game is a vertically
scrolling shoot ‘em up of a similar nature
to old favourites such as Xevious and Flak.
Your objective is to avoid or, preferably,
eliminate the numerous enemy craft and
ground installations with your laser equip-
ped helicopter. Just in front of the helicop-

ter there's a cross to indicate the recipient
of any bombs you should drop - as in
Aevious. Bombs and laser fire are unli-
mited, so the only important strategy is to"
avoid getting killed. Easier said than done!
There are many forms of alien attack
craft, some simpler to negotiate than
others. Luckily, certain hidden targets con-
ceal useful extras for your chopper such as
additional shielding and bonus lives. In-
dicators underneath the large, continuous-
ly scrolling portion of the screen light up
to alert you of any nearby goodies. Infor-
mation here also includes your score - cal-
culated by the number of successful hits on
the enemy - and the distance to the end of
the section. At the end you'll find a force-
field generator and this must be destroyed
if you are to progress onto the second
phase of play. If you miss the generator,
you must start again at the beginning of
the stage. If (when) you should run out of
helicopters, you can choose to continue
playing in the current section - thereby
avoiding any unnecessary disk access -
although all score totals will be reset to

zero. It's a handy option for practice
purposes.

Harvey Kong Tin has obviously spent an
incredible amount of time adding his per-
sonal artistic touch to each and every one
of the five planet scenarios. Each is entire-
ly different in design from the desolate,
cratered landscape of ‘Sorea’ to the tropic-
al greenery of ‘Xavier'. The planets also
have a completely individual selection of
nasties - superbly animated, well drawn
and exceedingly irritating! There is no res-
triction on the order in which you atternpt
the five planets, although you may find
that some appear easier to contend with
than others,

Having successfully completed
phase one of the game, you are
ready to attempt phase two and
are treated to the countdown
screen once again while the data
boots from disk. There is no simi-
larity whatsoever between the two
halves, the scrolling battlefield is
replaced by the walls and fittings
of an underground fortress. This
time your joystick commands a
Marine, whose job it is to find
that missing Crystal piece and
escape before the nasties get him.
Mapping the eight-way scrolling
fortress is a good idea, as there
are numerous traps and hostile robots
waiting to pounce should you step out of
line. Hidden in many of the walls are
small cavities that may - or may not -
contain a useful artefact. You need to find
certain objects, such as explosives and a
wall-blaster in order to reach the Crystal.
Other items, such as a trap finder for
avoiding any nasty surprises and a robot
paralyser - not unlike a Pac Man power
pill, - are beneficial but not essential. You
have unlimited time in the fortress but a
restricted number of marines, and it's very
easy to lose a life through stumb-
ling on a trap, or arguing with a
robot!

Once you've located the Crystal
it's a case of finding the teleport
that provides your route back to
the planet selection screen, and
your chance to attempt the next
challenge. As in the primary
game, each planet features a diffe-
rent scenario with a host of adver-
saries to match. If you select to
play at difficulty level two, the
scenes will be

are waiting for your calll

DO YOU WANT TO MARKET THIS GAME?

If any software house is interested in marketi ng Hawkquest
(and possibly Laser Hawk tog) they can contact: Harvey
Kong Tin, 2 Hall Street, South Dunedin, Dunedin, NEW ZEA-
LAND or telephone either Andrew Bradfield on 00 64 24
34425 or Harvey Kong Tin on 00 &4 24 54084 after 6pm. They

completely dif-
ferent to those on level
one. Again, the
graphics are excellent
and the game extreme-
ly playable,

I have no doubts that
had Hawkguest been

MARIHES .

—T

marketed by Synapse or Datasoft in the
early 1980’s, by now it would be regarded
as a classic. The list of specifications in
itself is quite remarkable - two disks con-
taining two challenging, inter-related
games with fifteen scenarios in superb
quality graphics. Although the preview
copy of Hawkquest was not entirely fin-
ished, the game was still immensely addic-
tive, exciting, and 100% playable. But
would anybody buy it?

The PAGE 6 readers survey, published last
issue, indicates that 71% of B-bit readers
are disk based, which surely contradicts
the companies' view that owners in the UK
are only interested in budget cassettes. If a
large proportion of these owners were pre-
pared to actually purchase a game of this
nature, Hawkquest would clearly be a
worthwhile proposition for any organisa-
tion willing to undertake the necessary
marketing. It would be a great shame if
the Atari community were deprived of
such a highly desirable game, and my
hope is that this preview might possibly
Encourage someone, somewhere to take a
closer look,

Unless there is a will to publish this game,
You may never get to see it. If you feel
strongly about this situation, and would
be quite prepared to part with some cash if
it were actually released, then why not
send a copy of this review and a letter
explaining your feelings to a software
company? A few months ago Harry Nadler
of Red Rat Software informed me, and I
quote, "Red Rat would like to publish more
8-bit games, but finding programs of high
quality is becoming increasingly difficult.
Maybe some of the readers of PAGE 6 can
submit a top class game to us!”. If he
genuinely meant what he said - and ['ve
no reason to believe otherwise - then
perhaps a few thousand letters addressed

BLORE DS96ID
GAOME PalSFED

to 11 Fennel Street, Manchester, M4 3DU
would persuade him to publish this one?
Write also to Zeppelin, Domark and any
other company who have recently issued
programs for the Atari, even Atari them-
selves.

PAUL RIXON
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UTILITY

NUMERICAL
CONVERSIONS
UTILITY

David Manlove presents a
useful conversion utility for
programmers and others that
remains available when other
programs are loaded

New,

i )

PRIMNTER UOUSERS Enhance your output,
select & comblne Graphics from different sources to
print in text or alone as desired ie, letter heading
with your letter. PRINT-FILER can directly produce
diek files from such as BRODERBUND PRINTSHOP, which
will then print without the parent software, also
includes EDITOR for customising of files. Disk E£8.

FasT ThaPE LOAaDITMG Cut times
by 5/6ths. approx, £it RAMBIT to your ¥Cl1l2 and use
RAMBIT II to convert machine code games up to 48K.
and TURBO-BASIC {( public domain, disk only till nowl.
TURBO-BASIC Loads in 75 sec.s compared to 35 from
disk, s totally compatible with normal Atari Basic
adds powerful commands and runs programs written
in it or Atari Basic at 3 to 4 times normal speed.
KIT + RAMBIT II & T.B.state cass. model) £16.

Fltting +£7 (post cass. toe us).
Also ASSEMBLER/ EDITOR for RAMEIT II. Tape £6.

THauPE TO DISK Put your machine code
tapes on Boot disk with Menu selection; successful
utility for learning and experienced drive users,

DOS 2.5 compatible, has assembler editor facilities.
TASKMASTER Disk ES9.

All products require minimum 64K XL or XE and come

with full instructions. Prices are all inclusive. For

details send S.A.E.,or P/0, Chegue payable to:-
RAMBIT

16 THE GREEN,THURLBY,

Whilst there have been a number of short programs to convert
between decimal, hexadecimal and binary, most have had some
shortcomings. The majority of programs, including the one in

the Atari User Toolkit, require Basic which means that Assembler
cartridges, where the conversions are most needed, are left out.

Almost all have to be loaded as a separate program making it
necessary to save a program you may be working on before

BOURNE, LINCS. PE10 OHB. loading the conversion utility. Hardly convenient.

The Numerical Conversions utility overcomes these problems by
being available at all times and being called by a new command
added to to whatever programming environment is being used.
The two program listings create either an AUTORUN.5YS file for
disk or a boot cassette so that the utility can be loaded as the
machine is switched on. From there on it remains available,
subject to certain restrictions which will be explained later.

To access the utility simply type CONVERT in direct mode and
the main menu listing the available commands will appear.
Converting decimal, hex and binary numbers is straightforward,
just precede hex numbers with § and binary with % leaving any
decimal numbers with just the digits. Do not leave any spaces
anywhere. There are also two extra functions provided, addition
and disassembly of integers. These are used frequently in
machine code where two bytes come together to form a larger
number as in 200,100 which gives 25800 (200 + 100*256). All
numbers entered are automatically disassembled into high and
low bytes with the low byte shown first and the result is shown
on the right side of the screen. The B function will perform the

;lE-/ REPLACEMENT ST
EXTENSION CABLES

BROKEN JOYSTICK? ST JOYSTICK/MOUSE
MNine out of ten ‘broken’ joysticks require EXTENDER
only a replacement cable since the wires
ofen” break al the plug end With Aari  )0,0"0 530" Thi. Snort extender alows
type joysticks, simply slip the Spﬂﬂﬁplllé%s both joystick and mouse to be connected

of this replacement cable onto the
Should i oter joysticks although the 4,5 Yay 0 e ok, S ket

lugs may need replacing swapping of joystick and mouse easy
£5.95

REPLACEMENT JOYSTICK CABLE £2.50

OTHER CABLES FOR ST CABLES FOR XL/XE

HARD DISK REPLAGEMENT CABLE E1395  unE 1 METRE : :

HARD DISK arfﬂglgﬂﬁﬁmiu METRE) Emgﬁ t&:ﬂ'g&& i G opposite function giving the result of low and high bytes, for
HARD DISK EXTENSION CABLE (2 METRE| £15.95 i i |

2 METRE FLOPPY DISK DRIVE EIABLEL Ei7a  HLYE TO MOND MONITOR £ 08 example 343.%1? with the low byte emc.red first would give the
2 METRE FLOPPY DISK DRIVE EXTENSION CABLE  £1495  XL/ME TO SCART P45 result 30000 in decimal. The final option on the menu - X-
ﬁu&"mznmmﬂ MONITOR WITH SCART P1095  yy jvE TO COMPOSITE VIDED £3.05 allows you to leave the utility and return to your program.
20T T0 PHILIPS 8533 MONITOR 10 :

MINOCOLOUR SWITCH WV 9% All cables are top quality A FEW RESTRICTIONS

(Mlows mana and colour monibors b remain

il ad cachd for faultless data transfer g | _

PAIR OF COILED MIDI LEADS £6.45 This utility sits behind the OS so 2000 bytes of code have been

compressed to 300 using the bank switching method. This does
mean that it is not suitable for 400 or 800 computers nor 600XLs
with less than 32k. The NCU is not compatible with any DOS

N e kr

ST 1o 850 NULL MODEM CABLE

It 1g--::nu already have an 850 interface or
PR Connection you can now hook your

MOVE YOUR PRINTER

Most printer cables are only 1 metre
forcing you to keep the printer close to

%

i
i

XLXE up to your ST and transfer files
with any comms program. This cable
simply plugs between the interface and
ST modem port. Use Kermit (available on
both machines) or similar to transfer files

your computer. You don't need to be so
restricted, these excellent guality long
cables will solve the problem. For 5T to
any Centronics printer.

2 mefres £7.95

or cartridge that switches out the Operating System, for example
DOS 2.5XL. The program has been tested with BASIC, Assembler/
Editor and MAC/65 and should work with most other cartridges.
| recommend that you only use DOS 2 or 2.5 with the utility.

3 metres £11.95 5 metres £15.95 £8.95 To help ease withdrawal symptoms from more sophisticated

S

| ’ DOS's, disk users are provided with a resident directory option

& Pavt And packing owe s K. sluie 0t 1.1, 1 pbote ipnasiRE SRSt reading drive 1 (option D on the menu).

I PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR The utility leaves all of page 6 addresses (1536 to 1791) and
Telephone orders by Access or Visa accepted. Tel. 0785 213928 zero page locations 203 to 209 free for your own routines. o
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HO 1 R P b -0 - -
38 T REM = THE NUMERICAL -
P I REM = CONVERSIONS UTILITY -
DPE 4 REM = (AUTORUMN DISK CREATOR) L
¥Y¥ 5 REM ® by Pavid Hanlove -
S5 8 REM & — - -
HC 7 REM ® MEW ATARI USER - AUGUST 8% #
WU B RE I S0 -
ND 9 REM

oA 98 REM CEFENTETET

PF 188 DIM HEXS (102) ,P$(2) :RESTORE Z3@8:FD
R A=1536 TO 154%:READ B:POKE B,B:NENT
AB:TRAP 178:MEMADR=20488RESTORE 258

HU 185 GRAPHICS #:POSITION d,1:7 "The Mum
erical Conversions Utility"™

LN 186 POSITION 11,2:7 ""Creating disk fil
e

OK 118 POKE 82,15:7 :? "Reading line";:po
KE B82,19:7

Al 1728 T ZS@+L

HO L1380 REAP HEXS:FOR H=1 TO 192 STEP Z:1P§
(LY =HEXNS (H, H) 1 PSC2) HENS (H+1, H+1) :Hi=a

. SCEPSCL,13) !1HZ=ASCIPSCZ,2)) iD2=D2+1

DN 148 HI=Hi-7H{HL}B4) :HE=HZ-7H{HZ)>64) 1HL
SH1-48IHZ=HZ-48:DEC=HI®1G6+HZ

aB 158 POKE MEMADR+ [H-1) 72 ,DEC

VL 168 NEXKT HIMEMADR=-MEMADR+S1:L=L+18:G0T
o iz@

pJ 165 REM TSI EGTNG

Z0 170 POKE 82,2:7 ;:IF L+Z50<)690 THEN 7

t? “Mot enough Jata in line “;2S8+4LC;"
1 END

G0 175 T :7 "Mriting DLIAUTORUMN.SYS" |7 wr
nsert blank disk with pOS and*

FO 176 TRAP Z1%:7 "press Return to contin
us":POKE 764, 255: INPUT PS

ST 188 OPEN BL,8,1268,"DiAUTORUMN. SYS3™

0B 178 POKE 858, 11:POKE 852,08 POKE 853,88
tPOKE oBB,8

OR 200 A-USRELSI6, 2267) :CLOSE i

UuJ zie T "all done';EMD

UM 215 CLOSE M1:? “Cannot write Ffile 7 =
Errer ";PEEKC1?5) ;" encountered"

G&F 216 7 "Rectify and “;:GOTO 176

BT 228 REM

HM 238 DATA 1dd,i84, 1441,8% .5, .184,141,88,3
162,16, 76,08,228

KR Z4® REM

FU 2658 DATA FFFFFCLCF7i0080Z00800A%228DE70
!l!l!aﬂllll#!?tlllilll!1lllltl3¢!tiisl
AAYIDBSEBAYIBDZLIEADFCLCCYSLFB2488

FH 288 PATA AZCZZIGGILDBOGOLDIYDABCSCADEFr7A
¥LOBFCLCAYISBDZINIAELABDZZRIZOGCIDACE
BESAZCIZREGILDBDROCSYDERLECADSF 74988

Ja 278 DATA BDFCLCZOECADEAADSLDIZYFEADRLD
Z68ADSLDINE1BDPIDICRIIEFZBFISIADAFFRL
lFl!nFl‘tﬁtEr:l4hF!lﬂE!!lF..ll£tlil

0OC ZBE® BATA I8GRBELFLESCZRLIEADZLIECYRTDER
nill-iil?1:liii'lilll£tlilTliFltlﬂllll
EEDDZNECIDAYEROSSAAYICZEBOFZAYFFEE

JN I8 DATA @8ZOCFIDZEBCFABFZECFLDIOEEAS
BODZILIEAYIBAEAFAEACZOLEGBADOED4BSDAAYS
BBDOED47E4CEILDASECODFELCAS@DODFFAC

KH T80 DPaTa ASFDAEFBLDZZiESCAYLCOSEDASOAD
litl!ll.iiilllllliﬂlll!l.lh!4!!!Ill¢ll
EPd4COBIDAIAFAESEAGE25490000000800888

JL F18 PpaTa SG54BBAZEBBDAACEYD RO ZNERDAFTE
lii.ﬁl!l7lill.1!".!&.'!..‘1'!!.]..‘.!.
@ DBRCOESDOF7EELEOGEEZLOBAD2106FBLL

FI 320 DaATA CYCOPPEGATDEODZIOGAYIBADLESSS
ClABGAZABDRRERYDAOCCEBDOF 7EEASOEEE 40
iil4lllﬁ!Edllliﬂl!!"llD‘ﬁiﬁclbrlit

BH 3I@8 DPaATH ZBGREZOZEISZOOBE88DDFBODDBAYS
20552200 TERZOEEFDATREZBBCELZ0SBERZATRE
lﬂ!tn!br4!21!7!!!Lilnl!l:ﬂ$t;annilz

LY Z48 baTa SDCESIAYRBBDCSBZAYZIIBSDAAYEDS
SDBAYSDAEDCAYRLOSDD2ZOEFERACCIDFARCZEIC
2IBFESEAIRENSEEAYIGAEDANYEIBSDEAYLE

ES 158 DbaTa BSDCAYISOSDDIROFERZBFIFELASDFD
i.l!.ti!li!iil!irtll!lﬂiIEII!‘.E!!II!I
Et!F'lﬁlliilﬂiﬂlﬁl‘!lllllf!ﬁ!bﬂl!ﬁr

ES I60 PATA illl‘i!l!ll.?!illi!lttilllbl‘
ll!!lll..?tiliﬂi.ill!lllltlllﬂ!!lrilll
llni?ll!liilill‘cll&I'lll:.'!t!i!II

NH Z78 DATA JOESDEABAZOLBDOCZEIIAFSIACSLAB
B8CIYIT4ETESCECODADREDACEZDD IAEYN7ACDRD
DII?l!!llﬁill.‘iiil?7!:#'!‘!!‘[?1!3

Ha I8ae paTA n8alABNGD 7SEIBDEYFCODFFDEET S
iEl!ll!!'!Illllib!!!Il!l!liﬁl!!!ltlbtn
2001880 000BCIBOBER4EDNLCLIDERDERRSIE

Va Ive parTa !!Il!lll'l!tﬂl‘?i"lﬁ!!l’lll'

NUMERICAL CONVERSIONS UTILITY - Listing 1 for disk

JM

Ja

™

30

Té

JB

PY

Ta

v

aY

FK

RF

BC

TV

SEABEDCAYBRDSDAAYISASDBAYERESDDZOOFERS
BAYIBAZLIZOBEELAYOZAEE6AYSEESDAAYET
4868 DATA BSDBAYEDOSDCAYROOSDDZEBFERAZR
AYeEBDESEIAYOREDETEIADEYEICDETEIIAOCT
BEDEFEISDESEIAYILIDCZEIAEETEIEBERDD
419 PATA DOEAAYRRBDETEIAYOSBDESEIAZIYA
PESEICPEGEIIOOCIBEDESEIBDEBEIAYILYDCZE
IAEEGEIEBEGLLDAE4AYCZOSDAAYEISSDEAY
48 BATA 1L18S50CAYS8ASDDAYZBBDCAEIZOEFE
e50AZRLIBDCZEICYIEFRN4EB4CCODEERRBLFATEE
GOEINNEEZAYLLIBESDEABAZGIBDCZEIS S04
438 DATA EXESCECALADOF4AZE006FADEFIDFD
ABEDBAPBOBCDAEICAIAFOOBAAEBESBBDOFIAYE
@4CICDFASPCASDBASDCASDBABDCACE4DFBC
448 DATA DAEICEZIAFIZALAESEGLBDBFIASDAD
PESEIASDBEDEIEIZSCSELADESEIASDAADESIETS
SDSASZAESSACRADESSDCASDALSDCASDAGS
458 DATA DCACZIDF4CEBDDAZOLIBDCZEICYIBF
@BFBDCZEIESCYZCF OO 7ESRSFESI4ACERDFAEELAE
IACZASFIAYEIBSF4AY0LZ0BIDF2ZOF YELAD
468 DATA EBSEIODECSEIASCZIOSFIAYEISSFA4ADE
4EIZBBIDF ZOFYELZOBEEZADESEISSDAADESET
SPEZEOADEAYOOODEBSEIOSDA4ACLBERIBESFI
478 DATA BEFIAYMOGSFAOBF4A60A9880DERETD
SD4A4CABDPASFFEDFCOZZOAEERADCZEICYZAFDT
ACIZEFOIZICY44FALICILZFOLZICYSAFAEICY
488 BPATA I09887C2IABGOIACBSERACFADFEFE
98D DACSTDFACFRERZOABRDZR4A4DEACLIBERZRG
SDDZB44PEACLIBESZECBDEAYSLESOFZ84CDD
479 DATA 4CLBESAYLTOSE4ATEZOSESSAYRLEDF
B8ZASTABSDAAYEISASDBAYLEASDCAYEBASDDZRD
FESAYFFODFCOZAEFCOZEAFOFAADESEICYRL
588 DATA FEBIACHEDBEPZASBERZO7RESZOSEE
BEBAZLAAYECIDAZOIZOBEEANZZOAYECIDAZETZ
GSGE4GPAZINAYEIODAZEZAYSBEID4A0IAYEZ
518 DATA D4ABO3IAYZEYDA40IAYEZIDABOTILIEE
GEAGRAZLIOAYRDBIDAZRIASDAIDA48IASDEYD 4SS
IASPCODAB8IABDD D490 IZ0SEE4A60Z8CYER
I8 DATA AYESID4ZEIAYCZIOSDAAYEIOSDBAYL
285DCAYOROSEDACYEESAYRLASESAYEDOES449T
EZODSFZ60AZE0AYRRYDTAEIEOESOGDOFEER
5I8 DaATA ASSSBDEBSEILCLBESAYFDZREEFaERE
BELFI4COBDDCOSBDEF4ACE4ERAYROBDE4EIAYS
1BDFB0ZERABELZEBYELIODFAZZOOEDIEIAY
G40 DATA SEID4AZEIAYCZIDAAOIAYEIIDASEIA
PLIFDABRTIAYIOIDAIOIZISSELAINCAAICZBEDAA
PEIOSDBOAYLIBSDCAYIERSDDZOEFEREEELED
BG5S DATA ADE4JEZLECTLO%SLICYZOFELEISEYR
EBSE54AY14BBBE104ACODELACODELADCZEICHYIAN
SR7CYT0 Y0 IACELAERAYILBDESETIZNIBESLS
560 PATA AYOPODELEIZOABELAYFFEDFCRZACH
PELAZZAAIBLIDALGTIAYEIIDLAZOIAYEEIDAABIA
FEDIDAABIATEIIDASHIZNGEEAGRAYIBOEDA
570 DATA ASEIBEDBAYZISSDCAYIOBBDDEZSAFE
SEBAZZZIPCIEICALPFAGPADEDEIBSDAAYROASD
BAYIEAESSCES4A90 105D F 200ADEADE FEIAE
588 DATA P4ASEOSDSAYZICZODEFZATEEBSECE
LE7EZDF I0BADEGBAYCZBSFIASEIABF4AYARESF
I2099DEZEDZDYASDAODEBEIASDESEDESEIGE
599 DATA AEZASSSAYIBESDAASEIASDBAYRES
SPCAYREBSDD2ZOBFERGA4SIAYBLDZETODAEBESS
BCEFSEDESFZESEIELECASCIEFEEFSESF2FI
688 DATa EYEFEEFIAGDSFAEYECESFAFY?BZEZ
8202020202020 Z0Z0 0204279204461 76696472
G4DBLIBEGCEF TEESYBLIDASEETAGET2IAYBAD
618 DATA GEGEGESESEZOGS6F7ZZOCAESEIESE
DELECZO7AGFZOCAESFEZRZOENZOTOZBZOCZIEYE
EELFZFIYBZAGEGESESEZNGEGF722OCAESFR
628 DATA Z820Z0Z8Z8746FZOCAESEIEYEDELE
CZ8ZBZBCZEYEEELFZFYIBIEEESEEEGEZOGEEF 7
2IOCZEYEEEAFZF 920287 46F ZECAESEIEYED
638 DATA ELECZOZBZOCBEGFAYBAZECEFICEAE
BE27IEIGY IS VABF IREIELECEIFSECELF4AESZ202
SECEFABRABESEYAADZBSBEAYIRLA4TIRZEZOZE
G489 DATA Z80666F7ZZOCAEYFIEBASCAEIF ZESE
IFAEFFIFY2BE0ZRZ02Z02020746F 2028CCESELF
GESASFOrZEFE’FZELEDADYBLDCBESFOELEL
658 DATA ESEIEYEDELFCAREIFIBALDYBLDCAE
SEJEYEDELECASEYF IBALDIBADCZEYEEELFZF %4
BEIFIDALDIBEAIAILIZIITAISIGCI7IBIM4L
GE0 DATA 4Z24T444S467AEICIETIZOZOZEZ26262
BZeDeF ZESFIFIAODIFOELEIESABDAEFABCIEFE
EFAESEEFSES7D202802828CAF4ELFZESARCY
&78 DPATA EFFIEBABCAEIFZESEIF4EFFZFYA0D
SFAEYECESFAFYLPYBA4ATLIIAZAZEZAYBEAEIESE
3000000000000 00FDAAFDABBFAYZOYISIFE
689 DPATA BOCEFFDEFSAZBEBDLFFDABEBBDLIFF
P?¥SLFRDESESZCDOraGRIZINLFILIFIZ1AIIL1NT
41D0IG1BIE3IIIVISIAZOIEOZATIFL4LISATLY
678 DATA 43TA44ZA4SIBAESDZIETIATELGSABCY
BZBZCERDZELSZEBLD

Listing 2 overleaf
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THE NUMERICAL »
REM ¥ COMVERSIONS UTILITY o
REM * (AUTORUM CASSETTE CREATOR) W™
REM * by David Manlove -
MEN B oo o e i s W
REM # NEMW ATARI USER - AUGUST &9 %
RIE B 000 -0 B
REM
96 REM [IETENTENENT
1808 PIM HEN$C182) ,PSC(Z) IRESTORE 2I8:FO
R A4=153I6 TO 1549 :READ B:POKE A&,B:NEXT
G:TRAP 170!MEMADR=Z0488:RESTORE 258
185 GRAPHICS 9:POSITION 4,1:7 “"The Num
erical Conversions Utility"
196 POSITION 9,2:7 “"Creating cassette
file' A
118 POKE 82,15:7 :7 "Reading line"; PO
KE 82,19:7
128 T ZBO+L
138 READ HEXS:FOR H=1 TO 182 STEP 21P§
ttl:ﬂ!ﬁ#lﬂ.ﬂl:Pit!)=ﬂ£ﬂ#(ﬂ*1.ﬂ*lllHl=ﬁ
SCEPSCL,13) :HZ=ASCIPS(2,2)]
148 HL=HL-7%CH1)>64) tHZ=HZ-7R{HZ} 643 | HL
ZH1-48:HZI=HZ-48:DEC=H1®16+HZ
158 POKE MEMADR+ (H-1)/72,DEC
168 HMEXT HI!MEMADR=MEMADR+S51:L=L+18:607
0 128
165 REM [EEETEESARTSNTG
178 POKE 62,2:7 j:'IF L+258{>638@ THEN 7
17 “Mot enough data in line “;250+L;"
1" END
178 7 17 "Writing to Cassette':7T "Inse
rt blank cassette and "
1786 TRAP 2185:7 "press Return to contin
ue": POKE 764,255
188 OPEN #11,8,128,"C:"
198 POKE 858,11:POKE 852,8!POKE 85X ,880
IPOKE BEB,. 8
2800 A=USRLLSI6,Z048) 1CLOSE M1
18 7 "all done'!:EMD
215 CLOSE #H1:?7 "Cannot write file":? "
Error “;PEEKL(195) " sncountered'"
216 7 “Rectify and " :GOTOD 176
2280 REM
2I9 DATA 184,104,141,89,3,104,141,88,3
S1862,16,76,86, 228
248 REM
58 paTa llLllbliilﬁ?ﬂ!zclbiibll!ll!il
AASA7E50D2PE5061860A208B00RCEDOB4BESBD
8F7EESYRGEEACAGADBIBGDAEARBZEBZOTAZ
268 DATA e0BDOA489D98COESDOF 7TEEAIBEEEA
S86ADABAGEFRLiCIDADAESAIDBBDASEGAYSEEDA
I064CFE6AZOPBDAOESYDEBCCEBDAF7EECA
2790 DaTA OGEECDBSADCARGCIELADREAAZOOBDA
8E889D098DDEBDOF 7EEEZOGEEESBSALEZOECYOFD
SEB209%807A5DABDOEDAZBE0ATAABDETOLAD
288 DATA B7BDEBSZAYLABDILISIAYETEDZIOIA
9908DA9876893EFZDF2Z2807AFF2ZADF22CF24CE
EEFS'IﬁfZlIEEEIFilIEEA!l?1!5.!!!?!7
%8 DaTa ACABBTADAS@7CYB7DAZICAZAOBLIFE
70DE88S5DAZZEBESA7DAFIZE8DE7T2000DD 260
709008554A99CZOBAFZAYFFOSABZAT40TEE
388 DaTA SCFABFZO740972060A%008DAYBTAYY
BAEATO7ACABA760ADPEDAESDANYABRBDABEDATEA
pB1IDIZ9FESDALDIGOADALDIBY?RLIBDBLIDEGE
318 DATA A4Z4AFAESG455254700000000800000
lllI‘.llilllII'U'.ll.llllll"lll.lll'!
AG0PARONOPEADDAADEIDOPAROAABRRRERES
3120 DATA APAARESAGeGADAPORAAAODOEBDOAR
i-liillllllill'l.lililllI.lllllll!l."
e9ReDHREPPANORERIADARAREADBADEZBESZ
338 DATA ZOCCESZBCIEZAY00ZODIESZOSRERZ
#ESERAYCCADF402A97085108D0EDZAYECBDCES
ZB8DCABZATERBDCSOZAY4685DANYELESDBEAY
I49 DATA FA8SDCAYPBEBDDZOS4ER4CCDDFADY
CEZCY99BFOS6AY828555A%IABSDAATEZASDBAYL
285DCAYIOBSDDZRBAESZOOEELASDFDAOIZE
i58 DATA EZESAYDOSSDFAYRZBDETEZIBADCZE
#DI&E!!Fl4ﬂ4l4l4lﬁﬁillll!!lllf!ll!cl!i
FAABDSBEZZ0BOFZADCLEZCESTEZDODEAYYD
368 DATA ZODAFZGO4COBDDAZRLBDSCEZICYIBF

TN N N

NUMERICAL CONVERSIONS UTILITY - Listing 2 for Cassette

uvy

Yy

as

GF

ap

TY

oa

TH

FH

FT

™R

FC

PL

Ju

VH

FI

ca

BP4EBACA7DDERS1DOBI4COODDBEDEZRZBELATO
53I8ESDPEABAZALIBDICEZIBEIIOCILOBRBCID
I7e paTa 7OEZESCEBCOR4DOED4CEZDDIBEYRTA
COODDAD7AEZSARARARALOGDTBEZBSD4BDCLIERZA
D78EZ0ABLBABABD 7IEZB5DSBDCZEZZREZED
380 DATA ADCLEZGSD4ADCZEZBGD5Z@AADIZOE
608AZ001ABDEAASCYSOBAOLEBACL7DERDBOAST
SEY009DBOASESASDFDOAGAIIBIDBBRSERSE
I%8 DATA DCAYBRASDAATO5B5DBATERESDDZOE
AEQG0AYIPAZLZZODBESATE2BSE5AYEABSDAATE
ZB85DBAYODABDCAIRBESDD2ZOB4ERA2R0AT00
488 DATA BDBFEZAYE0BDCAEZADCZEZCOCOEZI
@OCIBEDCOEZBDCZEZAYILIDSCEZ4ECAEZESERD
BDRE4ANIORBDCREZAPBPBDBFEZAZAYADCLED
418 DATA CDBFE2I08CIBEDBFEZBDCLEZASILY
B9CEZAEBFEZESERLLIDAE4AYICBSDAAIEZBSDEA
911850CAYNOB5DDAYZABDA4EZZOB4ERE0AZ
428 DATA 81BDICEZCYIBFOBLEB4CDIDEESOLF
87886DEZ8ZBELAY11IBESDEASAZOLBDICEZIIA
FEZESCACP1BDABF4AZBOB8DABGDBAIBOBCAE
430 DATA EZCOILFROB4AESESRBDOFIAYBRLCE
eDFESDCASDB4ASDCEB5DBASDCACABDFBCAEEZCAT
LFEZ44AERERLBDBFIASDASDCLIEZASDBADCR
449 DOATA E220EZEGADCLEZBSD4ADCZEZBSDEA
292B5554COEPESSDCASDA4SDCASDAABDCACZI?D
FACBODDAZO1BDSCEZCYIBFOSFBDICE2EBCY
458 DATA ZCFOR7EMASFAS3IAC64DFOEBEEZADY
CESFIAYEZ86F4AY0120B7DFZS16ELADCLIETEDD
FEZA99CASFIASEZOSF4ADBEEZZBB7DF2016
4680 DATA E1202BELADBFE28S5D4ADCLEZASDSZ
BSOEDEAID@BDCLEZBAGDA4CLBESLBGSFIOSFIATE
OESFABSFAGOAYOBDCLEZB5D44COODDAIFF
470 PATA BDFC@ZZOAZEBADYCEZCHZ4FBLDCI2
SFeZBCY42F8L2CYSBFOBECIINI087CITABNOIL
COeZEQ4CORDDACSBDF20ASDD2Z04BDE4CLBES
488 DATA 20450DZ04BDE4ACLOESZECFDEATELE
SDFZR4CDDACLBERAIL7EE64A%028555A%01LBDF
99ZAS7ESSDAAYEZSSDBAYLIESSDCAYSSBSDD
498 DATA 20B4EOAYFFODFCOZAEFCOZEBFOFA4
COBDDIOGOEQZAGSERNZOSAENEIAZLIOATOCIDAZE
3Z056E4AZ20A9BCIDA203206E6E468A210AD
508 DATA 83I%D42030%08%D4003A%825D4B03A
943904403AYELID4ASOTIZIOBEEAGOAZLIBAYNDIDA
28IABDAIDA403ASDEIDAGOIASDCIDLIBEIAE
518 DATA DDID490I20S6EL6020BEESATREIDA
203499CHSDAAYEZASDBAY1285DCAYOBBEDDACH
BESAYOLAE65AYBDE554093E20DOF260AZ00
528 DATA AY9ED70EZESERESDOrecsAnz22909
CEZCALOFAGAADCLIEZ8SD4A%0085D5EAS1EASSSEC
E54A90185DF2ZOOEDEADCZEZBSD4AYENBEDE
SIe DaTa AYZC20B8FZAY0085DF2ZO0EDEGRADY
COSFIAYEZOS5F4A0005F220000820D020908D 48
PCLEZASDSBDCZEZEBAYD28E5SAY4CAEDAAY
5490 DATA EZBSDBAYNESSDCAYSEBSDDZABLESS
B45IaA9D1LDZ2020D4EBESARCEFSEDESFZESEIELE
CASCIEFEEFGESF2FIEYEFEEFZABDSFAEYEC
5858 DATA EIF4F99B202020202020202020282
8204279704461 766964204D61L6E6C6F 7665981
D4SGET4657 23098 1DEEGEGEGEGEZOEE6F 72
568 DATA ZOCAESEIEYEDELECZB74GF2OCBESF
820202020202 B28C2EYEEELF2ZFI9B246EGEGES
E20666F7220CBESFE1I020202020746F20C4
578 DATA ESEIEYEDELECZOZBZOCZESEEELFZIF
990256EGEGEGE20666F 7220C2ESEEELFZF 3202
B746F 2@CAESEIEYEDELECZ0ZB28CHESFA98
5880 DATA 4ZGCEFZCH069ZO07AGFIZOEIELECEIF
SECELFAESZOZEECEFABASESEYNABZBSBEAIIBS
820202020207 46F2020CCESELAFGESAOFAr2
590 DATA EFE7F2ELEDAGYBADCBESFBELELESE
SEYEDELECASEIFIBALDIBLDCAESEIEIEDELECA
@EIF3IBALDIBADCZESEEELFZFIABEIFIBALD
608 DATA PBEATOILIZIIILISIGI7?IAZINALATG
I444546313233T43I653620202020202020D0F ZE
SFIFIABDIFPELEIESABDAEFABCIEFEEF4EY
610 DATA EEFSESILIZIZIZLISTIEI?IAINIOILI
ZIIT4TSI6I7IATILIZIITLAISICI7IAINIOILIZT
3343536000000000000BFAY299951FBBBCEA
628 DATA FFDBFEAZ208BDEZEZABSESBBDPEZEZIIS
AFBESESZCDAFAGO3ZIOLFILAEIZIATIILIATLLDLS
S1BI63III7I6I8I03950243F411542124330
630 DATA 44204538465DI6347EL6580CIBLOZ
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920ST-FM SUPER PACK

Beyond The Ice Palace Elite
Black Lamp Firabird
Buggy Boy Elite
Chopper X Mastertronic
likari Warriors ; Elita
Martsle Madness Electronic Aris
Guadralien Logotron
Hewson Consultants

Retumn To Genesis Firebird
Melbourme Houss

5 : Mandarin
Test Drive Electronic Arts
Thrusat Firabird
Thundercals Elite
Wizball Ocean
Xenon Melbourme Hauses
Zynaps Hewson Consultants

SFDHTS SIMULA

1Mb DISK DRIVE
£4ED‘0F SOFTWARE

£18.95
£19.95
£15.95
£18.95
£9.99
£14.85
I ST COMPUTERS
£19.95
£19.95 The range of Atari ST computers offers something for everyone. From the games enthusiast
£19.85 who wanis the challenge of the very best in arcade aclion, 1o he businessman who wants o
£19.85 make financial forecasts or faultiess presentations. The ST offers high quality graphics,
£19.95 sound and speed for the gamer, whilst providing a fast, user friendly and aMordable solution
£24.95 to business. The ST i now firmiy established in the home environment and boasts a wealth
£9.95 of users in education, local government, television, and a variety of different businesses.
£18. Software for the range stretches to cover applications as diverse as ENTERTAINMENT,
85 ACCOUNTS, ART, COMMUNICATIONS, COMPUTER AIDED DESIGN, DATABASES,
£19.95 B DESKTOP PUBLISHING, EDUCATION, MUSIC, PROGRAMMING, SPREADSHEETS, WOAD
£19.85 PROCESSING and more. For a full list of the software available, as well as details of the ST

£19.99 range, completa and return the coupan Bebow.

All priges cormac! ol e [ime of going 10 pess. ERDE

Alarl CX40 Joystick Atarl Corp

£399

INCLUDING VAT

T |&mP¢thmmemﬂmgﬂmmaﬂmm Eﬂtmmm Elite E15.95
"ﬁmbfm" buiti-n 1M disk mmpﬁmﬁ a . e BIES m £10.96 5
Wl a 5 il
fosic. i you by the Sper Pack s Sikca Shop, we wit a4 cur owe 51 Summer Olymplad '88 S WITH BUILT-IN 1Mb DISK DRIVE
St K worh aver £200. Frve OF Gharge. Retum the coupeon for desie.  PRODUCTIVITY
Qrgankser Triangle Publishing £49.95

FREE ATARI BUNDLE VALUE:£458.97

With SM124 mono monitor:

N
Lo

With ’SC1224 colour monitor: £698 ¢

1040ST-FM PROFESSIONAL PACK

NOW WITH TV MODULATOR

For the serious home user and the small business, we are
pleasad b announce a new package based Around the
10405T-FM. The 10405T-FM has 1Mbyte ARAM and a
IMbyte built-in disk drive. In addition, the 10405T-FM
now comes with a TV modulator built-in. (The previously
available 10405T-F was designed for use with a8 monitor
anly and did not come with & modulator.) This modulator
allows the 10405T-F to be plugged directly into any
domestic TV sel, and comes complate with a lead to
allow you to do so. The new Professional Pack' from
Salica Il'li.‘.lud-bt the new 10405T-FM with modulator plus
h-ut high quality software packsges including a spread-

bass, word processor and programming lang-
1-9- ' This Professional Pack’ software will enable you to
et straight down 1o business with [ new compuler. In
addition 1o this softwana (worth B4), it you buy the
Professional Pack fram Silica Shop, you will also receive |
the Siica ST Starter Kit (worth over £200), Free Of
Charga. Return the coupon for further information,

£499

INCGLUDIMNG VAT
With SM124 mono monitor: __ £598%5
With SC1224 colour monitor: . £7

(Spreadabest) £1

PERSONAL .
DISK & MANUAL

2Mb & AMb MEGA ST

Tha MEGA 5T computers are styled as as lightweight keyboard with & separaie CPU,
cannected by a coiled lelephone style cable. There are two varsions of the MEGA 5T,
one with Mdbybes of RAM and ihe obher with dMibyies. Each wersion has a 1kbyle
doulile sided disk drive budlt-in 1o the CPU unil. The MEGA 5T's do nol come with
modulator built-in and must therefors be used with a monior. With every MEGA 5T
purchased, we will add the Professional Pack’ software (worth £384.83) detailed

Sbove, plus the Si- oy MEGA ST 4Mb MEGA ST

ka ST Saaner Ki
£899: | £1199:

[warth over czmh

bath Frea Cf
+mono monitor=£888 | +mono monitor=£1208
+colour monitor=£1198 | +colour monitor=£1498

. (Computer) £499.99

MICROSOFT WRITE . |word Processor) £149.95
(Database) E£58.85
{Largunge) £24.98

NORMAL RRP: £884.82
LESS DISCOUNT: - E385.82

PROFESSIOMAL PACK PRICE: £499.00

The value for money offered by the Atari ST range is reflected in the Explorer Pack
featuring the S205T-FM computer with 512K RAM. The 530ST-FM computer now
comas with a bullt-in 1 Mb double sided disk drive as well as a free mouse controller
and a built-in TV modulator. The new 5205T-FM Explorer Pack includes the 5205T-
FM computer, the arcade game Ranarama, & tutorial program and some useful
deskiop accessories. In addition, If you buy the Explorer Pack from Silica, we will
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 full ST range.

49.95

+ SM124 mono monitor: + SC1224 colour monitor: §

WHY SILIGA SHOP?

Bafore you decida when 10 Buy your new Atan ST
comguin, we suggest you corakier wery carelully WHERE
you buy i Thare are MANY companias wha <an ofler
you a8 computer, & few peripharals and the tap len saling
Billes. There ane FEWER companies who can pfier a wicks
ranges of products for your computer and experl advios
and halp when you nedd . There @ OMNLY ONE
company who can provide the largest @ange ol Al 5T
retated products in the LIC a full time Aan 5T spacialist
techmical helpling snd in-depth sher sales support, inc
lughng free newnlefon and brochufes delivensd o your
door for as long as you require atier you purchass your
compuler. Thal one company is Silica Shop. We have
bean established in the home compuler Reld for len pears
with an anrgal furnover in excess of £8 million and can
now claim 8o meel our CuSlomens requirements wish an
BOCUracy and uncersianding which is sacond o none
But dor't just take our word fgr A, Complele and rahsm

WAT

SNLICA STARTER KIT: Warih oenr EXN, FREE
witth ewssny Absr 5T compuier Boughi from Silica
PROFESSIONAL PRACK: Fris Dusiness soliwies
with WMOST-FM and MEGA 5T Bought fom Sikca
TED SERVICING: T hul-lime Atari rained
Flal wilh years ol axpanencs on Alar seracing
THE FLLL STOCK RANGE: All of your Atari
regqueremants froen one place
AFTER SALES SUPPORT: Tha siaf at Silca s
dedicated 1o help you gl the best from your 5T
FREE CATALOGLES: Mailad dirgct 1 yoiir Fame
a5 s00n B8 W print tham, teaturing oM as wwll
as & of e nEe rEkEsE.
FREE OVERMIGHT DELIVERY: On all hardwars
crdews shepped within e LK mainiand
PRICE MATCH PROMVSE: ‘W will maich comp-
ebifors on & “same product same price’ bass

I]TP PageStream £149

AT
=£17.35

Ihe coupon below for cur lalest lilerature and begin o | FREE TECHMMCAL MELPLINE: Ful tima wem of
axpaniance the SHca Shop specalis] Al sefvace, A hechnical eapars aheays Al your Senice

FREE SILICA STARTER KIT

for furthar detais.
Publishirg (DT @ one of e mstest growing ApplicEticns 1of pemonal
“phdlumm:mnoq

* TEXT-FLOW ARDUND GRAPHICS

g

DO YOU OWN [

M you alreacly pwn an Atari 5T computer and would like 10 be registered on cur mailing list as an
5T user, let us know, We will be pleased In send you copses of our price lists and newsletiars
FREE OF CHARGE as they become avallable, Complele the coupon and retum it 1o our Sidcup
Iwanch and begin axperiencing & specialist ST service that |5 second 1o nore.

ICA SHOP:

SIDCUP (& Mail Order) 01-309 1111
1-4 The Mews, Hatherley Road, Sidcup, Kent, DATd 4DX
— OPEN: MON-SAT Bam - 5.30pm __ LATE MIGHT: FRIDAY Bam - Tpm

LﬂNDDN 01-580 4000
52 Tottenham Court Road, London, Wi1P OBA
OPEN: MON-SAT 8.30am - 600pm  LATE NIGHT: NONE

LONDON 01-629 1234 ext 3814
Seifridges (1st floor), Oxford Street, London, WTA 14
N: MON-SAT Sam - 800pm  LATE NMIGHT: THURSDAY sum - A

Address

If 50, which

I S BN N D DN DI BEE BEE NS B B .
To: Silica Shop Ltd, Dept PSIX 0B89, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA4 4DX

PLEASE SEND FREE LITERATURE ON THE ATARI ST

Mr/Mrs/Ms:

Do you already own a compuier

WORTH OVER £200

WITH EVERY ST - RETURN COUPON FOR DETAILS
ALL PRICES QUOTED INCLUDE FREE UK DELIVERY

Initials: Surname:

Postcode

DTP [

one do you own?
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TUTORIAL SUBROUTINES

THE CASSETTE DATABASE

OWIT
ORKS!

I f you have typed in the first two parts of the address book

database 1 have some good news and some bad news for
you. First the bad news - there is quite a lot more typing to
do this time. Next the good news - when this listing is added the

database starts to be useful, all the functions work except sorting.

As the program has developed I have been a little surprised at
its complexity. Not that the individual modules have been parti-
cularly difficult to program, but the inter-relationship between
the modules is quite tight. You will see this time that | have
changed selection 3 on the main menu to include both Viewing
and Editing records. This is because it became apparent as | went
along that these two functions would be functionally very
similar.

The procedure for combining the two previous program chunks
and this one is as follows. Type each listing, check it carefully
with Typo 3 and list it to tape with ‘LIST "C:", then ENTER each
in turn. Be sure to enter them in the same order as they were
published, as the later listings deliberately overwrite some of the
earlier lines. The combined listing can be resaved in a LISTed
version ready to add the next instalment and can also be saved
separately with CSAVE if desired for future use. Now on to a
description of this edition’s listing.

BITS AND PIECES

First you will see there are a few lines which are not part of the
main modules:

Line 35 - This sets the values for the starting line numbers of
two extra subroutines introduced this time for retrieving records
from the database and printing a record.

Line 1030 - This new line for selection 3 in the main menu will
replace the old. :

Lines 2000 and 2040 - replace the old lines. The old 2000 was
nonsense and [ only found the fault when testing the more
complete program this time. The new 2040 is a better way of
clearing out data than 1 had used before, it completely removes
DATS where the old routine only reduced it to a string of blank
spaces.

Line 6000 - this is changed as | have found that my previous
use of R as a variable for the total number of records was not
suitable when going into the middle of the database to look at,
modify or delete records. R is now used for the number of the
record currently being looked at - this has to be set to the last
record plus one when we are going to add a new record.

Lines 8000 and 8025 - these are changed for the same reason
as 2000 and 2040.

ROUTINE TO VIEW AND EDIT RECORDS

Starting at line 4000, this routine first clears the screen and
prompts for a record number to be viewed. The input is trapped
so an error will not occur if a nonsense entry such as a letter
instead of a number is entered, and a check is made to see if the
number is valid. If too high a number is input a prompt is given

20 New Atari User - Issue 39

This issue Ian Finlayson’s
database finally reaches a
stage where it can be used
with only a few routines lef
to add refinements

and the program returns to line 4001 for another try. If zero {or
any number less than one) is input the program returns to the
main menu.

