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THE JADE STONE
from Marlin Games

A beaut ifully  illustrated text and graprlics  adv ent ure by  Linda Wright
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Nut om engaged  to Amant on,  a man that  you father does  not
approv e of. In an at t empt  to impress him Amant on announc es  that
he will sort out  the evil sorceror MaI lumo,  howev er y oung Amant on is
•soon c apt ured and so Is your father. You learn that  only The J ade
Stone is magic al  enough to ov erc ome the evil Mal lumo and so you
must search for the Stone and rescue bot h your father and
sweetheart

An unusuai and enc hant ing adv ent ure with many  little surprises -
features inc lude VOCAB,  OOPS, EXAMINE ALL, RAMSAVE/RESTORE
and GRAPHICS OFF

The JADE STONE is just £9.95

DOMES OF SHA
from River Software

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

DOMES OF SHA is River Sof tware's  most successful adv ent ure
so far Set  in a far corner of  the galaxy.  an event  was tak ing
olac e that  would not  only af fec t  the tiny planet  of  010k0s, but
worlds  not  even born.  The surviving people k new that  they must
mov e Of die but  the Cold Fear has prev ent ed t hem f rom going
Somebody  must be strong enough to lead the people of  SHA
•0 safety

HA MME R OF GRI M MOLD is set in t he land of  dwarves  where
Grimmold,  might ies t  of the Dwarf  Kings. is deeply  t roubled.  His
f abled hammer,  a symbol of  health and fertility, has been
stolen bringing misery to the land.  The noble adventurer is
c harged with recovering the Hammer  of  Grimmold but  must
first outwit  the Hooded Men,  dec eiv e the Gigant ic  Orc  and
finally ov erc ome Valk, the evil one

FOR YOUR XL/XE
AT LAST SOMETHING FOR TAPE USERS!

UNDER STARTERS ORDERS
NOW AVAILABLE ON TAPE for just £2.95

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

• Computer betting for 1 - 4 players
* Full colour animated race graphics
• Save game facility
• 7 races per meeting
• Name you own horses
' Photo finish and more GO G O  _GO!

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

See PAGE 6 Magazine issue 37 page 29 tor tunher details of this super program.
Tape version has all the facilities and tun of the disk version except that the number
of horse databases is limited. A V A I L A B L E  EXCLUSIVELY FROM PAGE 6

FOR YOUR ST
A range of quality adventures from
some of the smaller software houses
that are now bringing their long
heralded talents to the ST
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h e r e  b y  a  l a n e ,  w h i l s t  a .  s m o l t
s i g n p o s t  p o i n t s  h e l p f u t l y  i n  e t t  f o u r
d i r e c t  tOr IS a s  m o s t  p e o p t e  h e a d  e i t h e r
n o r t h  o r  w e s t .

•  t r o o p  w o n d e r s  b y .  s i s i t i n  s t r a n g a t e
a t  y o u  a s  h e  h e a d s  w e s t .  i n g  t h e
s i g n p o s t .  y o u  d  is c o v e r  t h a t  t h e  r o a d s
l e a d  t o  t h e  t o w n .  t h e  w 0 0 0 s
As e a s i d e  s o i t t a g e  a m d V i l s o r t m  L a  i r i s .
D e c i d i n g  t h a t  y o u  m  i 9 h t  f  i n d  s o m e o n e
t o  h e t p  y o u  i n  t h e  v i t t o  9e • % Jou h e a d
i n t h a t  d i r e c t  i o n

Linda Wright has been writ ing adventures  on other machines  far
many  years. She is highly  regarded in the Adventure world and
many  of  her games  hav e been rev iewed in CRASH and other
magazines. Her most recent  game  THE BEAST earned a 91%
rat ing' In a  world dominat ed by male writers, Linda brings a
refreshing new c ipprooCn to many  of  her adventures

MUTANT is a more down  to earth adventure.  Twenty  years
ago,  on one of  the South Sea Islands, the b o mb  was tested
This small is land has since returned to the lush paradise it
onc e was  and small v illages have sprung up around the
coast  but  all is not  well,  howev er,  as something lurks in the
mountains .  No-one has seen it and survived but  many  have
heard its hideous  cry You  are Mank ind's  last hope of track-
ing down  and dest roy ing this c reature before it is too late

Three totally  dif ferent  and absorbing adventures  full of  evo-
cat ive descript ions and hidden messages - ideal for the
newc omerFent ures  inc lude HELP, RAMSAVE RAM RESTORE,
OOPS and  AGAIN

Author Jack Lockerby  has writ ten over a dozen adventures on
The Spec trum and Commodore and  isa highly regarded fi gure in
Actven tare circles. Many  of his games  have received praise from
Mike Gerrard, writ ing in Your Sinclair. and  several of his games
have been heav ily  promoted by The magaz ine Jack  is a  refi red
Mining Engineer whose writ ing talents have brought  joy to
thousands or adventurers over The post 3 years-

ORDER FORM on page 49

TURBO BASIC
Possibly the best language tor your
XL/XE a nd easy t o learn with our
tutorial series. Even your own Atari
BOW PrOgrams will run up '0  three
times OS fast with Turbo Basic and
the disk comes complete with a
hiptning fast Compiler that MI  en-
abl e  y our  pr ogr am s t o  r un a t
machine Code speed Turbo Basic
has revolutionised programming for
many users being very easy to use
for anyone with a little knowledge of
Atari Basic
Wth a  printed manual and protec-
tive wallet ont y  from PAGE 6

hick onl y  £ 3 . 9 5

MINI OFFICE II
Simply t he  be s t  a l l  r ound
business p r o g r a m  f o r  y o u r
At ari .  W o r d  P r o c e s s o r .
Spr eadsheet ,  D a t a b a s e ,
Label Printer, Com m s ,  w ha t
more c an  we  say? Hundreds
hove bought  this  ha rd  to fi nd
p r o g r a m s o  w e  o r e  c o n -
t inuing our  s pec ial  of f er

SAVE £5 -  SPECIAL
OFFER PRICE £14.95'



' The m a g a z i n e  c o N T E N T sfor  t h e  D e d i c a t e d
A t ar i  U ser '

MOUSE PARTY
Machine code mice

for up to four players

SUBSCRIPTIONS
Annual s ubs c ript ion rates  (6 issues)

UK
Europe
Elsewhere (sea)
Elsewhere (Air)

E9.00
E13.50
E13.50
E21.00

NEW ATARI  USER ON DISK

A d i s k  c on t a in ing  a l l  o f  t h e  B-b i t
p r o g r a ms  f r o m  e a c h  i s s u e  o f
NEW ATARI  USER is  available eit her
separately o r  on  subc ript ion.  Single
price E2.95 p e r  d is k ,  Subs c r ip t ion
rates (6  issues)

UK
Europe
Elsewhere (sea)
Elsewhere (Air)

SUBMISSIONS

E24.00
ENI D)
E3000
Pleas e
enquire

PAGE 6  welcomes and encourages its read-
ers to submit art ic les , programs and reviews
or publication. Programs must be submitted
on disk  or cassette art ic les  should wherever
possible be submitted as text fi les on disk. We
seek t o  encourage your partic ipation and do
not have strict rules for submissions_ If some-
thing interests you. write a program or article
and s ubmit  it !  Appropriate payment will be
made for all published programs and articles.

All original articles, programs and other mate-
rial in NEW ATARI USER is  copyright of the
author as  credited. A ll uncredited material is
copynght PAGE 6.  Unless containing the by-
line A l l  Rights  Reserved a n y  material i n
NEW ATARI USER may  b e  reproduced b y
User Groups  a n d  other non-profi t mak ing
organisations provided that the author's name
is inc luded and  PAGE 6 is  credited as  the
original publisher. Permiss ion to publish else-
where should be obtained from PAGE 6 or the
author. Editors  o f  news letters  reproduc ing
material are requested to send a copy of the
•elevant is s ue t o  t he  Editorial address  o f
PAGE 6_ Whils t we lake whatever steps we
can t o  ens ure t he accuracy of  artic les and
orograms arid the contents of advertisements,
PAGE 6  cannot be held liable for any errors
or c laims  made by  advertisers.

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

The next issue of
NEW ATARI USER

will be on sale 28th September
Editorial copy date is 21st August

HAWKQUEST
The game that no-one will release
NUMERICAL CONVERSIONS UTILITY by David Manlove
A conversion utility that is always available
CASSETTE DATABASE by Ian Finlayson
Almost there, it is now working!
CATCH DA Y  by Robert Davies
Become a champion fisherman
PAGE MARSHALL reviewed by John S Davison
Desk Top Publishing on the 8-bit?
MA CHI NE  CODE LIBRARY by Stephen Williamson
Player Missile Graphics explored
THE TIPSTER
Loads more hints, tips and maps
TURBO BASIC by Gordon Cameron
Using arithmetic
MOUSE PARTY by Bill Ha15011
A great type-in machine code game
R A N D O M  NOTES by Mark Hutchinson
SOFTWARE REVIEWS
Star Wars - Transmuter V i deo Classics - Encounter
- The Extirpator

ST FILE

53GOLDRUS H reviewed by John R. Barnsley
Going West the best way
THE SEQUENCER by John S Davison
Our MIDlot guide shows you how to play music
NE W ST ADVENTURES reviewed by John Sweeney
The Jade Stone and Domes of Sho exclusive reviews
ST GAMES - Microprose Soccer Ki ck Off - Chicago 30's 5 9
- Real Ghostbusters Timerunner - Vindicators - Xybots - Dark

Side - Gridrunner - Bio Challenge - LED Storm and more
GALDREGON'S DOMAIN ' f ,
-
v i e w e d  b y  
J o h n  
S w e e n e y  
6 7

M I NI  OFFICE PROFESSIONAL reviewed by Motthewiones 6 8
Spreadsheet and Comms - really professional?
STOS P RO G RAM M I NG  by Peter Hickman 7 0
A new series for STOS users
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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 Ell ingham did the editing, layout etc.
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)
lohn R. Barnsley helped out, especially out
of office hours, ond now seems tobe in charge
of the coffee

the Regular Contributors, who provide the
backbone of the magazine and can general-
ly be relied upon to come up with goodarticles and reviews, are

Ma r k  Hutchi nson M a t t h e w  Jones
John Davison J o h n  Davison Jr
John Sweeney P a u l  Ri xon
Da m on How a r th

All other c ont ributors  for this  issue are indi•
vidually credited alongside their articles or
programs. Thanks to everybody for sharingtheir 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 I am thinking of
comes off, Wanda might be in there.

Well the Man's new one fi nally came out and is a
little bit of  a disappointment. It's  still good though •
and getting better and still pmvides the inspira-
tion. Another that has taken a long time to gel
into is lackson Brown, slow to start but now excel-
lent. Also 10,000 Maniacs tt knew them before
Radio O n d  a new man, Michael Johnson who is
superb if  you are into what they call New Country.
tate arrivals, discovered alter a visit to Tower
Records whilst at the Atari Show include Bill
Staines - brilliant!  And Loudon Wainwright - good
one, Now looking fonvani to the Cambridge folk
festival_ Wonder if  any of you will be there?

Anyone got any empty wine bottles? Send them
to Stacev, she collects them, funny girl! Only girl
know who asks the waiter for the empties.

NEW ATARI  USER is the m agaz ine.
PAGE 6 is the concept.  Wher ever  you w e

PAGE 6 you'l l  k now  w ha t  i t means!
t he  next issue of NEW ATARI  USER could

featur e YOUR ar ticle or  pr ogr am ,
so SEND I T IN NOW!

PAGE 6 shows hist what you can do with  your Atari. With
the exception o f  hard output on a Linotron and use o f  a
repro camera for the listings and photos, the magazine is
prepared entirely with Atari based equipment and software
• not a Matititosh or if t ki in  sight lia rrhvare  used includes
130XE, 1050 disk drive. 810 disk drive, 410 cassette
ioccastimailyti. 650 Interface. NEC 8023 printer. 1040ST,
51.1124 Monitor, Atari 514204 hard disk drive. (
-
L a n a r k ]
meg dist( drive Epson RA100 printer. Kyocera laser printer,
klicrostufter printer butter. Software inctudes Superscript,
Turbo Basic Kermit. PC interromm. TAN. TALK, Print Wiz,
PC Intercomm, STWriter, Prolext and Fleet Street Publishet.
Articles and programs submitted on MAE disks are suts-
,leeted to various custom written programs before being
transferred amiss to the ST via TAR1-TALK. All major
milling is done with Protest and pages are la id  out with
Fleet Street Publisher. A disk with the finished pages is sent
up to The Selling Studio In Newcastle ia  typesetting bureau
who really know what they are doing with the ST, to be
output on a  Un ion
-
on  3 0 0  
a n d ,  
h e y  
p r e s t
o ,  
fi n i
s h e d  
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are sent hack I t  realty does work - a t  last! All that is left is
to drop in the listings and photos. Well. it's not quite as
easy as that, but sou get the idea!

4 N e w  .ktari User - Issue 39

Edeteneai
DIDN'T LAST LONG, D ID  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 ond
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
hove spoken to, the gamble is too great.
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 wont 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. So
what happens? Maybe this gives added
impetus to the opinions expressed lost
time about an independent Atari Show.!
talked about just an 8-bit Show but
perhaps there is now a reason to include
the ST?
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 i have to admit that I have
seldom been influenced by anything pub-
lished in PAGE 6 simply because most of
what goes in I have already checked out.
There hove 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 I may not have known the full
details, I 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. lohn 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 P55-680 synth
up to the office and showed me what it
can do- It's brilliant and I had to go out
and get one! Despite having no musical
knowledge, I 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. I eagerly look
forward to John's articles but would also
be interested to hear from anyone else who
may have bought a PSS-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. %CH. 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 us many places us 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 Spec-
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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IS  Doubler

This Disk Operat ng System has  been widely  acclaimed as  the bes t
DOS for the 8 but Atari range Spar teDOSIronn 1CD s -spone everything
nom BIG oak  drives throi.ori RAM 0 sks lo hard disks A  special menu
allows rapid transfer erasure and loclungi'unlocking of 1.1es using Only
the Space Bar  Option . S tar t and Selec t keys  T h e  utiiity  package

C omit ruction Set S u p p l i e d  a s o  features  a  3 2  Char ade
, k e y b O a r d  b u r e r i  
i n l e l l p f e n t

switching between cliskdensities. a binary 1
,
Ie g a m e  m e n u ,  
s u b i c h r e c t o n e s

and I m edate s tamp no ideal  for  use with the new XFS51 E 2 9  95

SyArtaDOS

Expand The Capabilites Of Your 8 Bit

Runt., SuIPAAN

US Dour Ner

E.panding The 1050 cask dnvies strength is what 1CD's US Doubler  s
all about A  true pertormer in the area of hardware modihcenions
chip set ouiddy translorms your Alan into a powerhouse, radiating wati
innovative features never betore possessed by a 1050 Featur es  la..'
tr..ie double dens ity  fo r  greater  s torage, s ingle and double dens ilv
support, an accelerated 1 0  rate diesoned to  tr iple your  speed when
corr ibned with S par taDOS  and lul l  c om pattegy  with c os ting A l a ,
s c i lwa
,
e 
E 2
9  
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PA. * Connectoon

Spor taDOS and US Doubler  Pack • Only  Leg 95

NOW you're no longer ,
i r r i i t e d i o  
A l a n  
d o r r i p a t
i b i e  
p r i n t
e r s  
a n
d  
m o d
e r n
s

The I.:A :Connec tion plugs di red ty into Ih i  serial disk dnve port of any
arm Alan computer and provides the user w
,
th  a  s t a n d a r d  
C e n t r o n o c s

printer inter face and Iwo R$-232 serial ports i t  also dr aw; its power
trom your computer  whc h means one less cord ighl ing for  a power
pool while Is compaci size Naves yo..r work space errlu011y Cutler trey

The P R  : Connec tion's  serial por is use a fully  compatible R handlnr
and resemble inose ol the Atan 850 interface *eh the same a r r a s  and
functions E 69 95

WO Pruner Connection

1CDs Pr inter  Connec tion i s  a Centronics parallel por ter  interface tor
Alan 8 tel computers which plugs into Ihe computer 's sena! penpheral
port and Men directly unto your pnnter II works with most parallel pr inter .
and 8  but sor tware *ghou l  the need tor  special tim er  software and
includes a built- in pelnier cable E 29 95
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XL/XE ROM CARTRIDGES
ARCHON   1 4 . 9 5
BALLBLAZER   1 4 . 9 5
BLUE MAX   1 4 . 9 5
JOUST   1 2 , 9 5
LODERUNNER   1 4 . 9 5
MOON PATROL   1 2 . 9 5
PITFALL 1   9 . 9 5
PITFALL 2   9 . 9 5
POLE POSITION   1 2 . 9 5
REALSPORTS
AMERICAN FOOTBALL   1 2 . 9 5
RESCUE ON FRACTALLIS 1 4  95
RIVER RAID   9 . 9 5
STAR RAIDERS II   1 4 .
9 5TENNIS   9 . 9 5

XL/XE DISKS

DRACONUS   1 1 . 9 5
DRUID   1 2  95
EURO SUPER SOCCER IA) _12 95
F-15 STRIKE EAGLE   1 2 . 9 5
FOUR GREAT GAMES II 5 . 9 5
FOUR GREAT GAMES III 5 . 9 5
GUILD OF THIEVES 1640 1 6 . 9 5
INGRIDS BACK 1,64kt   1 2 . 9 5
J INXT(RW  1 6 . 9 5
KENNEDY APPROACH   1 2 . 9 5
KNIGHT ORC 164k TEXT) . . „  16.95
LANCELOT MAI   1 2 . 9 5
LEADERBOARD   1 2 , 9 5
MIRAX FORCE   8 . 9 5
MINI OFFICE II   1 6 . 9 5
OGRE   1 6 . 9 5
SILENT SERVICE   1 2 . 9 5
SOLD FLIGHT   1 2 . 9 5
SPEED RUN   8 . 9 5
TIME & MAGIK (64k TEXT) _12.95
WINTER EVENTS   8 . 9 5
WINTER OLYMPIAD 88 IA) ..12.95

XL/XE CASSETTES
ACE OF ACES   2 . 9 5
AMERICAN ROAD RACE 1 _ 9 5
CALIFORNIA RON   1 . 9 5
DAWN RAIDER   1 _ 9 5
DRACONUS   8 9 5
ENCOUNTER ,  . . . . . . .  2  95
EURO SUPER SOCCER 1611 8  95
F-15 STRIKE EAGLE   8 . 9 5
FOOTBALL MANAGER   2 . 9 5
FOUR STAR GAMES I  3 9 5
FOUR STAR GAMES II   3 . 9 5
GAUNTLET 1641   2 . 9 5
GHOSTBUSTERS   2 . 9 5
GRAND PRIX SIMULATOR 2 . 9 5
HARDBALL   2 . 9 5
JOCKY WILSON'S DARTS 2 _ 9 5
LANCELOT I5410   1 2 . 9 5
LAS VEGAS CASINO   2 . 9 5
KENNEDY APPROACH   8 . 9 5
KNIGHT OFIC 64.16411   1 2 . 9 5
NATO COMMANDER   8 . 9 5
NUCLEUS   2 . 9 5
MIRAX FORCE   6 . 9 5
PERISCOPE UP   1 . 9 5
PLATFORM PERFECTION (641I .6.95
QUARTET GOLD   3 . 9 5
SHOOT EM UPS 16441   6 . 9 5
SPEED ACE   2 . 9 5
SPEED RUN   6 . 9 5
SUPERMAN   2 . 9 5
TIME & MAGIK 1641TEXI) 1 2 . 9 5
WINTER EVENTS   6 . 9 5
WINTER OLYMPIAD 88114) 8 . 9 5
ZYBEX   2 . 9 5

ST SOFTWARE
AVAILABLE
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n e w s c e n e
ATARI SHOWS SCRAPPED

lust as we were getting used to the twice yearly Atari Shows comes the news that Database havc
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 lost.
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 Commodore, 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 Atoh 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
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,

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 t ime  ago but a new batch o f  budget
releases is always welcome. These ones retail at £2.99.

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 National
Hunt races on UK racecourses
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so 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!

NEW
CATALOGUE

SOME MORE NEW
RELEASES

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 9, 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
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 a ir is helping to com-

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

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. I f  you want a copy, drop
Sunaro a line at P.O. Box 78, Macclesfield, Cheshire SKI°
3YB or give them a call on 0625 25228.

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. Codemasters
have another one out, FRUIT MACHINE SIMULATOR which
will available at E2.99 and are working on MOUNTAIN BIKE
SI MULATOR.
Releases later on in the summer should include SYSTEM 8 from

CDS, and CRACK-UP and GUN FI GHTER from Atlantis.



MORE
NEW GAMES
FROM ATARI
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pres ents

1. P A I N T B O A R D
2. NET WO RK &  K I N G 'S PERIL

3. CO UNT ER- SL O T

1. Paintboard has many  powerful features which are supported
30 commands . Commands  inc lude zoom, fi ll, colour, line, box,
airbrush, pen, load, save, gallery  etc. Supplied on TDK cassette
demo pictures and ut ility  programs

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

3. Counter-Slot  is a 's imple to unders tand but  diffi cult to solve'
It will probably  drive you mad while try ing to solve it.

PAINTBOARD PACKAGE E 6 . 9 9
NETWORK & KING'S PERIL 0 . 9 9
COUNTER-SLOT E 4 . 9 9

All programs  run on any Atari, except ST, with at least 48k
Prices inc lude postage and packaging

Make cheoues/PO's payable to Amethyst Software and send
with  yo u r a ddre ss to

AMETHYST SOFTWARE
3 Oban Avenue,  De La Pole Avenue,  Anlaby Road,

Hull, Nor th Humberside HU3 6SB

j

by its
circle.
with

keen

puzzle.

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
gilt 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 E35
Post and pack ing free (UK only )

Send cheque or P.O. or quote Access/Visa number to
PAGE 6, P.O. BOX 54, STAFFORD. ST16 1DR
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SCANDISC X L  XE DISC f  14.95
tealwitt include. Thu cop nr. Bed-Sector creator. Title to Bic copier Dist to Tape tope!. Tape to Tape Caplet
Diu Sector Uhler. Disc Mapper. Game Menu System tom coo put up to MA garnet On ono dna! Aelabot m utts
maker that remelt any Basic tape program into a  boatload venial. pties much mare • I  M ole- WO dist at an
unbaknabre erne -  markt a d  at toss than E2 par program!
THE ALCHEMIST X L X E  DISC 19.95
TrimiltrY tingle and multistage commercial tape games to blare discl Pay% ter iboat over bed over again'
KASS-KOPY X L  XE TAPE £9.95
r opms cornmemial cassette games in creamery Wag* casselles and features a Tolosan option that enables your
cooled te m  In load faster than the originals
, A l s o  l e a l u r n  
a n  
E d g a r  !
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,
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o ft east! Powerful yet easy to use •  ane r e a l fun tool r fe r !
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PROGRAMMERS PACK X L , X E  DISC 114,95
tveryllong you m a i  to P A ,  games on the  Atari X I I I !  Prattles sou le  des,gmannetaiw Pleyerldhssiles
P artieldslitte Screens Custommed foulttcolourod Caawiers Sets, e lms and Sound IN Suitable for ta m  •nd
Machine-Corte pmgrammers •  now you CAM write a clessit
, D e t a i l e d  i n s t r o c h o n s  
i n c l u d e d  
w i t h  
t h i s  
I w o  
d i s k  
p a r k

GENESIS X L  XE TAPE OR DISC 19.95
A poweriol Playeriblissile Editor and Arornagor Enables you ill construct and rnelritnally eninsate Sondes for use
in your ewn lasic or Machine-Code programs S ew available an both Tape and Disc -  s ill .  wroth
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DILOIS

Who says Atafi 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.

BLACK LAMP
- a well known
adventure

CYGNUS X1 -
some great
looking
graphics

HE ARTACHE  -
looks like o

roller

SUPER SOCCER
- due just before
Christmas

CYGNUS XI was originally to have been released by Ani..o but
has now been picked up by Atari for release at C2.99 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! •
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FOR BETTER OR
WORSE?

Apparently the latter. Why?
Well, while I was happily dig-
ging in the latest issue (June/
July) I discovered some bugs
which are just plain stupid.
Although I probably won't be
the first to write about it I
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_
Now for the real horror story,

stalling 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 g missing. i guess
that this is about the only time
that 4-1 makes 4. I hope to see

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
8-bit section, which I do, there
seems to be three or four list-
ings in each edition, covering
all sorts of subjects. I would be
happy to see some of these list-
ings or their equivalents for the
ST. 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!

I .A. Chadder ton,
Leyl and.  Lancs

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

N. Lamer s
Achter vetd,
The  Nether l ands

Guilty to the first minor one but
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-
dans 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.

the great thing about the 8-bit
Atari is that everyone 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 bay any
extras. The sad thing about the ST
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 to use
i t  What then happens is that lots
of people go off in their own
favourite direction and many lan-
guages are used. The end result,
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

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.
Zwi l ndr echt ,
The  Nether l ands

UPDATE YOUR SUPRA

For over a year now SupraD-
rives have been fitted with an
internal buttery backed clock/
calendar facility. This is an ex-
tremely useful feature which,
via the supplied
SUPCLKRD.PRG, sets the Atari
ST's )(BIOS clock at boot up or
after a reset. However, it does
not set the GEMDOS clock,
which is used by some prog-
rams such us Word Perfect.
Martin Dryden has kindly sup-

plied Frontier Software with a
small program which sets the1

WHY NO ST LISTINGS?
will have the language concerned.
There are other problems too. On
the 8-bit Atari some amazing
programs can be written in a
mere 48k yet on the ST it seems
that it can take up to 10 times as
much memory to achieve a similar
result and there is lust not sum
dent room in a 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 write
great programs on the ST which
can be typed in in Si BASIC as
Paul Lay demonstrated with MAD
but these submissions are rare
and besides, you team nothing
from typing in a lot of machine
code data. Mind you, in the case
of MAD you did get an incredible



GEMDOS clock from the XBIOS
clock. When placed in an
AUTO folder after the
SUPCLKROPRG, 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.

Ma r t i n Wal sh
Mar ke t i ng Ma na ge r
Fr onti er  Softwar e

This letter sounds like an attempt
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! Still, no hard
feelings and well 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, I have only mastered

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

Thanks to al l  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 Engl and read the may?

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

D. Fi r th
Ba t h

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 slant 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 hot by now? Not
to folks who have recently bought
their machines. Perhaps it's about
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 ma's le ne dispose pus
de paddle. Comment adopter
ce jeu pour des joysticks?
Pouvez vous m'apporter une
solution en modifiont le prog-
ramme?
Sinceres remercements.

Monsi eur  Ca gnon Fr edy
Viry• Chat i l i on•
Fr ance

Le ioystick routine est dons le
Issue 22. Le Issue est still avail-
able, regardez le back issues page.
Bet you thought 1 couldn't answer
that one, didn't you!

UNBELIEVABLE!

lust a note to thank you for
selling my 8-bit system in CON-
TACT Iuneijuly. 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
I knew the subscription Ata-
thins would have their mug
while Newsagenters would
have to wait another day at
least. At 6 pm, the time stressed
in the mg ,  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.
Now 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 so many
fellow Atari users all wanting
to be rung lithe  order fell
through. First to ring was a
man in Middlesex.
There is a major shortage of

8-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,
Ly t ha m  St. Annes

Wow!

LIKED IN  GREECE

Congratulations for your
magazine. I am a proud owner
of Atari 800, 130XE and ichlasT
computers. I read every month
your magazine and I think it is
perfect. It contains everything
an Atari owner would like to
know.
Almost a year ago I was about

to lose my enthusiasm, because
I thought Atari 8-bit computers
had at last lost their power. But
since I started reading your
magazine I 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.

Taki s  Pour natas,
Athens,  Greece

FROM ONE SIDE OF
THE WORLD

I am a new subscriber to your
magazine that wants to talk
with you (with some difficulty
because I 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 I
have is that you are not a
monthly magazine.
Help! Some file games do not

run in a Sportados or Mydos
double density format. How
could I know it before I spent
time saving a n d  deleting? I
have an 800XL with RAMBO
XL and I can't run either PRINT
POWER or THE PAWN. Could
you tell me what other prog-

rams need the Antic chip? Do
you know some menu-autonin
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 I
must re-write them. I would like
to buy ATARI BASIC by
Albrecht. Where must I write to
and how much does it cost?
Thanks in advance.

Luis Edwar ds,
Tr uj i l l o,  Per u

thanks for your comments, Luis. I
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
common in this country as in the
U.S.A. but a m  sure that some of'
our readers will be able to help. I f
anyone can answer Luis's queries
please write clo Page 6 and we
will pass the letters on. the only
one we can directly answer is your
last question concerning the
AT ARI 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

I am writing in response to
your invitution for overseas
Atari Users to write and tell of
their situation. I hove owned
my Atari ST for just over a year
now and although I am in a
very poor situation, I have
stuck with Atari, as the ST still
amazes me. In my area, there
is only one other person I know
with an ST. There are no 8-bits
at ult. There is no support
whatsoever from either Atari or
my dealer. I can get no soft-
ware from the dealer, so I 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 5300 cheaper) but
the price ot a game ranges be-
tween $50 and $90! 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

•1110. -
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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, I have not
been to a single meeting. Your
magazine is cheap compared to
most overseas magazines and
from what I have seen of it so
far, I th ink my newsagent will
be reserving me a copy of New
Atari User for some time.
If any ST user feels sympathetic,

don't hesitate to write, please?

Jared Qui ner t,
6 Newby St.
Num ur k a h VI C 3636
Austr al i a

GIVING IT ALL AWAY

In response to David McLaren's
letter agreeing with the idea of

listings on tape, I thought I'd
tell you about on idea thut
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.

Shappi r  Al im,
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 2.5,000
times 20p which comes to a mere
E5,000 per issue or 630,000 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

I would like to congratulate
you on your support for Turbo
Basic, which I consider to be
the most superb Basic I have
ever used. I 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 I 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 Fi r th
Pr eston

PIRATED SOFTWARE

I read •Comes they Never Re.
leased' with interest as I 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 tpe copyright laws in
North America apply to us here
in Britain and if I 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 it is top  quality.
Among the software available

in the U.S.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 I will bt-
only too pleased to help.
Na m e  and address
suppl i ed.

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, e ithe r alone o r  with  u p  to  four players, and
you'l l  be playing against the world's top professionals includ-
ing Greg Normam,  Sam Torrance a nd the rest. You can play
all over  t he  wor l d too,  as the courses r ange form I r oon to
Augusta.
Professional Gol f  is another  great BONUS on this issue's disk.

Each hol e  ha s  di fferent types of  bunker, trees to avoid and
appropriately shaped fairways. You have a choice of clubs and
an gauge the strength o f  your shot. Timing  o f  the swing is

critical as the bal l  can be sliced, pushed, pul led or have back
spin. Once you reach the green, the  screen changes to al low
you to  putt.

At the end of each hole you will receive course news about how
all 380 )  players i n the  tour nament played the hole together
with a  complete overall scorecard showing your position. A t
the end of  each r ound you can save the game to continue the
tournament later.

There a r e  ni ne  courses t o  l oad ha m  t he  disk,  r ea l  a nd
fictitious. i ncl udi ng Lindrick, Augusta,  Troon,  Georges, Long-
out, Me a n,  Hel p,  Your out a nd  Rlytham.  I f  you want  more,
simply desi gn your  own for  there is a  bui l t  construction set
al lowing you to ful ly design a nd save your  own course.
Professional Gol f  is a  game that will keep you busy for hours

with the fol lowing features

1 -  4  PLAYERS
9 READY TO PLAY COURSES
5 LEVELS OF PLAY
FULL CLUB AND BALL CONTROL
COURSE CONSTRUCTI ON SET
FULL TOURNAMENT SCORECARDS

Professional Go lf  comes as the bonus on th is issue's disk.
Disk subscribers w i l l  receive a  copy automatica lly with
their magazine but the disk is available separately for just
£2.95. lust  send a  cheque o r P.O. wi t h  a written order to
PAGE 6, P.O. Box 54, Stafford, ST16 1DR or use the order
form elsewhere i n this issue.
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Atari 2600 ‘'C S with joystick 1 3 9 . 9 9•
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Wc bold dock of  appeox 300 filia l for the Mari 8  bit
machines in cartridge, disk and uusette form ats. Please
send SAE for lu ll catalogue. We  also dock the full
range of Ata ri 8  bit pi...viola:salt. pinto. interfaces e k.

Phone for  best prices

....., • •  _  . 1 .  a m
l
,

'  will give Skinberia Pro 24 a run kw ifs moncy •ST WORLD March 89
Midieludio is i santailian s t  p r i c k /  Sequencing package. It can
mord up to 682 ban, per phossethatternl on tip to IOC phrases. Any phrase ed 20 track M
thn be placed on any tra ck Triacks a n  be soloed and routed and tracks and
phrases iron be narrad Prospero risuoters can be dispiayed in a  varies o f
wins including 0-127, I -128. in banks from a  11-b88 or a 0 1
-
b 8 4 . T h e  & z i t
features iliders to WI  ra ila li
,
a  s c h i s m s  
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e a c h  
t r a i k  
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a a ils on the fly. Mideaudio also Ism a  clock to &spies the length of the
last Payback. Mickshuotio has step Moe note edit functions including copy.
split merge, append, and therapist, ca ma s editingtincluding a harnantre
function/. full controller editing, quantizing and a  bobberffer which will Mote a
Lopy o f  •  phrase foerecall after ithdructi‘e editing. D e m o  tfibis f 3 .9 9
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SCAN AT UP TO 1000 DM FOR ONLY . . ,
Demonstration disk (tow res) f3_99 (i2.00 reds a sin le)
The image Scanner can provide high Lambe gtaphics digitising for a tenthOf the cost of oilier digisisers. This simple unst plugs into the sartridge port
of the ST and accepts scanned information via opmal calAths which fix emits
to the bead oh any printer Scathed images can be saved in raw data, DaliMa
Avoshreene and 1MG formats, ideal for DTP applitations. The Solla se
supports ...arming resolutions of 75.150.214,300.360 and 11XXS dots per inch
horizontally A n  example disk is mailable whish contains a  Aide show of
low risolution images *saran) with this prochat The Lcail of this disk is

... 13.99, 12 .00  of which is  rodceniable on purchase o f a  scanner.
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Ladbroke Computing's A4  Flat bed scanner I s a great
value &sneer a  hich ssa t  '00  i  Br• h •g is L u lldi u ' l i. ' ' '  '  -  '  '  4  1  I
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scanning to soar borne for Desktop Publishing etc.
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Cannata I  Ms nri,-esT)„••• _„.,.... .... L89•99 ___-------------- --
Curnana internal I M s Dricel-ST/
Nil or M e d) _  ........ - ...... ............ ...... -174.99 --- . ‘ - ' - ' . . . . ' -
Please note sr ,  s e  mirs need culling for '
above internid driest,.
Amiga I  M g  Drive. disable switch 64 livough part -  _ 1 7 9 .0 9
AB boot switch flitterIXSTI / 2 4  99

Si.,' LC 10 1 I 6 9 , 9 9  ,  -

Slat LC 10 Cotour L219. 99 N i t t l i  e t aStar LC 241'10 1 2 9 9 . 9 9
Epson LQ500 ‘  f319.99 • •
Citizen 12130 1 1 3 9 . 9 9
SIM 80
,
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1
0
9
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9
9

See spend offers for Stir Protemional series primers
Phone i , w o th e rs A l l  Wi l l ik• r•  WIT /C kCatlPiste  W i t h  P o sl i e l  1 ,
a
b l e .

Vortex 40MB(ST 6
,
, A m i g a ;  
£ 4 9 9
9 9

Megalith 30 iST1
Megalith 60 [ST/  f 4 7 4 . 9 91599,99
Sups 3024B 1ST 1 / 4 7 4 . 9 9
Third Coast 45  M B (ST) 1 5 7 4 . 9 9

SArnitp,/ 1 4 2 9 .9 9
Ladbroke Computing 20Mb drive (ST) f259. 99

Peripherals- et Du,s1 Covers
3.5•• disk taro 1 5 . 9 9  L t h o p i g e r s  . 1 3 . 9 9
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A3 1818  D i s k  Drives 1 2 - 9 9

/ 1 1 0 / / / t
.  
O T SSM 124 Monochrome Monitor. 1 9 9 . 9 9

SC 1224 Colour Monitor. 1 2 9 9 . 9 9
Phillipi 5833 Coiraw Monikw, 1 2 4 9 . 9 9

Special Offers
Slat Laser printer 8, I  M t:pla te  RAM  as standard tsgradethic to
2 Mb, 8  resident fonts, HP. I BM . Diablo, Epson emulation, 8 palm,

KO dpi. 1 1 5 9 9 . 9 9Hawk scanner £ 1 2 5 0  H a r d  Disks 1 4 . 9 ' 9
frisker hisittS1 -Amiga) 124.99 P r i n t e r s  1 7 , 9 9

Multim•nr colour Monitors. / P h o n e
Phillips 15" lieinoSc. Scarf. I v  with

per minute_
Star FR.I0 9 kin 1 3 9 9 . 9 9Star FR-I5  15 9  i n  1 5 1 4 . 4 931-1 .1 11Xt disk box / 9 . 9 9  O t h e r s  p h o n e

Phone for prices cm all SIG NA prociaLls amb as Collibri hand scanner
with Of WithOill OCR. Signum -  Aasur OCR.

40 tuner presets. 1 2 2 9 . 9 9
Monitors. deduct 110 if bought with Computer Otone for Tv's.
All monitors come with slam to Si/Amiga e ls

St,th XB•24110 24 i n  1 5 1 4 , 9 9
Star X13-24115 I F  24 pin / 6 9 9 . 9 9
These Star printers have 12 ninths on site warrenry(UK Mainland)

Repair Centre
Our Alan i trained engineers cart r e * : a ll hardware, including Amigas, in  minintom lime .' compd.:lice
piers We  csat arrange Pickup for prompt delivery to 0141
,
C1
,
C$  f o r  / 1 1 . 5 0 .  N e u  
d a y
,  c o u r i e r  
r e t i r e  
1 8 . 0 0 .

UPGRADES El-STOCK

New t o w  Price Quality Dicks
All our disks see lop qcuslity Sore ,  Marweli of Kao products, not (neap i n
-
m o i l s  A L L  d i s k s  t t i t r : L  
a n

Lir...nation.' lifetime g U
6
r• a ll
,
V•

Qua rdily 3 . 5 '  D/S 5 . 2 5 "  DIS  Q/D 96 T H
10 E  8.99 f  6.50
1 0 4
-
b o x  
/
9
.
9
9  
E
7
.
5
0

100 i  79.99 E  60
4-b E  82.99 f 6 5100 o x

Sony Branded 3.5" FES Boxed x  10  i  10.99
Sony Branded 3.5" DIS Boxed x  100 f  99

I M g SI M  tfittedt £ 1 1 9 . 9 9  B o a r d  •  1  M g upgrmtellittedPSItt ( 1 4 9 . 9 9
I M g STTM thil) f  89.99 B o a r d  •  2 .5  Mg upgradeffitted)1ST) / 2 9 9 . 9 9
STFM upgrade fitting service 1 2 5  B O R T 1 . 1  ••• 4  M g ucigracieffitiedaST1 E 4 9 9 . 9 9
Nesse check machine configuration Lefive ordering. All fi lling prices quoted for machima not preciously
tampered with. Due to the complexita, o f  the installation we must install and upgrade Ow board for you.
All upgsadles and tcptirs Lam our 3 months parts and labour guarantee For 1088 ST*  can only be upgraded
tr. 2  M13. Phone now for our M is s  chip upgradeo which work with V1.00 OS.
Phone tor our Amiga  512K R AM  Extertaion board with or withroul clock, populated or unpopulated.
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520 STEM Explorer Pack 1 2 6 9 . 9 9  A m iga  A.500 Pack 1 3 6 9 9 9  1 1 TP  Packs f p h o n c
Includes Atari 52.0 S T / A with l a  M g  M emory,  1  M g  drive  I n c l u d e s  beat selling Amiga ASOLI computer with I l l  M g  memory T h i s  rock consists of Mega 21 or 4 . external 3 .5"drite
and moue . Include. tuten•I dusk. I  M g  drive, mouse and Tender software pack worth 1200. i  Of 30  M b hard drive, SLM804 Lamar printer. Mono

monitor. software. 9 0  clays on s ite  InaintanaJW.C.

520 STEM Super Pack 1 3 2 9 9 9  A t a r i  Mega ST 1 tottono Mon 1 5 9 9 9 9  A t a r i  Porfiblio(pocket pc)f24999
Includes Atari 520 SI P M with 1
1 2  M g  
M e m o r y .  
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•pystick Ind a aoftware pack including organiser software c h i p ,  clock, 1 M B RAM . mouse and a business moll ware pack c o m p a t i b l e  and has built in software including address book
and 21 top quality games. i n c l u d i n g  database, word processor, speadsheet and BASIC so f t wa re , ,  text calitur, diary and a Lotus 123 file eurnpalible spread-

sheet. 128K free RAM . 256k ROM
520 STEM Po wcr Pack 1 - 7 5 9 9 9  A t a r i  Alcga .57•24-Alono Mon 1 9 3 1 4 9  A i a r i  PC 4(80286) 1 1 4 9 9
Includes Atari 520 STI'M with 112 M g Memory, I  M g drive, T h e  Mega ST 2 incluila  •eporatc keyboard and coo. (flitter chip, T h e  PC 4 has an 80286 processor running at 8 or 12 M I L,
MOUSIE. joyatick arid aeft ware pack consisting of Dezember software 2  M B RAM and mouse, The Mega ST 2 also includes a I  M B of RA M.60 M B hard drive, 5  AT and I  X I  cspen-
First BASIC. Pint Music and a selection of 20 top quality gainer b a t t e r y  backed clock anti business software. n o n  slots. Poe Mono monitor add 1100. Phone for ethos.

/040 STEM Soper Pack 1 4 4 9 9 9  A t a r i  Mega ST 41Mono /Woo 1
.
1 2 4 1 9 9  A t a r i  P C  
5  ( 8 0 3 8 6 )  
1 2 5 9 9

traludee Atari 1040 STPM with I  M g Memory and drive and a ' I k e  Mega ST 4 includes *swath keyboard and cpu, Witter chip, T h e  PC 5  has an 80384 processor running Ett lb  MHs, math
choice of mollware packs which include a business peek with 4  M B RAM and mouse. The Mega ST 4 also includes a c o p r o c e s s o r  socket, 641( melte memory, 2 M B RAM .
database, word processing. spreadsheet and BASIC software, a M idi b a t t e r y  backed clock and bilainCILS softle are. 4 0  MIS bard disk with high performance controller, 4  AT
pick with Pro 12, antis Karnes pack with 21 top quality germs. a n d  I  X
.
1 1  a l o h a  F o r  M o n o  m o n i t o r  a d d  /
1 0 0 .
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H OW TO TYPE IN  THE LISTINGS

and get them right!

Nn n n n I I rI tTrIM 3h itt In  ve rse  Comisol In  v• rs•
sh irt C o m . r o i

No rmal I 1 1
,
Vr I
V

Shift F I, v• rte  Cnesirol In  v• rse
sadrt t o n . 1 1

* n u m , in ,erse  Se n n  l i n e n .  Connor In  o e rst
Shiri C a s o n . '

1 0 0  G R A P H I C S  0
I4G

Osher so rks

1 GI

CG

U
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1 3 0  A = U 5 R C 1 5 3 6 )

E

1 4 0  ?

1 : I u M u m
n
n

NEW

c ( S C ( S C
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OB 1 0 2 0 DATA 2 4 2 , 9 6 , 2 0 0 , 1 6 9 , 7 / , 1 5 3 , 2 6 , 3

f U f

1 0 3 0 DAI A 2 0 0 , 1 6 9 , 6 , 1 5 3 , 2 6 , 3 . 1 6 2 , 0

W /

1 0 4 0

v CI I t ( S C C TR L -
3 E 1 1 : 1

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

g P 1 6 1 2 1 \

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

IC T e ESC CURL - 7
4 ri

To

u

DATA 2 0 3 , 1 3 3 , 2 0 9 , 1 3 0 , 7 2 , 1 6 9 , 0 , 1 3 3
TW

F I E Z H C D A F

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

x 0 x

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

e ( S C C TR L 4
5 ej y. Ea

1 1 8 0 DA1A 2 0 8 , 1 3 3 , 2 0 5 , 1 6 5 , 2 0 6 , 1 0 5 , 0 , 1 3

i

3

I El • r

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

P] Y ' A l I 4 ( S C C T R L  *
6
6

EA

&

DATA 3 8 , 2 0 7 , 3 8 , 2 0 8 . 5 6 , 1 6 5 , 2 0 7 , 2 3 3
TM 1 2 3 0

J
P
1

SK 1 2 4 0
1 6 2

P) 116 z n z

MT 1 2 6 0

( S C S H I F T  C L E A R
7

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

• U
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*  T Y P O  I I I  b y  A l e c  B e n s o n
J u n e  1 9 8 5

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

EL 4 R E M
SG 1 0 0  G R A P H I C S  0
I4G 1 1 0  F O R  1 = 1 5 3 6  T O  1 7 9 1 : R E A D  A I C K = C K + A :

POKE I , A : P l E X T  I
CG 1 2 0  I F  C K < > 3 0 7 6 5  T H E N  ?  " E r r o r  i n  D A T A

s t a t e w e n t s  -  C h e c k  T y p i n g " : E N D
VM 1 3 0  A = U 5 R C 1 5 3 6 )
V1 1 4 0  ? : ?  " T Y P O  I I I  i s  u p  a n d  r u n n i n g " :

NEW
MA 1 0 0 0 DATA 1 0 4 , 1 6 0 , 0 , 1 8 5 , 2 6 , 3 , 2 0 1 , 6 9
HG 1 0 1 0 DATA 2 4 0 , 8 , 2 0 0 , 2 0 0 , 2 0 0 , 1 9 2 , 3 6 , 2 0 8
OB 1 0 2 0 DATA 2 4 2 , 9 6 , 2 0 0 , 1 6 9 , 7 / , 1 5 3 , 2 6 , 3
RK 1 0 3 0 DAI A 2 0 0 , 1 6 9 , 6 , 1 5 3 , 2 6 , 3 . 1 6 2 , 0
RR 1 0 4 0 DATA 1 0 9 . 0 , 2 2 8 , 1 5 7 , 7 9 , 6 , 2 3 2 , 2 2 4
TO 1 0 5 0 DATA 1 5 , 2 0 8 , 2 4 5 , 1 6 9 , 9 3 , 1 4 1 , 8 3 , 6
KC 1 0 6 0 DATA 1 6 9 , 6 , 1 4 1 , 8 4 . 6 , 1 7 3 , 4 , 2 2 8
EU 1 0 7 0 DATA 1 0 5 , 0 , 1 4 1 , 9 5 , 6 , 1 7 3 , 5 , 2 2 8
BK 1 0 8 0 DATA 1 0 5 , 0 , 1 4 1 , 9 6 , 6 , 1 6 9 , 0 , 1 6 2
KK 1 0 9 0 DATA 3 , 1 4 9 , 2 0 3 , 2 0 2 , 1 6 , 2 5 1 , 9 6 , 0
ZR 1 1 0 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0
LD 1 1 1 0 DATA 0 , 0 , 0 , 0 , 0 , 0 , 3 2 , 9 4
JM 1 1 2 0 DATA 6 , 0 , 7 2 , 2 0 1 , 1 5 5 , 2 4 0 , 5 5 , 2 3 0
To 1 1 3 0 DATA 2 0 3 , 1 3 3 , 2 0 9 , 1 3 0 , 7 2 , 1 6 9 , 0 , 1 3 3
TW 1 1 4 0 DATA 2 0 8 , 1 6 2 , 8 , 1 0 , 3 8 , 2 0 8 , 6 , 2 0 9
MF 1 1 5 0 DATA 1 4 4 , 7 , 2 4 , 1 0 1 , 2 0 3 , 1 4 4 , 2 , 2 3 0
RL 1 1 6 0 DATA 2 0 8 , 2 0 2 , 2 0 8 , 2 3 9 , 1 3 3 , 2 0 7 , 2 4 , 1

6 5
TM 1 1 7 0

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

AW 1 1 8 0 DA1A 2 0 8 , 1 3 3 , 2 0 5 , 1 6 5 , 2 0 6 , 1 0 5 , 0 , 1 3
3

XH 1 1 9 0 DATA 2 0 6 , 1 0 4 , 1 7 0 , 1 0 4 , 4 0 , 9 6 , 1 3 8 , 7 2
NR 1 2 0 0 DATA 1 5 2 , 7 2 , 1 6 2 , 0 , 1 3 4 , 2 0 7 , 1 3 4 , 2 0 8
GE 1 2 1 0 DATA 1 6 0 , 2 4 , 6 , 2 0 4 , 3 8 , 2 0 5 , 3 8 , 2 0 6
EA 1 2 2 0 DATA 3 8 , 2 0 7 , 3 8 , 2 0 8 . 5 6 , 1 6 5 , 2 0 7 , 2 3 3
TM 1 2 3 0 DATA 1 6 4 , 1 7 0 , 1 6 5 , 2 0 0 , 2 3 3 , 2 , 1 4 4 , 4
SK 1 2 4 0

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

CB 1 2 5 0 DATA 8 , 1 6 5 , 2 0 7 . 1 3 3 , 2 0 4 , 1 6 5 , 2 0 8 , 6
MT 1 2 6 0 DATA 2 0 4 , 4 2 , 2 0 1 , 2 6 , 1 4 4 , 4 , 2 3 3 , 2 6
MB 1 2 7 0

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

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

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

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

OUR UNI Q UE  L I NE  B Y  LINE CHECKER
WORKS  O N  AL L  A T A R I  X L / X E

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 outl ined in your computer manual,
The listings are prepared to match exactly what you see on screen.
Every character that you may see in a listing is included in the chart
below for cross reference. By using TYPO 3 you can ensure that you
type in the programs EXACTLY as they are printed. Remember, a
single typing mistake may mean a program will not run.

'WHAT ARE THOSE CODES?

Each line of a program 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 to check that you have typed each line
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LIST-
ING PLEASE DO SO NOW. The program can be used as you type in
each line of a program or to check an already typed program. The
code for each line will match but i f you have problems check the
listing conventions below carefully, you are most probably typing a
CONTROL character incorrectly. TYPO 3 cannot check whether a line
has been missed so if you have problems in r unning a listing count
the lines in the program und ensure none are missing. I f the TYPO
codes match and the program still does not run, LIST i t to cassette or
disk using LIST "C:" or LIST "0: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 USE TYPO 3

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

2. SAVE or CSAVE a copy of the program.

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

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

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

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

7. When you have finished a listing just SAVE or CSAVE it In the
normal way.

You can type in a program without using TYPO 3 and then check i t by
SAVEing or CSAVEing a copy of the program, r unning TYPO 3 and
then LOADing or  CLOADing your program and proceeding as in step
6 above.

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



XL CONTROLLER CARD PPB
E44.95

XE CONTROLLER CARD PPB II

1  E 4 9 9 5

includes Master Utility Disk,
Programmers Disk

STAR LC-10 BW E185.00
STAR LC-10 COL E225.00
STAR LC24-10 039. 00
JUKI 2200 DAISYWHEEL
PRINTERrrYPEWRITER E129.95

Alf

CONTROLLER CARD PPS II SOFTWARE
Master Utility disk (4•20D)

• S upe r dum p Toolkit
Help menu designer
SHO Print Enhancer
Programmers disk
1029 Snapshot disk
System Enhancement disk
80 Column Emulator
Omnimon Emulator
Ultramon Emulator
Auto-Menu Emulator
The Disk Warper
(requires Super Archiver)

OPTIONAL SWITCH PACK 7 . 9 5
XL TO XE UPGRADE PACK 9 . 9 5

ATARI APX
CASSETTE SOFTWARE

E2.95 each

PHOBOS (sequel to Caverns of Mars)
MORSE CODE TUTOR
BANNER GENERATOR
PLAYER PIANO
747 LANDING SIMULATOR
TERRY :artificial intelligence language)
PRO-BOWLING
BUMPER POOL
INSTEDIT (character set designer)
POKER DICE Cl'ahtzee)
DECISION MAKER
DIS-ASSEMBLER
CODE CRACKER

CUPID PRINTER INTERFACE KIT
with SHO II

Professional print software disk
E23.00

XL/XE O.S. ROM VERSION
CUPID printer interface kit

E23.00

ATARI LIGHT GUN
with Bug Hunt Cart.

E29.95
VERTICAL DISK RACK

E6.25

50 DISK 5.25" STORAGE
BOX E7.95

10.00
4,95
4,95
2.00
4.00
3.95
2.95
2.95
2.95
2.00
2,95

PRODUCTIVITY a e c OU R
PFO Ct

Printshop 3 4  95 14.95
PS Icon disk 1 1 9  95 5.00
PS Icon disk 2 1 9 .9 5  5.00
VisieMc 3 9 . 9 5  16.95
&Graph 2 9 1 5  14.95
Family Finance 1 9 1 5  1215
Ata ri
-
Writ
e r 
P l
u s  
3
2
.
9
5  
1
4
.
9
5

Homeword WV 4 9 1 5  12.95
Designers Pencil 14.95 7.95
Basic Compiler 2 9 .9 5  7 0 0
f.StlartaDos corroatiblel
Sloes & Shares 1 4 . 9 5
triple peck
Slock Analysis
Bond Analysis
Stock Chiding

ADVENTURE STRATEGY
Alternate Reality 19.95 1295
City
Mession Asteroid 19.95 6 1 5
The Golden 1 9 . 9 5  6  95
Fleece
Asylum 1 4 . 9 5  5 5 0
Lapis Philo- 1 1 1 5  5 .00
sophorum
Jeepers Creepers 12.95 5 9 0
Maxwells Demon 9 .9 5  4,00
Starcross 2 4 . 9 5  9 1 0
Hollywood Hillos 24.95 12,00
Suspect 2 4 . 9 5  9,90
Seastalker 2 4 . 9 5  9 5 0

dacnun

M C I
1210
M U

SOFTWARE

14.95
19.95
14.95

0

0
0

Li
0

ARCADE

Dodge Racer
0 Renton
D Rive r Raid
D Juno First
D la e xon
D Rosens Brigade
D Se a  Bandit

D (
s
F
S  
h
i
m
e

roggerD 1
R Clowns &
D Balloons

Robot & Factory
0 Maltese Chicken

Pole Position
Smash Hits
Zybex
Kenny Dalgleish
Football Manager
Pooyan 1 4 _ 9 5  5.50 DC

D Food Fignt 1 4 1 5  12.50 A
Desert Falcon 1 4 _ 9 5  12.50 A
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1
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1
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anon.Lei_72540gEill J1100..nmnu II

•HimmunnummIlmnrunnnmnnrramrig

COMPUTERHOUSE

320K RAM upgrade kit
for 130XE E59.95

128K RAM upgrade kit
for 65XE 0 4 . 9 5

320K RAM upgrade kit
for 65XE E6 9 . 9 5

(kits include all ram chips)

1915
29.95
12.95
12.95
1215
12 95
9.95

1415
14 95
14.95

715
9.95

14 95
14 95

5.25" DS-QD 96 tpi disks
with write protect tabs

and labels
E3.75 for ten

XC-12 STEREO
CASSETTE PLAYER

£27.95

XC-12 DUST COVER E3.50

5,95 D
7.54) D
EDO R
5.50 D
5.0011C
5,00 DC
4.50 D C
5.501n
5,50IK
5.50 DC

4.50 C
5.00 D
5.50 D
6.50 D
4.00 D
9.95 D

ACCESS MASTERCARD - EUROCARD ACCEPTED

ULTRABASE+ ST
The ONLY Professional

Integrated Business System
for Atari ST'Mega ST computers
requires SM124 hi-res monitor

sample pack available on request!

130XE
'CUSTOM' II COMPUTER

Special teatures Built-in printer interface Isid 25 way
D typel• system reset oommandei, tont switcher• cus-
tom system fonts, cassette orVott controller, high
speed cursor, U S system mica f1ul1s. ,
a m  d r i v eboot controller E99.95

320XE
'CUSTOM' II COMPUTER

The power machine, all the specie teatures at the
130XE 'Custom' but with a massive 327k 01 RAM

E149.95
XE DUST COVER £3.50

XF551
360K DS-DD DISK DRIVE 049.95
includes MYDOS 4.50 disk operating system wit  technical notes
ramdisk source code and VIOC disk fixing utility. Atari PAINT art
package The PAY-OFF text adventure HOME FILING MANA-
GER, the computerised card index database system All connect-
ing leads and manuals

1050 part exchange service available!
XF551 DUST COVER 3. 95

PHILIPS MONITORS 1
BM7502 12" GREEN SCREEN E 7 5 _ 0 0
CM8833 14" COL. DUAL INPUT,

RGB,COMP. STEREO  E 2 4 5 . 0 0
MONITOR DUST COVER E 3 . 9 5

A
-
T
A
R
I  
8
5
0

I I I N F T a F E F A C E .
E 5 5 _ 0 0

PRINTERS
HOME AND BUSINESS

NEW PROFESSIONAL SERIES
STAR FR-10  E 3 8 9 . 0 0
STAR FR-15  E 4 9 9 . 0 0
FEATURES: 35012cps, 16 fonts, programmable
memory switch, large butter, colour kit conversion
STAR XB24-10  E 4 9 9 . 0 0
STAR XB24-15  E 6 5 9 . 0 0
FEATURES: 240 12 cps, 25 fonts, 3548 matrix
SLO fonts, programmable memory switch,
3 OCR fonts, colour kit conversion
FR1B INCLUDE A 12 MONTH WARRANTY

LASER PRINTERS
HERMES LAZER 800  0 3 9 5 . 0 0
PANASONIC KXP 4450  E 1 5 5 0 . 0 0

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

REMEMEIP
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HAWK
QUEST
A NEW CLASSIC THAT ATARI
OWNERS MAY NEVER SEE
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The game I'm about to describe is
not currently available in Britain,
the States or indeed, anywhere else
in the World. In fact, I can safely
assume that no one outside the
Dunedin Atari Users Club, New
Zealand, will have even heard of it!
No 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. So 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 min imum 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 N e w  Atari User - Issue 39

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 u 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
yet 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 Start 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 - so often
I have not bothered to persevere with a
game because it couldn't be completed in
a reasonable amount of time!
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To commence playing phase one, you
must simply select any planet with the
cursor and hit the joystick trigger tsvice.
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, lust in front of the helicop-

ter there's a cross to indicate the recipient
of any bombs you should drop - as in
Xevious. 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

DO YOU WANT TO MARKET THIS GAME?
If any software house is interested in marketing Hawkquest
(and possibly Laser Hawk too) 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 64 24 56084 after opm. They
are waiting for your call!

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 attempt
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
lime your joystick commands a
Marine, whose job it is to find
that missing Crystal piece and
escape before the nosties 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
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 Huwkquest been

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 8-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. I f  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 lop class game to us!'. If he
genuinely meant what he said - and I've
no reason to believe otherwise - then
perhaps a few thousand letters addressed

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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AMBI A  tri
1 1 . 1 r I a l ; t  E n h a n c e  y o u r  o u t p u t ,

s e l e c t  &  c o m b i n e  G r a p h i c s  f r o m  d i f f e r e n t  s o u r c e s  t o
p r i n t  i n  t e x t  o r  a l o n e  a s  d e s i r e d  i e .  l e t t e r  h e a d i n g
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RAMBIT I I  t o  c o n v e r t  m a c h i n e  c o d e  g a m e s  u p  t o  4 8 K .
and  TURB O -B A S I C (  p u b l i c  d o m a i n ,  d i s k  o n l y  t i l l  n o w ) .
TURBO -BASI C L o a d s  i n  7 5  s e c . s  c o m p a r e d  t o  3 5  f r o m
d is k ,  i s  t o t a l l y  c o m p a t i b l e  w i t h  n o r m a l  A t a r i  B a s i c
a d d s  p o w e r f u l  c o mma n d s  a n d  r u n s  p r o g r a m s  w r i t t e n
in  i t  o r  A t a r i  B a s i c  a t  3  t o  4  t i m e s  n o r m a l  s p e e d .

K I T +  RA M B I T I I  &  T . 1 3 . ( s t a t e  C a s s .  m o d e l )  E I S .
F i t t i n g  + E 7  ( p o s t  c a s s .  t o  u s ) .
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t a p e s  o n  B o o t  d i s k  w i t h  M e n u  s e l e c t i o n ;  s u c c e s s f u l
u t i l i t y  f o r  l e a r n i n g  a n d  e x p e r i e n c e d  d r i v e  u s e r s ,
DOS 2 . 5  c o m p a t i b l e ,  h a s  a s s e m b l e r  e d i t o r  f a c i l i t i e s .

TASKMASTER D i s k  E 9 .

A l l  p r o d u c t s  r e q u i r e  m in im u m  6 4 K  X L  o r  X E  a n d  c o m e
w i t h  f u l l  i n s t r u c t i o n s .  P r i c e s  a r e  a l l  i n c l u s i v e .  F o r
d e t a i l s  s e n d  S . A . E . , o r  P / O ,  C h e q u e  p a y a b l e  t o t -

E i  I
16 T H E  G REEN, THURLBY,

BOURNE, L I NCS .  P E 1 0  O HS .

XL/ REPLACEMENT S T
X E  a n dEXTENSION CABLES

BROKEN JOYSTICK?
Nine out at ten 'broken joysticks require
Dnly a replacement cable since the wires
often break at the plug end. With Alan
type joysticks. simply slip the spade lugs
of this replacement cable onto the PCB.
Should lit  other joysticks although the
•gs may need replacing

REPLACEMENT JOYSTICK CABLE E2.50

OTHER CABLES FOR ST
'1A;I: DISK REPLACEMENT cal
HARD DISK EXTENSION CABLE 1 PERE)
-ARD DISK EXTENSION CABLE (2 METRE1
2 METRE FLOPPY DISK DRIVE CABLE
2 MU% FLOPPY DISK DRIVE EXTENSION CABLE
1940575295TFM TO MONITOR WITH SCANT
SOCKET
520S1 TO PHILIPS fall MONITOR
MONIXOLDUR SWITCH UNIT
IMows mono and colour monitors to reran
corrected aud
PAIR OF COILED PA1DI LEADS

MOVE YOUR PRINTER
Most onnter cables are only I metre
forcing you to keep the printer close to
your computer. You don't need to be so
restricted, these excellent quality long
cables will solve the problem For ST to
any Centronics printer

2 metres E7.95
3 metres E11.95 5  metres E15.95

El3 95
flit 95
E15 95
Eta%
£1495
t10 95

DOM

t6 95

ST JOYSTICK/MOUSE
EXTENDER

No more liddling about underneath your
1040 or 520. This short extender allows
both joystick and mouse to be connected
a short way from the sockets. Saves wear
on the plugs and sockets and makes
swapping of joystick and mouse easy

E5.95

CABLES FOR W U

LAE 1 METF: REKACEMENT
SERIAL CABLE
XLIXE TO MONO MONITOR
XL1E TO SCOT
XIX TO COMPOSITE VIDEO

All cables are top quality
for faultless data transler

ST to 850 NULL MODEM CABLE
It you already have an 850 interface or
P:R: Connection you can now hook your
/RAE up to your ST and transfer tiles
with any comms program This cable
simply plugs between the interface and
SI modem port. Use Kermit (available on
both machines) or similar to transfer files

£8.95

Post and packing tree in UK Send cheque of P.O. or quote AcceseNika number to

PAGE 6. P.O. BOX 54, STAFFORD, ST16 lOR
Telephone orders by Access or Visa accepted. Tel. 0785 213928

it  95
t2 95
E4 95

95
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UTILITY

NUMERICAL
CONVERSIONS
UTILITY
David Manlove presents a
useful conversion util ity for
programmers and others that
remains available when other
programs are loaded

Whilst there have been a number of short programs to convert
between decimal, hexadecimal and binary, most have had some
shortcomings. The majority o f 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 a ll have to be loaded as a separate program making it
necessary t o  save a  program you may be working on before
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.SYS file for
disk o r a boot cassette so that the u t ility can be loaded as the
machine i s  switched on . From there on i t  remains available,
subject to certain restrictions which wil l be explained later.
To access the u t ility simply type CONVERT in direct mode and

the ma in  menu  list ing  the  available commands wil l appear.
Converting decimal, hex and binary numbers is straightforward,
just precede hex numbers with a n d  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 o f  integers. These a re  used frequently in
machine code where two bytes come together to fo rm 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
opposite function g iving  the result o f  low and high bytes. for
example B48,117 with  the low byte entered first would give the
result 30000 in  decimal. Th e  fi na l option on the menu -
allows you you to leave the u t ility and return to your program.

A FEW RESTRICTIONS

This u t ility 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
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.
I recommend that you only use DOS 2  o r 2.5 with  the utility.
To he lp  ease withdrawal symptoms f ro m more sophisticated
DOS's, disk users are provided with  a  resident directory option
reading drive 1 (option D on the menu).
The u t ility leaves a ll o f  page 6 addresses (1536 to  1791) and

zero page locations 203 to  209 free for your own routines. •
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O O O O
O

2 8
5 0
0 8
1
0
8 8
8 5
8 8
4
C
1 6
C
8 4
1 8
1 8
5 5
5  
O
O
O
O
O  
5
5
4
4
1
3

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

PT 5 3 8  D A T A  8 2 4 4 8 0 E 5 E 1 4 C 1 1 1 E 6 0 1
1
1
,
0 2 • 8 8 , 8 E 5 t

1 1 8 1 , 2 4
C O O D D C
8 0 8 0 0 , 4
4 C E 4 E 8
8 2 8 8 0 8
1 2 4 E 3 4
1 8

1 8 0 , 8 8 2
S 4
1
4 0 E 1 2 8
8 2 E 1 3 8
1 0 4
.
8 2 2 8 5 E
0 1 2 3 8 2

DX 8 4 0  D A T *  8
8
1 0
4 2 8 3 4 2 C 2
2 , 4 4 8 3 4 2
1 3 1 8 4 5 8 1
8

1
0
1
2
2
8
4
8
8
3
8
1
0
8
8
1
8
4
1
0
0
3
2
8
5
4
1
E
4
3
8
C
4
4
2
C
2
8
5
0
4
A

2
E
3
0
5
0
8
4
2
1
2
8
8
0
C
4
1
0
4
8
8
1
5
8
8
2
8
8
r
E
5
E
E
E
4
E
3

MM 5 8 8  D A T A  A D E
4
E 5 1 8 C 1
,
1 8 2 8 1 1 C 1
0
2 4 1
.
4 1 8 3 1 1 1 E 1 0 8

E S
5 5
4 4
2 1
4 8
5 8
5 1
1 1
4
C
8 4
E 1
A
C
O
D
E 1
A S
C
2 E
3
C
2 3
4 1
1

8 8 7
C
2 3 8
1 8 8
3 4
C E
4 E 8
4 2 8
1 8 0
E 5 E
3 2 8
1 8 E
8 1 8

RV 5 0 8  D A T A  8 1 8
8 8 0 E 4 E 3 2 8 4
8 E 1 4 2 1 1
,
8 8 , C 4 2 4 C 8

D E
1 8
2 2
8 6
2 8
1 1
1
D 4
1 8
3 8
1 8
1 1
4 4
2 8
3 4
1 1
8  
O
O
O
O
O
O  
1
8

▪  OOOOO 4
8 3 A t E
1 2 8 4 5
8 3 2 8 5
8 E 4 8
,
4 0 2 1 8
8 5 D 4

MS 5 7 8  D A T A  4 1 0
E 3 0 5 0 8 8 5 2 3
4 5 D C 4 1
0
8 8 8 5 D 1 0 2 8 8
F E

8 6
•
8 2
2 2
7 0
C
2 E
3
C
4 1
0 F
4 6
8 4
8 (
0 2
3 8
5 8
4 4
2 8
• 4
5 8

OOOOOO 5 5 5 C 6  OOOOOO 8 5 0 1
,
2 8 8 4  O O O O O  
2 2 1 8 5

TO 5 8 8  D A T A  8 4
0
1 .
4 8 4 5 0 5 4 2 2
C 2 8 8 0 P
-
2 4 1 6 8 8 5 E C
E

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

2 2 8 8 8 0 8
2 8 D 2 D I A
5 D 4 8 0 E
8 E 3 4 5 1 0
5 8 D E  
O O
O O
O

2 0  5 2 8  D A T A  A2 8 2 0 5 5 5 8 2 4 8 8 5  OOOOO 3 8 5 0 8 4 1 8 E0
5
D
C
A
2
8
8
8
5
0
0
2
8
8
r
E
8
4
8
4
5
1
4
2
1
1
1
8
2
8
2
8
D
A
E
O
E
5
4

OC E P I Z E D E 5 r2 E S T 2 E I E C AO C Z E P E E P 6 E 5 r2 r3
OX 6 • 8  D A T A  E 5 E r E E r 3 8 0 0 5 1
,
4 E I T C E  O O O O O  
2 8 2 8 2

4 2 8 2 8 2 4 2 8 2 8
2 8 2 8 2 8 2 8 2 8 4
2 7 2 2 8 4 4 8 1 7 6
6 1 6 4 2

8 4 8 8 1 4
E
6
C 0 r 7 6 6
5 2 8 1 0 4
5 8 E 7 4 6
5 7 2 3 4 1
. 1 0 1 8

JW 6 1 8  D A T A  6
E
8
E 6 E 6 E 6 E 2
8 8 4 8 r 7 2 2
8 C 4 E 5 E 3 E
l l E

DE
1
E
C
2
8
7
4
6
1
,
2
8
C
O
2
5
F
8
2
8
2
8
2
8
2
1
1
1
2
8
2
8
2
1
1
C
2
E
S
E

f E l F
2 1 ,
5 2 1
1
2 4 6
E 6 E
6 E 6
E 2 8
6 6 6
r 7 2
2 8 C
6 E 5
P 0

ZU 6 2 8  D A T A  2 8 2 8 2 8 2 8 2 8 7 4 0 1 2 8 C 4 E5 2 3 EI N ED E1 E
C
2
8
2
8
2
8
C
2
E
S
E
E
E
1
P
2
1
,
1
1
8
2
5
6
E
6
E
6
E
6
E
2
0
6
6
0
1
,
7

2 2 8
C 2
E 5 E
E E 1
r 2 r
1 2 8
2 8 7
4 6 1
.
2 8
C 4
E 5 2
3 E 5
T O

UX 6 3 8  DATA t I t c 2 8 2 8 2 8 c s e e r e s e 8 2 8 c 8 8 2 c e e e
• E
2
7
3
2
3
5
2
2
4
7
4
6
F
2
8 ,
3
E
1
E
C
E
1
F
5
E
C
E
1 r
4
E
5
2
8
2

• E C E F A8 4 8 E 5 E 1 4 4 8 2 5 5 5 6 4 2 1 0 4 4 2 8 2 • 2 8 2 •
AV 6 4 8  D A T A  2 8 6
6 6 r 7 2 2 8 C 4 E
5 E 2 E 8 4 4 C 4 E
2 r 2 E 5
E

OOOOO 2 , 1 2 8
8 0 2 8 2 8 2 4
2 8 2 8 7 4 6 1
,
2 0 2 8 C C E S
E I F

6 E5  OOOOO 2 EF E7 f 2 E1  OOOOO 8 1 DCOE5 1 .4 1 EI E4
RE 6 5 8  D A T A  E
5
E 3 E 5 E D E I
E C A 8 E 1 P 4
8 4 1 0 5 8 1 D
C 4 E

5
E
3
E
2
E
D
E
I
E
C
A
S
E
2
F
3
5
4
1
D
1
1
8
1
8
C
2
E
5
E
E
E
1
r
t
r
2
4

Of
2
r
3
8
4
1
8
1
1
8
E
4
1
0
3
1
1
2
3
3
3
4
3
8
3
6
1
7
1
0
3
2
4
1

F4  6 6 0  D A T A  4
2 4 3 4 4 4 5 4
6 7 4 E 3 C 1 E
3 2 8 2 8 2 8 2
8 2 8 2

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

c r e t s c m s t s 7 1 0 2 8 2 6 2 8 2 e c I pe t 2 r 2 r e e e c e
RE 6 7 8  p a T e  E 5 r 3 E 1 1 8 8 C 4 E 1 r 2 2 1 1 E 3 r 4 E r r 2 1
,
1 4 0 D

5
F
4
E
l
l
E
C
E
2
r
4
r
2
1
1
0
2
8
4
4
3
1
3
8
2
8
2
E
2
4
2
8
E
4
E
3
E
2
E

3 8 8 0 0 8 8 8  OOOOO 88  OOOOO D OOOOOO 2 0 1 1 1 5 1 r8
8 c 6 8 8  D A T A  5 8 C O P P
-
0 8 f 6 8 2 8 0 8  
O O O O O O O  
E 8 8 0 1
P F

D
2
2
,
5
1
,
8
E
5
E
8
2
C
0
8
,
8
6
8
1
2
3
8
1
P
3
1
1
2
3
2
1
8
3
3
1
1
1
3

4 1
D
1 8
1 5
3 6
3 3
1 7
1 5
1 8
1 8
3 2
5 8
2 4
3 r
4 1
1 5
4 2
1 2

TU 6 1 8  D A T A  4 3
3 4 4 4 2 4 4 5 3
8 4 6 5 8 2 5 3 4
7 E 1 6 5 8 0 C ,

8
2
8
2
C
E
8
8
2
E
1
8
2
E
S
1
D

•
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1
WO i REM * * * * * P H * * * * * * *

* * * * 1
"
1
"
1 1
"
4
"
1 -
"
H
"
s "

SB 2 REM *  T H E  N U M E R I C A L 4
PX 3 REM *  C O N V E R S I O N S  U T I L I T Y
SP 4 REM *  ( A U TO R U N  C A S S E TTE  c om ov r o* )  *
YY 5 REM *  b y  D a v i d  M a n l o v e
SS 6 REM *
HC 7 REM *  NE W  A T A R I  U S E R  -  AUG US T •  *
WV 5 REM * * * * * * * * * 1

1
H * * * * * * *
* *

NO REM
Ass / 0  R E M  A ( A D  I N  D A T A
PP 100  D I M  H E X 4 C 1 8 2 3 , P 5 ( 2 ) : R E S T O R E  2 1 8 1 F 00

R 4 = 1 5 3 6  T O  1 5 4 S I R E A D  6 : P O K E  4 , 1 5 : 4 E X T
A: TRAP  1 7 8 t M E M ADA= 2 A4 8 8 s RE S TO RE  2 5 8

HU 1 8 5  G R A P H I C S  I : P O S I T I O N  4 , 1 5 ?  T h e  N u m
e r i c a l  C o n v e r s i o n s  U t i l i t y "

DM 1 4 6  P O S I T I O N  1 , 2 : 7  " C r e a t i n g  c a s s e t t e
fi l e "

OK 1 1 4  P O KE  6 2 , 1 5 : w  : ?  " R e a d i n g  l i n e " ; ; P O
KE 0 2 , 1 V e ?

AU 1 2 8  ?  2 5 6 . L
I *  1 2 8  R E A D  H E N S : F O R  H = I  T O  1 8 2  S T E P  2 : P 2

C I I = H E X S C H , H ) : P 5 ( 2 ) = H E M S C H + 1 , H e l i t H
1 = 4S C C P 5 ( 1 , 1 ) / s H 2 7 - A S C ( P s ( 2 , 2 ) )

ON 1 4 8  H 1 = W 1 - 7 * ( H 1 ) 6 4 / : H 2 = H 2
-
7 * ( H
2
)
6 4
/
1 1 1 1

= H 1 - 4 6 : H 2 = H 2
-
4 6 : D E C = N 1 * 1
6
. w
2

08 1 5 8  P O KE  M E M A D R . C H - I ) / 2 , D E C
UL 1 6 8  N E X T  H : M E M A D R = M E M A D R . 5 1 : L = L + 1
0
: G
0
T

0 1 2 8
KM 1 6 5  R E M
SS 1 7 0  P O KE

I T  " N o t  e n o u g h  d a t a  i n  l i n o  " : 2 5 8 + 1 . : "
t
i
l
t  
E
N
D

YM 1 7 5  ?  i ?  " W r i t i n g  t o  C a s s e t t e " 1 1  " I n g e
r t  b l a n k  c a s s e t t e  a n d

OL 1 7 8  T R A P  2 1 5 s ?  " p r e s s  R e t u r n  t o  c o n t i n
u e " : P A K E  7 6 4 , 2 5 5

uti 1 8 0  O P E N 1 1 1 . 5 . 1 2 6 , " C : "
0 8  I V O  P O KE  8 5 8 , 1 1 s P O K E  0 5 2 , 8 1 P A K E  8 5 1 , 6 8

POKE 8 5 8 , 8
MS 21141 A = U S R 4 4 1 5 1 6 , 2 8 4 0 / 1 C LO S E  M I
UJ 2 1 8  ?  A l l  d O n e " : E N D
UM 2 1 5  CLO S E  U l s ?  " C a n n o t  w r i t e  fi l e " l ?