Assuming a valid record has been chosen the program goes to
the new subroutine RETRIEVE at line 13500. This gets the record
R$ from the data DATS$ and then splits it into the individual
fields F1$ to F8$. Then the two subroutines Screendraw and Ffill,
which were introduced in the last article, are used to draw the
screen and display the data from the record on it.

Next we print below the displayed data the fellowing prompts:

E to edit the record

Q to quit (return to main menu)

G to go to another record

+ ar - to step up or down one record

The keypress is checked and the program branches accordingly.
If you follow the steps they are all quite simple except the Edit
option which starts at 4140. This can be compared with the Add
Record routine from last time and you will see that it is very
similar except that it starts with an existing record in place ready
to be modified.

DELETE RECORDS

The routine for deleting records starts at line 5000. 1 debated
whether to provide a routine to delete a block of records but
decided to stick to deleting one record at a time. It would be too
easy to make a mistake and delete records inadvertently other-
wise. The sequence is very similar to the Edit/View routine as it
displays the record first and then gives the option of deleting the
displayed record, stepping to another record or quitting back to
the main menu. There are two program lines which actually do
the deleting of data, line 5132 deletes the last 115 characters of
data if the selected record is the last in the database. In all other
cases line 5133 is used to move all data from behind the record
selected for deletion forward by 115 characters so that that record
is overwritten and thus eliminated. Finally, if there are no
records left in the database after the deletion there is a prompt
and return to the main menu, otherwise the next record is
displayed.

PRINT ROUTINE

The print routine allows the printing of one record, a block of
records or all records. All these options use the same Print Record
subroutine at line 13600 to do the printing. The single record
print uses the same format as the View/Edit routine to display a
record before it is printed while the other two use For Next loops
to repeat the printing process without displaying individual
records on screen,

continued on page 22
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1 REM S -0 - D
Z REM * TUTORIAL SUBROUTIME L
I REM = APPRESS BOOK PART 3 L
4 REM % by -
5 REM = Ian Finlavson L
L i T — L
¢/ REM % MEW ATARI USER - AUGUST 89 =
B OREM 055N -0 -0 D -
% REM

35 RETRIEVE=1I508:PRIMREC=136080
1838 7 ™ EB- VIEW/EDIT RECORDS™
20808 IF LENC(DATS) {108 THEN 2850
2948 DATS=""

3999 REM # ST -
4888 T K"
4881 7 444 PENTER MUMBER OF RECORD TO"
1? "MIEWSEDIT™
4818 T "44FF 3 TRAP 40880
4815 IMPUT R:TRAP 480888
4828 IF R<{1 THEN RETURN
4825 IF RILENCDATS3 /115 THEN 7 “K NO 5
UCH RECORD IN CURENT DATABASE":GOTOD 48
81
4838 GOSUB RETRIEVE
4848 GOSUB SCREENDRAM
4858 GOSUB FFILL
4968 POSITION B.1%:7 " - EDIT

B - auir "
4678 POSITION 8,20:7 " - GOTOD ANOTHER
RECORD "
4988 POSITION 8.21:7 "8 STEP UP OR D
OWN RECORDS "
498%8 GOSUB KEYPRESS
4108 IF KEY=43 THEN R=R+1:GOTOD 4928
4118 IF KEY=45 THEN R=R-1:GOTOD 4828
4128 IF KEY=71 THEN 4888
4125 IF KEY=81 THEM RETLRM
413Z8 IF KEY{>G69 THEN 4068
4140 GOSUB FINPUT
4158 GOSUB SCREEMDRAMW
4168 GOSUB FFILL
4178 POSITION 8,1%:7 IS THIS RECORD C
ORRECT? ":POSITION B,28:7 "

(1]
4180 GOSUB KEYPRESS
4198 IF KEY=89% OR KEY=12Z1 THEN 4218
4208 POSITION B,1%:7 "AMEND RECORDS -
“1POSITION 8,20:7 "IN

[l WHEN LIME IS CORRECT. "y GOTD 4i48
4218 RF¥=FLS RS (16,30 =F25 IRSCIL,571=F2
SIRS (S8, 7II=FAS 1R$(74,87) =F55
4278 RS(BB,95)=FES:RSC96, 109 =F78: RS c1
18, 115)=Fa%
4230 DATSIR®11S-11i4 , R™115)=RS
4240 GOTD 4068

e bR L D ELETE RECORDL T

5088 T VK
5881 ? "“444 VENTER NUMBER OF RECORD TO*™
i e DELETE"

5818 7 "4k h; 1 TRAP Se0e
5815 INPUT R:TRAP 40888
§820 IF R<1L THEN RETURM
5825 IF RILENCDATS)I /115 THEN 7 K MO 5
UCH RECORD IN CURENT DATABASE™:GOTO 58
81 ;
5838 GOSUB RETRIEUVE
5848 GOSUB SCREENDRAM
58580 GOSUB FFILL
5868 POSITION 8,19:7 " - DELETE

@ - ouzrt i
S870 POSITION 5,.78:7 (B - COTO AMOTHER
RECORD "
5880 POSITION B8,21:7 /B STEP UP OR D
OHM RECORDS 8
58%8 GOSUB KEYPRESS
5180 IF KEY=4X THEN R=R+1:GOTO 5828
5118 IF KEY=45 THENM R=R-1:COTO S828
5128 IF KEY=71 THEN Se88
5125 IF KEY=81 THEN RETURN
5138 IF KEY{)68 THEM S060
S132 IF R-LEM(DATS$)I /115 THEN R=R—-1:1DAT
SCLIEMR41I="";: COTD 5iI6
L34 DATS(L1SMR-114)=DATS C115MR+1)
S136 IF R=@ THEM ? "“K444NO0 RECORDS LEF
T IN THIS DATABASE™:FOR T=1 TO S601NEX

aL
L]

IK
PI
uz
IK
F44
VH

K
5dJ
av
GH

LY

YG

ZC
L
ap
X
RO
HF

T TIRETURN

5148 GOTO 58I8

6009 RSLEMIDATS) /115+1:GOSUB SCREENDRA

H

80008 IF LENI(DATS) {188 THEN 8825

8882 7 “seE LOAD DATA e

8825 DATS="

8399 REW wsw T N TVR

28088 7 “Kpesd PRINT RECORDS #a

081 ? "4 ML RECORDS™:? "4 MEROUP OF
RECORDS5":7? "} MIME RECORD (VIEM FIRSTY

"i1T “AMAKE SELECTION™

9818 GOSUB KEYPRESS

9820 IF KEY=65 THEN FOR R=1 TO LENMIDAT

$)I/71161GOSUB RETRIEVE :GOSUB PRIMREC!ME

KT R:RETURN

9838 IF KEY=71 THEN %0868

9848 IF KEY=79 THEN %188

%858 GOTOD 9848

7868 TRAP %868:7 4 MENTER NUMBER OF FI

R5T RECORD "; :INPUT FIRST

3865 IF FIRST{1L DR FIRST}LENIDATS) 115

=1 THEN T “S#MINVALID STARTING RECORDM™

MU :FOR N=1 TO S80:MENT MN:GOTO 9088

2879 ? "4 PENTER MUMBER OF LAST RECORD
" rINPUT LAST:TRAP 48888

9875 IF LASTA=FIRST OR LAST)LENIDATS)/

115 THEN 7 "MMEINVALID RAMGE OF RECORD

SHENIIFOR N=1 TO S@8:NENT M:iGOTO %8e@

Y088 FOR R=FIRST TD LAST:GOSLUB RETRIEV

E:GOSUB PRINRECIMEXT R:RETURMN

3108 TRAP 2100:7 444 MENTER NUMBER OF

RECORD TO'":? "“pDISPLAY AND PRINT *;

1180 INPUT RITRAFP 40888

128 IF R{1 THEN RETURN

3138 IF RILENIDATS)IZ115 THEN 7 %X NO S

UCH RECORD IM CURENT DATABASE:GOTO 91

a9

9148 GOSUB RETRIEVE

7158 GOSUB SCREEMDRAM

¥168 GOSUBE FFILL

176 POSITION 8,1%:7 "{§ — PRINT
@ - ouzr "

7180 POSITION &,20:7 " - GOTO AMOTHER
RECORD "

31%8 POSITION 8,21:7 “[I’@ STEPF UP OR b

OMN RECORDS .

9208 GOSUB KEYPRESS

9218 IF KEY=43 THEN R=R+1:GOTO %128

P229 IF KEY=45 THEN R=R-1:GOTD 9128

9238 IF KEY=71 THEN %iee

2249 IF KEY=81 THEN RETURN

3258 IF KEY<{)>8@ THEM 9178

$Z68 GOSUB PRINREC

9278 RETLURM

13499 REM

13508 RS=DATS (RM™LLIS-114,R™115)

1I518 Fi%$=R5€1,15)

1I5Z28 FIZS=R$(16,3I8)

LISIO FIS=R$C3IL,57)

13548 FasS=RS(58,73)

13558 FSS=RS(74.87)

1LI588 FGES=RS (88,95

LEIS78 F75=R$(96,18%)

13580 FOS-RSC(118,115)

13598 RETURN

PR LA N FHINT RECORDLE S

136808 OPEN 111,.8.8,"p:"

1I68Z N=1S

LIG84 IF FASCN, NI=" " THEN N=N—-1:GOTO

13604

A3686 FLS-F1SCL,M)

L1I610 7 ML:FL1$;" “;F25

LI6Z0 T BL:FIS

LI6Z8 T HL;F4%

1I6XIZ M=14

13634 IF FSSIN.NI=" " THEN N=N-1:!GOTO
13634 .
13636 FSES=-FSSCL. M)

13648 T BLIFSS; ":F6S§

13658 7 HiL

1668 T BL:F75

13678 T HLi)FBS

1X669 T BML:CLOSE B1LIRETURN -

——
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with the new Atari XF551

Disk Drive and Transdisk IV

Upgrading from the slow Atari cassette system to a fast,
reliable disk set-up is certainly desirable but what do you do

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

DIGICOM , Unit 36, Wharfside,

Fenny Stratford, MILTON KEYNES MK2 2AZ

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 |
taster, more reliable loading? With the new Atari XF351 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

* Smiart styling to match your Atarn Computer

* suitable for 800XL. 45XE and 130XE Computers

Transdisk IV Features:

* Easy transfer of latest cassette games 10 clisk

* Aimed at the first-time disk user

* Step-by-Step instruction booklet supplied

* Completely self-contained - No omher programs required

* For more info see Ad elsewhere in this issue

Credit Card Orderline 0908 78008 VISA

Normal Price For XF551 Disk Drive  £149 99
Normal Price For Transdisk IV £ 19.95
Together Normally £169.94

Atari XF551 Disk Drive +

Transdisk IV Qur Offer Price = £] 65 .00

Inclusive of VAT and Next Day Delivery

 S—

lan Finlayson’s Cassette Database

The format of the printout is in the print subroutine, and this
can be easily changed to suit your requirements. 1 hawve chosen
to print Forename and Surname on one line, and also County
and Postcode on one line further down. All other fields have a
line of their own and an additional separator line is put in
between the battom of the address and the Telephone and Date
fields. This subroutine can be quickly and easily tailored to meet
specific requirements. For instance you need not print fields 7
and 8 at all if you just want an address list. If you have not got a
printer change line 13600 to "Open #1,8,0,"S:"" and the program
will print to the screen instead - the records are displayed very
briefly so it is easier to use the View/Edit option to look at them
unless you put a delay loop in the print subroutine.

Lines 13604 and 13634 need some explanation. They are there
to strip off trailing blank spaces from the fields which are first on
a line shared with anather field. If this is not done there will be
an unpredictable space between the end of the first entry and the
start of the second entry on the line. This looks very ragged,
particularly with a short forename before a surname. Someone
called [im would have twelve spaces between his forename and
surname while Constantine would only have four! You may
wonder why the forename field is so long, I have done it
deliberately as it allows flexibility to put in titles and initials it
required, such as "Dr Thomas ]." for example,

AND NEXT ....

Next time 1 will finish off with a routine to sort the database
into order and do a bit of tidying up, also give a brief set of
instructions for inclusion in the opening part of the program.
Many thanks to those who have written to me about the
program, especially Roald in Norway who has passed me a tip
that [ will use in the tidying up process next time. 1 hope the
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addition of these modules to the program makes the use of the
whole database much clearer. If you are having difficulty write
to me enclosing a stamped envelope for a reply. Before writing
please study the listing carefully and read the accompanying
article, then be specific about your problem as this makes it
much easier to give detailed help. 1 have not got time to
expound the whole program in detail to every enquirer.

Write to lan Finlayson, 60 Roundstone Crescent,
Fast Preston, West Sussex, BN16 1DQ. -

s e e







XL/ XETYRE=IN

CATCH

DAY

Try your hand at Championship fishing
with this multi-featured simulation by
Robert Davies

Fishing competition ever and you have
been invited to represent your country.

You must battle your way through a qualifying
round against two other expert anglers in order
to qualify for the final. This first round and the
final each last about 5 hours during which time
you must catch the greatest weight of fish. If you
fail the qualifying round then you are out of the
tournament as only one person can qualify. If you
reach the final then you battle it out against the
winner of Group 2 for the coveted title of Catch
Day champion. That's what you have to aim for,
read on for how to do it.

The on screen prompts will be self explanatory
and all responses are just a single key for a
number or letter. A joystick will be required to
throw the groundbait and cast your hook and to
play the fish when it bites. Once you have cast,
the fish will begin to bite and you must press the
trigger exactly as a fish bites in order to hook it, then play it to
the bank by using the joystick. Once landed you will be infor-
med of the type of fish and its weight and can then cast again.
At this point you may simply cast again with the same bait,
groundbait again by pressing START, change bait by pressing
SELECT or change your style of fishing by pressing OPTION. The
timer will continue to count the minutes so you must make your
decisions quickly.

Keep on catching fish until the timer reaches 5 hours (about 8
minutes real time) and hope that you have caught enough.
Your total weight will be displayed and, after a short delay, the
overall results will be displayed. Your target weight is about
1501bs which will be dependant on the type of fish caught and
the waters. The target will be easier to reach on some walers
than on others. Some fish will not be found in certain waters.
Practice makes perfect and you will understand the game more
after one or two plays. Good luck with Catch Day. If you are not
an angler it sure beats sitting on a wet and windy river bank all
day and if you are committed to the sport then Catch Day will
keep you occupied in the evenings. Night fishing for real is none
too easy!

C atch day is the most prized European
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(or ready to catch!)

If you don’t fancy all that typing, you can get Catch Day
ready to run on this Issue’s disk, which also contains all
the other listings in this Issue plus the BONUS program.
Just send £2.95 to Page 6, I.O. Box 54, Stafford, 5T16 1DR
and ask for Issue 39 disk. You may use the order form on
page 49




CATCH DAY

L L L B P a—
I T REN ® CATCH Day ™
IC 3 REW W -
EL 4 RER = by RObErT Davies ™
ZE 5 REM = : -
Y B REM ¥ mmmmem e ———
HC 7 REW % NEM ATART USER - AUCUST 83 &
BB RF U 0 i 0
ND ¥ REM

L 18 DIM THLZ) DA 02D, GH 02 , RAFCLY) RS C
190, CHCL8) , 0PLFCAE) , OPZHILS) , OPTSCLED ,
OPASCLS) ,OPES CLEY . BTH 200 , Wid (28]

¥H 11 PIM WESC2ED ,FECLE0 ,FLASCZO) ,FLZFCZR

1, NS CL8) , MESS (208D

WD 1T RMTP=PEEK(186) 1 POKE 186, AMTP-L18

M 13 REM DR

04 14 POKE idd,RMTP-41CRAPHICS 1:CBAS=RMT

P-4 1AD=COASHZSE  POKE 72%.8

E0 15 COSUS S¥881FOR I=# TO i8Z3iPOKE ap+

I, PEEKCS7I44+I) (NENT I

¥H I8 FOR CH=1 TO J:POS-AD+ (CHEG) iFOR I=8

T FiREAD a1POKE POS+L,A:MENT LiMEXT
chH

J4 TT RESTORE PE08:FOR CH=6 TD iF:PFOS=ab+

(CH®0) 1FOR I=8 TO 7:READ AIPONE POSHI,

BINENT T:WEMT CH

LD 24 FOR CH=Z8 TO IZiPO3=AD+(CHRE) :FOR I

=8 TO 7iREAD &1POKE POSHI.&:MENT I:MEX

T CH

PY IS5 FOR CH=S9 TO 6Z:POSSAD* (CH™E) :FOR I

=8 TO 71READ a4iPOKE POS+I,a:NENT I:NEX

T CH

MM TE FOR CH=L18 TO 28:POSSAD+ [CHEE) 1 FOR I
S8 TO 7IREAR AIPOKE POS+I, A1 MEXT I:NEN

T CEH .

¢ 27 RESTORE 808:1FOR CH=3I TO 58:P0D3-AD

+(CHWE) IFOR I=8 TO 7IREAD &1PONE POS+I

SBINENT TiMEMT CH

SL 38 PONE 7S56,CBASIDATE I55,255,F55,T55,

58, 268,366, 255, 265,127, 427,63, 83,127,

AZ?,ESE

IN IS PATA ESS,254,7854,287,2827, 754,254,235

=

FI 48 COSUB S88:COSUD YZaa

ML 8 FLAF=""FLI§=

G0 180 FSRILB=8:IF FLLISC}"" THEW 368

IG A8E ¥ BEjrRn

IJ 138 SETCOLOR 4,11, 1L7SETCOLOR Z,18,484¢

SETCOLOR §,7.41SETCOLOR 1,8,15:5ETCOLO

B 3,47, Z¢POSITION 8,8:POKE LG634,187

M0 1LS T BS)"CHOOSE YOUR COUNTRY™

ET AZ8 POSITION 5,317 @6 )"1.england":POsSI

TION E,S5:7 w6; 2. ENNENEr POSITION 5,7

1 ¥ T DENMARE T POSLITION 8,9

Ba L26 T &6 4. @TEED POSITION 65,1117 B6

16 . FRANCE" i POSITION S, 1317 86 6. AUST

RIA™

WA LTS 7 WEIT HEIT HE1T B8 )"PRESS MO, OF
CHOICE™

HFF 158 CLOSE HiiOPEN B1, 4,8, K1

GK 168 GET M1, .A18=&-48iIF &{8 OB A6 THEHN

168

HM 178 ON & GOTO 188,1%,208,218,2268,318

BK 188 CH="england”:GOTO IS8

BC 1% CH=TIENENE 1 GOTOD ZSe

JE B8 CH=UDENMARE™:COTO 258

I 219 cF="{EEED:GOTO 258

GE 2T CE="FR4NCEV:GOTO S8

UF I8 CE="AUSTRIA™

LM ZE® A-IMT (RMD (OIS} 1 IF CE{}“england” T
HEN 268

BH 51 IF a=8 THEN OFLS$="{INNETEr 1 0PZE="'D
ENMaRK' : 0F 38 = fERIr" : 0P 4§ = FRANCE" 1 0P
SH-UAUSTRIA™

M RER IF B=1 THEN OPL1S=“DENHARK"0PZS='90
ORI 0P IS FRAMCE™ 1 OP4AS="AUSTRIA ; OF

=" e

€5 281 IF A= THEN OFL$='{ITNN:0Pzé="FR
SBNCE™; OPI$="AUSTRIA™ : OP4§="TIGEENL" | OF
SE-UDENMARE"

BT 2854 IF 4=I THEM OPL1$="FRANCE":OPI§="“al
STRIAY 0P 3§ =D : P45 ="BENHARK 1 O
P& = R

WS IEE IF A4 THEN OPLS==ausTRI&™:0PZ§="f
NETR : 0P I§="DEMMARK" | OF 4 § = EEEET 1 0
PE§=“FRAMCE"

WU PS8 GOTO Iie

06 260 IF CHEOINAENE' THEM Z7@

KB ZE1L IF A=@ THEN OPLS=“sngland":0pzs=1p
ENmaRE" 0PI =" INID : OP4S =" FRANCE" ; P
SF=AUSTRIA

KR 282 IF a4=i THEN OPL§="DENMARN" OFZS="{@
CEETED : OP IS =""FRANCE " : DP4AS="AUSTRIA™ : OF
S¥="sngland'

F3 263 IF a=1 THEN OP1§="{CTHIN":0PZ$="FR
ANCE" 1 DPIS=AUSTRIA" ( OPAS="sng L and" : 0F
SHCBENRK

UL 264 IF A=I THEM OPLS="FRANCE";OPZ§="al
STRI&™ 1 0PIE="engl and" 1 DPAS=DENMGRN" 0
P &= EI

rc

Z66 IF A=4 THEN OPLS="AUSTRIA™ OFIS=''s
ngland* | OPIE="DENMARK" | OP 4§ =" PRI | 0
PE§="FRANCE™

MM 88 GOTO IiN

&J
BF

HE

¥F

JH

L i3
L
v

Iy

P3

LY

oc
LE
EE

¥J

cJ

ur
PY
HR
-

JC
ar

BF
™
LK
L{1]
BG
™

T
L

278 IF CH{P"DENMARK™ THEN 2049

Z7L IF a=® THENM OPAS-“england":0pzi="9

[ENETIET : oF 35 = 0IININD | 0P 4 §=""FRAMCE " | OF

‘.:“."‘.ﬂn“

272 IF a=1 THEW oOFL1$= {EEETEF : oFz§="F

COEEI « 0P I$=""FRANMCE™ 1 OPAS="AUS TRIA" | OF

S#="engl and™

27T IF a=2 THEW OPLS="FTEDIr': OPZE="FR

ANCE™ | OPIF=VaAUSTRIAY 1 OP4AS="eng | and™ | OF

5 & = TR

274 IF B=3 THEN OPLS-"FRANCE" :DPZ$=“au

STRIAY: GPIF=“england” : oP4 6= PEEEDEr: 0

PE§="EITNON

276 IF a=d4 THEN 0PLE="AUSIRIAY;OPIf= e

naland' 0P 6= {EENENN : oF 45 =9 TETIT 1 0

PES=“FRANCE"

278 GOTOD 31w

68 IF c$O-ENNIED THEW 29%8

Z81 IF A=8 THEWN OPif=england”i0oP2é="0

NI : 0P =" BENMARE™ 1 DR 4§ =“FRANCE* 1 0

PEE=TAUSTRIAY

28X IF A=1 THEN OFL§="TIGEENEF : 0PZS=“p

ENMARK" : 0P IS=" " FRANCE" | OP4S= AUSTRIA™ i O

PEE="england"”

ZBT IF A=2 THENM OPLS="DENMARK"|DPZE="F

RANCE" ;0P I§="AUSTRIA" 1 0P4S="sngland™ D

PE§="TIRNENE"

284 IF A=3 THEN OPi$="FRANCE":0FZ$='ai

STRIA™IOPIS="england"” ; 0F 45 =TT : 0

PES=UHENMARK"

ZOE IF a=4 THEN OPLS="SUSTRIA™jOPI§=‘s

ngland” 0FIF= TIENNET  OP 4§ = DENRARE" ;

OPSE="FRANCE" =

288 GOTOD F1®

2% IF CO{}“FRANCE™ THEN I8®

291 IF A=8 THEN OP1§="sngland”[0PZ§="11

ETEF : 0P IS=“BENMARE" | OF 4§ = "SI NI : 6

PES= alUSTRIA™

292 IF a=1 THEN OPL$="fIENETNEr:oPzé="p

ENMARK" : 0P 3§ = JININT s 0P 4 =" aUSTRIA™ 1 0

PESzengland"*

25T IF A4=2 THEN OPL$="BENMARK™;0PZE="0

COEDLr : 0P 3§ =" AUSTRIA  OP4AS="eng] and": @

5§ = T

¥4 IF a=3 THEN OF1$="EITNEONr 1 0PIF="aU

STRIA™: ORPIE="england" : 0P4 5= TINETEr 1 0

PEE=DENMARK

T8 IF a4 THEN OPFLS=“AUSTRI&' ;0PZE=ve

nglands 0P 15 = TOEEEREr 0P 4§ = DENMARK" |

oF & § =R :

29%8 GOTO 118

Ie® IF CH{P AUSTRIA™ THEM 318

I8L IF A=@ THEN OPif="sngland":opri='q

ETEY : 0P 35 =" DENMARK" : 0F 4 § =T TEDY" 1 0

PES="FRANCE™

I82 IF &=1 THEN OPis5='{INNETEF::orzé="p

ENMARK™ : 0P 3§ ="EDNDNr | 0P 4 §="FRANCE™ : OF

S$=""sngland"

INT IF A= THEN OPLE="DEMMARK":DPZS= 4

CEEDID 0P IS =""FRANCE" | OP4§="enal and"™ : OF

5§ =TT

384 IF a=3 THEM OP1$='{THINN" I 0FZS="FR

ANCE" : DPI$="enml and P48 =" IRIENEr : 0P

SE="HEMMARK

IS IF &=4 THEN OPLS="FRANCE®:OPZE="en

sland" roPIS=EEENN : 0P 4§ ="BENMARK"; 0

PE§="TCERENr

Jie COSHE D009 T WEpURT

F2® POSITION 6,2:7 o6 ;“"GROUF L™ i1PD3ITI

oN 2,537 BE" I ;Cs YL i POSITION 5,7

1T BE;OPLS:POSITION 5,%:7 B6;0P1S

315 POSITION 8,317 B6 )™ " POKE 7

B4, 2SS POSETION 2,.14:7 o6 ;RLs

IZ0 T WEIT WEIT WA Press a hey"

I35 IF PEEM (7841 =255 THEM 3315

I48 7 W6 ;"N POSITION 5,217 W6 GROUP

I POSITION 3,517 ME;" ©“;0PXS;w

“rPOSIVION 5,7:7 mEjOoP4%;" v poSITION

5,9

TS T WE;OPSSE;" v POSITION Z,i1:7 B&;

Il‘j“ LL]

IS8 T BT BE:T BApe fFress g kool

OKE 784,255

ISE IF PEEK(764)=285% THEN IS5

I8 COTO Iees

365 POKE S4206,1%21GOSUE Y088

IF8 POSITION 8.8:7 W6 ;"TIME WRS TEMP
L)

I8@ IF cHi="england” THEN POKE 786,17

e IF CS=IIEELEr oR Cf=“EITEEN THE

H POKE T@86,1%6 ;

488 IF CH="DENMARK™ OR CS-“FRAMCE" OR

CH="AUSTRIA" THEN POKE 706,57

428 POKE LY, 91GOSUB ZO8B:POKE 752,1:P0

KE 764,255

ATR T “Ki HILL ¥oi oat or BEDG

PT

FE

:'5

Eo
IE

GR
36

[ 3]
cT
TF
FH

o

ER"™|CLOSE MLI0PEN ML, 4.8, "K1"GET 81,8
IIF adr7E ANE AC(}TE THEN T " :1GOTO 43
L ]

438 TE=CHEE ad

448 T "N&é MLoopsoRM CaGGE0T OR Bas
TER™ICLOSE BLiDFEN Hi, 4,8, "N;"

AR GET ®i,a:1IF a{r&s amp adder amp af
}F? THENM 7 *DPiGOTO 458

4556 BaF-CHRS (A)

AR T TKdd HILL YOU GROUNDBAIT @
B “:1CLOSE mL:DPEN BL, 4.8, K1"

A7T8 GET HL,aiIF a{»78 aNe a<»8% THEN T
W iGOTD 4TE |
ATS GFzCHRF A (IF GH="'Y" THEN GO3UD BE

T :
B8 T "Ris POSTITION “;iIF TS

THF*" THEN T “FLOAT"1GO0TD S8

4%8 T "“LEDGER"

B89 S=3TICK(R) i NSN*{3=T)+IS=6D #0380
STLLY -S4 - E5=90 I V=V H LA=A X 4+ {S=90 & 08
ZEI- (3= - (3=18) - (5= 14)

i@ IF N{48 THEN N=ia

515 IF S=15 AMD N)BE AaMP N{11E aND Y)1
Z5 THEM X=118

518 IF K}I88 THEN K=28e

B8 IF S=7 aMDp N)ES aWMd N{L1S aMD ¥YriZ

E THER H=8E

SI8 IF Y473 THENM ¥=73

518 IF s=11 lﬂr HN}BS amp N{L1E amNP Y)i1
I5 THEW M=118

48 IF YIL45 THEN ACUSRILETE , PR+48, PR
LTFL4Y, 8D 1 Y=148

B4% IF 5=17 AMP N}0S amp X{L115 aNp Yiri
X5 THEN A-USRCLSIE, PRF48 , PMELTILAY 8)
¥=1Z6

S58 ACUSROLETE, PH, PHELTYL4Y 8]

568 FOEKE SITSL,N

878 IF ATRIGELEI=1 THEWN 588

E7L AzUSRILSES, PPH-4AS, PRFLTYL4Y , 8) 1 GOSH
B asaa

78 IF TH="F" THEN 7849

508 FOR I=18 TO & STEPF -8.ZS5:50UNB 9,1
B, EITIF H{L8E THEN A-USRILSEE,PRHLLE,P
MELFPL+ALET,29) IHENT I:GOTOD S8F

EBR A=USRILSIES ,PM+1IZ,  PH+1791%123, 283
MENT I

G85 SOUND B.8,.8,.0:FO0R D=1 TO LGS :INENT
BiFOR I=8 TO I:SOUND B,B88,.8, 18 NENT I:
SOuUND @,8,8,8

506 ATUSRILSTE, PM+LEZ, PHELTSZ+12T, 28D :
POKE SIZ4Y,100;:PONE SEZSL,.X

598 ACUSHILETE , PMHIZ, . PRHATILAY,B)

88 FOR BP=1 TOD Z8:MENT B -

G1E ATUSRCLASIS, PR+ T4, FRELT7YLEY, 8D

618 FOR P=1 TO Z0:NEKT D

638 ACUIR CLETE, PHELE, PRELTILSY, 8]

648 FOR B=1 TO ZBINENT B

658 ACUSR(1ISEE, PRHI4, PRELATILSY, 8]

EER FDR D=1 TO TW:MENT B

T8 ASUIRILSTE, PHHIE, PRELTILEY 8]0

08 FOR P=1 TO ZIMEXKT D

B3 ASUSRIASIE, PHH48, PHELFIL+Y, 03 1 GOTO
T8

788 ASUSRCLEZE, PH+48, PH+LT314Y, 83 i FOR
I=A® TO § STEP -9.25:50UND 8,L,8,I

TRZ IF R{L88 THEN AZUIRILSIE, PHM+L1T.PH
FATILHAZT, 20) | MEXT I:S0UMD &,.8,8,8160T
0 786

Fid A-USARILASIS,PM+1IT , PRH*LT7YL+1LET, T80 ¢

MEMT I:S0uUME @.8,8,.8

THE ATUSH (LSIE, PHALET, PRELTYL+LET, 310

FONE SIZ49,180:PONE SIISLI,N

718 FOR D=1 TO 109 :MENT DiFOR I=@ TO I
PSOUND B,.00,8, A8 NENT T:50UMD 8,.9,.8,8
TI0 POXE 7a87,Z0rASUSROLSIE, PHMI4D, PHYLT

FREY, A3

758 POKE SIZ4AY, L08

TTE T "R :POKE 7E4,.256:IF FoB THEN POK
E 1%, 8:POKE 28,8

780 SB=0:IF WiS{)"HAS THUNDER STORMS'
THEN LI=-1:G0TE® 79%8

78% LI=2

790 IF [HGIH-F AND NCIN+5) aMb (¥YCI¥-5
aMp YE{Y+5) THEN 3D=30+5

795 IF (TEM)&E® amp Baf='"'C") OR (TEM S8
aNp TEM{ES aMD Bas$=""M') DR CTEML{SS aN

b BAS=UE™) THEM SB=5B+5

888 GOSUBR ZOSB:4=INT (RMD(BI®1868) 1IF a)
S189-38 AND A<il08 THEN YO8

828 IF AYLI THEN &5a

BEE JETCOLOR 4,F,2:5ETCOLOR ¥F,C3,B31%E
TCOLOR @,.CO . BO:SETCOLOR 2,8,.4:S5ETCOLOR
L,@,6:FOR D=1 TO IWNT(RND (B)®488) *TB 1N

EMT D

839 SETCOLOR 4,9,15:15ETCOLOR 3,8, 1%1%E
TCOLOR 1,9,15:53ETCOLOR 2,.0,15:3ETCOLOR
8.8, 15:FOR B=1 TO S:NENT B

BX5 SETCOLOR 4,2,2:5ETCOLOR 3,.C3,B3:5%E
TCOLOR ®.CO,.B0:SETCOLOR 2,.8,.4:%ETCOLOR
L,8,6:FOR D=L TO INT(RMD(8) S488) +I8:N

—
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EXT B POKE 7ar,28a TG IXIL® GOTO 365
FG 048 FOR D=INTCRNDCBI®33+7 TO @ STEF -8 AY L8T8 RETURM WP 3997 REM CCCETETINESD
<B5150UND @, 258,0.0:30UND L, 250.6.0:50 WO 189%% REM LI ; - ¥ 4@88 T WECRYIPONE L1634,187:F0R I=8 TO
UMD Z,I58.4,01MEXT D JI 17688 T “Kid FISH I3 A “;F§:a B:S0UND I.8,8,0:POKE SIZ404I,0:MEKT I
LI 858 IF WA$="I% RAINY" DR WLIS="HAS THUN ZUSRCLSIG , PM+ 48, PHLTHL+Y 8D :FOKE 707, oM 48885 SETCOLOR 2,8, 4:5%ETCOLOR @,2,4:%ET
PER STORMNS' THEWM SO0UND I1.26.8.2 e COLOR L1,8,1%:35EVCOLOR 3,12,2:5ETCOLOR
IH 868 IF STRIGEED=1 THEW BBS YU 1985 GOSUB Z168 4,001,141
GV B7@ 7 UKid HISSED™:FOR B=1 TO ME 1918 GOSUS TEAA:TIF PECKLSIZ79)1=X THEM Wi 488 IF FLAS=CE THEN 4408
IR IMERT P17 RUIGOTO Dew LEL) HF 4815 LBL=IMT (RMD (B} %1883 +50 (LAZ=INT (RM
JY 988 POKE 787,132:50UME 8, 188,18,8:F0R Ty 1928 IF PEEKESIZ7I)=5 THEN 448 BLBI®IS8)+58:IF LB=LBL DR LB-LBZ OR LB
B=1 TO Z8:IF STRIGCEI=1 THEM MEXT B:50 MZ 1938 IF PEEELSIZ7TII=6 THEM 468 1=LEZ THEM 4815
UMb @.8,.8,.8;POKE 787, I0:GOTO oa@ MU 1748 IF STRIGI@I=@ THEN 488 ¥R 4828 T HEj™ CROUF 1 BESULTSY
AV Y18 SOUND @.8,.8.8:17 "Kid HWZ 1958 FOR B=i TO 1@8:MEXT B:COTD 1918 OV 4BTE T mE)" s
FISH HOOKER":DIR=198:GO0SUS 1888 Iu 1999 REM CCDENTET ST FY 4848 T BE:T WE:Y YICE;Y YLB:TLE Y IMT
AH 928 3=STICK L) PM=N+ (370 - (5200 I VoVEES ZE 20888 T=INT (RMD (@) ®256):1IF T=18@8 THEN T CRND (B3 ®LS) +1 ;DX
=431 EM=TEM-1 av 4058 T BE!1T BE1' TjOPLE;C Y;LBL;VLB *;
MT %25 IF N{58 THEWN N=58 Te 2885 IF T=2808 THEM TEM=TEM+1 IWT ERMD (@Y MLS) +1;0F"
PS5 338 IF H>198 THEM H=198 ¥T 2818 APEEMCL3) 1A=INT(ASLS) :POSITION 5 CZ 4960 T BE:T W& U @PIEI™ YjLBZVLE
uv I8 IF ¥Y{(73 THEN ¥=73 JEIT BB AIPOSITION 16,.8:7 WG TEWM;"F" INT CRNG CAIMLSY +1 § 'Oz
GL %48 IF Y)}145 THEM V=148 Ra 2828 IF Add4d THEM T "Kié YOUR WEIGHT I S 4978 IF PEEK(764) =155 THEW GOTO 4878
¥C 945 A-USRCLSI6,PHADIR, PHEL7IL4Y,6) (POK 5 SILBYLE FOR “;F;™ FISA™:50UNE 8,15, KR 4B75 IF LB}HH THEN COSUS To88
E SIZ61.K1GOSUS 1388 6,6:FOR D=1 TO 1888:HENT BiGOTO 4088 MX 4888 LBI-INTLRMD CO) %1003 +50:LBA=INT (RN
¥E 958 IF Yri43 amMp [H}%5 anND H{185) THEN faJ I938 RETURM CUBI%1@8) ¢E@;: LES=TNT CRND (8] ®188) +58 ;PO
i%am@ [ATA-T L L N s FTHD  WETLHT OF FI%H W) KE 784,755
PR M8 IF 3511 THEN DIR=Z04 MK 2188 IF FE="DREAN" OR FE=“CHUB" OR Fi= LA 4886 IF LBISLD4 OR LOBSSLD4 OR LEISLBS
PY 378 IF 3=7 THEM DIR=ZL® “BARBEL™ OR FH="PERCH" THEM LBSLB*IMT( THEW 4888
HI %76 IF RL${}"r avon eng"™ AMD R1E4Ir t AN RIS +1FoF+1: RETURM AE 4898 7 BEUK GROUP 2 BRESULTS™
hames eng’ aMb RASOXr trent eng™” THEM FE ZTi88 IF FS$="CarRP" OR FSz"IDE™ OR TS="T FH 48%6 7 B&;" "
1828 ENCH™ THEM LB=LBSIMT (RND (8 #E) +L:F=F+i EK 4188 7 HE1T BE:"™ T OPIS;" Y;LBI;VLE Y
BH 8@ IF =13 THEW BIR=17%8 tRETURM INT CRND (8 WAS) #1 ;0F™
BC 9B ¥=¥-8.2:N=H-8.2:IF S=1% THEN BPIR=2 EQ 2118 LA=LB#*1:F=F+L:RETURN GO 4118 T HE:T HET vjoP4e%; YILBAYLE Y
18 LUBES L === CHODSE _HATCH osa IMT CRME CB) 1S) +#1 0"
ar s GOTO FIe Kia I8aR T "N e hoosellmato bl I5 44i%8 ¢ @B6: T HE& ;™ " ;0PEE;™ "jLAS;VLE “:
az %% REn O PR IBES T @6 s - INT CRMD EB3 MLEY 415 02"
EH 1888 IF RLSC}''r thames™ AWk RLS(}*'r av T Z@ie ¥ mE: T we;"1 & UMSE T W 4138 IF PEEEC7E4)=255 THEM 4138
on* aMp RIS r trent™ THEN 1818 championship' BS 4148 7 BE;VE FINAL"
TV 1918 RESTORE 1188:FOR I=1 TO INTIRMD(B® HT I838 T ®B6:7T B&6;"I 0T oF 4158 IF LB)LBL aMD LBYLBEZ THENM FLLS-CS
1ME) 41 IREAD FSIMENT I:RETURN ChamP L onEhip PT 4168 IF LBLYLE AMD LBL)LBZ THEW FLif=0
EF ieze IF risdd 1 ONONERD MEE* aMpe RL$ () UC T@I8 T HErT HE;"T winter PLS
" OEID R e eiS O 0 MEEE MR TH Champ i onship" @@ 4178 IF LBZ}LE &MD LEZ}LBL THEN FLL$=O
ENM 1848 | 0N T048 T BE:T B6;"4 SPring PZS
ug 1838 RESTORE Lie@:FOR I=L TD IMT(RMD (B i championship” OR 4188 IF LBI)LB4 aMD LBIYLBS THEM FLZS=
IWE) L IREAD FEIMEXT Ii1RETURM BC @45 T WE:T HE!T HE6“PRESS NO. OF CHROI orIs
EY 1848 IF Ri§5<)"0 [EEE @EEr aWe misO"0 ce RC 4198 IF LBAXLBI AND LB4XLDS THEN FLZS:S
M @Er ane RAS {20 NERE EEF THEN CS 1858 POKE 764, 285:CLOSE H1:0PEN H1.4.8 OF4%
lasa E RZ 4288 IF LBS}LBI AND LBS)>LB4A THEN FL2$=
LB 1858 RESTORE 1I8@:FOR I=@ TO IMT (RMD I8 HS 3855 GET ®Mi,a:azh—-48:IF a{l OR a4 THE oPsE
1#6) IREAD FSIMEMT I:RETURM LD L] MU 4218 T M6:T BEIFLLS;" B “;FLZS
MY le6@ IF RLSC)UR MUR AUS" aWD RASCPR S HU X868 IF A=1 THEM DTH="JUN Z15T" IS5 4778 GOSUD ARG mME:T H6:T WE RLF
BLTACH aus*™ awp RIS{}""R ENNS aUS"™ THEN MK IBEZ IF A=Z THEM DTS=""SEPT Z15T"™ A&F A4F3@ IF PFLISCHCS THEM 7 BE1T HEi7 HL;*
ia88 WP 3864 IF A=F THEW DTS="DEC ZL15T*" SORRY YOU HaVE WOT GUALIFIED™ G0
IS5 1878 RESTORE L49@:FOR I=@ TO INTIRMD (8 @ I866E IF A=4d THEN DTH=""MaAR 2EST™ TO AZ88
IE4) i READ FS:NEHNT I:RETURM GF 3878 T HE;YRDATE : "“;BTS EY 47248 GOTO 4349
CP 1888 IF RAS{}"R UIEMNE FRA' AMD RLE (™ GN TBER T HE:T HE;THEATHER COMPITIONS" W 4258 T BE:T BE Fht
R LOIR FRA™ AND RL${}“R OGUBE FRA™ THEN o4 I0%8 IF OTS="JUM ZL15T* OR BTH="SERT 2i N : FOKE P64, 255
iLeye 3T THEN RESTORE JZ88:FOR IS8 TO INTIR BH 4Z68 IF PEEKCTEA)=258 THEM 4260
LY 1885 RESTORE iS88:FOR I=@ TO INT (RMD I8 MO CBIHA) iREAD WLS:MENT I KM 4278 T BB [FTHAL RESUL T 9
I®E) IREAD FHINEMT I:RETURN HI I8%5 IF DYS="JUN Zi5T" OR BTS="SEPT Ii ay 4zee T me;t i |
WE L1998 RESTORE 1689iFO0R I=8 TO IWMTCRMD (@ . 4T THEM RESTORE IZ@8:FOR I=@ TO IMTLR YU 4298 FLE=INT (END ORI #L@8)+581FLEL=INT (R |
%) :READ FSE:MENT I:RETURN MD CBY ™8] i READ MISINEWT I HD (BIMi08) +58 |
M 1188 DATA DREAM UM 310@ IF DTS=VDEC Z15T" OR BTH="MAR Z13 PL 4388 T ME[T HE]™ YJFLLSY “;FLBIVLE ")
®m& 1118 BATA PERCH T4 THEN RESTORE T2Z0:FOR I=8 TO INTIRN INT CRMD D@3 HLS) #1702
06 LIT® DATA DACE DOEI®F) IREAD WL IMENT I GM 4T18 T BT HET YJFLESIT YjFLBLIULE *
aF 1138 BaTA ROACH ZD Z18% IF BT$="DEC Z45T™ DR DTS=""MamR 213 sINTCRND ERISLE) #1402
CC 1148 paTa SARBEL T* THEN REITORE J2I0:FOR I=8 TO INTIRN WO 4T28 IF FLB}FLBL THEM 7 B&6:7T H6:17 ®6;F
YUl 1158 DATA CHUB D CBINT) IREAD WIS:MENT I LiS:" are the"i? HE17 ®ME;Y EEGED
MJ LZ8@ DATa BREAM HHM Z118 7 H6:17 B R1$;" AREA“:IF HLF{}""Ha R
o8 1218 DATA ROACH 3 THUMDER STORMS™ THEN T HE;“ *3 aM 4338 IF FLBLXFLE THEM 7 B6:7 HE!T &6;"
aW 1228 DaTa TEMCH Hi1GOTO I124 wyFLZS; " CIOEEIE":7 HE6:? H56;" F
M3 1238 DATA BREAM Ha X115 T M6 rHAE hamp i ons
|Hu 1748 pATE BREAM PH I178 T BE:7T BA;RIS ™ AREA":IF WEE{)THA CH 43148 POME 784,755
pU LZSE BATA RUDD 5 THUMBDER STORWS™ THEN 7 ®6;" 3 UV 4350 T HE:T WE VPress 4 ey ToO STar
HNM 1388 PATa IDE WZ$1GOTO I13@ P e
0P 1318 DATA ROACH HU Fi25 7 ®e;"  vpiwzd Y0 4368 IF PEEKC7E4)=255 THEM GOTO 4368
HT 13%8 paTa IDE AD Z1F8 IF MAS="IS SUNNY" THEM TEM=7@:Ce= OM 4378 IF FL1S=CS THEN L8@
Mi 1338 DATa BREaM BI1BB=BiCEI=11:B3=9 TJ 4188 GOTO %8
oM LI48 DATA ROGCH OF Fi4@ IF HLS$="1I% RAINY" OR WiS="I5 CLOU S50 4488 T BE"K Ffinal resulis"
Mo 1358 DATa BREAM BY" DR WAS="HAS THUNDER STORMS' THEW T EU 4418 7 W& it
YL 1488 pavTa CHUB EM=INT CRMD (@I ®Z83 458 : CO-0:BB=18C3=01" TT 4415 LBL=INT(RMD (O} ®L188) +S8:IF LB=LBL
Mo 1418 DATa BREAM B3I=7 THEM 4415
RJ L1428 DATA PERCH a0 Ii80 IF Wi#=""I5 FOGEY" THEW TEM=INTIRN CA 4420 7 BE:T WE;Y UpFLLEY LB ULE M3
YU 1438 DaTa CHUB BCRIMIN) 450 CO-0 IBR=BICI=RIBI=8 WTCRMD (@) %15 #1 ) 0"
BI iS88 DATAa CARP YR Z16@ IF HL$="IS% WINBY" THEM TEM=INTLRM RP 4438 % B&: T HB;Y pFLES™ "jLBLiYLE Vg
M3 1518 DaTa BREAM | BLRI™ZA) +FR:CO=0:BA-LSICI=LLBI=F INT CRHD (B ®156) #1502
BO 1528 DATA CaRP ! EJ Zi78 IF HLi$="I3% ICY" OR HiS="HaAS INOW" IM d4dd@ IF LBILBL THEN T BE;"™ “;FLL§;™
RO L1538 DATA PERCH THEM TEH=INT CRNDC (@) %283 +I8:CO=@1BB=1E [F THE O TR [ b amp g on sl
¥Z 1548 DaATa CHUB tCI=BiBI=1n WH 4458 IF LBLILE THEW T @& ;" “;FLIS;" FA
ME 1688 DATA BREAM aH IZee paTa IS SUNNY CEEIND “:T m&' [CH A MP L 0E S
0J 1618 PATA ROACH oK 3Z10 DATAa I3 SUNNY 5 4488 7T BT WE:T WE" Press a key 1
MM i6F8 DATeE BREAM aM IZ28 DATA IS SUNNY e "i¥ EEy" continue:POKE 764,255
oF 1638 PATA ROACH BM IZI8 DATA I3 RAINY FH 4470 IF PEEK(7E4)=I55 THEN 4478
OH LE4B DATE DACE MC 3248 DATA HAS THUMBDER STORMS KI 4478 IF LBYHH THEN GOSUB 7B88
R L65@ DATA PERCH GT 3258 DATA I% CLOUDY MY 4488 IF LBXLBL THEM GOSUEB 18888
RG L9 REM o o v T R FR 3260 DATa IS WINDY T 44%8 GOTO %8
GF i8@8 IF FE=vBaRBEL" OR FS="BREaH" OR F HT I278 paTa IS FOGREY T EEr N A== -FWTER MAHL  HEs
$="CaRP"* THEM POKE 787,238 ZP IZE8 DATA I3 ICY U TEEE MESTT BB URYLT HE)T
GM 1818 IF FES"CHUR" OR FS="ROACH™ OR F3= ET 290 DaTa HasS SNOW T W6 :T BT BG Y Hl KL HN
“paCE™ OR FHE="IPE"™ OR FS="RURD'"™ THEM P RH 3388 7 BE17T BE1T BE:T B6;" Press a T BEIT BEIT BE;
OKE 787,13 key" (FOKE 764,265 HE 7818 POME 756,224:7 B&:T B6:7T 06" U]
¥4 1828 IF FS-UTEMCH™ OR F$=“PERCH" THEM BB I¥8S IF PEEX(TE4)=25E THEM JI8S AR 7 ne:T o6 T HE " .
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CATCH DAY