E r r o r  " J P E E K t 1 1 5 / : "  e n c o u n t e r e d "
GF 2 1 6  ?  " R e c t i f y  a n d  " : : G A T O  1 7 6
D I  2 2 0  R E M
WM 2 1 8  D A T A  1 0 4 , 1 6 4 , 1 4 1 , 8 1 , 1 , 1 0 4 , 1 4 1 ,
8 0 , 1, 1 6 2 , 1 6 , 7 6 , 5 6 , 2 2 6
NM 2 4 8  R E M
MR 2 5 0  D A T A  0 8 1 8 6 0 8 6 8 8 4 7 4 1 3 C 5 D 8 2 D 3 4 / 0
6 5 5 8A 4 1 8 7 6 5 8 8 2 0 6 5 8 6 1 5 6 8 4 2 8 8 8 8

6 6
C
8 1 8 4 8 4 8
E
8
A

O F 7 E E 8 / 0 6 E E 8 C 8 6 A D 6 / 8 6 D O E A
8 8 2 8 6 2 0 7 0 2UA 2 6 8  D A T A  8 0 1 1 8 0 0 4 8 / 8 0 8 C A E O D 1 F 7 E E A S A

0
. E E A

6 8 6 4 D 4 6 8 6 F A I T 1 C S D A D O E 6 4 / 0 6
8
D
4 6 8 6
A
1 5 6 6
D A

3 0 6 4 C 1 1 4 1 6 4 2 8 6 8 0 8 8 E 8 M A C C E A D O F
7
E E C A

LG 2 7 8  D A T A  • 6 E E C D • 6 A D C A O 6 C V E 4 D O E 6 4 2 0 8 8
1
/
8

• • 0 1 8 4 A D D E 8 D A F 7 E E E 2 8 6 E E E 5 8
6
4 D E
2 8 6
C / O F D

0 E 6 2 1 3 / 6 8 7 4 5 8 4 6 D O E D 4 2 6 6 8 4 1
1
A A A D E
7 6 2 4 1

PP 2 6 0  D A T A  • 7 5 0 E 8 8 2 4 / 1 A 8 D 2 1 8 3 A 1 8 7 6 D 2 2 4 1 A
1 8 8 8 D 4 v 8 7 6 8 1 3 E F 2 D F 2 2
0
3 0 7 4 F F
2 1
D F
2 2
C F
2 4
C
6

EIEF284Ar2 i6c55oree5cee5 i720688cA
787NM 2 1 8  D A T A  A C A 8 8 7 4 8 4 1 8 7 C / 0 7 D 8 2 C 4 2 8

8 5
D
1
F
8

7 8 8 6 6 8 5 D • 2 2 E 6 E 8 8 7 D 8 F 1 2 8 6 0 8 7 2 0 0 8 0
0 2 8
/
6 8

7 A 1 0 8 6 5 5 4 4 5 1 C 2 8 8 8 F 2 A 1 F F 8 5 8 8
2 0 7 4 8 7 2 5CO 3 8 8  D A T A  6 C F A B F 2 0 7 4 8 7 2 6 6 8 A 1 8 0 8 D

4
/
8 7
A /
1

5 4 1 E 4 7 0 7 A c 0 8 8 7 6 0 4 0 0 E D 4 6 5 D 4 A
1 0 0 5
D O E D
4 7 6 4

D 8 1 8 3 2 1 F E 6 8 4 1 0 3 6 8 4 D O I D 1 0 1 8 1 5 D
8 1
D
3 6 8

CU 3 1 0  D A T A  4 1 4 F 4 E 5 5 4 5 5 2 5 4 / 6 8 0 0 0 8 8 0 0 8 0
6 8 88 8 0 8 8 6 8 8 8 0 0 0 8 8 8 8 8 8 0 4 8 0 0 8 0 8 0 0 0 8 8 8

8 8 0 8 8 66 6 0 0 0 8 8 8 0 8 0 8 8 0 8 8 8 8 8 0 0 8 0 8 0 0 0 0 8 8 0 8 0
8 6I t t  3 2 0  D A T A  0 8 8 8 8 0 8 4 0 0 8 0 0 0 8 0 8 8 0 8 8 0 8 8 8 8

8 8 0eocmootmeeeeektotmeeeimeeeetmeeemmeseo
8 8 8 6 8 8 0 8 0 0 8 0 8 0 0 8 8 0 0 0 0 8 0 8
8 0 8
A
1 8 2 8 5 5 2

EW 3 3 0  D A T A  2 A C C E 0 2 0 C 1 E 2 4 1 0 8 0 2 8 0 1 E 0 2 0 5 4 E 8 2
6 6 5 E 8 A 1 C C O D F 4 8 2 4 1 7 8 6 5 1 0 8 D O E 4 2 4 1 E C O D c
6 82 8 8 C 8 0 2 A / 8 8 6 D C 5 8 2 4 / 4 6 6 5 0 A A 1 E 1 6 5 D
6 4
/

S I  3 4 0  D A T A  F4 8 5 0 C 4 / 8 1 1 8 5 8 D 2 8 6 4 E 0 4 C C D D FA D 1
C E 2 C / 1 5 F8 5 6 A 1 8 2 5 5 5 5 A 1 3 4 8 5 D A A V E ZO 5 D 6 A 1
0
1
2 8 5 D C A / 8 0 0 5 8 0 2 8 8 4 E 8 2 8 0 E E 1 A 5 D F D 8 6 1 2
8OW 3 5 8  D A T A  E 2 E 8 4 / 0 8 8 5 D F A 1 0 2 5 D 6 7 E 2 3 8 A D C 2 E
2 8 5 D C 2 / F 0 4 A 4 4 4 A 4 A 6 4 8 0 6 8 E 2 2 8 6 8
,
2 A 5 D C
2 1 0

FA A 5 D 6 8 E 2 2 8 5 0 F2 A D C I E 2 C E 6 7 E 2 D 0 D E 4 1 1 8
FA 3 6 8  D A T A  2 8 5 8 F 2 6 • 4 C 0 A D D 4 2 8 1 8 D I C E 2 C 1 1 1 1 F

610111  C A t 0 , 1 1 1 1  1  1 1 1
8 2 , 2 s ?  : : I F  L i - 2 5 0 0 6 3 0  T H E N  ?

M / C  4,111111 I t O U T I M 1  1 . A 1 A

PP0 6 0 4 1 1  D A T A

NUMERICAL CONVERSIONS UTILITY - Listing 2  for Cassette

0 6 4 E 5 4 C A 7 D D E 8 6 1 8 8 0 1 4 C O O D D A A D E
2 8 2 1 1
E
1 4 1 0 8

5 1 6 E 5 D E A S A 2 8 1 8 8 1 0 E 2 2 8 E 1 3 0 C
1 1 0 6 0 8
C /
1

UV 1 7 0  D A T A  7 0 E 7 E 6 C 6 C 8 8 4 D 0 E D 4 C E 2 D D 3 8 E /
0 7 4 C D 1 0 0 0 0 7 4 E 2 0 0 0 4 8 0 8 A 1 8 6 0 7 8 E 1

6 5 8 4 5 0
C
1
E
2
A

0 7 0 ( 2 8 4 0 4 6 4 8 4 6 8 7 1 E 2 6 5 0 5 8 0 C
2
E
2 2 0
E
2
E
8

RS 1 6 0  D A T A  A D C I E 2 6 5 D 4 A D C 2 E 2 0 5 8 5 2 8 4 4 D /
2 8
E

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

D E / 0 6 1 D 5 8 8 5 E 8 4 5 D F D 0 8 6 4 /
1 1 1
/ D
8 8 0 5
E
8 5 6

EY 1 1 0  D A T A  D C 4 / 8 8 8 5 D 4 A 1 8 5 8 5 D 8 A 1 6 0 6 5 D
8 2 8 64 E 0 6 6 A 1 1 4 A 2 1 2 2 8 8 8 E 8 A 1 8 2 6

5 5 5 4 1 5 4 8 5
D A A / E
2 5 5 1 ) 5 1 : 1 1 8 0 0 5 D C A 1 8 8 6 5 0 0 2 8 8
4
E
8
A
2 8 0
A
5 8 8

MA 4 6 8  D A T A  5 D 5 F E 2 4 1 8 8 6 D C S E 2 A D C 2 E 2 C D C 0 E
2 3 8 0 C 3 6 E D C A E 2 5 0 C 2 E 2 0 1 3 1 1 8 1 0 E 2 4 E C O E

2
E
6
E
0 6

6 0 5 E 4 0 1 0 8 6 D C 8 E 2 A 1 4 0 1 1 8 8 F E 2 4 2 8 1
4
D C I E
2

OS 4 1 0  D A T A  C D S F E 2 1 0 8 C 3 6 E D O F E 2 6 D C I E 2
4 1 1
.
1
.
7

D / C E 2 4 E 5 F E Z E 0 E 8 1 1 D O E 4 A 1 1 C O
5 0 0 0 1 1 2 6 5 1
/
5 4

1 1 1 8 5 D C A 1 8 8 8 5 8 8 4 1 2 8 6 D A 4 E 2 2
0 8 4
(
0 6 8
A
2

GF 4 2 8  D A T A  • 1 8 D 5 C E 2 C 1 1 5 F 0 8 4 E 5 4 C O I D E E
6 8 1
F

9 7 5 8 6 D E 2 8 2 8 E 1 . 6 1
0
1 1 1 6 E 5 D E A
6
A
2 0 1 8 0
/ C E
2 1 5 4

E E 2 E A C O C A I O D A F 4 4 2 0 8 8 6 8 4
6 6
D
8
A /
6 8 4
C A E

AP 4 3 8  D A T A  E 2 C O 3 1 F 8 8 6 4 4 E 6 E 8 8 6 8 8 F 3 A /
8 8 4
C
2

O D F O 5 O C A 5 D 6 4 5 D C 8 5 D 6 A 5 D C 4 C 0 0 0 F A C A E E
2
C
8 3

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

SA 4 4 0  D A T A  E 2 2 0 E 2 E 8 A l i c i E 2 8 5 8 4 4 D C 2 E 2
8 5 8 5
A

/ 0 2 8 5 5 5 4 C O E D E O 5 D C A 5 0 0 4 5 D C A 5 0 0 A 5 D C
4
C
2 7 0

F 4 C 0 0 0 0 4 2 8 1 1 1 D 1 0 E 2 C 5 1 1 0 , 8 5 1 8 D I C E
2
E A C
1

TV 4 5 0  D A T A  T C F 0 8 7 E 8 8 5 , 8 5 3 4 c 6 4 D F O E D E E 2
4
/
1

C O 5 F 1 4 1 E 2 5 5 , 4 4 / • 1 2 8 8 7 D F 2 8 1 6 E I A D C
1
E
2
O D A

F E 2 4 / 1 C 8 5 F 1 A 1 E 2 6 5 F 4 A D 8 E E 2 2 8 8
7
D F
2 8 1 6

DA 4 6 8  DATA ei2ozac1itosPE2esp4imclExasco52
0 0 E D E 0 1 8 8 6 D C I E 2 8 5 0 4 4 C L A E 8 1 0 6
5
F
1 5 5
F
3 4 1
•

8 6 5 F 4 5 5 1
1
4 5 8 4 / 4 0 6
D C I E 2 6 5
8 4 4 C 0
1 0 0 0 1
F F

TM 4 7 0  D A T A  8 D F C 8 2 2 8 4 2 E 8 A D I C E 2 C 1 2 4 F A I D C
1 2 5 F 8 2 8 C / 4 2 , 6 1 2 C / 5 8 , 8 5 E C / 1 8 / 8

1 1 7
C
1 1
A
6 8 8 3 4

C O 2 E 0 4 C 5 5 0 0 4 C 5 6 0 F 2 8 0 5 8 1 :
0
2
8 4 6 0
E
4
C I
8
E
8

MF 4 6 0  D A T A  2 8 4 5 8 0 2 0 4 8 D E 4 C I 5 E 8 2 8 C F D E A
1 8 1 65 8 F 2 8 4 C 0 0 4 C 1 6 E 0 4 1 1 7 8 5 5 4 0 / 8 2

8 5 5 5 0
.
4 1 6
D F

• 0 2 A 1 7 E 6 5 D 4 4 1 E 2 8 5 D D A 5 1 E 8 5 D C
4 1 8 8 8 5 4 0 8FM 4 1 8  DATA 2084EGAIrreforce2aErco2rerera4
C O O D D 2 0 5 8 E 8 2 4 6 5 E 0 2 0 5 8 E 0 6 0 4 2 1
8 4
/
8
C
1 8 4 2 0

1 2 0 5 6 E 4 4 2 2 8 4 1 0 C 5 D 4 2 8 3 2 6 5 6 E 4 0 0
4 2 1 8 4 1FT 5 8 0  D A T A  • 2 1 8 4 2 8 3 4 1 8 8 1 8 4 4 4 1 A 1 8 2 /

8 4 8 8 1
A

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

2 8 1 4 5 8 6 1 8 4 4 6 1 4 5 8 1 1 1 0 4 5 8 1 A 5 D C
1 8 4 6 0 1
A
5

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

2 0 1 A / 1 C 6 5 D A A V E 2 6 5 8 5 4 1 1 2 5 5 D C A
1 0 8 5 5 0 0 4
C
6

5 E 0 4 1 • 1 8 5 5 5 4 1 8 1 / 6 5 5 4 A 1 1 E 2 8 8 8 F
2 6 8 4 2 8 8TR 5 2 4  D A T A  5 1 8 4 1 8 7 0 E 2 E 6 E 0 8 6 D 8 1

,
6 6 8 4 2 2 2
1 8
/

C E 2 C A I A F A 6 0 4 D C I E 2 5 5 D 4 A / 0 8 6
5
D
5
A
1 1
E
8 5 5 5
C

6 5 4 0 1 8 1 0 5 8 , 2 8 0 E D E A D C 2 E 2 8 5 0
4 4 1 8 4 0 5 8 5FC 5 1 8  D A T A  4 1 2 C 2 6 6 0 F 2 4 1 8 8 6 5 8

,
2 0 • E D E
6 6 4 1 5

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

D C 1 E 2 4 5 8 5 0 0 C 2 E 2 6 0 4 / 8 2 8 5 5 5 4
1 4
C
8 5 8 4
A
1

AU 5 4 8  D A T A  E 2 5 5 D 8 4 1 8 E 6 5 D C A 1 8 • 6 5 D 8 2
8 8 4
E
8 6

• 4 5 3 6 1 1 1 1 0 2 0 2 8 8 4 E 8 E 5 4 8 C E F 5 E D E 5 F
2
E / E
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0 2 1 0 4 2 7 1 2 0 4 4 6 1 7 6 6 / 6 4 2 8 4 0 6
1 6
E
6
C
6
F
7 6 6 5 1 0 1
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1
F
2
F
1 2 8 2
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1 2 4 3 1 4CA 6 2 8  D A T A  4 4 1 4 4 5 1 6 4 6 5 D 2 5 1 4 7 E 1 6 5 5
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NATO ! 11 You buy the  St.pae Pe ck S n a p .  we  with add our t r . ,  ST
Starter KA le ore ! Erns DOD). F re . O t Charge  N . . ,  The COupsn k•  de te rsE 3

I N C L U D I N G  V A T

M b  DISK DRIVE
£ 4 5 0  OF S OFTWARE

ARCADE GAMES
Arkanoid II ; m a g i n e
Beyond The Ice Palace E l i t e
Black Lamp F i r e b i r d
Buggy Boy E l  ite
Chopper X M a s t e r t r o n i c
Bran Warnort  E l i t e
Merble Madness E l e c t r o n i c  Arts
Ouedralien L o g o t r o n
Ranarama H e w s o n  Consultants
Return To  Ge n iu s F i r e b i r d
ROSCIW1STS
Sten:make
Test Drive
Thrust
Thundercals
Wizball
xenon
Zynaps

Melbourne House
Mandarin

Electronic !BIS
Firebird

Elite
Ocean

Mul bourne House
Hewson Consultants

El 9.95
£19.95
£19.95
£19.95

£9.99
£14.95
£24.95
£19.95
£19.96
£19.95
£19.95
E1 9 .9 5
E24.95

C9_95
£19.95
£19.96
£19.95
C19_99

SPORTS SIMULATIONS
Eddie Edwards Super Ski E l i t e  £19.96
Seconds Out T y n e s o t t  £19 .95
Summer Olympiad 'ea T y n e s o l l  £19 .95

PRODUCTIVITY SOFTWARE
Organiser T r i a n g l e  Pub t h in g  £49 .95

JOYSTICK
Alert CX40 Joyst ick A t a r i  Corp £ 4 .9 9
FREE ATARI BUNDLE VALUE:E458.97

With SM124 mono monitor: E498 W i t h  SC1224 colour monitor:  E698Z

1040ST-FM PROFESSIONAL PACK
NOW WITH TV MODULATOR
For the senors home user and the small butinesa. we S r.
p le ate d  to  an n o u n ce  a  n e w p aCkS p e  D O WD  e ro kalkd  th e
icmosr-rsi T h e  1040S T- FM  ha s  1M byte  R A M  a nd a
H e ws  busit- in disk drive. I n  eddition, the  11)40ST-FM
now comas with a TV  modulator built- in. ( The previously
wailers% 10111ST-F was de igne d ICK Use with a monitor
only an d  d id  n o t co me  wi th  a  m o d u l ato r I! T h is m o d u l ato r
allows the  1040ST e  t o  b e  plugged directly  in to  a ny
dome/Inc TV  seE a nd comes complete with a  lead to
allow you to  do so T n e  ne w •Proleseron•I P ack fr om
Seca includes the new 104115T-FM with modulator plus
tour high quality sothvare packages including a  spread-
sheet, database. word processor and programming lung-
uage T h e  •Professional Pack' Soltwere will e la te °  you to
pet S e e pt down to business With your new computer I n
addition lo the  sodwane ( worth 1.381 134), of you buy  the
Professional Pack Isom Silica Shop, you will moo receive
the S ilica S T S tarter K it ( wor th ov e r  f2001 , Fr e e  0 1
Charge  Re tu rn  the  co u p o n  fo r fu rth e r !M o ral i sti c. .E4

I N C L U D I N G  V A T
With SM124 mono monitor:
With SC1224 colour monitor:
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ATARI 1040ST-FM , c o i n b u t e r :  E499.99
VIP PROFESSIONAL  i s o r e a J s h o e u  £149.95
MICROSOFT WRITE m o m  Poceaeo 1149.95
SUPERBASE PERSONAL Onnbr ieei  £59.95
BASIC DISK & MANUAL ILangurion! E24.96

NORMAL RRP: E8134.82
LESS DISCOUNT: -E385.82

PROFESSIONAL PACK PRICE: E499,00
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00 YOU OWN AN ATARI ST?
II you aireely own an Ahern ST computer and would like to be %petered on our mailing Ism seen
ST se m le t u s kn o w Y i tt wil l  be  De aatid  10 Se nd yo u  co p e s o f o u r p rice  I N N  an d  n e wsle tte r,
FREE OF CHARGE as they become amiable Complete the coupon and retool it to our Sidcup
Deck and begin expinencing a specialist ST service mat Is ascend to none
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0a6lik M ON- S AT gam -  5  30em L A T E  N IGH T,  FR ID A Y  gatn -  7121-r1
LO / S 11 :10N 0 1 , 5 8 0  4 0 0 0

52 Tottenham C ourt  Road, L o n d o n  W 1 P  O BA
OPEN: H ON - S A T 9  30pm -  6  00per, L A T E  N I G H T : N O N E

L O N I I I O N    0 1 - 8 2 9  1 2 3 4  e x t .  3 9 1 4
So./fridges ( t i t  floor),  Oxf o rd  Street,  London,  W  1 A 1 A8

OPEN.' M ON- S AT 95rn -  ILOOpon L A T E  N I G H T '  TH U R S D A Y  95nl 8 p r r l

TEXT-FLO W ARO UND GRAP HI CS
RO TATIO N O F  T EST  A GRAP HI CS
SL ANT  O R T WIST  ANY  O BJE CT
PO ST SCRIPT  CO M PAT IBL E
TAG F UNCT I O N
AUT O M ANIPAL  KE RNI NG I  HYPHENAT IO N
GRO UP I NG O F  O BJE CT S

Mr/Mrs/Ms:

Address

Do you already own a computer
If so, which one do you own
-)

S T  C O M P U T
E
R S

The range of Atari S T COmPders oilers Something for everyone Erorn the  games enthosest
who wants the challenge or the very best in arcade action, to the Nem eses
-
len  r v h o  w a n t s  t o
make linancsal forecasts o r faultless presentations Th e  ST offers high (Kiehl'
s
, g r a p h i c e ,
sound and speed for the gamer. whilst providing a test, user friendly and affordable solution
to bus iness  Th e  ST a  now tirm iy  estabr ished in  the hom e env ironment and boas ts  a wealth
of users in educalson, local government, television, a nd a  variety a t different businesses
Software fo r the range stretches t o  cover applications as diverse as ENTERTAINMENT.
ACCOUNTS, ART, COMMUNICATIONS. COMPUTER AIDED DESIGN. DATABASES.
DESKTOP PUBLISHING, EDUCATION, MUSIC, PROGRAMMING SPREADSHEETS. WORD
PROCESSING end more For  a full list of the software available, as well as detelle at the ST
range. complete and return the coupon below m o r e .  reww- a W f  P IM  tics

520ST-FM EXPLORER PACK
W I T H  BUI LT- I N  1 M b  D I S K  DRI V E

The VOA? fo r money offered b y the Atari ST range is reflected in  the Explorer Pack
featuring the  520ST-FM computer w it h  512K RAM  T h e  520ST-FM computer now
comes with a  built -in  1 M b  double sided d isk drive as well as a tree mouse controller
arKla built -in  TV modulator. The new 520ST-FM Explorer Pack includes the 520S1-
FM computer, t h e  arcade game Ranarama. a  tu to ria l p rogram a n d  some usefu l
desktop accessories I n  addition, i l  yo u  b u y the  Explorer Pa ck f rom Silica ,  we  w ill
give you  the Silica  ST Starle t  Kit  worth  over £200, FREE OF CHARGE. Return the
coupon tor details Of our Starter Kit  and of the fu ll ST range

+ SM124 mono monitor: E3987.Z

+V AT=E299
+ SC1224 colour monitor: E598
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TUTORIAL SUBROUTINES

THE CASSETTE DATABASE
NOW IT
WORKS!
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database I 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, a ll 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 I have
changed selection 3 on the main menu to include both Viewing
and Editing records. This is because it became apparent as I 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:
—
,  t h e n  E N T E R  
e a c h

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. *
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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 I only found the fault when testing the more
complete program this time. The new 2040 is a better way of
clearing out data than I had used before, it completely removes
OATS where the old routine only reduced it to a string of blank
spaces.
Line 6000 - this is changed as I 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 some reason
as 2000 and 2040.

ROUTINE TO VIEW AND EDIT RECORDS

Starting at line 4000, this routine first clears the screen ond
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
insteod of a number is entered, and a check is made to see if  the
number is valid. I f  too high a number is input a prompt is given

This issue Ian Finlayson's
database fi nally reaches a
stage where it can be used

wi th  only a few routines left
to add refi nements

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 OATS and then splits it into the individual
fields Fl$ 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 following prompts:

1. to edit the record
Q to quit (return to main menu)
G to go to another record
+ or t o  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. I 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 some 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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AA 2  R E M  *  T U T O R I A L  S U B R O U T I N E
CO 3  R E M  *  A D D R E S S  0 0 0 K  P A R T  3
XT  4  R E M  *  b y
CM 5  R E M  *  I a n  F i n l a y s o n
OF 6  R E M  *

RC 7  R E M  *  N E W  A T A R I  U S E R  -  A U G U S T  8 1  *
WV 8  REM itme***********-m-woHitHt****-0Hg-ameme
MO 1 0  R E M
OH
HT
Z r
OF
I S
KT
PG

3 5  R E T R I E V E = 1 3 5 0 8 : P R I N R E C = 1 3 5 0 8
1 0 3 8  7  V I E W E D I T  R E C O R D S "
2 8 8 0  I F  L E N I D A T S I < 1 0 0  T H E N  2 0 5 0
2 8 4 8  D A T S = " "
3 / 9 9  R E M
4 8 6 8
4 0 8 1

E D I T  R E C O R D
? " N "
? " 4 4 4 0 E N T E R  N U M BE R  O F  R E C O R D  T O "

; ?  " O V I E R V E D I T "
DO 4 0 1 8  ?  " 4 4 ) ; : T R O P  4 8 8 8
NA 4 0 1 5  I N P U T  R : T R R P  4 8 0 8 8
XM 4 0 2 0  I F  R ( I  T H E M  R E T U R N
MG 4 0 2 5  I F  R ) L E N ( D A 1 S ) / 1 1 5  T o w n  ?  " 4  N O  S

UCH R E C O R D  I N  C U R E N T  D A T A D A S E • : G O T O  4 8
81

DO 4 0 3 8  G O S U O  R E T R I E V E
JH 4 8 4 0  G O S U B  S C R E E N D R R M
OD 4 0 5 8  G O S U B  F F I L L
RN 4 8 5 8  P O S I T I O N  8 . 1 9 ;
7  - g  -  
E D I T

M -  Q U I T

EW 4 0 7 0  P O S I T I O N  • . 2 8 1 ?  " M  -  G O T O  AN O T H E R
RECORD • •

I Z  4 0 8 8  P O S I T I O N  8 , 2 1 : ?  0
1 1 . 4 1  S T E P  
U P  
O R  
D

OWN R E C O R D S
OG 440700 G O S U O  K E V P R E S S
ES 4 1 0 0  I F  K E V = 4 3  T H E N  R =R + 1 1 G O T O  4 8 2 0
HT 4 1 1 8  I F  K E V = 4 5  T H E N  R R
-
1 : G O T O  4 0 2 0
I V  4 1 2 8  I F  K E Y = 7 1  T H E N  4 8 0 0
OV 4 1 2 5  I F  K E V = 8 1  T H E N  R E T U R N
WT 4 1 4 0  I F  K E V 0 6 9  T H E N  4 8 6 8
FO 4 1 4 8  G O S H ,  F I N P U T
J 4  4 1 5 8  G O S U B  S C R E E N D R AM
AI  4 1 6 8  G O S U O  F F I L L
MS 4 1 7 8  P O S I T I O N  6 , I / : ?  " I S  T H I S  R E C O R D  C

OR R EC T? " ; P O S I T I O N  8 , 2 0 : 7

I .

S.

OF 4 1 8 8  G O S U O  KE Y :D R E S S
NI  4 1 9 8  I F  K E V = 8 9  O R  K E V = 1 2 1  T H E N  4 2 1 0
PM 4 2 8 8  P O S I T I O N  4 1 , 1 9 ; 7  A N D  R E C O R D S  -

" : P O S I T I O N  8 , 2 0 : 7  " M U M
QM 6 8 4 EN  L I N E  I S  C O R R E C T .  " I G O T O  4 1 4 0

T J 4 2 1 0  1 4 5 = F I S A R S ( 1 6 8 ) = r 2 S : R S ( 3 1 , 5 7 ) = F 4
$c R S
1 5 8
,
7 3 )
= F 4
S : R
5 ( 7
4 , 8
7 ) =
F 5 5

NO 4 2 2 6  R S ( 0 6 , 2 5 1 z F6 S : R S c 2 4 1 . 1 8 2 6 7 - F7 5 : R S < 1
1 6 , 1 1 5 ) = F 0 5

D I  4 2 3 8  D A T S I R * 1 1 5 - 1 1 4 , R * 1 1 5 ) = R S
NO 4 2 4 8  G O T O  4 0 6 0
M I  4 1 9 9  R E M
KU 5 8 0 8  7  • u 4 "
TN 5 8 8 1  ?  " 4 6
,
6 1
0
E N T E R  
M U M M
E R  
O
F  
R E
C O
R D  
T
o
"

:
7 
"
)  
D
E
L
E
T
E
"

DX 5 8 1 0  " 4 4 ) ) " ; : T R 4 P  5 8 8 8
K6  5 8 1 5  I N P U T  R : T R A P  4 0 8 8 8
MX 5 0 2 8  I F  R ( 1  T H E N  R E T U R N
PE 5 8 2 5  I F  R ) L E N C D A T S S , L 1 5  T H E N  7  " 4  N O  S

OCR R EC O R D  I N  c u R E N T  D A T A B A S E " : G O T O  5 8
8 1

OP 5 0 3 8  G O S U O  R E T R I E V E
J I  5 8 4 0  G O S U O  S C R E E N D R AW
OE 5 8 5 8  G O S U O  F rxt _ a _
GE 5 8 6 0  P O S I T I O N  6 , 1 9 : ?  0  -  D E L E T E

M -
Q
U
I
T

EX 5 8 7 8  P O S I T / O N  8 , 2 0 : ?  -  G O T 0  AN O T H E R
RECORD

JA 5 8 6 8  P O S I T I O N  8 , 2 1 : ?  " W M  S T E P  U P  O R  D
OWN R E C O R D S

OH 5 8 9 8  G O S U B K E V P R E S S
EZ 5 1 8 0  I F  K E V = 4 3  T H E N  R = 0 ) I i G O T O  5 8 2 8
JA 5 1 1 8  I F  K E V = 4 5  T H E N  R R - 1 : G O T O  5 8 2 8
JR 5 1 2 8  I F  K E Y = 7 1  T H E N  5 8 6 8
OZ 5 1 2 5  I F  KEY=111 TH E N  RE TURN
NO 5 1 3 0  I F  K E y < > 6 8  TH E N  5 8 6 e
TV 5 1 3 2  I F  R = L E N ( D 4 T S ) 1 1 1 5  T H E N  R R
-
1 : D A T

$ ( 1 1 5 * ( 4 7
-
1 1 = " " ; G O T
O  
5 1 3
6

00: 5 1 4 4  D4T6(115460-114 )=DAT6c115-4444416
NO 5 1 3 6  I F  R =4 1  T H E N  ?  " I : 4 4 4 N °  R E C O R D S  L E F

T I N  T H I S  D A T A M A S E ":F O R  T = I  T O  5 0 0 I N E R

:DU: E Y E  R E c O R D '

VO
U J
OR
OV
Jo
MC

ZC
UK
OP
OR
RO
M r

T T I R E T U R N
R I  5 1 4 8  G O T O  5 8 3 8
RN 6 0 0 8  R = L E N < D A T 6 6 / 1 1 5 4 1 : G o 3 U B  s c RE E NDRA

64
I N  4 1 0 0 8  I F  L E N ( D A T S )
,
( 1 0 0  T H E N  
6 8 2 5

PZ  8 8 8 2  ?  " * * *  L O A D  D A T A  m a t a w
UZ 8 8 2 5  D A T S = " "
I X  8 9 9 1 0  R E M
ZZ 9 0 8 0  ?  "

1
4 ) * * *  
P R I
N T  
R E
C O
R D
S  
*
*
*
"

044 2 0 0 1  7  " 4 4 4 ) O L L  R E C O R D S " : ?  " 4 : 0 R O U P  o F
R E c o R o s . ; 7  " 4 0 M W (  R E C O R D  C O Z E N  F I R S T )

" : 7  " 4 4 M K E  S E L E C T I O N "
NM 9 8 1 8  G O S U O  K E V P R E S S
JP  1 8 2 0  I F  K E V = 6 5  T H E M  F O R  R = 1  T O  L E N C D A T

0 3 ,
0
1 1
5 : G
O S
U O  
R
E
T
R
I
E
V
E
;
G
O
S
U
B  
P
R
I
N
R
E
C
I
N
E

MT R :R E T U R N
SK 9 0 3 0  I F  K E V = 7 1  T H E N  1 8 6 0
S J  9 0 4 8  I F  KE V =7 5 0  T R E N  1 :1 0 0
QV 9 0 5 8  G O T O  9 0 8 0
AK / 8 6 8  T R A P  9 8 6 0 : ?  " 4 0 E N T E R  N U M BE R  O F  F I

R ST R E C O R D  " ; : I N P U T  F I R S T
I R 9 0 6 5  I F  F I R s T < 1  O R F I R s T 6 L E N < D A T 0 3 / 1 1 5

- I  T H E N  ?  " * * * I N U A L I D  S T A R T I N G  R E C O R D *
* * " : F O R  N = 1  T O  5 8 0 : N E H T  N : G O T O  5 1 8 8 8

i v  5 4 1 7 0  7  . 4 6 E N T E R  M U M M ER  O F  L A S T  R E C O R D
" ; : I N P U T  L e : S T : T R A P  4 8 0 0 8

VG 9 8 7 5  I F  L A S T ( = F I R S T  O R  L A S T > L E N ( D A T S ) /
1 1 5  T H E N  " * * * I N U A L I D  R A N G E  O r  R E C O R D
5 * * * " s r O R  N = 1  T O  5 8 8 : N E N T  N : G O T O  9 0 0 0

CA 9 8 8 0  F O R  R = F I R S T  T O  L A S T I G O S U O  R E T R I E U
E :G O S U O  P R I N R E C :N E N T  R :R E T U R N

ON 9
,
1 8
8  
T
R
A
P  
1
0
1
0
8
:
?  
"
4
4
4
0
E
N
T
E
R  
M
U
M
M
E
R  
O
F

R EC OR D  T O " : ?  " ) D I S P L A V  A N D  P R I N T  " ;
JN  9 1 1 0  I N P U T  R I T R A P  4 0 0 8 0
VD 9 1 2 8  I F  R ( I  T H E N  R E T U R N
OF 9 1 3 1 1  I F  R ) L E N C 0 4 1 5 7 / 1 1 5  T H E N  ?  " 4  N O  S

UCH R E C O R D  I N  C U R E N T  D A Y A R A S E • : G O T O  9 1
0 0

a y  1
1
1 4 0  
G
O
S
U
O  
R
E
T
R
I
E
V
E

JR  9 1 5 8  G O S U O  S C R E E N D R AW
ON 1
1
1 6 8  
G
O
S
U
B  
F
F
I
L
L

PC 9 1 7 0  P O S I T I O N  0 , 1 5 : 7  •  -  P R I N T
M -

Q
U
I
T  
•
•

FG 9 1 8 0  P O S I T I O N  0 , 2 8 : 7  " M  -  G O T O  AN O T H E R
R EC OR D  0 9

J J  1 4 2 8  P O S I T I O N  0 , 2 1 !
7  * i l l .  
S T E P  
U P  
O R  
•

OWN R E C O R D S  . •
NO 9 2 0 0  G O S U B  K E Y P R E S S
MN 9 2 1 8  I F  K E V = 4 4  T H E N  R = R
4
1 1 G O T O  9 1 2 8
PO 9 2 2 8  I F  K E Y = 4 5  T H E N  R N - 1 : G O T O  0 1 2 6
oc  2 2 3 6  I F  N E Y = 7 1  TH E N  9 1 0 8
OR 2 2 4 0  I F  NEV=441 T H E N  RE TURN
i f  2 2 6 0  I F  K E v o m e  T H E M  9 1 . 7 8
TO 2 2 6 8  G O S U B  P R I N R E C
OG 9 2 7 8  R E T U R N
L A 1 4 4 9 9  R E M
XI ' 1 3 5 0 0  R S = D A T S C R * I I 5 - 1 1 4 , R * 1 1 5 )
K r  1 3 5 1 8  F I S = R $ C 1 , 1 5 1
UN 1 4 5 2 8  F 2 S = 1 ) $ ( 1 6 , 3 0 )
ZR 1 3 5 3 0  F 3 0 = 8 4 1 ( 3 1 , 5 7 )
DU 1 3 5 4 0  F 4 S = R S ( 5 0 , 7 4 )
G I  1 3 5 5 8  F 5 S = R S ( 7 4 , 8 7 )
JA 1 4 5 6 8  F 6 $ = 1 : 5 ( 6 8 , 9 5 )
RN 1 4 5 7 0  F 7 S = R $ C 9 6 . 1 6 9 )
VS 1 3 5 8 0  F 0 S = R $ I 1 1 8 , 1 1 5 )
FC 1 4 5 9 0  R E T U R N
MA 1 3 5 9 9  R E M
CV 1 3 6 8 8  O P E N  ) 1 1 , 0 , 8 , " P : "
JO 1 4 6 8 2  N = 1 5
PC 1 3 6 8 4  I F  r x s c u o n = "  "  T H E M

1 3 6 0 4
1 3 6 0 6  F I S = F I S E I , N ,
1 3 6 1 8  ?  1 1 1 ; r 1 S ; "  " ; F 2 S
1 3 6 2 0  . 7  8 1 1 ; r 4 6
1 3 6 3 8  7  R 1 1 , 4 6
1 4 6 3 2  N = 1 4
1 4 6 3 4  I F  F
5
S C N . N 3 =
•

1 3 6 3 4
13636 r 5 s = r 5 s ( l
o
N )
13648 7  s u j r
-
5 s ; "  
" a r b
s

2 3 6 5 9  7  R I
1 3 6 6 0  ?  1 1 1 ; r 7 S
1 4 6 7 0  ?  n i f f e s
1 4 6 8 0  ?  U I : C L O S E  1 4 1 4 N ET U R N

P R I N T  O U T

W I D I E V E  R E C O R D

P R I N T  R E C O R D

I I

0=61 -
1 4 G
O T O

THEN 4 4 = 4 1
-
1 6 0 T O

•

New/ Atar i  User • Issue 39 2 1



Upgrade from Tape to Disk!

Normal Price For XF551 Disk Drive E149.99
Normal Price For Transdisk IV E 19.95

Together Normally E 169.94

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

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

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

D I G I C O M
3  U n i t  
3 6 ,  
W h a r
t s i d
e ,

Fenny Stratford. MILTON KEYNES MK2 2A1
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Ian Finlayson's Cassette Database
The format of the printout is in the prin t subroutine, and this
can be easily c:hunged to suit your requirements. I have 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 bottom 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. 11
. y o u  h a v e  n o t  
g o t  a
printer change line 13600 to 'Open #1,8,0,*S:
— a n d  t h e  
p r o g r a m
will print to the screen instead - the records are disployed 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 another 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 Jim 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 if
required, such as "Dr Thomas I." for example.

Next time I 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 Roold in Norway who has passed me a tip
that I will use in the tidying up process next time. I hope the
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AND NEXT

Transdisk IV Our Otter Price = S 1 6 5 . 0 0
Atari XF551 Disk Drive +

Inclusive o f VAT and Next Day Delivery
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addition o f  these modules to the program makes the use of the
whole database much clearer. I f  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 b e  specific about your problem as this makes it
much easier t o  g ive detailed help. I  have no t  go t  t ime  to
expound the whole program in  detail to every enquirer.

Wr i te  t o I a n  Fi nl ayson,  6 0  Rounds t one  Cr escent,
East Pr eston,  We s t  Sussex,  BN1 6  I DQ. . •
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I  C o g n i t o ,  the full-priced arm of retard-winning outfit Zeppelin Games. brings youthe ultimate football manager licence; the most respected chief in the garne and

*

the professional's choice - Kenny Dlaglish,
Kenny Oalglish has brought all the tiyerpool discipline and flair ot his playing days
to the  most demanding managerial post in soccer - L'orerpool Football Club

-  n a g e r .it is your turn to tette on this Most prestigious post
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XL/XE TYPE-IN

CATCH
DAY

C a t c h  day  is the most prized European
Fishing compet it ion ever and you have
been inv it ed to represent your country.

You mus t  bat t le your way t hrough a qual i f y ing
round agains t  two other expert anglers  in order
to qualif y  for the fi nal.  This  fi rs t  round and the
fi nal each las t  about  5 hours  dur ing which t ime
you mus t  catch the greatest weight  of  fish. I f  you
fail the qualif y ing round then you are out  of  the
t ournament  as only  one person can qualify .  I f  you
reach the fi nal then you bat t le it  out  agains t  the
winner of  Group 2 for the coveted t it le of  Catch
 Day champion.  That 's  what  you have to a im for,
read on for how to do it.
The on screen prompts  wi l l  be self  explanatory

and al l  responses are just  a s ingle key for a
number or letter. A joystick wi l l  be required to
t hrow the groundbait  and cast your hook and to
play  the fish when it  bites. Once you have cast,
the fish wi l l  begin to bite and you mus t  press the
t rigger exactly as a fish bites in order to hook it, then play  it  to
the bank  by us ing the joystick. Once landed you wi l l  be infor-
med of  the type of  fish and Its weight  and can then cast again.
At  this  point  you may  s imply  cast again wit h t he same bait ,
groundbait  again by pressing START, change bait  by pressing
SELECT or change your style of  fi shing by pressing OPTION. The
t imer wil l  cont inue to count  the minutes  so you must  mak e your
decisions quickly.
Keep on c at c hing fish unt i l  the t imer reaches 5 hours (about  8

minutes  real t ime) and hope that  you have caught  enough.
Your total weight  wi l l  be displayed and,  af t er a short  delay, the
overall results wi l l  be displayed.  Your target  weight  is about
150Ibs whic h wi l l  be dependant  on the type of  fish caught  and
the waters. The target  wi l l  be easier to reach on some waters
than on others. Some fish wi l l  not  be found in certain waters.
Practice makes perfect and you wi l l  unders tand the game more

af ter one or two plays. Good luck wit h Catch Day. I t  you are not
an angler it  sure beats s it t ing on a wet  and windy  river bank  al l
day and i f  a r e  c ommit t ed to the sport then Catch Day  wi l l
keep you occupied in the evenings. Night  fi shing for real is none
too easy!
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Try your hand at Championship fi shing
wi th  this multi-featured simulation by
Robert Davies

1 r - READY T O  RUN
(or ready  t o  catch!)

If you don 't  fancy a ll tha t typing, you can get Catch Day
ready to  run  on th is Issue's disk, wh ich  also contains all
the other listings in  th is Issue plus the BONUS program.
Just send E2,95 to  Page 6, P.O. Box 54, Stafford, ST16 I DR
and ask fo r Issue 39 disk. You may use the order form on
page 4 9
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1 4 4 4
-

DO 1 9 1 5  P O S I T I O N  6 . 1 4 ?  0 6 . " C A T C A  1 1 4 v
-OS 1 9 4 0  P O S I T I O N  8 . 1 4 1 ?  1 8 4 ; •
4
1 . 9 8 7
4
.

JC 9 1 4 5  P O S I T I O N  3 . 1 4 4 ?  1 5 6 i . p l e a s e  w a i t  .
„ . -

I I I  9 9 1 8  R E TU R N
PO 5 5 5 9  R E M  3 3 2 E 1 2 3 M i l l g a m s . =
TC OOOOO 4 0 6 . " m
4 !
: P O 3 I T I O N  
1 , 2 .
,  
0 1 , !
4

1 .1 1 ;•
4  
C E
n S
0 2
a t '
. ?  
4
1
6
1
"  
K
Z
1
7
2
1
M
1
2
"

OA O   M 4 1 4
,
•

1 V D U
H our  m om ,TH R .H 0 6 4 .0 .C OA M P ION "

JT 1 4 1 2 0  FiE s $  ( LE N( M E S O)  * 1 )  r”1111A
. 5 1 . 0 0 T . T O . T 0 1 . 6 6 4 4 4 N

SA OOOOO P S I  4 . 1  T O  m a A . 1 2 . *
6 . 1 4 4 S 1 6 4 , 1 1 2 9 4 i I F  P E E K (   , 1 - 0  TH E N
INETUON

2? OOOOO S E TC OLOR  0 . 6 . 2 . 7 0 0  8 = 1  T o  4  i n A T
D.NE NT ' , C O T O  1 0 0 4 8

VG OOOOO OE M  L2M111112111.23
-
1

OOOOOO
DATA 1 7 0 . 1 1 0 . 1 7 4 . 1 8 8 . 2 0 0 , 2 0 0 , 2 0 0 . 1

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

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

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

•

Wye Atar i  User - Issue 39 2 7



REVIEW

PAGE MARSHAL
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

l i r
h e  
a r
r i
v a
l  
o
f  
a  
n
e
w  
a
p
p
l
i
c
a
t
i
o
n  
s
o
f
t
w
a
r
e  
p
r
o
d
u
c
t  
f
o
r  
t
h
e

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

Page Marshal from Valor 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  ru n  them, as there's an
appropriate run-time environment provided.
Two different versions o f  the ma in  Page Marshal program are

Page Marshal contains special character sets for various specialist
applications such as music and electronics
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115, Vale Road, Portslade, Sussex BN4I IGE. Price is
around E30 but check current advertisements,
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supplied, one for 800XL/65XE machines and the other for
the 130XE. The 130XE's extra memory is used as a RAM•
disk to hold fonts, making it  run  quicker when printing
multi-font documents. There's also a utility program sup-
plied. a llowing  manipulation o f  Page Marsha l fi les in
various ways, and  for such specialised tasks as autonum-
bering components o n  electronic circu it  diagrams. and
selective editing o f  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  d isk drive, o n  Epson compatible
printer driven via  an Atari 850 interface (or equivalent),
and a  joystick

DANCER - CRAZY PRINTER!