AT : PFOSITION 7,197 BG)"=—-=--n
WH TRZ8 HMSLBIM=Z:¥=1:FOR I=i TO S

PS 7038 POSITIDN M,Y-1:7 B&;*™ "POSITION
| H,¥éi1? BE™ *rScSTICKOB) i H=N* (S=7)m2-

TO L@8:NEXT D:RETuURN

LELERN LU Q== b - UE HoiM SCHEEM sas]
898 POKE 55%.8:5ETCOLOR I,.CXI,BI:SETCD
LOR 2,8,4:5ETCOLOR 4,2,.Z)SETCOLOR 1.9,

or

PESP DL=PEEK(S68) +PEEK (S81) %2961 POKE B
L+%d,8+178 i RESTORE 528:FOR I-L1638 TOD
LG4 :READ AHIPOKE I, A:NENT I
PE18 FOKE SLZ, Y4 1POKE 513,86

[SSLLINZ V=Y ES=1TI T~ (5= 14} N LE:SETCOLDR ®,CO,801POKE 1634, PEEKCTLE IE SE28 DATA 72,438, 7%, 069, 098, 144,108,717
BB 7OXL IF X(T THEWN N=T 3 pL4L,24,200,16%,20,141,23,208,104,178,
WO 78IT IF M}LS THEM M=1E EZ 3885 POSITION &,3:7 =6 91333333333331; 104,64
RE Tel4 IF YL THEM ¥=1 133232 1 POSITION ®,4:7 ué;~H1333333333: BA P5I8 RETURM
LS 7836 IF ¥Y}13 THEM ¥=i3 133333330F° : REN 15T cHar . CHTAL B* WU 3688 DATA L7985, 178,388,255, 299, 788,2
HR 7848 POIITION M,Y-1:7 ®6;"-";POSITIOM | TH 9818 POSITION &,.5:% &6 ; SRR 55
N, ¥H1:? W6 =1 | IEEEEFT: POSITION @,8:7 B8 DR EY P618 DATA 1L79,05,178,255,252, 240, 741,73
HH 7858 IF STRIGEEI=E THEM 7878 P as
OF 7868 IF STICK(OI=15 THEM FOR 0=1 TO 14 I¥ 84S POSITION @,7:7 o6 EE ME PEI8 DATA 178,08,179,255,34,34,243, 247
{MENT D:COTO 7oss RN : FOSITION &,8:7 6 ) S S8 96I8 DATA 179,85,.178,2556,63,63,.63,63
LI 7883 FOR B=1 TD 18 INEHT Di1GOTO 7838 CRRRERERYT D 9548 DATA L79,05,1768,255,274,192, 147,32
Ka 7878 LOCATE M,Y.A:M$(1,I)=CHRE(a) Yo F0ze POSITION ®,%:7 06 SRR a7
HE 7e09 POSITION 7,18:7 M6 NF:FOR D=1 TO DEEERET : POSITION @, 18:7 =6 " EIKUCEEEN DP 3658 BATA L7E.85,178,285,2,.1,207,187
AGINENT DINEXT I 1 TEVETTERE KR 668 DATA 178,85,170,255,20,20,14,14 |
KD 7838 FDR D=1 TO ZE:MENT D:Y me;'wIEEIHN FJ 9025 POSITION @,11:7 6 ; HEUENERREN 40 %670 DATA 178,85,178,255,31,18,71,183
AT E EEEERET : POSITION 8,12:7 16 AR WP Y888 DATA 29%,255,286,2855,255,255, 255,
SF 7408 T BE:17 BE!T BE;" Y HE;“LE BY - | EEEENEEEETT 788
i | XS 8T8 POSITION @,13:7 86 RN GG 9599 DATA Z40,2%4,764,248,17%,131,755,
LF 7418 7 #8617 B8:T HE: 7T W ;" press a R : FOSTITION 8, 14:7 56 S 1858
ey to continue™ POKE 764,255 (AEEEEEREEF: UB 9788 PATA 243,118,118,243,243,243,255,
¥¥ File IF PEEN(7E4I=ZES THEM 7128 ¥H 9835 POSITION @,15:7 m6; §133333333333; 159
SM 7138 T 6 “AV:iPOKE 786, CHASIRETURN 1333332F 1 REM 15T CHARACTER T4 ECTIEEEE IM 3748 BATA &3.83,.83,83,8,8,285, 268
R 7333 REW CECENCTISCICISERCIT CCONTROL'B* €V 37Z8 DATA 199, T4F,243,1%9,15,351,155,25
HE BS88 REATORE SL08:FOR I=1 TO INT CRMD (S AP 848 POSITION ®,16:7 m6;"9I3333333333% 5
INITELIREAN. ML INEXT 1 13333328 WU 3758 DATA Z87,286,I06,204,184, 204,765,
IN #9118 RESTORE ST88:FOR I=i TO TMT (RME (8 £B 9845 POSITION @,17:7 ms;-§133333333333: 758
1%8) +LIREAD RZSIMENT I | a3z - TE 3748 DATA 14,78,238,218,.134,134,255,328
s | OW eS8 POSITION ®,18:7 u6; (NEKEEKKKEEKK L
HF 8188 DATa R MUR aUS (EEEEKEEF:REM *ESC*CONTROL*DELETE® CL 758 DATA LL8,.71,18,15,87,%%, 255,258
BI Bi1e paTe @ OFENN B0 PR 3108 POSITION 5.1%:7 B6;"ATARI %1% U0 7848 BATA 13,43,13,43,13,43,285,49,176,
LR 8128 DATA R UIENNE FRa HE 3185 POSITION @,1:7 18+, ~SAAA" Cawe, -& 176,176,176, 176,176,152, 140, 258, 258, 25
MY 8139 paTe 0 EEEE WD | AR Y POSITION ®,2:7 WE:"RLt:i1;{=)? B,176,24,8,.8.8
KR 8148 DATA KEIL CaMAL DEN ECitngg =" MJ 3778 DATA 8,868,176, 007,182,126, 68, 0,8,
AR BLSE DATE r avon eng B0 PLL8 POKE SI277,7:PONE 7@4,0:POKE S3IZ4 T8, 28,20, 20,20, 20,8,0, 176, 136, 39,129, 1
ES S48 DATA R SALIACH aus 8,100 POKE SIT5L, 108 POKE 787,81POKE & 26,176,8,0,178,14,30,30,14,126,0
J8 oi7e paTe B DNNNE] ECN 23,1:POKE S1258,97 |av 3788 BATA 8.118,118,136,1%6,14,14,8,8,
Bk Si8e DATA R LOIR FRA | ow ®17e PONE S3IZSE,L:PONE EB9,82:1POKE 532 128,018, L26, 426,404, 086,0,0, 126,112,126
BY szed pavTe B ENEINGD D 4%, 108 SAZ6, 118,176, 0
M BEZLE PATA R LAGEM DEM 83 3138 RETURN BZ 3799 BATA §,126,L36.14,154,14,14,0,9,12
b 8238 PATA r trent ens MP 3177 REW RIS ol AT T 6,118,176, 176,148, 126,8,8, 176,176,118,
W SEER BATA B EMN3 A3 UL PT80S PIPEEKCLBE) -132:PH=PRISS:POKE S427 126,14,126,8
EX azas pava O (NEN D EN LW 3088 DATA 8,24,60,116,136,126,110,8,8,
NC B2ZES DATA R AUBE FRa HJ 9218 RESTORE SI8@:FOR I=8 TO Z88!POKE 124,108,124, 110,118,174,8,0,80, 118,117
Fy szes paTa [ DNIOND ENED | PHAASZASI,8:MENT TiFOR I=8 TO 17:READ SILE, 118,608, 8
EN 8278 DATA r thimes eng AIPOKE PHYLBZA414T+D, 0 MENT 1 RAG 040 DATA ©,179.174.022.122,004,128,8,
Lo 8433 wEW COCRNMICRERAT LT A LE 3215 FOR I=8 TO 258:POKE PH+1Z8841,0:N ®,126,112, 170,170,112, 126,8,8, 126, 112,
HD A58 PONE SI251.1001POKE SIZ49,8:A=UR EXT IiFOR I=8 TO 171READ AiPOKE PH+1Z8 128,128.112,112.9
CLE16, PMEST, PRHLTITHAZT, 20) | FOR B=L TO BHAZTAT, AINENT T W) P8I0 BATA 8.82.115,117.51%,148,62,8,8,
AR INEXT B | WV 2138 RESTORE FJ168:FOR I=8 TO ZSSiPOKE 418,100,176, 406,1108,110,8,0,.126,60,58,
MI BS10 ASUSRILSIE.PMETI, PHEL7IL+123, 260 | PHELTIZHI . BIMENT I:iFOR I=8 TO Z2Z:READ 68,68, 138,08
FOR D=1 TO L@:MENT B A:POKE PH+I, &1 MENT I JF 30Z8 DATA B, 3T1,14,048,1108,106,80,0,8,11
NI BEI8 ASUSRCLEIE, PRHSE, PRELTILLET, 28D KH 9238 RESTORE 33IT8:FOR I=e TO Z55:POKE 8, 174,520,020, 104, 1008,8,8, 107, 110%, 147F,
FOR B=1 TO LBINENT & PHALETE+I, 81 HERT I:FOR I=8 TO LB READ L1F, 126, 126,08
AL BEIS RETURN AIPOKE PHHLSIS+140+T, A1 NENT I FH P840 DATA 8,227, 247,155,135, 237,227, 8,
B BESR PONE 70T, 2417 R FOSITIO A 9248 RESTORE 93II8:FOR IS8 TO BE:READ & | @, 108,123,427,037,449,446,9.0,60,126.1
W YOUR THROM “:IF XNG=8 OR YG=8 THEN A= IPOKE ASIG+I,.8:MEXT I AB, LAB, L26, 68,8
USRELEZS, PRE4D, PRELTIZHYG, 63 Ba IS8 RETURN 0J 9858 DATA ®, 124,118,176, 1%4,10%,11%,8,
PY BEST NASLES:NE=50!YE=74 1 A=UIR (1536, PN, BR T80 DATA 24,88, 136,80,24,0,8,.9,9,.98,12 9,.860,126,118,118,126,63,8,8,124,118,13
FRELTIZHYR, 8) 6,8,0,0,182,102,102,2351 B, 128 L24,118,.8
PL 8618 S=STICK CBD tMESME+ (3=7)+ (3280 ¢ (5=8 TY 9386 DATS 1,8,1,1,2.2,2,2,4,4,4,4,8,8, EM PBE8 DATA 9,82, 117,1%4,62,14,134.8,8,1
I=0S=LA0-C3=L0) = €3=9) I YESYG+ (ST LI} 4+ (9= 8.8,16,16,18,18 Z6,126,60,60,60,60,0,90,110,110,118,126
B34 E3=93 - (35140 - (3280 - (3=18) ¥ 9310 DATA 0,16,16,56,56,18,16,8,0,0,9, SATE,126,.8
L4 8642 IF HG{(48 THEN KG=48 16,8,8,8 LE $878 DATA 8,148,118,110,176,68,24,8,9,
EY 8815 IF S5=7 aND HWG)SS awd (115 aMp ¥ PH 3311 DATA 0,8,24,102,129,102,24,0,0,9, 7, IET.RIS, 28, 247, 227, 0
EX1I5 THENM ME=88 8,024,182, 24,0,0,0,8,0,0,24,0,0,0,0,0,8 HE 3888 DATA ©,118,126,60,68,176,118,8,8,
UF BEIS IF NC}ZGE THEN HC=288 SO0, 8,0, 0,8, 16,168,168, 18 | LAY, AZ7.62, 20,70, ,20,8,8,176,126,70,56,
EC BGIE IF S=11 AND NGIOE AND G115 AND EN 3312 DATE 2,2,2,2,%7,2,4,4,4,4,4,8,8,8, | Lz8,1Ze.@
YE}125 THEN E=115 8,8, 18,086,106, 06,0,0,4,4,4,4,4,4,4,8,8, LLIE L L e TITLE Fan swel
4L BSTE IF VGLF3 THEW FE=TI 8,8,8,8,8,16,18,16,16,16,18 [RE 9908 SETCOLOR ®,0,4:SETCOLOR 1, 48,1%:%
LF BE3IS IF SS13 AND HGHOS GND KG(LLS aND MM 3TLT DATA 18,16,.16,16,16,16,16,16,16,1 ETCOLOR 2,11,9:SETCOLON 3,3, 4:3ETCOLOR
YE} 12§ THEM YC=128 6,15,16,16,16,16,16,16,16,0,8 4,11,9
I 8648 IF YCr148 THEW YE=149 SF 9X14 DATA 128,128,438,120,128,64,64,64 €I F30% POSITION I,%:7 w6 ; IR
YH BG5S BSUIR(LEIE. PN, PMELTILHYG, 00 1 POKE | ,64,32,32,52, 32,32, 32,16, 16,16,8,8,08, % BS 318 POSITION ¥.5:7 B8)"hy"
S1281, NG : | s2e2,4,4,4,4,4,8,8,8,8,8,15,15,18 DO I3LS POSITION 5,1:7 W6;"CATCH Bav"
OI s&&8 IF ITRIGIEI=1 THEM G618 | IH 9348 BaTA 16, ., 8, 0,8, 8,8, L8,8,8 o8 Y328 POSITION 8,14:7 me;" 187"
Gl BETE POME SIZSL, L00:A=USRCLETE, PHE4E, P BB R0, 8, 0,0, 24, 00,580,88,80,24,8,8 JC ¥¥I5 POSETION J,1817 BE "please wait .
| MELTOLAYG, B0 1T YNUIIF MEC108 THEM ap=( ™ aaa™
A89=HE)}/ [148-YE) 1GOTO BETE B% 316 PATA @,9,16,36,04,36,16,8,0,8, 16, BI ¥33I8 RETURM
TE 867 IF HGILO@ THEW AD= (MG-L08) - CL48-¥ 28,42,28,16.8 PO #3993 rEn RGN ESORCT
6116070 BE7E FU 3347 DATA 8,58,56,58, 16,8,9,16,56,11%2, TC LE088 T BG)"NIPOSITION 1,2:17 B&|™ “F
RN BE74 aD=8 96,0,0,18,56,28,12,8.9,%6, 117, 56,16,8 Li%;" ECTHNNIGER::7 o e hamp ;s an
&L BA7S FOR I=148 TO Y6 STEF -1:3%0UND #.I MK 9320 DATA 8.9,48,49,80,80,68,174,56,56 Oh LOSLE MESE=™, ., . iiiienasnatnnntrenssl
~58,18,8 + 56, 56,56, 56,48, 48 ONCRATULBTIONS . . . ...cvvuuercsee, . YOl
IE BESS IF HG=108 THEW A=USRILE5I6,PMTL7Z, RC 3IT8 DATA 104,201,3,208,01,184,133, 225 HAVE . HOM .. THE . HORLD , CHAMP 10N
PRELFILET, 33 1NENT I:GOTO 8718 S04, 133, 224,104,135, 227, 104, 133,226, 1 T LBWEE MESSILEM(MESSI+L)="SHIP......,..
Ob BE38 IF HG(10@ THEW A=USRI1SI6,PH+17Z, 04,133,229 crrassssasa s PRESS.ITART,.TO. TRY . AGAIN
PRELFILSL, 30 1 FONE SEZEL, MLIML=HL=A0 1 ME RS 3348 DATA 104,133,228,16%9,8,433,230,13 RS R R e R e
KT I:1G0TO a7ie B.E31,088, 077, 224,145,226, 24,16%,1, 181 S0 1838 FOR I=1 TO L48:POSITION @,13:7 &
IF 8798 AZUIRCABIE, PWHLTZ,PHELTI1+I, 33 1PD Gii FIE6 DATA T4, AET,224,1069,9,.181,T38,43 GMESS (I, I+193;:IF PEEKCSIZ73)=6 THEN
KE SI2SL,M1iNI=HL+AD: MENT I 1,225,24,069,1,101.726,138,226,18%,8,1 RETURM
BF 8718 30UND 8, 28,0,81A=USROIGTS, PHEL0L, 81,237,133,227,24 IF 10048 SETCOLOR @.8,.I:FOR D=1 TO 4:MEKT
PHELZILAVG, 80 iFOR B=L TO ZOIMENT Dia=u 3G YT68 DATA 169.1,101,230,133,730,16%,8, BIMERT I1GOTO 18838
SNCLEIE, PHEL8Y, PRELTILHYE, 03 [ SOUNE 0,0 481,231,133, 234, 24,166,228, 157, 238, 204 YE 18058 REW X
P, £206, 186
I5 8728 FOR D=1 TO ZO:MERT DiASUSRCLSIS,P MJ 3I78 BATA 229,197,231,288,288,%
HEAR, PHELTIL4YG, 00 1 POKE 787,8:FO0R D=1 on 43y REM ELEETSETEETNELLL ]
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REVIEW

Are 8-bit owners being left out
of the current vogue for desk
top publishing or page layout
programs? John S Davison
takes a look at a new page

layout program that may solve

your problems

&-bit machines is something of a special event these
days, so | was quite excited to receive a review copy of

Page Marshal from Valar Software. Its author, Richard Prangnell,
describes it as a "text-with-graphics page processing {desktop
publishing) system". That's quite a mouthful, but simply calling
it a desktop publishing system would be slightly misleading.

It's designed as a tool to assist in the production of single page
printed documents containing mixed text and graphics. The
term ‘graphics’ here doesn't mean pictures produced with a paint
program, video digitiser, or image scanner, but the sort of
artwork needed to depict such things as flowcharts, graphs,
business forms, organisation charts, statistical charts, printed
circuit board layouts, electronic circuit schematics, and even
musical scores. Specialised uses perhaps, but the basic software is
flexible enough to be usable in more general circumstances.

The package consists of a 5.25° disk and an 18 page dot-matrix
printed instruction manual. Side 1 of the disk contains the
program code, while Side 2 holds the fonts and macro libraries.
The programs were written in Turbo Basic and 6502 Assembler,
but you don't need Turbo Basic to run them, as there's an
appropriate run-time environment provided.

Two different versions of the main Page Marshal program are

[ ; ~ T w1 - -‘Lﬂl
=1 > A e - e LAt
J‘f‘:a %’FELFJ' e e 0'—"'“ i t"“_

.'_l
' & =
I 18 T b
oo by, (104 T
e c4 g2 -1
Page Marshal contains special characler sets for various specialist

applications such as music and electronics

T'he arrival of a new application software product for the

o A

PAGE MARSHAL is available only from Valar Software,
115, Vale Road, Portslade, Sussex BN41 1GE. Price is
around £30 but check current advertisements.
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PAGE MARSHAL

supplied, one for BOOXL/65XE machines and the other for
the 130XE. The 130XE's extra memory is used asa RAM-
disk to hold fonts, making it run quicker when printing
multi-font documents. There's also a utility program sup-
plied, allowing manipulation of Page Marshal files in
various ways, and for such specialised tasks as autonum-
bering components on electronic circuit diagrams, and
selective editing of printed circuit board designs.
Obviously, you can't use Page Marshal unless you have
all the right hardware. You need an 8-bit Atari with at
least 64K memory, a disk drive, an Epson compatible
printer driven via an Atari 850 interface (or equivalent),
and a joystick.

DANGER - CRAZY PRINTER!

The review got off to a dismal start. The program booted okay,
but then 1 couldn't get the page editor to put anything on the
screen. The program locked up several times, and after several
re-boots 1 gave up trying to create my own document and loaded
one of the sample documents provided instead. But then nothing
would induce it to print out correctly - it just drove my printer
crazy!

Just before disappearing under a deluge of paper uncontrollably
cascading out of the printer, | received a flash of inspiration
bright enough to frighten the cat! 1 flipped a DIP switch on my
Star SG10 printer to put it into IBM mode. Result - perfect
printout! | then discovered that the editing screen worked too. It
seemns you need to load a font before anything shows up on the
editing screen - the program DOESN'T use the standard character
set as a default. A font had been automatically loaded as part
of the document load procedure, and from that point everything
worked fine.

The point is that the manual says nothing about loading a font
before editing and is totally inscrutable on the subject of printer
DIP switch settings! Its basic content is fine, but its style is more
that of a reference manual than a proper user guide. It really
needs a ‘Getting Started’ section, 10 step USeTs through the stages
of producing their first document.

Page Marshal is based on a system of character elements (called
micros), rather like the redefined character sels you find in most
game programs, The characters are shaped so they can be placed
together in blocks (known as macros) to make up the shape you
want. The program is supplied with over 30 different pre-defined
character sets (fonts), each containing 128 characters. These are
provided in the usual ¥ sector format, as produced by font editors
such as Superfont and Fontedit. Valar say they'll be producing
their own font editor for use with Page Marshal soon.

Many of these fonts offer the same character arrangement found
on your Atari's keyboard, but in different character styles. For
instance, there's one which looks like handwritten script, and
another which has characters in outline form. Others are for
special purposes, having non-standard character layouts which
can be used specifically to create larger graphical macros. For
example, there are fonts for building flowcharting, electronic
component, and musical notation symbols.

Each micro is designed as an 8 x 8 bit cell, so prints out at about




the same size as a normal printed character, and this is the
program’s main restriction. Most desktop publishing programs
give you a choice of font sizes within each font style, enabling
you to print big bold headlines across the top of your page, for
example. Page Marshal doesn't, although there is a font pro-
vided from which you can construct larger size characters.
However, the quality of the final result isn't as good as the
smaller fonts.

BUILDING A PAGE

You build your page in an 80 x 80 character area using the
program’s edit facility. The whole page can't be viewed onscreen
at once, but using a joystick it can be smoothly scrolled through
a 40 x 20 screen window, allowing any section to be worked on.
The joystick also controls a cursor which delineates an Bx8

pixel areq, indicating where the next character will be posi-
tioned. With the program in ‘micro mode’ a character is placed
on the page by selecting it from the keyboard and pressing the
joystick’s fire button. Moving the joystick with the button held
down results in a trail of characters being drawn. Once on the
page a character can be reselected later by ‘grabbing’ it with the
cursor instead of rekeying it from the keyboard,

Unlike the traditional paint program,

character typed in the normal way. You can use multiple fonts
within a page, changing fonts on every line if you wish. You're
also supposed to be able to import text directly from an ATASCII
file, although I couldn’t make this work with print files produced
by Atariwriter Plus.

Page Marshal always drives the printer in graphics mode, even
when it’s printing a page containing only text. This is how it
manages to print out those fancy font styles, and is a little like
GDOS on the ST in this respect. The only snag is that you must
use an Epson compatible printer, as there are no alternative
printer drivers supplied. Once the DIP switches were set correctly,
my Star 5G10 (Epson compatible) printer worked perfectly, pro-
ducing really high quality results.

Only one page design can be printed in a printing run, so you
can’t link together multiple pages to print a multi-page docu-
ment without user intervention. However, you can produce from
1 to 2000 copies of a given page and there's a feature allowing
you to skip over a specified number of pages after printing each
one to help cope with multi-page sets.

IN PRODUCTIVE USE

After that shaky start I found Page Marshal surprisingly
pleasant and easy to use. It's driven

you build your page layout onscreen
in character mode rather than
graphics mode. This means that sim-
ple operations like drawing straight
lines can't be done by ‘rubber-band-
ing’ as used in programs like Atari
Artist, but have to be built in sections
from characters with the right shape.
To make this easier Page Marshal has
a special line drawing mode. This

via a menu to select major functions
such as document, font, and text
load; document save and print; disk
directory print; printer setup; screen
colours setup; and entry to the utili-
ties program. Once within a function
you find prompts, a further menu, or
have to toggle between modes using
OPTION/SELECT/START/HELP keys.
It's not an intuitive user interface, but

allows vertical and horizontal lines to
be drawn by moving the joystick in
the appropriate direction while hold-
ing down the fire button. When you
change direction not only does the

it's soon learned.

You do need to know the keyboard
layout for whatever font you're using.
Although it took a long time I printed

character shape automatically

out the supplied 'key finder' test docu-
ment for every font on the disk, This

change from vertical to horizontal

L n WL B

not only shows every character in a

line (or vice-versa), but the correct

font, but also where to find them on

corner characters get inserted too!

the keyboard. These charts are invalu-

This is great for drawing form layouts,

able when building your own macros.

but I found it worked too quickly,

The printed results are impressive,

making accurate positioning of cor-
ners difficult.

- and with care you can produce out-

put pages which are very clear, clean,

Each page has a 48 x 80 character

and professional looking. The more |

library area associated with it, and

use the program the more uses [ can

this is usually saved along with the comars
page on disk. You can use this area
@s a scratchpad for building macros,

find for it, so over time it could be-
come one of those indispensable prog-
rams like Broderbund's classic Print

which may be up to 32 x 16 charac-

ters in size. Once created, the prog-
ram can be put into ‘macro mode’
allowing a macro to be picked up and positioned anywhere on
your page. Using the utility program, the library area can be
saved to disk without its associated page, from where it may be
loaded into any other page’s library area.

Building macros from the special fonts is a bit like doing a
jigsaw puzzle, and could become a mite tedious. Fortunately
some of the work has been done for you as the package also
contains several libraries holding sets of pre-defined macros. For
example, there are libraries containing ready-built musical nota-
tion and electronic component symbol macros. You can incorpo-
rate these into your page design as they stand, or medify them
for your own purposes.

Text may be quickly placed on the page by using the program's
‘typer’ mode. This allows you to type directly onto the screen
from the keyboard, the cursor advancing one position for each

The sort of layouts you can expect from Page Marshal

Shop package.

As with most programs of this type
you can always think of additional
features you wish the author had included. My personal wish-list
would add good quality larger font sizes, a built-in font editor,
the ability to import picture graphics from elsewhere, better
multi-page document handling, and access to DOS facilities. I'm
sure I'll discover others too, but don't let this obscure the fact that
Page Marshal is already a very useful package. It's rather over-
priced in its current state, but it does expand the scope of your
8-bit machine considerably and can be recommended to anyone
needing its specialist printing capabilities. .

Next issue we will take a look at NEWSTATION a ‘desk top publishing’
program that has been out for a while in the States, where it is widely
supported, and which is finally being imported for 8 bit users in this
country by Callisto Computers
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PROGRAMMING

MACHINE CODE
LIBRARY

by Stephen Williamson

Part three introduces Player Missile

Graphics with routines that you can

use in your own Basic programs

he Player Missile system is used to
I plot and move sprites, but Atari

BASIC has no commands that sup-
port player missile graphics. The machine
code library routines this issue are desig-
ned to set up and control player missiles
from a machine code program and also
from within a BASIC program. Even if you
do not have a working knowledge of the
player missile system you should be able
to use the routines in your own prograrms
without much difficulty. All the machine
code source code listings work with stan-
dard Atari assemblers such as MAC 65 or
the Atarl Assembler Editor cartridge. i
A player is a grid or stripe on which pixels
can be plotted. In the case of single resolu-
tion mode the stripe is 8 pixels wide by
256 pixels long and takes up 256 bytes of
RAM. There is a double resolution mode
(128 x 8) which takes up less memory but
the pixels are much chunkier making it
impossible to achieve fine graphic detail.
Because of this, double resolution mode is
seldom used by most applications. The
player missile routines in this article are
for single resolution players only.
There are 4 players, conventionally num-

OPTION VALUE
No screen 0
Narrow screen 1
Standard screen 2
Wide screen 3
Enable missile DMA 4
Enable player DMA 8
One line resolution 12
Enable ANTIC DMA 32
Figure 1
SDMCTL VALUES STORED AT 559

30 New Atari User - Issue 39

bered 0 to 3. Pixels can be plotted at any
vertical position within the player stripe
and the stripes can be positioned at any
horizontal co-ordinate on the screen. A
special chip in the Atari known as ANTIC
takes care of displaying the player missile
shape on the screen and restoring any
background area over which the player or
missile passes.

Missiles are similar to players except that
they are only 2 pixels wide. Obviously this
restricts their shape so that the most com-
mon use is for bullets or missiles in shoot-
ing games (hence their name). Like play-
ers, there are 4 missiles. It is possible to
combine the missiles to make a 5th player.
To keep things simple | have restricted the
player missile routines to players only, but
they can be easily adapted by machine

The high byte of PMBASE is stored at
location 54279 to tell ANTIC where the
player missile stripes are (see lines
190-200). Address 559 (known as SDMCTL)
switches on DMA (Direct Memory Access)
which enables ANTIC to control the play-
er/missile system as well as setting the size
of the screen. Figure 1 is a list of the
options available. Pick the combination of
options that you want, add up the values
and store at address 559. The routine
stores a value of 62 in address 559 (stan-
dard screen, enable missiles, enable play-
ers, single line resolution and enable
DMA). Although the routine does not use
missiles it does no harm to enable them.
Priority selection controls which graphics
appear ‘in front’ of others. The possible
choices are listed in Figure 2. The priority

‘Atari BASIC has no commands

that support player missile graphics’

code programmers to include missiles.
INITIALISING THE SYSTEM

Listing 1 is the source code for a machine
code routine to initialise the player missile
system. The first thing that must be done
when setting up the player missile routine
is to reserve an area of memory 2K long
that will contain the player missile stripes.
The start of this area is known as PMBASE
and, due to limitations of the Atari hard-
ware, must be on a 2K boundary i.e. any
RAM address that can be divided by the
number 2048, [ usually make PMBASE
36864, at the top end of RAM and below
the area that I use for the screen memory,
but you can allocate another area by
changing the value in line 100.

is set to 1 (see line 1650) which, according
to the table means that players 0 to 3 will
appear in front of colours 0 to 3 and the
background. Most games use a 4 or 5
colour graphics mode as this makes the
use of priorities and collision detection
easier to manage. The priority value is
stored at address 623 (see lines 310,370).
This takes the value from the register
labelled PRIORITY. To change the priority
alter the PRIORITY register at line 1650.
By storing zero in address 53278 the colli-
sion detection system used by player mis-
sile graphics is cleared (lines 330-340).
Although the routine does not access colli-
sion detection, it is good practice to clear
the registers when initialising the player
missile system.

Lines 390 to 480 fill the player missile

|
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stripes with zeros to clear out any garbage
that may have collected there. Though the

player missile RAM area is 2K long the
first 768 bytes are not actually needed for
the player missile stripes. The value 3 is
added to the value of the hi-byte of
PMBASE at line 220. This means that,
when using the indexed instruction (line
790), the program only clears from
PMBASE+768 (or 3 pages above PMBASE),
leaving the first 768 bytes free for other
use. The missile stripe is then found at
PMBASE+768, Player O at PMBASE+1024,
Player 1 at PMBASE+1280, Player 2 at
PMBASE+1536 and Player3 at

Listing 1 - Source code for a machine code routine to initialise
the player missile system - other listings overleaf

OPTION

PLAYER 0-3, COLOURS 0-3, BACKGROUND
PLAYER 0-1, COLOURS 0-3, PLAYERS 2-3

18 MACHINE CODE LIBR&RY BEI8 JER LODAD 1258 BHE L&

28 by Steve MWilliamson LT Lba =3 1288 RTS

I2 [ for PAGE & 131 aTa SITFY 120 j==ce-———cmmemmmmmeea oo

a9 ; BELS RTS 1280 ;Morizental co-ordiantes

58 HI.1 SET UP PLAYER MISSILE SYSTEM BIPE jmmm e e m———————— BETH ] e i ot o e e o L

ta | 8888 ;Load shape data & set 1I88 HPE .HYTE 1@0

L G638 ;horizontal pesitions 1310 HPL .BYTE 1898 |
L1 ] wZ IEe08 L L e 13Z8% WPE .BYTE 1ze@

* {OPT OBJ 8718 LOAE LD& HPS Player @ 1338 WPI .BYTE 1Z9

BARS PHEASE = JSS64 erze 5Ta HPOIFE L

GLLI® HPOSPE = SIZ48 B7ER LDA 285 L3188 jWertical co-ordinates

#1788 WPOSPL = SIZ4Y a7an AT TE4 AR jrmmmmmmcss s m -

8138 WPOIPZ = SlZsE LEE T INC TB4 i3I8 VPR .BYTE 183

Bide WPOIPI = S325) LR LBY vPa 1388 WPL .BYTE 189

@ise arre LEH Ha 139 VPZ .BYTE 1Zi

LER - ———— 788 LI LDA YHAPE®, N 14890 YPI .BYTE 128

9178 ;Initialise registers azen STaé (ZBID,¥ ET T T ——

BB j-—mrmcsc e paae MM 1428 ;Shape lengths

ai1ys LOA BPHBASESZ5S6 BBie Ny A4IB jm====mcmcmm—-

ezaa 3Ta S427y aaze CPH LEWS 1448 LEM® .BYTE 13

210 cie aszs BME LY 1458 LEMY .BYTE 17

Bize ADC B3 Bh4an L4680 LENE .B¥TE 13

azIn 5Ta 2éa e8s@ LBé HPL Flayeri 1470 LEMI .BYTE 16

LELL) 3T 285 BEGA 3Té HPOSPL LABP jo=eeim e ————

8I5a LEa ue aara ING Zo4 14%8 jColour values

LEL L) 5Ta zez BBER Loa ma JURRNRN 0 i i

BZ78 ;SeT SOMCTL for normal Playfiela aBsE 5Tl T3 i5i@ COL® .BYTE 52

8288 ;and single resclution players avew LBY UPi 1528 COLL .BYTE i4

ezy8 LDa mEZ a%ia LBH m8 1538 COLZ .BYTE 88

azae 5Ta 553 @328 L4 LDA SHAPEL, N 1548 COLI .BYTE i@

LERY ] Lia PRIORITY 3#t priority TR ST& (ZFOI) .Y LB j===csce——ne=

8329 iTa SBT3 aras Inx L5868 [Plaver ODN/OFF FLAGS

aize Lba e Clear collision #9588 IHY LR J-—mremssseme—-—

LR ] 5Ta 53278 registers AYER CPM LEN1 LE0@ FLaGE .BDYTE 1

BIER e e e e BNE L4 16599 FLAGL .BYTE 1

W36 [Clear player missile stripes esee ; 1888 FLAGE .BY¥TE @

BITR :of garbage 32T Lba HPZ Plavers 1618 FLAGI .BYTE @

LELL A i e 1888 STh HPOSPZ R | e e

arye Lba ma iaie INC Zod4 ALB3I@ ;Player priority

adae LON me Leze Loa me LB4E |=mmmccmcee————a

8418 LI LEBY @e 1838 5Té 283 L8890 PRIDRITY .BYTE 1

B428 Lia 5TA czeF»,¥ L84 LEN e 168868 j-——====cea

Lat L] Iny 1858 LEBY UPZ (0 T RS

LT BME Lia 18E8 LS LDAa SHAPEZ,. M L6D8 [ SHAPE DATA

LT INC T84 1a7e 3TA CEOE) .Y 1838

LT INK Leaa IHX 1780 W= PHBASE

#a7e CPR &5 1899 MY L718 SHAPES .BYTE @,48,100,88,.0.0.90.0.0.0
B4ER BME L1 1188 CPM LEWZ 56,124,908

bt B e e ii1e BNE LS 1728 = PHBGSE+LPE

8568 ;Set colours 1a28 § 1738 SHAPEL .BYTE 8,56,124,254,214, 146,18
i et 1130 LD& HPE Players &

a5 LBa cOLe 1148 iTa HPOSPI L7an «B¥TE 238,238,238, 294,174, 124,12
5le iTa 7e4 1158 ING 284 4,56,568,8

LLEL] Lba coLi i1ise Lba a8 1758 w=  PMBASE+IB0

assa iTa 7es ii7a 5T& Z0% 1760 SHAPEZ .BYTE 8,36.126,.18,88,126,118,
LEL Lba coLz 1168 LB me L18,410,020,126,60,0

8570 iTa 7EE6 1i%8 LBY YPZ 1778 H=  PHBASESSTE

asae Lb& COLX 1209 L6 LD& SHAPEI, N A788 SHAPEZ .BYTE #,Z55,21%,129,179,129.1
bt 3Ta a7 izie STE L2033,V 23

L LR . izze IMX 1798 ~BYTE 129,129, 029,129,129,12%.19%
BELB Switch on PHM syustem 1238 Tmy 5,265,8

s e e el 1z4m CPH LENI [ ]

PMBASE+1792,

Lines 1300 to 1790 assign various addres-
565 as registers that store the parameters
which the program needs to set up and
control the player missile system. The list-
ing details how these registers are used. For
example lines 1510 to 1540 are labelled
COLO, COL1 etc. and hold the colour
values of each of the players and HPO to
HP3 are the horizontal co-ordinates of the
player missile stripes.

1
2
COLOURS 0-3, PLAYERS 0-3, BACKGROUND 4
COLOURS 0-1, PLAYERS 0-3, COLOURS 2-3, BACKGROUND 8
4 MISSILES COMBINED AS FIFTH PLAYER 16
OVERLAPS OF PLAYERS MAKE 3RD COLOUR 32

Figure 2 - PRIORITY VALUES STORED AT 623

continued overleal
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LA e e e e e
1818 ;HACHINE CODE LIBROGRY
1828 by Steve HWillia&amson
1838 ;FOR PAGE &
1648 I

i858 H1.2 - MOVE PLAYERS
1868

1878 LGRT OBJ
1888 #z IBZIL
ie%e STICK® = &2
1988 SETPM = I6888
1318 PHLOAD = SETPHE7E
1928

1930 MOVE LD& STICK®
1948 cHP BLS
1958 BE® EMITL
1968 J5R CHECKSTICK
1978 EXNITL RT3

1988 CHECKSTICK

1996 UP CHP Hi4
zaan BME DOMN
2oLl LB& FLAGE
zaz0 cHE Bl

038 | BME b1

FITT BEC VPR
2858 UL  LDA FLAGL
ZRE8 CHP L

878 BME UZT
za8e BEC VFL
2898 U2 LDA FLAGZ
2188 cHP L
118 BHE U3
2128 BEC UPZ
Z13I8 UF LDA FLAGE
2148 CMP Bl
zi5@ BME U4

zi68 DEC WPI
2178 U4 JSR DELAY
zi88@ JSR LOAD
z190 RTS

2708 DOWN CHP B13
zZ1@ BNE LEFT
2228 LbA FLAGH
2238 cHP Bi

FFET BME DL
2258 INC UPB
z768 DL LBA FLAGL
ZETR [ T

2280 BME DB
2298 IMC UPL
2308 BT LDA FLAGE
2318 cHP BL
T30 BME D3
FII8 INC VP2
2348 DI LDA FLAGS
2358 cHe |1

2368 BHE B4
2370 INC WPE
2388 P4 JSE DELAY
2IT0 JSR LODAD
z488 BTS

2418 LEFT CHP mi1
zaz@ BME RIGHT
Ta38 LD FLAGE
FFrTY CHP B
Z458 BNE LFL
Z460 DEC HPB
2478 LFL LDA FLAGL
ZABE CHP BL
2498 BNE LFZ

500 DEC HPL
2518 LFE LDA FLAGZ
2828 CHP BL
2530 BNE LF3
2E4B BEC HPZ
2558 LF3I LDA FLAGI
1568 CHP B1
578 BME LF4
Fa-d ] DEC HPI
2598 LF4 J5R DELAY
Ze88 J5R LODAD
1618 RTS

6B RIGHT CHP BT
638 BNE PIAGL
TH40 LA FLaGE
2658 CHP Bi
2669 BME R1
26780 INC HP@
a8 R1I CHP B1
TETR BME REZ
z788 INC HPL
Z718 RZ LDA FLAGE
zTIe CHP Bl
2738 BNE BRI
2749 ING HPZ
2788 RI LDa FLAEZ
zTe8 CHP BL
zrre BME R4
2788 INC WP
2798 R4 ISR DELAY
Za00 J5R LOaR
Zaie RTS

zoze DIAGL CMP ni@
838 BHE DIAGE
z840 LpA FLAGE
T058 CHF HL
2868 BNE D1.1
iaTe BEC HP8
2888 BEC VPE
ze?e Dl.1 LDA FLAGL
a0 CHFP BL
2918 BME D1.2
2920 BEC HPL
2938 BEC WP1
2%48 DL.Z LDA FLAGZ
2958 cHe B
2968 ONE BL.3
978 DEC HPZ
988 DEC VPL
998 PL.3 LDA FLAGE
IRBE (= O
Jeiw BNE DL.4
Iaie BEC HPI
3818 BEC VPI
@48 DL.4 JSR-DELAY
Iese J58 LOAR
Jenn BTG

I87H DIAGEZ CHP HE
1088 BHE DIAGE
Jare Lea FLAGE
Iiaa (=
3118 BNE BE. 1
ILZ8 INC HPB
ILER BEC VPE
Ji48 p2.1 LDOA FLAGL
3158 cHe Bl
1168 BME DZ.1%
ILFe DEC WPL
Iim8 INC HPL
A9 BZ.Z LDPA FLAGZ

ITee CHP HL
Ftie BNE DZ.3
I8 DEC WPZ
I2I8 INC HPZ
248 DZ.3 LDA FLAGE
258 cHF Bl
68 BNE BZ.4
IzTe BEC WPl
289 INC HPI
I298 DZ.4 SR DELAY
1388 JER LDAD
IILE RTS
3328 DIAGE CHPF OS5
11318 BNt DIAGH
T LA FL&GE
ITGE cHP BiL
ITISE BME DI.1
ITTE INC WPE
3388 INC HP®
33%8 DE.1 LbA FLAGL
I4@a CcHF BL
3418 BME D3.2
I4Z@ INT WPL
I4T0 INC HPL
Z440 DI.Z LDA FLAGT
458 cHF Bl
468 BNE P3.3
TaTe INC vPZ
48R INE HPEZ
I4%8 B3.3 LDa FLAGE
IS8 cHP Bm1
ISLE BME DI.4
ISza INC VPX
ISI8 INC HPI
I548 P3.4 JIR DELAY
ISEE JSR LOAD
1568 RTS
1578 DIAG4 CHMP BT
ELT1 ] BNE ENITZ
Isra LA FLAGE
1688 CHP BL
FE1@ BNE D4.1
Isz8 PEC HPE
ELE L] INC VP8
IG48 D4.1 LDa FLAGL
I6S8 CHPF HBL
LT ] BNE D4d.2
I67E BEC HPL
{10 ] INC WPL
I8%8 D4.Z LDA FLAGZ
788 CHF HL
718 BME B4.3
ITIE DEC HPZ
X718 INC VP2
I748 D4 .3 LDA FLAGE
3758 cHr Bl
I768 BME D4 .4
Irre PEC HFI
ITae INC VP3
798 Dd.4 JSR DELAY
1888 J5R LDAD
I818 ENITI RTS
I8ZA DELAY LBY H188
3838 L7 LPM HIE
3848 Le DENM
3058 BNE LB
IaGe BEY
IaTE BHE L7
Jene RTS

L ]

Addresses 704 to 707 set the colour of
each player. Lines 520 to 590 store the
colour values in these locations.

Lines 710 to 1260 take care of loading the
shape data for each of the players into the
player missile stripes. The program uses
the 768 byte area at the bottom of the
reserved player missile RAM to hold the
shape data (see lines 1710 to 1780).
Although any free area of RAM could be
used to store this information, these 768
bytes are a convenient storage place as
they can hold up to 190 bytes of data for
each player.

DESIGNING PLAYERS

In order to design a player shape you can
use graph or squared paper. Take an area
8 squares wide and colour in squares cor-
responding to the shape you need. For
each horizontal line assign a value of 128
for the first square, 64 the second, 32 the
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third, 16 the fourth, 8 the fifth, 4 the sixth,
2 the seventh and 1 the eighth. Add up the
values of squares that are filled in and the
resultant number can be used by the play-
er missile system to reproduce that design.
That was the difficult method. An easier
way is to use a player missile designer
program. A good program to do this can
be found on Disk #35 of the PAGE 6 public
domain library (and its inexpensive). This
provides a set of designing tools and will
calculate the data for you. For really pro-
fessional animation there is the expensive
method - buy an ST and Advanced OCP
Art Studio! This program has a mode that
emulates the pixel size of Atari 8-bit player
missile graphics and provides sophisticated
tools to create complex animation sequ-
ences. The dice animation sequence in my
program Las Vegas Casino (Zeppelin

Games), was designed and tested with the
Art Studio using 39 frames of player mis-
sile animation. The data was then conver-
ted from 16-bit format to 8-bit format via
a program that I wrote in 5T BASIC.

Lines 1710 to 1790 contain sample shapes
and can be altered to your own designs. If
you want shapes to move around the
screen then make sure to begin each set of
data with zero and end with zero otherwise
a trail of pixels will appear on the screen
during animation routines.

The shape data is loaded from the vertical
position in the player stripes according to
the values set by the registers VPO to VP3.
The horizontal positions are set by the
registers HPO to HP3. These horizontal co-
ordinates are stored at addresses 53248 to
53251 which ANTIC uses to control the
horizontal positions of the player stripes.




The registers LENO to LEN2 hold the
length of the shape data. They should be
equal to the number of bytes used for each
shape. Finally, 3 is stored at location
53277 to switch on the PM systern (lines
750-760).

T'o customise the routine for your own use
all you need to do is change the values of
the registers in lines 1300 to 1650. If you
do not want to use a particular player
then set the horizontal and vertical regis-
ters (HP* and VP) to zero and the length
(LEN) to 1 (not zero).

MOVING YOUR PLAYERS

The second routine (Listing 2) moves
selected players around the screen with a
joystick.

The routine starts at line 1800 as it needs
to be merged with the first program to
operate correctly. The ON/OFF registers
(see lines 1580 to 1610) decide which play-
ers are alfected by the joystick. A value of
1 means that any joystick movement will
affect the corresponding player, and a
value of 0 means that the player is un-
affected. The current position of a joystick
plugged into port 1 is found at address 632
(633 for port 2). Figure 3 shows the values
for each of the 8 directions.

Lines 1930 to 1960 check to see if the
joystick is at the rest position (a value of

15). If s0, then the program does not need
to check any further and exits the routine
(EXIT1). The program then reads the joys-
tick direction and, after checking the sta-
tus of the player ON/OFF flags, alters the
horizontal and vertical registers (HP and

VP) accordingly. A delay loop is needed

{lines 3820 to 388), otherwise the player

will move too fast. The load section of

listing 1 is used to replot the player at the
new position,

In order to test the routines, assemble
them to memory, then write a short
routine -

JSR SETFM
LOOF JSH MOVE
JMP LOOP

If using the Atari Assembler Cartridge or
MAC 65 you can use the debugging mode
o run the routine,

In most applications before the program
goes back to the move routine, other
routines are accessed to check collision de-
tection, limit the area in which the players
tan move, increment scores etc.

The routine as it stands plots 4 players on
the screen, Players 0 and 1 flags are set so
that these two players move. Flayer 0 is
shaped like a face and player 1 is the eyes
and mouth,

The routine is designed to be flexible and
will suit a lot of applications as it stands -
whilst also being easy to adapt to more
sophisticated animation. Try changing
some of the registers and parameters to see
how they affect the program.
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L TRUE P -0 00 - .
2 HEM ™ MACHIMNE CODE LIBRARY I L
3 REM ™ FLAYER MISSILE SY3TEM L]
4 REWN = Listing 3 -
B REM ® by 3tephen Hilliamson -
& REM B --ome e L]
7 REH % MWEW ATARI USER - AUGUST 8%
B OHER - - - -
58 GRAPHICS @:SETCOLOR Z,4,8

B8 GOTUD Iees8

78 REM LOAD SHAPE DaATH

BY REITORE %@:FDR I=@ TO 17:READ a:Pox
E SHAPEG+I,aiWEMT I

I8 DATA 0,49,.100,68,8,0,0,0,0,0,56,174
« 0

188 REITORE 118:FO0R I=@ TO 16:READ LM
OKE SHAPEL+I.A:MEMT I

110 DaTa |.ll,1!4.:54,21‘.14l.1l¢,lll,
ZI0, 238,854, 1074,174,174,56, 56,8

L8 RESTORE 13I8:FOR I=0 TO 1ZIREAD 4P

OKE SHAPEZ+I,.a:NEXT I

LI8 pATa ..II.1!‘.1',‘!.12I,11l,11l,11
8,126, 126, 68,8

148 RESTORE 1S0:FOR I=@ TO 1S5:READ arpe

OKE SHAPEI+I,&:MEXT I

158 paTa i.z!ﬁ.!l’.ii!.ili,lr!,I:!,Lt#
P1EW, 1T, 089, 189,129,195, 265,98

168 REM SET PARAMETERS
178 POKE VP®,114:POKE
188 FOKE HPE, 180:POKE
178 POKE VPE, 1281 POKE
108 POME HPZ,128:PONE
Z1® POKE LEWS, 137 PONE
IZ@ POKE LEMZ,1X:POKE
I8 POKE COL®,SZ:POXKE
48 POKE COLZ,88:POKE

258 POKE FLAGE,L!POKE FLAGL, 1

268 POKE FLAGZ,0:POKE FLAGT &

27@ POKE PRIODRITY,1:POKE FEMCTL 62

88 POKE DELAY, 18

298 REM CaLL SET PHSYSTEMW ROWTIME

188 A=USROISI9T)

ILe REM CALL MOVE PLAYERS ROUTINE

128 A-USREFGEIZA)

I¥8 GOTO 3ze

23990 REM SET UP PHIYSTEMW

23977 REM & MOVE PLAYERS MC ROUTIMNES

Ise88 RESTORE Ieila

18818 FOR I=IS53%% TO I66%9:READ llrﬂll
I.A

Iaeza

Rl LR

Tadam

b1

I0858 SHAPEI=PMBASE+S7a

ITaaca HPR=JOZ00 |HPL=I6201 :HPZ=I6202 : HP

I=I6ral

iea7e VPB-I6TE4 I VPL=TEZ0S I VPZI=T6 206 | UP

I=IETINT

Iakan LEII:lltll:Llll:xill!fL!Il=]ltli
ILENMF=I6ZAL

Inava ﬂﬁtl:ll21!1nﬂLl:llztxltﬂL2=l¢zld
ICOLE=Z6Z15

Jaiea rLﬁﬁt:llZlilFLIEIEIiZLT:ftIEI=]i

218:FLAGI=36219

IeLie PRIORITY=-I6Z20:DELAY=3IB697 i SDMET

L=IE8L7

INLZI® RETURMN

ISLIG PaTa 104,169,144, 0410,7,212,24,18

i.I.1::,:14.11:.:li,il!.l,ll:.:iz,ll!.

G, 140,47

JaL4® paTa Z.AFI, 024, 041,1041,111,2,16%
-'-l‘l-llaillqlli,l,lllrl,iil,l,ill.zl

I

Iaise parte ZII,tli,tEI.lll,Iil.!Jl.t!l

,I;!".!41;I?I,11‘.111.1!1.1’1.!.1?],1

17, idi, 43

Ieiee paATo 193, 2, 073,148,141, 141,1%4, 7
.l?l,111.141.111.115.2.12.14!.lll,li?.

E,141

2178 DATa Ii,!iu,!i.l?l.1I4,141.l¥l,i

,!ll-lli.tl!,lll.!li.!li.!l‘.i?t,1Il,1

al.i6Z.8

IeLed pata lli,l.ll4.1|i.lll.!i!.1.‘.I

IE.II!.Lil,!ll.:i4.1?:.1ll.141,141.1.2

88,238, 204

VPL,111
HPL, 188
VPI, 127
HPE, 128
LENL, 17
LEMI, 16
COoLLl, 14
COLI. 1@

MEXKT I
FHBASE-JGOEA: SHAPER=PHBASE
SHAPEL=PHBASE+L1%9 ! SHAPEZ=PHBASE+

aE

PrT

BN
uJ
T”
Je
Ve
i
JH
LK
sL
e
HD
™
su
FT
't
R
RZ
PO
an
CS
ZH
zH
I

18198 paTa 169,8,133, 203,177,109, 141,1
lz.n.1!!.1!1.144,145.:1:.13:.:||.zui.l
13,141,788

IBzeE pata T4 173,406,141, 041,32, 208,32
Jl-i'l-tﬁﬂ:ir11!.2‘1;15!;!.1?1.ll-plll
PA8Y, 174

IBZi8 Darta 145,145,203, 232,700,236, 114
+141, 300, 244, 173,107, 141, 141, 3, 788,238
204, 16T, 8

JOZ28 DATA LI3.T01,06F.0,077,1014, 144,1
B, 58, 148,145, 203, 237, 200, 236, 149, 141,
20, 244, 96

J0Z3I0 BoTa 189,108,128, 120, 183, 188,171
JAZO, LF A7, 15,206,52,14,88,140,1,1,8,8
IOZ40 pavta 1,322,160, 140,104,173,178,2,
lll.ii.iil.l.:z.lil.ldl,ﬁl,!-;.L;,zll.
L ra

INise pavTa 173,128, 141,281 ,1,208, 3, 786
.ll!.141.1?1.1!1.1‘1;:.1,1.!'..3,2.‘.1
By, 141

I0T60 DATA 17T, 437,141,701,1,768,3, 206
-lli.l‘l;l?l.l!l.ldl.!il.:.t‘l,l.:iﬁ.t
11,3141

I8ZTH DATA I2,00,143,37,743,1408,%, 281
.ll.!.!.l?.l?l,ll..lll.:.l.l.!.l,!.?:.
« LBE

i8zee paTa 140,172,124, 041,784 ,1,2688,3
2230, 109, 140,173, 022,141,201 ,1,208,3,2
38,118

INT¥e paTa 141,17F,42%,145,201,1,208,3
.le.411.141,Iz.ll.14:;12.141.14'.!!.2
LR N

I8I88 DATA ZO8,47,171,178,141,201,1,%28
i.l,!i!-lld,lilal?!.liiJl4l.!l1.l.lll.
I,.ze6

I0ILE DATA 108.141,173,12F, 140,%01,1,32
I!,I,zli,lll,ldi.l?l.lll.lllatll.l,I‘i
« 3. 286

Jaxze paTa 187,141 ,32,80, 143,32, 243, 14
|.!l.tll.T.tiialifllt.lil.141.!'1.1.!‘
8.1

J8ZI0 PATA ZI6,084,141,201,1,2080,3,238
s ARG, 080073, 127, 041,201,1, 308,35, 738, 1
B8, 141

IBT40 pATE A73, 123,041 ,.201,1,7868,3,238
JLI?.IIL.Zl.ll.lll.l;.!l!.&il.!‘.l!l,l
B, 208

IBISe patTa Ii.t?l,l!i.l4l;lll.l,l.¢.l.
lll,lll.ldl.:il,lll.lql.i?l.lll.ill,li
1;1,288

IBI68 DaTa G.206, 106,141,206, 109, 141, 1
?I.L!t,lll.!l;.l.lll,l.zll,lil.lil.!il
SA1B, 041

TeI7a paTae ATE, 123, 444,201,1,2008,6, 208
:ll?,lll.tll,lll,lll.t!.ll,l::.:z.lll.
148, 96

I8I88 DaTa Z01.8,7208,.59, 173,120,141, 78
1.1.!it.l,lll.llq.lil,tn;.;ii.ta;.l?:,
131,141

T8I% DATA 201,.1,.208.6, 206,189, 141,218
sA05, 141,173, 087, 144,201,1, 768,56, 206, 1
18,141

18409 DATA 2X8,006, 141,173,127, 141,281
#A,TO8,6,206,111,141, 238,187, 041,32, 81
+14F,312

Ip4i8 paTa ZAZ,1498,.96,201,5, 788,59, 173
;lll.lll;lll.l.!l!.l,lll.tll—l‘l.z:u.l
LEPEE ]

10478 DATE 173,124, 141,201,1,388,6,238
.II!.ill.!:l,lii,111.4?1.11:,111.2|1,1
208, 6

ISAT DaTa tai.lll.141,::!,115,141,17:
.lzﬂflil.lll.l.tll.l;xll,lil,lll,ZIl,A
87, 141,32

Ia448 DaTa Bl,143,32,243,148,96,201,9,
T00,%8, 073,120,141, 701.1, 2008, 6, 286, 104
141

38458 pATA 238, 100,140,173,121,141, 2081
#l.208,6,206, 105,141, 738, 189, 141,173, 1
27,141,281

IvdGEE DaTE L,288,6,208, 406,141,238, 110
+A141. 073,023, 041,201,1,200,6, 206,107, 1
dl,218

IBd7T8 paTa A10,141,32,81,143,32, 243,14
!.?i.hnl.lil.llt.lﬁ,!l!.!ll,!ll.lli.tl
8,248, 96 ™

Listing 3 - BASIC program using the machine code routines

continued overleaf
with listings 4 and §
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Listing 3 is a BASIC program that uses the
machine code routines and is a good ex-
ample of how a BASIC program can in-
teract with machine code. Lines 30000 to
30470 assign variables to the registers used
by the machine code routine and load the
machine code data to RAM. Refer to lines
1280 to 1790 in listing 1 for an explana-
tion of what each of these registers is used
for. The data is essentially the same as the
machine code in listings 1 and 2 apart
from the inclusion of 2 PLA instructions so
that the routines can return to BASIC.
Lines 10 to 370 are an example of how to
use the machine code routine, but of
course they can be adapted to suit your
needs. Lines 80 to 150 load the shape data
and lines 160 to 280 set the parameters by
POKEing data to the various registers. Note
line 280 which sets the delay timer that
affects how fast the players move.

Line 300 calls up the initialisation routine
and line 320 calls the move routine. The
program then sets up a loop to continually
access the move routine. If you want to use
this as the framework for your own game
then after line 320 include commands to
go to subroutines for collision detection,
limiting how far players can move etc.
Depending on how long these extra
routines are, you may need to reduce the
value of the variable DELAY to speed
things up a bit.

The only restriction in the BASIC version
is that the machine code must reside from
35999 to 36699 and PMBASE must reside
at 36864 so make sure that other parts of
the program do not clash with this.

USING THE ROUTINES
IN BASIC PROGRAMS

Listing 4 is the source code for a machine
code routine for use in a BASIC program
that is completely relocatable so that it
can be loaded to a string variable. All
registers to control the routine are assigned
to the page 6 area (between 1536 and
1791). The length of a player shape is
restricted to a maximum of 60 bytes.

Listing 5 demonstrates how to use this
routine. Lines 30000 to 30180 load the
machine code to a variable SETPM$ and
assign variables to the page & registers.
Line 210 calls up this routine and passes
the parameters PMBASE, SDMCTL and
PRIORITY to the routine. Refer to Figures 1
and 2 to decide the values of SDMCTL and
PRIORITY. As before, remember to set
PMBASE on a 2k boundary.

Lines 230 to 290 is an example of how to
control the players. Lines 250 and 260
read the joystick direction values and line
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1% ;MACHIME COCDE LIBRARY

28 by Steve Hilliamson

3@ ;for PAGE &

a8

58 (HI.4 SET UPF PLAYER MISSILE SYSTEMW

68 ;BASIC VERSION

Ta

aa ;

%@ jLoad To variable SETPHS

WLE8 JCall with:

BLLD [ACUSEADR (SETPMEY , PHBASE , SDHTCL ,
& (PRIODRITY, DUMFY)

oLE® ;

aLIe ;

D48 == I6ee8
LRS- .0PT OBJ
BL68 HPOSFE = SIZ40
BL7E HPOSPL = SIZ49
BiB8 HPOSPZ = SI258
BL¥8 HPOSPE = SIEH1
arés HFE = 15316
BZ18 WPL = 1537
BEza WPZ = ASE8
aZX8 HPI = 1819
az4da VPR = 1548
858 WPL = 1541
az6e VPl = 1542
aI7Te VPl = 1543
BI00 LENE = 1544
@298 LENL = 1545
a3aa LEWMZ = 1546
BI18 LENI = 1547

@320 SHAPEE® = 1548
338 SHAPEL =
BI48 SHAPEZ = L1BB8

B3I58 SHAPET irze

ATl j-—--S==sammm==--sca

BI7E jInitialise registers

BIAE |~ssmmmmmeeee s m——

LES ] PLA

LETH] ] FLAa et PHBASE

L LY} 5Ta Thd

LET4 ] 2Ta S4I7?

LT 1] cLE

Erl] apC B3I

a458 STa Ted4

el sTa 188

ad7e LDA BE

LEL.T ] 5Ta 283

LT 1] PLA

asee PL&

asie PLA Grt SDMCTL
asze 5Ta 559

538 PL&

as48 FL& Gt PRIDRLITY
B558 iTe 6I3

L BT 10 LA B Clear collision
as7a 5Ta 53278 FEQISTErS
BERE | m——mSSSsssassmmmes————m——
8598 :Clear PLAVEr MiSSile sSTripes
ased ;of garbage

IR - [ o o o e g e e
LLE1 ] Lba B8

a63Ie LB He

a&48 L1 LDY M8

BeS8 Lia 5Téa C28I),Y

aE6e INY

asve BNE Lia

LT L] INC 204

Ll L
oree
Bria
arze
a7ie
ar4n
arse
ared
are
arse
arsa
1T
aEL@
L F4 ]
L1 EL ]
andg
LY
LLLY )
aara
ABER
asre
ayea
arre
ayre
arie
azrda
[ &40
ay6a
837a
vrEe
L5 0
iaa8
i81@
i8z8
18X8
1840
1858
LBE8
i1a7e
ieae
18TE
1188
1148
L1Z8
1138
Li48
11858
Li6@
117@
Li88
1198
1788
izi@e
irz0
1238
1248
LTS8
1268
i127a
i1ze®
1298
1388
1318
1328
1338
L1348
1358
LI68
LITR

INR
(=L
BNE L1

LOA B3

aTa 53277
jommmmemmmmm e —m s
jLoad shape data & set
Jhﬂrillﬂtll POSiTiOnT

PLA

LOGEF LD#& HPE
sTa HPODSPR
LO@A 28%
5TA T@d
INC 784
LDY WwPe
Live &l

LY LDa SHAPES,M
5Ta (Zaidy ¥
IMK
INY
CPH LEMS
BNE LE

L& HPL
5Té HPOSPL
INC 284
LA ma
Ta T8I
LEBY WPL
LDH =8
Ld LDA SHAPELl: N
5Ta (283),¥

Flagerl

CPM LENL
BME L4

LDA HPZ
5Ta WPDSPZ
IMC 284
Lba =8
5Ta I3
LDK B8
LBY UPE
LS LDA& _SHAPEZ.M
sTa (283).¥

Player?

CPY LEMZ
BME LS

LDa HP3
5Ta HPOSPI
INC Zod4
LOA D8
5Ta 203
LBM e
LBY WPl
LE LDa SHAPEZ,H
sTa (28EY ¥

Plawer3

CPHE LEMNZ
BNE LB

Listing 4 - Source code for a relocatable machine code routine

for use in a BASIC program

270 alters the appropriate horizontal and
vertical registers. Line 280 calls up the part
of the machine code routine that moves
the players.

The advantage of listing 5 is that the
machine code is completely relocatable
and therefore there is no danger of
clashing with other areas of RAM used by
the program. PMBASE can also be vari-
able. It is much shorter than the first
routine. The disadvantage is that the joys-
tick read routine is in BASIC which restricts
the speed at which the players move. ™

14
18 6
11 7
9 5
13
Figure 3 -
JOYSTICK DIRECTIONS




Mnc INE cn nE lIBHAHY Listing 5 - How to use the routine in listing 4
ET i REM NG Z98 GOTO 238
QF 2 REM = MACHINE CODE LIBRaRY I ™ IN I0068 REM SET UP PMSYSTEM
HE I REM = PLAYER MISSILE SYSTEM - | uJ Iesie HPB=1EXE :HPA=1SI7 1 HPZ=1538:HP3=1
JH 4 REM = Listing S - 539
F 5§ REM = by Stephen MWilliamson £ RJ Z08za VPB=1S4AB I VPL=ASdL I UPZ= 1542 :UPT=1
ED & REM 8 m—=ee e o * S43
Ba 7 REM % MEW aTaRI USER - AUGUST 89 » IB Igaie LtHn:lIdd:LE#1:1545:Ltuz:luis:L[
EF 8 REM  0eib 5600 - 0050 NI=1547
SE S8 GRAPHICS 0:SETCOLOR Z,8,0 TE Iodda SHAPE@=1548: SHAPEL1=1668:SHAPEZ=1
NL 69 GOSUB Ieela 6681 SHAPEI=1728
HG 78 REM SET STARTING POSITIONS GL Iaasa COLB=784:COLL=705:COLZ2=786:COLI=
O0Z 88 PONE UPB,ii4:POKE UPL, 111 ez
JT 98 POKE HP@,128:POKE HPL,128 MB 30860 DIM SETPMSECLEZ)
TT 108 PONKE COL®,52:POKE COL1,14 a0 Ie87e RESTORE 488
HH 110 POKE LEMN®,13I:POKE LEN1,17 VS I0089 FOR I=1 TO 186;:READ B:SETPMSCI, T
RD 128 REM LOAD SHAPE DaTa I=CHRS CAY INENT I 3
TT 138 RESTORE 15@ EJ 3I90%8 RETURN
TZ 148 FOR I=0 TO L1Z:READ :POKE SHAPER+I OL Ieiee DaTa 184,194,133, 204,441,7,212,2
SJAIMENT I 4,1n5pl.1ili204,131,:-5,1I!,u.1::.2.:_
OL 1S58 DavTa @,40,108,.60,0,0,0,8,.0,8,56, 17 i1@4, 104
4,8 UG 38118 DaATA 194,141, 47,2104, 184, 141,11
VP i6@ RESTORE iB@ | 1.2.16!.0.141,:-.2.:.151,1,15:,..15._|
¥F 170 FOR I=0 TO 16:RE4AD A:POKE SHAPEL+I ua 38178 paTa 145,203,200, 208, 251,230, 204
JAINERT I .232.224,5.znu,242,159.3.141,23,253,10
KH 188 DATA 8,56,124,254,714,146,186,238, 4,104,17Z,.0,8
Z30,238,254,174,174,124,56,56,0 ME 30130 parTa 141,8,208,165,285, 133, 704, 7
TY 1980 REM SET PARAMETERS Ji,294*172.I,5.152.0,185,12,5,:45,233,
WY 208 PHBASEZI686413DMTCL=62:PRIORITY=1 232
ua 216 A=USR CADR CSETPMS) , 36864 ,62,1,8) IZ 38148 DATA 200,236.8,6,208,244,173,1,6
EL 278 REM MOVE PLAYERS +141,1,208,238,204,169,08,133,203,172,5
HG 2XI0 ST=STICKC@) oU IB158 DaTa 6,162,9,189,72,6,145,203, 23
QH Z40 Y=PEEKCUPL) : H=PEEK (HPL13 2,200,236,9,6,708,244,173,2,6,141,2
JF 258 YL ST+ (ST +(5T=5) - (5T=6) - FOr 38168 DaTa IiB.ZID.z-l,159,n,133.zu],1
(3T=183-(ST=14) 62,8,172,6.6,1689,73,.6,145,20%, 232, 288,
ZE 2s8 HLI=K+(ST=6)+ (ST=?)+(ST=5) - (5T=9)~¢( 236
ST=18) - €5T=11) U I@ive paTa 19,868,208, 244,173,336, 141,373,
HH Z70 POKE UPB,YL1+I:POKE VPL,Y1:POKE HPE :un,zxa.zn4.1ﬁv.u.13:,zn:,15:,n,1?z,?
+H1:POKE HPL,H1 KO I8188 DaTa 6,189,74.6,145,2083,232, 200,
Va 88 A-USRIADRISETPMS) +58) __J 236.11,6,208,244,96,0,0,90,8,0,8 .

CALLISTO COMPUTER CLUB

FOR SERIOUS ATARI 800/KL/XE USERS

CALLISTO COMPUTER CLUB

ENTERTAINMENT ON YOUR ATARI 800/XL/XE
¥ Free membership with first order ¥ Free newsletter ¥ Free catalogue
® NO minimum purchase Special offers  Public Domain #* Secondhand games

TR 23.50 (0isk) ex. Gauntiet: yurliin:

5ling Shot, Zyhex, Gauntlet, Twilight
DPesktop publishing on vyour atari World, Boulderdash I or II, Rockford,
MiX graphics and text BMX Sim, Red Max, Last Va8, Grand Prix,|
Hide selection of fonts aoccer Manager, Speed ace, Hardball, |
Ad justable character height and width |[|Ninja Commando, Las Vegas Casino, 180
Load Printshop (tm) icons Phantom, Ghostbusters, Jocky MW. Darts
Load picture, font, and text files d.15 Cassettes 1.75 DiskR I Knights
Use any printer Astrodroid, Har Copter, Space Lobster,
Free paint pProgram and font designer 4 S5tar Compilation 1
[This ad designed using News Station M EFEEEETSSTEI EMRETETS Star Wars,
Hinter Events, Kenny Dalglish Soccer

ALCATFST NS 11.50 (Disk) cEPPELIN GAMES ON DISK AT L.SORFANITT®
Word processor with spell checker and ||3Peed ace, Jocky Wilson's Parts, Las

Mail merge Vegas Casino, Phantom.
CUT & PASTERRGIIRIL! (Disk) PEI::FIL I:IFEE bnz‘tec 6.95, Pole
as osition 7.95, Ballblazer 2.95, Rescue
EﬁgntguagnggprpEﬂf?g?::: on Fractalus 6.95, Little Devil 4.50

s = SPindizzy 4.95, Aztec 6.95, Mr Robot

Converts BaASIC Programs to high speed :
Machine Code 7.95, Hacker 7.95, Druid 5.95, Speed

" Run 8.55, Gunslinger 6.95
TS 20.00 (Disk) LW EREIASS pesigner's Pencil 11.9
oPhisticated spreadsheet pProgram Food Fight 14.75, Desert Falcon 14.75,
2.95 (Cassette) Star Raiders II 14.75, Pole Position

Full implementation of standard fig- 12.75, 0ix 7.75, Rescue on Frac 14.75
FORTH at a bargain price PUBLIC DOMAIN JAMPLER 1.95(C) 2.95¢D)
JEVMWIHTGISTIR free for orders over ||Please make out cheques or P.0's to:
4.00 otherwise add 40p. EEC countries ||Callisto Computers, Dept Al4, Nebo,

add 1.00 per order. Hon EEC countries dmwlch, Gwynedd, LLG68 9NE
ddd 1.00 for 1st item 75p for others, Tel: 0407 830704
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You like it!

Well you certainly proved the need for a column such as this if your responses are anything to go by ....... or was it the
lure of a couple of tickets for Alton Towers that did the trick?!! As promised in the last issue, I've included the full
solution to ‘Cloak Of Death’ and would like to thank all those readers who promptly answered the majority of pleas
for help. In this latter respect I would particularly like to thank Steve Beach of Birmingham for being first in coming
to the rescue of a struggling Simon Ashley who was in trouble with ‘Draconus’ - and for good measure, Jonathan

Simpson provides a useful map!!

Thanks to all who sent in information and tips on Atari games and those who sought help through these pages.
Don’t worry if your tips were apparently ignored this time, they are all being stored up and we'll fit ‘em all in

eventually!! Now let’s get on with it.

DRACONUS IS BEATEN!

Let's start off with the one that we had most questions on
last time. The three problems encountered in Issue 38 are
all related as, without the Necromancer's Staff the spells
cannot be collected, and without the spells the Tyrant
Beast cannot be defeated. To get the staff, first collect the
Eye of Serekos and then proceed back up to the top level
and the room where the Morph Helix was found. In the
upper half of the room - at the far right - a section of wall
has now disappeared! (The Eye of Serekos sees through all
illusions!!). The Necromancer's Staff is in the next room.
Once this is obtained, the spells can be collected and
these in turn can be used against the Tyrant Beast ....... he
still takes a LOT of beating, though!!

ow on to a veritable feast of tips from your
fellow readers! A whole mix of hints and
cheats that will help you get a whole lot
more out of some of your favourite games.

Paul Parry of Lichfield, Staffs starts us off
with these cheats.

It's easy to go through the levels on Tynesoft’s PHANTOM.
If you have the cassette version and cannol complete a level,
simply QUIT the game and the program will then allow you to
load up the next level from tape, so you can go on through ALL
the levels on just ONE life!

A lot of programmers put their own cheat codes into games 50
that they can play test them and here are a couple written by
the same programmer. First is HENRY'S HOUSE (Master-
tronic). On the title screen, enter ‘CPM’ while the music plays,
and a picture of a little bug will appear. You now have infinite
lives MIRAX FORCE (Tynesoft) works in the same way.
simply type in ‘CPM’ on the title screen for that little bug to help
you out again, this time by disabling the collision detection.

DRACONUS -

THE MAPFP!!
(Supplied by Jonathan Simpson)

(Po kill the Tyrant peast, get the spells that fire straightr!)

On to some gaming hints now
rather than cheats. Simon Bod-
ger of Chichester has been play-
ing a couple of quite different
games and has discovered ways
to get a bit more out of them. Do
you want to be first off the block

in SPEED ACE? [ust push

HACKER

The password to log on
is AUSTRALIA
The security checks are:

START

FLaME FLuiD
[

RECORD SLAS
ExTRA ENERSY

i Sy (1) MAGMA(space)LTD
B I Dretn HELIX (2) AX-0310479

D5 = DEMON SHIELD

HE = NECROMANCER'S STAFF {3] HYDRAULIC

TE = TraAanNT BeasT

e & OME wWAY (4) AUSTRALIA

& - eaATER AOOM

Don't that just spoil the
challenge!
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the joystick upwards at the options screen and keep it there as
you press ‘0’ to start the game. This will give you a much faster
start. In Atlantis's LEAGUE CHALLENGE you can get
better results by NOT playing! In order to gain a better place in
the league, it is important to have fit players so if you don't
mind NOT trying to win the Cup, you can have NONE of your
team playing in the 2nd match of the season (a CUP match),
and then all of your players will be fully fit to compete in the
league games! There's a test to see how good a simulation it is, I
wonder if the League management come down on you like a ton
of bricks, slap on a hefty fine and ban you from further Cup
competitions!

Graham Plumbe from Burntwood, Staffs has come up with some
tips on a couple of very popular games. INTERNATIONAL
KARATE is one that some people find hard but if you hold
down ‘X' on the keyboard and a number between 1 and 4, you
can change the speed of the game. ‘4’ is the slowest and ‘1’ the
fastest. ENCOUNTER is newly re-released by Atlantis now
and there will be a lot of new players of this all-time classic
which can be very, very hard unless you are a good player,
Here's a couple of tips that should get you a lot further in the
game. Watch out for the missiles and as soon as you see a

missile flying towards you, put your tank into full reverse and
start firing. Once you have completed a screen you have to go
through a Black Hole. Look between the sights and, when you
see an asteroid appear, move the joystick to one side and Yo
should be able to avoid it without having to move around too
much.

THE CLOAK OF DEATH SOLUTION

As promised here is the full solution but BE WARNED, this is
the complete solution and could spoil the game for you if you
read too far. Read it at your peril. That busy chap Brian
Sweeney provided the solution for you all.

N - GET CHEST - E - LOOK DESK - GET BIBLE - S - LOOK _
FIREPLACE - W - W - GET CHAIR - N - DROP CHAIR - STAND
ON CHAIR - LOOK - LOOK CUPBOARD - GET MATCHES - GET
KNIFE - S - E - DROP BIBLE - LOOK - GO CORRIDOR - DROP
CHEST - KICK CHEST - LOOK CHEST - GET KEY_ -W-GET
CANDLE - E - OPEN DOOR - LIGHT CANDLE - DROP MATCHES
- GO DOOR - GET IRON - UP - S - DROP KNIFE - GET BIBLE -
UP-W - PULL CORD - DROP IRON - E - DOWN - GET KNIFE -
GO CORRIDOR - GO DOOR - E - GET HAMMER - GET SAW-S-
DROP SAW - GETRAG-N-E-DROP RAG-W-W-UP-S-UP
=N-N-LOOK SHELVES - PULL BOOK - GO PASSAGEWAY -
UP - E - REMOVE NAILS - DROP HAMMER - GO HATCH - GET
WIRE - S - PUSH TABLE - W - DOWN - W - S - W - GO ANNEXE -
GET GOBLET-E-E-S - DOWN - GO CORRIDOR - GO DOOR -
E-S - DROP BIBLE - GET SAW - GET BAR - CUT BAR - MAKE
CROSS - DROP SAW - GET BIBLE - GETCROSS -N-W-UP-S
-W-N-LOOK SINK - GET WATER-S-E-UP-N-E-
EXORCISE CLOAK - DROP GOBLET - GET PAINTING - OPEN
SAFE - 1327 - LOOK SAFE - GET KEY - DROP CROSS - DROP
BIBLE-W -S - DOWN - E - GET COAL - W - GO CORRIDOR -
GET MATCHES - GO DOOR - E - E - DROP COAL - LIGHT COAL
-OPEN GATE -E ............ to freedom!!

SURPRISE ... SURPRISE!

Here's a couple of mysteries sent in by A.C. Thompson of _
Cwmbran, Gwent. It would be nice to tell you what happens but |
The Tipster is getting too old now to escape all those falling
boulders. You should see the bumps on my head! Try them for
yvourselves, and see what surprises are in store.

Firstty BOULDERDASH 1L if you can enter your ‘EXIT’ '
exactly as your time clicks to zero, you will have a brilliant
surprise!! This only works on the early stages though and re-
quires precision timing. You are gonna get a lot of practice on
level 1! BLUE MAX is the other one. Try bombing your own
hangar in this game, instead of landjng and you may find a hint
or two for up-and-coming programmers to illustrate how games
are programmed!

Another one from Graham Plumbe concerns ATARI
ARTIST. On the main menu, if you position the cursor over
the centre of the Atari logo and press the fire button, a piece of
music is played!

KEEP ‘em COMING!

Lot’s of requests for help amongst the tips sent in to give you all
something to work on for next time. Let's be hearing from you on
these problems that your fellow Atarians need help with. First off
QUEST FOR ETERNITY, lots and lots of people wrote
about this, how about a solution, whole or partial?

From Kieron Wray comes a request for help with SPIKY
HAROLD - anything at all welcomed at least how to get to
the second level! We were able to help with his Miner 2049r
query but it's over to you for the hedgehog tips.

Still no sign of any information on OPERA HOUSE and
DARK CRYSTAL ... are they THAT difficult or has any-
one actually completed either of these? Hang on a minute, The
Editor tells me that Dark Crystal is hard but that he mapped the
first section and also knows how to get to the next part. He's not
letting on yet, maybe | can twist his arm (or something!) for next
tirme!

GIVE AWAY TIME

The two free tickets for ALTON TOWERS go to Jonathon Simp-
son for his map of Draconus. He must have fought long and
hard to have got all the way round. We want a full map of the
Black Hole next time, Jonathon!

Next issue we are giving away A SONY WALKMAN PER-
SONAL HI-FI!! Hardened games junkies can put in their
favourite tapes and listen to those loading sounds all day long!
This goodie will go to the hint, tip, cheat or map chosen to be
the best of the bunch so keep ‘em coming. How about some
suggestion too for some more give aways? Not computer stuff,
cos’ everyone has most of the programs available, but some-
thing more unusual and not too expensive like a trip to Disney-
land, the Tipster’s pockets aren’t deep enough for that (I ain’t
even been to Alton Towers)! It's the fun of it all that counts.
Send everything to THE TIPSTER, NEW ATARI USER, P.O. BOX
54, STAFFORD, 5T16 1DR .

ATIPSTER EXCLUSIVE! .

Every reader sending new hints,
tips, cheats, maps etc. to

THE TIPSTER will receive an

EXCLUSIVE TIPSTER badge!

There is no other way you can

get one of these badges so you had better get exploring all
those Atari games and send in some info, pronto.
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ecause of an early deadline caused by
B the advent of the Atari Show, I thought

I'd change the format slightly this time,
and start off by trying to answer some of the
questions posed in your letters.

Firstly, Mr. L. Walsham of Leigh on Sea asks if
Turbo Basic is available on his 16k Atari 400.
Although | don't know for sure, I think a version
of the language for the 400/800 machines is
available from the Public Domain Library of
‘Monitor’ on disk only. This is an excellent quar-
terly magazine published by ‘The U. K. Atari
Owners Club’, an independent user group, and |
thoroughly recommend you at least take a look
at it. You should be able to get further details by
contacting the editor, Roy Smith, at P. O. Box 3,
Rayleigh, Essex 556 8LR. I am sure the Editor will
back me up when I say that this is one of the
better independent publications for the Atari
machines.

Next, Luis Barreto from Portugal wonders why
he can’t save files on his DOS 3 formatted disks
after he loads Turbo Basic. The answer is that TB
is saved under DOS 2.5, and the two formats are
incompatible. DOS 2.5 is the more popular sys-
tem, as well as being the widely accepted stan-
dard, so 1 recommend that you use it, rather
than the more recent version 3.

From Macclesfield comes a query from Mike
Falconer regarding documentation for TB. As far
as | know, all that is currently available (in
English) is the pamphlet translated by the West-
ern New York Atari Users’ Group, which gives
some basic information on the available com-
mands. [t comes with the language if you order it
from the Page 6 Accessory Shop. Incidentally, 1
still get people asking where they can get Turbo
Basic. Most Public Domain libraries, including

A=Wt OW

the Page 6 one, stock it, so you should have no
trouble in that respect.

HINTS

Finally, a couple of hints suggested by readers.
Andrew Thompson from Cwmbran in Gwent has
found the vector address for the Basic statermnent
table. If you look at memory locations starting at
DPEEK(149) through to DPEEK(149)+234,
and locations 63847 to 64196 (he hasn't yet
discovered vectors for these - can anyone help?),
and print out their contents, you should be able
to see the entire command set!

Also, an English language version of the TB
compiler is now available thanks to an old friend
from the ARK, Martin Holland from Lower Penn.
If you are interested, and would like to be able to
make sense of those German prompts, drop me
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A TUTORIAL SERIES BY GORDON CAMERON

U | ‘"CRUNCHING SOM
R | NUMBERS

or Les a line, and we'll see what we can do.

Please carry on writing, even if only to offer comments on the
article. I try and answer all the letters as quickly as I can. A word
of thanks to all those who did bother to write - there are oo
many names to list, but you know who you are. Thanks

MORE NEW COMMANDS

As | said, I am writing this at very short notice, and, unfortun-
ately, | am separated from the 8-bit. Consequently, I haven't
been able to write any substantial new programs, but have
managed to drag out an old graphics demonstration which |
translated from an ST effort - this appears as Listing Two. Also, |
managed to dictate Listing One to one of my brothers on the
phone(!), so it's thanks to Andrew and Scott Cameron that it
appears at all! This program shows the use of the commands !,
& and EXOR, and supplies a procedure which will convert a
string (stored in G_S§) into another, with the entire text changed
to upper case (set G_TYPE=TO_UPPER), to lower case (G_TYPE-
-TO LOWER) or with lower case changed to upper, AND vice
versa (G_TYPE=SWAP). Make sure you ONLY use characters a-2
and A-Z. Using spaces, full stops etc.. will cause unexpected
results! It is easy to change the program so that all these
characters remain unchanged, but I leave this to you. Hopefully,
these listings will be of some use.

This issue, | thought I'd try and cover some of the TB commands
which deal with arithmetic, as well as the so-called ‘logical’
commands hinted at earlier.

ARITHMETIC COMMANDS

The number system we normally use makes use of the 10
characters 0, 1, 2, 3, 4, 5, 6, 7, 8 & 9. This system is known as
decimal, or base 10, and although it is ideal for most ‘human’
purposes, when dealing with computers another system, known
as hexadecimal, or base 16, is often employed. This is preferred
by most technical literature and programmers alike, and allows
bigger numbers to be represented in a more compact fashion.
Hexadecimal uses not 10, but 16 characters to represent ‘digits’
in the number. The system goes 0, 1, 2 .... 9 but then the count
continues A, B, C, D, E and then F. (Conceptually, A=11, B=12 ..
E=15). A base of 16 means that we have a "units’ column, a
‘sixteens’ column, a ‘two-hundred-and-fifty-sixs’ column, and so
on, with each column representing an increasing power of 16.
This compares with the decimal system we are all familiar with,
which has a ‘units’ column, a ‘tens’ column, a ‘hundreds’ col-
umn etc. Here, each column represents a power of 10, with the
rightmost column, the ‘units’, ten to the power of zero.

As a quick example, the number ‘ABC’ in hexadecimal is equal
to 10{or A)*162 plus 11*16' plus 12*16" in decimal - i.e.
2560+176+12 = 2748. S0 2748 in decimal is ‘ABC" in hexadecim:
al. I'm sorry if this is vague, but 1 haven't the room to go intoa
full explanation - any Arithmetic book should give you some
more help, if you need it.

Luckily, Turbo Basic supplies us with a mechanism to change
from hex{adecimal) to decimal, and vice versa. The command
HEXS$(x) will return a string corresponding to the hex version of




L

s

X. bince these numbers are stored as strings, they can’t be
manipulated by aritHmetic operators (+, - etc.) unless they are
changed back to decimal first. This can be done by using
DEC(H$) which yields the number (in decimal) represented by
the hex string, HS.

A quick group of examples :-

1) PRINT HEX$(110) gives the answer ‘6F’
2) 10 DIM H$(10)
20 H§="ABC"
30 PRINT DEC(H$)*10
RUN will give the answer ‘27480’ which is ABC .*10

| LH]

If you want to use hex numbers in loops, for example, then you
can also do something like

FOR L=$0600 TO $067F
which is exactly the same as writing :
FOR L=1536 to 1663

1536 decimal, or $0600 hexadecimal, represents Page 6, funnily
enough. Now you know!

The § sign before a number tells the computer you are using a
hex representation, and it will convert such numbers to decimal
before using them.

The above will be blatantly obvious to some of you, but a
complete mystery to others, and | apologise for this. However, it
is difficult to appear interesting to such a wide audience. Ah well,
never mind !

DIV and MOD are commands which allow you to do integer
division. That is to say, when you divide one integer by another
(a/b), you get a quotient (how many times b goes into a) and a
remainder. So ;

10C=ADIVE
20 D=A MOD B

will store the quotient in C, an the remainder in D. What
possible use these commands are may not be too obvious, but
perhaps a short example will prove useful. If yvou use :

A=(A+1) MOD 10

in a loop, say, then A will ‘count’ from 0 to 9, and then
automatically go back to 0 again! If you replace the 10 by X,
then A will count from 0 to X-1, and then reset. Why this
happens, I'll leave for you to work out. I've used this technique
in a couple of my ‘colour-cycling’ demonstrations.

NUMBER-SPLITTING

Another pair of complementary functions are FRAC and
TRUNC, but these are of use for real numbers (those with
possible fractional parts), as opposed to integers. TRUNC(A) will
return the whole number, integer compononent of A, whilst

_—mm

IL 1 REM

EH 2 REM 1 TURBD BASIC TUTORILAL 4 n
PD X REM B by Gordon Cameron u
MF 4 REM B8 for WEW ATARI USER -3
5SH S REM B LISTING 1 n
LC & REM & ATARI HKLA-XE OMLY "
IR 7 REM B T S
NN B REM

¥H 18 DIM G_sSSc2em)

KE 28 TO_LOMWER=1:TO_UPPER=2:SHaP=3

DL I@ GOH HAIM

HE 48 === e

IA SO —~—-—mmm e ———————————

RJ 68 PROC TRANSFORM

LY 7@ TRANS_START=ADR (G_55) )

BO 8@ TRANS_TOP=TRANS_START+LEM(G_55) -1

EM %8 FOR TRANS_LOOP=TRANS_START TO TRA&
N5_TaOp

NZ 188 PATTERN=PEEK (TRANS_LOOP)

Ve 118 IF G_TYPE=1

BH 120 POKE TRANS_LOOP,PATTERN!32

MJ 138 ELSE

AZ 140 IF G.TYPE=2

VE 158 POKE TRAMS_LOOP,PATTERN&ZZ
3

GV 160 ELSE

LH 178 POKE TRAMS_LOOP, PATTERN EX
OrR 32

ay 188 ENDIF

sC 198 ENDIF

GH 200  MEXT TRANS_LOOP

VM 218 ENDPROC

0T 228 ~ e e

OV 230 == e

HN 240 &t MAIW

U3 258 REM SHAP can be replaced by

TR 260 REM TO_LOMER or TO_UPPER in line
KW 270 REM 258 to give different effects
HH 288 G_TYPE=SHaP

TI Z990 ? “K“:INPUT G_5%

IP 300 EMEC TRANSFORM

HO I18 T G_5%

NH ZIZ8 END .

Listing 1

FRAC(A) returns the other bit - the remaining fraction after the
decimal point. e.qg.

10 A=2B.76
20 B=TRUNC(A)
30 C=FRAC(A)

will put the value 25 into B, and 0.75 into C.
The last of the new arithmetic operators is the function RAND.
RAND(N) wll give a pseudo-random number in the range 0-N.

LOGICAL COMMANDS

To round off this time, I'll briefly try and describe what are
known as the ‘bitwise operators’. Turbo Basic supports three such
operators : OR (! in Turbo Basic), AND (& in TB), and EXCLU-
SIVE-OR (represented by EXOR). These operators ‘take’ two oper-
ands or values, and act upon them, just like +, -, * and /. You can
have ‘100 ! 10, ‘100 & 10’, and ‘100 EXOR 10°, just as you can
quite legally have ‘100 + 10'. Unlike +, -, * and /, however. the
so-called logical operators operate on individual bits rather than
the whole numbers themselves. I'll elaborate briefly but, again,
space dictates how much | can cover.

Every number stored or manipulated in the computer is stored
not as a decimal value, as we humans are used to, but as a series
of voltage levels, or ONs and OFFs. This can be represented by
using another base (not again, [ hear you say!!) - Base 2 or
binary. In binary, the only characters used are 0 (which corres
ponds to the OFF in the computer), and 1 {(ON). Each memory
location can contain any number from 0 to 255 on the 8-bit.
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This range can be represented by 8 Binary digITs (BITs), and this
‘unit’ is known as a BYTE. Hence, each location contains a byte
of information. Just out of interest, this is why it is necessary to
use 2 bytes to represent the addresses themselves. The numbers 0
to 255 are not sufficient, so we need to use Z bytes - a high byte
and a low byte. This gives us a range of 0 to 65536. The
explanation so far is an over-simplified picture, but should
convey the basic idea.

If a certain location stores the value 100, this is, in binary:

01100100
(0*27) + (1*2%) + (1*2%) + (0*2%) + (0*2%) + (1"27) + (1*21) + (0*27)

The logical operators do a calculation on individual bits, or
digits of the binary number, rather than on the numbers thems-
selves. So each of the operators compare the corresponding bits
in both operands, and decide whether or not to set the relevant
corresponding bit in the result.

The OR operation (!) sets (which means ‘switches ON' or ‘'make
equal to 1') the result bit if either or both of the corresponding
bits in the two operands are ‘'on’ themselves. Good grief, an
example is in order!

01100100 (which is 100 in decimal)
OR
11001000 (which is 200 in decimal)
EQUALS
11101100 (which is 236 in decimal)

So, in Turbo Basic, if we write

10 A=PEEK(x) (which may be 100)
20 B=PEEK(y) (which may be 200)

Then PRINT (A!B) will give the result 236.

TURBO
BASIC

the language for the XL/XE
that is rapidly becoming the
standard replacement for
Atari Basic.

® Turbo Basic has many new
commands and is easy to learn

@ Turbo Basic runs faster than Atari Basic and will run all
your existing programs

@ Turbo Basic includes a compiler that will run your prog-
rams at machine language speeds

Turbo Basic from Page 6 comes complete with
a printed manual for just £3.95

Order your Turbo Basic today and join thousands
of Atari users who are getting more from their machine

Write with cheque or P.0. to
PAGE 6, P.O. Box 54, Stafford, ST16 1TB

or use the order form on page 449
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If you asign values directly to A and B above, make sure that
the numbers are between 0 and 255, as these three commands
only work on 8 bits, or a byte,

The AND operation (&) only sets the result bit if BOTH the
operand bits are ‘on’.

01100100
AND
11001000
EQUALS
01000000 (which is 64 in decimal)

50, PRINT (A&B) will give the result 64 (if A is 100, and B 200).

The EXCLUSIVE-OR (EXOR) is the same as OR, except that if the
two bits are the same, then the result bit is always 0 (OFF).
50, in the above example, PRINT (A EXOR B) will give 172.

WHY USE THE LOGIC COMMANDS?

Confused? In practice, these commands are useful for setting,
clearing or toggling bits in a byte. For example, if we want to
display only characters in the ASCII range 0-127, then we can do
what is known as ‘mask-out’ the bit representing 2 to the power
8, or 128 - the ‘leftmost’ or ‘most significant’ bit in the byte. This
way, we can strip characters with an ASCII value of 0-255 down
to 0-127. The AND (&) is used generally to clear bits, the OR (1)
to set them, and the EXOR to toggle them.

I'm very sorry if I've lost anybody, but this is a subject which
really needs an article all of its own to explain. Listing 1
demonstrates the technique by swapping between upper and
lower case etc. The only difference between UPPER case letters
and LOWER case is that in the latter, an extra bit is set to 1 e.g.
‘A" in ASCII is 65, which is 01000001 in binary and ‘a’ in ASCII
is 97, which is 01100001 in binary. The ONLY difference is the
third bit from the left which is ‘on’ in lower case letters, but ‘off’
in upper case. It is on this basis that Listing 1 works.

ODDS & ENDS

e S

Il end on a hopefully understandable note, by describing a
command present on the ‘ZX Spectrum’ (aargh) amongst other
machines - INKEYS. This function return the empty string (")
until you press a key, at which point it returns the key you

pressed. So, to wait until someone presses a key, you could write

WHILE (INKEY$="")WEND
or REFEAT:UNTIL (INKEY&$<>"")

To find out which key has been pressed, try the following
example :

10 DIM E$(1)

20 DO

30 K$=INKEY$

40 IF (K$<>"") THEN PRINT K$;
50 LOOP

FINISHING OFF

Well, that about wraps things up for another month. A bit of
a mish-mash, but hopefully normal service will be resumed next
time, when | hope to cover some more Turbo Basic commands,
as well as answering some more questions. Feel free to write to
me, especially if you found anything hard to follow. As ever,
comments, suggestions and hints will be gratefully received. Let
me know what you'd like me to cover. Anyway, bye for now.