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

Just before disappearing under a deluge of paper uncontrollably
cascading ou t  o f  the printer, I  received a  flash o f  inspiration
bright enough to  frighten the cat! 1 flipped a DIP switch on my
Star SGIO p rin te r t o  pu t  i t  in to  IBM mode. Result - perfect
printout! I  then discovered that the editing screen worked too. It
seems 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 o f  a reference manual than a  proper user guide. I t  really
needs a 'Getting Started' section, to step users 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 sets 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 9 sector format, as produced by font editors
such as Superfont and lontedit. Valor 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 wh ich  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 a re  fonts fo r 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 characler, 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 thesmaller 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 8 x 8
pixel area, indicating where the next character will be posi-
tioned. With the program in 'micro mode' a character is placed
on the page by selecting i t  from the keyboard and pressing the
joystick's fire button. Moving the joystick with  the button held
down results in  a  tra il o f  characters being drawn. Once on the
page a character can be reselected later by 'grabbing' it with the
cursor instead o f  rekeying i t  from the keyboard.
Unlike the traditional paint program

you build your page layout onscreen
in cha racte r mo d e  ra t h e r  t h a n
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 l in e  drawing mode. Th is
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 n o t  o n ly does the
character sh a p e  a u t o ma t ic a l l y
change f rom vertica l t o  horizontal
line (or vice-versa), b u t  the  correct
corner characters get inserted too!
This is great for drawing form layouts,
but I  found i t  worked too  quickly,
making accurate positioning o f  cor-ners difficult.
Each page has a 48 x  80 character

library area associated with  it ,  and
this is usually saved along with  the
page on disk. You can use this area
as a scratchpad for building macros,
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 u t ility program, the lib rary 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 f rom the special fonts is a  b it  like doing a

jigsaw puzzle, and could become a  mite  tedious. Fortunately
some of the work has been done fo r 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 modify 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

a,

he sort of layouts you can expect from Page Marshal

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  prin t  out those fancy font styles, and is a little like
GDOS on the ST in  th is respect. The only snag is that you must
use a n  Epson compatible printer, us there are no alternative
printer drivers supplied. Once the DIP switches were set correctly,
my Star SG10 (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 l in k together multip le pages to prin t a  multi-page docu-
ment without user intervention. However, you can produce from
I to  2000 copies o f  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
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
its soon learned.
You do need to know the keyboard

layout for whatever font you're using
Although it took a long time I printed
out the supplied 'key finder' test docu
merit for every font on the disk. This
not only shows every character in a
font, but also where to find them on
the keyboard. These charts are invalu
able when building your own macros
The printed results are impressive,

and with care you can produce out-
put pages which are very clear, clean,
and prolessionol looking. The more I
use the program the more uses I can
find for it, so over time it could be-
come one of those indispensable prog
rams like Broderbund's classic Print
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

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

MACHINE CODE
LIBRARY
Part three introduces Player Missile
Graphics wi th  routines that  you can
use in your own Basic programs
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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 programs
without much difficulty_ All the machine
code source code listings work with stan-
dard Atari assemblers such as MAC 65 or
the Atari Assembler Editor cartridge.
A player is a grid or snipe 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-

SDMCIL VALUES STORED AT 559
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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 us 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 I have restricted the
player missile routines to players only, but
they can be easily adapted by machine

by Stephen Will iamson

The high byte of PM BASE 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.

IN ITIALISING 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. I usually make PMBASE
36864, at the top end of RAM and below
the area that 1 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 ZCTO 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 fi ll the player missile



14 I m o  ccccc  C 4 4 4  4 4 8 4 4 4 4
24  : A D  S t e v e  1 4 1 1 1 , 0 5 5 e n
36  : f o r  P OGE
40
48  1 4 3 . 1  S O T  V P  c c c c c c
64
70
IS  8 1 1
=  
3 0 0
8 1

I 0  ' O P T  O B J
4 1 8 0  P rIDAS E  -
OLIO M P OS P O 5 3 2 4 6
4 4 2 8  RP OS P 1 =  5 1 2 4 1
8 1 3 8  M P OS P 2 .  5 I 2 3 4
0 1 4 8  M P OS AZ =  5 3 2 5 1
61S 4
4 1 6 4

• 1 7 4  j i n i t i 4 1 1 4 4  r 1 4 4 4
8 1 4 4  ;
4 1 1 4  L O A  4 4
.
4 8 4 5 4 / 4 5 6
8 2 4 4  1 4 0  5 4 2 7 0
4 2 1 4  C L C
6 2 2 4  A D C  N B
6 2 3 4  S T A  2 4 4
6248  ' T A  Z O S
0254  L O A  N O
4 2 6 0  S T A  2 8 3
4270  ; S e t  S ON C TL f o r  n o r m a l
4 2 6 4  ; e n d  4 1 6 4 1 4  r e - 4 0 1 4 ' 1 0 4 n
61110 L D A  4 6 2
6 3 4 4  S T O  S A S
4 3 1 4  L O A  P i n :1 4 1 T V  s e t  p r i e r t t D
4324  s T A  6 2 3
4338  L D A  4 4  C l e a r  C e l l i S i o n
8346  S T A  4 3 2 7 6
43541

8144 I C I 4 a r  p l a y o r  4
1 4 4 i i e  
s t r i p e s

4378

OPTION V A L U E

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

:4 4  g a r b a g e
8448
6328  4 1 1 4  4 4
6464  L O N  4 4
4418  L A  1 4 f  4 4
6428 1 1 8  I T S  1 :2 8 1 1 . 2
4418  I N V
8446 6 4 1  1 1 4
8454 I N C  1 8 4
6446 I N N
4474  C P m  4 5
6484 I N C  L I
4424
0446 ; S e t  C o l o u r s
0414 j
4626 1 4 0  C OLO
41114 S T A  74.11
8540 L W A  C O L 1
8444 S T A  7 8 6
41164 L O A  C 6 4 .2
4576 s t a  7 4 0
4448 L D 4  C O L 4
45104 S T A  P O ?
8408
4618 I S I t i / C O .  O N  POS c
4624 J

p k e i f fi e t d
P i a : fo r s

8 7 4 8
0 7 4 0
47114
4 7 4 6
6 7 7 4
6 7 4 4  L 3
8 7 2 4
8 0 0 0
8 4 1 4
4 8 2 6
64134
0 8 4 4
eaS e
8468
4 4 1 4
Obae
8 4 4 4
4 4 4 4
4 4 1 4
8 4 4 4  L 4
8 2 3 8
8 0 1 4
4 2 5 4
4 2 6 6
4 4 7 4
• 4 4 4
4 4 4 4
4 0 8 4
4 4 1 8
1 4 4 4
4 8 4 4
1 6 4 8
1 4 5 8
1 4 6 8  L S
1 4 7 0
1 4 4 4
18.10
1188
1 1 4 4
4 1 4 8  ;
4 4 3 4
1 4 4 0
1 1 5 0
1 1 4 4
4 1 7 4
1 1 8 0
1 1 4 4
1 2 8 4  4 4
t i l l
1 2 2 4
1 4 4 4
4 4 4 4

8 6 3 6  J S R  1 0 4 4
8 6 4 8  1 0 4  4 3
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4 4 6 4  I T S
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8 4 4 4  2 1 0 0 1  c c c c c  d a t e  4  s e t
0 4 4 4  : h o r i z o n t a l  p O s i t i o n 5
• 7 8 •  ;
4 7 4 4  1 0 4 0  1114 S P AI
4 7 4 4  S T A  . . . . . .

LOA z eps
STA 2 0 4
IN C  2 8 4
LDS U P S
LOW 4 0
LOA 5 4 4 P 4 4 , 4
sTo 1 2 0 4 4 , 4
4 4 4
IN V
CPU 4 4 4 8
8 4 4  4 4

1114
S IA
INC
LOA
I T S
1411
LOY
11/4
STA
4114
'N Y
CPU

UP I P l a y e r /
NP OS P I
/ 0 4
R I
243
4 8
Ap3
S H A P /3 ,6
1 2 0 1 ) , V

P la D Or  8

P l a y e r '

1 2 5 4  I N C  4 4
1264  0 1 5
1 2 7 5
1 2 8 8  I M o r i a 4 4 4 1 4 1  4 4 - 4 r 4 1  . . . . .
1 4 4 8
1 3 4 4  610.6 . 4 4 4 4  4 8 8
1 3 1 8  N P I  . 4 4 4 4  1 8 8
4 4 2 4  4 1 .4  . 4 4 4 4  1 2 4
1 1 3 0  M P S  . 8 4 4 4  1 2 4
1 4 4 8
4 4 4 4
4 3 4 8
1 4 7 8  I M O  . 4 4 4 4  4 4 3
1 4 4 8  U P I  . 8 4 4 4  1 4 8
1 4 4 4  V P 2  . 4 4 4 4  1 4 1

: : : :  : 4 3  . 8 4 4 4  4 2 4
1 4 4 4  / S 4 4 8 0  1
4 4 3 0
1 4 4 8  4 4 4 4  . 8 4 4 4  I S
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4414  t e l . ,  . 8 4 4 4  5 2
1 4 4 0  C O L I  . 8 4 4 4  1 4
1 4 4 0  C 0 4 2  . 4 4 4 4  C l
1 4 4 4  C 0 4 3  . 4 4 4 4  4 0

: : : :  ; P I
4 5 7 4  1
1 4 8 0  P 4 4 4 8  . 8 4 4 4  I
4 6 4 4  P 4 4 6 1  . 8 4 4 4  1
1 4 4 4  r 4 4 6 4  . 8 4 4 4  •
1 4 1 8  P P P P P  . 8 4 4 4  8
4 4 2 8  ;
1 6 3 4  ; P l a y e r  p r i o r i t y
1 4 4 8  ;
LOIS    . 4 4 4 4  I
I S I S

1 4 4 4  1  PPPPP 4 . 4 1 4

11 6 2 4 768 •  P N I B A S C
s m a r fe  . M Y T 1  4 . 4 8 , 1 4 8 , 6 6 . 0 . 6 . 4 , 8 . 6 . 8

, 5 6 . 1 2 4 . 4
OM 9

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

4 , 4 4 , 4 4 . 8
1 7 4 4  5  p

1 7 6 6  S mAP E 2 8 4 / 4  8
,
4 4 , 1 4 4 . 4 8 , 6 6 .
1 4 4 . 1 4 4 .

4 4 4
.
1
1 8 .
1 2 4
„ 4 2
6 . 6
4 , 4

1 7 7 0  •  P 1 4 8 4 5  PPPPP
4 7 0 4  P P P P P  , 4 4 4 4  4
,
4 4 4 , 2 4 4 , 1 2 4 , 4
4 4 . 4 4 4 . 1
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4

; V o r t i c a l  c o  4 r d i

•

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  ac tually  needed for
the player missile stripes. The value 3 is
added to the value of the hi-by te of
PMBASE at line 220. This  means that,
when using the indexed instruct ion (line
790), the program only  clears f rom
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 Oat PMBASE+1024,
Player 1 at PMBASE+1280, Player 2 at
RIFIASE+1536 and Player3 at
PMBASE+1792.
Lines 1300 to 1790 assign various addres-

ses 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 HP0 to
HP3 are the horizontal co-ordinates of  the
player missile stripes.

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

LLuitirnied overleaf
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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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1 8 6 6  1
11318 ;M A C N IM E  C A N E  RRRRRR V
1 8 2 8  ; b y  S TIP A *  W i l 1 1 4 A s o n
1 8 3 8  F O R  P A G E  6
1 8 4 8  •
1 8 5 8  ;1 1 1 3 .2  -  H OV E  L L L L L L  S
1848
1878  . A P I  0 6 1
spa* * 7  1 6 2 2 1
I I / 8  S L I C E S  6 1 2
1 1 8 8  S E I P P  =  2 8 0 0 8
1 1 1 6  A M 1 0 8 0  . 5 E 4 1 . 0 1
0
7 4
1 1 2 6
1 1 1 8  m a k tt t o 0  S T I C K S

2 4 2 8  O N E
1 4 2 8  I D A
2 4 4 0  C A P
2 4 5 0  S S E
2 4 6 8  D E C
2 4 7 8  1 7 1  L O A
2 4 8 0  c m P
2 4 1 0  O N E

CAP  D I G
RE A l l l l l
J S R  C A E C A S T S C A

1/441
1 1 5 6
1 1 6 0
1 1 1 0  l l l l l  N Y S
1 1 6 8  C H E C A S TIC A
I S S A  U P  C A P  A L A
Z AAA O N E  D O A N
2 0 I 5  I D A  F 1 4 6 •
2 8 2 0  C A P  A I
21130 O N E  U I
2 0 4 8  D E C  A P O
2 0 5 8  U I  I D A  F L A G !
2868  C M P  A i
7878  S U E  112
21188  D E C  A P I
2 0 1 0  U 2  I D A  F L A G !
2 1 8 8  C A A  N I
1 1 1 8  I N C  U I
2 1 2 0  D E C  U P ?
2 . 1 3 ,  U 3  I D A  F L 0 G 3
2 1 4 6  C A A  N i
2 1 4 8  O N E  U 4
1 1 8 8  D E C  U P S
2 1 7 8  U 4  J S R  D E LA Y
2 1 8 8  1 4 1 1  LOA D

2288  D OA N  C A P  0 1 1
2 2 1 0  O N E  L E F T
2 2 2 0  I D A  FLA GS
2 2 1 6  C A P  A I
2 2 4 8  O N E  D I
2 2 4 8  I N C  U P S
2 2 6 0  D I  L O A  7 1 .0 6 1
2 2 7 8  c m . N I
2 2 8 8  O N E  8 2
2 2 1 8  I N C  U P I
2 1 8 8  0 2  1 0 4  F L A G 2
2 2 1 0  C M P  111
2 1 2 8  S S E  0 2
2 1 1 8  I N C  1 .7 .2
2 1 4 8  0 3  L O A  7 1 1 6 6 2
2 1 5 0  C M P  N I
?SOO S H E  D A
7 1 7 4  I n c  1.11.2
2 3 8 0  & A  1 5 8  l l l l l
7 3 2 8  I S M  LOA D
2 4 8 8
2 4 1 0  L E F T  C A W  A l l

2 5 6 4  D E C  A P I
2614 LF2 tom rLAG2
282e c m p  Al
2 3 3 5  O N E  L E !
25411  D E C  A P 2
2 0 5 5  L I
.
1  
L O
A  
F L
A G
1

2 4 6 0  ( A P  N I
7 3 1 8  O N E  ( F 4
2 6 6 8  D E C  M A S
2 4 1 •  I P A  J S R  D E LA Y
2 8 8 4  . 1 4 8  LOA D
2 6 1 0  1 1 1 4
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2 6 4 8  I D A  L L L L L
2 6 5 8  C A W  A l
2 4 4 6  O N E  R I
2 6 7 8  I N C  H A G
2 6 8 0  R I  C A P  N I
2 4 1 8  O N E  0 2
2 7 8 8  I N C  M A I
2 7 1 8  0 2  I D A  L L L L L
2 7 2 0  c M P  N i
2 7 3 8  O N E  0 3
2 7 4 8  I N C  N P 2
2 7 4 8  113 L O A  L L L L L
2 1 6 8  C A A  A l
212N4 O N E  0 4
2 7 0 0  I M F  M P S
2 7 1 0  O A  J S R  D E L A Y
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2 8 1 8  I T S
2 6 2 8  l l l l l  COOP 1118
2 8 1 8  O N E  • I d i c a
7 8 4 8  L O S  L L L L L
1 0 5 0  C A P  0 1
2 8 0 6  O N E  0 I . 1
1 8 7 0  D E C  M P S
2 8 8 6  D E C  A P O
ZATA 0 1 , 1  1164  L L L L L
2 7 0 0  C A P  N I
2 1 1 6  • 0 1 1  6 1 . 2
2 0 2 0  D E C  M A 1
2 1 1 5  D E C  A P I
2 0 4 4  0 2 , 2  L O A  F L A G ?
2 8 5 0  C M P  N I
2 1 6 e  O N E  6 0 . 1
2 5 7 8  D E C  A P 2
2 5 8 8  D E C  V A Z
2 1 1 4  0 1 , 3  L O A  FLA GS
3 4 8 4  C M P  N I
1 8 1 6  O N E  0 1 . 4
3 4 2 0  D E C  1103
2818  W I C  A P I
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3 7 8 8  C M ,
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3 7 2 8  • C C  H p z
3 7 3 8  I N C  A P Z
3 7 4 8  1 0 4 . 3  L O A  L L L L L
3 7 5 6  C A P  A I
3 7 6 8  O N E  0 1 . 4
3 7 7 •  D E C  A P 3
3 2 0 8  I N C  A P I
3 7 1 8  0 4 . 4  J S A  D E L A Y
2 8 0 0  J S S  L o o m
3 8 1 0  L L L L L  1214
3 8 2 8  L L L L L  L O A  I S I A 0
3 8 3 8  L i  L O N  1424
1 6 4 6  4 6  D E A
1 8 5 4  O N E  L A
S AGA D E N
,SATO O N E  1 . 7
3 6 6 0  R E S

Listing 2 - moves selected players around the screen with a joystick

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 lound 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-hit format via
a program that I wrote in SI 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 VP0 to VP3.
The horizontal positions are set by the
registers HP0 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 LEN3 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 system (lines
750-760).
To customise the routine for your own use

all you need to do is change the values of
the registers in lines 1300 to 1630.11 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 o
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 affected by the joystick. A value of
I 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 so, then the program does not need
to check any further and exits the routine
(EMI). 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 SETPM
LOOP JSR MOVE

tIMP LOOP

If using the Atari Assembler Cartridge or
MAC 65 you can use the debugging mode
to run the routine.
In most applications before the program

goes back to the move routine, other
routines are acces,sed to check collision de-
tection. limit the area in which the players
can 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. Player 0 is
shaped like a face and player 1 is the eyesand 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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LK 3 4 7 1 :  D A TA  1 e m , 1 4 1 . 1 7 3 . 1 2 2 . 1 4 1 . 2 0 1 , 1 . 2
0 8
.
3
.
1 0
6 ,
1 0
6 ,
1 4
1
,
1 7
2 .
1 2
1 .
1 4
1 ,
2 6
1 .
1 ,
1 6
4

s t  1 : 2 : :
6 0 4 T4  1 0 7 . 1 4 1 , 1 2 . 6 1 . 1 4 1 , 3 2 . 2 4 3 . 1 4

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

6 , 2

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

0 6 , 1 4 1

40 3 6 3 4 •  D A TA  1 7 3 , 1 2 2 . 1 4 1 . 2 0 1 . 1 . 2 6 4 . 1 . 2 3 8
, 4 0 7 , 1 4 1 , 3 2
.
4 1 , 1 4
3 . 1 2 . 2 4 1 . 1 4
6 . 1 4 . 2 6 1 . 1

6 , 2 6 8

TM 3 4 3 0 0  D A TA  6 1 , 1 7 3 . 1 1 6 . 1 6 1 . 2 6 1 , 1 , 2 0 6 . 6 ,
1 0 1 , 1 6 4
.
1 4 1
.
2 6 6
,
1 6 6 , 1 4 1
.
1 7 1 , 1 2 1
, 1 4 1 . 2 6

4 . 1 , 2 0 6

s4 1 6 2 0 6  D A TA  6 , 2 6 6 . 1 8 5 . 1 4 1 . 2 0 6 . 1 6 1 1 . 1 4 1 , 1
7 3 , 1 2 2 . 1 4 1
.
2 6 4
.
1
.
2 6 4
.
0
.
2 0 0 . 1 4 4 . 1 4
1 . 2 6 1

. 1 1 0 , 1 4 1

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

1 4 0 . 1 6

VS 8 5 5 5 *  D A TA  2 8 1 . 6 , 2 0 8 . 1 1 9 . 1 7 3 . 1 L I O , 1 4 1 . 2 *
1
.
1
.
2
4
0
.
0
.
2
3
6
,
1
0
4
.
1
4
1
,
2
6
6
.
1
0
0
,
1
4
1
.
1
7
1
,

1 E 1 . 1 4 1

UN 1 0 3 . 6  D A TA  2 0 1 , 1 , 2 6 4 . 6 . 2 6 0 , 1 6 6 . 1 4 1 . 2 1 8
, 1 6 6
.
1 4 1 ,
1 7 3
.
1 2 2 .
1 4 1 .
2 . L .
e .
1 0 6 ,
4 . 2 6
4 . 1

1 0 , 1 4 1

NZ OOOOO D A TA  2 3 8 . 1 . 6 . 1 4 1 , 1 7 1 . 1 2 3 , 1 4 1 . 2 8 1
,1 , 1 1 0 0
.
6
.
2 6 . 6 , 1
3
1 . 1 4 1 .
2 1 8 , 1 0
7 . 1 4 1 ,
3 2 , 8 1

141

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

.1 2 8 , A 4 1

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

6 4 , 1 4 4

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

. 2 0 6 , 6

Cs 3 0 4 1 0  0 0 I 4  2 3 1 , 1 1 0 . 1 1 1 . 2 3 6 , 1 6 6 . 1 4 1 . 1 7 3
, 1 2 3
.
4 4 1
.
2 6 1
.
1
.
2 0 6 ,
6 . 2 1
0 . 1 1
' ,
1 4 1 ,
2 3 8
„ t

6 7 . 1 4 1 , 2 2
IN  7 0 4 4 0  ON TA  8 1 . 1 4 3 . 3 2 . 2 4 1 . 1 4 4 , 1 6 , 2 8 1 , 1 .

2 0 6 , 1 5 6 , 1 7 4 , 1 2 0 ,
1 4 1 . 2 6 1 . 1 . 2 0 8 . 6 „
2 0 6 . 1 0 4ZO OOOOO D A TA  2 3 4 . 1 0 6 . 1 4 4 . 1 7 3 . 1 2 1 . 1 4 1 . 2 6 1
.
1
.
2
0
0
,
6
.
2
6
6
,
1
8
6
,
1
1
1
,
2
3
0
.
1
0
6
.
1
4
1
.
1
7
1
.
1

ZX 3 0 1 8 5  D A TA  1 . 2 c 4 . 6 . 2 4 1 m . 1 0 6 . 1 4 1 , 2 1 8 . 1 1 0
.
1
4
1
.
1
.
?
1
1
.
1
2
3
,
1
4
1
,
2
8
1
,
1
.
2
0
0
.
6
.
2
0
6
,
1
0
7
.
1

4 1 , 2 7 5

RN OOOOO D A TA  1 1 1 , 1 4 1 . 3 2 , 6 1 , 1 4 * , 3 1 , 2 1 1 3 . 1 4
c l o
,
1 6
4 6 ,
s i t
e
,
1 6
7 . r
s .
2 6
2 , t
8 8 ,
r w
l s o
, 2 *

8 , 2 4 8 , 1 6
•

A l l

N J

Listing 3 - BASIC program using the machine code routines

continued overleaf
with listings 4 and

•
•
-
k
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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 wont 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 SETPMS and
assign variables to the page 6 registers,
Line 210 calls up this routine and passes
the parameters PN1BASE, 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 0  ; M A C H I N E .  C O D E  . . . . . . .
2 0  b y  S t e e l .  W i l l i a m s o n
4 4  I f o r  P A 6 t  6
4 8
5 0
OS ,1 1 4 1 6 .1 C V E R S I O N
7 8
0 0
48 ; L o a d  A 0  v e r ( 0 0 1 0  5 LTA H O
0 1 0 0  ; C a l l  T e i t h t
0 1 1 8  4 4 1 1
,
U 5 S I A D O  
t t t t
t  
0 0 1 .
6 . M O
A S F ,
S D P I
T C L .

8  I P O I O R I T T . D U M M M I
8 1 2 8
014111

8 1 4 0  *150 O P T  0 8 J
0 1 8 6  H P O S P O  .  4 3 2 4 0
4 1 7 5  N P O S P 1  =  5 3 7 4
.
0
4 1 6 0  I T P O S D 2  =  4 3 1 6 8
• 1 1 6  M P O S P 4  5 3 2 5 1
• 2 4 0  M P S  7  1 5 4 6
8 2 1 6  1 4 P1 .  1 5 3 7
0 2 2 8  5 1 . 2  1 5 3 0
0 2 4 0  0 .1 P3  =  1 6 4 1
0 2 4 8  P P S  . •  1 5 4 8
0 2 5 6  0 0 1  =  1 5 4 1
021116 V P 2  a  1 5 4 2
8 7 7 0  U P I  m  1 5 4 3
0 2 0 0  LIONO .  1 5 4 4
0 2 4 4  1 E 0 1  r  1 5 4 5
8 1 8 0  L I N E  .  1 5 4 6
8 4 1 8  L E 0 1  .  1 5 4 7
4 3 2 0  S H A p t a  =  1 5 4 4

4 3 3 6  S  AAAAA 2  1 6 0 8
0 1 4 0  5 1 4 4 0 # 7  =  1 6 8 6
4 1 5 6  6 0 4 0 4 3  .  1 7 2 6
0 3 8 0  •
8 3 7 0
0 4 0 0  1
8 4 9 8  P L O

sTO 2 8 4  G e t  P HRAS E
8 4 8 0  P L O
O4 1 8
0 4 1 8  s I s  4 4 2 7 4
O4 3 •  C L C

0 4 5 0  : 7 :  7 : 4
8 4 4 8

O4 6 0  % T A  2 • 6

0 4 7 4 .  L O A  N O
0 4 0 0  I T S  2 0 3

PLO
8 5 1 0  P L O  5 e t  S O P I C I L

I I I  5 5 4
0 5 4 0  P L O
8 5 2 8

8 3 4 8  P L O  G e t  P R I O R I T Y
I T S  6 7 3
L O A N O  C l e a r  1 . 0 1 1 1 5 3 e n

. 5 7 0  5 1 A  5 1 2 7 0  r e  AA
O5 8 0  1
0 5 0 0  ; C l e a r  0 1 4 0 0 0 r  n i s s i l e  s t r a p e s
0 6 0 0  ; 0 #  l e r b a g e
8 6 1 0

O6 5 4  L 1 1 1 4  N O

( D O  s e8 6 2 0

11640 L I  L O Y  WO
8 0 5 0  L I &  5 1 0  ( 2 0 3 1 , Y
0 6 6 0  I N T

0 6 0 4  1 5
2
1 1
0
:  1
2 0
1 :

6 6 7 0

1 4 3 . 4  5 1 1  U P  P l o Y T O  M I S S I L E  5
.
1
,
5 4 E 1 1

1 1 4 4 1 t1 4 1 1 1 1 1 0  r  2 2

6 6 / 0  I N N
0 / 0 0  C O N
OT I O  8 0 4  I I
0 7 2 0
O2 3 0  3 5 0 3 1 t 0  0 *  P H
8 7 4 0
4 7 5 8  1 0 8  014
• 7 6 0  S T &  8 3 2 7 7
0 7 7 0
0 7 8 0  ; 1 0 0 4 1  s h a p e  d a t a  &  s e t
Of / 0  , h o r i  p o s ( t I D A S
0 8 0 8
0 8 3 0  P L O
6 8 1 0  ( 0 8 0  L D A  8 0 0  0 1 0 0 0 r  0
0 8 8 0  5 I A  8 0 0 5 .P 0
8 8 4 0  1 0 4
0 8 5 0  I T S  2 0 4
6 6 8 0  I N C  7 0 4
• 8 1 0  1 0 /  U P S
• 8 6 8  L O K  N O
O8 2 0  L 1  1 1 1 0  5 H 0 P E S . X
0 4 0 6  S T A  ( 2 1 1 4 1 , S
4 4 9 /4  I N N
8 , 2 0  I N V
0 1 1 0  C P S  1 4 4 1 6
8 4 4 0  O N E  1 . 3

3

O1
,
5
•

1 1 0 0
/ 1 1 O
1 1 2 6
1 1 1 8
4 4 4 8
1 1 3 8
1 1 6 0
1 1 7 4  L S
1 1 8 8
1 1 0 0
1 2 0 0
1 2 1 0
1 2 2 0
1 2 1 8
1 2 4 6
1 2 5 8
1 2 0 0
1 2 7 4
1 1 8 0
1 2 4 0
1 3 8 0
1 3 1 0  L O
1 1 2 8
1 3 1 0
1 4 4 8
1 3 5 5
tz s e
1 4 7 0

L O A 0 0 1
ST O  P I P O S P L
I N C  2 8 4
L O A N O
6 1 0  / S I
L O Y U P !
L DX  0 0
LO A  S M A P E I , X
S T A 4 2 0 3 1 , V
I N X
' N Y
CON 1.3111
ONE 1 4

P I

( D O  M P ?  P l a y e r 2
$ 1 4  N P O S P Z
I N C  2 0 4
L O A N O
ST O  7 8 3

t : :  7 0 :2
1001_5 PPPPP 5
14%T A ( 2 0 3 1 , e
I N N
I N V
CPX 1 2 8 2
s e t  1 5

L O A 0 4 3  P I O N O r l l
S T A 8 P 0 5 , 3
I N C  2 0 (
LOA A O
S T & 2 0 3
LON 4 4
LOT 8 0 8
( D O  5  P P P P P
S T A ( 2 4 1 . 1 ) . /

1104
IN T
Com L E N S
PIE L e
M I S 311

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. •

11

13

7

Figure 3 -
JOYSTICK DIRECTIONS



I

MACHINE CODE LIBRARY
RE M  1 * * * * * 4 8 1 1 4 , 4 * * * * * * * * * * * * * * * * * * * I H , H * *
RE M  *  M A C H I N E  C O D E  L I B R A R Y  3  *
RE M  *
RE M  *
RE M  *
RE M  *

P L A Y E R  M I S S I L E  S Y S T E M
L i S t i n g  5

b y  5 5 0 P h e 4  M i 1 1 i a N s 0 4

RE M  *  M E W  A T A R I  U S E R  A U G U S T  0 9  *
RE M  * 4 1 - 1 m * * 4 * * * * e m l m

5 8  G R A P H I C S  0 : S E T C O L 0 R  2 , 8 , 0
6 0  G O S U B  3 8 0 1 8

7 0  R E M  S E /  S T A R T I N G  P O S I T I O N S
0 8  P O K E  V P 0 , 1 1 4 : P O K E  V P 1 , 1 1 1
9 0  P O K E  H P 1 1 , 1 2 0 : P O K E  H P 1 , 1 2 8
1 0 0  P O K E  c 0 1 0 , 5 2 : P O K E  C 0 1 1 . 1 4
1 1 0  P O K E  L E N 0 , 1 3 : P O K E  L E N 1 . 1 7
1 2 8  P E N  L O A D  S H A P E  D A T A
1 3 0  R E S T O R E  1 5 8

1 4 0  F O R  1 = 0  T O  1 2 : R E A D  A : P O K E  S H A P E 8 I " I
, A : N E X T  I

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

V P  1 6 8  R E S T O R E  1 0 0

VP 1 7 6  F O R  I - 7 0  T O  I fi t R E A D  A : P O K E  S H A P E 1 + I
. 4 : N E X T  I

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

TY  1 9 0  R E M  S E T  P A R A M E T E R S

NY 2 0 8  p m 6 AS ( I 3 5 8 5 4 :5 0 m T C 1 =6 2 :P R I O R I T y =1
110 2 1 8  Az U S R C AD R U S E T P M $ 1 , 3 6 0 6 4 , 6 2 .1 .6 )
EL 2 2 9  R E M  M OVE P L AY E R S
XG 2 3 0  S T
,
S T I C R (
0 )

OM 2 4 0  Y . P E E K( V P 1 1 :N =P E E K( M P L 1
JF 2 5 6  Y I =Y . C 5 T =1 3 ) . . . C S T =S ) . 4 S T =5 ) - ( 5 T . 7 . 6 3 -

C
5
T
=
1
6
)
-
(
S
T
=
1
4
1

ZE 2 6 6  N I =N - F C ST =6 ) * ( ST =7 3 + C ST =5 , - C ST =1 , 1 0 - C
s T = 1 0 )
-
( S T 7 1
1 )

MX 2 7 0  P O K E  V P 9 , Y 1 4 3 1 P O K E  H P O
0 4 1 : P 0 K E  P I P I L . X 1

VA 2 0 8  A=U SR I AD R ( SET PM S) 4 1 .5 8 2

E l
OF
MG
JM
FD
E D
BA
EP
SE
111
MG
0 1
J r
T T
WM
RD
TT
TE

1
2
3
4
5
5
7

Listing S - How to use the routine in listing 4
NO 2 9 0  C O T O  2 3 8

I N  3 0 0 8 8  R E M  S E T  U P  P M S Y S T E M

UJ 3 6 6 1 0  M P O =1 5 3 5 :8 6 .1 =1 5 3 7 :M p 2 r 1 5 so , m p s=1
5 3 9

R J  3 0 8 2 8  V P . = 1 5 4 8 2 8 P 1 . 1 5 4 1 : v P 2 = 1 5 4 2 : 0 P 1 = 1
5 4 3

I n  3 8 0 3 0  1 E N 0 . 1 5 4 4 : 1 5 0 1 1 = 1 5 4 5 1 E N 2 7 1 1 5 4 6 1 R
N 3 = 1 5 4 7

TB 3 6 0 4 6  5 M 0 P E 6 =1 5 4 6 :5 N AP E 1 =1 6 6 6 :5 M AP E Z =1
5 6 6 :S M AP E 2 =1 7 2 8

GL 3 8 8 5 0  C O L 8 =7 0 4 :c 0 1 1 =7 0 5 :C 0 1 2 =7 8 6 :C O L 2
7 8 7

NB  3 8 0 6 0  D I M  S E T P M 5 ( 1 0 2 )
O0  3 0 0 7 8  R E S T O R E  4 0 6

VS 3 0 6 6 0  F O R  I = 1  T O  1 6 6 :R E A D  A :S E I P M S 2 2 , 2
1 ,
C
H
R
S
(
9
) :
N
E
X
T  
I

E J  3 8 0 ' 9 0  R E T U R N

01  3 0 1 8 6  D AT A 1 8 4 . 1 0 4 . 1 3 3 , 2 6 4 . 1 4 1 , 7 . 2 1 2 . 2
4 , 1 0 5 , 3 , 1 3 3 , 2 6 4
.
1 3 3
,
2 8 5
. 1 6 9 . 0 , 1 3 3 . 2 0 3 .

1 6 4 , 1 8 4

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

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

4
,
1
6
4
,
1
7
3
.
6
,
6

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

2 3 2

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

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

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

2 3 6

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

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

•

MUST° COMPUTER CLUB
FOR S E R I O U S  A T A R I  a o o / n / x E  U S E R S

*  F r e e  m e m b e r s h i p  w i t h  fi r s t  o r d e r
*  No  m i n i m u m  p u r c h a s e  *  S p e c i a l  o f f e r s

REINligg2 23150 (Disk)
De s k top p u b l i s h i n g  o n  y o u r  A t a r i
Mix g r a p h i c s  a n d  t e x t
Wide s e l e c t i o n  o f  f o n t s
A d j u s t a b l e  c h a r a c t e r  h e i g h t  a n d  w i d t h
Load P r i n t s h o p  ( t m )  i c o n s
Load p i c t u r e ,  f o n t ,  a n d  t e x t  fi l e sUse a n  p r i n t e r
Free  p a i n t  p r o g r a m  a n d  f o n t  d e s i g n e r
This  a d  d e s i 9 n e d  u 5 1 n 9  N e w s  S t a t i o n

TRRIWRITER P L U S 1 1 . 5 0  ( D i s k )
Hord p r o c e s s o r  w i t h  s p e l l  c h e c k e r  a n dmail m e r g e

1 0 . 0 0  ( D i s k )
us e  w o r d  p r o c e s s o r

1 2 . 0 0  ( D i s k )
Conv e r ts  B A S I C  p r o g r a m s  t o  h i g h  s p e e dMachine  C o d e

2 0 . 0 0  ( D i s k )
Sop i s t i c a t e d  s p r e a d s h e e t  p r o g r a m

2 . 9 5  ( C a s s e t t e )
F u l l  i m p l e m e n t a t i o n  o f  s t a n d a r d  fi g
-FORTH a t  a  b a r g a i n  p r i c e

UT PASTE
Easy t o
BASIC COMPILER

uisitnLc
IG FORTH

POST P A C K A G I N G f r e e  f o r  o r d e r s  o v e r
4 . 0 0  o t h e r w i s e  a d d  4 0 p .  E E C  c o u n t r i e s
add 1 . 0 0  p e r  o r d e r .  N o n  E E C  c o u n t r i e s
add 1 . 0 0  f o r  1 s t  i t e m  7 5 p  f o r  o t h e r s .

2 . 9 0  C a s s e t t e s

3 . 1 5  C a s s e t t e s  1 . 1 5  D i s k

t e r E
v
e
n
t
s

K
e
n
n

Da

CALLISTO COMPUTER CLUB
ENTERTAINMENT O N  YO UR A T A R I  8 0 0 / X L / K E
*  F r e e  n e w s l e t t e r  *  F r e e  c a t a l o g u e
*  P u b l i c  D o m a i n  *  S e c o n d h a n d  g a m e s

E n c o u n t e r ,  R e v e n g e  I I ,
S l i n g  S h o t ,  Z y b e x ,  G a u n t l e t ,  T w i l i g h t
W o r l d ,  B o u l d e r d a s h  I  o r  I I ,  R o c k f o r d ,
BMX S i m ,  R e d  M a x ,  L a s t  V 8 ,  G r a n d  P r i x ,
S o c c e r  M a n a g e r ,  S p e e d  A c e ,  H a r d b a l l ,
N i n j a  C o m m a n d o ,  L a s  V e g a s  C a s i n o ,  1 8 0
P h a n t o m  G h o s t b u s t e r s  J a c k y  W .  D a r t s

R o b o t  K n i g h t s
A s t r o d r o i d ,  W a r  C o p t e r ,  S p a c e  L o b s t e r ,4 S t a r  C o m • i l a t i o n  1
0 . 1 5  C a s s e t t e s  1 2 . 1 5  D i s k  S t a r  W a r s ,l i i

ROM CART AIDG E5

P l e a s e  m a k e  o u t  c h e q u e s  o r  P . O ' s  t o :
C a l l i s t o  C o m p u t e r s ,  D e p t  4 1 1 4 ,  N e b o ,
A m w I c h ,  G w y n e d d ,  L L 6 8  9 N E

T e l :  0 4 0 7  8 3 0 7 0 4
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DRACONLIS 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, fi rst coiled 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 a t  the far r ight • 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  h e
still takes a LOT of beating, though!!
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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 o r  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.

ow on to a veritable feast of tips from your
fellow readers! A  whole mix  o f  hints and
cheats that wil l  help you get a  whole lot
more out of some of your favourite games.
Paul Parry o f  Lichfield, Staffs starts us off
with these cheats.