Write to me c/o0 13 Muir Bank, Scone, Perthshire,
PH2 65Z, SCOTLAND.
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TURBO BASIC TUTORIAL Listing 2
L | T 5
IL i REM I L T T y—— 0z FIe CRAHTO BO-K,W+id
EHN Z REM &= TURBD BASIC TUTORIAL 4 @ L e N WU BBe DRAHTD B8-H,180-K
FD ¥ REM B by Gorden Cameron n HE I7H PROC aAWIMATE HE 810 DRAWTO M, LB8-§
W 4 REM B For NEH ATARI USER "] 5M 380 POKE 708, ASSIGMINTE, 13 F¥ @ie BRAMTOD M.K+10
TL & REM B LISTING 2 -] e TYe POKE TRT . HS5IGMCNTE , 2) | YE BIa FCOLOR ©
LE & REM B ATARI WL-HE OMLY o BU 488 SETCOLOR @,2,85SIGMCNTE,I3-=1% BB B4B PAIMY H+3I,M+18
1M 7 REM O e e T T e EEpEES Sy I DR 418 SETCOLOR 1,.Z,4655TGMINTE, 4)-X7 FT &30 ENEC ZaP
M B REW : | FOD 428  SETCOLOR 2,2.853IGMCNTE,.S)-37 HJ BE® EXEC aMIMATE
BJ 18 GOB MALIM HL 438 SETCOLOR 3,2, &455TGHINTE, 8)-22 HO B78 MEXT
L s JI 448  SETCOLOR 4,%2,855IGMCNTE,73-I7 YL BB0 Mo Y=Y IRDINSTLO:VSCALESL:INCS
L T e — oY 458 NTE-ZCNTE+1) WOD A+ CMTE=T) i
TH 48 PROC SETUP UY¥Y 468 EMDPROC HZ 898 EXEC CIRCLES
HE Sa T UET:POSITION 8,0:7 "GRAPHICS DE PF 478 ~=-———rmmmecc e cmm s n e ———— HC @@ H=55
MO POSITION 18,.1@8:7 “BY G.CAMEFRON'" PH 480 ---=-ccc e mmmaea HE %18 EMEC CIRCLES
LU, FOSITION 12,17:7 “ONEEEE WALt I¥Y 438 PROC CIRCLES CT %20 H=4@:¥=138:ROTUS =14 .
POSITION 14,14:7 “({ GPPRON. 2% SECS 3™ Fu Sea c=z WO 330 EXEC CIRCLES -
PL 78 GAP=F LE Si@ FOR LODP=ROIUS TD L STEP =IMNC HJ a8 C=5
L 8@ NTE=1 HL &Z@ cCoLoR © HI %58 FOR L=8 Y0 368 STEF Gap
HE %@ BIM MY IIB@) , HYYII6a) I R STE CIRCLE X,¥,LO00P, LOOP®YSCELE HHE 68 COLDR ©
EB 188 DIM MYHZO(I60D , MYYZCI6@) Fo S48 ENEC Zap uu sre "HCTRUNC CMYMCLY D @ v=TRUNC (MY Y (L1
HU 11@ DIM ASSIGNE?,7) HE E58 EMEC aMIMaTE 3
1 FH 120 DEG a6 S68  MENT LOOP JH 80 EMEC BLOT
LY 138 FOR W=8 TO I60 STEP Gap HE S7@ EMDPROC GC %0 EMEC ZaP
aT 148 HYH IR =SIM ORI SCOS (M) HTa+ 408 PLI B8P ——m=mmm e e s e — a1l L1888 EMEC aNIMATE
¥H 158 HYY (H)=SIM (NI 75+ 90 PE 8§98 ==cccc——mmmssscc s caa—— CV idia MEKT L
o FB 168 MYH2 EHY =COS (HISTIB+d@ KM &88 PROC PLOT - us 18za FOR L= TO X688 STEP GaP
&b 17@ MYYZ KDY ZSIMCHIMCOS CH) NP5+ 30 | EC 618  PLOT ¥-14,Y-J:DRAWTD K+¢1,¥=3 MO 18I0 COLOR ©
HJ 188  MEXT M BH 628  PLOT K-2,Y-2:0RAMTD K+Z,¥-32 Y 1840 K=TRUMG CHYKZ (LY ) 1 ¥= TRUMC (MYY 2
oM i%8 FOR LoOP=1i TO 7 ZF G638  FOR LOOP=-1 TO 1 L3
LU T READ M FS 640 PLOT H-3,¥+LOOP | DRAHTO NI, veL VG L85 EXEC PLOT
IN 210 ASSICHMEL, LOOPI =X LiTiT] O La6D EXREC Zap
IF 138  NENT LODOP IZ 650 WEMT LOODP RE 1878 ENEC aMIMATE
ns 118 FOR LODOP=Z TOD 7 aK Gee PLOT N—2,¥+2:DRAMTO M+Z,¥+3 on LeEa WNENT L
&Y za® FOR LOOPZ=1 TO 7 | Al B7B  PLOT M-1,¥+XiDRAHTD Hél,¥+T Ib 106%8 EMBPROC
YM 258 TEMP=ASSIGMELOOP -1, LOORZ) HE 688 EMDPROC HE L1688 -———==-=ece e cmmmcc e cmmaa
EI 168 ASSTGENILOOP, LODPZ) = CTEMP+T) L ¥ - e mmma———— B AL~ e e e ————
HOD A7+3II%(TEMP=46) Bt L S¥ LiZe B MaLW
aF 7@ MENT LODEE LL Fi® PROC TESY KL 1138 EXEC SETUP
&8 180 MEHT LOOP GC 7I@ =2 PR 1148 EXEC TEST
HE 278 ENBPRODC Ha FIa GRAPHICS 18 KH 1158 Do
oA S S T T JK 748  COLOR C:TEMT @,.8," TURBO™ JH 1160  EMEC aMIMATE
L Rt L Y 758 EMEC ZAP:EXEC ZaPi1EXKEC Fap HJ 1178% LOODP
UP IZé PROC Zar SW TER  COLOR C:TENT ®,182," BasSIC ¥C LABE = e .
va 138 C=IC+1) MOD PeZW(C-H) uK 77e FOR M=1i TO 48 ¥F LLl9B -mme e mmmms s mmm s s———
UT T4 ENDPROC |_up 7a8 COLOR CiPLOT M,HKe18 | Im L2880 DATA I4,36,38,40,47, 44,46
P — e —— e s ﬂ
|
| GAMES Casz Disc GAMES Cass Disc ADVENTURE/STRATEGY GAMES Disc UTILITIES ROM Disc
Kenny Dalgleish Winter Olympiad 88 ..., 12.95 Alternate Reality Dungeon . 14.95 Mini Office 1| o i 18.50
Soccer Manager ... we B95 Mirax Force ... 695 B.95 Gunslinger ... .95 Atari Writer Al N e I
otarWars ... B951295 Winter Events ... 705 995 Eternal Dagger ............... 16.95 Atari Writer Plus ... 29.95
Leaderboard ... 2991195 Eidolon ........... o 9.95 Battle Cruise ... 2295 Macro Assembler . 19.95
summer Games ... 12.95 Hacker ... 499 6.99 221b Baker Street ..., 995 Assembler Editor .. 16.95
Gauntlet ... . 2991195 Rescue on Fractulas ..., f.99 RGBS - s 2595 Microsoft Basic Il ... 19.95
Gauntlet Deeper Dungeon .. 2.99 Ball Blazer ... P £.99 Computer Ambush ... 25.95 Silent Butler .................. 16.95
Smash Hits Vol. 1 -7 each 6.99 Rampage ey 6.99 Warship .............. 2595 Planetarium _................... 16.95
Living Daylights 8951295 Cross Country Road Race 199 595 Carrier Force .................... 25.95 Cut n Paste Earermdiydl 2295
Trivil Pursuit ... 121951495  Atari Aces ... 49 Battle of Antietam ... 2595  Printshop ... 2300 |
Fighter Pilot veeeemeee 1,95 10,95 Atari Shoot'em wps ... 499 Kamfgruppe .........ccooooee.. 25.95
J Mercenary Compendiun ... 9.95 12.95 Atari Platform Perfection .. 4.99 Mech Brigade ... 2295 BUDGET SOFTWARE Cass. Disc
Spy v Spy et 6.99 Spindizzy ..., 499 6.99 11 T R — 2295 Las Vegas Casino ... 240
SpyvSpyll ... 6.99 International Karate ... : (.99 Panzer Grenadier ... 2295 Speed Ace ... 299
SpyvSpyinm ... 499 699 Touchdown Football ... f.99 aons of Liberty .............. 2295 Football Manager ... 299
Spy v Spy Trilogy ... 795 9495 e 8] e e R 11.95 <] AR R 22495 BODGAE: .o e 199
e 499 599 Spitfire 40 B e 493 699 Field of Fire ... r .95 Kickstart _.... 2 1.99
Polar Pigrre ... 499 B.99 Draconus ... 6.95 10.95 Questron .......... R 9.95 Ninja ... i 289
Boulderdash 1| . e 2,99 699 Dy i . 499 995 BRI b 9.95 Pitfall 1l SOUTPURI- .
Mr Robot ..., e 499 6,99 Whirlinurd e 2,99 Ultima IV e 16.95 Pot Hole Pete .............. 1.99
Beta Lyrag ... 499 §99 Encounter A e Henry's House ... 199
Greatest Hits Vol | . 499 699 XL/XE CARTRIDGES ROM Grand Prix Simylator ... 2.09
Arkangid ............ 995 ADVENTURE/STRATEGY GAMES Rally Speedway .............. 8.95 Transmuter 294
Trail Blazer ... 995 Balyhon = e 12.85 Designer Pencil ... B.95 Iybax ..o 294
Foothaller of the Year 299 Hollywood Hi Jinks 12.95 River Raid ... s B85 TG i 199
Silent Service .., 8.95 10,95 Starcross ... j 12.95 Pt s B85 Video Classics .............. 199
F15 Sirike Eagle ............ 8.95 10.95 Cutthroats ... T 12.05 Space Shuttle ... B.95 Submarine Commander . 1.99
Solo Flight wseidiiarens 10,95 10,95 JINKIET i, 16,95 Dreadnought .................... 8.95 Pro Golf Lot 000
European Soccer .. #.95 1295 The Fawn e 16.95 Blue Max ...............c..ccoro.. 14,88 Daylight Robbery ........ 1.99
Toger Aftack ... £.495 Lancelot | veemitiminenes 12,95 1295 Ball Blazer ..................... 14.95 Ghostbusters ... 299 6.99
Spybunler ............... 699 Time & Majik ..................... 12.95 12.95 Final Legacy ... 14.95 Slingshot ... 2499
Lurking Horror ............ 12.95 Lode Runner ... . 14,95 Hardball ... . 2499
Ingrids Back ... 12.95 12.95 Archon ... . 1495 River Raid SRR S 299
Guild of Thieves ... 16.95 Star Raiders 11 v 14,95 Decathlon ... v 199
Knight Ore ... . 129512495 Battlezone .. eyl 14.95 Jocky Wilson's Darts ... 2.99
Cloak of Death ................... 209 Pango P 12.95 Thunderfox e s
F'nlfe Position ... 75_95 EMI SFnirnulamr L 2949
|| } 95 awn Raider e i
W FULL RANGE OF ATARI 2600 CARTRIDGES ¥ STock o' Speedzons . 4o
Add 50p 1o orders less than £5.00 Bombfusion . 1.9

14 ing 1 e
W ‘. : 219/221 Cannock Road, Chadsmoor, Cannock e e ooy thme of gaing fa Steve Davis Snooker ... 199 499
W Staffordshire, WS11 20D Please add £1 per item lor overseas ogotron sxsiasiisrrnn e

Tolophens {0543) 466577/8/0 m Please make Cheques or Postal Orders payable to: “MILES BETTER SOFTWARE"
—
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XL/XETYPE-IN

he dinner dance is over and leftovers litter the
floor. Now it's party time for the mice - and boy,
are they rough! You'll have to battle just to get a
morsel. Don't have too many cocktails though,
they'll make you drunk, The bottles, however, are
safe enough, they just get in the way.

During the course of the mouse party nasty sal-
monella and listeria bacteria will increase and
eventually some items could give you food poison-
ing - with fatal consequences. Keep your fingers
crossed!

The game ends when all mice are gone and the
winner is the one that consumes the most. The
scores are displayed in player order from left to
right at the top of the screen in the same colours as
the mice.

On loading, the game goes straight into demon-
stration mode. Press the button on joystick 1 or 2
respectively to start a 1 or 2 player game. Use your
joystick to move your mouse around the screen
unless it is drunk, in which case you'll have to wait
a few seconds until it sobers up! The computer
controls the remaining mice not selected.

On earlier computers with 4 joystick ports up to 4
people can play once 4 joystick mode has been
enabled by pressing START and SELECT together
when the game is in demonstration mode.
Once set, 4 player mode is enabled until
the computer is turned off,

Press the appropriate joystick button to
select the number of players each game. If
you prefer to take the easy option just sit
back and let the computer control all 4 in
demonstration mode which comes into
play about 2 minutes after each game
ends. Just enough time to pay out the
winnings and place your next bats!

TYPING IT IN

Both cassette and disk users should type
in Listing 1, SAVE or CS5AVE a copy, then
RUN the program. The program will check
each line of data and inform you of any
errors. Correct any errors and RUN the
program again until all errors are elimin-
ated. When this is done answer the casset-
te/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
(XL and XE 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 automatic-
ally.

A special note for disk users - if any other prog-
rams 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
MEemory.
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MOULUSE PARTY 0@

BE BE B8 BY B HALSALL

A new action game
from Bill Halsall for
up to four players

Mouse Party can be played by 1 or 2 players on the
XL or XE but owners of the Atari 400 or 800
computers can have up to four players at once

—
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MOUSE PARTY

1 REM
Z REM
I REM
4 REM
5
[
7

f

MOUSE PARTY ]
by »
Bill Halsalil L
REM L
REM -
REM % MEW ATARI USER - AUGUST 8% =
8 REM
48 REM
41 REM
47 REM CINN]

43 REM

44 DIM DATSCLOE) ,HEHCZZ) :RESTORE 46:F0

R H=0 TO 22:READ N:HEXKCH) =N:NEXT X:Pas
STOITOTAL=0:TRAP &Z:7 "CHECKING DATA"

4S5 LINE=%%:RESTORE i@8

46 PATA 0,1,2,3,4.5,6,7.8,9,9,8,0,8,8,

9,0,10,11,17,43,14,15

48 LINESLINE+1:? LINE:READ DATS:IF LEN
(DATSY ()98 THEM 76

50 DATLINSPEEK (183} +PEEKC1B84)M256:IF D

ATLIMCILINE THEM 7 “MISSING™;CHRS (2531)
TEND =

52 FOR H=1 TO 89 STEP Z!D1-ASCIDATSCX,

H))-48:D2=ASCIDATHCX+1,H+1))-4B:BYTE=H

EX(DLIMIG+HEX CD2)

54 IF PASS THEN PUT H1,BYTE:MEMT M:REA

I CHEKSUM:GOTO 48

56 TOTAL=TOTAL+BYTE:IF TOTAL}>999 THEN

TOTAL=TOTAL-1008

S8 MEXT X:REQD CHKSUM:IF TOTAL{}CHKSUM
THEN 76

68 GOTO 48

62 IF PEEKCL195)<)6 THEM 7 "ERROR *:PEE

K{195) ;CHR5CZ52) : END

4 IF PASS THEM RESTORE 98:FOR X=1 TO

37IREAD A:PUT W1,A8:NEKT HiCLOSE #1:END

B8 7 “(DIISK OR (TIAPE":GOSUB 89:IF K=

ASCID") THENM 78

68 ? “READY CASSETTE aMD PRESS RETURN™
IOPEM 81,.8,128,."C:":EOTD 74

78 7 “READY DISK AND PRESS RETURN":GOS

UB B88:IF K{)155 THEM 7@

72 OPEN H1,8,8,"D:MOUSE.OBJ"

74 PASS=1:LINE=99:RESTORE 10@:TRAP 62:

GOTO 48

76 T “BAD DATA";CHRSC(Z53I) :END

88 CLOSE #1:0PEN H1,4.0,"Ki1"1GET H1,K:

CLOSE Bi:RETURN

38 DATA 61,33,174,248,38,169,131,2,240
« 2,202,208, 248,165,19,201,25,2086,239,1

:4.117,1-7,1:1.2,241,251,35.15;;;,1,5
?Z pATH 8,90,0.8,0,.8

188 DATA GOREERZOZ7ZOAY0EEDZFEZATICADE

IPIAYRODETRZBSAEAYIBEDESDZESEFAYZAASE

AAFZ0BSeBLOB04ACSAZE008T, 521

181 pATA ZAAASSSSL51500CBABAASSSS54548
BA8851619361FO500005465996BFD5400800a0

GIAAIIANADBERADLIBBBAZES, S48

182 DATA AABAOFISDSFSIFOFRE0BFBSCS7SFF
CFOReINPESIERERB0ReRIABACEOCACOCOCOFAI
CICICICICFFFFFFFFEBEBED, 750

18T DATA EBFFFFICO3I0INI030ZINIAI03I00I00
OFFOOI0BE8RAIZITIeIFFOZITOIOIOERA00000000

BiCIEGBIFIELCACACICIETF, 29

1864 DATA 7F7EIELCO4020121170C000000008
B80BBIC2ALICPERDLBACIEOCIAZE4B041720CA08
8000000000000 B0BBTR7RTE, 213

185 DATA I04ZB030ESOO3IYASZSZ5252525252
525250541DEZ0A2274900908030CALEFAAZRBEE
DZ52190803I0BD3I1219D9CI0, 179

106 PATA CALOFLAIFFAZOIIDLZIEIDIZIEIDL
2IFID32IFCALOF 16000 2DZFISIIZSE0INZ1323
439223900220026212C3321, 7687

187 DATA 2C2CAZOBBLAZ19DCIOCALEF 7608
BE8Z721ZDZ500ZFI625I200480440A6B8B5E0Y
bRRDEBSBLYDBLDIEGBBEGES, 513

188 DATA GBAAGB4ONSBBFEISCEBECECOASCER
Y0 785CABASDOSDACIDEDOZGADESZOIBEYZBEDE
620BDRR3ICEE72ZRADE7ZOCHT4, 444

18% DATA DELIADEGZACIBBDEPAAIIIODEFZON
FROEDEGZAASCIFALIAAAABDOC228D00D 269428
bELDZCECLDOBBAIRBADALDZ, 925

118 PATA SDAED2ZAGCZFOBDBDiBZZEDR4DZDO8
I8DBSD2CECZAGCIFOODBOZIZZB006DZDOBIBDE
FDRC6CINY00BSBBAYGABDEE, 537

111 PATA DEAI74BDOLDEAIBLEDA2D0AIS4EDS
IDOAISSBDOOR2ZAYZIODA1024C62EARE0102030
104040505060 70808001428, 954

112 PATA ICSOEA788CAOB4000064786478647

PY

NT

Fu

JC

oF

CH

NP

Ju

IN

Iy

I

L

Yo

YF

G

ov

o

L1Y

II

EQ

Jn

uJy

cB

EﬁlﬂZIIEGEEQ!IISECDﬂlﬂQQGQIBlﬂlﬁ!.b!lﬂ
BIBZIIFCIIFOOOABAAYDESL, 225

11X pPaATA CBCBAY@FILCBCBDREIEGCCEBERIGD
BDSAYIIBSCCADDADZ 29034420482 285CBARRAA
F8B3ICBABZBAYBCYLICBEBED, 13

1i4 pATA BSDBEAEGCCASCCCIIGDADCAZILIAEE
CAIIGBS5CEADIOBACBBACDBICESLICDCBDOFIEGT
CEGCEEAESIGDAFAGOADBADT , 59T

115 DATA IGEYZB9OFSZIFCOIRLGBAYRBBD2ZFE
IIQIEZIZIF‘IHQ!IGibﬂ?bi.lFll!ﬁIl.!ﬂﬂ‘E
8IDeBICEDARELIDOOIDESDS, 332

116 DaTA FLBDZBZOYDOBICENES7BDOFSAYOZE
CADDPBAIOLODEFOZAYIBBDOEDZAYOIEDEFD ZATD
ESDI00ZAIZO0DI1024Z0800, 464

117 DATA 132I9DCOBZCALBF7AP2ABD ZFRZABE
CAZZ1A07205CE4AAICOBDAED 4600064686180
CAOBZ14ASBELOBIACZAZIGD, 799

118 DPATA ASCA8SCBBSCOASCSASCC2ZOA3I2ZIALC
6AYBDILCHYLICOCBAIRBILCEBILCOADE 7 ZOB5CCA
PEGZOIBESZBBSCBOSCOBO0Z, 461

11% pATA CECCZOAIZIZOBAZINGBICHCISDDOF
EGIIIGBD'FlﬁlﬂiﬂllﬁclnlﬂnlﬁE5.4GGI.C12
I85C7IICBTICDIB6981CAYL, 215

128 DaTa CBYICDAYEEB5BEEGBDASBDCSCIDER
4490 185CAASCAFPR7ADBADZZ290185CH6BASCCT
BE!II'.'ﬁH!IIB!E[l.!EC#;EI!

11 pATA BSCEGBADOADZZYIFISEIR790F6186
ﬁl?i!liﬁlﬂ'lﬁb!!?lFllf!.l!'Fiiﬂ'lﬁ.ﬂ!.
.ﬁﬁlﬁ!‘itlﬂ?ﬂ#b:iﬁlil!l,3?1

122 pATA ESEGLEDAFZGRASBCOADARAESAREZF
E-03IIDIDIIE!lﬁﬂtliﬂﬁllIDIDI.GlGIDUEDG
BAYAIGSCBAYZOB5CCACLIIZL, TE0

123 DaTa ABEBSCBAYZOBSCCAGBCASR41A7D2
EZ485CDBDI2Z485CEAOQOBLICBYICDCACAZADAF
76000000088 IEIEIFIFAZO0, 24

124 DATA B8AYSBOIDOROGIDOOIOESESLFORFT2
OB8Z420ADZZ2OD123204623A2000D00Z475688
DBAZAISBAEBEODADOFLAYO0, 253

125 DPATA B5BAASBEABSBC2ZOB80Z4EGBAASBACYE
JDiFlﬂD.ﬁﬁZZ!ifﬁ!ﬁiilﬂﬂﬁliiiiilliillll
E48A%00AAYDOBIEIDBRIEID, 618

126 DaTA @0IFIDBeIFEALOF168AGBCED 14061
D‘I‘ﬁln".lbﬂ!ilﬁ?I‘IZ!IIBI‘IZ'D]!‘!‘?
BB229620003200D 24807802, 511

137 DATSH ZI04DPBIZRESZLABDTOOZZI0BDPNIZ
BFZ22460B5B4CY24FROSDEB4AZ000Z450B5B4C95
ZFROSFEBAZ000Z460B5D0CY, 48T

128 DATA J4AFe0ZD6BOGEBSBOC*CAFOOZFEROE
ﬂﬁilﬂﬂbl4Illb|4'illﬁl|§lll4ﬁﬁlI?ll‘li!
26OFOREZODL244C1A2520DD, 115

129 paTa ZAAGBCASCHOABAEIIVIOFSBEFDESY
B8420F224604CEYZ400204060A6BCBD 1406000
EASSSBDOCDRIOGABRRECACE, 18

139 poTh S4DBF7GEBSBECYCAFOO4IBFIBOREY
billi4!FF!!'I""I?ifﬂliﬁilﬁllilflﬁiii
LeReGADRADZZ29BF 69009980, 580

131 PATH B560AGBCHDLL4DEDEZABDOLDOZIABF
llD!!"Dilhﬁ’l!iﬂ.ﬁhtﬁ!llB!ﬂ?zi[4!1.5ﬁ
SDOZIASCTCIBIFOISZOZAZI, 504

132 DaTa GBNGBCAYABBDRTDZATLEIDPEOGATD
BESCINSBEZYRFLEGEIPE2 9086 9FCIDOBEEEDAEE
CAIZHIDLONEAIRLIDLILAO620, 930

133 PATA BBZ44CZAZIAGBCASFFIDA406APLTE
SC14CZAZIAGBCBDL4060020B00406F01LBZ0DD 2
405142901000 IDER4OGEDES, 169

134 paTh B6DOBABSBOINEI4CEYZAZOFZ246040
ﬁ'ﬂlililiF.!Iﬁ!iﬁll‘!bZnﬁiﬂbzt!'FlDIZI
ZILZDPDELOOGED LOOGDBOB, 908

135 DATA BLOZIDZIBDAIDZAYOZIDLLAGGEBDLA86C
IO ILeCEFEL40685CHAYINBSCCACLIZAAGBCBD0
l'IF‘IIDEI'G'BI"‘Gl'lI.II.

136 DATA lCE!244CF!ZI!‘IEZ‘H!.IFFIE‘!.
SBBAYEABSBCZEZ22I20342520752520082620F
.!EIClB!EﬁSIEIGEiEF!ﬂHE,41!

137 PATA 20FBZ44CBEZ6Z09BZ4NY00854DESE
Eﬁﬂ#ct!l‘ﬂ'bEIblEDIﬂDiBBzDIFIﬁEEfD#lﬂ-
EF8Z6BDEINEFOZICADOFBAD, 518

138 DaTa AFDPOCIN4DOOGBDFBZ64CCEBZEAZOIN
P1486CHIOIDROSCALBFEIRAIACSDZE6400A5EBRE
Il!ﬁﬂ!blﬂhlll!lﬂ!#'F#!i,Ei! L ]

PUl 28 REM LOAD AMD RUM ROUTINE FOR DISK
VERSION OF MOUSE PARTY
FD 24 OPEM u1.4.9,"D:HOUSE.OBJ"

ON 26 POKE B85@,7:POKE 852,0:POKE B5I,I2:P

OKE B856,255:POKE 857,255
TB 28 H=USRCADR C"hhhILVEF) , 16)

BO I8 CLOSE Hi:H=USR{8ZI2) [ ]
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and Master said, "Remember that article you were to

write for the magazine next month? Well, I need it now,
get going!". It would seem that the last ATARI show came at a
very bad time for production of the magazine which, by the way,
for me will always be PAGE 6! The short notice threw me into a
panic about what to write so I looked over some past issues for
inspiration and found some interesting items.

T he telephone rang yesterday and the voice of the Lord

For instance, | have written in the past how ATARI give very little
backing to their computers, especially the 8-bit, and how a
national user group would be beneficial and even better if they
had their own ‘show’. Lo and behold, the seeds seem to have
been sown at the Alternative Micro Show in London and it may
well grow when the next Alternative Micro Show is held in
Stafford in November. All those people who complain about
their lonely XL’s, et al., have no excuse for not turning up - not
an 5T in sight, let's just hope that there is enough to interest
Atarians! The outstanding surprise at the 8-bit show was just
how much support is available for machines that stopped pro-
duction years ago. They continue on regardless because their
users are sensible and stick together. The ATARI 8-bits are alive
and kicking but which will die out first the computer or the user?

omputerhouse are importing software from America, of

what vintage | do not know, but again I have always

advocated this in the magazine and elsewhere and [ am
glad to see it happen. | just hope that they import utilities as
much as games. Maybe you think that it is not such a good idea
to import old programs. Well, maybe some of the ‘new’ prog-
rams are not so new. Remember not so long ago ATARI bundled
‘Home Filing Manager’ with their 8-bit computers? Could this be
the very same program that was advertised in ANALOG maga-
zine in issue 5 way back in September 1982? For those who
remember ANALOG, do you remember that it stood for ATARI
Newsletter And Lots Of Games?

al on the ST a couple of years back was an innovation and

that only the ST could handle it. Wrong! New Media.
Graphics Corp. had a system called DiskMaster 5000 incorporat-
ing a Pioneer VP-1000 laser disk player, a Z80 controlled inter-
face, 16K memory, a floppy drive, ATARI Basic and all necessary
cabling and documentation for only 33000 - not a bad price for
an add-on to the old 400 in November 1982! And you still think
that there was no support for our 8-bits?
Whatever happened to the much vaunted ATARI CD-ROM? Will
it come out of mothballs for the umpteenth time and be display-
ed as a stand filler at the next show? Do they realise that heavy
competition is now available? Hitachi Europe have introduced a
re-writable, 5.25", optical disk drive with 644Mb (yes, Megabytes)
of user memory with an access time of 75ms, a burst data
transfer rate of 925K/s. The drive’s formatter/controller provides
a SCSI and a burst data of 1.5M/s. The only problem will be the
price.

I bet you think that the interactive video disk from Microde-

ow many of our readers remember APX? Years ago

ATARI set up the ATARI Program Exchange where

people like you and me could write software and send it
into ATARI for vetting. If it was good enough, and at that time
the standard was not too high, ATARI would market the prog-
ram under the APX label. 1 have still seen some APX items in the

Mark Hutchinson’s

RANDOM NOTES

shops at one or two pounds instead of the twenty pounds they
originally cost. Some are mediocre, some are good. You pays
your money, etc. If some of the retailers would contact PAGE 6
and let us know what items are available, what they plan for the
future, how they cater for users etc., we would certainly like to
publish a column about program availability - but not in the
form of free advertising for the retailer, this is a two way street!

T hat is enough for now about America. What about early
issues of PAGE 6? What could be resurrected from De-
cember 1982, the first edition, that might still be relevant
today? Strangely enough, nothing. Well, the magazine was only
starting off and very little advertising was available. However, a
listing from Stan Ockers, the ‘wizard’ of ATARI Basic program-
ming was given and [ can see no reason why it cannot be
published again.

As an aside, the Editor made this comment in the first issue.
Type GRAPHICS 3 in direct mode and press RETURN. Press the
TAB key about 25 times and then press RETURN. Now try hitting
various different keys. Well, does it still work on the new
machines?

An interesting item from Issue 2 was the Victagraph Plot
window, an instrument to aid drawing in the GRAPHICS modes,
now long gone, whilst Issue three gave us three cassette based
programs from T&G Software and ‘Up, Up And Away' from
Pulsar. So where are they now? If you are the writer or you are
holding the copyright of such programs, please contact us at the
magazine right away, we might be able to make these programs
available again.

Whenever | have asked for comments in this column [ have
received letters from various places around the world. Unfortun-
ately all have asked totally different questions but it just goes to
show the wide interests of ATARI users, however one point does
crop up more often than others. Peter Boulter's letter is a typical
example. He asks the question, "Will ATARI ever own up to the
fact that the 8-bit machines are more than just games
machines?". NEVER! ATARI have still not learnt the lesson. They
flaunted the power of the ST then shot themselves in the foot by
setting up the summer games deal, how crazy can you get? Jack
Tramiel gave us promises about power, price, killing rumours
dead and availability of products. When was the last time you
heard of any of the Tramiels?

XF551 drive. At that time I did not know that the problems

were due to lack of support from DOS. Come back Bill
wilkinson! Also to Paul Clark, Linda and some others who did
not ask questions but would like some correspondence - I will get
round to it soon.

I must apologise to the people who wrote in asking about the

don't forget, an SAE gets you a direct reply. In 1982 users

would normally have ended a letter by saying ‘keep
hacking'. This was when we programmed for fun and experime-
ntation. now it means something a lot worse. How times change.
See you next time, Don't forget to write, your letter might be the
one to give me the inspiration for the next column.

S o, that is it for another issue. Please keep writing and

The adddress is
1, Hollymount, Erinvale, Finaghy, Belfast BT10 0GL
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IT GAMES ..

8-BIT GAMES ...

n early 1987, Domark
announced they had 5ig-
ned an agreement with
Atarl Inc. (the coin-op com-
pany) for the rights to publish
nome computer versions of
the arcade smash hit STAR
WARS. An 8-bit Atari game
was promised by the end of
the year, but Christrmas came
and went without any further
news from the company
Eventually, Domark admitted
they'd had second thoughts
and It looked as though, once
agan, we were going to miss
out en a major piece of soft
ware. Then came the wvery
weicome news that Zeppelin
Games had finished work on
their own Star Wars conversion
for the Atar, and had passec
t on to Domark for the mar
keting, And this is It
Although the game is sup-
plied in afractive 'stan
aard’ Domark packaging. you
can basically forget the bulk
of what is printed on the inlay
card as it was produced be-

fhe

scanf

TP
[ ; ]

5N :
SHDOT F ALLS

fore the Zeppelin gome was
anficipated. The blurk con
tains references to “stirring
music’ and speech synthesis -
neither of which apply in this
Case - and loading instruc-
fions, in four languoages. are
given for five different
machine formats - but not the
8-bit Atari! Fortunately, the
lack of relevant info isn't too

STAR
WARS

!il:l!lﬁ

el

SHOOT TIE FIGHTERS

THE FORCE COMES TO ATARI

much of a disadvantage as
author lan Copeland has in-
cluded adequate playing
hints within the game itself. It's
just o pity they seem to dis-
appear from view before you
get a chance to read them!
Incidentally, music on the fitle
page is guite good. but hardly
stirring!

Star Wars is, of course, a shoot
‘em up featuring vector
graphics and a variety of bat-
e sequences. Your alm. as
Luke Skywalker, 5 to defeat
Darth Vader's Empire by des-
troying the wvery Death Star he
commands. Your view is from
the cockpit of an X-Wing fight-
er., locking out across a star
scaftered blonkness - not un
like the scene in Star Raiders
At either side of the
screen there are two
laser cannons and in
the centre, a small
cursor which s used
fo line enemy
craft annihi-
lating them with laser
fire. In the first sequ
ence, Luke is
'Upr_:m:af;hing the
Death Star and rmust
avoid the welcoming
party of Tie Fighters
to survive. Oncoming fireballs
must be eliminated, otherwise
they'll reduce the strength of
the X-Wing's shielding. The ship
can only take eight hits before
It explodes, and the game
ands.

After reaching the surface of
e Death Star, you're con-
fronted by a series of defen-
sive towers, and must shoot

up

oefore

down the tumets for additional
points. As before, fireballs are
the major cause for concem
Finally, you dive intoc a deep
french in search of the ull-
mate target the exhaust
port. Blasting the port will des
troy the Death Star, but before
you can reach it there's a mul-
titude of stretch barriers and
missile emplacements fto

Cross your path and then ex
plode into a spiral of pieces as
you blast them from the sky
sound, I'm afraid, is not really
up to the standard |I'd expect
from Zeppelin, and the ending

a large "‘Game Over’ written
across the display, although
sometimes unrecognisable
due to other drawings on the

screen 5 another invitation

Reviewed by Paul Rixon

negotiate. Not only must you
fire at the installations but also
steer the ship around the cb-
stacles. There are many levels
1o be explored and the initial

ones don't include all of tha
stages mentioned above

That's o good job, as you
need to be quite expert be
fore tackling many of the later
scenes. From the title page
you can choose to begin on
wave one, three or five - cor
responding to easy. medium
or hard difficulty levels,
On the face of it, Star Wars is
ond always has been - an
essentiaglly simple concept. Its
strength lies in the fast paced,
action pocked nature of
gameplay. Zeppelin have
made a good job of the
graphics, as you can see from
the screen shofs. The trench
scenes in parficular are very
nicely done, and the Tie Fight
ers well animated as they
approach from the distance

for criticism

strangely, Zeppelin's game
isn’t the first Star Wars to
appear on the Atar. A similar
conversion was published on
ROM cartridge by Parker
Brathers(?) years ago
although I've a feeling it be
longs to that category of
games that ‘they never re-
legsed’ in the UK. But, seco
firme around it's o whaolly
creation from a company
who have shown how games
can and should be produced
on the Atari. If only the others
wiould Ihis Is definitely
not a game to be missed.

rmany

British

follow

Title: STAR WARS
Fublisher: Domark

Price: £12.99 on disk
£9.99 on coassefte
Players: 1

Contfrol:

Joystick
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A NEW LIFE IN THE STARS

Here's yet another shoot 'em
up from a company who
have brought us great games
such as Red Max and Grand
Prix Simulator. Programmed by
Maureen Copeland, TRANS
MUTER is g horizontally scrolling
‘Memeasis’ clone with plenty of
action to keep those dedi
cated alien zappers
occupied!

The story is set far into the
future, at a timea when the sun
has decayed info an unsus
taining glant. Man has adap
ted by burrowing deeper and
deeper Into the Earth’s sur-
face, using the heat from its
core to survive and construct-
ing multiple layers of deadly

Title: TRANSMUTER
Publisher Codemastars

Price: £2.99 on cassefle
Players: 1
Control:  Joystick

Reviewed by Paul Rixon

In the beginning., there was
Pong. Then there was Atan

and now there's VIDED CLAS-
SICS, an attempt by Firebird to
re-create the excitermnent of
that very first arcade game.
The company are offering no

fewer than six different chal
lenges - Tennis., Football,
Squash, Solo Squash, Four-bat
Blip and Asterbliperoids - in a
single package. The games
are selected from a cleverly
animated options menu, so
yvou only hoave to suffer the
looding sequence once per
session and you can retum to
it at any time using Reset. The
computer s a fair opponent,
being neither too easy norim-
possible to defeat. A two play-
er option is also provided.

New Atari User - Issue 39

machinery to guard his re
traat. Finally. the last few de
scendants have assembled g
space craft and deserted the
dying planet for a new life in
the stars - the end of the
story? Not quite! Unforfunately,
the machines left behind In
the abandoned tunnels have
bean known to frap commu
ters on their fravels through
the galaxy. As a senvice 1o
space-kind, you've (been)
volunteered to retumn to the
Earth and eradicate these
dangerous devices

Your transport for the mission
is descriped as a Total Aggres-
slon Fighting Machine. Mot
your every-day Renault o - This
beast runs on a Nucleonic
Transmuter - a gadget for con-
verting raw energy info various
pre-programmed cbjects.
Energy is created when mole
cular breckdown occurs or, in
other words, when you blast
sormething! What this means in
layman's terms is that if you

Tennis needs little
explanation - it's a
case of two moving
bats. a ball and a
scrolling back-
ground in various
shades of green
Ten points and the next serve
are awdrded to a player
when his opponent misses Q
return shot - that's about all
there is to it! Football is reason-
ably similar to Tennis (believe it
or notl) except that each
player manipulates two bats,
one for moving across half of
the screen as before, and the
other traveling vertically owver
an open goal-mouth.

Squash, as you might expect,
involves both players at the
same end of the darend. This
time you can move just about
anywhere within the screen
boundaries but quick reac-
fions and precise judgement
are essential if yvou venture too
near to the back wall. Solo
Squash is a bit mystericus - it

score enough  hifs,
you can pick up
added goodies for
your ship such as
laser fire, extra
speed and a boost
to your fire power. Once you
have all the extras. the game
becomes much easier to
complete, but you must be
careful to avoid all adversanes
as you can’t retain these abill-
ties from one life to the next
Visual delights include a large
score panel in the lower
screen portion with an inven-
tory of accurnulated add-ons,
with above, a varety of scroll-
ing landscapes and animated
nasties forming the basis for
the game itself. After the initial
shoot ‘em up stage there's a
bonus round where you are
attacked by waves of spheric
al objects. If you've managed
to obtain double fire power
these wil pose no problem,
but no amount of weaponry
will aid in the following sequ

appears that points are ear-
ned when you MISS the ball
and it bounces out of play. If
you miss frequently enough,
you even get an opportunity
to record your achievernent in
the highscore table! I'm quite
an expert at this onell

The remaining two games ane
slightly more original. In Four-
bat Blip each player controls
ane bat on a vertical edge of
the screen and a second on a
horizontal. There are no walls
at all on this occasion, so both
players nead good hand-to-
eye co-ordination in order to
keep the ball in play. Finally,
Asterbliperoids is an interesting
variation on the Tennis therme
The green backdrop Is re-
placed by a scrolling stars
cape with chunks of cosmic
debris strewn across the play-
field. Consequently. the ball
can rebound towards you
when you least expeact it, mak-
ing successful play as much a
case of luck as of skil

ence where you have to
negotiate a jogged wvector
graphics section of passage
ways. Scrolling is rather slow
and this becomes a bit frus-
trating if you lose a life - but is
a good incentive not to do so
very offen!

lransmuter 15 a perfectly play
able game but with such o
huge amount of dlmost iden
tical software on the market, |
can’t help feeling a little unim-
pressed by the familiarity of it
all. Mot to worry, as Codermnas-
ters apparently have some
new ones lined up for the
coming months, and if these
are up to the standards set by
previous releases then they're
certainly going to be worth
looking out for. Watch this
space!

~ KEEP IT SIMPLE .. MAKE IT GOOD

Sound throughout consists en
tirely of a musical masterpiece
which is similar in style to the
popular Rob Hubbard com-
positions found in software
such as Warhowk and Jet Set
Willy. Even ignoring the great
rmusic, | have to admit that this
is one of the few games that
has got me completely
hooked! okay, it's: INCRED-
IBLY simple in design but
tremnendously addictive and
thus a giveaway at the asking
price. Once you have Video
Classics you may not need
another game for some fime
arnd you might wel find your-
self addicted to one of the
simplest gomes to have been
relegsed in recent years!

Title: VIDEDQ CLASSICS
Publisher: Silverbird

Price £1.99 on cassette
Players: 12
Control:  Joystick

Reviewed by Paul Rixon




RETURN OF A CLASSIC

Aflantis are making no secret
of the fact that EMCOUMNTER
gn't a new game but a re-
release of the Paul Wodkes
classic that launched
Novagen - who have since
turned their attentions owver to
the 5T - fo fame and forfune.
Long terrn PAGE & readers
may remember a review by
the Editor which appeared in
issue ten, over five years ago!l
Encounter owes much to an
old Atari arcade hit called
Battlezone, in which the player
took contral of the last remain-
ing combat tank on Earth,
There are no tanks in Encoun-
ter, but the underlying princi

ple - and associated enjoy-
Tifle: ENCOUNTER
Publisher: Atlantis Software
Price £299

Players: 1

Control:  Joystick

Reviewed by Poaul Rixon

ment - remains the same.
From the forward command
window of a small probe vehi
cle, you observe a wvast green
plain littered with mysterious
cylindrical obelisks. Nudge for-
ward on the joystick and you
rmove into the landscape, the
cylinders growing in size until
you eventually pass or hit
them. Swivel sideways and the
whole display scrolls accord
ingly. Shift info reverse and the
cylinders shrink into the dis-
tance while new ones appear
from behind until suddenly, a
huge thud - as you back into
an unseen obstacle. Under-
nedth the window you'll find a
large. easy-to-read instrurmnent
panel, with G radar screen
and three coloured waming
lights. A small white dot

dppedrs on the radar and the
vellow light alerts you of im-
pending danger. The dot al-
ters position as you head to-
wards a brightly coloured
dlien saucer, line it up in your

British Telecom don't receive a
lot of praise for their activities
in the comm’s field but, when
it comes to producing compu-
ter soffware, no one can deny
that the BT label can usudlly

be regarded as a sure
guarantee that something
worth having lies within the
plastic box. THE EXTIRPATOR,
one of the more recent
games to join the Silverbird
collection, is cerainly no ex-
ception to this rule. In fact, it's
one of the best scrolling shoot
‘em ups currently on the
market!

The plot is fairly fypical for a
game of this nature - as fear-
less commander of the elite
Eagle X-Ray fighter squadron,
your dangerous mission is to

liberate a planef
from the evil clutches
of the occupying
‘Llax V' forces. To
accomplish the task.
you must battle
through a series of
heavily guarded- sectors,
avoiding or. preferably, elimi
nating the hoards of alien
attack craft as you go. At the
end of every sector lies a
huge, defensive barrier. This
must be destroyed before ac
cess to any subseguent screen
can be gained.

There are three sectors to a
level, each featuring a diffe
rent wvariety of naosties, from
tiny arrows to huge monstrosi-
fies blocking the entire pas-
sage! Some of them weave
across your path in search of
a collision, others fire missiles
directly at your ship. It's impor-
tant to avoid any contact with
the enemy as very few hits are
permitted before your craft
explodes info a glittering foun-

sights and blast it
into a spectacular
shower of pieces.
One down. fen
more o go

This time, you see a
blue light. As you head to-
wards the enemy, you re
attacked by a stream of
spherical missiles. You dive be-
hind a cylinder and the mis-
siles are deflected Info the dis
tance. Several alien encoun
ters later, your senses are
awakened by a flashing red
indicator and low droning
noise as an enemy homing
missile locks onto your position.
You slam the probe Info re-
verse in a desperate attermnpt
to gain vital seconds. There's
no escaping this one, you
must hit the missie before it
gets youl With a feeling of
some relief, the last alien craft
is dizabled and a strange
black void appears in the
vicinity. After locating and en-
tering the wvoid., you're prop

tain of particles. Although
eight ships are avallable in re-
serve, this allocation is by no
means an over-estimate -
you'll probably nead every
one of them!

The Extirpator clearly won't
score any points for originality
but its overriding strength lies
undoubtedly in the graphics
department. The author has
used many of the Atar's uni-
gue abilifies to create a su
perb backdrop to accom
pany the fast-paced action.
Background scenery varles
considerably throughout the
many stages and an interest
ing effect of depth is provided
by four different speeds of
smooth, horizontal scrolling
Above the main playfield
there’s a large, colourful stafus
panel giving details of your
score, power level and num-
ber of remaining lives. Much
attention to detail has
obwicusly been paid through-
out, Infroductory music - which

elled at incredible speed
through a hail of oncoming

meteorites. Somehow, you
manage to avoid them. A
new level begins - new scen-
ery, new aliens ...

The main talking point of En-
counter was, and still is, the
amazing three dimensional
visual display. However, there
is much, much more to the
game than the super graphics
- every aspect has been pro-
fessionally created by a man
who has Aftari programming
down to a finge art. Encounter
was previously marketed at
€995, but now that Atlantis
have cut this by two thirds
there can be no excuse for
not obfaining this remarkable
piece of Brifish software. You
certainly won't regret it

A SUPERB SHOOTING SCROLLER

doesn’t continue fhroughout
the game itself - s another
plus point. The jazzy, foot tap-
ping tune must surely rank
amongst the wery best avail-
able on the Atari, 50 even if
yvou tire of the game itself you
will still gain much pleasure
from the title screen alone!

Some budget games seem to
be thrown together with a
rinimal amount of effort, but
the Siiverbird label has risen to
a class above all opposition
with consistently high stan-
dards maintained throughout
the range. The Extirpator is one
of the finest in the bunch and
anyone addicted to shoot
‘em ups should get themselves
a copy without delay

Title: THE EXTIRPATOR
Publisher:Silverbird

Price £299

Players: 1

Contfrol: Joystick
Reviewed by Paul Rixon

New Atari User - Issue 39

47

_—__



=

W RS TR
—

| FOR SALE I

HINTENDO SYSTEM: Full systarm with lght
gun, Robot and 3 games, £160 o.n.o
Cameron MacMillan, Holybrooke Hall, Kima-
canogue, Co Wicklow, lreland.

PULSAR MOUSE PROGRAMS: Excellent
art prog. Modified for mouse. Holybrooka
Hall, Kiimacanogue, Go Wicklow, Ireland.

SPEECH SYNTHESISER: Maplin Wardmak-
er (uses digitised words for a better qualdy
speech output), £29. XC12 data recorder,
£16, Logic Probe for hardware faull-finding.
£6. Tel. 0502-566026.

XE SYSTEM: 130X%E + 1050 D/Drive, fined
with U.5. Doubder, joystick. Dos 2.5, 3, 4,
Turba DOS, Mini Office I, Atari Writer plus,
Spall Me, Alpha Micode on disk. Doublex
software, games on disk, 50 blanks, maga
zimes, Mapping The Atari, Compuie!'s 3rd
Book of Atari, Advanced Programming lech-
niquas, Mcode For Absolute Beginners,
Pokey Playar, Graphix inferface, £200 o.n.o.
Phone Duncan an Linlithgow (0506)-845040.

XL SYSTEM: BOOXL, XC12 cassetle recos
der, joystick, £150 wosih of games. Sall for
£125, o.n.o. Paul Talbot, 13 Riverside Drive,
Clonshaugh, Dublin 17, reland or Tel.
A53-1-4703098 atter Spm

1029 PRINTER: Complete wilth Atar Wriler
Plus and Home Filing Manager disks. Can

delivar within 30 mike radius of Derby. EBD

o.n.o. Ring Derby (0332)-668001.

BOOK: Mapping The Atar {revised edion],
£5. Phone (0507)-605244.

B800XL UPGRADE: Unused Rambo XL 256K
upgrade kit including eight RAM chips. total
value over £50, yours for £25 including post-
age. S.Beauchamp, 1, Gosden Closa. Fur-
nace Green, Crawley, West Sussex, RH10
=13

XL SYSTEM: 800XL. 1050 disk drive, 102%
primtes, Philips monitor, new whilé computer
dask. All boxed, with Mini-Office I, 10-Print,
Atari Writer Plus, Trivial Pursuit and games
All for only £210. No spiits. Phone
01-517-8396.

COLOUR MONITOR: Big screen G4cm,
same resolution as B833 plus sound. RGB
Analog or TTL. Steel cabinet pro moded,
£75, Circuit diagrams supplied. Tel
051-427-1973, daytime.

XE SYSTEM: 130XE, 810 Disk Drive, 850
interface. Star prinfer (all cables). Joystick,
trackball, touch tablet, loads of disks, De Re
Atari, Technical Referance Manual, 800 &
tape drive. Offers ta Jon an Cambridge
(223)-842648 after Bpm.

XL SYSTEM: 800XL with 10560 disk drive
software including Mini Office 11, joystick,
books incheding Mapping the Atari. Assemb
ler Editor cariridge, all excellant condition,
£100 boxed and post free. Phone: Mayfield
[Sussex) D435-873234 after Epm.

XL SYSTEM: B00XL computer. 810 disk
drive, XC11 cassetie, 1010 reconder, 2 joys-
ticks, 100's of games, utiities, etc. on disk
and cassefte. books. (some American),
mags, Pilot Prog. Lang. and manuals, Ger-
man Conversational and some ROMs. Cost
over £500, sell for £300 o.n.o. Tel.
0344-56814

XL SYSTEM: BOOXL, 2 disk drives, 810 &
XF551, XC12 cassatte deck. Atan louch tab-
lat with software, numerous software litles
[some on disk) including Mini Office 1I, Tech
nicolour Dreams and Time & Magik. Offers
ovar £200, Tel, Portland (0305)-820933.

XE SYSTEM: 130XE, 1050 disk drive, data-
corder, over 100 disks filled with utilities,
games. ebc.. including Flight Simulator 1.
many books, Greal offer at £200. Phone
Pete on Frinton-on-Sea 678721

CONTACT

PRINTER: 1027 complete with tull instruc-
tions, transformes and connecting leads,
poxed. Also various items of sottware on
digk, ROM and cassette, Sell as a package,
nio sengible offer refused. Tel David on
O780-56117 after Gpm.

XL SYSTEM: B00XL, 1050 disk drive moun-
ted in attractve metal plinth, 1010 datacor-
der, Touch Tabletl & Atan Artist, assembler
aditor canridge, many games and mags.
Vary, vary good condition. Sell for £100.
Ring 0375-672935

PRINTER: 1029, excellant condilion, com-
plete with dust cover, leads and nstruchon
manual, E75. Phane Blackpool
(0253)-821819, evenings please

¥E SYSTEM: 130XE computer, datacorder
joystick, 1050 disk drive, games. £150 o.n.o
Langton (0772)-615887 after d4pm.

XL SYSTEM: BOOXL with 40 games, 2 joys-
ticks, €80 or swap for Commodara C4.
Contact 021-351-4269, alter Spm

XL SYSTEM: 00XL, 1050 disk drive, 1010
recorder, 170 disk games including Summer
Games and Beach Head Il, 15 cartridges,
131 casseties (many full price games, Arka-
noid, U.S.Gold's, efc.), also 13 disks of

P D.Software, 100-cap disk box, Transdesk
utility (tape-to-Disk), paddies, Quickshot 2
turbo, Cheetah 125+, Atan joystick (and

Chickshot 2 that needs repairing). All cables,

#ic., 25 mags and & books, lots of manuals,
Wil split. Phone Stephen on Hertford
550581

ASSEMBLER EDITOR: Atari cartridge with
manual. also Monkey Wrench |l cartridge
with manual. Both for the 800XLA130XE. E15
I . Phone (0443)-438169

¥L SYSTEM: BOOXL, 1050 disk drive, cas
safle recorder with many disks and tapes,
twao joysticks, many issues of Alar User and
manuals. Ideal for beginner. Tel. Flint 61850
after 4pm.

ML SYSTEM: BOOXL, 1050 disk drve, 1029
printer, 1010 cassetie recorder, Touch Tab-
let, all im original boxes with cables and
manuals, elc. Also Competition Pro joystick,
Alarni User and binders (from lssue 1) and
Page & (from Issue 19). Many games and
ulilities on both cassette and disk. Home-
built speech synthesisaer (Atari User July
1987) thrown in. £300 a.n.0. Phone Danny
on {0235)-812808 after 4pm.

XL SYSTEM: 800XL. 1050 disk drive. 1027
LC Printer, WP package, joysick. manuals,
wanous books and magazines and £200
worth of games and utilities, all in excelant
condition, £250 o.n.o. Tel. 01-806-0075 after
Tpm or weakends

XL SYSTEM: BODXL with 1010 cassette re
corder, 1050 disk drive, Touch Tabbet with
Adari Artist, 1020 printer/plotier, also Basic
AL AOM Cartridge and salection of books
and magazines, £200 o.n.o. Contact Mick on
DE52-670133 avenings only.

ATARI USER: Set of all issues (lies! to last),
mint condition, Any offers? Mini Office 1| disc
with manual, £9.90, one pair of paddies and
Super Breakout cartridge. Any offers? Write
1o PO Box 8556, GR-10010 Athands,
Gresca

XL SYSTEM: BOOXL, 1010 casseatie recor-
der, joystick, manualabooks plus 100's
pounds of soltware on cassetie/AOM. Excel-
lent condition, onty £70. Write to Mike at 15
Ambassador Gardens, Armiharpe, Doncas-
ter, DMN3 3JW.

16-BIT BARGAINS: Star LC-10 mulbiant
printer with ST cable, First Word and 2
ribbons, £145. SF354 hall-meg disk drive,
£29. Timewarks OTP (v1.12), £40. Data
Manager Professional (v1.1A), £20. Swil-
Calg (V2.0), £17. OS5 Personal Pascal
(w2.02), £20, Microdeal ROM port clock car-
tridge, £17. Phone (0524)-415294, any time.

TRIPLER BOARD: Tripler board, allows 3
operating systems on 130XE, £20. Mapping
The Atari {revised editon), £8. De Re Atari
£8, Tel. 0283-2Z21001, ask for Malc

AL SYSTEM: 800XL as new, cassetta, all
leads, boxed, original instruction books plus
software, Perfect order, all ready 1o run. £40
Write to: 15, Highview Crescent. Hulton,
Brentwood, Essax CM13 18, Phone
0277-211710. No ollers please.

¥L SYSTEM: 800XL. 1060 disk drive, 1010
datacorder, joystick, paddles, loads of solt-
ware, including word processor, database,
music, graphics and games, keads and
manuals. All for £130 o.neo. Tel
01-777-2573

XL SYSTEM: BOOXL with datacorder, 1020

printer/plotier with spare rolls of paper, also

pens, joystick and Iots of games, £125. Aing
Daennis on 05435-5096

XE/XL SYSTEM: 130XE + BOOXL compu-
ters, XC11 tape recorder, 1050 desc drive
(needs attention). over £200 worth of disks
and utilities, £200 worth of tapes, vanouws
books, approx, 30 Atan User mags and 2
joysticks, all for £250. No splits. Buyer col-
jects, Phone: Mr_Parfoot on Bognor Regis
B29672 after Spm

XE SYSTEM: 130XE, ¥C12 1ape reconder,
joystick and games, Dust covers, many
books and magazines, £125. Also conpites
desk, £25. Tel. Guildiord 64853,

XE SYSTEM: 130XE wilh dust cover, 1050
disk drrve with read/write switch, XC12 re-
cordar, all well looked aler and in onginal
boxes. Two Quickshat joysticks, £150 worth
of games on cassefte and disk (Hardball,
Jinxtes, @i ). blank disks, all manuals. Atari

User (from July 1986-End). £300 the lot! Tel:

(0865)-340704. Buyer collects, Oxford area

XE/XL SYSTEM: 65XE with XC12 recorder
plus software (worth £50), £70. B00XL alone
far £30, enhanced density 1050 disk drive,
£65. Phone Neil on Deal (0304)-372969

XE SYSTEM: 120XE with Computerhouse
Controller Card, 1050 drive, XCIl cassatle,
D printer connection, MIDI, mouse, track
ball, Z joysficks, books, mags, manuals.
v.g.6. and with E550 worth of software. Call
now!! Tal. 0205-773148.

520 STFM: With hall-miag drive, mouse,

mouse mail, v.g.c. and fully boxed, plus gual-

ity software {onginals), and loads of disks
and disk hoxes. kdeal lor begnners or up-
grading, Qnly £230. Phone Colin on
[Thorne} D405-812965.

XL SYSTEM: 800XL with 1050 disk drrve,
rwo joysticks, two games (Ghostbusters &
Dropzone), used twice, £85. Phone
(0322)-67730 ask for Danmy (Swanley.,
Kant)

ANTIC/AMALOG: Computer magazines and
books. Ring Steve on D602-847330.

PRINTER: 1029 including manual. ward pro-
cessor and leads. Good condition, £100
o.n.o. Phone Paul on 0883-B50713

XL SYSTEM: 800XL, 1050 disk drive, aver
100 cassete/disk games also B0+ computer
mags. A bargain at £180. Tel. 0702-544924.

XL SYSTEM: B00XL, OS5 Coniroller Card,
Yorkie 256K memary expansion, 1050 drive,
U.S. Doubler, Spartados 3, 850 interface,
books, magazines, #ic., £300. Also Juki
5510 printer, no head, £40. Tel. 0506-5599:
after 7pm. (Central Scotland)

PRINTER STAND: Perspax. B0 col (gx-
Micro Media catalog & £17.90), £10 + posi-
age. 3 Monitor magazing binders (unused)
with gold blocked logo on sping, £6 each +
postage. Phone John on 0228-716363
{Cumbria) Bam-8pm

RS TR T
|

PRINTER: 1020 complete with manual, £80
Also B22 thermal printer, £40. WS2000
modem with Datari intarface, £100. Tel.
(¥86-277-3360 (Dave, Hants).

WANTED I

1010 CASSETTE DECHK: Also B0OXL user
instructions. Tel. 01-422-0728, Evenings

MAC/65: With manual. Please either write 1o
Richard Carter, 73, Grasett Pk,. 51 Saviour,
Jersay, Channel |slands, or Tel. 0534
23389

OMHNIRES EMULATOR: If any reader is
using this colour/mona ulility an 5205T, or
has copies of any magazing reveews or
Omnires for sale then please contact John
Fowlands, 26 Despdale Avenue, Boolle,
Merseyside L20 4MA or Tel. 051-933-8766

SWAP: Sega Arcade system, Hang On
Wander Boy, 1 Meg canindge with joy pads
for Atari compatible printer in good working
order. Also warted: 1050 with Happy of
Laser or IS Plate, good phce pad. Swap
Atari Writer, Atari Basic and Alan Assembler
canndges for Atar Artist and Touch Tablet
{or £30 o.n.o.). J.M. Donald. 15 Birkenside,
Gorebrdge, Msdiothian, Scatland, EH23 4JA

DISK DRIVE: 8-bit. preferably a dead one.
Must be cheap. Write to: David Hoare, Flal
5 50 SiJames Road, Leicester LE2 1HO.

1050 DISK DRIVE: Also disks. Phong
021-472-6883, atter 4pm and ask for
Steven

GRAPHMASTER 4: Lty for copying
graphic screens. Mainly sold in France
Please advise me of availability. G_Robert,
26 Fontaine Michaux, B-1400 Mivelbes,
Belgium.

PRINTER DRIVER: For Star LCAD printer
used in conjuncton with Publishing Partner
Var. 3 on the ST. Phone (0443)-438169.

PAGE 6: Issugs 1-19 please. Aing Denmis
on 05435-5096

XC11/XC12 CASSETTE: Complate and
working. Would consider cheap 1010, Phaone
John on 0229-T16363 (Cumbria) Bam-Bpm

PRINTERPLOTTER: Atari 1020 in good
condiion, preferably with spare paper and
pens. Tel. Mr.A Watterson an Clwyd (0244)
S5507T17.

DISK DRIVE: 1050 or XF551, must be n
good conddtion. Phone Andy on
01-993-5793

PAPERCLIP MAMUAL: Required for word
processar. Phone 023-13-6183 anytime

| PEN PALS/HELP I

TECHNICAL HELP: Come on all you &x-
A.AF. Bomber Command iypes, help a

67 -year-old ex-bomb aimer, Now on a pen-
sion and i poor health, fo sort out his
BOOXL problems! What | need is a crrcuit
diagram, iterature and interface lead to con
nect my machine o my Cenfronic 737 pin
tar. Write 1o; Ex-F/Sgt Benjamin Evans
(641391}, 64 Ellicts Drive, Yeovil, Somersel.
BAZ1 INP. Tel (0935)-22604

BOOXL PEMPALS: | have a 1050 disk drive,
1010 tape unit and would like to contact a
panpal. | am aged 12. Michael Atkinson, 15
Watkins Drive, Prestwich, Manchaster. M25
BDR

GREEK PENPAL: 130XE penpals. 0 you

want 1o swap ideas, hints and lips, wrie o
Takis Pournaras, Kapodisteiou 58, 152 37
Filothei, Athens, Greece.

More CONTACT on page 50
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" UPGRADED TO ST? PAGE 6 OFFERS

Don’t throw your old files away use

TARITALK

See this page and inside front cover for details

FOR YOUR XL/XE

UNDER STARTERS ORDERS

The most effective way of transferring files from your Atari Cassette i £2.95
8 bit system to your ST without the need for a costly Disk (Issue 37 disk) £2.95
interface. TARITALK comes complete with interface cable TURBO BASIC (Disk) £3.95
and software to transfer text files, database information,
ict ic fil d t ST SPELL ME
pictures, music files and more to your Cassette £4.95
TARITALK is just £19.95 Disk £6.95
and is available exclusively from PAGE &
i MINI OFFICE Il £14.95
- use the order form or telephone us for credit card orders ,
ISSUE 39 DISK B
Let your young ones enjoy learning with your XL/XE {with PROFESSIONAL QOLF) '
La - seEER: - LANCELOT
labcdefghi iklm Cassetle £9.95
IinNnopgrstuvwxys:z Disk £9.95
TIME & MAGIK
i Cassette £9.95
Disk £9.95
A delightful program to teach four fo five year olds the alphabet THE JADE STONE £g9.95
plus word construction and word and picture association. Guide i
them with those first steps whilst also teaching how to enjoy the '?E;'I-ETE.&EE SHA TRI-PAK E?ggg
Afari as a creative fool. SPELL ME has been written by a qualified ¢

CLIP ART COLLECTION 1 £10.00
CLIP ART COLLECTION 2 £10.00

Postage included in U.K. Europe add £1 per order.
ésewher& in the World add £2 per order.

teacher and has been enjoyed by hundreds of Afari owning
yvoungsters. Why not let your children enjoy it to?

SPELL ME is avallable on cassette at £4.95 or disk at £6.95 exclusively
from PAGE 6. Use the order form or telephone for credit card orders

NOW AVAILABLE 9

CLIP ART 2

LLULERLRALRLRELELEEERRERLEEEEREERREELEELLLEEREEL

for use with Fleet Street, Timeworks, Easy-draw,
1st Word Plus, in fact any ST desk top publishing
or layout program

R P e e e e e G e G

Hundreds MORE images on four
disks in compressed format with
I full instructions on conversion

|_| Cheque/Postal Order enclosed for £
|:| | wish to pay by Access/Mastercard/Eurocard/Visa

cara No. [ LT IO LI CILC L

Please debit my credit card above with £ ’_r l_r date:

Send your order to
PAGE 6 PUBLISHING
P.O. BOX, 54, STAFFORD, ST16 1DR

Please allow up to 28 days for delivery
Please feel free to photcopy this form ar write your order if you do not want to cut the magazine

UNDER STARTERS ORDERS
NOW AVAILABLE ON TAPE for }usi £2.95

A great racing game for all the I'anﬂi'y'
now available on boot tape

- ",
* Computer betting for 1 - 4 players ' % % Vs
* Full colour animated race graphics ; — w
* Save game facility ) s ool
* 7 races per meeting

* Name JSL horses Do you really want fun soffware on casseffe?
* Photo finish and more

to use in the most popular prog-
rams on the any ST computer

All images are in the public domain o > ~ | g
and may be freely used - many are e "
ported over from the MACINTOSH - % 3
subjects include general, animals cartoon

borders, headers, classic art, whimsy, hﬂhdayf
I s';rmbuls and much more - give your work real class!

XAAR LA AN NN
FOUR DISK collection just £10!
CLIP ART COLLECTION 1* still available at £10
Ask for CLIP ART COLLECTION 1 or 2 available only from

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

Pay by cheque/postal order, Access or Visa
Telephone orders welcome on 0785 213928

You'll be jumping out of your seat with excitement!

See PAGE & Magazine Issue 37 page 29 for further details of this super program. Tape
version has all the facilities and fun of the disk version excepl that the number of
horse databases is limited. AVAILABLE EXCLUSIVELY FROM PAGE &

Many other general public domain disks are available from
the PAGE 6 ST LIBRARY, please ask for a copy of our catalog

New Atari User - Issue 39 49
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CONTACT

extIa

| PEN PALS/HELP I

ST PENPALS: Write 1o Roy Tellas, 9, Abbay
Close, Cippenham, Burnham, Berkshire
SL2 3LH

XL PENPALS: Wrile 1o L.Scatland, 73 Lang
law RAoad, Mayfield, Dalkeith, Midiathian
EH22 SAT or phone 031-8603022

CAMNADA: User wishes 1o contact ather 5T
users 1o tfrade hints and tips. Pleasa write to
Philip C.Cavanagh, 532 Dumnedin, Victoria,

B.C. Canada VBT-ZLE. (Tel 604-385-5886).

B-BIT PENPALS: Required in LL5.A. and
Canada. Both cassetie (48K} syslems and
disk {128K) systems caterad lor, Write ta
Calin Newsall. 10948 Eirton Lana, Thome
Doncaster, South Yorkshire, DNE 5RG,
England

U.S.A. WORLD: Reaching out o anyansa in
terastad in lorming a workd wide Alan user
group for 8-bit practical applications, artificial
intelbgence and farming/gardening, We
proposa a quartardy Disk Mawslattar with
member submitied softwara. ldeas, soft
ware, enguiries welcome. Write 1o: Lea
Jones, GROMOR-SYSTEMS, At.1 Box

76-B. Pleasantville TN, ZIP-37147-9801
USA

HELP: Foolball om the B-bit, Can amyone
phease tall me of a spreadshaest'database tor
the 130XE whach will enabda ma 10 rate
teams. update ratings according o a fixed
formula, and list ratings for recall later?
Capacity required ta list all the teams an the
wisikly lixed odds coupons, and their current
rating. | am using Mini ONice bul the data
recall is clumsy. Please phone or write o
Don Burley, 177, Legsby Avenue, Grimsby
D32 OLB. [0472-T4550)

B-BIT OWHERS: | am looking for pen pals
wiho own an Atari 8-bit computer and disk
drive to talk Aari. All letlers will ba
answered. Write to: Mick the Fish. 7 Foundry
Mill Crescent, Seacroft, Leeds, Yorkshara
LS14 6QT

XL/XE PEMPAL: Is thare anybady in Co, M
onaghan in raland that has an XL'XE com
puter? | have an BO0XL with XC12 Datacor
der, Write to: David Sharpe, Shannonville,
Clones Road. Monaghan. (Tel. 047-82342)

B=BIT PENPALS: Anyone inferested in con-
tacting a BT yaar old enthusiast with ime
1050, 800XL. 1010 and into Strategy games
and good cassette gameas. Write to: J.C
Baldock, 1488 Reculver Road, Beltinge
Herne Bay. Kent, CTB GPL

B-BIT PENPALS: Hello, my name is Fran
and I'm 23yrs old and own a 65XE and |
would kova to haar irgm any otier male
female XE usars, All letters answeaned. Must
warm you I'm a comphate novice, but would
iowa any halp and advicd you can give me
on how to get the best aul of my Alari, Write
1o: Fran Anderson, 20 Silver Green, Far

d Estate, Kings Lynn. Morfolk, PE30D

SPANISH B-BIT USERS: | am trying 1o form
a user group out here, and | look forward to
hearing from all you 8-bit users in Spain
[phease write in Spanish or English) plus
B-bit users in the LK. Write to: Steven
Wilds, C/Payesas, 30, 07460, Pollenga, Ma
|orca, Spain

XL PENPALS: My name is David. | have an
BO0XL, 1050 disk drive, and a 1010 1ape
daeck. | like arcade games, adveniures and
programming. | am 12 years ald, all lefters
answered. Write to 64 Yarrow Courl, Panl
cuik, Midbothian, Scotland, EH26 BHE

XL USER: My name is David. | have an
200xL. 1050 disk drive, 1010 tape unit and
a 1029 printer. | am inerasted in all iypes of
software, adventures, arcade, elc. All lellars
answered. Write 1o Dawid Foggin, 111
Lowood Lane, Field Head Estate, Birstall
Batley, W.¥orks, WF1T 9DE

XL USERS: | am an Afari B-bil owner wilh a
cassete based system. | would like to hear
fram any other XL users anywhere in the
world, | have quite & good selection of
games and am very interested in utilities
Plaaza wrile 1o Alax Meshan, 16 Seafort

ARE YOU MISSING OUT?

You've got lots of questions about your computer but don’t
krew whe 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 how! We do! You want to get
some of that 'Public Domain’ software you've heard about, but
where from? We know! ¥You don't want to feel like vou're the
only Atari owner in the world, but where can you turn too! Well
wiee can help! Great, but who are you”?

We are the largest {and oldest) Atari Computer Owners Club
in the LK. For just £5.00 per year yvou get help, assistance, hints
tips, friends, pen pals, access to PDusottware, up to date
information, games, utilities, hardware projects, software
reviews, programming tutorials, and a glossy club magazing

avery quarter

A club magazine as well!! One of those photocopied things

that is unreadable, eh! Well no. it's |'|'“'..-1:'*-\.-.i:l‘.|||||'-.",. duced, just
like this magazine yvou're reading. [t's called MONITOR, you may
have heard of it? Yes, friends of mine have read it and sayit’s
great! How do | join the club and get my copy of MONITOR?
Easy just send a cheque or postal order for £5.00 10 the address
below requesting a four issue subscription. Overseas

mermbership is £8.00 (surface) or £12.00{Airmail)

You won't be disappointed!!

The U.K. Atari Computer Owners Club

P.O. Box 213,Southend-on-Sea, Essex, SS1 2QF

Independent User Group

UPDATE

Ava., E.'.Jn:j_'r- Maount, Dublin 4, Ireland

CONTACT is FREE of charge and may be used by any genuine
Atari enthusiast for contacting other owners. Any notice may
be included except those offering software only for sale or
exchange or those offering items for sale commercially. The

Editor reserves the right to omit any notice received at his
discresion.

Send your CONTACT notice to CONTACT, PAGE 6, I".0. Box 54,
Stafford, 5T16 1DR. Please write your notice on a separate
sheet of paper, not as part of a letter.

MIDI? MOLEX!

Apologies for the language but it's quite appropriate. Read-
ers may have noticed last issue that we were hoping to have
an exclusive offer on the Midi Master interface for the XL/XE
but unfortunately we have run into a spot of bother.

The interface requires a Molex plug, which is the one that
plugs into the serial port like the disk drive or cassette deck,
and whilst we can get hold of them we have to purchase
huge quantities which will make the whole thing totally
uneconomic. Does anyone know where we can get hold of
these plugs in reasonable quantities? Perhaps there is a
retailer out there who stocks them or can point us in the
right direction?

We need your help now so that we can continue lo support
the XL/XE. Once we can locate the plugs, XL/XE owners can
have a MIDI interface and can enjoy the exciting world of
MIDI music.
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AMAZING (ISSUE 37): Thanks to everyone who came
up with the answer to this problem, especially Algie who
advised that the problems arise for two reasons. Firstly line 1297
lost its last character during printing but TYPO 3 users should
have spotted this and secondly line 45 takes no account of
people legging it off screen before collecting all of the di-
amonds. Algie suggests the following amendments

GO0 IF M¥X=0 AND DIA<>DIAMAX THEN 700
501 LOCATE MX-1 MY.C

700 C=10:G0T0 50.

1207 MX=18:MY=19:TIME=15:DIAMAX=17

This modification will cost you a life if you exit before collecting
all the diamonds but that serves you right!

See the letters page for an explanation of the cock-up on the nex! two
listings which were oulside our control,

MCQ-TEST (ISSUE 38): The first column of the listing
on page 28 is in fact the first column of Listing 3 which is on
page 30 and the first column on page 30 belongs on page 28.

REAL TIME CLOCK (ISSUE 38): The first column on
page 45 is a duplicate of the first column on page 46. The
Cassette version on page 46 is correct but the Disk version has
the first half of the listing missing. We obviously don’t have
space to list it all but will send a photocopy of the correct listing
to any interested reader,




PROGRAMMING with

STOS

Type-in listings
on page 70

The ;Xybots b
nyade This oate
pRace l-ll :Illll'l-l"'l_:.

Their underground
L fortress

. is guarded by
robots cnntrnlrld
by Master Nubots.

‘‘Major Rock Hardu
and Captain Ace
Gunn have beeén
sent to destrow
the Haster
Xubots.

XYBOTS from
Domark

Above - RVF which Mic-
roprose claim is “"the
most thrilling, exciting
and realistic bike racing
game ever to have been
released om a home
computer”

=+
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Another big licence
from Domark, this
time a

LICENCE TO KILL

'. B |

1 I.

S ODDDEDD ) TR T
P

CASTLE WARRIOR, Palace Software's
follow up to Bio Challenge

TOTAL ECLIPSE, a puzzler from
SI NEWS Micro Status

Or, alternatively, a guide to Microprose as, since they bought Telecomsoft, they seem to have about 95% of all the new 3T releases at the
moment! RVF is a motorbike racing game produced in conjunction with Honda with some modest hype as shown above. PIRATES! was
promised quite some time ago and should now finally be out in the UK but it is also the first release by Microprose Japan if you fancy
a trip to buy your software. XENOPHOBE is a conversion of the arcade game of the same name whilst RAINBOW WARRIOR is, as you
might have guessed, based around environmental issues and produced in conjunction with Greenpeace. Presumably some of the £24.95
you need to pay will be going to Greenpeace’ TOTAL ECLIPSE is a conversion of an established 8-bit title with curses and puzzles in ancient
Egypt. TOWER OF BABEL is a 3D puzzle game in which the player controls three robot spiders interacting with various obstacles. RICK
DANGEROUS is a humorous vertically scrolling climber game with around 135 screens of action and fun. ACTION FIGHTER is coming up
next month and is a conversion of the Sega arcade game, another vertically scrolling shoot ‘em up. WEIRD DREAMS is ... weird! You drift
between conscious and subconscious, between sanity and madness as you try to unravel intricate puzzles to return to a normal life.
ORIENTAL GAMES is THE ultimate martial arts fighting simulator (yes, another one) but this has a few extra fighting styles and a six
round tournament. SAVAGE is a sort of Rambo character who has to rescue his companions from a labyrinth of dank and gloomy dungeons.
Diplomatic discussions? Nah, just kill it, stomp it, slash it, and flatten it leaving a nice world for your friends to come out to. Under
development for release later in the year are MIDWINTER, set in the 21st century when a global climatic crisis has turned temperale zones
to an arctic climate and you must survive invasion from others trying to survive, and SURVIVOR, set in a post holocaust desert wasteland
where you must reclaim land, cultivate the desert and re-build the community. That's just a few, next week Microprose will have another
132 titles ready. S50 much for Microprose, what about the others? On a more serious note, HiSoft seem (o be busy again with the release
of Spectre 128, the ultimate Macintosh emulator, which will run all the latest and best Macintosh software. They also have an upgrade
te their popular text editor Tempus called, surprisingly, TEMPUS 2 and are venturing into the C world with the HISOFT C INTERPRETER.
Domark, of course, should have LICENCE TO KILL out plus XYBOTS which is reviewed (actually before release!!) in this issue. WICKED
comes from Activision, a bit of the occult as does BOMBER T.A.C. a new fMight simulator based on a real life bombing competition held
by the United States Air Force! Finally (running out of reom) Electronic Arts have a new role playing adventure game out later in the
year called THE HOUND OF SHADOW developed by a company who have previously released board games and written fiction for various
adventure magazines and based on the Cthulhu mythos developed by H.P. Lovecraft.
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SOFTWARE ATARI & AMIGA
Specialists

Interested in the
Atari ST or Commodore Amiga?

Then talk to us - we are one of the leading specialists
in Atari & Amiga products for both home and business

We have a wide range of products including:
Computers, Printers, Hard Disks, Diskettes &
Boxes, Monitors, Modems, Laser Printers,
Plotters, Books & Magazines, and of course,
a wide range of software for Entertainment,
Music, Programming, Education,Graphics and
much, much more.

For the business user we have systems for
Accounting, Payroll, Desktop Publishing,
C.A.D., Word Processing, efc.

Why not give us a call, or better still, visit one
of our centres in

Birmingham Plymouth

212-213 Broad St 9 Exeter St,The Viaduct
Birmingham, B15 2JP  Plymouth

021-643 9100 0752-265276

P.S. Bring this ad with you and get a discount of up to 10%!
P.P.S. This advertisement was produced using an Atari ST.

&

Educational & Home Software
- onyour Atari ST

B. Bytes Computer Systems of Hinckley now supply:

B. Spell £14.95

A superh spelling program for your child. Svitable for ages 58 or children with learning
difficuties. Total mouse control, highquality speech and 26 pictures. Tunes to reward your child
and mistakes are comected.

Micromart commended the programs - “Excellent graphics”. Monior Magazine rated the
programs 9 out of 10 for educational value.

Construction Set £9.95 or with B-Spell for only £19.95

Mow add your own picturas to B-Spell. This will give it “unlimited potential’, said 5T Usar! - and
50 it does!

Draw in Neochrome or Degas, 26 new pictures included for you to use or akter and no upgrade
is required for B-Spell to use Construction Set

B-Base Il V.1.5a £14.95

Periect Database for all your household or small business uses.
Wery user friendhy”, “well written”, "very rapid”, “very reliable in vse and extremely good value for
maney” said an impressed monitor Magazing,

NEW FOR 1989 — Maths £14.95

Perfect companionto B-Spell. Seven programs in ona, add, subtract, multipby and count picturas
and numbers, speech and abacus, a5 well as an animated teacher which makes learmang fun.
Tunes reward success and emmors are cormeched.

NEW FOR 1989 - Playspell £14.95

Multi-level platform game and spelling incorporated, data disks to follow at £9.95 each
Prices include VAT & P&P, cheques payable to: B. Bytes Computer Systems
Hardware and software information pack available for most makes of computer
B. Bytes Computer Systems
19 Southfield Road, Hinckley, Leicestershire LE10 1UA

Tel: (0455) 613377
—— .

Y

ATARI ST SUPERDEALS

&

520 STFM POWER PACK £359.00

Inc VAT and Next Day Delivery
Power Pack Includes:
* 5205TFM 512K Keyboard with Built-in 1 Megabyte disk drive and TV Modula-
tor
* Over £550 of games software including Outrun, R-Type, Super-Hang-On,
Space Harrier, Afterburner and 15 other games
# OrganiserBusiness Software including WORDPROCESSOR, SPREADSHEET
and DATABASE
First Music and First Bassc Utility software,
FREE JOYSTICK!
All leads, manuals PLUS MOUSE and free mains plug
HEHEHBERI: Many ST's do not come with BASIC, ours mme mm STBASIC REV
D by Metacomco.

*
*

1040 STFM SUPER PACK £439.00

As 520STFM Superpack but with 1 meg memory 10405TFM

1040 STFM BUSINESS PACK £439.00

Business Pack Includes:

#*  Atari 1040STFM Keyboard with 1 meg memory and 1 meg built-in disk drive
plus TV modulator.

% ©£385 worth of Business Software including MICROSOFT WRITE word proc-
essor (£150), SUPERBASE PERSOMAL Database (£60). VIP F_‘FIDFES-
SIONAL Lotus 123 Spreadsheet clone (£150) and Metacomco Basic (£25).

* All leads, manuals and mouse.

520 STFM EXPLORER PACK

As 5205TFM Superpack but with only one free game and no
joystick or Organiser —

£269.00 inc

A 1 BUSINESS PACK £529.00

The new Mega 1§T computer features a smart separate keyboard and system
unit and includes all the business software listed for our 1040 Business Pack.

Inc. SMC124 Mono Monitor £628.00

PRINTERS

Citizen 120D inc lead

Star LC10 inc lead

Star LC10 colour inc lead

Seikosha 80 col. printers. AMAZING PRICES!
Seikosha 9pin NLQ inc lead

Seikosha 24pin LQ inc lead ..

MONITORS

Philips 8833 Colour monitor inc lead
Atari SC1224 Colour Monitor inc lead
Atari SM124 Mono Monitor inc lead

DISK DRIVES
Atari: SF314 1 meg inc lead

Cumana C5A354 1 meg inc lead
Atari Megafile 30 meg Hard disk ..

CREDIT CARD ORDERLINE 0908 78008 ™

To order: either call the credit card onder fine above with your

Access/Visa credit card detals or make a

mnﬁnmwwm

and send it with your order 1o the address: balow. We've moved to larger premises - Callers most welcome!

DIGICOM
Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ
All prices include VAT and next day delivery by courler.
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GOLD RUSH!

old Rush! tries to capture the
G hardship and adventure of Cali-

fornia in 1848-49, You take the
part of Jerrod Wilson, an East Coast city
slicker, seeking fame and fortune. With
your parents dead and your brother mis-
sing, you spend the early part of the game
selling your Brooklyn home and preparing
to head west,

There were, historically, three ways to get
from the East Coast of America to the West
in 1848, each with it's own set of perils. In
the first fourteen minutes of Gold Rush!,
you have to decide if you will attempt to
make the treacherous journey overland,
the long boat trip south around Cape
Horn, or the shorter, but possibly even
more dangerous trip to Panama and
across the isthmus - that's a narrow strip
of land between two larger land masses,
folks!!

If you elect to take the overland route,
careful timing is required to ensure that
there will be plenty of grass on the plains
to feed your animals. Hazards include
steep mountainous terrain, long treks
through the desert and, of course, Indians,
The ocean trips take less personal plan-
ning, but you may be overcome by disease
or storm as you sail the world’s most
menacing waters. You may even face food
and water shortages before the long
voyage is over.

If you decide on the shorter trip through
Fanama, there are natives and wild anim
als to worry about, not to mention quick-
sand and cholera. The choice of travel
modes mokes Gold Rush! almost three
completely different adventures in one. |
would advise you to take a shot at all of
them just to experience the joy of dying in
all it's myriad forms!!

: | ‘) 1tl.1.'.':.|!.|............
Stacey!” and the trap
door g:l] e e

One way or another, your travels should
end at John Sutter's Fort. Once you reach
the fort, you can search for clues to your
brother's whereabouts, picking up gold

GOLD RUSH:!

Sierra On-Line
£24.95

along the way.

This is probably the last Sierra adventure
you will see that was developed with the
old AGI (Adventure Game Interpreter) sys-
tem, used in the development of King's
Quests 1,2 & 3. Since the release of King's
Quest 4, we have seen the impressive re-
sults of SCI (Sierra Creative Interpreter),
that gives double-resolution graphics and
enhanced sound
and music.

As Gold Rush! has
been under de-
velopment  for
some time, it did
not make econo-
mic sense to go
back and re-do it
with the new sys-
termn. At first, [ anti-
Cipated dis-
appointment with
regards to graphics
and sound, but I
was pleasantly
surprised. Ewven
though the resolu-
tion is clearly no match for 5CI, the
graphics are quite good. There is an
almost excessive amount of spot anima-
tion, such as people and carts making
their daily rounds in your home town, and
the bustle of the little townsfolk when you
reach Sacramento. Keep an eye out for
other miners as you head out from Sutter
Fort, for they are liable to hang claim
jumpers out there!

Gold Rush! does have some serious weak-
nesses. The first is the tedious nature of all
three of the trips to the West Coast of
America. There is
an attempt to spice
it up a little
by breaking each of these long
automated sequences into smaller
segments, and by giving a run-
ning narrative of the hazards of
the trip. Each of these segments is
separated by mini-adventures that
you have to actually control, but
they are short and few,

In California, gold is found an
ounce at a time, and there are 50
ounces to locate, with the closest
being at least nine miles (screens)
away from the fort. However, you
only need a few hundred dollars
in gold to buy some supplies (the rest is
there for people who enjoy the thrill of
discovery), and some screens offer up to
five gold strikes, which speeds up the
process quite a bit and emulates life,
since gold wasn't just lying everywhere
for the taking, even if it seemed like it!

Another personal criticism, being a
mapping buff, is the weird layout of
some areas. Around Fort Sutter, you

might walk off the screen going

north. but when the new one is dis-
played, you find yourself going

south, or even east! This was obviously
done to increase the number of loca-
tions that could be squeezed into the
fort, unfortunately, it just serves to
confuse,

Included in the game packaging is a
90-page historical textbook entitled
‘California Gold’. The primary reason
for this is copy protection. When the
game is first run you will be asked a
question and directed to the section of
the book where the answer can be
found.

As usual, the Sierra sense of humour is
never far away; answer the questions
wrongly and you'll be presented with
the hangman's noose! You don't have to
read the book to play the game, but it
conceals a few small hints that might
make things easier. It is, however, very
interesting reading and increases the
educational value of the game.

In conclusion, [ would expect avid play-
ers of Sierra’s games will not want to
miss this one. As a game with educa-
tional value it is a clear success.

reviewed by John R. Barnsley

A FEW TIPS TO GET YOU
ON YOUR WAY!

In Brooklyn: Close your account and
sell your house.

If going by sea: Buy fruil.

Put flowers on your parents’ graves.
Land Route: Unhitch the team and
LOCK WHEELS on the steep hill.
Search abandoned wagon for food.
Buy mature mules.

Get the Bible from the man.

Cape Route: Get nothing BEFORE the
storm. (Then get pig meat, string, paper
clip, pole, metal scraps and fish)
Don't forget that Bible!

Going West: You MUST leave the
campsite at the RIGHT time! (Too soon
= Too muddy and Too late = Blizzard!)
To check on conditions, go behind the
wagon and walk north; when the
plain’s mud recedes, SAVE GAME and
then TALK TO CAPTAIN.

California: Pan ONLY in the eastern
river - NEVER near anyone else!
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A MIDIlot’s Guide to Music Making on the Atari

*The

Sequencer

o far in this beginner’s guide to MIDI we've looked at the

basic concepts of MIDI and at the hardware used to

produce music in a MIDI based system. This time we're
looking at MIDI software packages, of which there are now
dozens available for the 5T.

Most of the available software falls into three main classes,
namely sequencing, voice patch editing, and music score print-
ing. More recently automated composition and arrangement
tools have begun to appear, but these are aimed more at the
professional musician so we'll ignore them here. The only essen-
tial item for the MIDI beginner is some form of sequencer
software, so let’s concentrate on that now and leave the rest for
next time,

A musician uses a sequencer as a writer would use a word
processor - as a means of rapidly realising, recording, and
communicating abstract ideas to a wider audience. The se-
quencer goes one step further though, it can actually PERFORM
the work to that audience. Software based sequencers are identic-
al in concept to their hardware based cousins briefly described in
the last issue. As a quick reminder, a sequencer behaves like a
multi-track tape recorder which records MIDI data rather than
musical sound. This data can then be edited as required, either
to correct musical errors such a wrong notes or timing, or to
change the nature of the music in a more creative way. The
edited file can then be used to drive a MIDI equipped synthesiser
to play the music it represents.

SEQUENCING FOR BEGINNERS

The simplest type of sequencer runs in playback mode dnly and
is the MIDI equivalent of the 5T sound chip based ‘music player’
programs. Obviously with these you can't actually create your
own music from scratch, but they can produce spectacular results
when using good quality music data files generated elsewhere.
An excellent example is the MIDI player program found on Page
6 public domain disk ST108. It's supplied with 42 music files
created with Activision’s Music Studio program. These are mostly
designed for playback using Casio’s CZ101 synth, but work OK
with many other types. The program also has facilities for
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Activision’s Music Studio - the lowest priced commercial sequencer
perfectly suitable for the beginner

Now that you know a bit
about the background of
MIDI and have decided what
hardware you may require,
it’s time to look at what
software you might need to
start creating music

changing MIDI channels, note ranges, and program numbers to
customise the files for your own synth, giving you some creative
scope. I've used it with my Yamaha P53-680 and it works a treat!
At £2.95 for the player plus music files it's an absolute bargain!
To be really creative you need a sequencer with both record and
playback facilities. There are a bewildering number of these on
the market, priced from around £3.00 for public domain prog-
rams to many hundreds of pounds for something like Steinberg's
fabulous Pro-24 package, now a standard in the professional
music industry. This type of sequencer comes in two basic fla-
vours - for step-time and real-time recording, with some prog-
rams able to handle both aspects.

NO KEYBOARD SKILLS NEEDED

The step-time facility allows you to enter musical notes one at a
time, as if you were writing music rather than playing it. Input
can be through a MIDI keyboard, but is more usually done using
computer keyboard and mouse. A step-time package is likely to
be of interest to people with more enthusiasm and patience than
playing skill, as step-time input can be tedious and time consum-
ing. Its big advantage is that it opens up a whole new world of
musical creativity to the non keyboard player.

Step-time programs are usually inexpensive, two examples
being Electronic Arts’ Music Construction Set and Activision's
Music Studio each available for around £25. I've used both and
much prefer Music Studio, as MCS can only handle three MID]
channels and three note polyphony, revealing its sound chip
ancestry. Music Studio handles 15 MIDI channels and can use
the P55-680’s polyphonic and multi-timbral capabilities to the
full. Both programs can also create music using the ST's internal
sound chip or via MIDI, so you can get started in a limited way
even before buying a MIDI synth.

Operationally they're similar too, using a graphical user inter-
face. The main workscreen displays bass and treble music staves
onto which you place individual notes of selected pitch and
duration using the mouse. Both programs associate colours with
MIDI channels and programs, so by using notes of different
colours you can drive your synth multi-timbrally (assuming it's



by John S Davison

capable of this) to play several different instrumental sounds
simultaneously. Knowledge of music theory helps, but even with-
out it's possible to simply transcribe sheet music onto the screen -
and find it plays back perfectly through your synth! Yes, you can
create music on your synth without even touching its keyboard!
If you don't fancy keying in your own music you can always
buy Page 6's public domain Music Studio data disks, There are
now five of these, between them holding over 200 different music
files and offering something for all musical tastes. Using Music
Studio’s excellent editing facilities you can easily change the
data to produce your own interpretation of the music for play-
back on your own particular synth. At £2.95 each they're un-
beatable value and will keep you occupied for a long, long time.

MUSICIANS DO IT IN REAL-TIME

With a real-time sequencer you actually play the music in from
a MIDI equipped keyboard, so you need to be more of a musi-
cian than with step-time software. The sequencer records your
efforts as a tape recorder would, but with one important differ-
ence. As it's handling MIDI message data rather than the actual
sound of the instrument, you can record the notes as slowly as
you wish and then play them back at the correct speed - without
the pitch change you'd get if you tried the same trick on a
conventional tape recorder. This is great for handling those fast
twiddly bits your fingers would never manage to play at normal
speed!

Musical arrangements are usually recorded as several separate
parts (or voices), with each part placed on a separate sequencer
'track’, a term borrowed from the world of tape recording. The
sequencer has many tracks, often 24 or more, each of which can
be recorded on and played back independently of the others.
Each track can be set to a MIDI channel, and the MIDI instru-
ment receiving data on that channel set to a given MIDI prog-
ram number to produce a given sound. Complex multi-timbral
arrangements can be built up track-by-track in this way, and
indeed this is how much of today’s chart music is produced.

For instance, to record a piece using drums, bass, piano rhythm,
and solo rock guitar parts using the multi-timbral PSS-680 you
might work in the following way. First you'd allocate a sequencer
track to each of the parts. You could record the drum part first
using the P55-680's percussion pads. You might then record the
bass part to fit it while the sequencer plays back the drum track.
Next, while playing back bass and drums, you could record an
appropriate piano rhythm part. Finally you'd record the rock
guitar solo track while playing back bass, drums, and piano. Get
the idea? On playback of the completed work the PSS-680 sounds
like a four piece band!

You don't have to record a complete part in one go either, as
some sequencers allow you to chop each part into sections (or
blocks), record and edit the sections separately, and then string
them together in whatever order you want. This is extremely
useful for the beginner, as it allows you to easily build up
complex arrangements a few bars at a time,

EDITING AND QUANTISING

Editing is a very important aspect of MIDI music production,
and the facilities available in different sequencers vary enor-
mously. Before buying a particular sequencer make sure you'll
be comfortable with the facilities offered, and with the way
they've been implemented. Some of the things to look out for are
described below.

The simplest (and least satisfactory) form of editing requires you
to completely re-record the track containing the error. At the
other end of the scale there’s MIDI ‘event editing’, allowing you

_—

to individually change any MIDI data item recorded by the
sequencer. Some sequencers take a middle approach allowing
editing access to selected MIDI data types, or perhaps use a
'punch-in/punch-out’ facility. The latter allows you to re-record
just a section of an existing track between accurately defined
start and end points.

Event editing facilities give you direct access to MIDI event data,
for example individual Note On/Off message data, so you can
correct ‘bum notes’. Again this can be tedious work if you're
dealing with raw MIDI data in text form, but some sequencers
also provide a graphical interface, presenting the data either in
musical notation, or in a grid format to make it easier for those
who can’t read music.

Editing can often be done at the ‘block’ level, allowing certain
operations to be performed on groups of notes. For example,
notes could be transposed into a different key, made louder or
softer, their tempo changed, or even the basic sound with which
they're played could be altered. Together, these facilities provide
incredible creative flexibility, allowing widely differing versions
of a piece of music to be quickly created from a single MIDI data
file.

If you can't play accurately in time, then you need the se-
guencer’s ‘quantise’ facilities. These allow recorded notes to be
individually moved forwards or backwards so they all line up
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The 32 track Waddington Sequencer - a public domain sequencer
that's a bit limited but worth a look

accurately on the beat or sub-beat. Trouble is, the results some-
times sound TOO accurate, making the music sound like it's
being played by a robot (which it is, of course!). Some programs
now provide the facility to introduce a small randomised error
into the quantisation to make the sound more ‘human'!

I've tried several real-time sequencers from cheap and cheerful
public domain programs, through Microdeal's Superconductor,
to the mighty 5teinberg Pro-24. You definitely get what you pay
for here - Pro-24 is easily my favourite, it's got just about every
feature [ could ever need, but there's no way [ could justify
spending nearly £300 on it for home use. Superconductor at £50
isn't bad, but has problems when simultaneously recording one
track while playing back existing ones, seemingly caused by its
lack of a software ‘Thru' capability in record mode, Public
domain sequencers, such as the widely available Waddington
sequencer, tend to be limited in scope, but with patience can
produce reasonable results,

Well, I've run out of space again. Join me next time to hear
about other types of MIDI software and to find out how you
might set up and use your own low-cost home MIDI recording
studio. Who knows, it might just get you started on the road to
stardom! .
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dventures

THE JADE STONE
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new adventure for the ST from one
A of the established companies
seems very often to be priced way

up at the £25 or £30 level these days - a
bit expensive if you are not really sure
whether you are going to enjoy it or are
having trouble saving that much from
your pocket money. So it is very refreshing
to see a new series of games launched by
Page 6 at the budget price of £9.95.

The first of these is The Jade Stone. It isa
good-sized text adventure with a number
of fine half-screen illustrations which add
nicely to the atmosphere. The game is set
in a fantasy land where Lord Senidea and
the evil sorceror Mallumo are about to
battle to the death. You are Senidea’s
beautiful daughter and have not only to
defeat the sorceror but also to rescue your
inept flance from his evil clutches.

It transpires that the only hope you have
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of achieving this is to find the
magical Jade Stone, but to do
this you will need to pass a num-
ber of tests and acquire magical
artifacts from three of the local
denizens. The fact that you start
off penniless and there seem to
be a number of items you want
to buy doesn't make this any
easier!

How can you acquire some
the money? How do you get past the
brigands guarding the road
south? How can you get past the
priests into the temple? And so
on - all the ingredients of a traditional text
adventure. This one is very professionally
written and presented; it understood most
of the things 1 tried straight away. It is
memory resident so responses, even with
the graphics on, are instantaneous. There
are lots of useful features such as EXITS to
find all visible routes, OOPS to take back a
move, and VOCAB to see lots of useful
words.