It's easy to go through the levels on Tynesoft's P H A N T O M .
If you have the cassette version and cannot 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 lo t o f  programmers put their own cheat codes into games so

that they can p lay test them and here are a  couple written by
the some programmer. First is H E N R Y ' S  H O U S E  (Master-
tronic). On  the tit le screen, enter 'CPM' while  the music plays.
and a  picture o f  a lit t le  bug will appear. You now have infinite
lives! M I R A X  F O R C E  (Tynesoft) works in  the same way.
Simply type in  'CPM on  the title screen for that little bug to help
you out again, th is t ime by disabling the collision detection.

i f
/
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On t o  some gaming hints now
rather than  cheats. Simon Bod-
ger of Chichester has been play-
ing a  couple o f  quite different
games and has discovered ways
to get a bit more out of therm Do
you want to  be first off the block
in SPEED ACE? lust push

HACKER
The password to log on
is AUSTRALIA

The security checks are:
(1) MAGMA(space)LTD
(2) AX-0310479
(3) HYDRAULIC
(4) AUSTRALIA

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 L E A G U E  C H A L L E N G E  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,
wonder l i 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 hos come up with some
tips on a couple of very popular  games. I N T E R N A T I O N A L
K A R A T E  is one that some people find hard but if you hol d
down 'X' on the keyboard and a number  between I  and 4, you
can change the speed of the game. '4' is the slowest and '1' the
fastest. E N C O U N T E R  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 you
should be able to avoid it wi thout 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  L O O K
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 KI CK CHEST - LOOK CHEST - GET KEY • W • GET
CANDLE E  - OPEN DOOR- LIGHT CANDLE - DROP MATCHES
- GO DOOR G E T  IRON - UP - S - DROP KNIFE - GET BIBLE -
UP • W P ULL CORD - DROP IRON - E - DOWN - GET KNIFE -
GC CORRIDOR - GO DOOR - E - GET HAMMER - GET SAW - S -
DROP SAW - GET RAG - N E  - DROP RAG - W • W - UP - S - UP
• N - N LO O K SHELVES - PULL BOOK - GO PASSAGEWAY -
UP • E REMOVE NAI LS- DROP HAMMER • GO HATCH - GET
WIRE • S - PUSH TABLE W  D O W N  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 - GET CROSS - N - W - UP S
• W N  LO O K 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 CORRI DOR.
GET MATCHES - GO DOOR - E E  - DROP COAL - LIGHT COAL
• OPEN GATE E   t o  freedom!!

SURPRISE ..• SURPRISE!
Here's a  coupl e o f  mysteries sent i n by  A.C.  Thompson of

Cwmbran, Gwent,  I t  would be nice to tell you what happens but
the Tipster  i s getti ng too ol d now to escape al l  those fal l ing
boulders. You should see the bumps on m y  head! Try them for
yourselves, a nd see what surprises are i n store.

Firstly B O U L D E R D A S H  I L  I f  you can enter  your  'EXIT'
exactly a s  your  t i me clicks to zero, you wil l  have a bri l l iant
surprise!! Thi s  onl y  works on the ear ly stages though a nd re-
quires precision timing.  You are gonna get a  lot of practice on
level I !  B L U E  M A X  is the other one. Try bombing your own
hangar  in this game, instead of landing and you may find a hint
or Iwo for  up-and-coming programmers to illustrate how games
are programmed!

Another  o n e  f r om  G r a ha m  P l um be  concer ns A T A R I
A R T I S T .  O n the mai n menu,  i f  you posi tion the cursor over
the centre of  the Atar i  l ogo 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
Q U E S T  F O R  E T E R N I T Y ,  lots and lots of people wrote
about this, how about a solution, whole or partial?
From Kieron Wray comes a request for help with S P I K Y

H A R O L D  - anything at all welcomed at least how to get to
the second level! We were able to help with his Miner  2049er
query but it's over to you for the hedgehog tips.
Still no sign of  any inf ormat ion on O P E R A  H O U S E  and

D A R K  C R Y S T A L  a r e  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 I con twist his arm (or something!) for next
time!

GIVE AWAY  T I M E

the two free tickets for AL TON TOWERS go to Jonathon Simp-
son for his map of Draconus. He must have fought long and
har d to have got al l  the way round.  We want a ful l  map of the
Black Hole next time, Jonathon!
Next issue we are giving away A S O N Y  W A L K M A N  P E R-

S O N A L  HI - 1 1 1 !  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 tr ip to Disney-
land, the Tipster's pockets aren't deep enough tor that (i  ain't
even been to Alton Towers)! It's the fun of  it al l  that counts.
Send everything to THE TIPSTER,  NEW ATARI  USER, P.O. BOX
54, S MI TO RD,  ST16 1DR

A TIPSIER EXCLUSIVE!
4
4
,

, • 4144
,
1 -?

Every reader  sending new hints,
tips, cheats,  maps etc. to
THE TIPSTER wi l l  receive an
EXCLUSIVE TIPSTER badge!
There is no other  way you can
get one of these badges so you had better  get explor ing al l
those Atar i  games and send in some info,  pr onto.
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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. Waisham of Leigh on Sea asks it
Turbo Basic is available on his lo k Atari 400.
Although I 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 1
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 SS6 SLR. 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 I 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 for
as I 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. It comes with the language if you order it
from the Page 6 Accessory Shop. Incidentally, I
still get people asking where they can get Turbo
Basic. Most Public Domain libraries, including
the Page 6 one, stock it, so you should have no
trouble in that respect.

HINTS

35 N e w  Mar l  User - Issue 39

Finally, a couple of hints suggested by readers.
Andrew Thompson from Cwrnbran in Gwent has
found the vector address for the Basic statement
table. If you look at memory locations starting at
OPEEK(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 IB

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

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 too
many names to list, but you know who you are. Thanks.

MORE NEW COMMANDS

As I said, I am writing this at very short notice, and, unfortun-
ately, I 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 !,
El and EXOR, and supplies a procedure which will convert
string (stored in G_SS) 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
verso (G_TYPE=SWAP). Make sure you ONLY use characters a-z
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, I 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 O. 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
U-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 )1 6
2  p l u s  
1 1 1 6
'  
p l u
s  
1 2 •
1 6 "  
i
n  
d e
c i
m a
l  
-  
i
.
e
.

2560+176+12 = 2748. So 274B in decimal is 'ABC' in hexadecim.
al. I 'm sorry if  this is vague, but I haven't the room to go into a
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 al



x. Since these numbers are stored as strings, they can't be
manipulated by aritHmetic Operators (+, e tc. ) unless they are
changed back to decimal first. This can be done by using
DEC(HS) which yields the number (in decimal) represented bythe hex string, H$-

A quick group of examples :-

1) PRINT HEX5( 110) gives the answer '6E'
2) 10 DIM H$(10)

20 H$= "ABC"
30 PRINT DEC(H$)*10

RUN will give the answer '27480' which is A l 3 C
1 6
• 1 0
1
„

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

FOR L=50600 TO $0677

which is exactly the some us writing :

FOR 1 .
-
1 5 3 6  
t o  
1 6
6 3

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 I 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 aremainder. So

10 D r y  B
20 13•=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. I f  you 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
M A C ,  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

Ni
VC
OW
N J
AZ
OE

LH

OM
OT
Oli
WN
VS
To
KA
MN
T i
I P
WO
NW

I L
EN
PD
M f
SM
LC
I R
MN

2
3
4
5

7

REM
REM
REM
REM
REM
REM
REM
PEN

YO 1 0  D I M

OY 1 8 0
SC 1 / 0
GM 2 0 0

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

in ssu m o u t e llia n su u sa sm u st ist ru n t u a
n sm zU T U R B O  B A S I C  T U T O R I AL  4  A
A A R  G o r d o n  C a m e r o n
•  t o r  M E N  A T A R I  U S E R

L I S T I N G  1
AT AR I  1 4 1 / X E  O N L Y

I T T S
1 1 1
3 1
M T M
I X T I
N • l i
n c l u
s 5 3

G_ S1 1 2 0 1 1 l

KE 2 0  T O _ L O W E R =1 :T O — U P P E R z 2 :sw e lP =3
DL 3 0  G O U  M A I N
NZ 4 0
I A  5 0
R J 6 0  P R O C  T R AN S F O R M
LU 7 0  T R A R S _ s T A R T = A A R T G _ S A I
8 0  O O  T R A R S _ T o R z T R A R S _ 5 T A R T t L E R ( G _ 5 A ) - 1
EN  1 0  F O R  T R A N S _ L
0 0
P I R A N 5 _ S T A R T  
T O  
I R A

N S_ T OP

1 0 0  r A T T E R A = P E E R ( T R A R s _ L o o r i
l i e  I F  G _ T Y P E L
-
1
I t o  P O K E  T R 4 N S _ L O O P , P AT T E R N P 3 2
1 3 0  E L S E
1 4 0  I F  6 _ T Y P E . 2

1 5 0  P O K E  T R AN 5 _ L 0 O P , P 4 T T E R 1 4 • 2 2
3
1 6 0  E L S E

1 7 0  P O K E  T R AN S _ L O O P .P AT T E R N  E N
OR 3 2

EN D I F
EN D I F

N EXT  T R AN S _ L O O P
ENDAROC

U M A I N
REM S W AP  c a n  b e
REM T O _ L O WER  o r
REM 2 5 0  t o  g i v e
G _ T YPE=SWAis
? " " : I N P U T  G _ 5 5
EXEC  T R AN S F O R M
? G _ S S
ENO

r e p l a c e d  b y
TO_ U PPER  i n  l i n e
d i f f e r e n t  e f f e c t s

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

10 A=25.75
20 B=MUNC(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) MI  give a pseudo-random number in the range ON.

LOGICAL COMMANDS

Listing 1

To round off this time, I ' ll briefly try and describe what are
known us the 'bitwise operators'. Turbo Basic supports three such
operators : OR (I in Turbo Basic), AND (Et in TB), and EXCLU-
SIVE-OR (represented by EXOR). These operators 'take' two oper-
ands or values, and act upon them, just like +, •  and I. You can
have '100 ! 10', '100 IS( 10', and '100 EXOR 10', lust as you can
quite legally have '100 + 10'. Unlike +, -, • and I, however, the
so-called logical operators operate on individual bits rather than
the whole numbers themselves. e la b o ra t e  briefly but, again,
space dictates how much I can cover.
Every number stored or manipulated in the computer is stored

not as a decimal value, cis 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, I 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 tram 0 to 255 on the 8-hit.
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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 2 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:

(0•2
7
) 
+  
( 1
• 2
6
)  
+  
(
1
•
2
5
)  
+  
(
0
*
2
4
)  
+  
(
0
'
2
3
)  
+  
(
1
.
*
2
2
)  
+  
(
1
*
2
1
)  
+  
(
0
•
2
°
)

The logical operators do a calculation on individual bits, or
digits of the binary number, rather than on the numbers them-
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 (1) sets (which means 'switches ON' or 'make

equal to I ' ) 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
OR

11001000 (which is 200 in
EQUALS
11101100 (which is 236 in

So, in Turbo Busic, if  we write
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0 1
1 0
0
1 0
0

10 A=PEEK(x)  (which may be 100)
20 Br-PEEK(y) (which may he 200)

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

decimal)

decimal)

dec imal)

TURBO
BASIC
the language for the XUXE
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
our existing proo,,rams

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

Turbo Basic from Page B comes complete with
a printed manual for just 0.95

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

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

or usp thp ordpr form i n page 49

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 (El) only sets the result bit if BOTH the
operand bits are 'on'.

01100100
AND

11001000
EQUALS

01000000 (which is 64 in decimal)

So, PRINT (A6111) 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).
So, in the above example, PRINT (A EXOR 11) 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 wont 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 (!)
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. I t  is on this basis that Listing I  works.

ODDS & ENDS

I 'll end on a  hopefully understandable note, b y describing a
command present on the 'ZX Spectrum' (aargh) amongst other
machines - 1NKEYS.  This function return the empty string ("")
until you  press a  key, a t  which point i t  returns the key you
pressed. So, to  wa it  until someone presses a key, you could write

WHILE (INKEY$=" "):WEND
or  REPEAT:UNTI L ( I NKEY$<>" ")

To fi n d  o u t  wh ich  ke y hus been pressed, t ry the following
example

10 DIM K$(1)
20 DO
30 K$=INKEY$
40 IF (1($<> " " ) THEN PRINT K$;
50 LOOP

FINISHING OFF

Well, tha t about wraps things up for another month. A bit of
a mish-mash, but hopefully normal service will be resumed next
time, when I  hope to  cover some more Turbo Basic commands,
as well as answering some more questions. Feel free to write to
me, especially i f  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.

Wr i te  t o  m e  c i o  1 3  Mu i r  Ba nk ,  Scone,  Per thshi r e,
PH2 6SZ,  SCOTLAND.



TURBO BASIC TUTORIAL Listing 2

Cass Disc GAMES C a s s Disc

Gunslinger 995
winter Olympiad 88 12 958.95

2295

Wax Force   6 9 5 8958,95 12 95 Winter Events   7 . 9 5 9952 99 11.95 Eidolon 9 95

Battle of Antietam

12.95 Hacker   4  99 6.992 99 11 95 Rescue on FractulaS 6.992 99

22.95

Ball Blazer 5.99

Shiloh

6.99 Rampage 6.998.95 12.95 Cross Country Road Rau •  99 5.9512.95 14.95 Atari Aces   4  99

OM

7.95 10.95 Aran Shoot'em ups 4 . 9 9

1 99

9.95 12.95 Atari Platform Pedection 4 . 9 9

River Raid ,95

6 99 Spinclizzy 4  99 6.99

4 5 8
4 6 0

599 international Karate 6.99499 6.99 Touchdown Football 6,99795 995 Pitstop II 11,954.99 6.99 Spitfire 40   4  99 6 99
4.99 6.99 Draconus   6 . 9 5 10 952.99 6.99 Druid   4 . 9 9 9.954 99 6.99 Whirlinurd 2 . 9 94.99 699 Encounter 2 . 9 9

Pole Position 1

4.99 699

Defender .95

2 "

9.95 ADVENTUREATRATEGY GAMES

5 0 8
5 1 0

C=2
POP LOOP =4401US  T O  I  S TE P  I N C -

9.95 Ballyhoo 12 952 99

66 4 1 2 2 = 1
10 D I M  A vX lI661 .151 .44 I11413

Hollywood Hi JinkS 12 958 95 10.95 Starcross 12.958 95 10.95 Cullhroats 12.958 95 10.95 Jinxter 16.958.95 12.95 The Pawn 16,956.95

120 D E C

Lancelot . . .  . 1 2  95 12.95

AA

6 99 Time 8 Maid( 1 2  95 12.95

Jel 5 8 0 EXEC P L O T

Lurking Horror . . . . . . . . . 12 95
Ingrids Back   1 2 . 9 5 12.95
Guild of Thieves 16.95

Of 1414 M V X I X ) = S I N C X ) a C O 5 ( 4 4 5 3 8 4 4 8

Knight Oro 1 2 . 9 5 12,95

P I 5 8 6

Cloak of Death 2 . 9 9

ADVENTURE/STRATEGY GAMES Disc
Alternate Reality Dungeon 14.95
Gunslinger 995
Eternal Dagger 16 95
Battle Cruise 2295
221b Baker Street 9.95
USAAF 25.95
Computer Ambush 25.95
Warship 25.95
Carrier Force 25 95
Battle of Antietam 25 95
Kamfgruppe 25 95
Mech Brigade 22.95
Gettysburg 22.95
Panzer Grenadier 22.95
Sons of Liberty 22.95
Shiloh 22.95
Field ol Fire 9.95
Duestron 995
Vietnam 9 95
Ultima IV 16 95

RAE CARTRIDGES OM

8U
OR
FO
OL
J I

Rally Speedway 95

1 99

Designer Pencil 95

.115811333Ulann4
8 R E n
l a  GOO M A I N
26
IS

River Raid ,95

2.99

Plitaii II 95

4 5 8
4 6 0

Space Shuttle 95

AZ 6 1 5

Dreadnought 95

58 ,  " 6 " I P O S I T I O N  4 , 4 1 r 7  "GR A P H IC S

Blue Max   1 .95

PF

Ball Blazer   1 .95

Bombfusion

Final Legacy   1 .95

1.99 4  99

Lode Runner 1 ,95
Archon   1 _95
Star Raiders II 1 .95

(NEC C I R C L E S

Battlezone   1 .95
Pengo   1 .95

4410C C I R C L E S

Pole Position 1 .95

1 4 = 4 4 1 1 1
1
= 1 1 6 . R D I
U 5 = 1 4

Defender .95

2 "

I L 1 M C I  u tu n ta n a n n u m i s ta b w . 4 4 m m 1 0 u
y
.
y
.

Microsoft Basic II 19 95

PA 358

Planetarium ..... 16 95

02 7 1 a 006WLO 50- 14 .114 .10EN 2 R E M  X  T U R B O  B A S I C  T U T O R I A L  4  n

BUDGET SOFTWARE Cass. Disc

PC 364

Speed Ace 2.99

MU 6 0 0 oRAMTO 6 0
-
6 . 1 8 8 - 4
1

P8 I  R E M  n  b y  G o r d o n  C a m o r o n

Kickstarl 1.99

148 178 PROC A N IM A TE

2 . 9 9

HO e t o ORAWTO X .1841- 01W
I L

4 R E M  n  f o r  OE M  A T A R I  U S E R
a R E M  n  L I S T I N G  7  I t

Grand Prix Simulator  . . . , 2 99

5 6
l i D

I n a
3 5 6

POKE 7 1 4 1 ,A S S IG NNNNN , 11
POKE 7 8 7 . 0 5 5 I 0 N E N 1 O . 2 4

2.99

FY 6 2 6
YK 8 3 e

6410.1410 5 , 1 4
4
4 4 1
TIOLON  CLC

I t
ON
OJ
NO
av

4 R E M  N  8 1
0 0 1  
4 1 I 7 X
I  
O a t s
,  
t
o

7 RE M  ammuunntaMb

Submarine Commander 1 99

8U
OR
FO
OL
J I

4 0 0
4 1 0
4 2 0
4 3 0
4 4 0

SETC01.0111 10 , 2 . 0 S S I G N I a l l t  , -  12
SETCOLOR 1 , 2 , A S S / G O V I N T E . 4 4 - 1 2
SETCOLOR 4 . 2 . 4 I 5 I G N I N T E . 5 4 - 3 2
S E TC0100  1 , 2 , a s s i G 1 0 4 0 2 2 , 8 4 - 3 2
SETCOLOR 4 . 2 . 4 5 S I 6 N I 5 T E . 7 ) - 3 2

1 99

AO 8 4 5
FT 6 5 0
NJ 8 6 0
HO a 7 0
VL 5 5 0

P AINT N . I . X 4 1 0
ENEC Z A P
EXEC 14NIM OTE

NEXT N
14=2414=54 :R D IU S =181OS C A LE =11 /11C =

.115811333Ulann4
8 R E n
l a  GOO M A I N
26
IS

TO 48 P ROC S E TU P

2.99
River Raid .

OV
Y .

4 5 8
4 6 0

OTC=  M O O  1 1
4
4 4 1 T ( = 7 )

ENOPOOC

kicky Wilson's Darts

AZ 6 1 5 EXEC C I R C L E SNO 58 ,  " 6 " I P O S I T I O N  4 , 4 1 r 7  "GR A P H IC S I t

Dawn Raider .

PF 47 !

1 . 9 9
Bombfusion

HC 5 0 0 4 = 5 5

1.99 4  99

0
4
0
-
;
P
O
S
I
T
I
O
N  
1
6
.
1
8
'
,  
"
N
Y  
G
.
C
A
M
E
R
O
N
"

299

PN 4 8 0 A6 5 1 8 (NEC C I R C L E SAV 60 P O S I T I O N  1 2 , 1 2 !
,  ' 1 1 0 1 I I M M E  
W A I T " i

EV 4 5 0 4410C C I R C L E S CT 5 2 8 1 4 = 4 4 1 1 1
1
= 1 1 6 . R D I
U 5 = 1 4

P I
P OS ITION  1 4 . 4 4 1 .  " 4  A P P R OX . 2 5  S E C S
78 6 A P . 2

2 " FM
I G

5 0 8
5 1 0

C=2
POP LOOP =4401US  T O  I  S TE P  I N C -

mo 5 3 0
NJ 5 4 8

EXEC CIRCLES
C=6SL

Ida
66 4 1 2 2 = 1
10 D I M  A vX lI661 .151 .44 I11413

N I
UR

528
S l o

COLOR C
C IR C IE  6 ,4 ,LOOP .LOOP P V S C A LE

M I 5614
m31 5 6 e

FOR L = O  T O  I I !  S TE P  GA P
COLOR CKO

NU
188 O I M  1441124360) .P r f 2 2 2 2 2 2  I
I I I  D I M  A S S IGN  47 , 7 )

FO
XE

6 4 0
esii

EXEC Z A P
EKEC A N I M A T E

VU 5 7 0 • 44=TRUNC I I I V K I L )  v =  Tousle r we v ( L)
PM 120 D E C AA 5 6 6 NEWT LOOP Jel 5 8 0 EXEC P L O TIV 184 F O R  N = 0  T O  3 6 6  S TE P  GA P MO 5 7 8 GC 5 5 6 ( NE C Z A POf 1414 M V X I X ) = S I N C X ) a C O 5 ( 4 4 5 3 8 4 4 8 P I 5 8 6 141 1 0 0 0 ( NE C A N IM A TEVW 150 A V V C X ) = S I N t 1 4 4 4 7 5 . 5 4 Pa 5 5 0 CV 1 0 1 0 NEXT ILPS
GO
NJ
ON

166 6 1 4 1 2 4 4 1 ) = C O 5 1 X 4 6 3 8 4 4 8
178 6 1 1 7  CX) =S IN  04 ) *COS  ta l  N 7 5 4 5 0
140 N E X T  4
.1511 F O R  L O O P r 1  T O

KM
EC
OW
ZP

6150
6 1 0
6 2 0
6 3 6

PROC P L O T
PLOT 1 4 - 1 . 4 - I I D R A M 1 O  5 . 1 , 5 - I
PLOT 1 1
-
2 . 5 - 2
,
0 R A M I
O  
1 4
4
2 . 1
-
2

FOR L O O P . - 1  T O

US 1 6 2 0
NO 1 0 3 0
64  1 8 4 8

(1.41

FOR L=111 T O  S OO S TE P  GA P
COLOR C
41=TRUNCCATX 2CL4444=TOUNCIP W42

RN
IN
ZP
05
*V

288 R E A D
211/ A S S I G I O C I , L O O P I = M
228 N E X T  LOOP
730 T O O  LOOP = 2  T O  7
240 F O R  LOOP 2 = 1  T O  7

FS

EZ
AN
AU

6 4 6
Oop
6 5 0
6 6 6
676

PLOT X
-
I . V . L
O O P :
O R A
M T O  
6 .
3 .
1
1
4 I

NEXT LOOP
PLOT 1 1
-
2 . 1
4
2
,
0 1 1 A m
T 0  
1 1
.
2 .
1 .
4 2

P LOT X
-
1 , 1 . 3
1 D R
A W T
O  
1 4
4 1
. v
4 3

VG 1 0 5 8
014 1 0 6 0
RD 1 5 7 e
DO 1 6 5 4
ZO 1 0 5 0

EXEC P L O T
EXEC Z A P
M E C  6411214ATE

NEWT I .
FOOPROC144 256 T a m o = A S 5 / 6 R C L O O P - I , L o o P 2 4 WE uew E OOOOO C NE I l e aE l 144 A S S 1 G 4 1 4 1 0 0 P . L 0 O P 2 2 = 4 T E M P L 2 4 Pt. e l s 644 1 4 1 8

MOD 4 7 .1 4 0 2 TE M P = 4 6 1 OU 7 8 8 31 1 1 2 8 A 010140Af 276 N E W T  1 0 0 P 2 LL 7 1 0 PROC T E S T 61  1 1 3 8 FvE C S E TU PAO 766 N E N .  LOOP GC 720 c =2 PR 1 4 4 0 ( NE C T E S TMC 210 E  OOOOO C MA 736 PPPPP ICS  1 8 I l l  1 , 1 1 DO00
01

300
316

JK
'fa

7 4 0
7 5 0

COLOR C T I E N T  0 , 1 1 . .
tOttC  2 6 P 1 E X E C  ZAP 1E NE C Z A P

JA 1 1 6 0
MJ 1 1 7 e

(NEC 64114141I
LOOPUP 326 P IM IC ZA P 514 746 COLOR C ;T E N T  0 . 1 0 2 , "  5 6 S / C " VC 1 1 8 8kW 330 C = 4 C 1 0 1 1  M OO 5 .2 A ( C = 4 1 ) UK 7 7 0 Fon 6 = 4  T O  4 8 VF 1 1 5 802 340 OOOOOO C OP 786 COLOR C I P L O T  4 1 ,4 4 .1 8 GJ 1 2 8 6 IOTA  3 4
,
3 6 . 1 4
,
4 0 , 4 2
.
4 4 , 4 6

UTILITIES
Mini Office 11
Atari Writer
Atari Writer Plus
Macro Assembler
Assembler Editor

ROM Oise
18 50

2 9 . 9 5
29.95
19.95

16.95
Microsoft Basic II 19 95
Silent Buller 16 95
Planetarium ..... 16 95
Cut n Paste .  • 22 95
Printshop .„.... 29.01:
BUDGET SOFTWARE Cass. Disc
Las Vegas Casino 2.99
Speed Ace 2.99
Football Manager 2.99
Soccer 1.99
Kickstarl 1.99
Nino 2 . 9 9
Pitfall II 2 . 9 9
Pol Hole Pete 1 99
Henry's House 1 99
Grand Prix Simulator  . . . , 2 99
Transmuter 2 99
Zybex 2.99
180 1.99
Video Classics 1.99
Submarine Commander 1 99
Pro Golf 2 9 9
Daylight Robbery 1 99
GhosIbusters .... 2 99 6  99
Slingshot 2.99
Hardball .  ..... ... 2.99
River Raid . 2.99
Decathlon .. .. 1.99
kicky Wilson's Darts 2 99
Thunderfox 299
BMX Simulator 2.99
Dawn Raider . 1.99
Speedzone 1 . 9 9
Bombfusion 1.99
Steve Davis Snooker 1.99 4  99
Pog °Iron 299

A COMPLETE SERVICE IN COMPUTERS & SOFTWARE
GAMES
•
.
,
e
,
n
r
i
,  
D
a
g
l
e
i
s
h

Soccer Manager
Star Wars ,....... PPPP
Leaderboard
Summer Games
Gauntlet ................
Gauntlet Deeper Dungeon ..
Smash Hits Vol. 1 -7 each .
liVINI Daylights
Trivial Pursuit . . . . . . . . . . . .
Fighter Pilot
Mercenary Compendiun . .
Spy v Spy
Spy v Spy II
Spy v Spy III
Spy v Spv TrilogY •••• • •Azlec
Polar Pierre . . . . . . . . . . .
Boulderdash 11  ,  ...
Mr Robot . . .  ,
Beta Lyrae
Greatest Hits Vol. I
Arkanoid
Trail Blazer
Footballer of the Year
Silent Service
F15 Strike Eagle .
Solo Flight . . ,  .
European Soccer . ....... ...
Tiger Attack
SpOunter. .

f e e t '  F U L L  RA/GE OF ATARI 2600 CARTRIDGES IN STOCK
2191221 Cannock Road. Chadsmoor, Cannock
Staffordshire, WS11 2DD
Telephone (0543) 466577/8/9 M
M .

Add SOP In orders less than £5.00
Alt prices 3111 correct 3111106 Of going to
press Access or Visa orders welcome
Please add El per Item tor Dvalleal

Please mate Cheques or Postal Orders payable to "MILES BETTER SOFTWARE'
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XL/XE TYPE-IN
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l
i
t
t
e
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t
h
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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 I  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. It
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

TYPING IT IN

Both cassette and disk users should type
in Listing 1, SAVE or CSAVE a copy, then
RUN the program. The program will check
each line of data and inform you 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
I. 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
memory.
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your next bets!

MOUSE
PARTY

MOUSE P A R T Y  e a  m u l  N g  • V  B  R A L S * L

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



R E M  1 1 , 1 1 * * 1 . " - w w w 1 1 1 " 1 1
2 R E M  *  M O U S E  P A R T Y
1 R E M  *  b y
4 R E M  *  D i l l  0 4 1 5 8 1 1
5 R E M  *
6  R E M  *

7 R E M  I t  N E W  A T A R I  U S E R  -  A U G U S T  e s  *
8  R E M  * * w w w w w w * * * * * * * * * * * * * - m m m w m w w w *
4 8  R E M
4 1  R E M
4 2  R E M 8 O T  A P  /  J  C  D E

B A S E D  0  P 0 R A M  i  4  A L
BM 4 1  R E M

SR 4 4  D I M  D A T $
( 1 0
0 ) , M E 1 1 1 2 2 1
: R E S T 0 R E  
4 6 :
F A

R X r 8  T O  2 2 1 R E A D  A S N E N I X 1 = 1 1 : N E X T  X : P A S
S r i : T O T A L - r e : T R A P  6 2 2 /  C H E C K I N G  D A T A

P A 4 5  L I N E r S S : R E S T A R E  1 0 0
E L 4 6  D A T A

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

OW 4 8  1
I N E r L
I N E
+ 1 : 7  
L I
N E
: R
E A
D  
o
c
o
r t
: I
T  
L
E
N

cD41s)014 THEN 76
AL b e  D A T L I N = P E E K T 1 1 1 1 1 • P E E K ( 1 8 4 ) * 2 5 6 : I F

A T L I N O L I N E  TOTE M  /  " M I S S I N G " , : C H R $ 1 2 5 J )
:E N D

MA 5 2  F O R  1 4 : 1  T O  A S  S T E P  2 1 0 1 = A S C C D O T S I X ,
1 4 2 1 - 4 8 :
A
2 =
A
5
C
( 0
A T S T X • 1
. 1 1 • 1 1 )
-
4 8 : 8 Y T E
r M

E X (
0 1
) * 1
6 + H
E X (
1 1 7
)

GP  5 4  I F  P A S S  T H E N  P U T  1 1 1 . 8 Y T ( : N E N T  X : R E A
O C N K S U N I G A T O  4 8

BO 5 6  T O T A L = T O T A L
.
T A T T E : I F  
T O T A L ) 1 9
/  
T H E
N

T O T A L = T O 1 A 1
-
1 0 0 0TS  S e  N E X T  X : R E A D  C M K S U M ; I F  T O T A L O C H K S U M

TH E N  7 6
V O A A  G O T O  4 8

TO 6 2  I F  P E E K T 1 1 5 / 0 6  T H E N  .  " E R R O R  "T I T H E E
K (
1
1 5
) ;
C
H
R
5 (
2 6
2 )
: E
N
D

AJ 6 4  I F  P 8 5 5  T H E N  R E S T O R E  9 0 : F 0 R  X = I  T O
3 7 I R E A D  A : P U T  6 1 1 , A : N E X T  M : C L O S E  V A : E N D

5X  5 6  1  " T O T I S K  O R  ( T ) A P E
•
' : G A S U A  8 0 : I F  
K r

A S C I " D " )  T H E N  7 8

I D  6 8  /  " R E A D Y  C A S S E T T E  A N D  P R E S S  R E T U R N .
:O P E N  N
1
,
8
. 1 2 8 .
•
C t . :
4 0 T O  
7
4

ND 7 0  " R E A D Y  D I S K  A N D  P R E S S  R E T U R N '  O S
U e  t i e : / r  K 0 1 5 5  T H E N  7 8

RA 7 2  O P E N  6 1 1 , 1 1 , 0 , " D : H O U S E . O B J "
HW 7 4  P A S S = I T L I N E = V V : R E S T A R E  1 0 0 : T R A P  b 2 :

G O T O  4 8

P T 7 6  /  ' M A O  D A 1 A " ; C H A S 1 2 5 1 1 1 E N D

GO 0 0  C L O S E  1 1 1 : 0 P E N  N I
, 4
,
8
. " 0 1 1 " : G E T  
8 1 1 , K :

C LOS E  N I : R E T U R N

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

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

OZ 9 2  D A T A

AL I AA DATA EmeEse2e222eAseeeD2re2AsJceDe
2 6 3 4 1 0 6 8
D E
7 8 2 6 5 0
E
4
1 3 8 8 D E 0
0 2 5 5 A F A
1 1 2 5 6 5 0

4 4
S
2 8
8 5
8 8
1 6
6 8
4
C
5
A
2 6
8 8
8 1
,
5 2
1

Y e 1 0 1  D A T A  2 4 4 A 5 5 5 5 1 5 1 5 1 1 0 C 8 A 0 A 4 S 5 5 5 5 4 5 4 8
A 8 8 8 5 1 6 1 9 1 6 1
F
8 5 8 0 8
0 5 4 6 5 6 1 1 F D 5 4
0 8 0 8 4 A 4

6 1 4 A S S A A A  OOOOOOOOO 8 4 2 6 A , 1 4 8
A* 182 DATA AAeeofisobr si Ter esoeTescs2sr p-

c
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e
e
e
D
3
4
e
A
c
o
o
c
e
c
o
m
e
c
e
D
e
s

C I C
1
C
3
C
3
C F
E F
F F F
F F
E A
E O
E O .
7 5 8

OM 181 DATA EDFDDr1cose3sTese3A3A1D3AATee
OOOOO 3eDeeeess3ez r r emesomeeeeseeeeee
eicsEes2r3EIcl i cLc2czE2r ,29

Z T  1 8 4  D A T A  7 F 7 E 3 E 1 C 6 4 6 2 0 1 2 1 1 2 o C 8 8 0 8 0 0 6 0 8
6 8 6 0 6 1
C
2
A
1
C O A R D
I B A C I A
O C I A 2
8 4 4 1 0 4
1 2 8 C 0
8 0

8 0 6 8 0 8  OOOOO 0 0 0 0 0 0 7 0 7 8 7 0 , 2 1 3
SA 1 8 5  D A T A  1 8 4 2 8 0 3 8 E 5 6 6 3 1 A 5 2 5 2 5 2 5 2 5 2 5 2 5 2

5 2 5 2
s e s
A l D
E 2 e
A 2 2
2 A s
e e s p
a e l e
c A L
A T A
A 2 e
m o

D
2
5
2
1
1
0
1
1
8
8
1
0
8
D
1
1
2
1
S
D
S
C
1
8
.
1
7
/

AN L O A  D A T A  C A I A P I A S F F A 2 A I S D 1 2 1 E 1 D S 2 3 E I D I
2 1 F S A S 2 1
P C
4 1 8 , 1 6 0 0
0 2 1
0
2 F 3 5 1 3 2 5
8 8 3 8 2 1 3 2
1

4
s
s
z
2
3
9
e
e
2
2
0
e
2
e
2
T
2
c
2
2
2
1
,
7
0
7

J s  1 0 7  D A T A  2 C 2 C 4 2 A B O D 4 / 2 1 5 0 0 S O C I A C A I O F 7 6 0 8
0 8 8 7 7 2 1 2
D 2 5 8 0 2 F
3 6 2 5 1 2 0 8
4  
O O
O O
O  
A 6 1
5 8 1
9 5 8
E 0

0 0 0 0 0 8 5 8 1 9 0 0
J D O E 6 6 6 E 6 8 8
, 5 1 1

PC I AA DATA DetAADDAAAseeDe3eciseEceceAsce2
S 8 7 8 5 C 0 8
A
8 0 0 5
D
4
C S A E D 8 2
6 4 D E 6 2 8 3
8 E 1 2 8 8 D
E

6 2 6 6 0 0 3
C E T 7 2 0
A D E 7 2 1
1 C 1 3 4 , 4
4 4

UA 1 0 1  D A T A  D A T I A D E 6 2 0 C 1 1 1 0 0 8 8 4 A 1 3 9 A D E / 2 0 4
1 8
6 8
D
E
5 2
0
A
5
C  
O
O
O
O
O
O  
A
A
A
D
D
O
C
2
2
e
D
8
8
0
2
6
1
A
2
A

D
O
I
D
2
C
6
C
1
6
6
0
6
4
/
8
0
6
D
B
I
D
2
,
9
2
5

0 1  1 1 0  D A T A  8 D 8 0 D 2 A 6 C 2 F 0 O D A D I 8 2 2 5 0 0 4 0 2 D 0 6
3 6 6 0 5 0 2 C 6
C
2
A
6
C
3
F O O D A D 2 l
2 2 8 D A 6 0 2
D 0 0 3 8 0 0

7
D
2
C
A
C
I
A
/
0
6
8
5
6
8
A
1
6
4
5
0
0
0
,
5
3
7

E T I I I  D A T A  D O A 1 7 4 6 D A I D A A T O B A B D O 2 D 0 A , / 4 8 0 0
3 0 0 4 1 5 5 4 1 1 1 8 0 0 2 4 1 2
1 e D 8 1 6 2 4 C A 2 E 4 0 0 0 1
0 2 0 1 0
3 8 4 6 4 8
5 0 5 6 6 8
7 0 8 0  
O O
O O
O  
2 6
,
1 5
4

JO 1 1 2  D A T A  3 C 5 0 6 4 7 B 8 C A 0 8 4 0 0 0 0 6 4 7 8 6 4 7 8 6 4 7

MOUSE PARTY
0 6 4
A
2 3 1
8 6
C C
A S
A A
A S
C R
A 8
A s
O O
S I C
A C
A A
S O
D S I
C

0 7 8 2 9 3
F C 9 3 1
0 0 0 4 8 8
8 S O E 1
1 . 2 2 5

P T  1 1 1  D A T A  C A C O A s O F S I C A C A D O E 3 E A C C E O L O T A D
A D S A /
1 1 8 5
C C A D
O A D 2
2 / 0 1 4
4 2 8 4 0
2 2 0 5 C
8 0 8 0 0
A

1 0 1 1 1 1
C O A A
2
4 1 1 1 1 8
C /
I C O U T
T E 6 , 1 3

NY  1 1 4  D A T A  A 5 D 6 F A E 6 C c A S C C C S I 6 D 0 D C A 2 1 1 6 6 C
C A
9 3
6 8
5
C E
A
0 8
8 6
4
C A
6 A
C D
O I
C 0
1 1
C 0
C 8
D B
F 1
E 6
C

C E
6
C E
E T
W
A T
6 D
0 F
6 6
8 A
D O
A D
2 ,
5 1
3

E N  1 1 5  D A T A  l A F 1 2 8 1 A F T 1 7 1 F C 0 / 8 1 6 0 4 / 6 0 A D 2 E 0
2 2 0 2
C
2 2 2 8
F
6 2 0 4
1
1 3 C
8 D 0
7 D 4
e D F
4 6 2
A 2 B
O A D
B O E

0 1 0 0 8 1
C O D O O
E 1 1 D 0
6 3 D E B
D O . 3 3 2

FW 1 1 6  D A T A  F I O D T B 2 0 1 0 0 B I C E B E A 7 A D O E 1 A 1 0 2 8
0
I
0
0
8
8
9
0
1
8
0
6
E
8
2
A
9  
O
O
O
O
O
O  
D
2
1
4
1
8
1
8
D
8
F
0
2
A
/
D

E e
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6 0
2 8
1
3 9
8 0
1 1
0 2
0 1
2 6
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5 D
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J C  I I F  D A T A  1 / 2 3 / D C A O 2 C A I O F 7 A / 2 A T I D 2 F 6 2 A B A
C A 2 2 1
A /
0 7 2 6 5
C E
4 4
/
C O O D
O E D 4
6 0 8 0 1
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6 1 6 0
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OTTI 1 1 8  D A T A  A 5 C 4 0 5 C 0 8 5 C D A 5 C 5 O A C C 2 0 0 3 2 3 0 4 C
6 4 1
A D
V I C
A V I
C D
C
8
4 1 0
0 1 1
C 1
1 1 1
C D
A D
E 7
2 6 6
5 C
C A

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

OF 1 1 1  D A T A  C A C C 2 0 4 3 2 3 2 8 1 1 4 2 1 1 1 8 O I C A C S 6 0 0 0 F
A
C
A
D
I
C
A
D
A
F
1
8
8
4
5
C
0
8
5
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4
4
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C
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S I .
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9 8 7 8 , 8 1 6 8 4 0 8 4 0 2 2 1 1
0 F 3 8 E 9 0 6 S 4 F 6 0 , 0 1 6
8 4 2 8
8 4 1 0 1 0 1 , 0 4 1
E
3
A S D O D S O E 8
E 0 1 1 8 . 1 7 1 1