The Jade 5tone was written using Sean
Ellis's STAC (ST Adventure Creator). This is
an excellent utility with lots of powerful
commands to enable you to write your
own graphics adventure without having to
be a programmer. It automatically pro-
vides facilities such as SAVE/RESTORE of
your game position to disk and RAMSAVE/
RAMLOAD instantaneously to memory. It
does however have a few idiosyncracies
that may occasionally frustrate you.

There are two mutually opposed philo-
sophies of how far the parser should go
when trying to interpret the commands
that you, the adventurer, have typed in.
One approach is to only accept a sentence
if every word in it is understood, the sequ-
ence of words is correct, the words form a
grammatical structure which the program
understands, and it is clearly delimited
(e.g. by a full stop or the RETURN key).
Anything else is rejected with a clearly
stated message as to why the program
could not interpret it. The second
approach is to extract any words from the
input that the program recognises, ignor-
ing any others as irrelevant, rearrange
them into an order that the program can
use and assume that that is what the play
er meant, This philosophy, which is the
one which STAC uses, allows the program
to respond to far more of your input, but
to my mind is much more suited to de-
monstrations of artificial intelligence than
to adventure games. Unfortunately English
is such a varied and sophisticated lan-
guage that this approach can often result
in nonsensical or misleading responses.
For example ASK THE DOG TO GET THE
GUN can be misread by STAC as GET
DOG! This approach looks good in demos,
appears good when you first use it, with
the computer appearing to understand ev-
erything you are typing in, but can lead to
much frustration when you really get
down to trying to solve the adventure.

S0, if you should encounter any frustra-

ak is a reporter on an equivalent of
Z the Sunday Sport, indeed some of

his comic headlines could well
have come from the paper itself! Zak is
looking for a better outlet for his talents
and, following a promise from his boss
that he can write his novel after the next
assignment, the adventure begins.

Zak seems to be caught up in a Sci Fi 'B'
movie where some less than bright aliens
wish to pervert the human races brains to
a much more pliable state and they have
set up a flying saucer station to achieve
this. Our hero must, with your help, pre-
vent this. Control of the game is through a
novel method of using the mouse to click
on keywords in a menu vocabulary, on
objects in the detailed screens and by re-
sponding to the prompts given on screen.
A good example of the friendliness of this
comes when using a credit card. Click on
the word [use], the prompt is returned Use
on what? Click on [credit card], the
prompt is Use cash card to pay, so you
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ZAK McK

click on [bill] and Zak will go through all
necessary transactions, including small
talk and tidying up. Indeed Zak regularly
remembers to tidy screens up and offers
helpful hints if he thinks things are not
going to plan.

Zak is also the master of the effective one
liner and the game is littered with little
asides. Unfortunately these do not change
and they can become wearing after several
viewings, as too can the cut away clue
scenes. This is 1 fear the one downfall of
this game, that eventually with repeated
playings the humour will make the game
pall and thus deter the player from com-
pleting it by retracing steps or restarting
the game.

The game is installable on most disk types
and thus the protection routines are built
into the game in rather a clever manner.

RAKEN

This is a graphic adventure rather than an
arcventure since everything that is needed
is on screen and it is up to Zak or one of
his friends to manoeuvre them. There are
places to meet allies and once they are
found the option to swap between charac-
ters becomes available and necessary. This
all makes for a novel and interesting
approach to adventuring.

Perhaps the way the story runs itsell at
times may upset purists but there is plenty
of room for puzzles and few opportunities
for vocabulary problems.

ZAK McKRAKEN

Lucasfilm

£24.99

Reviewed by Damon Howarth




tions like that when playing The Jade
Stone, don't blame the authoress, Linda
Wright, blame STAC! Fortunately Linda
has put in enough vocabulary and hand-
led enough word combinations so that this
rarely proved a problem in this adventure.
There are plenty of clues to help you
along the way. As long as you examine
everything and note anything that might
be a clue you should be able to solve most
of the game fairly easily. There are a few
sneaky places where you have to use an
adverb (e.g. do something CAREFULLY) or
study the pictures for clues, but generally
the logic is not too demanding - you don't
need to solve any really hard logical puz-
zles, just work out the appropriate place
and means of using each item you
acquire.

@ GAMEPLAY: Standard text adventure of
good quality, plenty of useful facilities -
very enjovable

@ GRAPHICS: Some very nice pictures
accomparny some of the locations,
SOUND: None - not needed

@ VERDICT: Excellent value for money if
you want an inexpensive introduction [o
the world of adventures - recommended for
beginners .

AVAILABILITY

THE JADE STONE
Written by Linda Wright
Published by Marlin Games/
Page 6 Publishing

Price £9.95

DOMES OF SHA

Written by Jack Lockerby
Published by River Software/
Page 6 Publishing

Price £9.95

Both Adventures are only
available by mail and may be
obtained direct from
Page 6 Publishing, P.O. Box 54,
Stafford, 5T16 1DR.

You may use the order form on
page 49 or order by phone

DOMES OF
SHA

Three Adventures for the price of one

ore budget-priced adventures
from Page & Publishing - three
for the price of one this time!

This Tri-Pack is made up of three text-only
adventures in the traditional style - Domes
of Sha, Hammer of Grimmold and
Mutant.

HAMMER OF GRIMMOLD is set in the
land of dwarves; vou have to defeat the
evil wizard Valk in order to retrieve the
magical Hammer of Grimmold and return
it to its rightful owner - the King of the

Dwarves. Unfortunately Valk is safe in his
mighty Citadel some distance away and
before you can get there you are going to
need to find your way across a treacherous
river, past a rather antagonistic troll and
across a bottomless chasm, whilst avoiding
death at the hands of the mysterious
Hooded Men. Then you discover that the
place is so heavily guarded by orcs that it
seems impossible to enter anyway! Once
vou finally discover the way in to Valk's
Citadel you find your troubles only just
beginning as the place is full of Giant
Rats, Dragons, Vampires, and, of course,
more orcs!

[ found this the easiest of the three - a
good beginner's adventure - as long as you
examine every item carefully and work
out what it is for yvou shouldn't have too
much trouble - but if you do get stuck you
can always try one of the other adventures
in the pack!

MUTANT is set on a South Sea Island so it
is rather more like real life in its settings
and its puzzles - death still lurks at every
turn from crocodiles, alligators and
piranha, but the RAMSAVE/RAMLOAD
and OOPS facilities (as in all these adven-
tures) ensure that this is not too tedious for
the player. If you can survive these perils
and work out how to get past dangerous
landslides, deadly nettles, bottomless
swamps and blocked tunnels, and find
yvour way through head-high elephant
grass, then you should have no problem in
destroying The Mutant and saving
Mankind!

THE DOMES OF SHA takes you to
another exotic setting - a small planet in
the far corner of the galaxy, where you
and your pet, Grunt (a smelly and not
over-intelligent beast who loves you very
much), must discover the strange secret of

the Domes which surround your valley
and save your people from extinction.
Again lots of problems to solve and places
to explore. This one is probably the har-
dest of the three and has some very nice
logical puzzles in it - like what to do in the
Well Room and how to use the Bucket!
(Mo, the Bucket hasn't got anything to do
with the Well - that was just a coinci-
dencel!)

All three adventures were written by Jack
Lockerby (with the help of his son [ be-
lieve) for other machines such as the Spec-
trum and the Commodore, and have been
very successful on those machines. These
versions were created using Sean Ellis's
STAC (5T Adventure Creator) and benefit
from its excellent facilities such as quality
SAVE/RESTORE routines and instant re-
sponses. They are also subject to the
idiosyncracies of its parser (see Jade 5tone
review for details) which can cause a little
frustration from time to time!

The review copy which [ played was an
unfinished version with a few bugs (all
now fixed, hopefully) and a few places
where vou had to guess quite hard at the
way the game wanted the next command
phrased - Jack is looking at enhancing
some of these so you should have lots of
fun playing the game when you buy the
final version.

When you create a game with STAC all
your vocabulary, room and item descrip-
tions and all the messages which you wish
to display in response to the player's com-
mands are stored in a LINK file. It is in-
teresting to see that the Jade Stone LINK
file is as big as Jack's three games' LINK
files put together, but that each of these
has as many locations as The Jade Stone!
This is caused by The Jade Stone having
more descriptive text and maybe under-
standing a few more of the things you type
in, whereas Jack's Tri-Pack gives you more
places to explore and things to do. You
pays your money and you takes your
choice!

@ GAMEPLAY: Traditional text adventures,
a little limited in vocabulary in a couple of
places, but generally very playable

@ GRAPHICS/SOUND: None - nol needed

@ VERDICT: Good fun, plenty of variety,
and very good value for your money
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Microprose
OCCER

his is a fast moving sports

action game putting you

in direct control of the
players in a football match,
either Association Football or
Ske-a-Side Soccer under Amer-
ican rules. The latter is played
on an enclosed pitch, 5o the
ball can bounce back into
play off the walls. Within these
there are several further
choices. A single player can
take on the computer while
two players can play against
each other in Friendly, League

Tournament or World Cup
Tournament matches.

The pitch is viewed from
directly above, which means
your players have a distinctly
sfrange appearance. You see
the top of their heads and
shoulders with various appen-
dages popping in and out of
view as they move! As the
players run about the pitch
you receive control of your
man nearest the ball. You only

see part of the
pitch at any one
time:, 50 It sooth-
ly scrolls in what-
evear direction
necessary to see the ball.
Joystick confral is used., giving
your man eight-way direction-
al movement. If the ball is in
free play your man gains pos
session by touching it, and if
you continue moving him he
runs along dribbling it. When
the fire button is pressed the
joystick no longer confrols
direction of movement, but in-
stead determineas the type of
kick performed. Chip shots,
straight vollies, left or right curl
ing banana shots, or specta
cular backwards overhead
kicks are all possible. Strength
of kick is controllable, from a
light tap to a full strength boot
down the pitch. Throw-ins, cor-
ners, and goal-kicks are all
possible too, the only thing
missing seems to be penalties.-

If the opposition is in possas
sion of the ball you can per-

form a normal or sliding tackle,

the latter made more difficult
if it rains during a match. If you
fail to regain the ball your
opponant will eventually get a
shot at goal, when you'll re-
ceive control of your goalie
who can dive left or right or
jump in the air fo stop the ball,
If a goal is scored you'll see a
clever TV-style action replay
showing what happenead.
Other features of the game
allow the setting of match
duration between 2 and 12
minutes; action replays. bad
weather, the naming of your
own teams; and the saving/
restoring of league position
tables.

FACTS

Tithe: KICK OFF
Publisher: Anco
Price £19.99

Revienwer: Damon Howarth

SIGHT & SOUND

Graphics are good with some
nice scrolling. Sampled sound
is quite well used and odds
atmosphere fo the game

GAMEPLAY

Difficulf fo win unless you are a
good player, sef the computer
several levels below youl

VERDICT

On the whole o good soccer
game that ranks in the First
Division. Compares very
favourably to other football
games

L S T R e,

s the name suggests
this is a football simula
tion in the same vein as

Microdeal's Intfemational Soc
cer. Once loaded the game s
a little bewildering and it takes
careful perusing of the scanty
instruction sheet to get going.
The play itself is better than
many of the genre and | liked
the charactensation of the re
fereas whose interpretations of
various fouls add some variety
to playing style.

Following my first attermpt at
playing it seemed to me that
the training mode was a
neceassity as the aclions are
fast and an almost subliTinal
handling of the joystick is imn-
perative. There are many pos
sible variations of play, back

flips. chips. volleys
headers and con-
frolled passing are
possible, but as in
the real game
success comes from practice.
The pitch is well sized and
scrolls comfortably and the in-
clusion of a small representa-
tion of the whole pitch allows
the player to plan sweeping
passes and spot defensive
holes. Players are in propor-
fion to the ball and pitch, the
one under control having o
line drown under his boots,
Paossibly the rmost enjoyable
feature of this sort of game is
the two player option, happily
this one has it and as a head
to head it plays very well. The
system aven dllows individual
players to handicap themsel-
ves with differing skill levels
This can also be done with
solo play but my advice is to
keep the machine a couple

FACTS

Title: MICROPROSE

SOCCER
Publisher: Microprose
Price £24.95

Reviewsr: John 5 Davison

SIGHT & SOUND

It looks good and sounds good,
but the overhead view makes if
look a bit sfrange. Smooth
scrolling is good but a 3-D
view might have been belter

GAMEPLAY

Easy and exciting play will
keep football fans occupied for
hours. All expected ophions,
with a lof of varialion, are in-
cluded except for penalfies.

VERDICT

An excellenf example of o
sports oction game, and easy
enough for everyone. If you're
looking for simulated football
action, this is where fo find if.

KICK OFF

of levels lower than youl

The other pleasant thing
about the game is the eight
player league ophion, which
allows for any combination of
one to elght pecple to partici-
pate in a season that is save-
able to disk. This option gives
the game a longevity option
some others may not have.
As to the ease of play | found
that against the computer on
even levels, and even Dy play-
ing one level higher, scoring
goals was difficult while the 3T
found my various defences
sornewhat akin to Swiss
Cheese!

The crowd noise and the pos-
sibility of player gjection for
cynical fouling adds to the
atrnosphere and even the dif-
ficulty makes the game quite
addictive. Kick Off compares
well to its competitors and
very favourably to Internation-
al Soccer.
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CHICAGO 30’s

&0

fter the lively 20's, Chi-

cago has become a

paradise for gangsters
and varlous other lawless indi-
viduals. Trouble continues
throughout every day and
right. As Detective Elliot it is
your mission to enforce some
aw and order within Chicago
Your objective is to put an end
to the illegal alcohol trade
and cut off the main source of
ncome to the "Maffios!” orga-
nizations. As you move
through the four stages of the
game, l.e. the docks, the sub-
urbs, the city and the ware-
house, you will come across a
large nurnber of gangsters
under Al Capone’'s employ
and you must eliminate these
gangsters with your machine
gun and salvo of grenades
The staryline behind this game
shows tremendous potential
even though it is not the most
original of themes, however,
the implementation of this-

[

Title: THE REAL

GHOSTBUSTERS
Publisher: Activision
Price: £19.95

Reviewer: John Davison Jnr.

SIGHT & SOUND

Graphics are quife good but
nof out of the ordinary. Sound
affects seem fo be lacking but
the theme fune is there, if only
you could furn it offf

GAMEPLAY

A lively game bul somefimes
quite confusing as the screen
gels too busy. Playability
seems fo have suffered af the
expense of looks

Nothing paricularly inspiring
but then again nothing really
bad. An average game that
will be of interest to Ghosfbus-
ters fans but perhaps not others
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theme s, to be
quite honest,
downright awful!
The game loads
with a badly
drawn representation of the
illustration from the cover of
the box. A credits screen then
appears shown on a cinema
screen, complete with curtains
and a thinly dispersed audi
ence in front, The entire game
frormn now on takes place on
this cinema screen

The game itself is a horizontal-
ly scrolling affair whereby you
walk from left to right shooting
the warious gangsters which
pop up from behind windows,
boxes, and crates etc. The
graphics are unimpressive. The
scrolling of the backdrops is
reasonably smooth but the
animation of the characters is
jerky and of poor quality. The
sound is also pretty uninspirng.
consisting of a feeble tune on
the loading screen and some

rather limp sound effects dur
ing gameplay

One little "quirk” of the game
which | feel should be noted is
the fact that once you have
finished a game you are never
given the option of whether to
play again, you have to! The
screen’ merely tums black
and is followed by a display of
counfdown nurmibers as seen
on the start of a fim, and then
the game starts again! Is this
the only way they can make
you have another go?

In mony ways the game feels
as though it has been re
leased unfinished, The
graphics are nowhere near
the quality one would expect
an the 5T and the sound is No
better

ourful and lively
but at times the
screen is too busy
creating great dif-

his is the second genera-

tion computer game of

the cartoon series of the
filrn of the tune of the book of
Ghostbusters, If that is the right
order of things! | can’t help
feeling that this game relies
totally upon its title and
accompanylng catchy tune
You are supposed fo join in
with all your favourite Real
Ghostbuster heroes and save
the city from a haunting array
of ghouls, ghosts and things
that go bump in the night. You
play the part of o Ghostbuster
who has to zap and trap as
many creepy ghosts and
scary monsters as you can. it
ends up as a ‘hold your finger
on the fire button’ zap ‘em up.
Graphically the gome is col

ficulties with play-
ability. There have been times
when | have played this game
when all the lives have sud-
denly disappeared 1o | know
not where, Presumdbly some
Masty has been touchead, but
it is difficult to see exactly
what was the cause so that
you can avold it in future

The Ghostbuster tune starts at
the beginning and goes on
and on and on ... It's a good
version of this five year cld
tune, but it has all been done
before. Unfortunately, I've yet
to find a way of furning off the
tune without tumning the
volumne right down. There is lit-
tie evidence of the promised
ghostly sound effects. Presum-
ably if they are present, they
are cbliterated by the tune

Title CHICAGO 30'5
Publisher: US Gold
Price: £19.95

Reviewer; John Davison jnr

SIGHT & SOUND

Graphics fall far short of the 5T's
capabilifies. Sound fares little
better

Uninspiring and uninteresting

A reasonable theme spoilt by
poor implementation. US Gold
could have, and should have,
done a lot better on this one

THE REAL
GHOSTBUSTERS

The instructions which accom
pany the game are sparse (=]
scry the least, showing more
advertising material than
game hints, The most
annoying aspect of the game
is the fime it takes between
‘game over’ and the begin
ning of your next go. Each
time a game is finished, aver
thirty seconds of the "‘Dynamic
Introduction Screen” has to be
sat through before another
game can be played. This
may be a welcome rest if you
get a long go at the game,
but as there were 50 many
times that all my lives dis
appeared in a matter of
seconds, | got rather fed up.
Whilst probably attractive to
young ‘Real Ghostbuster fans.
the game can only be de-
scribed as overbearingly aver
age. It does not excel in any
department but equally, none
of it is really bad.
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TIMERUNNER

ed Rat are a software inadvisable to Title: TIME RUNNER
R house that have sup step on anything Publisher: Red Rat

ported Atari foralong  other than the Price: £19.95
time and who are now turning  green carpet part Reviewer: Damon Howarth

their hand to the 5T. Captain
Crumble is an old friend of the
8 bit users but | believe that
this is his first wisit to the ST, The
story, lavishly supported Dy
marketing ploys, is that follow-
ing his retirement from world
saving the Captain and his
atom smasher now clean time
cormidors, Unfortuantely some
leezles have escaped and
these mischievous little crea-
tures, although not un-
pleasant, need rounding up
before they cause uninten-
fional havoc. Crumble risas fo
the occasion and sets off,
Thus begins a platform and
ladders garne with no ladders,
Crurmnible’s movements are
dictated by use of his Jet
pack and the safety of the
ground he walks on. For exam
ple in the first level it is most

FACTS

Reviewer: John Davison jnr.

SIGHT & SOUND

Graphics are colourful and
bold with arcade quality but
scrolling could be better. Very
impressive sound, good sam-
ples and excellent spot effects

GAMEPLAY

Suite good for one or two play-
ers with a few nice opfions like
being able to start at higher
levels. Improves as the game
goes on

VERDICT

Nicely presented and a good
conversion of the arcade ori-
ginal but a fairly ordinary game
that might not have long term
appeal

of the haunted
house,

The game has ‘cutesy’
graphics, with a touch of
whimsy in them, for example
on the first screen there is a
large portrait over the fire of
the children’'s hero Pob. Teez-
les must rank among some of
the rmost sympathetic crea-
tures ever seen in computer-
dorm and the art work on-
screen is detailed and strong.
Control of the gallant Captain
has to be good since many of
his adventures along the way
need very accurate place
ment. There are many things
to beset the hero including
the need to find hidden keys
to secret doors, stop Teezle
eggs from hatching and clear-
ing time corridors on his way
between levels. The Captain

n amada of alien
space ships approach
the Earth from the evil

Tangent Empire and the only
way to destroy them is to infil-
trate the enemy with your 5R
88 Strategic Battle Tanks
known as the Vindicators.

You control your tank through
a scrolling backdrop of each
space station, destroying
enermy tanks and gun installa
tions on the way 1o the control
room at the end of each level
As you pass through the cormi
dors you collect essential fuel
and weapons along with your
points, and also the ever use-
ful battle stars and keys, At the
end of each level, once the
door has been openad with
the appropriate key, you can

bonus shards that give various
useful and sorme not 50 handy
bonuses to him. To make the
Captain's life just that bit har
der he also needs to search
for a time gate to enable him
to leave a level inside the time
limit. Should you reach a new
level then a password will be
allocated enabling you to re-
turn there should you even-
tually die. The game seems full
of such thoughtful touches
and shows itself well thoughht
out in that way. The arfist must
be congratulated on his per
ception as the graphics do a
great deal to bring out the
underlying humour of the
game, and the music foo is
most apt and adds to much of
the fun.

ments to your
tank, assuming
you have collec-
ted enough of them. Improve-
ments include increased
speed or more powerful shots,
smiart shots or force shields
and armour. You can also
select a higher starting level at
the beginning of the game,
and you are rewarded for
accepting this challenge by
being credited with a number
of bonus battle stars.

Control of yvour tank is with
the joystick or through the key
baard. There is also a simiul-
taneous two player option
wheraby two tanks can fight
together against the invading
enemy. Shooting the other
player can transfer some of
yvour fuel to them, which can
be useful in a tight spot as you
do not stay alive without fuel,

R R R R R R RBBRRRRRRRRRRRRRRRRRRORRERRRRR

SIGHT & SOUND

Extremely effective graphics
with good colours and ba-
lance. The sound has specially
developed fracks for the Teez-
les, spot effects are good

"GAMEPLAY

Strong and uncomplicated, the
controls make for ease of use
and the task to be accom-
plished is not unnecessarily
complicated

I loved i, befter than Black
Lamp and greatly superior fo
Dark Castie. Treat yourself and
buy if. Well worth a place in
anyone's collection

VINDICATORS

Title VINDICATORS
Publisher: Domark Software exchange these Graphically the game is both
Price: £19.95 stars for improve- colourful and bold, The sprites

are well animated as they
move over a clearly drawn
backdrop. The scrolling of
these backdrops, although
not as smooth as it could be. is
inoffensive. In general, all the
objects on the screen stand
out well, and the overall
appearance is one of arcade
quality. In terms of sound, the
game is very impressive. It
loads with a fine example of
sampled music. Throughout
the game, all the spot effects,
such as the gun shots and ex
plosions, are excellent. There s
also a brief sampled fune be
tween levels.

Whilst being striking, both
graphically and in terms of
sound, the game itself is No-
thing out of the ardinary. It
holds your aftention weill
enough to start with but soon
looses its” initial appeal.
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XYBOTS

his is a two player co
operdative game
although it is possible fo
play solo. The stars of this 3D
shoot "em maze are Major

Rock Hardy and Captain Ace
Gunn who are trying to con-
quer the master Xybot in his
catacomb like lair. The action
takes place in a 30 maze with
a small map showing the loca-
tion of players and marauding
robots. In two player mode
each combatant may make
their own way on the split
screen thus overcoming some
of the problerms found in
Zauntlet type games which
meant parties needed to stick
together,

Playing is the same for both
parties and, in fact, it makes
little difference to play if there
are one or two involved.,
Movernent is by joystick and
needs some nifty twitching of
the stick combined with fire
button pressing to change the

FACTS

Title: DARK SIDE
Publisher: Micro Status
Price: £24.95

Reviewer: John § Davison

SIGHT & SOUND

Realistic looking graphics with
solid 3-D objects that move
smoothly. Excellent sound
which adds fo the afmosphere

of the game

Not just a frigger happy game,
a lithe brainpower is required fo
appreciate the play which has
many inferesting focels

Overall, | like Dark Side. If's
graphically and sonically
pleasing, has addictive game-
play qualities, and requires you
te think

New Atari User - Issue 39

perspective of the
warrior, The player
vienw is similar to
that found in the
dungeons of
Bards Tale except for the fact
that-the character can be
seen as though being tralled
with a hand held camera. It
quickly becomes obvious that
successful despatch of guards
needs either a head on
approach or well timed
sneaky shots round comers.
The robots, at times, canry
usaful items with them such as
keys. enargy chargers, better
weapons and most important-
Iy coins. These coins may be
exchanged for a multitude of
things at the end of level
shop, all iterns here have uses
aspecially the map protectors
which do mean that the likeli
nood of a surprise from steal
thy robots is diminished

The hand zapper that the
heroes are supplied with is a

-~

wo cenfuries have pas
T sed since the time of

Criller, and the Ketars
(the Baddies) seem to have
spent it dreaming up Some-
thing Masty to unleash on the
Evaths (the Goodies) in re-
venge. This takes the form of a
giant particle beam weapon
powered by a series of Energy
Collecting Devices, which
theyve sneakily built on the
dark side of Tricuspid. They
cbwviously intend using it to fry
Evath, and in just a few mi-
nutes fime there'll be enough
power collected fo do just
that. Guess who's got the job
of destroying those ECD's to
save the planet from oblivion?
t's not just o case of blasting
them to smithereens though

et L O T T O S O O O L P I O iy
Y
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powerful weapon but rapidly
wears out and thus all power
pods need careful conserva-
fion. There is little sound in the
game apart from the useful
spot effects and although the
loading sequence music is
easy on the ear, it is nothing
overly special. The sprites are
arge, considering that each
player only has half a screen
to play in, and the animation
and scrolling are smooth, The
game evokes a feeling of
almost roleplaying with live
action painttalls, which is very
positive.

The scenes with the master
Xybot one on one are fast
and furicus and there is an
atmosphere of comic strip ten-
slon around the game.

'

1

First they have to
be found, and
then deactivated
in the comrect
sequence. If you
take one out in the wrong
sequence it immediately re-
generates and is soon back in
action again, The first few
ECD’s need to be destroyed
as quickly as possible, as each
one removed lowers the
power collection rate, 50 giv-
ing you more time to find the
rest.

Incuspid is split up into sec
tors, each containing a variety
of three dimensional struc-
tures. Some of these may be
ECDY's, but others are build-
ngs. which can be entered
and explored. assuming you
can puzzle out how to open
the doors, that is. The search
for ECD's uses up fuel and
shield energy. and Iif you run
out the game's over. Supplies

FACTS

[itle: XYBOTS
Publisher: Domark
Price £19.99

Reviewer: Damon Howarth

SIGHT & SOUND

Large and friendly graphics
with the flavour of the comic
strip about them. Sound effects
are fair but the music is some-
what lacking.

Easy independenf 'buddy’ sys-
tern, far more comforfable than
either Leathermneck or Gaunfief.
Contfrols sometimes a little
dodgy though.

An interesting variation on an
old 8 bit theme, | liked if
although it creaked at the
edges.

can be obtained from replen-
ishment points located inside
the buildings. You'll also come
across Telepod crystals which
enable you to use the Ketar
Telepod machines to gain ac-
cess to restricted areas. and
Powerporters which offer in-
stant teleportation. Prowling
around most sectors you'll also
find a Plexor, a sort of semi
intelligent tank, which gets
rmightily miffed if you do any
thing to upset itl

Control is via a mixture of
keyboard and mouse or joys-
tick. The fire button operatas a
laser, which can be used for
operating door mechanisms
as well as destroying things.
Ihe 3D graphics are all colour
filled, with no primitive wire-
frame structures to spoil the
realism. The program manipu-
lates them rapidly, so screen
update Is quite fast and
smooth
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GRIDRUNNER

his latest release from

Jeff Minter is possibly

one of the most play
able games to be released so
far on the ST, Many of you will
know of the game, as it has
appeared in varying guises on
a number of different compu-
ter formats but the graphics
have now been improved
dramatically on and there are
a few new 'twists” in the game
play.
Once loaded, you have a
number of choices. Firstly you
can set the games ‘options’,
such as whether the pause
mode is to be a 'freeze’ frame
or a graphics demao, along
with the choice to change the
two line message which
appears on the title screen.
Secondly you can study the
inbuilt "game secrets’ option
which gives some useful
advice on how to destroy your
enamy. Once you have de
cided to begin a game

FACTS

Title: JOURNEY TO THE

CENTRE OF THE EARTH
Publisher: Chipsoft/U.5, Gold
Price: £19.99

Reviewer: Damon Howarth

SIGHT & SOUND

Digitised stills are superb, the
arcade piclures could be bel-
ter. Musically fairly weak buf
spof FX and sampled sounds
aad fo the aimosphere.

GAMEPLAY

Basically smooth, the mouse
commands help. The arcade
seclions feel patchy af times
and the sub games let down
the overall production.

VERDICT

An interesting look info Victo-
rian Science Ficlion, a game

well worth considering fo both
arcventurers and Sci Fi lovers.

you are launched
into your selected
level and the bat-
tle begins...

The ship yvou use & .
to do battle within the grid
consists of two main parts, the
main ship and the detachable
nosecone, The main ship s
moved around the screen
using the mouse, the nose-
cone however stays wherever
it is left on the screen and can
be 'called’ fowards the main
ship using the right hand
mouse button. Upon pressing
the left hand mouse button,
both the main ship and the
nose cone fire simultanaously,
The main use of this nosecone
is to augrment shots which are
fired through It. A single shot
fired into the nosecone re-
amerges as three separate
shots along with the nose
cone’s own wide beam shot
The augmented shots can be
directed forwards, to the sides,

ules Verne would appear
a5

to be anch field for S

Arcventuring and this
game seems fo contain most
of the elements of the book
The player’s role is o become
one of four famous historical
scientists, each of whom have
their own strengths and weak-
nesses. Once a character is
chosen the action follows a
pretty, but unavoidable, pro-
logue which has to appear on
every restart which is a lithe
annoying when early death
occurs. There are some quite
startling digitised graphics,
some of which have been put
inte the gameplay and the
mammoth picture made me
wonder if the programmers
had found a time wanp

to the rear and to the forward
and rear diagonals making
the destruction of the Xtharrg
snakes’ and various nasties
easier and more spectacular
Graphically the game is stun-
ning. as can be expected
from Jeff Minter. The back
drops and sprites are all ex
tremely colourful and all of the
action takes place at the fas
test speed possible. There are
many notable graphical
touches, too numerous 1o
mention here, but many maoke
startling use of colourflow
whereby all of the 5T's colour
palette is cycled through. The
game’s sound is also of a high
standard, consisting of a varie
ty of throbbing bassy back
ground sound effects,

cameral Game
play takes ploce
from a central
mouse driven
menu which
allows the player many oppor
tunities to issue commands
These can range from medi
cation which brings up a
screen with a neatly anony-
mous male body and a medi-
kit, to rock sampling which
allows the player to gauge his
depth. Your state of health is
shown by a slowly fading por
trait of the chosen character
and by an array of dials that
wiould do some flight sirmula-
tors proud. It Is possible to
monitor your physical and

general condition, your vitality,

rafions, direction and water
levels, each icon bringing up
a different control screen

The main screen consists of a
direction chooser and a map
of the journey with various pit-

R,

Title: GRIDRUNMNER
Publisher: Uamasoft
Price £9.95

Reviewer: John Davison jnr

SIGHT & SOUND

Graphically stunning, sonically
excellent. Exactly the sorf of
sight and sound that a fast
paced exciting game should
have. Leaves you gasping

GAMEPLAY

Brillant! Probably one of the
maost playable games so far on
the 5T. Everything you would
expect from the man who
made blasting real fun

Superb! Extremely playable.
Great graphics. Good price.
Go oul and buy one now.

JOURNEY

TO THE CENTRE
OF THE EARTH

falls marked. Some of these
routes lead to simple arcade
games, earlier ones include a
rock dodging game and a
game of dodge the digitised
mammaoths, Both of these are
more than adaequate sub
games and rack up damage
and death on the character,
There is not a lot of difference
in play except for the fact one
is played vertically and the
other horzontally, Sadly these
sub games do not seem to
come up to the quality of the
overall production of the
game although there is sorme
interesting use of sound which
ranges from sampled snoring
of your sleeping professor o a
patchy sound of a pounding
woolly mammaoth foot, All
map movements are accom-
panied by a re-assuring firm
footstep and the accompany-
ing music is easy on the ear
but less than atmospheric.

New Atari User - Issue 39
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BIO

CHALLENGE

cllowing the degenera-
F tion of civized humans

into o weaker species it
has been decreed that man
kind must be transporfed. a la
Robocop. into new plastic
bodies. Bio Challenge is the
Beta testing ground for this
new concept and thus you
are taken to far off planets to
search for parts of a lost
amulet, find various inimitable
lifer forms and conguer them
to see if the new bodies can
cope. Pausing only to choose
betwean one or f'wo player
options and to show a very
acceptable action sequence
which enclosas the body in
the "Klipt® the game begins
with a digitised level announ-
cement.
The Klipt is controlled by joys-
tick on a horizontally scrolling
background and its main aim
is to discover variable numbers
of lost amulets in the allotted
timea span. This is five minutes

FACTS

Title: LED STORM

Publisher: Capcom/ U.S.
Gold

Price: £19.95

Reviewer: Damon Howarth

SIGHT & SOUND

Graphics colourful and sprites
recognisable, though perhaps
a little small. Sound adequate
but repetitive. Spot FX reason-
able

| GAMEPLAY

Very good, fast and multi-level-
led, good sprite control, neal
scrolling. Technically proficient.

VERDICT

I found it less than enchanhing
though it had a cerfain addic-
tive quality. Probably a good
miniaturisation of the arcade
hit. that should do weil.

New Atari User - Issue 39

on the infroduc-
tory level andfour
on all others, later
levels having
more parts of the
amulet to discowv-
er and more planets fo
search. Surprisingly the crea-
ture does not have a gun of
any kind until it reaches the
end of a level and its main
defence is in spinning ke a
top as it leaps in the air or in
dislodging floating iron bars or
charge slabs to fall on the
local fauna. This killing is
necessary since the recoverad
remains of the body. when re
turmed to the mother sphere,
provide the energy to turn the
creature into a living rocket
and thereby dispose of the
guardian at the end of a level,
The control system is adequ-
ate and needs to be leamnt, as
does the method of dislodging
floating bars atf the right fime.
Action is not particularly fast

ou are expected to
know the scenaro of
this arcade conversion

car racing game baforehand
since the accompanying in-
structions are surprisingly brief
and little detail is included. The
idea is to race along an ele-
vated highway picking up
various assorted bonuses and
energy capsules before your
time limit runs out,

The joystick controls all move-
ments in the time honoured
way for race games, the only
difference being that the fire
button allows the car to jump.
Megotiating this highway is
made harder by local drivers
who tend to get in the way.
although they may be leapt
over. Sharp bends, oil slicks

paced and on the early levels
the time factor is not too tight,
The main aim of the Klipt is to
keep his oil reserves at the
optimum by picking up the
stray canisters that are strewn
across the various planets.
Helpful items include the
rather shy cauldrons, these
only appear when the creg-
tures are not on screen and if
broken give various bonuses
to the Klipt, such as time ex
tensions or poweraed armour
that greatly enhance its com-
bat capabilities. Unfortunately
with many of the functions,
like oil level and amulet find
ing. the rather cluttered infor
mation bar makes confusing
reading and, especially in the
early stages. is not too helpful.

barriers that need
to be cleared
and there are
additional
hazards. If all that
is not enough there are also
rmineg layers and and lorries
carrying high explosives which
will destroy you on contact
The loading screen and
accompanying pounding
sound frack add o the expec-
tations and the game scrolls
very well with no loss of per-
formance. The car that you
use is not armed but can des-
froy enemias by landing on
thern following a leap, these
need timing well otherwise the
player will end up in more
trouble than he started. My
mind kept going back to the
infarmous Killer Cars in Monfy
Python! The race is fast and
furious and needs the car at
full throttle most of the time
since the time limit is none too

ERR——

Title: BIO CHALLENGE

Publisher: DELPHINE
SOFTWARE

Price £19.95

Reviewer. Damon Howarth

SIGHT & SOUND

Above average graphics pro-
vide a more than adequate
base for the game. Digitised
speech is good with the begin-
ning graphics. Spot sound fair.

GAMEPLAY

Controls take a bil of getfing
used fo, oction is smooth
although there are occasionai-
Iy sluggish reactions.

A playable game, not entirely

to my taste although it started
fo grow on me as | played it.
Probably worth a longer look
by the prospective buyer.

LED STORM

generous and the collection
of the bonus fuel and time
tokens is sometimes very
hazardous. It often becomes
necessary 1o leap holes in the
road, but if this fails the howver
carrier brings another vehicle
at the cost of much energy.
The soundtrack is reasonable
but lacks the power that | felt
would help the game and the
spot effects are guite reason-
able even If sparse. The car
setfs off In Bugs Bunny style by
contracting and then accele-
rating rubber band style. For
tunately the joystick control is
very precise and nothing lets
yvou down on the way. The
most annoying part of the
game seemed to be the TNI
trucks which always managed
to stop you just before d level
is completed thereby increaqs-
ing the frustration. The Manic
Frogs add a little to the
game’s colour but little else,
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ROUNDUP

With so many games having been relesed in recent

months it is impossible to review them all so here is a
roundup of recent releses. We will come back to some of
these with a more in depth review in coming issues

MILLENIUM 2.2

Electric Dreams  Price £19.99

This is o space strategy gome which in-
volves a lot a data. Easy to use, hard fo
get into.

SIGHT & SOUND: Variable, from the very
good to the more or less adequate. Pic-
tures of bases and combat sequences
excellent, representative maps patchy
Zood loading sound but very little during
the gome except background effects
and some of them can be annoying

VERDICT: A good game with annoying
bugs that make it crash, remember to
save often. Not much help given at start
up, some explanation of ship types
needed. Worth a look, definitely needs
detailed play

COSMIC PIRATE

Palace Software Price £19.99

A fiendishly simple space trading/raiding
game, hunt down merchant men and
get a cut of the take. Then practice, get
better, and do it again until you are o
master pirate. Lots of hwists, with plenty of
shoofing in it

SIGHT & SOUND: Indeterminate really,
some scenes are very good, the 3D vec
tors are adequate, some sprites are very
good indeed. Overall they are good
enough for their purpose. There is not o
great dedal of sound during most of the
game, just the expected bangs etc.

VERDICT: | Iked it! The game has some
odd quirks, if you have a second drive
DISCONNECT it otherwise there will be all
sorts of fun at launch. | still can’t make
my mind up if it is Elite without the
camouflage or just a good excuse for a
wonderful shoot ‘em up. Waorth having.

SPACEBALL

Rainbow Arts Price £19.95

Basically this is a cross befween Tele Ten-
nis and Breakout. One or up to 8 players
in a league. Game is different in both
incarnations. It plays very well in aither.

SIGHT & SOUND: Good clear and clean
moving sprites with a selection of excel-
lent backdrops. Sound is basically crash,
bang noises but with a good loading
soundtrack. Adequate for the game.

VERDICT: An entertaining diversion, good
as a two player game and enthralling as
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one player against the odds. Well rework-

ed classic game, try it first!

KULT - THE TEMPLE
OF FLYING SAUCERS

Exxos/Ere Informatique
Price £24.95
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The follow up to Captain Blood. this is
an enthraling. novel and difficult lithe
number. Sort of graphic adventure with
a dark side fo it. Impossible to describe
in a few short words and worthy of
much longer review,

SIGHT & SOUND: Graphics are almost
mind numbing. and fully interactive,
sprites are large and beautifully formed
and everything moves so smoothly.

‘| Good opening synth music, spot sound

effects are wel sampled and atmos-
pheric.

VERDICT: A difficult and absorbing
delve Into the worlds created in Amaz-
ing Science Fiction, the only compari-
sons that are close are the Psygnosis
graphic adventures. This is in a class of
it's own with all the brlionce and im
pressionism of Captain Blood in it. Buy
it, you will not be disappointed.

i e S et

TYPHOON THOMPSON
Broderbund Price £19.99

A responsive and somewhat different
rmeans of contral in this water quest. The
skimmmer is difficult to rmaster but fun to
use. Otherwise simple machanics make
the game playable.

SIGHT & SOUND: Generally the graphics
are blue, the screen is uncluttered and
good for arcade chases. The sprites are
good and, although a tad small, make
for good perspective. Sound is effective
with a digitised opening track and good
roars from guns and wormried creatures.

VERDICT: Relies on the levity of the
game, some fairly cute pictures and fast
action. This chase ‘em round is fairly non
violent, clever, simple and collectable.

AIRBORNE RANGER

Microprose Price £24.95

A fast and furious combat game and
somewhat strategic. The controls work
well and include a template for the
keyboard. An addictive game all round.

SIGHT & SOUND: Graphics are a bif
blocky in the Commando mode but all
the action is recognisable and they do
not cause any handicap to play. There is
not a lot of sound but the effects are
quite sultable.

VERDICT: A thinking man’s commando
game, it will take a lot of getting into. It
has been out a bit now and the general
feeling is that it is well worth getting your
hands on. Deserving of a much longer
review.

FORGOTTEN WORLDS

Capcom/U. S. Gold Price £19.99

An arcade conversion of a 'buddy’
shoot ‘em up. It works well and fast with
lots of effects and plenty to watch out
for. Controls make for wild shooting at first
but farmiliarity and a friend help.

SIGHT & SOUND: Spectacular backdrops
and big srmooth sprites, everything a
shoot "em up neads, There is a gutsy
soundtrack, with effects and digitised
speech well converted.

VERDICT: Everything about this smacks of
a good conversion, but somehow | could
not get into it. | can’t say why but it
lacked that spark of compulsion. Shoot
‘emn up freaks will probably be overjoyed
with it, however.

TIME SCANNER

Activision Price £19.99

Pinball action in a big way. Mouse and
keyboard compatible. You rmust atternpt
to complete five stages of pinball to
escape a time warp.

SIGHT & SOUND: For a game like this the
graphics need to be good and they are.
Thay feel ke a well gifted user of Ere
Informatique’'s pinball construction kit
was involved. All is light and bright, and
tastefully garish in pinball style. Sound is

—
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well used and sampled. It gives the
atmosphere and noises of a pinball
machine together with good special
effacts,

VERDICT: A very good game. As an old
pinball wizard | found it addictive and
enjoyable. | did wonder about its long
term playabllity but then | haven't made
the final screen yet. Probably the best
pinball game about,

MAYDAY SQUAD

Tynesoft Price £19.95

A special combat mission game, select
your own three pearson SAS squad and
save an embassy. Somea of the control
swapping can get tricky in tight situa-
tions.

SIGHT & SOUND: Fairly good, chunky peo-
ple in 3D corridors, good stills and News-
paper headings at the beginning and
the end. Sound is nothing spectacular,
basically all that would be expected in a
game of this ilk.

VERDICT: Very ployable although | feel
that after prolonged use, Airborme Ran-
ger would be far more challenging. It
claims fo be roleplaying but | am not sure
and was not altogether happy playing it
Think hard before buying this one.

G.NIUS

Infogrames Price £19.95

Cne of those platform and dodge
games which is already known to 8 bit .
users. There s a two player option
although nat in co-operative mode,

SIGHT & SOUND: Graphics are well for-
med. chunky and blend well with the
varied and well drawn backdrops. Very
comfortable to look at. The prass release
claims the sound to be greathly enhan-
ced, but | am not sure what from. A
pleasant intfroductory ditty and perfectly
appropriate effects. More than adequ-
ate for their purposa.

VERDICT: | was not too impressed with
this, and had difficulty deciding if | was in
a demo mode for the first couple of
games. The promised option screen
seemed to be missing. The G.nius is cute
thaugh but he does have his problems,
Maybe cthers will enjoy the challenge
more than | did.

Roundup
conducted by
Damon Howarth

h_-——

GALDREGON'S
DOMAIN

Pandora
£19.95

John Sweeney goes adventuring
again with a Dungeons & Dragons
type program

In Galdregon’s Domain you play the part of a barbarian hero. You have to explore the
countryside to find inns and dungeons. gather information from the people you meat along
the way and complete a number of quests in order to save the world from the forces of
evil. The gome s completely mouse driven. the rght button flips you between three views,
fhe left button selects movements and actions.

The main view 5 a picture of whot you can cumently see ahead of you - either a view
down @ comidor or g view across the countryside. The graphics are excellent, with plenty
of variety in the "wall’ design in the various "dungeons’ and scrolling views as you walk across
the countryside towards forests, towers, or costies. Below this view is a set of icons fo allow
you to use potfions. scrolls of wegpons, move, or flip between a menu and a Status Display
at the bottom centre of the screen. You can also use the mouse to select menu items such
as Open, Unlock, Take, Drop, Talk, Save or Restore. The Status Display shows your current
Health, Strength and Stamina. all of which need to be carefully watched throughout the
game and kept high by use of food, potions and friendly clercs. You need to keep the
Stotus Display up all the time s you explore since items do not appear in the picture - only
as an indicator on the Status Display!

The sacond view (right mouse button) shows you wearng your curment set of armour and
has windows for viewing the items you are camying and the items in the cumrent location.
Whanever you kil anyone you usa this fo click on the bones to see what you can find! There
are a few other tems scottered around - although most are, disappointingly. just empty
chests,

The third view B a mop of the countryside, showing forests, towers, inns/houses, a Castle,
a Temple, g cave, and various standing stones. Five of the forests, the Temple. the Castie,
the cave and the Labyrinth are octually ‘dungeons’ which you need to explore and map
in detail. The countryside and the dungeons are populated with o wide varety of iInhakbi
tants: men. women, monsters and animals, some fiendly, some neutral, some deadly! These
appear in front of you in the main view and, again. the graphics are excellent. You asically
have three choices: talk, fight, or run

Urlike Heroes of the Lance where the philosophy i Cif it moves - kil i#°, you should talk
to everyong you meet - you need fo know who they are, and a lot of them will give you
information. The text appears on a single line below fthe view and scrolls swifthy off to the
left. Once you have ascertagined whether you have met a good guy or a bad guy,. you
might assume that you should then follow the more interesting philosophy of if it moves and
it's ewvil ~ kill it as in Times of Lore. Now | may have migsed something, but | followed that
philcsophy and wasted many hours being a nice guy and getting nowhere, As far as | can
tell the philosophy in Galdregon's Domain is 'if it moves - talk to it, THEN kil it!’

Mothing ever actually ‘moves’ in Galdregon’'s Domain. Although the graphics are excellent
there 15 no animation at all. the characters appear in front of you from nowhera. you fight
them by selecting a weapon and clicking on the character you wish to fight, eventually
{if you win!) the character will be suddenly replaced by a picture of a corpse.

The game is not perfect. Death comes too easily and forces a complete reload. The
positioning of icons and use of menus has not been thought through carefully enough - you
very often die while frying to issue a command such as Switch Weapons or Load Game
just becouse it takes too long fo isue the command.

The original version would not work at all on my old 52057 with external SF354 diskefte drive
and had a number of other bugs. If you have problems make sure the version you have
5ays V& during the loading sequence, but even that version only occasionally loods on
my SF354. Most of the time the startup message says “50 Brove Pirate - you decided to break
the law” and won't let me out of the castlel

Your objective is to acquire five gems and retum them to the king. unfortunatety the gems
are possessed by five paricularly nasty monsters. The game is full of all sorts of weapons,
potions, scrolls, information and special tems, and you will need lofs of these in order to
vanguish all the monsters. There is also one set of armour scatfered widely throughout the
land - you will need maost, if not all, of this to win.

Despite ifs imitations and occasional unfriendiiness, Galdregon s Domain is quite a nice lithe
‘Cungecns and Dragons’ introductory game - well worth looking at if you enjoy o bit of
mapping. fighting and guesting

L

New Atari User - Issue 39

67




REVIEW

Mini Office Professional

Spreadsheet and Communications

reviewed by Matthew Jones

ome years ago, when [ still used my

Atari 800, Database Software pro-

duced a collective program com-
prising of several modules under the title
‘Mini Office’, which originated on the BBC
micro. They were aimed at people who did
not need full blown and expensive prog-
rams, but just needed to do a basic task of
work. The result was a very workable sys-
tern. Now, Database have released an ST
version under the title ‘Mini Office Profes-
sional”. With the professional range, Data-
base has broken with tradition and is sell-
ing modules individually, each costing
about the same as the complete eight-bit
system. So the question is, does the Profes-
sional series match its name, and are they
value for money? Two modules have been
released so far, Communications and
Spreadsheet.
Each module of the Mini Office Profes-
sional series comes in a box a little wider
than a Filofax, which contains a manual,
registration card, and two single sided (un-
protected) disks. The Spreadsheet also con-
tains a quick reference card, the Com-
munications contains a "getting you star-
ted’ card. In each case, one of the disks isa
‘startup’ disk containing useful accessories,
and the other contains the program.