J V  1 2 2  D A T A  E 6 E 8 1 0 D 8 , 2 6 8 4 5 0 C 0 6 0 8 8 6 E 6 8 1 1 0 2 F
E A D 3 0 8 0 0 D 3 O C S I  OOOOOOOOOOO 8 D 3 O C A A T I D O E D A
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1
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IN 123  DATA Asecascear nesccheacees4182D2
E 2 4 0
S C D
A D
3 2 2 4
8 5
C E 4
0 8 8 R
I C A S
I C 0 C
8 C O
2 6 D 8
F

7 6 8 8 0 8 0 8 0 8 8
1 E 3 E 3 F 3 F 4 2
0 8 , 2 4

I T  1 2 4  D A T A  B A 1 5  OOOOOOO 6 1
D O 6 3 6 E 6 E 4 6 1 F 0 8 , 3 20 6 8 2 4 2

0 A D 2 2
2 0 0 1 2 3
2 6 4 6 2 3
4 2 0  
O
O
O
O
O  
2 4
5 0
6 8
8 8

0 8 4 2 4
S
5 1 1 4
E A E 0
8 4 0 8 F
I A S A
A , 2 5 3

D I  1 7 5  D A T A  6 5 6 A A S B A 8 5 8 C 2 0 8 0 2 4 E A B A A 5 6 A C 1 1 1
A D O F
I A D A
A
0 2 2
/
1
F
6 1 5
5 8 5 C
1 6 0 4
8 / 8 6
6 0 1 1
3 E 3 E
2

E *
8 4
9 .
4
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* v
b e
e 3
u 9
b a
e s
c /
y ,
4 1
4

V D - 1 2 6  D A T A  8 1 F S D O O S F E S I O F 1 6 8 / 1 6 8 C 1 1 0 1 4 8 6 1
D 0 4 0 6 1 D 0 8 0 6
D
0 2 8 0
D
1 8 8
2 2 7 8 1 1 / 8 8 1 2
0 1 / 1 2 4 0 D 7

8 0 2 2 1 8 2 0 0
8 1 2 8 D 0 2 4
8 0 7 8 0 2 . 5 1
1

V A 1 2 7  D A T A  2 1 0 4 0 8 8 1 2 0 E 1 1 2 4 A D 7 8 8 2 2 1 0 0 8 1 / 0 0 3 2
0 1 1 2 2 4 6 0 1 1 5 0 4
C
5 2 4
F
0 0 5
0 6 8 4 2 8 6 8 2 4 6 0 1
1 5 1 5 4 C 5 , 5

2
F
8
8
5
F
6
0
4
2
8
0
8
2
4
6
0
8
5
0
0
C
1
,
4
8
1

VP 1 2 0  D A T A  3 4 F 8 8 2 D A B A 6 8 8 5 8 8 C S C A F 0 0 2 , 6 8 0 6
8 A 6 A c 8 D 1 4 0 6 1  OOOOO 1 0 0 0 8 6 0 0 2 4 A 5 1 4 7 0 3 8 2 5 2
1 6 8
F
0 8 6
2 0
0 1 2
4 4
C 1
4 2 5
2 8 0
0
.
1
1
5

GK 1 2 1  D A T A  2 4 A 6 6 C A 5 C 6 S A A A 6 S 1 0 3 0 F 5 8 1 1 F 0 0 5 /
8 0 4 2 0
F
2 2 4 6 8
4
C E
9
2 4 8 4 1
2 0 4 0 6
8 4 6 1 1
C 0 0 1
4 8 6 0 8
8

E A D O O A D O C D 8 1 8 6 A B O A 6 C 8 C A . 9 1 8
OA 1 1 0  D A T A  0 4 D 8 F 7 6 8 1 1 S A A C S C A P 8 0 4 3 8 1 - 1 8 8 8 0 1

yeasm4yro-311e8 OOOOO 7
8 6 C I A D O A D 2 2 5
8 F 6 s 8 A S
D 0 0 8 6 4 D 0 4 0 2 2 / 8 F A S  OOOOOO . 5 8 8
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N
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A
1 4
A s
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e 5
D 2
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2 3
A 5
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O D 8 2 1 . 4 5 C 7 C 1  OOOOO 5 2 0 2 4 2 3 . 5 6 4
NA 1 1 2  D A T A  6 8 A 6 O C A S A A A D O 7 D 2 4 / 1 0 , 0 0 8 8 6 A 1 8

8 8 5
C
1 8 5
8 8
2 S
8 F 1
8 6 5
0 6 2
1 , 0
8 6
S F
C  
O
O
O
O
O  
6
6
0
6
4
6
0

C A S
2 8 1
D
1 0 8
6 4
/
0 1 9
D 1 4
0 6 2
0 . 1
0 3 1
1

I I  1 2 1  D A T A  8 8 2 4 4 C 2 4 2 3 4 6 0 C  OOOOO D 0 4 8 6 4 1 1 1 7 8
S C I
A C
Z A
2 1
A
6
O C
A D
1 4
0 6 0
4 1 2
6 8 0
0 4 0
6 F 0
1 8 2
A D
D 2

4 8 6 1 4 2
S A I D 8
8 1 D E 0
4 8 6 0 D
O 8 , 1 6 1
,

E 0  1 1 4  D A T A  8 6 D 8 0 4 5 5 8 8 3 0 0 1 4 C E S 2 4 2 0 F 2 2 4 6 8 A
6 1 1
C
8 0 1
0 8 6
F
0 2
J A
S
8 6
8 0 8
1 D
2 4
D 8
4 0 2
2 , 0
1 1 8
0 8 2
0

2 1
D
1 2
D
A
D
E
T
A
A
A
A
D
1 0
8 6
0 0
0 8
,
9 0
8

JIM AJo DATA ADe2DzaDe3DEAsozs OOOOOOO lateDc
sezDecEDEIApeesceess3eesccAcL32AADaceDe
AelereseDEemeseDe4eelee2.328

u J  1 3 e  D A T A  4
C E 1 2 4 4 C F
2 2 4 2 8 3 6 2 4
A  
O O O
O O  
1 C
O 2
8

5 0 0 4 1 0 8 8 8 5 8
C
2 8 2 2
2 3 2 8 1 4 2 5 2 0 7
5 2 5 2 8 0 8 2 6 2 8
E

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

RA 1 3 7  D A T A  2 8 F 8 2 4 4 C 8 E 2 6 2 0 5 , 1 1 2 4 4 / 0 8 1 1 5 4 D E 6 0
C A 5 O C
C S A
4
D A D
5
A D I E D
O A D I C
O 2 0 0 F
8 8 5 C F
0 A I 8 8

E F
8 2
6 8
0 4
1 3
0 2
F 8
2 1
C
A
D
A F
8 4
0 .
5 1
0

CO I l e  D A T A  I E D O C 1  OOOOO 6 8 D F 0 2 6 4 C C O 2 6 A 2 0 1 1 1
A
1
4
8
6
C
9
A
3
0
0
0
5
C
6
1
5
F
6
3
0
0
3
4
C
5
0
2  
O
O
O
O
O
O  
s
e
e
s

sishasDeeD2EAEADADera2e.se,  •

Du 2 e  Rem LOAD AND RUN ROUTINE FOR DI SK
V E R S I O N  O F  M O U S E  P A R T Y

P D 2 4  O P E N  1 1 1 . 4 . 0 . " 0 : M O U S E . A A J .
ON 2 6  P O K E  0 5 8 . 7 : P D X E  8 5 2 . 8 : P A K E  0 5 1 , 1 2 : P

AKE e 5 5 , 2 5 5 : p o i c t  4 5 7 , 3 5 5
TO 2 8  M m U S R I A A R C . h h O Z I L L C “ T . 1 6 )
AO 1 8  C L O S E  N I : X r U S R ( 8 2 1 2 ) •
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Mark Hutchinson's

RANDOM NOTES I
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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 olways 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.

For instance, I have written in the past how ATARI give very little
backing to their computers, especially the 8-bit, and how a
notional 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 ST 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?
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what vintage I do not know, but again I hove always
advocuted this in the magazine and elsewhere and I am

glad to see it happen. I 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?

I
b
e
t  
y
o
u  
t
h
i
n
k  
t
h
a
t  
t
h
e  
i
n
t
e
r
a
c
t
i
v
e  
v
i
d
e
o  
d
i
s
k  
f
r
o
m  
M
i
c
r
o
d
e
-

al on the ST a couple of years back was an innovation and
that only the ST could handle it. Wrong! New Media.

GraphicsCorp. had a system called DiskMaster 5000 incorporat-
ing a Pioneer VP-I000 laser disk player, a Z80 controlled inter-
face, 16K memory, a floppy drive. ATARI Basic and all necessary
cabling and documentation for only $3000 - not a bad price for
an add-on to the old 400 in November 19821 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
-
, o p t i c a l  
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of user memory with on 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.
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ATARI set up the ATARI Program Exchange where
people like you and me could write softwure 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. I hove still seen some APX items in the

44 N e w  Atar i  User - Issue 19

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, vie 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!
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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 I 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 instntment 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 I have asked for comments in this column i 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? lack
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?
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XF.551 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.
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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.

The  adddr ess is
1, hol l y  mount,  i . r i nval e l i na ghy ,  Bel fast BTI O OGL



NIT GAMES 8-BIT GAMES ài. 8-BIT GAMES

S TA R
WA R S

n e a r l y  1 9 8 7 ,  D o m a r k
announc ed t hey  h o d  sig-
ned a n  a g r e e me n t  wi t h

Atari I nc .  ( t h e  c o i n - o p  c o m-
pany) f or t he  rights  t o  publish
home c o mp u t e r  v ers ions  o f
the a r c a d e  s mas h  h i t  STAR
WARS. A n  8 -b i t  A t a r i  g a m e
was promis ed b y  t he  e n d  o f
the year,  bu t  Chris tmas c a me
and we n t  wi t hout  any  further
news  f r o m  t h e  c o m p a n y .
Eventually, Do ma r k  a d mi t t e d
they'd h a d  s ec ond  t hought s
and it  looked as though,  onc e
again, we  were  go ing  t o  miss
out On a  major  p iec e  o f  soft-
ware T h e n  c a m e  t h e  v e r y
welc ome news  t ha t  Zeppel in
Games h a d  fi nished work  o n
their own Star Wars convers ion
for the Atari,  a n d  hod  passed
it o n  t o  Domork  f or t he  mar-
keting, And  this is it !

Although t h e  g a m e  is  s up-
plied i n  t h e  at t rac t iv e ' s t an-
dard' Domork  pac k aging,  you
can bas ically  f o rget  t he  bulk
of what  is print ed on t he inlay
card as  it  was  p roduc ed  be -

fore t he Zeppel in g a me
ant ic ipated, Th e  b l u r b  c o n -
tains ref erenc es  t o  ' s t i r r ing
music' ond  speech synthesis -
neither o f  whic h app ly  in this
case -  a n d  l oad i ng  ins t ruc -
tions, in  f our languages ,  a r e
given f o r  fi v e  d i f f e r e n t
machine formats - but  not  the
el•bit Atari!  Fort unat ely ,  t h e
lock of  relevant  info isn't  t oo

was

muc h o f  a  d i s adv an t age  as
aut hor I a n  Co p e l a n d  has  in-
c l u d e d  a d e q u a t e  p l a y i n g
hints wit hin t he  game itself. It's
just a  p i t y  t h e y  s eem t o  dis-
appea r  f rom v iew bef ore  you
get  a  c h a n c e  t o  r e a d  t hem!
Incidentally ,  mus ic  o n  t he  t it le
p a g e  is quit e good,  but  hardly
stirring!
Star Wars is, of  course, a shoot
' e m u p  f e a t u r i n g  v e c t o r
grophics  a n d  a  variety  of  bat -
tle s equenc es .  Y o u r  a i m,  a s
Luke Skywalker,  is  t o  d e f e a t
Darth Vader ' s  Empire b y  des -
t roy ing t he  very  Deat h Star he
Commok is .  Your  v iew is f rom
the c oc k pit  of  an X-Wing fight-
er, l ook ing  o u t  ac ros s  a  s tar
scat tered blank nes s  - no t  un-
like t he  s c ene in Star Raiders.

At e i t her  s ide o f  t he
screen t here are  t wo
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the c en t re ,  a  s ma l l
cursor wh i c h  'is us ed

s. t o  l i n e  u p  e n e m y
c rof t  b e f o r e  ann ih i -
lat ing t hem with loser
fire. I n  t he  first sequ-
e n c e .  L u k e  i s
a p p r o a c h i n g  t h e
Deat h Star a n d  must
Ovoid t he welc oming
party  o f  Tie Fighters

to surv ive.  O n c o mi n g  fi reballs
must b e  el iminat ed,  Otherwise
they 'll r e d u c e  t he  s t rength o f
the X-Wing's  shielding, The ship
c on only  take eight  hits bef ore
it ex p lodes ,  a n d  t h e  g a m e
ends.
Af ter reac hing t he  surface of

the De a t h  St ar,  y o u ' r e  c o n -
f ronted b y  o  series o f  def en-
sive t owers ,  a n d  mus t  s hoo t

THE FORCE COMES TO ATARI
d o wn  t he  turrets for addit ional
points. As  bef ore,  fi reballs  a re
the ma jo r  c aus e f or  c onc ern.
Finally, y o u  d i v e  int o a  d e e p
t rench i n  s ea rc h  o f  t h e  ul t i -
ma t e  t a r g e t  -  t h e  e x h a u s t
port .  Blas t ing t he  port  will des-
troy t he Deat h Star. but  before
you c an reac h it there's  a mul-
t itude o f  s t ret c h barriers  a n d
miss ile e m p l a c e m e n t s  t o
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negot iate.  No t  only  mus t  y ou
fire a t  t he  installat ions but  also
steer t he ship a round  t he  ob-
stacles. There o re  ma n y  levels
to b e  ex plored a n d  t he  init ial
ones d o n ' t  i nc lude  al l  o f  t he
s t ages  m e n t i o n e d  a b o v e .
That 's  a  g o o d  j o b ,  a s  y o u
need t o  b e  qu i t e  ex pert  be -
fore t ac k l ing many  of  the later
scenes F r o m  t h e  t i t le  p a g e
you c a n  c hoos e t o  b e g i n  o n
wov e  one,  t hree o r  fi ve - cor-
responding t o  eas y ,  me d i u m
or h a r d  diffi culty  levels.
On t he  f ac e  of  it, Star Wars is

- a n d  a lway s  has  b e e n  -  a n
essentially s imple c onc ept .  Its
strength lies in t he fast pac ed.
a c t i o n  p a c k e d  n a t u r e  o f
g o me p l a y .  Z e p p e l i n  h a v e
m a d e  a  g o o d  j o b  o f  t h e
graphics ,  as  y ou c an see f rom
the s c reen shots  T h e  t renc h
scenes i n  par t ic u lar  o r e  v ery
nicely done ,  a n d  the Tie Fight-
ers w e l l  a n i m a t e d  a s  t h e y
approac h  f r o m t h e  dis tance,

cross y our  pa t h  a n d  t hen ex -
p lode  int o a spiral of  pieces as
you b las t  t h e m f rom t he  sky.
Sound. I ' m af raid,  is no t  really
up t o  t he  s t andard I 'd expec t
f rom Zeppelin,  and the ending
- a  la rge ' G a me  Over'  writ ten
across t h e  dis play ,  a l t hough
s o me t i me s  u n r e c o g n i s a b l e
due t o  o t her  drawings  on  the
screen -  t s  a n o t h e r  inv itat ion

for crit ic ism.
Strangely ,  Zeppe l in ' s  g a m e

isn' t  t h e  fi rs t  S t a r  Wa r s  t o
appea r  on  t he  Atari.  A  similar
convers ion wa s  publ is hed on
RO M c a r t r i d g e  b y  P a r k e r
Brothers(?) m a n y  y ears  a g o ,
al t hough I ' v e  o  f eel ing it  be -
longs  t o  t h a t  c a t e g o r y  o f
games  t h a t  ' t h e y  n e v e r  r e -
leased'  i n  t he  UK. But, second
t ime a round  it's a wholly  British
c rea t i on  f r o m  a  c o m p a n y
who  hav e  s hown h o w games
c an a n d  s hould be  produc ed
on t he  Atari.  I f  Only the others
would f o l low!  This is defi nitely
not  a  g a me  t o  b e  missed.

Title: S T A R  WARS
Publisher: Domork
Price: £ 1 2 . 9 9  on  disk

E9.99 on  casset te
Players 1
Control:  J oy s t ic k
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A NEW LIFE IN THE STARS
Here's yet another  shoot ' e m
up f r om  a  c o m p a n y  w h o
have br ought us great games
such as Red Max  ar i d Gr and
Prix Simulator, Programmed by
Maur een Cope l a nd,  TRANS-
MUTER is a horizontally scrolling
'Nemesis' c l one with plenty of
action t o  k e e p  those  de di -
c a t e d  a l i e n  z a p p e r s
occupied!

The story is set  far  into the
future, a t  a  time when the sun
has de c a y e d i nto a n  unsus-
taining giant.  M a n  has a da p-
ted by  burrowing deeper  and
deeper  I nto t he  Ear th's sur-
face,  usi ng t he  hea t  from Its
core t o survive and construct-
ing mul tiple layers of  deadl y

Title: T R A N S M U T E R
Publisher: Codemosters
Price: £ 2 . 9 9  on cassette
Players: I
Control Joyst i ck
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P l a n a  a  Gina

In t he  begi nni ng,  ther e  w a s
Pong. The n ther e was Atari  -
and now  there's VIDEO CLAS-
SICS, a n attempt by Firebird to
re-create t he  exci tement o f
that ver y first a r c a de  game.
The c om pa ny  ar e offer ing no
fewer t ha n six di fferent chal -
l enges -  Tenni s ,  Foot ba l l ,
Squash, Solo Squash,  Four -bat
Blip a nd Asterbliperoids - in a
single pa c k a ge .  The  ga m e s
are sel ected f r om a  cleverly
ani mated opt i ons m e nu,  s o
you onl y  ha v e  t o  suffer  t he
loading s e que nc e  onc e  pe r
session a nd you c a n return to
it a t  any  time using Reset The
computer  is a  fair opponent .
being nei ther  too easy nor im-
possible to defeat.  A two play-
er opti on is also provided.

46 N e w  Atar i  User - Issue 39

machi ner y t o  gua r d  hi s r e-
treat. Finally, the  last few de
scendants ha v e  assembled a
space craft a nd deser ted the
dying pl anet  for  a  ne w  life in
the stars -  t h e  e n d  o f  t h e
story'? Not quite! Unfortunately,
the machi nes  l eft behi nd i n
the a ba ndone d tunnels have
been known to tr ap commu-
ters o n  thei r  travels thr ough
the gal axy.  As  a  service t o
space-ki nd,  y o u ' v e  ( b e e n )
volunteered t o  return t o  t he
Earth a n d  e r a di c a t e  t he s e
dangerous devices
Your transport for  the mission

is descr ibed as a  Total Aggres-
sion Fi ght i ng Ma c hi ne .  N o t
your every-day Renault 51 - this
beast r uns o n  a  Nuc l eoni c
Transrnuter a  gadget  for con-
verting raw energy into various
pr e - pr ogr a m m e d obj e c t s .
Energy is cr eated when mole-
culor br eakdown occurs or, in
other words,  w he n y ou blast
something! Wha t  this means in
layman's terms is t ha t  i f you

Tennis needs  little
explanation -  a
case of two moving
bats, a  bal l  a nd a
scrol l ing b a c k -
gr ound i n  var i ous
shades o f  gr e e n.

Ten points a nd the next serve
or e a w a r d e d  t o  a  p l a y e r
when his oppone nt  misses a
return shot  -  that 's  about  all
there is to it! Footbal l  is reason-
ably similar to Tennis (bel ieve it
or not ! )  e x c e pt  t ha t  e a c h
player mani pul ates t w o bats,
one for  movi ng across hal f of
the screen as before,  and the
other travell ing vertically over
an ope n goal -mouth.
Squash, as you might expect.

involves bot h  players a t  t he
some e n d  o f  the  ar ena.  This
time y ou c a n move just about
anywher e wi thi n t h e  scr een
boundar i es b u t  qui c k  r e a c -
tions a n d  precise j udgement
are essential if you venture too
near  t o  t he  ba c k  wal l ,  Sol o
Squash is a  bi t mysterious -  it

score e nough hits,
you c a n  pi c k  u p
a dde d goodi es for
your shi p s uc h a s
laser  fi r e ,  e x t r a
speed a nd a  boost
to your  fire power .  O nc e  you
have all  the  extras, the game
be c om e s  m u c h  e a s i e r  t o
compl ete,  b u t  y ou must  b e
careful to avoid all adversaries
as you can't  retain these abili-
ties from one  life to the  next.
Visual delights include a large

scor e p a n e l  i n  t h e  l ow e r
screen por ti on wi th a n inven-
tory of  accumul ated add-ons,
with above ,  a  variety of scroll-
ing l andscapes and ani mated
nastles for mi ng t he  basis for
the ga m e  itself. After the initial
shoot ' e m  up stage there's a
bonus r ound w he r e  y ou a r e
attacked by  waves of spheric-
al objects.  If you've managed
to obt a i n doubl e  fir e pow e r
these wil l  pos e  n o  pr obl em.
but n o  a m ount  of  weaponr y
will a i d in the fol lowing sequ-
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e nc e  w h e r e  y o u  h a v e  t o
negot i a te  a  j a g g e d  v e c t or
graphics secti on o f  passage-
ways. Scroll ing is r ather  slow
and this be c om e s  a  bi t frus-
trating i f you lose a  life - but is
a good incentive riot to do so
very often!
Transmuter Is a perfectly play-

able g a m e  but  wi th such a
huge amount  of  almost iden-
tical software on the mar ket!
can't  hel p feeling a little unim-
pressed by  the  familiarity of  it
all. Not  to worry, as Codemas-
ters a ppa r e nt l y  h a v e  s om e
new one s  l i ned u p  f or  t he
coming months,  a n d  if these
are up to the standards set by
previous releases then they're
certainly goi ng t o  b e  wor th
looking o u t  for .  W a t c h  thi s
space!

KEEP IT SIMPLE iu MAKE IT GOOD
appears t ha t  poi nts ar e ear -
ned w he n y ou MISS the bal l
a nd it bounces out  of  play.  If
you miss fr equentl y e nough,
you e v e n ge t  a n oppor tuni ty
to r ecor d your achievement in
the highscore table! I 'm qui te
an exper t a t  this one!!
The remaining two games are

slightly m or e  original, I n Four-
bat Bl ip e a c h player  controls
one ba t  on a vertical edge  of
the screen and a second on a
horizontal. Ther e  ar e no walls
at all on this occasion,  so both
players ne e d  g o o d  hand- to-
eye co-or di nati on in order  to
keep t he  bal l  in play.  Finally.
Asterbliperoids is an interesting
variation on the Tennis theme.
The gr e e n  ba c k dr op  i s r e -
pl aced b y  a  scrol l ing stars-
c a pe  wi th chunks of  cosmic
debris strewn across the play-
field. Consequentl y,  t he  bal l
c a n r e b o u n d  t ow a r ds  y o u
when you least expect it, mak-
ing successful pl ay as much a
case of  luck as of  skill,

Sound throughout consists en-
tirely of  a musical masterpiece
which is similar in style to the
popular  R o b  Hubba r d c om -
positions f ound  i n sof twar e
such as War hawk a nd Jet Set
Willy, Even ignor ing the  gr eat
music, I hove to admi t that this
is one  of  the few games that
has g o t  m e  c o m p l e t e l y
hooked! -  okay .  i t's INCRED-
IBLY s i m pl e  i n  de s i gn b u t
tremendously addi ct i ve  a n d
thus a  gi veaway at the asking
price. O n c e  y ou have  Vi deo
Classics y ou  m a y  not  ne e d
another  g a m e  for  some time
arid you mi ght well  find your-
self a ddi c t e d t o  o n e  of  the
simplest games to have  been
re leased i n  re c e n t  yea rs'

Title: V I D E O  CLASSICS
Publisher Sliverbird
Price: 5 1 . 9 9  on cassette
Players: 1  /2
Cont rol
.  
J o y
s t i
c k
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RETURN OF A CLASSIC
Atlantis are mak ing n o  sec ret
of t he  f a c t  t ha t  ENCOUNTER
isn't a  n e w  g a m e  b u t  a  re-
release o f  t h e  Pau l  Wo a k e s
class ic  t h a t  l a u n c h e d
Novagen -  w h o  h a v e  s inc e
turned their at tent ions  ov er to
the ST - t o  f a me  a n d  fortune.
Long t e r m P A G E  6  r e a d e r s
may r e me mb e r  a  r e v i e w b y
the Editor wh ic h a p p e a r e d  in
issue ten,  ov er  fi ve years ago!
Encounter owes  mu c h  t o  on

old A t ar i  a r c a d e  h i t  c a l l e d
Bottlezone. in whic h the player
took cont rol of  the last remain-
ing c o m b a t  t a n k  o n  Eart h,
There are n o  tanks in Encoun-
ter. b u t  t he underly ing princ i-
ple -  a n d  as s oc iat ed en joy -

Title: E N C O U N T E R
Publisher At lant is  Sof tware
Price £ 2 . 9 9
Players I
Control: J oy s t ic k
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British Telecom don' t  receive a
lot of  praise f or their act iv it ies
In the c omm' s  fi eld but ,  when
It comes to produc ing c ompu-
ter sof tware,  no one c an deny
that t h e  BT label  c a n  usually
be r e g a r d e d  a s  a  s u r e
guaran t ee  t h a t  s o me t h i n g
worth h a v i n g  l ies  wi t h in  t h e
plastic box .  THE EXTIRPATOR,
one o f  t h e  m o r e  r e c e n t
games t o  j o in  t h e  Silv erbird
collection, is  c ert ainly  n o  ex -
cept ion t o this rule. In fact,  it 's
one o f  t he best scrolling shoot
' em u p s  c u r r e n t l y  o n  t h e
market!
The plot  Is fairly  t ypical f or  a

game of  this nat ure - as  fear-
less c o mma n d e r  o f  t h e  el i t e
Eagle X-Ray fi ghter s quadron.
your dangerous  miss ion is  t o

ment  -  remains  t he s ame.
From t he  f orward c o mma n d

window o f  a  small probe vehi-
c le,  y ou obs erv e a  vast green
plain l i t t e red  wi t h  mys terious
cy lindrical obelisks. Nu d g e  for-
ward o n  t he  joyst ick a n d  y ou
mov e int o t he  lands c ape,  the
cylinders g r o wi n g  i n  size unt il
y ou e v e n t u a l l y  pas s  o r  h i t
t hem.  Swivel s ideways and the
whole d is play  scrolls  ac c ord-
ingly. Shif t  into reverse and the
cy linders  shrink  i n t o  t h e  dis -
t anc e whi le  n e w ones appear
f rom b e h i n d  unt il suddenly ,  a
huge t hud -  as  y ou bac k  into
an  u n s e e n  obs t ac le-  Un d e r -
neat h t he  window you' ll fi nd a
large,  eas y -t o-read ins t rument
panel,  w i t h  a  r a d a r  s c reen
and t h r e e  c o l o u r e d  wa r n i n g
lights .  A  s m a l l  w h i t e  d o t
appears  o n  t he radar and the
i
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pending dange r .  Th e  d o t  al-
ters pos it ion as  y ou h e a d  t o-
wards  a  b r i g h t l y  c o l o u r e d
alien saucer,  l ine it  u p  in your

A SUPERB SHOOTING SCROLLER
l i b e r a t e  a  p l a n e t
f rom t he evil c lutches
o f  t h e  o c c u p y i n g
•Llax I V '  f o rc es .  T o
ac c omplis h t h e  task.
y o u  m u s t  b a t t l e
t hrough a  s eries  o f

heav i l y  g u a r d e d -  s e c t o r s .
av oiding o r .  pref erably ,  elimi-
na t ing  t h e  h o a r d s  o f  a l i e n
at t ack  c raf t  as  y ou go.  At  the
e n d  o f  e v e r y  s e c t o r  l ies  a
huge.  de f ens iv e  barr ier .  This
must b e  des t roy ed bef ore ac
cess to any  subsequent  screen
c an b e  gained.

There o re  t hree sectors t o  a
level,  e a c h  f eat ur ing a  dif f e-
rent  v ar ie t y  o f  nas t ies ,  f r o m
tiny arrows  t o  h u g e  monstrosi-
ties b loc k ing  t h e  ent i re  pas -
sage! S o me  o f  t h e m we a v e
across y our  pa t h  in s earc h o f
a collis ion,  o t hers  fi re missiles
direct ly  a t  your ship. It's impor-
tant  to av oid any  c ont ac t  with
the enemy  as very f ew hits are
permi t t ed b e f o r e  y o u r  c ra f t
explodes  int o a glit tering foun-

sights a n d  b las t  i t
into a  s pec t ac u la r
s hower o f  p iec es .
O n e  d o w n ,  t e n
more t o  go !
This t ime,  you see a

blue l ight .  A s  y o u  h e a d  t o -
wa r d s  t h e  e n e m y ,  y o u ' r e
a t t a c k e d  b y  a  s t r e a m  o f
spherical missiles. You dive be-
hind a  c y l inder  a n d  t he  mis-
siles are  defl ec t ed into the dis-
tance.  Sev eral  a l ien  enc oun-
ters l a t e r ,  y o u r  s ens es  a r e
awak ened  b y  a  fl ashing red
i nd i c a t o r  a n d  l o w  d r o n i n g
noise a s  a n  e n e m y  h o mi n g
missile locks ont o your posit ion.
You s l a m t h e  p r o b e  i n t o  re-
verse in  a  des perat e  a t t empt
to g a i n  v it al seconds .  There's
no e s c a p i n g  t h i s  o n e .  y o u
must h i t  t h e  miss ile be f o re  it
gets y ou !  Wi t h  a  f ee l i ng  o f
some relief ,  t he  last alien craf t
is d i s a b l e d  a n d  a  s t r a n g e
blac k  v o i d  a p p e a r s  i n  t h e
vicinity. Af t er  loc at ing and en-
tering t h e  v o id ,  y ou ' re  prop-

f ain o f  pa r t i c l es .  A l t h o u g h
eight  ships a re  ov ol lable in re-
serve, t h is  al loc at ion is by  n o
me a n s  a n  o v e r - e s t i ma t e  -
y ou' l l  p r o b a b l y  n e e d  e v e r y
one o f  t hem!

The Ex t irpator c lear ly  wo n ' t
score any  points  f or originality
but  i t s  ov err iding s t rength lies
undoubt edly  i n  t h e  g raph ic s
depart ment .  Th e  a u t h o r  h a s
used ma n y  o f  t he Atari's  uni-
que abil i t ies  t o  c r e a t e  a  su-
p e r b  b a c k d r o p  t o  a c c o m -
pany  t h e  f as t -pac ed  ac t ion.
Bac k g round  s c e n e r y  v a r i e s
c ons iderably  t h r o u g h o u t  t h e
many  s tages  a n d  a n  interest -
ing ef f ec t  of  dept h is prov ided
by  f o u r  d i f f e ren t  s peeds  o f
s moot h,  ho r i z on t a l  s c ro l l ing
A b o v e  t h e  m a i n  p l a y fi e l d
there's  a  large,  colourful status
panel  g i v i n g  det a i ls  o f  y o u r
score, p o we r  lev el a n d  num-
ber o f  r ema in ing  lives. Mu c h
a t t e n t i o n  t o  d e t a i l  h a s
obviously b e e n  p a i d  t hrough-
out. I nt roduc tory  music  - whic h

+

stibe daimmi
ls

U.-. E l  MS • 1 1  I S  le l  r •  r t  E l  C I

e l l e d  a t  i n c r e d i b l e  s p e e d
through a  ha i l  o f  o n c o mi n g
met eor i t es .  S o m e h o w .  y o u
ma n a g e  t o  a v o i d  t h e m.  A
new level begins  - n e w scen-
ery. n e w  aliens
The ma i n  talk ing po in t  of  En-

c ount er was .  a n d  st ill is .  t he
a ma z i n g  t h r e e  d i me n s i o n a l
visual dis play .  Howev er ,  t here
is mu c h ,  mu c h  mo r e  t o  t he
g a me  t han the super graphics
- ev ery  as pec t  has  been  pro-
fessionally c r e a t e d  b y  a  ma n
who h a s  A t a r i  p r o g r a mmi n g
d o wn  t o  a  fi ne art .  Encounter
was  prev ious ly  ma r k e t e d  a t
E.9.95. b u t  n o w  t h a t  At lant is
hav e c u t  t his  b y  t w o  t hirds
there c a n  b e  n o  ex c us e for
not  ob t a in ing  this remark able
piec e o f  Brit ish s of t ware Y o u
certainly  wo n ' t  regret  it .

does n' t  c o n t i n u e  t h roughout
the g a m e  it self  -  is  ano t he r
plus point .  The jazzy, foot  t ap-
p ing t u n e  mu s t  s ure ly  r a n k
amongs t  t h e  v ery  bes t  av ail-
ab le  o n  t h e  Atari,  so ev en  if
you t ire o f  t he g a me  itself you
will s t ill g a i n  m u c h  p leas ure
f rom t he  t it le s c reen alone!
Some budget  games  seem to

b e  t h r o wn  t o g e t h e r  wi t h  a
minimal a mo u n t  o f  ef fort ,  but
the Silverbird label  has risen to
a c lass  a b o v e  a l l  oppos it ion
wi t h  c ons is t ent ly  h i g h  s t an -
dards  ma i n t a i n e d  t hroughout
the range.  The Ext irpator is one
of t h e  fi nest  in the bunc h and
a n y o n e  a d d i c t e d  t o  s h o o t
' em ups should get  themselves
a c o p y  w i t h o u t  d e l a y

Title: T H E  EXTIRPATOR
Publisher Silverbird
Price: 2 1 _ 9 9
Players: I
Control:  Joys t ick

Reviewed by  Paul  Rixon
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[  FOR SALE
NINTENDO SYSTEM: Full system with light
gun. Robot and 3 games. E160 o n  a
Cameron MacMillan. Holybrocke Hall, Kerne
canague. Co.WiCklcre. Ireland.

PULSAR MOUSE PROGRAMS: Excellent
art prog Modified tor mouse Holybrooke
Hall, kilmacarogue GO Wicklow Ireland

SPEECH SYNTHESISER: Maple, Wordmak-
e( 'uses digitised words for a better quality
speech output,. E29 XC1 ?  data recorder.
E16 Log ic Probe for hardware fautt-linding,
E6 Te l 0502:566026.

XE SYSTEM : 130XE + 1050 D(Drive lined
with U S Doubler ioyst ick. Dos 2.5. 3, 4,
Turbo DOS, Mini Office II, Atari Writer auS.
Spell Me. Alpha ketode on d isk Doubler
software, games on disk, 50 blanks. maga
Dries, Mapping The Atari, Computers 3rd
Book o f  Alan, Advanced Programming tech-
niques. M-cocle For Absolute Beginners,
Pokey Player. Grapnix interiaoe. E200 o.n.o.
Phone Duncan on Linlithgow (0506)-845040.

XL SYSTEM : 800XL, XC12 cassette 'scar
der. poyslick. E150 worth or games. Se ll for
CI 25, o n o . Paul Talbot. 13 Riverside Drive
Clonshaugh, Dublin 17. Ireland or Tel
353-1-470398 atter Spin

1029 PRINTER: Complete with Atari Writer
Plus and Home Filing Manager d isks Ca n
deliver within 30 mile radius of Derby E8 0
o n o . Ring Derby 10332)-666001

BOOK: Mapping The Atari lrevised edition).
E5 Phone (0507)-605244

800XL UPGRADE; Unused Rambo XL 256K
upgrade kit  including eight RAM chips to ta l
value over E50, yours for E25 including post-
age. &Beauchamp I .  Gosden Close. Fur-
nace Green. Crawley. West  Sussex. RI110
6SE

XL SYSTEM : 800XL 1050 disk drive, 1029
printer, Ph ilips monitor, new where computer
desk A l l  boxed, with Mint-Office II. 10-Print
Atari Writer Plus, Trivia l Pursuit and games
All tor only E210. No spans. Phone
01-517-8396.

COLOUR MONITOR: Big  screen 64cm,
sane resolution as 8833 plus sound FIGB
Analog or TIL . Steel Cabinet pro model.
E75 Circu it  diagrams supplied Te l
051 427:1973, daytime

XE SYSTEM: 130XE, 810 Disk Drive. 850
interface St a r printer a l l  cables). Joyst ick.
eadxball. touch tablet. loads of d isks D e  Re
Atari Technical Relerence Manual 8 0 0  &
tape drive Of fers to Jon on Cambridge
102231-842648 after 6prn.

XL SYSTEM : 800XL with 1050 disk drive
software including Mini Office IL loyst ick
books including Mapping the Atari. Assemb
/er Editor cartridge, a ll eoellent condition,
£100 boxed and post tree Phone Mayfield
(Susseil 0435-873234 after 6pm.

XL SYSTEM : 800XL computer 8 1 0  d isk
drive. XC l I cassette. 1010 recorder. 2  lOyS-
ticks. 100's ot games, utilit ies. e tc. G., disk
and cassette books (sortie American).
mags. Pilo t  Prot) Lang and  manuals, Ger•
man Conversational and some ROSes Co st
over E500, se ll tor E300 o n  0. Tel.
0344-56814

XL SYSTEM : 800XL, 2  d isk davea. 810 &
XF551, XCI  2 cassette deck. Atari touch tab-
let with software. numerous software
IsaMe 041 disk) including Mini Office II, Tech
nicalour Dreams and Time & Magik Of fers
over £200 Te l. Portland (0305) 820993

XE SYSTEM : 130XE. 1050 CloSA drive. data-
carder, over 100 disks tilled with utilities,
oames. e tc includ ing  Flight Simulatoi II_
, a n y books Great offer at E200. Phone
Pete on Frinton on-Sea 678721_
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CONTACT
PRINTER: 1027 complete with lu ll

transformer and connecting leads,
boxed. Also  venous items of software on
omit. ROM and cassette Se ll as a package.
na sensible otter refused Te l David  on
0780-56117 after 6pm

XL SYSTEM : 800XL. 1050 d isk drive moun-
ted in  attractive metal plinth. 1010 datacor-
der, Touch Tablet & Alan  Art ist. assembler
editor cartridge, many games and macs.
Very. very good condition Se ll for £100.
Ring 0375-672935

PRINTER: 1029, excellent condition. com-
plete with dust cover, leads and instruction
manual. E75 Phone  Blackpool
11253)-891819. evenings please

XE SYSTEM : 130XE computer. dataoardler
taystick, 1050 d isk d rive  games. E150 a n .°
LOngton (0772)-615887 after 4prn.

XL SYSTEM : 800XL with 40 games, 2  toys-
licks. E80 or swap tor Commodore C64.
Contact 021 351-4260, alter 5pm_

XL SYSTEM : 800XL. 1050 d isk drive, 1010
recorder. 170 d isk games including Summer
Games and Beach Head II. 15 cartridges.
131 cassettes Onany full price games Arka -
nod. U S Gold's. etc ) a lso  13 disks of
P D.Software, 100-cap d isk box. Transd.sli
utility itapeto Disk). paddles, Ouickshot 2
turbo. Cheetah 1 2 5 .. Atari toystick a n d
Cuickshot 2 thai needs repairing) Al l  cables.
etc , 25  mags arid 8 books, lots a l manuals.
Will split . Phone Stephen on Hertford
550591

ASSEMBLER EDITOR: Atari cartridge with
manual a lso  Monkey Wrench II cartridge
with manual Bo th  lor the 800XL.130XE: E15
the two Phone 104431 438169

XL SYSTEM : 800XL. 1060 a sk drive. caS
sego recorder with many d isks and tapes,
two loysticks, many issues of Atari User and
manuals. Ideal tor beginner. Tel_ Flint 61850
after 4pm

XL SYSTEM : BCOXL. 1050 d isk drive. 1029
printer 1010  cassette recorder. Touch Tab-
let a ll in  original bores with cables and
manuals, e tc. Also  Competition Pro laystiok.
Alan User arid binders (from Issue 1) and
Page 6  (from Issue 19i. Many games and
utilities on bath Cassette and disk Hom e
built speech synthesiser (Alan User Ju ly
1987) thrown in . £300 o n o  Phone Danny
on (0235)-812808 after 4pm.

XL SYSTEM : BOOXL. 1050 d isk drive 1027
LO Printer. WP package. ioystica. manuals,
venous books and magazines and E200
worth of games and utilities, a ll in excellent
condition. E250 o n  o Te l. 01-806-0075 alter
?pm or weekends

XL SYSTEM : 800XL with 1010 cassette re
corder, 1050 d isk drive. Touch Taber with
Atari Artist. 1020 printerolotter. also Basic
XL ROM Cartridge and selection a l books
and magazines. £200 o.n.o. Contact Mick on
0692-670133 evenings only.

ATARI USER: Set of all issues 11firs1 to lash.
mini condition An y otters? Mini Office II d isc
with manual, E9 90. one pair 01 paddles and
Super Breakout cartridge An y offers? Write
to: P 0 .Bo x 8556. GA• 10010 AthenS.
Greece

XL SYSTEM : 800XL, 1010 cassette recor-
der. joyst ick. manuals-'books plus 100's
pounds of software on cassette:ROM Exce l-
lent condition. only E70 Write  to Mike at 15
Ambassador Gardens, Armlhorpe. Doncas-
ter DN3  &M t

16-BIT BARGAINS: Star LC•10 multitont
printer with ST Cable. First Word and 2
nbbons E145 . SF354 hall-meg dish drive.
E29. Timeworks DTP (v1.12), E40 Data
Manager Professional (v1 I A) . E20. Swill
Calc (V2  0), El 7 OSS Personal Pascal
(v2.02). E20, Microdeal FIOM port Clack car-
tridge, El 7 Phone  105241-415294. any time

TRIPLER BOARD: Tripeer board. a llows 3
operating systems on 130XE. E20 Mapping
The Atari (revised ifiattoOn 1, E8. De Re Atari
£8. Te l. 0283-221001, ask lo r Malc

XL SYSTEM : 800XL as new, cassette, all
leads, boxed, original instruction books plus
software Perfect  order. a ll ready to run. E40
Write to 1 5 . Highview Crescent. Hutton.
Br e n t
-
w o a d
. 
E s
s e
x  
C
M
1
3  
I
B
J
.  
P
h
o
n
e

0277-211710. No ofters please.

XL SYSTEM : 1500XL 1050  disk drive. 1010
c la im
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ware including word processor. database
music. graphics and games, leads and
manuals. All tor £130 o n o . Te l.
01:777-2573

XL SYSTEM : 800XL with datacorder. 1020
printerploner with spare ro lls of paper, a lso
pens, toyslick and lots of games. El 25. Ring
Dennis on  05435-5096

XE4IL SYSTEM : 130XE •  800XL compu-
ters. XC I I  tape recorder_ 1050 ckse drive
ineeds attention). over £200 worth of d isks
and utilities. E200 worth of tapes, various
books. appro. 3 0  Alan User mags and 2
toysecks, all tar E250 N o  splits Buye r COI•
lects Phone: Mr Parloce on Bognor Regis
829672 after 5pm

XE SYSTEM ; 130XE. XC l2  lege recorder,
joystick and games Du st  covers. many
books and magazines E125 Also  computer'
desk. E25. Tel. Guildlord 64853.

XE SYSTEM : 130XE w e  dust cover. 1050
disk drive with readvinte switch, XC12 re-
corder, a ll well looked after and in  angina'
boxes. Two Oulckshat toysticks. El 50 worth
01 games on cassette and d isk (Hardball.
an.ler,  etc ). blank disks, a ll manuals. Atari
User ItrOm July 1986-Endl. E300 the lo t
,  T e l108651-340704 Bu ye r collects. Oxford area
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plus software (worth E50). E70 800X1 alone
tor £30. enhanced density 1050 d isk drive,
£65 Phone  Neil on Deal 1,03041-372969

XE SYSTEM : 130XE with Computerhouse
Controller Card. 1050 drive, XCII cassette.
ICD printer connection. M101 mouse t ra ck
ball. 2  toyslicits b o o ks mags manuals
v ia t  and  with E550 worth of software. Call
nowff Tel 0305-773148

520 STEM: With hall meg drive, mouse.
mouse mat, vg .c a n d  fully t o .0 0 . p lus qual-
ity software Originals) and  loads Of d isks
and d isk boxes. Ideal tor beginners or up
grading On ly E230. Phone Cohn on
tThornel 0405-812965.

XL SYSTEM
-
. 
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Iwo loyst icks. two games (Ghosibusters &
Dropzonal. used twice, E95. Phone
(0322)-67798 ask for Danny 'Swaney.
Kent I

ANTICANALOG: Computer magazines and
books R in g  Sieve on 0602 847330.

PRINTER: 1029 inJuding manual. word Pro-
cessor and wads. Good condition. E100
o.n.o. Phone Paul on 0993-850713

XL SYSTEM : 800XL 1050 disk d rive  over
100 cassettedisk games also 6 0 i computer
mags A  bargain at E180 Te l 0 7 0 2
,
5 4 4 9 2 4XL SYSTEM : 800xL O S Controller Card,
Yorke 256-K memory expansion. 1050 drive.
U S Doubler. Spartados 3, 850 interlace.
books. magazines. etc., E300. Also  Juk,
5510 pnrrter n o  head. £40. Tel. 0506-55992
atter 7pre (Central Scotland)

PRINTER STANO: Perspex. 80 col.tex-
Micro Media catalog @ El 7901. El 0 -,- post-
age 3  Monitor magazine binders ',unused)
with gold blocked logo on spine, E6 each +
postage. Phone Jahn on 0229-716363
(Cumbria) Elam-Bern

PRINTER: 1029 complete me, manual, E80
Aso  822 thermal printer. E40 WS2000
modern with Datan interlace £100. Te l
096-277•3360 'Dave, Hants1

[  WANTED
1010 CASSETTE DECK: Abe, 8110.x.1_
instructions Te l 01-422-0728. Evenings

MAGI'S,  With manual Please  either write to
Richard Caner. 73 Grasett  Pk. S t  Savour,
Jersey. Channel Islands, o r Tel. 0534
23399

OMNIRES EMULATOR; I i any reader rs
using th is colourmono utility on 520ST. or
has copies ot any magazine reviews or
Omnires lo t  sale then please contact John
Rowlands. 26 Deepciale Avenue. Bootle.
Merseyside L20 4NA or Tel 051 933-8766

SWAP: Sega Arcade system. Hang On
Wonder Bo y I  Meg cartridge with lay pads
for Alan compatible printer in  good working
order. Also  wanted 1050 with Happy or
Laser o r IS Plate, good price paid Swa p
Atari Writer. Atari Basic arid Atari Assembler
Cartridges for Atari Art ist and Touch Tablet
(Or E30 o J . M .  Donald 1 5  Birkenside
Goretindoe, Midlothian, Scotland. EH23 4Ja

DISK DRIVE: 8,bil p re tera t ly a dead one
Must be cheap Write  to David  Hoare, Flat
5. 50 St  James Road Leicester LE2 1HO

1050 DISK DRIVE: Also  d isks Phone
021-472 6883 a lte r 4pm and ask for
Steven

GRAPHMASTER l i b l a y  Ion copying
graphic screens Ma in ly sold in  France
Please advise me o l availability G  Robert.
26 Fontaine Michaux 13-1400 Nive les
Belgium.

PRINTER DRIVER: For Star LGIO parte'
used in COniunCI,On with Publishing Partne'
Ver 3  on the ST Phone (0443) 435169

PAGE 6 ; Issues 1-19 please Rin g  Dennis
on 05435 5096

XC11;XC12 c As s Er r E t  Complete and
working Wou ld  consider cheap 1010 Phone
John on 0229-716363 (Cumbria) Elam•8pm

P R I N T E R
,
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n  
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2 0  
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n  
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condition preferably with spare paper and
pens. Tel M r  A Watterson on Clwyd 10244
,550717,

DISK DRIVE: 1050 or X1551. must be el
good condition Phone  Andy on
01 -993 5793

PAPERCLIP MANUAL: Required for vo id
Drre-,-,,,r Phone  a23-13-61 03 anytime

[PEN PALS/HELP
TECHNICAL HELP Come on all you ex'
R A F Bomber Command types, help a
67-year o ld ex-bomb wale-, now on a pen
sion and in  poor health, to sort Out h is
800XL problems' what  I need is a circuit
diagram, literature and interlace lead to con
necl m y machine to my Centranic 737 pan
ter Writ e  to: E . - F
,
S g t  
B e n i a m i
n  
E v a n
s

(641391), 64 Ellices Drive. Veovul, Somersel
B421 3 NP Te1.109351-22694

8DOXL PENPAL S: I  have a 1050 dusk drive
i 010 tape unit and would like to contact a
PenPal. I  am aged 12 Michael Atkinson, 15
Watkins Drive. Prestwich, Manchester M25
8DR

GREEK PENPAL : 130XE penpals. It you
want to Swap ideas, hints and tips. write to
Talus Pournaras, Kapodistelou 59 16237
Feather Athens. Greece

More CONTACT on page 50



SUPPORTING YOUR ATARI
PAGE 6  OFFERS
See this page and inside front cover for details

FOR YOUR XL/XE
UNDER STARTERS ORDERS
Cassette £ 2 . 9 5
Disk (Issue 37 disk) £ 2 . 9 5

I i
M

TURBO BASIC (Disk) £ 3 . 9 5  •

SPELL ME

Cassette E 4 . 9 5  HDisk E 6 . 9 5

MINI OFFICE II £ 1 4 . 9 5

ISSUE 39 DISK
(with PROFESSIONAL GOLF) E 2 . 9 5 •

L A N C E L O T
Cassette £ 9 . 9 5
Disk £ 9 . 9 5

T I ME  & M A G I K
Cassette E 9 . 9 5
Disk E 9 . 9 5 H

FOR YOUR ST
THE JADE STONE E 9 _ 9 5
DOMES OF SHA TRI-PAK E 9 . 9 5
TARI-TALK E 1 9 . 9 5
CLIP ART COLLECTION 1 E 1 0 . 0 0
CLIP ART COLLECTION 2 E 1 0 . 0 0

El

Postage included in U.K. Europe add El per
Elsewhere in the World add E2 per order.

Name
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—
I wish to pay by AccessfMastercardrEurocardiVisa

order.

Expiry
1 i

cut the

date:

—  [ i

magazine

Card No. [  L i  H] JUL1
1 r i i  0  
r n r i n
Please debit my credit card above with E

Signatur e

Send your order to
PAGE 6 PUBLISHING

P.O. BOX, 54, STAFFORD, ST16 1DR
Please a llow up to 28 days tot de livery

Please feel free to photcopy this form or *Me your order d you do not want to

UPGRADED TO ST?
Don't throw your old files away use

TARITALK
The most effective way of  transferring files from your Atari
8 bi t  system t o  your  ST wi thout t he  ne e d for  a  costly
interface. TARITALK comes compl ete with interface cabl e
and software to transfer text files, database information,
pictures, music files a nd mor e to your  ST

TARITALK is just £19.95
and is available exclusively from PAGE 6

- use the order form or telephone us for credit card orders

Let your young ones enjoy learning with your XL/XE

SPELL
ME

( A c i A 1 , 0 m

l
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n o p q r 5 I t u v w x s p z
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imr• IL
I A
T :
.A del ightful  pr ogr am  t o te a c h four  to five y e w  olds the a l phabet

plus wor d construction a n d  w or d a nd picture association. G ui de
them with those first steps whilst a lso teachi ng how  to enjoy The
Atari as a  cr eative tool .  SPELL ME has been written by a  qual ifi ed
teacher a n d  ha s  b e e n  e n j oy e d  b y  hundr eds  of  Atar i  ow ni ng
youngsters. W hy  not  let your  chi ldren e nj oy  i t to?

SPELL ME is available on cassette at S4.95 or disk at £6.95 exclusively
from PAGE 6. Use the order form or telephone for credit card orders

t t t l i t
t  N O W  A V A I L A B L E  0CLIP ART 2

111111111101kWIWOMOVI kkilt% t WM 1
1 I l k  1
1
1  k i k  1 1 1
1
1

for use with Fleet Street, Timeworks, Easy-draw,
1st Word Plus, in tact any ST desk top publishing

or layout program
A s e t A s t fi l . " A A A 0
1
1 0 1
1
W h i l h a s A A i l l t A s t
a i g h i l h e s s i t s l i k
M a k t e a d i b A t I N A i
l h A s %

Hundreds MORE  images on tour
disks in compressed format with
full instructions o n  conversion
to us e  i n the most  popul ar  pr og-
rams on the any ST computer

All images are in the public domain
and may be freely used -  many are
ported over from the MACINTOSH -
subjects include general, animals cartoon
borders, headers, classic art, whimsy, holidayr
symbols and much more g i v e  your work real class!

X.XXXXXXXX.X

FOUR DISK collection just E10!
CLIP ART COLLECTION 1 s ti l l  available at E10

Ask for  CLIP ART COLLECTION 1 or  2  available only from

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

Pay by chequepostal  order,  Access or  Visa
Telephone orders welcome on 0785 213928

Many other  general public domain disks are available from
the PAGE 6 S T LIBRARY, please ask for  a  copy of our  catalog

UNDER STARTERS ORDERS
NOW AVAILABLE ON TAPE for just £2.95

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

• Computer betting for 1 - 4 players
• Full colour animated race graphics
• Save game facility
• 7 races per meeting
• Name you own horses
• Photo finish and more Do you really want fun software on cassette

-,
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 A V A I L A B L E  EXCLUSIVELY FROM PAGE 5
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CONTACT

[PEN PALS/HELP

ST PENPAL S: Write to Roy Telles. 9. Abbey
Close. Cippenham, Burnham. Berkshire.
SL2

XL PENPAL S: Write to L.Scotland. 73 Lang-
law Road, Mayfield, Da ikeith, Midlothian.
E 822 SAT or phone 031-6603922.

CANADA: User wishes to contact other ST
users to trade hints arid tips. Please write to
Philip C.Cavanagh 5 3 2  Dunedin, Victoria,
BC Canada  WIT-21_6 (Tel.604-385-58861.

8-BIT PENPALS: Required in  U.S.A. and
Canada Bo th  cassette (48K/ systems and
disk 1128K) systems catered tor Write  to
.Colin Newell 109A Kirton Lane. Thorne
Doncaster. South Yorkshire. 13148 5RG.
Englard

U.S.A. WORLD: Reaching oul to anyone in
lerested in  forming a world wide Atari user
group for 8-bit practical applications. artificial
,
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propose a  quarterly Disk Newsletter with
member subrnmed software Ideas, soft-
ware, enquiries welcome Writ e  to: Lee
Jones, GROMOR-SYSTEMS. A l l  Bo x
76-B Pleasantville TN, ZIP-37147•9801.
US A

HELP: Football on the 6
-
b i t .  C a n  
a n y o n e

please tea me of a  spreadSheefidatabase
the 130XE whch  will enable me to rate
teams, update ratings according to a fixed
formula, and list  ratings for recall later?
Capacity required to list  all the teams on the
weekly fixed odds coupons a rid  their current
rating. I  am using Mini ()Mice but the data
recall is clumsy. Please phone or write to
Don Burley 177, Legsby Avenue, Grimsby.
DN32 OLB 10472-745501

8-BIT OWNERS: I am looking tor pen paIS
eno own an Atari 8-bit computer arid d isk
drive to talk Alan. All letters w il be
answered Writ e  to: Mick the Fish. 7  Foundry
Mill Crescent, Seacrolt. Leeds. Yorkshire.
LSI 4 SOT
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XL XE PENPAL : Is there anybody in  C0.1.1
onaghan in eeland that has an XUXE corn
puter? I  have an 800XL with XC12 DataCei
der Write  to: David Sharpe, Shannonville.
Clones Road Monaghan. (Tel. 047-82342'.

8-BIT PENPALS: Anyone interested in  con-
tacting a 57 year o ld enthusiast with tame
1050, 800XL 1010 and into Strategy games
and good cassette games. Write to J  C
Balittock. 14813 Reculver Road. Bellinge.
flame Bay Kent ,  CT6 6P1.

•e rr PENPALS: Hello m y name is Fran
and I'm 23yrs old and own a  65xE and I
would love to hear from any other mate'
female XE users. All letterS answered M usr
warn you I n  a complete novice, but would
love any help and adteCia you can give me
on how to gel the best out ot My Atari Writ e
to: Fran Anderson, 20 Silver Green, Farr-
stead Estate, Kings Lynn. M o rk* . PE30
4SG

SPANISH 8-BIT USERS; I  am trying 10101M
a user group out here. and I look forward to
hearing from a ll you 8-bit users in Spain
(please write in Spanish or Englishi plus
8-bit users in  the U.K. Write to. Steven

C..Payesas. 30. 07460, Pollenga k ip
lege& Spain

XL PENPAL S: My name is David. I  have an
800X L. 1050 d isk drive, and a 1010 tape
deck. I  like arcade games. adventures and
programming, I  am 12 years old, a ll letters
answered. Write to 64 Yarrow Court. Pen
,culk Midlothian. Scotland, EH26 8)-fE

XL USER: My name is Dwarf I  have an
800XL 1050  disk drive, 1010 tape unit and
a 1029 printer I  am interested in  all types al
software, adventures, arcade. WC. All lettee.
answered Wn le  to David Foggin. 111
Lowood Lane. Field Head Estate, Borstal!
Batley, W Yorks, WF1 7 90E.

XL USERS: I  am an Atari 8-bit owner w a
cassette based system. I  would like to hear
from any other XL users anywhere in  the
world. I  have quite a good selection of
games and am very interested in utilit ies
Please write 10 Ales Meehan, I S Seaforl
Ave sa n d y  mount. Dublin 4 Ireland

CO NTACT Is FREE o f  char ge  a nd m a y  he used by any genui ne
Atar i  enthusi ast for  c onta c t i ng othe r  owners.  Any notice m ay
be i nc l ude d e x c e pt  thos e  of fe r i ng softw ar e  onl y  for  sale or
exchange or  those of fe r i ng i tem s f or  sale com m er cial l y .  The
Edi tor  reserves t h e  r i gh t  t o  om i t  a ny  not i ce  received a t  hi s
discresion•
Send y our  CO NTACT notice to CONTACT,  PAGE 6, P.O. BOX 34,

Staffor d,  5 T 1 6  1 DR.  P l ease  w r i te  y our  noti ce  on  a  separ ate
sheet o f  paper .  n o t  as pa r t  o f  a  l etter .

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 MAE
but unfortunately we have run into a spot of bother.
The interlace 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 to support

the XL/XE. Once we can locate the plugs, X1.1
7
tE o w n e r s  c a n
have a MIDI interface and can enjoy the exciting world of
MIDI musk.

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

know who to ask' We do! You're not sure which software is best
for your application We do! You'd like to keep up to date with
IleW releases and be sure they are a good buy. but who's going
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 horn? We know' You don't want to feel like you're the
only Atari owner in the world, but where can you turn too' Well.
we can help' Great. but who are you??

We are the largest t and oldest Atari Computer Owners Club
in the U.K. For just E5.00 per year you get help, assistance, hint
,tips, friends, pen pals, access to Pt./software. up to date
inlormation, games, utilities, hardware protects, soltware
reviews, p ro g ra m m in g  tu to ria ls,  and  a  g lo ssy club  magazine
every quarter.

A club magazine as well!' One of those photocopied things
'hat is unreadable. eh! Well no. it's professionally produced, just
like this magazine you're reading. It's called MONITOR. you may
have heard of it? Yes, friends of mine have read it and say it's
great! How do I toin the club and get my copy of MONITOR?
Easy just send a cheque or postal order for C...5.00 to the addres-,
below requesting a four issue subscription. Overseas
membership is E8 00 (surfacel or E 12.00 lAirmail I.

You won't be disappointed!!

The U.K. Atari Computer Owners Club
P.O. Box 213,Southend-on-Sea, Essex. SS1 20F

Independent User Group

UPDATE
A M A Z I N G  (I S S UE  3 7 ): 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 charucter 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.

500 IF MX=0 AND DIA<>DIAMAX THEN 700
501 LOCATE MX-1 ,MY,C
700 C=10:GOTO 502
1297 MX-18:MY=19:TIME=15;DIA MAX=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 next two
listings which were outside our control.

NI CQ -TE S T (I S S UE  3 8 ): 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,
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XYBOTS front
Domark

Another big licence
from Eknnark, this
time a
LI CENCE TO KI LL

TOTAL ECLIPSE, a puzzler from
Micro Status

TheS 11
1F I L E

Or, alternatively, a  guide to Microprose as, since they bought Telecomsoft, they seem to have about 95%  of all the new Si' releases at the
moment! R V I  is a  motorbike r acing game produced i n conjunction w i th Honda  w i th some modest hype as shown above. PIRATES! was
promised qui te some tim e ago a nd should now fi nal ly be out i n the  UK but i t  is also the  fi rst release by Microprose Japan i f  you fancy
a tr ip to buy your  software. XENOPHOBE is a  conversion of  the arcade gam e of  the same nam e whi lst RAI NBO W WARRI O R is, as you
might have guessed, based ar ound environmental  issues a nd produced i n conjunction w i th Green peace. Presumably some of  the E.24.95
you need to pay wi l l  be going to Greenpeacel TOTAL ECLIPSE is a conversion of  an established 8-bit ti tle with curses and puzzles in ancient
Egypt. TOWER OF R A M .  is a  p u z z l e  gam e i n which the  player  controls thr ee robot spiders inter acting w i th various obstacles. RICK
DANGEROUS is a  humorous vertically scroll ing climber game w i th ar ound 1 3 5  screens o f  action and fun.  ACTION FI G HI ER is coming up
next m onth a nd is a  conversion o f  the Sega arcade game, another  vertically scrolling shoot 'CM up. WEI RD DREAMS is w e i r d !  You dr i ft
between conscious a n d  subconscious, between sani ty  a n d  madness a s  you tr y  to unravel  Intr icate puzzles to r etur n to a  nor m al  l ife.
ORtiNTAL GAMES is THE  ul tim ate m ar tial  ar ts fi ghti ng simulator  (yes, another  one) but  thi s  has a  few extra fi ghti ng styles and a six
round tournament.  SAVAGE is a  sort of Rambo character who has to rescue his companions from a labyr inth of dank and gloomy dungeons.
Diplomatic discussions? Na h,  j us t ki l l  i t,  stomp i t,  slash i t,  a nd fl atten i t  leaving a  nice wor ld for  your  fr iends to come out to.  Under
development for  release l ater  in the  year  ar e .WIDWINTER, set in the 21st century when a global  cl imatk crisis has turned temperate zones
to an arctic climate a nd you must survive invasion from others tr ying to survive, and SURVIVOR, set in a post holocaust desert wasteland
where you mast reclaim l and,  cul tivate the  desert a nd re bui ld the  community,  tha t 's  just a  few, next week Microprose will have another
132 ti tles ready. So much for  Microprose, w ha t  about the  others? On a  more serious note.  Hi Soft seem to be busy again with the release
of Spectre 128,  the  ul tim ate Macintosh emulator ,  which wi l l  r un a l l  the latest a nd best Macintosh software. They also have an upgrade
to their  popular  text edi tor  Tempus called, surprisingly, TEMPUS 2  a nd ar e ventur ing into the C world with the HISOFT C INTERPRETER.
Oomark, o f  course, should have LICENCE TO KI LL out plus XYBOIS which is reviewed (actual ly before release!!) i n this issue. WI CKE D
comes from Activision, a  bi t  o f  the occult as does BOMBER L A X .  a  new fl ight simulator  based on a  r eal  l i fe bombing competition held
by the Uni ted States Ai r  Force! Final ly (r unni ng out o f  room) Electronic Arts have a  new role playing adventure gam e out l ater  i n the
year called THE  HO UND OF S HADO W developed by a  company who have previously released boar d games and written fiction for  various
adventure magaz ines a nd based on the  Cl hul hu rovihos developed by H. P .  lovecraft.



S O F T W A R E  ATARI  & AMIGAEXPRESSIII I I  Specialists

1040 SUM SUPER PACK E 4 3 9 . 0 0
As 520STFM Superpack but with 1 meg memory 10405I T M

1040 STEM BUSINESS PACK E 4 3 9 . 0 0
Business Peck Includes:
*  A t a r i  1040STFM Keyboard with 1 meg memory arid 1 meg builtan disk drive

plus TV modulator.
*  £ 3 8 5  worth of Business Software including MICROSOFT WRITE word proc•

essor (150),  SUPERBASE PERSONAL Database (E60). VIP PROFES-
SIONAL Lotus 123 Spreadsheet clone (E150) and Metacornco Basic (E25).

*  A l l  leads, manuals and mouse.

E159.00

MEGA 1 BUSINESS PACK E529.00
The new Mega 1 ST 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 E 628 . 00

E199.00

MONITORS
Philips 8833 Colour monitor inc lead    E 2 4 9  00
Atari SC1 224 Colour Monitor inc lead .  ..... .,  E 2 5 9  00
Atari 5M124 Mono Monitor inc lead  E 1 0 4  00

E249.00 DISK DRIVES
Atari: SF314 1 meg inc lead    E 1 3 9 0 0
Cumana C5A354 1 meg inc lead  E 9 9 . 9 5
Atari Megafi le 30 meg Hard disk ..  E 4 5 9 . 0 0

PRINTERS
Citizen 120D Inc lead E159.00
Star LC10 inc lead E199.00
Star LC10 colour inc lead E249.00
Seikosha 80 col_ printers. AMAZING PRICES!
Seikosha 9pin NU)  Inc lead E139.00
Selkosha 24pin LO inc lead E279 00

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 o f  software for  Entertainment,
Music, Programming, Education,Graphics and
much, much more.

For the business user we have systems for
Accounting, Payr o l l ,  Desk top  Publishing,
C.A.D., Word Processing, etc.

Why not give us a call, or better still, visit one
of our centres in
Birmingham P l y m o u t h
212-213 Broad St 9  Exeter St. The Viaduct
Birmingham, B15 2JP P l y m o u t h
021-643 9100 0 7 5 2 - 2 6 5 2 7 6

P.S. Bring this ad with you and get a discount of up to 10
(
'/
1
01

PR& This advertisement was produced using an Atari ST.

Educational & Home Software
on your Atari ST

B. Bytes Computer Systems of Hinckley now supply:

B. Spell E14.95
A superb spelling program for your child Suitable for ages 5-6 or children v it t  learning
difficulties Total mouse control, highquality speech and 26pictures Tunesto reward your child
and mistakes are corrected.
Microman commended the programs "Excellent graphics" Monitor Magazine rated the
programs 9 out ol 10 for educational value.
Construction Set E9.95 or with B-Spell for only E19.95
Now add your own pictures to B Spell. This will pie it'untimrted potential", said sr User i r d
so t does
,Draw in Neoc hrorne or Degas, 26 new pictures included for you to use or alter and no upgrade
is required for B Spell to use Construcoon SetB-Base II 1/.1 .5a E14.95
Pedect Database for all your household or small business uses.
'Very user friendly', Well written'.'very rapicr,•very reliable in use and extremely good value for
money' se id an impressed monitor magazine.
NEW FOR 1989 — Maths E14.95
Pertectcompanion to B•Spel. Seven programs 'none add, subtract. multiply end count pictures
and numbers, speech and abacus, as well as an animated teacher which makes learning fo
nTunes reward success and errors are corrected.

NEW FOR 1989 - Playspell E14.95
Multi level platform game and spelling incorporated, data disks to follow at f9 95 each

Prices include VAT & PAP, 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 LE101UA

Tel: 0455 613377

VOA

ATARI ATARI ST SUPERDEALS
520 STFM POWER PACK E 3 5 9 . 0 0

inc VAT and Next Day Debvery
Power Pack Includes:
•  5 2 0 S TFM 512K Keyboard with Built-in 1 Megabyte disk drive and TV Modula-

tor
•  O v e r  E550 of games software including Outrun. R -Type, Super-Hang-On.

Space Harrier, Afterburner and 15 other games
*  Organis er Business Software including WOR D P ROCESSOR SPREADSHEET

and DATABASE
*  F i r s t  Music and First Basic Utility software,
*  F R E E  JOYSTICK'
*  A l l  leads. manuals PLUS MOUSE and free mains plug!
REMEMBER! Many STs do rbDt come with BASIC. ours come with ST BASIC REV
D by Metacomco,

520 STFM EXPLORER PACK
As 520STRA Superpack but with only one free game and no

joystick or Organiser —
E269.00 inc

CREDIT CARD ORDERLINE 0908 78008 Tr
To meter otter call the clads card order ase above with your AccessNtsa mart cad detaas or make a cheque/PO parable to: Digloom Computer Services Ltd

and send it with your ceder OD the addess below We'*  moved lo larger premises - Caers most welcome!

DIGICOM
Unit 36, Whariside, Fenny Stratford, MILTON KEYNES MK2 2AZ

All prices include VAT and next day delivery by courier.
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hardship and  adventure o f  Cali-
fornia i n  1848-49. You take the

part o f  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 fi rst fourteen minutes o f  Gold Rush!,
you have to decide i f  you wil l  attempt to
make the  treacherous journey overland,
the long boat t r ip  south around Cape
Horn, o r  the shorter, b u t  possibly even
more dangerous t r ip  t o  Panama a n d
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 t imin g  is  required to  ensure that
there will be plenty o f  grass on the plains
to feed yo u r animals. Hazards include
steep mounta inous te rra in ,  lo n g  treks
through the desert and, of course, Indians.
The ocean t rips take less personal p lan-
ning, but you may be overcome by disease
or storm a s you  sa il th e  world 's most
menacing waters. You may even face food
and wa te r shortages before  t h e  lo n g
voyage is over.
If you decide on the shorter trip through

Panama, there are natives and wild anim
als to worry about, no t to mention quick-
sand and cholera. The choice of travel
modes makes Gold Rush! almost three
completely different adventures in  one. I
would advise you to  take a  shot at all of
them just to experience the joy of dying in
all tls myriad forms!!

One way  o r  another,  y our travels should
end at John Sutter's Fort. Once you reach
the fort, you can search fo r clues to your
brother's whereabouts, p icking  u p  go ld

GOLD RUSH!
Sierra On-Line
£24.95

along the way.
This is probably the last Sierra adventure

you wil l see that was developed with  the
old AG! (Adventure Game Interpreter) sys-
tem. used i n  the  development o f  King's
Quests 1,2 &  3. Since the release of King's
Quest 4, we have seen the impressive re-
sults o f  SCI (Sierra Creative Interpreter),
that gives double-resolution graphics and
enhanced sound
and music.
As Gold Rush! has

been u n d e r  d e -
ve lopment f o r
some t ime, i t  d id
not ma ke  econo-
mic sense t o  g o
back and  re-do it
with the  new sys-
tem. At first, I anti-
cipated d i s -
appointment wit h
regards to graphics
and sound, b u t  I
was p l e a s a n t l y
surprised. E v e n
though the resolu-
tion i s  clea rly n o  ma tch  f o r
graphics a re  qu ite  good. There  i s  a n
almost excessive amount o f  spot anima-
tion, such a s people and  carts making
their da ily rounds in your home town, and
the bustle o f  the little townsfolk when you
reach Sacramento. Keep a n  eye out fo r
other miners as you head out from Sutter
Fort, f o r they a re  liab le  t o  hang cla im
jumpers out there!
Gold Rush! does have some serious weak-

nesses. The first is the tedious nature of all
three o f  the trips to the West Coast of
America. There  is
an attempt to spice

it u p  a  little
by breaking each o f  these long
automated sequences into smaller
segments, a nd by  giving a  run-
ning narrative o f  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 SO
ounces to locate, with the closest
being a t least n ine 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  bi t a nd emulates life,
since gold wasn't just lying everywhere
For the taking, even i f  it seemed like it!

Another personal criticism, be ing a
mapping buff,  is  the  weird layout o f
some areas. Around Fort Sutter, y ou

might w a l k  o f f  the  screen going
north. but when the new one is dis-
played, y ou  fi n d  yourse lf going

SC!, the

south, or even east! This was obviously
done to  increase the  number of loca-
tions tha t could be  squeezed into the
fort, unfortunate ly ,  i t  just serves to
confuse.

Included i n  the game packaging is a
90-page h is t o r ica l  te xtb o o k e n t it le d
'California Gold '.  Th e  p rima ry  reason
for t h is  i s  copy protection. Wh e n  the
game is  first run you will be asked a
question a nd directed to the section of
the b o o k  wh e re  t h e  a n swe r ca n  b e
found.

As usual, the
never f a r  away;  answer th e  questions
wrongly a n d  yo u ' l l  b e  presented with
the hangman's noose! You don't have to
read the book to  p lay the game, bu t  it
conceals a  few sma ll h in ts tha t  migh t
make th ings easier. I t  is, however, very
interesting reading a nd increases the
educational value of the game.
In conclusion, I would expect avid play-

ers o f  Sierra's games will not want to
miss this  one. As a  game with educa-
tional v a l ue  i t  i s  o  c le a r  success.

Sierra sense of humour is

reviewed by John R. Barnsley
A FEW TIPS TO GET YOU

ON YOUR WAY!

I n  B rook l y n :  Clase your account and
sell y our house.
I f  goi ng by sea: Buy Emit.
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!
Go ing  Wes t :  You MUST leave the
campsite at the RIGHT t ime!  (Too  soon
-  Too muddy  and Too late -  Blizzard!)
To check on condit ions, go behind the
wagon and walk  north;  when the
plain's mud recedes, SAVE GAME and
then TALK TO CAPTAIN.
Ca l i f o r n i a :  Pan ONLY in the eastern
river - NEVER near anyone else!

New Atar i  User - Issue 39 5 3



A MIDiot's Guide to Music Making on the Atari

3 The
Sequencer
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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 ST.
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 Zinly and
is the MIDI equivalent of the ST 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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Ictivision's Music Studio - the lowest priced commercial sequencer
perfectly suitable for the beginner
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Now that  you know a bit
about the background of
M I D I  and have decided what
hardware you may require,
it's t ime 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 PSS-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 f.2.5_ I've used both and
much prefer Music Studio, as MCS can only handle three MIDI
channels and three note polyphony, revealing its sound chip
ancestry. Music Studio handles 15 MIDI channels and can use
the PSS-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 worksaeen 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-t imbrally (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 1.2.95 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 chunge 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 ore 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 truck.
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 bum, drums, and piano. Get
the idea? On playback of the completed work the P55-680 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-our 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-

quencer'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 Steinberg Pro-24. You definitely get what you pay
for here - Pro-24 is easily my favourite, it's got lust about every
feature I could ever need, but there's no way I could justify
spending nearly £300 on it for home use. Superconductor at LSO
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 lust get you started on the road to
stardom! •
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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 lade Stone. It is a

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 fiance from his evil clutches.
It transpires that the only hope you have

Z a k  is a reporter on an equivalent of
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 Luse], 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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of achieving this is to find the
magical lade 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
money? How do you get past the
brigands guarding the road
south? How can you get post 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 I 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 lade Stone 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 o
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 on 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.
So, if  you should encounter any frustra-

ZAK McKRAKEN
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 I 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.

This is a 9ruph1( tniventure 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 itself at

times may upset purists but there is plenty
of room for puzzles and few opportunities
for vocabulary problems.

ZAK McKRAKEN
Lucastilm
E24.99
Reviewed by Damon Howarth



tions like that when playing The lade
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.

•  GAMEPIAT:  Standard text adventure of
good quality, plenty of  useful facilities -
very enjoyable

•  GRAPHICS: Some very nice pictures
accompany some of the locations.
SOUND: None - not needed

•  VERDICT:  Excellent value for money i f
you want an inexpensive introduction to
the world of  adventures - recommended for
beginners

AVAILABILITY

THE JADE STONE
Written by Linda Wright
Published by Marlin Games/
Page 6 Publishing
Price E9.95

DOMES OF SHA
Written by Jack Lockerby
Published by River Software/
Page 6 Publishing
Price E9•95

Both Adventures are only
available by mail and may beobtained direct from
Page 6 Publishing, P.O. Box 54,
Stafford, 5T16 IDR.
You may use the order form on

page 49 or order by phone

DOMES OF
SHA

Three Adventures for the price of one
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from Page 6 Publishing - three
for the price of one this lime!

This Tri-Pack is made up of three text-only
adventures in the traditional style - Domes
of Sho, Hammer of Grimmold and
Mutant.

HAMMER OF GRIMMOLD is set in the
land of dwarves; you 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 Volk 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
you finally discover the way in to Valk's
Citadel you find your troubles only just
beginning as the place is full of Giant
Ruts, Dragons, Vampires, and, of course,
more orcs!
I 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 you shouldn't have too
much trouble - but if  you do get stuck you
can always try one of the other adventures
in the pock!

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
your 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 comer 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!
(No, the Bucket hasn't got anything to do
with the Well - that was just a coinci-
dence!)
All three adventures were written by lack

Lockerby (with the help of his son I 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 (ST 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 Stone
review for details) which can cause a little
frustration from time to time!
The review copy which I played was an
unfinished version with a few bugs (all
now fixed, hopefully) and a few places
where you had to guess quite hard at the
way the game wanted the next command
phrased - lack 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 lade 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 tack's Tr-Puck gives you more
places to explore and things to do. You
pays your money and you takes your
choice!

•  GAMEPI AY:  Tradit ional text adventures,
a lit t le limited in vocabulary in a couple of
places, but generally very playable

•  GRAPHICS/SOUND:  None - not needed

•  VERDI CT:  Good fun, plenty of  variety,
and very good value for your money
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LADBROKE COMPUTING
INTERNATIONAL

" The Countryl' Leadths A telli SpedelliSt "

Star LCIO £169.99 Star LCIO Col £219.99
Citizen 120D £149.99 NEC 2200 1329.99
Epson LQ500 £329.99 Star LC24/10 £319.99
All Printers Come Complete Wi th Cables E TC

PHONE FOR NEW PRICES ON 8 BIT SOFTWARE AND HARDWARE
SPECIAL OFFER ON DISKS

.125"D/S  DID 96 TPI (01IAD DENSITY)
10 £ 6 . 5 0  1 0 + B O X  £ 7 . 5 0
100 £ 6 0  1 0 0 + B O X  £ 6 5

These are top quality products not cheap seconds. Ali
disks come with an unconditional lifetime guarantee.

DUST COVERS
Computers 0 . 9 9  Monitors £ 4 . 9 9
Disk Drives £ 2 . 9 9  Printers £ 7 . 9 9
Please State for which model you require a dust cover.

PRINTERS

Interfaces Are Separate.

Our Atari trained engineers will repair all hardware in
minimum t im e  a t  competetive rates_ R ing f or
quotation. A ll repairs carry 90 day warranty.

M ACHI NE  CODE MONI TOR BOARD
Suitable for 130 XE and 800 XL this useful add on provides the
user with a machine code monitor+old Operating system with on
screen 80 column mode and existing Operating System. The
Monitor includes standard search functions and direct disk access.

HARDWARE
65 XE Computer Starter Pack. Includes Games, Joystick, and data
recorder.
130 XE Computer
data recorder.
XF 551 Drive
XC 12 Recorder

£79.99
Starter Pack. Includes Games, Joystick, and

£119
f  169.99
£27.50

All Hardware/Software i s  tested prior to  selling to  ensure
satisfaction. Hardware i s  supported b y  on  site engineers. Al l
prices include VAT. FREE DELIVERY on orders over £10.
We stock a wide range o f dedicated books and magazines.
TO ORDER Simply send, or phone your order, staling Full Name,
Address, Visa o r  Access Nos, Cheque or Money order. Make
Payable to Ladbroke Computing International. Over 500 titles on
Cass/Disk. Please Send SAE for Catalogue.

PHONE FOR NEW PRICES ON /6B IT  SOFTWARE AND HARDWARE iEducational Software
Spell with Oscar E  I 2_99
Spell w i th  Oscar teaches keyboard skills, spelling and
motor coordination pictures of objects must be identified
and then spell correctly under Oscars supbrvision.

Extra data disks available increase vocabulary by 160
words £ 6 . 9 9

Acid' with Oscar f , 1 2 _ 9 9
Add teaches addition, subtraction.multiplication and
division w i th  selectable difficulty levels and Hi-score
table.