THE SPREADSHEET

The spreadsheet module has the thicker
manual, with 130 pages covering: Quick
Start Tutorial, a short introduction to get
you started; Basic Concepts, describing
quite well what a spreadsheet is, how it
works, and why you use it; a Tutorial,
which has a much more thorough exam-
ple (possibly a bit fast for some); a Prog-
ram Reference; a section on the Desk
Accessories provided; and a chapter which
tells you about backing up the disks, using
GEM and installing printers. In general, |
was impressed with the manual, it is well
written and uses good examples.

MNothing is perfect however, and I thought
that it skipped over a few topics too quick-
ly, and it ignores some important ones
completely. For example, one important
aspect of spreadsheet preparation is the
copying of formulae. The program offers
two different ways to do this - absolute,
where cell references are copied un-
changed and relative where they are al-
tered to suit the column (i.e. a reference to
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as absolute, but if
you didn't expect
one, you'd never find it!

The spreadsheet program is actually very
powerful, and does indeed deserve the
‘professional’ name. It can support up to
four spreadsheets (though in a 512K
machine they will be need to be small to
all fit in at once), and has a large ‘control
panel’ filling the top third of the screen.
The spreadsheets are displayed in windows
below this, displaying 14 rows at a time.
The control panel has a large formula
editing window, and buttons which are
used to select the cell type, text
justification and the number of
decimal places for results. Enter-
ing data is done by moving the
cell cursor to the desired input cell and
typing. The text is entered using the con-
trol panels editing window, and termin-
ated by pressing Return. If you do not
want to type all the cell references, you
can point using the mouse.

There are some good ideas in the spread-
sheet, one is the Group facility (it may not
be original but I've not seen it before). This
allows you to specify that only certain
rows and columns will be displayed when
one of seven groups is selected. This allows
you to cut out perhaps detailed informa-
tion when you wish to print out or present
data.

The spreadsheet is powerful in its prog-
rammability and the functions provided.
For the latter, there are table look-ups and
sort facilities which make possible very
complex ‘What if?" models. The program-
mability allows very intricate applications
to be written. Some demonstrations are
supplied, and I was quite surprised by their
capability with brevity. One demo creates

a group which contains only the females
from a table of data on people.
Unfortunately, getting all the power out
of this spreadsheet is going to be slow. 1
found it very slow entering data, so 1 did a
little test. 1 typed in the number ‘1’ forty
times, and then [ had time to set my
watch to ‘chrone’ and record 50 seconds
while it caught up! 1 tried turning off the
auto move, in case scrolling was the prob-
lem, but it still took 30 seconds to com-
plete. This really is slow, and due to spend-
ing a lot of time updating the screen -
much of it unnecessary since nothing had
changed in the button displays. Since it is
easily cured, | would hope for an update
soon (both programs are at version 1,00).
Another slight niggle is the leaving out of
a repeating character method, which
allows you to put in lines surrounding
tables (it may actually be there, but |
couldn't find it).
None of the problems are serious enough
to stop the use of the program - the power
outweighs the problems and they will

probably be cured.
B the communications module, |
ought to express my ‘interests’. As
you may know, I did the programming for
the conversion of Vicom to be FaSTcom on
the Atari, and in fact am still working on
Vicom on the Mac, | hope this does not
colour my review adversely, and I think it
makes me all the more qualified to make
comment.
The manual for the comms program has
a similar layout to the spreadsheet but is
not as good, despite being by the same

efore 1 express my opinions on
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outhors. The writing is good, but it does
not provide the information that is re-
quired for such a complex task as telecom-
municating. Given that driving a modem
is quite enigmatic, it is not good enough to
state that if your modem is not included in
the supplied files (only two are, the Haves
and MicroLink modems) then you will
need to look in your modem manual to fill
in the dialog. It took months to write reli-
able drivers for Fa5Tcom, so how is a user
is expected to survive with just that simple
comment? Further, provision of a ‘direct
connect’” modem driver would be useful for
those using the program as a simple
terminal.

Another item that should be included is a
pin-out of the Atari serial port. The correct
cable for the modem is an important part
of getting on line, and while most people
can use a ‘straight-through’ cable, some

COMMS

cannot 50 assistance would be useful.

The comms program supports both tele-
type and viewdata (Prestel). After loading,
it opens a GEM window which acts as a
teletype terminal. In normal use, with an
auto-dial modem, you select the dial op-
tion, and click on a service from the di-
alog. The program then dials up, and
when connected it will send a log-on script
for you, before leaving you online,

The phone book is changed via another
dialog, which allows you to specify the
terminal type (TTY, VI52, VT100 or view:
data) as well as the problematic baud rate,
stop bits, parity etc. The possible baud
rates are 300, 1200/75, 1200, 2400, 4800,
& 3600. A nice touch in the phonebook is
space to enter notes about a service,
Another dialog allows you to define
strings sent when function keys are press-
ed. One set applies to all terminals and
services.

In use, the teletype screen can be confi-
gured further. As well as the ability to
change any of the options set in the
phonebook, it is possible to specify the
terminal width and the use of a large or
small font. Why these were left out of the
phonebook, [ cannot guess.

The teletype mode performed adequately,
but it does not support scroll-back for view-
ing previous screens which [ think is re-
grettable. 1 had a seemingly unresolvable
problem connecting to the University VAX.
Information I typed was received by the
computer okay, but sent back with a par-
ity problem. Other information sent by the
VAX was fine, and adjusting the parity
settings, etc just made it worse. This may
not be a problem with Mini Office Comms,
but I do not have comparable problems
with other terminal software.

The program uses only a small input
buffer, which is easily over-run at higher

speeds, which will lose information unless
yvou use flow control. Another potential
problem for some users is that the Break
button, displayed in a panel with other
options like Local Echo and Auto LF at the
bottom of the screen, produces what they
call a ‘real’ break. To them, this is sending
Control-I" twice, which will interrupt the
MicroLink computer properly. The rest of
the comms world considers a true break to
be a half second zero signal on the comms
port, but given that Database run Micro-
Link, and it may be more useful to its
users, it is fair enough.

Mini Office Comms is not all bad though,
it does have some good features, among
which are the ability to show control codes
{useful for working out what is going
wrong on VT100 screens) and the ability to
transfer files using X-modem, Kermit and
plain ASCIL X-modem is just the plain
variety, with no Y,Z or window variations,
The Kermit implementation includes facili-
ties to GET files from a remote server.

A final feature is

A facility that the program offers is Prestel
telesoftware download, bat I could not get
it to accept a single program from Prestel.

UTILITIES

Each progrom comes with an identical
disk with four desk accessories, a calcula-
tor, memopad, text editor and disk utility.
The latter allows operations such as for-
matting, folder create, rename, print file
and directory. The text editor is a rudime-
ntary one, but adequate for the job. Enter-
ing too much on a line caused an alert to
appear that | could not get rid of, but |
was pushing it hard. The memopad is
based on the text editor, and can autoload
a file of reminders.
| tried booting the utility disk, but was
unable to load the programs due to lack of
memory on my 512K machine. A program
is provided to alter the memory require-
ments of the accessories, but you ought to
be able to run programs ‘out of the box".

a modified closer lesk File Phone Options Settings QLT Mini Office &
e Phone book Offline
button on the win- T30 Hain TextEitranhic Log files _
dow, which 4]5|6f HEX | Red Red E"H“""d“”"""
‘h 5 . + H1]Z[3f Back J Green § Green ETine. Noden
changes the TTY - Transait file
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viewdata screen. fui't "'"'g;::? ~""';J;;J"“.' save franes
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which send useful
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ences down the
line, either Prestel commands, or attributes CONCLUSION

(double height, red, etc) but some of these
did not always respond.

The program includes no message prepa-
ration facility, other than the notepad
accessory which is not suitable for viewda-
ta. It does however have a frame saver
and viewer, good for offline viewing.

The main problem | encountered with the
comms module was the general operating
speed, and especially the 1200/75 baud
emulation. Selecting to send a mailbox
brings up a screen which the cursor beetles
across for about 15 seconds after the sig-
nals stopped coming from Prestel. Even
worse, when typing at the split speed, the
transmission interrupts the reception, so
yvou risk losing the reception of the echo if
you type too fast. Since you will lose your
position on the line, and think you mis-
spelt a word if this happens, sending a
mailbox is impractical unless you are pre-
pared to type ridiculously slowly. The tele-
type mode suffers similarly. FaSTcom did
not suffer from these problems, so it is
possible to fix, and it spoils an otherwise
good ermulation.

___

Although it may seem that I have found a
lot of faults in the programs, they are
good. The spreadsheet could do with a
little tuning, but it has a lot of power now
and is very good value for money. The
communications needs a little tuning too,
especially with regard to the 1200/75 baud
use which is currently unacceptable. It is
currently usable for some purposes, but
most people will want to wait until it has
been tightened up. Database are due to
release three more modules: a Document
Processor; a Database; and Presentation
Graphics and it will be interesting to see if
any lessons from the first two modules
have been learnt. .

MINI OFFICE PROFESSIONAL
SERIES

Spreadsheet £24.95
Communications £24.95

Published by Database Software
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PROGRAMMING

[0S

GETTING IT DOWN ON PAPER

Peter Hickmun :lllg :: :l“-l'l'!llmmii“l"'“ll“limi!llmm“—:
: 155 s+ Promis Femrion | BAre assiraron Fon aToe pees &
introduces a new 15 ree + LoDMIE DDA b PETCR MOk :
; e bt oy S
SR e o B by TR
series with a 2o ren 2 et b B
230 F@m SEEEREBENEEFANAEEEREBEREEREAEEEORERERE B

utility that will 20 15 o
;:g ;::.:" : Flg="" 3 ERR_FLAG=falsw

help you submit 200 1

250
r SWq:ul.bM| rem asE CLEAM BAMKE e
310 gosub 440 - LOAD B b
p ograms 120 ::ul.h TR0 : rr-: =% CHOOSE OUTPUT MEDIA =&«
i 3130 gosub 1040 1 ram s&e DUMP BANK L1 Y]
340 gosub 1620 - EMD PRDGRAM -
together with o o o
IS0 1
L] E70
an animated 300 rem wesswerere | CLEAN BANKS sensrsanre
370 for LODP=1 to 15 : erase LODP : next LODOP
- 400 return
picture that you do
- AT0 rem SHFEEEIEIEE LAl Btk EEEEERBEAE
- 440 t
can type in 450 rapmat :
4460 Fe="" 3 Fl#="" : ERA_FLAG=fal se
470 Fé=file aslects("s. HMBK" " ENTER THE MAME OF THE BaNK TD BE
LISTED" , 2}
430 if F$="" then gosub 14620 : resm s=s END PROGRAM sas

A0 iF dinstriFE,"."I=0 then FE=F§+" MBEK"
until instr(F$,".HBK")
510 on error goto 590 1 rem ese LOADING ERROR ses

3

. 5320 load F# i
| or some years now PAGE 6 has had 530 wuntil ERR_FLAG=false
: 1 2 b " 540 on error goto 0
a reputation for publishing high 550 return
quality program listings for the ::3 :
8-bit machines, while 5T owners have had m rr ssssssnsss ERROR LOADING BANK & ssssssssss
Elw
little except reviews and small programs &00 windopen 1,28,4,25,5,4
written in ST BASIC (put those sick bags :;g ::: S
away at the back! ; - 430 window 1
¥ e back!) u_nd m.ﬂemt.uly Lan i i
guage. Well now 5TOS has arrived and 650 clm
! . . t " ERROR LOADING BAMK!:®!™"
with it comes the opportunity for every- :?3 :::,::“' :"Hﬁ
body in the 16 bit community to have a m vl off
bash at beating brill programmers like To0 print 1 print " PRESS ANY KEY TO CONTIMUE....."
saul : ; 710 ERF_FLAG=true
Paul Lay at their own game. 720 wait key
J i : T30 windel 1
.Whtlv. STL?h 1s.th.:3 almost perfect language i
for magazine listings as far as basic prog- ;x resume next
rams go, you may have been wondering 770 1
HE n CHOOSE DUTPUT A ITTIITLIT:
how you can include all those juicy sprites, e - »
BO0 clw

music, and screens when they are held as
¥ BIO windopen 1,18,5,448,5,4

MBK files on disk and not DATA state- 820 windopen 2,33,12,14,9,4
b ;. B30 window 1
ments within the main program. Well, the B0 curs off
! Z B30 1
guys at JAWX/MANDARIN have thought 850 print : print * WHERE DO YOU WISH THE BANK TO BE DUWPED?"
of this problem and on your Accessories B70 window 2
B8O curs off
890 clw
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§

print 1 print = (Blcresn.”

print 3 print * (Pirinter."

print 1 print ® (Disk."

repeat

PRESEKEY$=upper$ (input® (1)}

until PRESSKEYS="S" or PRESSKEY$="F" or PRESSKEY#="D"

on srror goto 1420

if PREEEKEYS$="D" then F2ZE=laft$(F¥, len(FE}—4)+" ABC"  open out &1 ,F28
i PRESGKEY#="P" than F2&="PRN" : op=n #1,F2%

if PRESSKEY#="5" then PRT=0 slss PRT=1
1000 rFeturn

1010 =

1020

1030 res sessteses OUTPUT BNk

1040 cls

1050 clear key

10460 rem ~~~> Listing

1070 for BN=1 to 15 v if length(BN)=0 then next BN

10680 A#="DRIGIMAL FILEMAME : “+F# : gosub 1330

1090 Af="BAMNK MUMBER 1 "+str$(BM) 1 gosub 1350

1100 AS="HBANK LENGTH : "+strf#ilength(BN)} : gosub 1330

1110 A#="" ; goaub 1350

1120 Ag== »
gosub 1350

1130 Ag="| Adrs | Datas | Check !"
gosub 1350

1140 Ag=" e
gosub 1350

1150 AD=start (BN} 1 ADEND=start (BN} +]ength (BN}

11460 repsat

1170 Ag==| I 1 e
1180 BS=hex® (AD—start (BN}  4)-"%"

1190 mid® (A%, 5)=BE

1200 CHE=0 : for M=0 to 7 ¢ iFf AD»=ADEND then B&=" (000" 1 goto 1240

1210 D=pesk(AD) » for X=1 to' 3 1 if De=peek (AD+X) then next X : gote 1230
1220 BF¥=" “+hex® (deek (AD) ,4)-"8* : CHK=CHK+deek (AD} 1 AD=AD+2 1 goto 1240

-
o

d83gdzed

1230 X=1 ¢ repeat 1 inc X 1 until pewk (AD+X)1<>D or X=2354 or AD+X>=ADEMD ¢ X=X

and SFFFFFFFE : CHK=CHK+DeZS4+X+$10000 @ AD=AD+X 3

Bf="a"+ (hax$ (D, 2)="8")+ (haw & (X ,2)-"%")

1240 mid® (A%, F+N*5)=BE ¢ mids (AF,59) =hex® (CHK ,5) -"&"

1250 next M @ gosub 1350

1260 until AD>=ADEND

1270 Adw® "
gosub 1350

1280 A$="END OF BAMK" : gosub 1350

1290 wait key

1300 gosub IF0 1 rem #&x CLEAN BANME ssw

1310 return
1320 ¢

1330

1340 rgm SSEEsssRss
1350 print A®
13460 if PRT{>0 then print ®1,A% i

1370 if inkey$<»"" then wait key

1380 return

1390 &

1400

1410 rem s#essssssss ERRDR DURING OUTPUT #s&sssssss
1420 clwm

1430 cls

1440 windopen 1,28,4,25,5,4

1450 wmindopsn 2,24,10,34,5.4

14460 boom

1AT0 window 1

1480 curs off

1490 elw

1500 print @ print * ERROR DURIMG OUTPUT!!'"®
1510 window 2

1520 curs off

PRINT BAkK .

1530 clw
1340 print ¢ print " PRESS ANY KEY TO CONTIMUE..... o
1550 mait kay

1560 windel 1

1570 windel 2

1580 gosub 1620 : rea #&% END PROGRAM DUE TD FATAL ERRDR #=#%
1590 4

1600 3

1610 rem sssssssens
1620 hide

1630 default

1640 closs

16530 snd

FPROGRAM aEssEAREEE

__""——

disk you will find two sparsely documented
files called INPDATA.ACB and OUT-
DATAACB .

OUTDATA.ACB is an accessory which will
dump the contents of a memory bank to
screen or printer in a format which allows it
to be re-entered into INPDATA.ACE thus re-
creating the memory bank. By using these
accessories to create listings of memory banks
it is possible to submit programs which make
extensive use of these files to magazines for
publication. Now we all like to make things
easier for the publication team and in an
ideal world everybody would send in unfor-
matted text files of both programs and mem-
ory banks. Unfortunately there is a problem,
OUTDATA .ACB is unable to output these
listings as unformatted text files.

So what can you do? Well, try typing in
Program 1 (you can ignore the rem state-
ments). This handy piece of code is designed
as a direct replacement for OUTDATA.ACE,
and incorporates an option to create those
illusive text files from your memory banks.
All you have to do now is send in those 5TOS
programs, and remember you should (if you
don't want to lay awake at night haunted by
the screams of the editor!) send in the source
code (.BAS files and .MBK files) as well as text
versions of both (use the SAVE "FILENAME-
ASC" command to get ASCII versions of STOS
programs).

To get the ball rolling, Program 2 is a small
STOS animation demo which will load a com-
pressed picture bank from disk, grab some
screen blocks from it, store the blocks in
strings and then draw a display using the
string blocks. By following these simple steps
you should end up with a working version of
the first STOS program published in New
Atari User.

1) Boot your machine with the backup of
your STOS master disk.

2) Insert your accessories disc and use the
ACCLOAD command to load INPDA-
TA.ACB and use the HELP key to get it
running.

continued overleaf
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TABLE 1 - Data to
recreate a picture bank

3) Following the prompts enter the data
from TABLE 1 onto the screen, the
program will automatically know
when mistakes are made and will
stop when all the data has been
input.

4) Again, follow the prompts and using a
blank disk save the data as-
FICTUREL.MBK .

5) Tyvpe in PROGRAM 2, save it onto the
same disk as PICTUREL.MBK and
then type RUN.

S0 there you have it, the simple way to
get your STOS programs published in NEW
ATARI USER. If yvou have a program writ-
ten using STOS send it in and share it with
all of the other 5T owners starved of type-

in listings. ®

dTdR1 USER

| MORE STOS
| LISTINGS!

The reason we have not published
many type-in listings for the 5T is that
the programs have either been very li-
mited, as with ST BASIC, or have Re-
source or support files that cannot be
printed. Now that 5TOS listings can be
printed complete with pictures, sounds
etc. to be typed straight in we will start
to publish whatever STOS listings you
send in. Peter Hickman will be running
the STOS column in future issues
which will include hints and tips as
well as program listings. Start writing
now and send your programs, hints
and tips, to Peter Hickman, c/o NEW
ATARI USER, P.0. Box 54, Stafford,
5T16 IDR.

DRIGINAL FILENAME : PICTUREIL.MBEK
BANK MUMBER :=: S
BANK LENGTH : 153&

S ————————— T T Tl

| Adrs | Datas { Check !
! 0000 ! O&07 19463 =000& O000A 0033 0000 0002 0002 ! 11FB1 §
! 00t4 | 0000 O3D1 o000 0528 =000A 0235 0000 0070 | 10BAB !
1 QO2C | OF770 OOO7 0707 0077 0SS5 0333 0733 0373 [ 02223 1
1 0O03C | OSA7 0457 0347 0237 0000 0066 3364 300 | 07608
! DOAC | 99CC 99CC O0&& 3364 3300 99CC 99CC 004646 | 2CELZ |
1 DOSC | ITLé4 IZO0 T9CC PCC O0hs 33466 II00 F9CC | 2FATE I
! 00&C | 99CC OO0FF 0099 0033 44633 A&00 CC99 CC9? | 3009& |
{ DOFC | 0033 &&33 &L00 CC9® CC99 0033 45633 &5600 | 33IFE |
{"Q0BC ! CC99 CC9? 0033 4433 &&00 CCOO CCOO CChsd ! ACYFE |
{ OO9C ! CCh& OO3F 9933 9900 CCeéés CChbd 0033 9933 | A30FE |
| ODAC ! 9900 CCa&s CChés 0033 9933 9900 CCas CChs | AFCFE &
! DOBC ! 0033 933 9900 3300 3I300 &ACC &LCC 0099 [ 26497 |
! DOCC | 3399 3300 &ACC &LCC 0099 3399 3300 A&LCC 1 2022F |
! DODC ! &&CC OO99 3399 3300 &LCC &ACC 0099 0099 | 19CCB !
! DOEC ! 0003 O700 3070 OO3E FCOO OCIC OCIC 3078 ! 17C61 1§
! OOFC ! 0001 CO80 O00OC 1C03 OFC3I E700 1E7F 0307 | 1ECDY |
| 010C | OCIE 0001 FOO3 OFF0 COOO 3C7C 3IC3ID FCOZ | 3J4H0CE !
i O1iC | 0700 OCIC 3COE 1C7E 3CO0O OIF3 C30F 3F7F | 1AC29 !
! 012C | 0OOZ OFFO0 3IF7B COOO OIFC 3FBC 3ICOF 1FO0 | 1A43S |
1 013C | 3Ci8 3830 0307 BO000 OFEF CFOO OELIC FOE3 | 2D53D |
| O14C ! C3CO O307 BC3C 3IE3IC 3IF00 3IC3E OOOF OO0OF | 23C9D |
| DI1SC | BFO0 X878 FOCI E3ICO OEIE 3ICOF OO3C 3FIF | 32583 |
! Ol&C | OOBO OFOC 1COF OO70 FO73 3I3C0O IC3C 3IBOF | 1A48% |
i O17C | OO3C 1FOF COEO OF38 700F OEOO0 FOOZ CO3C | 31DB1 !
! O18C | 3870 OF00 3CO7 O3IF0 FBOF EOCO OFOE 1C00 | 28B44 |
! O19C ! FOOX CO3C 3IFE0 OF0O0 3CO1 OOFC FEOF 8000 | 3BAZBE |
! OIAC ! OFFB OOFO O3CO 3CID 3ICFO FBOF OO03C OO7E | 184%9E |
| OLBC | SFOF OOOF 7C3E OOF0 O3CO 3C78 7COF COO00 | 23893 |
| OICC | IC7C O307 1FOF OO0OOF 1ELIF OOFO 7BFO FBO3 | 1EEAZ |
{ OIDC | CO3C 1E3C 3IE3C OFLF 8000 3C3D FCOE 1CO7 | 30025 |
! OLEC ! O&OF OO0BO OF0O0 7F3IF ECCA O3CO 1FOF FBF1 | 2A052 |
| OIFC | 3CIC 3E3C OOIF OFBEB 3I03C 3IEOE ICOF COEOD | 1D3&8 |
! O20C ! OFO7 OO0O3 8000 3IB3I0 ICOE OCOF O3IFEB FOO3 | 1D732 |
| 0Z2IC ! OGOFO FBOE OCO7 0300 8000 OAOC 0007 0300 | 19118 1
| 022C ! 7C3F COBO 0100 COO0 1800 IFDE OOE1 FOE1 | 32568F |
! O23C | FOOO 7B3C 783C O01E OFLE OF00 B7C3 B7C3 | J0EIA |
! O24C ! OODE1 FOE1 FOOO 7B3IC 7B3C OOLE OFIE OFO0 | 2FO7& |
! O25C ! 87C3 ©7C3 0087 O00B7 OO0OF 1EOF 1EOO0 3C78 ! 18920 |
! 02&C ! 3C78 O0OFQ EIF0 E100 C387 C387 O0OF 1EOF | JASB4 |
! 027C ! 1E0O 3IC78 3IC78 OOFO0 EIFD0 EL100 C300 C300 | 3EODOD |
| O2B8C ! OFB7 OFB7 O0OC3 EICI E100 FO78 FO78 O003C | 3C3CO |
{ 029C ! 1E3C 1E00 OFB7 OFE7 OOCZ EICI E100 FO78 | J0F48 |
| O28C | FO7B OO3C 1E3IC 1E0O 3000 3000 7BFO 7BFO | 29&6D0 1
1 OZBC | DOE1 C3E1 C300 B870F B70F OOLE TICIE 3CO00 [ 3J0EIC
1 O2CC | 78F0 78BF0 OOE1 C3XE1 C300 B70F B870F OO0IE | 387DE |
| O2DC | OOIE OO9F CF9F CFOO E7F3 E7F3 OOF? FCF? | 44D34 1
{ O2EC ! FCOO 7E3F 7EIF OO9 CF9F CFO0 E7F3 EJF3 | S&67AZ |
! O2FC ! OOF? FCF9 FCOO 7E3IF 7E3IF OO7E OO7E OOFC | 2FB&B |
! O30C ! F9FC F900 F3E7 F3IE7 OOCF 9FCF 9F00 3IF7FE | S39EbL |
1 O31IC ! IF7E OOFC F9FC F900 F3IE7 F3E7 OOCF 9FCF | 4BBEZ |
' O32C ! 9FO00 3IFO0 3IFO0 F3IFY FIF? OOFC 7EFC JVEOO | 402€EA |
1 OZ3C ! IF9F 3IF9F OOCF E7JCF ETO00 F3IF? F3IFT OOFC | 437CA |
| DZIAC ! FEFC 7EO00 3IF9F 3IF9F OOCF E7VCF E700 CFOO [ 41ADB |
| O3SC ! CFO0O 9F3IF SFIF OO7E FC7E FCOO F9F3 F9F3 | SFALD |
| 034C | OOE7 CFE7 CFOO 9F3F SF3F OO7E FC7E FCOO [ 4D748 |
| D37C | F9FX F9F3 OOE7 OOE?7 OOFF OOFF OOFF OOFF ! 1F9BO !
! 038C ! OOFF OOFF OOFF OOFF OOFF OOFF OOFF OOFF | O0O7FE8 |
! 03I9C ! OOFF OOFF OOFF OOFF OOFF OOFF OOFF OOFF | 007F8 |
! OZAC ! OOFF OOFF OOFF OOFF OOFF OOFF OOFF OOFF | 0O7FB |
! OZIBC ! OOFF OOFF OOFF OOFF OOFF OOFF OOFF OOFF | OO7FB |
! O3CC ! OOFF OOFF 0000 FBOO FB0O FBOO FBOO FBOO | ADSFE |
! O3DC | FBOO FBOO FBOO 78B00 FBOO FBOO FBOO FBOO | 74000 |
! OZIEC ! FBOO FBOO FBOO FOOO FBOO FBOO FBOOD FBOO | 7BB0O |
! OIFC | FBOO FBOO FBOO FBOO 7800 FBOO FBOO FBOO | 74000 1
! O40C | FBOO FBOO FBOO FB00 FOOO O3BO ©03B BFFB | 393B3 |
! O41C | FEAF BEEZ BFEE EBEZ2 3I7EE FAAZ 1AAA EEED | SAS3IC |
! 042C | AZ3IE EZCE ClA2Z 3EE4 BABI AZ3E EEBA AZ3IE | 54310 |
! O43C | EABA BFAZ? 2ZEAE BABI AATC AEFA FBF3 BEEZ | 54448 |
| O84C | FAFY E3IFE E&OB OFB0 3IFFF BEOZ 8000 FEBC | 52110 !
! O4SC ! OOEQ OOF8 OOFB OOFB OOF8 OOFB OOF8 OOFB | 007AB I
! O4AC | OOFBE O©OO7B OOF8 OOFE OOFB OOFE OOFE OOF8 ! 00740 |
{ 047C ! OOFE OOFD OOF8 OOFEB OOFB OOFB OOFB OOFB ! OO7BE |
! O4BC | OOFB OOFBE 0078 O0OF8 OOFBE OOFE OOFE OOFB | 00740 |
i O49C | OOFB ODOFE OOF0O OOFB OOFB OOFB OOFB OOFB | 007BE !
1 O8AC | OOFB OOFEB OOFE O0OO7B OOFE OOFB OOFB OOF8 | 00740 |
! o4BC | OOFB OOFE OOFB OOF0O OOFE OOFE OOFB OOF8 | 0O7BA |
1 Q4CC ! OOFE O©OOFE OOFB OOFB O078 OOFEB OOFB OOFB | OO740 1
i O4DC ! OOFB OOFE OOFE OOFEB OOF0 OOB8 0088 0088 | 00668 |
: O4EC ! OOBE OOBB ODBE OOBE 0088 OOVE OOBE 0088 | 00430 |
! O4FC [ OOBE O©0O0OB8 0088 O©OBE 0088 OOFO OO0BE O©O088 | OGO4AB |
1 oSOC ! OOBB o088 O00BE OOBE OO0BE OOBE 0078 0088 ! 00430 |
{1 OSIC | OOBB 0088 0088 O0BE O0BB O00BE O0OOF0 OOCL& ! OO4EL !
! OS2C ! I1BC &318 C&631 BCAS 18Cé 31BC &318 C631 | 3SADI |
! OS3IC | BCAZ 1BCA 3I9EF BDFF FFEF FFFF FFFE &1BC | AFE8F |
1 OS4C | 6318 Ca31 BCA3Z 1BCE& 31BC 4318 Ca31  8BCL3 | IBSAA H
| OSSC ! 18C& 31BC #+000A 0318 CA31 BCA3 1BCs 31BC | ZEASA |
I 0S74 ! &318 Ca3I1 BCA3 18CA 31BC 4318 s000A 05431 | 34951 |
! OSBC ! BC&S 1BCA 3I1BC 318 C&3I1 BCAS 18CA 318C | 2D6BI |
i 059C ! &318 C&30 =000A OOAD BaB4 0003 B&B4A 0003 ! 39760 |
| 0SB4 ! B&B4 ©O03 BasB4 0003 B&B4 015A 0000 OSAC ! 22B28 |
| OSC4 ! OI4E 0000 0002 0159 0000 OSAC 0082 4124 | O49FP |
1 OSD4 | 0003 AB40 0158 0000 0009 0341 4445 #0004 | 1FL2F |
i OSE& | OS44 4C41 4753 0000 0002 0002 4331 0000 ! ODCOF !
i1 OSF4 ! D777 0002 A3I3Z0 *0004 0000 0000 OO000 0000 ! 14AAD I

END OF BANK
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&10

&40
&50
&60
&70

130 load “"picturel.mbk",7
140 unpack 7.8
150 erase 7

160 =
170 1
180 ram GRAB SCREEN BLOCKS

190 PATi$=screen$(8,0,0 to 14,14)

200 PATZ2$=screen¥$(8,0,17 to 14,33}
210 PAT3$=screen¥(8,0,34 to 14,50)
220 PATA$=screen$(8,0,50 to 1&,47)
230 WRITE$=screen%¥(8,0,58 to 200,119)

240 @
230 1
260 rem DRAW FOUR EVER DECREASING BOXES

270 for LOOP1=0 to 191 step 16
280 for LODPZ=0 to 320 step 16
290 screen#%(8,LO0PZ,LO0OF1)=PAT1S
300 next LOOP2

310 next LOOP1

=20 13

330 for LOOP1=1& to 175 step 1&
340 for LOOP2=1& to 288 step 16
I50 screen$(B,L00P2,LD0P1)=PAT3S
3460 next LOOPZ2

370 next LOOP1

380 for LOOP1=32 to 1359 step 16
390 1

400 for LODP2=32 tao 272 step 1&
410 screens$(B,LODP2Z,LDOF1)=PATZS
420 next LDOP2

430 next LOOFP1

440 =

450 for LOOP1=48 to 143 step 1&
4560 for LDOFPZ2=48 to 254 step 1&
470 screen#$(8,L00F2,L00F1)=FPATAS$
480 next LOOP2

490 next LOOFP1

530 screen$(8,80,80)=WRITES$
540 get palette (B)

550 screen copy B to physic
540 erase B

&00 for LOOP=11 to 14
COL$ (LODP-11)=right$(hex$ (colour (LDOP) ,3) ,3)+" ,4"
&20 next LDOP

&30 wait vbl
flash 11,"1“+CDLSIGI+“J{“+EBL${11+“}{"+EDL‘{2!+“!(“+EDLI{3J+“!"

flash 12,"("+COL$(1)+") ("+COL$(2)+") ("+COL$(3)+") ("+COL$F(O)+") "
flash 13,"("+COL$(2)+") ("+COL$(3)+") ("+COL$(0)+") ("+COL&F(1)+") "
flash 14," ("+COL$(3)+") ("+COL$(0)+") ("+COL#(1)+") ("+COLE(2)+") "
&80 clear key
690 wait key

740 put key "reset’"

10 rems 1 HOPE YOU TYPED THE DATA FROM TABLE 1 INTO THE INPDATA ACCESSORY!!
20 1

30 1

40 key off : mode O : curs off ¢ flash off  hide
S0 dim COL#$(3)

&0 for LOOP=1 to 15 : erase LOOP : next LOOP

70 reserve as work 7,1554

80 reserve as screen 8

90 cls B

100 32

110 1

120 rem LOAD AND UNPACK PICTURE

500 1
510 1=
520 rem PLOT TEXT ONTO BANK B8 THEN COPY WHOLE SCREENM TO PHYSIC

570
S80 =
590 rem INTELLIGENT COLOUR CYCLING USING INTERRUPT DRIVEN FLASHES

JOo0 2

710 1

720 rem THIS NEXT LINE DDES THE SAME AS TYPING IT IN DIRECT MODE':!
730 rem ANYBODY GOT ANY IDEA'S FOR SELF MODIFYING PROGRAMS?
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MAKE YOUR ATARI HAPPY!

Get some back issues NOW!

PAGE 6 back |ssues represent an excellent way of increasing the enjoyment of
your Atarl with articies to enlighten you, programs to type in and reviews of
software 1o guide you. Almost all of the content of past issues will be as fresh
and relevant today as when it appeared - increase your enjoyment now, before
it's too late! Disks are avallable for all issues, containing all the B-bit programs
from each issue ready to run, and they ofien include bonuses not found in the
magazine.

Limited numbers of the following are siill availlable - see earlier izsues for full
description of contents

ISSUE 20 - GRAPHICS SPECIAL includes Touch Tablet utilities. DISK ALSO
AVAILABLE WITH BONUS PICTURES

ISSUE 27 - Includes a Guide To Error Codes. DNSK ALSO AVAILABLE
ISSUE 22 - Includes a type-in spreadsheet. DISK AVAILABLE WITH BONUS
The following issues are siill avallable

ISSUE 23 - Another superb machine language game WATER SKI SCHOOL will test
your reflexes. WORDSEARCH will challenge those who like purzles and other
listings include SUPERCLOWM and the utilities XREF and VERIFY. A huge review
of Ultima IV heads a comprehensive review section and Going Online Part 1 will
let you know if telecommunications is for you. ST owners can discover how lo
get a bigger screen on their colour monitor and read reviews of Zoomracks, Sierra
On-Line adventures and Pro-Pascal amongst others. Also, is it worth adding a 547
drive to your ST?

DISK AVAILABLE. Contains TWO BOMNUS
PROGRAMS!

ISSUE 24 - The biggest issue so far published! Greal ST section with info about
ST disks and cartridges and loads of reviews. For B-bit users there is MUNCHY
MADMNESS, the best game we have ever published plus a super cheque book utility
AUTOCHECK. Plus all about checking your disk drive, amother game called
FLYING HIGH, more ulilities, reviews ol RAMBIT, Adventure games and lots more.
Teo much in this issue to list fully!

DISK AVAILABLE - Don't miss MUNCHY MADMNESS,
the best game we have published so far!

ISSUE 25 - Another biggie! A must for 1029 printer owners with 3 great utilities
including a SCREEN DUMP. A super Japanese chess game called SHOGI, a type
in REVISION C BASIC, a full feature on disks and more. For ST, type in OTHELLO,
reviews of LEADER BOARD and MEAMN 18, Hints and Tips and several other
reviews and articles.

DISK AVAILABLE -
READY TO GO!

ISSUE 26 - SOLID MODELLING is one of the besi non-game programs we have
published. Be creative! Other programs include SOURCE WRITER for machine
code programmers, FLEXIBLE FINGERS lo help mu type, NUTS and more.
Reviews of TRIVIAL PURSUIT, DVC/65, SPEEDSCRIPT and much, much more. 5T
users can learn all about HARD DISKS, FAST BASIC, TYPESETTER ELITE, DEGAS
ELITE and read reviews on a whole lol more software.

“ DISK AVAILABLE - DOUBLE SIDED! TWO full sides

ALL THOSE 1029 PROGRAMS

with BOMUS SCREENS for SOLID MODELLING!

ISSUE 27 - Some cracking listings for the 8-bit. In GREAT BRITAIN LTD. you can
ba the Chancellor and help run the country. COMPUTER GAMMOM is a great Atari
version of backgammon and there's ANTS IN YOUR PANTS, DISK COMMAND and
others. There is a feature on word processing and stacks of reviews, The 5T
section includes an in-depth review of ART DIRECTOR and a neat little program
to put scrolling stars om your screen! Lots of reviews including HABAVIEW,
K-SPREAD 2, K-WORD and many more.

“ DISK AVAILABLE - some L-0-N-G LISTINGS!

ISSUE 28 - Extend the incredible original Munchy Madness with the MUNCHY
MADMNESS SCREEN DESIGMER, play GREEDY CATERPILLARS with a friend, teach
your children with MOST HEART MATHS orf make up some crosswords with
XWORD. A long feature on flight simulation programs, hinls on ZORK and loads
of reviews. For ST users, the first in a series of USING GEM from C plus FLIGHT
SIMULATOR Il reviews, new books from COMPUTE! and a whole stack of reviews.

DISK AVAILABLE - Also contains the winning title

screen from our compelition,
ISSUE 29 - One that serious B-bit users have been wailing for - a great full feature
database - MJDBASE plus an amazing story maker, STORYBOOK, that allows you
to create ilustrated stories. Then there's a great game from ANTIC called CLIF-
FHANGER and an AUTORUM maker and more. Cheat on commercial gamas with
ZAPPING THE RIGHT BYTE and read stacks of reviews. The 5T section has a
type-in program, SCREEN GRABBER, which allows you to 'snaich’ pictures of

commercial games to disk, plus the next part in our GEM FROM C series and
reviews ol Superbase Personal, K-COMM 2 plus lots of gamas including Barbarian.

DISK AVAILABLE. DOUBLE SIDED. With BONUS
story for STORYBOOK and STORYBOOK reader.

ISSUE 30 - A great follow up to Solid Modelling allows you to animate 3-0 objects.
Try 3-D ANIMATOR. How about a puzzle with LETTER CASTLE or an arcade siyle
shoot-up from ANTIC called DESERT CHASE? Articles inlcude an in-depth look
at GUNSLINGER, Genealogy With Your Atari and First Steps on saving screens.
Loads of reviews including AUTODUEL and P:R: CONMNECTION. The 5T section
has the continuing GEM series, CYBERSTUDIO, ZOOMRACKS Il and lots of games
and serlous reviews including GFA BASIC, K-Roget, Jupiter Probe and more.

DISK AVAILABLE. DOUBLE SIDED with BONUS
MACHINE LANGUAGE ADVENTURE only on the disk!

ISSUE 37 - Dur massive survey on all the WARGAMES available for the B-bit Atari
heads this issue which also includes a great type-in synthesiser listing called
ORIGINAL SYNTH. Other listings include FONT FACTORY, a nice character editor
and a challenging game called BOWL TRAP. A feature on S35, more Tulorial
Subroutines, a long feature on THE NEVERENDING STORY, reviews of ROADWAR
2000 and THE DUNMGEON plus many more are also in this issue. ST SECRETS,
a new series on ST programming begins with a look at sound and the ST reviews
section includes IMG SCAN, BASE TWO, TEMPUS and many more.

DISK AVAILABLE - All the extra files for ORIGINAL
SYNTH set up ready to run plus all the other listings.

ISSUE 32 - A great card game for B-bit users called, rather uninspiringly, WHIST
plus a two player game of TENNIS and a GRAPH MAKER that works on the 1020
printer. A new series starts on EXPANDING YOUR ATARI and there is an excellent
programitutorial on BUBBLE SORATING. Reviews include THE PAWN, GUILD OF
THIEVES, SPARTADOS/U.S. DOUBLER and many more. ST users can find out
about programming graphics with ST SECRETS and can read all about the TURBO
DIZER, PC DITTO plus reviews of Tanglewood, Defender of The Crown, Winter
Olympiad, PROSPERC FORTRAN and more. .

DISK AVAILABLE - DOUBLE SIDED with BONUS
MACHINE CODE ARCADE GAME only on this disk,

ISSUE 33 - Many readers have said this is our best issue yet with an extensive
feature on choosing a printer for your Atari, plus HEAVY METAL, a superb type-in
machine language arcade game. Other type-in listings Include another game,
CRYSTAL CRISIS and two utilities, COLOUR TUNER and SOFTKEY, the latter
being a super keyboard 'macro’, utility. ST owners can find oul more about
PROGRAMMING GEM with another article in the series and there are loads of
reviews including MASTERPLAN, GUNSHIP and SPECTRUM 512. There's much
more in this issue besides, including some greal music for the B-bit.

DISK AVAILABLE - including TWO BONUS GAMES
that are not in the magazine.

ISSUE 34 - An ADVENTURE special to delight all fans of Aftari Ad“nturlng.
Exclusive and extensive interview with LEVEL 9, two TYPE-IN & bit ADVENTURES,
games reviews, bumper A-Z HINTS AND TIPS for all kinds of adveniures, a survey
ol almost every known Atari adventure and much more. Other items include DAVE
TS DISCO, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT
and the regulars., ST File includes a round up of ST adventures, a review of
DUNGEOMMASTER, hints on adventures and stacks of general games reviews.

DISK AVAILABLE - includes TWO BONUS
ADVENTURES only to be found on this disk.

ISSUE 35 - Use your powers of deduction TIME TO KILL to solve a crime Cleudo
fashion, bend your mind with BALLBENDER, a very different game. Other great
gams include REFLEX in machine code and JUMBLE CELL, a real puzzier. Plus
HOW TO WRITE YOUR OWN BOOK on a 130XE, CHARACTER ANIMATION,
STRUCTURED PROGRAMMING plus the usual host of reviews. The 5T section
includes MAD, the best type-in ST listing so far published - type it in ST BASIC,
end up with a machine code game! Also, a comprehensive article on VIRUSES,
what they are and how to deal with them. Loads of games and other reviews.

DISK AVAILABLE - includes BONUS machine code
game only on the disk. ST DISK also available for this
issue with MAD ready 1o run.

ISSUE 36 - Another cracking machine language game from Paul Lay called STAR
RIDER plus HEADBANGER, also in machine code, MUSIC BOX and SYNTH Il to
type in. MAPPING YOUR ADVENTURE shows you how lo succeed in adventures,
850 SPLIT reveals secrets about the 850 imterface, DESIGNER KEYS allows you
fo customise the keyboard. Then there's BEGINNER'S BASIC plus a new series
on TURBO BASIC, reviews of MERAK, Draconus, Joe Blade and more. For the
ST we have B BOOT 1o allow you to boot from drive B, STOS reviewed, TRIP-
A-TROM, SPELLBOOK, SUPERBASE PROFESSIOMAL all reviewed and you can
find how to never get lost again with AUTOROUTE. All this plus much, much more.

DISK AVAILABLE - includes BOMUS MACHINE CODE
UTILITY to add 128 colours to Atari Artist or Micro-
painter pictures.

ISSUE 37 - Some excellent listings including SCROLLY TEXT EDITOR, a superb
utility for crealing scrolling messages on the XL/XE just like those on the ST, plus
BLASTCOM, a fast and furious blast ‘em up, and SUNPLOTTER which shows you
the position of the sun and times anywhere in the world. Also FINDER for
searching your programs, the first part of MACHINE CODE LIBRARY and the
CASSETTE DATABASE. Loads of reviews, as usual, including SpartaDos X, ST
File includes the first part in the MIDI serles and coverage of PROTEXT and FLAIR
PAINT plus reviews of HEADCOACH (where have you seen thal reviewed else-
where?), SPRITE MASTER and a whole host of games. Lol’s more besides.

DISK AVAILABLE - includes BONUS program UNDER
STARTERS ORDERS, a superb horse racing game lor

all the tamily

ISSUE 38 - A super educational program, MCG-TEST, for revision, homework or
fun. The MACHINE CODE library looks at saving and loading memaory, a utility lists
a REAL TIME CLOCK for your XL ar XE and THE PODZ is a great scrolling game.
There are several more listings. The TIPSTER begins and arficles include THE
GAMES THEY MEVER RELEASED and more on Turbo Basic, ST owners can enjoy
type-in routines for graphics, reviews of MINIX, FUN SCHOOL 2, POLICE QUEST
Il plus loads of games. The MIDiots guide confinues and John Sweeney looks at
KINGS QUEST and LEISURE SUIT LARRY.

DISK AVAILABLE - includes GALACTIC CRESTA a
BOMUS MACHINE CODE GAME previously released
commercially!

BACK ISSUES are £1.20 each in the UK., £1.95 for Europe or surface mail elsewhere and £2.75 for Air Mail outside Europe
ISSUE DISKS are for any 48k or 64k 8-bit Atari. Each disk is £2.95. Postage FREE in U.K. Overseas add £1 per order (any number of disks)
Send your order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND. ACCESS and VISA accepted. Telephone 07835 213928
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READERS OFFERS

FOR YOUR XL/XE

e
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Find out how John Sweeney won The Holy Grail with
your own copy of Lancelot, now available to

NEW ATARI USER readers at a special price.
Lancelot is now one of Level 9's classic text Adven-
tures. Set in the Age of Chivalry and based around
the legends of the Knights of the Round Table you
must guide Lancelot through many exploits in
Camelot, battle with wayward knights and win the
love of Guinever and Elaine.

You can’t win the Holy Grail now but you can still
enjoy a great adventure and at a special price

SAVE £5

Normal price £14.95 Readers Price £9.95

Available on disk or cassette

USE THE ORDER
FORM ON PAGE 49
or telephone your
credif card order to
0785 213928

Three of Level 9's most acclaimed adventures to give you
hours of excitement in other worlds. In LORDS OF TIME you
travel through the eons inside an amazing grandfather
clock. Visit many different time zones to search out nine
essential artefacts to protect Time and Magik itself. RED
MOON is a brilliant original adventure that invites you to
weave incredible magic spells in your atempt to rescue
the power crystal which has been stolen from the Moon
Tower on the island of Baskalos. Voted Best Adventure of
the Year. In THE PRICE OF MAGIK you must defeat the
dreaded magician Mylgar, who has been driven mad by
the magical radiance of the moon crystal. Then you must
take his place as guardian before darkness enshrouds the
Earth

SAVE £5

XL/XE disc Interactive fiction

R from J aus] Q Normal price £14.95 Readers Price £9.95

i it s Available on disk or cassette




PAGE 6 ACCESSORY SHOP

THE VERY BEST IN PUBLIC DOMAIN
PLUS BOOKS, DUST COVERS and ACCESSOR!ES

HUNDREDS OF ITEMS IN OUR CATAL

DUST
PL%LII_C/D(%EN COVERS PUBLI§;|(-)MAIN

PAGE 6 was the very first to
introduce PD software for the ST
and are still first in introducing
many unique programs
Disks from just £2.50

The largest selection of Public
Domain software for the XL/XE
available anywhere - only the
very best makes it onto a
PAGE 6 disk!

OFFICIAL UK DISTRIBUTOR FOR

ST NEWS

THE WORLD’S FINEST

NEW XL/XE and ST
catalogs

NOW AVAILABLE! A
Please note our catalogs do not contain E“EW imagin&ble Dust cuver! ST D ISK BAS E D M .AGAZI r"»l E

commercial software nomally available
frarn retailers or advedisers in the moagazine

P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND

Telephone 0785 213928 Catalog HOTLINE 0785 57005
(24 hours answerphone)