1 1 / 1
.
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e S

Ttilogy E 1 2 . 9 9
'Quick lis t  plus i s  a  Directory Database Compiler.
Mastermat is  a  customised formal and copy protect
programme.
Pik:strip is  a  ful l  screen picture manipulator which
Supports GFA, FAST, H1SOFT TURBO and ST BASICs.
Compatible with DEGAS, NEOCHROME and A B
ANIMATOR.
Phone for 2 25, 4 Mb upgrade board5; M b  merno/y
upgrade, drives, M011/
.
10/3
.
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AnithatOr E 1 4 _ 9 5
Animated Graphics Tool for the ST. Supports GI:A and FAST
Basics. Compatible with DEGAS and NEOCHROME files. Full
Facilities such as Draw, Fil l , Grid Copy etc.
/1 1kt/studio 0 9 . 9 9
[his is a 20 track Midi music studio with real time recording and
step time editing. Comprehensive phrase arrangement make this a
strong competitor for pro 24.

will give Steinbergs Pro 24 a run for it's money"
ST WORLD March 89

/MG Scanncr E 8 9 _ 9 9
The !MG scanner provides high quality graphics digitising. The
comprehensive software offers scanning resolutions of 75, 150,
216, 300, 360 and 1000 dots per inch horizontally. An example
disk is available which contains a slide show of images scanned
with this product. The disk is offered at 0.99, £2.00 of which is
redeemable on purchase of a scanner.
PHONE FOR LATEST PRICES' E I A M P L E
MEGATILE 30 HARD DRIVE . C 4 7 5
520 STEM SUPER P4C4. £ 3 6 9 . 9 9
520 STEM EXPLORER P4CA
-- 
£ 2 7 9 . 9 9
/040 STEM#CHO/CE OF SOFTWARE £ 4 4 9
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STAR LC 24/10 PRINTER £ 3 1 9 . 9 9

L ad b ro ke  C o m p u t i n g  In t ern at io  sal.
3 3  O r m s k i r k  R o a d ,  Prt . ; t o n ,  L an cs. ,
P R I  2Q I :
)
.  
O p e
n  
M o n
d a y
-
S a t
u r d
a y

10 a m  t o  5 . 3 0  p m .  D e a l e r  en q u iries w e l c o m e .

I n k  ( 0 7 7 2 ) Ladanokt Complain1 iniarnalmna t•  wa l ing  • ar= at W•liam Hitrieting Linhog

(
-
-
-
-
-
N 
O
R
D
E
R 
B
Y 
P
H
O
N
E

lail Cell uN on number!, below and pay with you
-' ,  _ _ _ . 1  credit (Ad.

&lid SAE foq full catalogue,

2 0 3 1 G B  c )  r
- 
2 1 4 7 4

r
1
A
l
k

ORDER sr Pacr
Make chtque PO' s a b k  to LOIN oke Computing International,.

t



ST GAMES S T  GAMES S T  GAMES.

MicroproseSOCCER
T
h
i
s  
i
s  
a  
f
a
s
t  
m
o
v
i
n
g  
s
p
o
r
t
s

ac t ion g a me  put t ing you
in direc t  cont rol of  the

players in a football mat c h,
either Associat ion Football or
Six-a-Side Soccer under Amer-
icon rules. The lat ter is play ed
on on enc losed pitch,  so the
ball c an bounc e bac k  into
play off the walls. Within these
there are several further
choices. A single player c an
take on the c omput er  while
t wo players c an play  agains t
eac h other in Friendly,  League
Tournament  or World Cup
Tournament  matches .
The pitch is v iewed f rom
direct ly abov e,  whic h means
your players hav e a dist inct ly
strange appearanc e.  You see
the t op of their heads  and
shoulders with various appen-
dages  popping in and out  of
v iew as they mov e!  As the
players run about  the pit ch
you receive cont rol of  your
man nearest  the ball.  You only

FACTS
Title K I C K  OFF
Publisher: A n c o
Price S 1 9 . 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Graphics are good with some
nice scrolling. Sam pied sound
is quite well used and adds
atmosphere to the gam e

GAMEPLAY
Difficult to win unless you are a
good player, set the computer
several levels below you!

VERDICT
On the whole a good SOCCOf
gam .  that ranks in the First
Division. Compares very
favourably to other football
gomes

see part  of  the
pit ch at  any  one
t ime,  so it smooth-
ly scrolls in what -
ever direc t ion
necessary to see the ball.
Joystick cont rol is used, giv ing

your man eight -way  direc t ion-
al mov ement .  If t he ball is in
f ree play  your man  gains pos
session by  t ouching it, and if
you cont inue mov ing him he
runs along dribbling it Wh e n
the fire but t on is pressed the
joystick no longer controls
direc t ion of  mov ement ,  but  in-
s tead determines  the t ype of
kick perf ormed.  Chip shots.
straight vollies. lef t  or right curl-
ing banana  shots, or spec ta
cular bac k wards  ov erhead
kicks are all possible. St rength
of k ick is cont rollable,  f rom a
light t op to a full s t rength boot
d o wn  the pit ch Throw-ins,  cor-
ners. and goal-k icks are all
possible too,  the only  thing
missing seems to be penalt ies.-
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this is a football s imula
t ion in the s ame vein as

Mic rodeal's  Internat ional Soc-
cer. O n c e  loaded the g a me  is
a lit t le bewildering and  it takes
careful perus ing of  the scanty
instruct ion sheet to get  going.
The play  itself is bet ter t han
many  of  the genre and I liked
the charac terisat ion of the re-
ferees whose interpretat ions Of
various fouls add  some variety
to play ing style.
Following my  first at t empt  at

play ing it s eemed to me that
the t raining mo d e  was a
necessity as the act ions are
fast and an almost  subliminal
handl ing of  the joystick is im-
perat ive.  There are many  pos-
sible variat ions of play ,  bac k

If the oppos it ion is in posses
sion of  the ball you c an per-
f orm a normal or sliding tack le.
the lat ter ma d e  more diffi cult
if it rains during a match.  If you
fail to regain the ball your
opponent  will eventually  get  a
shot at  goal.  when you' ll re-
ceive cont rol of  your goalie
wh o  c an dive left  or right  or
jump in the air to stop the ball,
If a goal  is scored you' ll see a
c lever TV•style ac t ion replay
showing what  happened.
Other features of  the g a me

al low the sett ing of  mat c h
durat ion be t ween  2 and 12
minutes: ac t ion replays, bad
weat her,  the naming of  your
own teams:  and  the sav ing/
restoring of  league posit ion
tables

flips, chips, volleys
headers  and con-
t rolled passing are
possible, but  as in
the real g a me

success c omes  f rom prac t ice.
The pit ch is well sized and

scrolls c omf ort ably  and the in-
clusion of  a small representa-
t ion of  the whole pit ch allows
the player to plan s weeping
passes and spot  defens ive
holes. Players  are in propor-
t ion to the ball and pitch,  the
one under cont rol hav ing a
line drawn under his boots.
Possibly the most  enjoy able
feature of  this sort of  g a me  is
the t wo player opt ion.  happily
this one has it and as a head
to head  it plays very well.  The
system ev en allows  indiv idual
players to hand ic ap themsel-
ves with dif fering skill levels.
this c an also be done with
solo play  but  my  adv ic e is to
k eep the mac hine a c ouple

FACTS
Title. M I C R O P R O S E

SOCCER
Publisher: Mic ropros e
Price: £ 2 4 . 9 5
Rev iewer J o h n  S Davison

SIGHT & SOUND
It looks good and sounds good.
but the overhead view makes it
look a  bit strange. Smooth
scrolling is good but  a 3-0
view might have been better

GAMEPLAY
Easy and exciting play will
keep football fans occupied for
hours Al l  expected options,
with a lot of variation, are in

 except for penalties.

VERDICT
An excellent example of a
spoils action game, a nd easy
enough for everyone. If you're
looking for simulated football
action, this is where to find it

KICK OFF
of levels lower t han you!
The other pleasant  thing
about  the g a me  is the eight
player league opt ion,  whic h
allows for any  c ombinat ion of
one to eight  peop le  to part ic i-
pat e in a season that  is save-
ab le  to disk. This opt ion gives
the g a me  a longev ity  opt ion
some others may  not  have.
As to t he ease of  ploy  I f ound

that  agains t  the c omput er  on
ev en levels, and  even by  play-
ing one level higher,  scoring
goals  was diffi cult  while the ST
f ound my  various defences
s omewhat  akin to Swiss
Cheese!
The c rowd noise and the pos-

sibility of  player ejec t ion for
cynical fouling adds  to the
at mos phere and even the dif-
ficulty makes  the g a me  quite
addic t ive.  Kick Of f  c ompares
well to its compet it ors  and
very f av ourably  to Internat ion-
al Soccer,
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CHICAGO 30's
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c a g o  has bec ome  a
paradise for gangsters

and various other lawless indi-
viduals. Trouble cont inues
t hroughout  every day  and
night. As Detec t ive Elliot it is
your mission to enforce some
law and order within Chic ago.
Your objec t ive is to put  an end
to t he illegal alc ohol t rade
and cut  of f  the main source of
inc ome to the •Mciffiosi' orga-
nizations. As you mov e
through the four stages of the
game.  i.e. t he docks, the sub-
urbs. the city and the ware-
house, you will c ome  across a
large number of  gangsters
under Al Capone ' s  employ
and ybu must eliminate these
gangsters with your mac hine
gun and salvo of grenades .
The storyline behind this g a me

shows t remendous  potent ial
even t hough it is not  t he most
original of  themes,  howev er,
the implement at ion of  this-

FACTS
i t i c .
T H E  
R E
A L

GHOSTBUSTERS
Publisher: Ac t iv is ion
Price: £ 1 9 . 9 5
Pev iewe• J o h n  Davison Jnr.

SIGHT & SOUND
Graphics ore quite good but
not out of the ordinary. Sound
effects seem to be lacking but
the theme tun.  is there, ri only
you could turn it offt

GAMEPLAY
A lively game but sometimes
quite confusing as the screen
gets too busy Ployabil i ty
seems to have suffered at the
expense of looks

VERDICT
Nothing particularly inspiring
but then again nothing really
bad. An average gam e That
will be of interest to Ghost bus-
tars tans but perhaps not other5
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t heme is, to be
quite honest.
downr ight  awful'
The g a me  loads
with a badly
drawn representat ion of  the
illustration f rom the cover of
t he box. A  credits screen then
appears  shown on a c inema
screen, c omple t e  with curtains
and  a thinly dispersed audi
enc e in front. The ent ire g a me
f rom now on takes plac e on
this c inema screen.
The g a me  itself Is a horizontal-
ly scrolling af fair whereby  you
walk  f rom left to right  shoot ing
the various gangsters whic h
p o p  up f rom behind windows .
boxes, and crates etc.  The
graphics  are unimpressive. The
scrolling of  the bac k drops  is
reasonably  smooth but  the
animat ion of  the charac ters  is
jerky and of  poor quality .  The
sound is also pret ty  uninspiring,
consist ing of a f eeble t une on
the loading screen and  some
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t ion c omput er  g a me  of
t he c art oon series of  the

fi lm of  the tune of  the book  of
Ghostbusters, if that  is the right
order of  things! I c an' t  help
feeling that  this game  relies
totally upon its t it le and
ac c ompany ing  c at c hy  t une
You are supposed to join in

with all your favourite Real
Ghostbuster heroes and save
the city f rom a haunt ing array
of ghouls,  ghosts and things
that  go b u mp  in t he night.  You
play  the part  of  a Ghostbuster
who  has to zap and t rap as
many  c reepy  ghosts and
scary monsters as you can.  It
ends up as a ' ho ld  your fi nger
on the fire but t on'  z ap ' em up.
Graphic ally  the g a me  is col-

rather l imp sound ef fects dur-
ing gameplay .
One litt le 'quirk ' of  the g a me

whic h I feel should be not ed is
the fac t  t hat  onc e you hav e
fi nished a g a me  you are never
given the opt ion of  whet her to
play  again,  you hav e to! The
'screen' merely  turns black
and  is f ol lowed by  a display or
c ount down numbers  as seen
on the start of  a fi lm, and t her
the g a me  starts again!  Is this
the only  way  they c an mak e
you hav e anot her go?
In many  ways  the g a me  feels
as t hough it has been re-
leased unfi nished. The
graphics  are nowhere near
the quality  one would ex pec t
on t he ST and t he sound is no
better.

ourful and lively
but  at  t imes the
screen is t oo busy,
c reat ing great  dif-
ficult ies with play-

ability. There hav e been t imes
when  I hav e play ed this game
when all t he lives hav e sud-
denly  dis appeared to I k now
not  where.  Presumably  some
Nasty has  been t ouc hed,  but
It is difficult  to see exact ly
what  was  the cause so that
you c an av oid it in future_
The Ghostbuster t une starts at

the beginning and goes  on
and on and  on I t ' s  a good
version of  this five year old
tune,  but  it has all been done
before.  Unfortunately .  I 've yet
to fi nd a way  of  turning off  the
t une wit hout  turning the
v olume right  down.  There is lit-
t le ev idenc e of  the promis ed
ghostly sound effects. Presum-
ably  if they ore present ,  they
are oblit erated by  the tune.

I it le C H I C A G O  30'S
Publisher: US  Gold
Price: £ 1 9 . 9 5
Reviewer:  J ohn Dav ison jnr

SIGHT & SOUND
Graphics fall for short of the ST's
capabilities Sound fares little
better

GAMEPLAY
Uninspiring and uninteresting

VERDICT
A reasonable theme spoilt by
poor implementation. US Gold
could have, a nd should have.
done a lot better on this one

THE REAL
GHOSTBUSTERS

The ingrUCt iOnS wh ic h  a c c o m -
pany  the g a me  are sparse to
say the least, showing more
advert is ing mat erial t han
g a me  hints, The most
annoy ing aspec t  of the g a me
is the t ime it takes be t ween
' g a me  over'  and  t he begin-
ning of  your next  go. Each
t ime a g a me  is finished, over
thirty seconds of  the 'Dy namic
Int roduc t ion Screen has  to be
sat t hrough bef ore anot her
g a me  c an be played.  This
may  be a we lc ome rest if you
get  a long go at  the game,
but  as t here were so many
t imes that  all my  lives dis-
appea red  in a mat t er of
seconds. I got  rather fed up.
Whilst probably  at t rac t ive to

y oung 'Real Ghostbuster'  fans,
the g a me  c an only  be de-
scribed as overbearingly  aver-
age.  It does  not  excel in any
depar t ment  but  equally .  none
of ii is realty bad.
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house that  hav e sup
port ed Atari for a long

t ime and who  are now turning
their hand to the ST. Capt a in
Crumble is an old f riend of  the
8 bit  users but  I bel iev e t hat
this is his first visit to the ST. The
story, lavishly support ed by
market ing ploys, is that  follow-
ing his ret irement  f rom world
saving the Capt a in  arid his
at om smasher now c lean t ime
corridors. Unfortuantely  some
Teezles hav e es c aped and
these mischievous litt le c rea-
tures, al t hough not  un-
pleasant ,  need rounding up
before they cause uninten-
t ional havoc .  Crumble  rises to
the occas ion and sets off.
Thus begins  a plat f orm and
ladders game with no ladders.
Crumble's  mov ement s  ore
dic t at ed by  use of his Jet
pock  and the safety of  the
ground he walks on. For exam-
ple in the first level it is most

FACTS
Title: V I N D I C A T O R S
Publisher: Do mo r k  Sof tware
Price: E 1 9 . 9 5
Reviewer J o h n  Davison jnr,

SIGHT & SOUND
Graphics are colourful and
bold with arc ade quality  but
scrolling c ould be better. Very
impressive sound, g o o d  sam-
pies and excellent  spot effects

GAMEPLAY
Quite good for one or two play -
ers with  a  fe w n ice  opt ions like
being able to start at higher
levels Improv es  05 the game
goes on

VERDICT
Nicely  presented and a good
convers ion of  the arc ade on-
ginal but a foirly  ordinary  game
that might  not have long term
appeal

inadv isable to
step on any thing
other t han the
green c arpet  part
of t he haunt ed
house.
The g a me  has 'cutesy•
graphics,  with a t ouc h of
whimsy in them,  for ex ample
on the first screen there is a
large port rait  over the fire of
the children's  hero Pob. Teez-
les must rank among  some of
the most  sympathet ic  c rea-
tures ever seen in c omput er-
d o m and the art  work  on-
screen is det ai led and strong.
Cont rol of  the gallant  Capt a in
has to be good  since many  of
his adventures  along the way
need very ac c urat e place-
ment .  There are many  things
to beset  t he hero inc luding
the need to fi nd hidden keys
to secret  doors, stop Teezle
eggs f rom hat c hing and c lear-
ing t ime corridors on his way
be t ween  levels. The Capt a in
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space ships a p p r o a c h
the Earth f rom the evil

Tangent  Empire and the only
way  to destroy t hem is to infil-
t rate the enemy  with your SR-
88 Strategic  Bat t le Tanks -
k nown as t he Vindicators.
You cont rol your tank t hrough
a scrolling bac k drop of  eac h
s pac e stat ion, dest roy ing
enemy  tanks and gun installa-
tions on t he way  to the cont rol
room at  the end of  eac h level.
As you pass t hrough the corri-
dors you collec t  essential fuel
and  weapons  along with your
points, and also t he ever use-
ful bat t le stars and keys. At  the
end of  eac h level,  onc e the
door has been opened  with
the appropr iat e key, you c an

bonus  sharas that  give various
useful and  some not  so handy
bonuses to him. To mak e the
Capt ain' s  life just that  bit  har-
der he also needs  to search
for a t ime gat e to enable him
to leave a level inside the t ime
limit Should you reac h a new
level t hen a password will be
al loc at ed enabl ing you to re-
turn there should you even-
tually die.  The g a me  seems full
of  such thought ful touches
and  shows itself well t hought
out  in t hat  way.  The artist must
be  c ongrat ulat ed on his per-
c ept ion as t h e  graphics  do a
great  deal to bring out  the
underly ing humour of  the
game.  and  the music  t oo is
most apt  and adds  to muc h of
the fun,

ex c hange these
stars for improve-
ments  to your
tank, assuming
you hav e collec -

t ed enough of  them.  Improve-
ments  inc lude inc reased
s peed or more powerful shots,
smart  shots or force shields
and armour.  You c an also
select  a higher start ing level at
the beginning of  the game.
and you are rewarded for
ac c ept ing this c hal lenge by
being c redit ed with a number
of bonus  bat t le stars.
Cont rol of  your tank is with

the joystick or t hrough the key-
board.  There is also a simul-
taneous  t wo player opt ion
whereby  t wo tanks c an fi ght
t oget her agains t  the inv ading
enemy .  Shoot ing t he other
player c an transfer some of
your fuel to t hem,  whic h c an
be useful in a t ight  spot as you
do not  stay alive wit hout  fuel,

FACTS
Title: T I M E  RUNNER
Publisher Re d  Rat
Price: £ 1 9 . 9 5
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
Extremely effec t ive graphics
with good  colours and ba-
lance. The sound has spec ially
dev eloped tracks for the lee r-
les, spot effects are good

GAMEPLA Y
Strong and uncomplicated.  The
controls mak e for ease of use
and the task to be ac c om-
pilshed is not unnecessarily
c omplic ated

VERDICT
I lov ed it, bet ter than Black
Lamp and great ly  superior to
Dark Castle. Treat yourself and
buy  it We ll worth a plac e in
anyone's  c ollec t ion

VINDICATORS
Graphically  t he g a me  Is both

colourful and bold.  The sprites
are well an imat ed  as they
mov e over a c learly  drawn
bac k drop.  The scrolling of
these backdrops ,  alt hough
not  as smooth as it c ould be,  is
inoffensive. In general,  all t he
objec ts  on the screen stand
out  well,  and  the overall
appea ranc e  is one of  arc ade
quality.  I n  terms of  sound,  the
g a me  is very impressive. It
loads  with a fi ne ex ample of
s ampled music. Throughout
the game.  all the spot effects,
such Os the gun shots and ex-
plosions, are excellent .  There is
also a brief  s ampled tune be-
t ween levels.
Whilst being striking, bot h
graphically  and in terms of
sound. t he g a me  itself is no-
thing out  of  the ordinary.  It
holds your at t ent ion well
enough to start with but  soon
looses its' init ial appeal.
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operat ive g a me
alt hough it is possible to

play solo. The stars of  this 3D
shoot ' em maz e are Major
Rock Hardy  and Capt ain Ac e
Gunn who are try ing to con-
quer the master Xybot  in his
c a t ac omb like lair. The ac t ion
takes plac e in a 3D maz e with
a small map  showing t he loco-
lion of  players and marauding
robots. In t wo player mode
eac h c ombat ant  may  mak e
their own way  on the split
screen thus ov erc oming some
of the problems  f ound in
Gaunt let  t ype games  whic h
meant  part ies needed  to stick
together.
Playing is the same for both

part ies and,  in fac t ,  it makes
little dif f erence to play  it there
Ore one or t wo involved.
Mov ement  is by  joystick and
needs some nifty twit ching of
the stick c ombined wit h fire
but ton pressing to c hange the

FACTS
Title: D A R K  SIDE
Publisher: M i c r o  Status
Price: E 2 4 . 9 5
Reviewer: J ohn S Davison

SIGHT & SOUND
Realistic looking graphics with
solid 3-0 Objects That move
smoothly. Excellent sound
which odds to the atmosphere
of the game

GAMEPLAY
Not lust a trigger happy game,
a  lrttle brainpower is required to
oppreciale the play which has
many interesting facets

VERDICT
Overall, I  like Dark Side. It's
graphically and sonically
pleasing, has addictive game-
play qualities, and requires you
to think
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perspec t ive of  the
warrior,  The player
v iew is similar to
that  f ound in t he
dungeons  of
Bards Tale ex c ept  for the fac t
that  the c harac t er c an be
seen as t hough being t railed
with a hand held c amera.  It
quick ly bec omes  obv ious that
successful des pat c h of  guards
needs either a head  on
approac h  or well t imed
sneaky shots round corners.
The robots,  at  t imes, carry

useful items with t hem such as
keys, energy  chargers,  bet ter
weapons  and most  important -
ly coins. These coins may  be
ex c hanged for a  mult it ude of
things at  the end of  level
shop, all items here hav e uses
espec ially  the mo p  protec tors
whic h do  mean that  t he likeli-
hood  of  a surprise f rom steal-
thy robots  is diminished.
The hand  zapper that  the
heroes are supplied with is a
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sed since the t ime of
Driller, and  the Ketars

(the Baddies) seem to hav e
spent it dreaming up Some-
thing Nasty to unleash on the
Evaths (the Goodies ) in re-
venge.  This takes the form of  a
giant  part ic le b e a m we a p o n
powered  by  a series of Energy
Collec t ing Devices,  whic h
they 've sneakily built  on the
dark side of  Tricuspid. They
obviously int end using it t o fry
Evath. ar id  in just a  f ew mi-
nutes t ime there' ll be  enough
power  c ol lec t ed to do  just
t ha t  Guess who's  got  the job
of des t roy ing those ECD'S to
save the planet  f rom obliv ion?
It's not  just a case of  blast ing

t hem to smithereens though.
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powerf ul we a p o n  Out rapidly
wears  out  and thus all power
pods  need careful conserva-
tion. There is lit t le sound in t he
g a me  apart  f rom the useful
spot ef fec ts  and al t hough the
loading s equenc e music  Is
easy on the ear,  it is nothing
overty special.  The sprites are
large,  cons idering that  eac h
player only has half  a screen
to play  in, and  the animat ion
and scrolling are smooth.  The
g a me  evokes a feeling of
almost  roleplay ing wit h live
ac t ion paintballs ,  whic h is ver
s
e
positive.
The scenes with the master

Xybot  one on one are fast
and furious and there is an
at mos phere of  c omic  strip ten-
sion around the game.

DARK SIDE
First they  have to
be found,  and
then deac t iv at ed
in the correc t
sequence.  If you

take one out  in t he wrong
s equenc e it immediat ely  re-
generates  and is soon bac k  in
ac t ion again.  The first f ew
ECD's need to be des t royed
as quick ly  as possible, as eac h
one remov ed lowers the
power  collec t ion rate,  so giv-
ing you more t ime to fi nd t he
rest.
t ricuspid is spilt up into sec-

tors, eac h c ont aining a variety
of  three dimens ional struc-
tures. Some of  these may  be
ECD's. but  others are build-
ings, whic h c an be ent ered
and  explored,  assuming you
c an puzzle out  how to open
the doors, t hat  is. The search
for ECD's uses up fuel and
shield energy,  and  if you run
out  the game' s  over. Supplies

FACTS
1 itle, X Y B O T S
Publisher D o m a r k
Price: S 1 9 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
Large and friendly graphics
with the 110VOUI of the comic
strip about them. Sound effects
are fair but the music is some-
what lacking

GAMEPLAY
Easy independent 'buddy' sys-
tem, far more comfortable than
either Leatherneck or  Gauntlet.
Controls sometimes a Nile
dodgy though

VERDICT
An interesting variation on an
old 8 bit theme, I  liked it
atthough it creaked at the
edges.

c an be  obt ained f rom replen-
ishment  points loc at ed inside
the buildings. You' ll also c ome
across Telepod crystals whic h
enable  you to use t he Ketor
Telepod mac hines  to gain ac -
cess to restric ted areas,  and
Powerporters  whic h of fer in-
stant teleportat ion.  Prowling
around most  sectors you'll also
fi nd a Plexor, a sort of  semi-
intelligent  tank, whic h gets
might ily  mif f ed if you do  any-
thing to upset  it!
Cont rol is v ia a mix ture of

k ey board and mous e or joys-
tick. The fire but t on operates  a
laser, whic h c an be used for
operat ing door mechanisms
as well as dest roy ing things.
the 3D graphics  are all colour
fi lled, with no primit ive wire-
f rame structures to spoil t he
realism. The program manipu-
lates t hem rapidly ,  so screen
updat e  is quite fast and
smooth.
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Jeff Minter is possibly
one of  the most  play-

able games  to be released so
for on the ST. Many  of  you will
know of t he game,  as it has
appeared  in vary ing guises on
a number  of dif ferent  c ompu-
ter formats  but  t he graphics
have now been improv ed
dramat ically  on and there are
a f ew new 'twists' in the g a me
play.
Onc e loaded,  you hov e a

number of choices,  Firstly you
c an set the games  'options'. ,
such as whet her t he pause
mo d e  is to be a ' f reeze • f rame
or a graphics  demo,  along
with the c hoic e to c hange the
t wo line message whic h
appears  on the t it le screen.
Secondly  you c an study the
inbuilt  ' g a me  secrets' opt ion
which gives some useful
adv ic e on how to destroy your
enemy.  Onc e  you hav e de-
c ided to begin a g a me

FACTS
JOURNEY TO THE
CENTRE OF THE EARTH

Publisher Chipsoft/U.S. Gold
Price: E 1 9 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
Digitised stills are superb, the
arc ade pic tures c ould be bet-
ter. Mus ically  fairly  weak  but
spot FX and s ampled sounds
odd to the atmosphere.

GAMEPLAY
Basically smooth, the mouse
c ommands  help, The arc ade
sections feel patchy  at times
and the sub games  let  down
the overall produc tion.

VERDICT
An interes ting look  into Vic to-
rian Sc ience Fiction, a  game
well worth cons idering to both
arc venturers and Sci Fi lovers.

you are launc hed
into your selec ted
level and the bot -
tle begins...
The ship you use

to do bat t le within t he grid
consists of  t wo main parts, t he
main ship and the det ac hable
nosecone.  The main ship is
mov ed  around the screen
using the mouse,  t he nose-
c one howev er stays wherev er
it is left on the screen and c an
b e  ' c al led'  t owards  the main
ship using the right  hand
mous e but ton.  Upon pressing
the left hand mous e but ton,
bot h the main ship and the
nose c one fi re simultaneously.
The main use of  this nosecone
is to augment  shots whic h are
fi red t hrough it. A single shot
fi red Into t he nosecone re-
emerges  as three separate
shots along with the nose-
c one's  own wide b e a m shot.
The augmen t ed  shots c an be
direc t ed forwards,  to the sides.
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to be  a rich fi eld for ST
Aroventuring and this

g a me  seems to c ont ain most
of t he elements  of  the book.
The player's  role is to bec ome
one of four famous  historical
scientists, eac h of  whom hav e
their own strengths and weak -
nesses. O n c e  a c harac t er is
chosen the ac t ion follows a
pretty, but  unav oidable,  pro-
logue whic h has to appear  on
every restart whic h is a lithe
annoy ing when early  deat h
occurs. There are some quite
startling digit ised graphics,
some of whic h hav e been put
into the gameplay  and the
ma mmo t h  pic ture ma d e  me
wonder  if the programmers
had f ound a t ime warp
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to t he rear and to the f orward
and  rear diagonals  mak ing
the dest ruc t ion of  the Xthorrg
'snakes' and  various nosties
easier and more spec tacular.
Graphically  the g a me  is stun-
ning, as c an be ex pec t ed
f rom Jeff Minter.  The back -
drops  and sprites are all ex-
t remely  colourful and all of  the
ac t ion takes p lac e at  the fas-
test s peed possible. There ore
many  not able graphic al
touches,  t oo numerous  to
ment ion here,  but  many  mak e
start ling use of  c olourfl ow
whereby  all of  the ST's colour
palet t e is c y c led through.  The
game' s  sound is also of  a high
s tandard.  consist ing of  a varie-
ty of  t hrobbing bossy back -
ground sound effects,

c amera l  Game-
ploy  takes plac e
f rom a cent ral
mouse driven
menu whic h

allows the player many  oppor-
tunit ies to issue c ommands .
These c an  range f rom mech.
cat ion whic h brings up a
screen with a neat ly  anony -
mous  male body  and a medi-
kit, to rock sampling whic h
allows the player to gauge  his
depth.  your state of  health is
shown by a slowly f ading par
trait  of the chosen c harac t er
and by  an array  of dials that
would do some fl ight s imula-
tors proud.  It Is possible to
monit or your physical and
general condit ion,  your vitality,
rations, direc t ion and  wat er
levels, eac h  icon bringing up
a dif ferent  cont rol screen
The main screen consists of  a

direc t ion chooser and a ma p
of t he journey  with various pit -

FACTS
Title: G R I D R U N N E R
Publisher l i a mo s o f t
Price £ 9 . 9 5
Reviewer:  J ohn Davison jnr

SIGHT & SOUND
Graphic ally  stunning. sonically
excellent, Exac tly  the sort of
sight and sound that a fast
p a c e d  exc it ing game should
have. Leaves you gasping

GAMEPLAY
Brilliant? Probably  one of  the
most play able games  so for on
the ST Every thing you would
ex pec t  from the man who
made  bk3sting real fun

VERDICT
Superb! Extremely  play able
Great graphics  G o o d  price
Go out and buy one now.

J O U R N E Y
TO THE CENTRE

OF THE EARTH
falls mark ed S o me  of these
routes lead to s imple arc ade
games .  earlier ones inc lude a
rock dodg ing  g a me  and a
g a me  of  d o d g e  the digit ised
mammot hs .  Both of  these are
more t han adequat e  sub
games  and rack  up d a ma g e
and deat h  on t he charac ter.
There is not  a lot  of dif f erence
In play  ex c ept  for the fac t  one
is play ed vert ically  and the
other horizontally.  Sadly  these
sub games  do not  seem to
c o me  up to the quality  of  the
overall produc t ion of  the
g a me  alt hough there is some
interest ing use of  sound whic h
ranges  f rom s ampled snoring
of  your s leeping professor to a
pat c hy  sound of  a pounding
woolly  ma mmo t h  foot.  All
ma p  mov ement s  are ac c om-
panied by  a re-assuring fi rm
foots tep and the ac c ompany -
ing music  is easy on the ear
but  less t han atmospheric
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Publisher C a o c o m /  U.S. ••.!!! :
Gold

Price: £ 1 9 9 5 trbtA, ,fAi4 M k t '
Reviewer:  Da mo n  Howarth acAr
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t ion of  civilized humans
into a weak er species it

has been dec reed that  man-
kind mus t  be t ransported.  a la
Roboc op.  into new plast ic
bodies.  Bio Chal lenge is the
Beta test ing ground for this
new c onc ept  and thus you
are taken to far off  planets  to
search for parts of  a lost
amulet ,  fi nd various inimitable
life forms and c onquer t hem
to see if the new bodies  c an
c ope  Paus ing only to choose
be t ween  one or t wo player
opt ions and to show a very
ac c ep t ab le  ac t ion s equenc e
whic h encloses the body  in
the 'Klipt ' t he g a me  begins
with a digit ised level announ-
c ement .
The Klipt is cont rolled by  joys-

tick on a horizontally  scrolling
bac k ground and its main a im
is to discover variable numbers
of lost amulet s  in t he allot t ed
t ime span. This is five minutes

SIGHT & SOUND
Graphics  colourful and sprites
recognisable, though perhaps
a litt le small. Sound adequate
but repetit ive Spot  FX reason-
able

GAMEPLAY
Very good, fast and muit i-levei-
led, good  sprite control, neat
scrolling. Technically  profi cient.

VERDICT
I found it less than enc hant ing
though it had a certain addic -
tive quality . Probably  a good
miniaturisat ion of  the arc ade
hit  that  should do well.
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on the int roduc-
tory level andfour
on all others, lat e
,levels hav ing
more parts of  the
amulet  to discov-
er and more planets  to
search. Surprisingly the c rea-
ture does  not  hav e a gun of
any  kind until it reaches  the
end of  a level and  its main
def enc e is in spinning like a
t op as it leaps  in the air or in
dis lodging fl oat ing iron bars or
c harge slabs to fall on the
local fauna.  This killing is
necessary since the rec ov ered
remains  of  the body .  when re-
turned to the mot her sphere,
prov ide the energy  to turn the
c reature into a liv ing rocket
and thereby  dispose of  the
guardian at  the end of a level.
The cont rol system is adequ-

at e and needs  to be learnt ,  as
does  the met hod of  dis lodging
fl oat ing bars at  the right  t ime.
Ac t ion is not  part icularly  fast
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k now the scenario of
this arc ade convers ion

car rac ing g a me  bef orehand
since the ac c ompany ing  in-
structions are surprisingly brief
and  litt le detail is inc luded.  The
idea is to rac e along an ele-
v at ed highway  pick ing up
various assorted bonuses and
energy  capsules bef ore your
t ime limit  runs out.
The joystick controls  all mov e-

ments  in the t ime honoured
..vay for rac e games.  t he only
dif f erence being t hat  the fi re
but ton allows the car to jump.
Negot iat ing this highway  is
ma d e  harder by  local drivers
who  t end to get  in the way ,
alt hough they  may  be leapt
over. Sharp bends,  oil slicks

p a c e d  and  on the early  levels
the t ime fac tor is not  t oo t ight.
The main a im of  the Klipt is to

k eep his oil reserves at  the
opt imum by  pick ing up the
stray canisters that  are strewn
across the various plonets
Helpful items inc lude the
rather shy cauldrons.  these
only  appear  when the c rea-
tures ore not  on screen and if
broken give various bonuses
to t he Klipt, such as t ime ex-
tensions or powered armour
that  great ly  enhanc e its com-
bat  capabilit ies .  Unfortunately
with many  of  the funct iohs,
like oil level and amulet  find-
ing, t he rather c lut t ered infor
mot ion bar makes  confus ing
reading and,  espec ially  in the
early stages, is not  t oo helpful

barriers that  need
to b e  c leared
a n d  there are
addit ionol
hazards. If all t hat

is not  enough there are also
mine layers and and lorries
carry ing high explosives whic h
will destroy you on c on t ac t
The loading screen and
ac c ompany ing  pounding
sound t rack add  to the ex pec -
tat ions and the g a me  scrolls
very well wit h no loss of per-
f ormanc e.  The car that  you
use is not  armed but  c an des-
troy enemies  by landing on
t hem following a leap,  these
need t iming well otherwise t he
player will end up in more
t rouble t han he started. My
mind  kept  going bac k  to the
infamous  Killer Cars  in Mont y
Python! The rac e is fast and
furious and needs  the car at
full throt t le most  of  the t ime
since the t ime limit  is none t oo

FACTS
T i t l e :
R I O  
C H A
L L E
N G E

Publisher: DELPHINE
SOFTWARE

Price: £ 1 9 . 9 5
Reviewer.  Da mo n  Howarth

SIGHT & SOUND
Abov e av erage graphics  pro-
v ide a more than adequate
base for the game.  Digit ised
speech is good with the begin-
ning graphics . Spot sound fair.

GAMEPLAY
Controls  lak e a bit  of gett ing
used to. ac t ion is smooth
although there are oc c as ional-
ly s luggish reactions.

VERDICT
A p lay able  game, not  entirely
to my  taste although it s tarted
to g low on me as I p lay ed it
Probably  worth a  longer look
by  the prospec t ive buy er

LED STORM
generous  and the collec t ion
of t he bonus  fuel and t ime
tokens is somet imes  very
hazardous. It of t en bec omes
necessary to leap holes in the
rood,  but  i f  this foils the hover
carrier brings anot her vehic le
at  the cost of muc h energy.
The soundt rack  is reas onable

but  lacks the power  that  I felt
wou ld  help the g a me  and the
spot ef fects are quite reason-
able ev en if sparse. The car
sets off  in Bugs Bunny style by
c ont rac t ing and then ac c ele-
rat ing rubber band  style. For-
tunately  t he joystick cont rol is
very prec ise and nothing lets
you down  on the way.  The
most  annoy ing part  of  the
g a me  s eemed to be the TNT
trucks whic h always  managed
to stop you just bef ore a level
is c omple t ed  thereby  increas-
ing the frustration, The Manic
Frogs a d d  a lit t le to the
game' s  colour but  lit t le else.
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ROUNDUP

MILLENIUM 2.2
Electric Dreams P r i c e  E19.99

This is a s pac e strategy g a me  whic h in-
volves a lot  a data.  Easy to use, hard to
get  into.

SIGHT & SOUND: Variable,  f rom the very
good  to the more or less adequat e.  Pic-
tures of  bases and c ombat  sequences
excellent ,  representat ive maps  patchy .
Good  loading sound but  very lit t le during
the g a me  ex c ept  bac k ground ef fects
and some of t hem c an be  annoy ing.

VERDICT: A good  g a me  with annoy ing
bugs that  mak e it crash, remember  to
save of ten.  Not  muc h help given at  start
up. some explanat ion of  ship types
needed,  Worth 0 look,  defi nitely  needs
det ai led play

COSMIC PIRATE
Palace Software P r i c e  E19.99

A fiendishly s imple space t rading/ raiding
game,  hunt  down  merc hant  men and
get  a cut  of  the take. Then prac t ice,  get
bet ter,  and do it again unt il you are a
master pirate.  Lots of twists, wit h plenty  Of
shoot ing in it

SIGHT & SOUND: I ndet erminat e really,
some scenes are very good.  t he 3D vec
tors are adequat e,  some sprites are very
good  indeed.  Overall they are good
enough for their purpose,  There is not  a
great  deal of  sound during most  of  the
game,  just the ex pec t ed bangs  etc.

VERDICT: I liked it! The g a me  has some
o d d  quirks, if you hav e a second drive
DISCONNECT it otherwise there will be  all
sorts of fun at  launch.  I still c an' t  mak e
my  mind up it it is Elite wit hout  the
c amoufl age or just a good  excuse for a
wonderf ul shoot  ' em up.  Worth hav ing.

SPACEBALL
Rainbow Arts P r i c e  £19.95

Basically this is a cross be t ween Tele Ten-
nis and Breakout  One or up to 8 players
in a league.  G a me  is dif ferent  in bot h
incarnat ions. It plays very well in either.

SIGHT & SOUND: Good  c lear and c lean
mov ing sprites with a select ion of  excel-
lent backdrops .  Sound is bas ically  crash,
bang  noises but  with a good  loading
soundtrack_ Adequat e  for the game.

VERDICT: An entertaining diversion, good
as a t wo player g a me  and enthralling as
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With so  ma n y g a me s h a v in g  been re lesea in recen t
months it is impossib le  to review them a ll so here is a

roundup of recen t  releses. We will co me  b a ck to  some of
these with  a  mo re  in depth  review in co min g  issues

one player agains t  the odds. Well rework-
ed  classic game,  try it first!

KULT - THE TEMPLE
OF FLYING SAUCERS

Exxos/Ere Informatique
Price E24.95

[he f o l low u p  t o  Cap t a in  Blood.  this Is
an enthrall ing,  nov el  a n d  dif fi cult  lit t le
number.  Sort  of  graphic  adv ent ure with
a dark  s ide to it. Impossible to desc ribe
in a  f e w short  words  a n d  wort hy  o f  a
muc h longer  rev iew.

SIGHT &  SOUND:  Graphic s  are  almos t
mind n u mb i n g ,  a n d  f ul ly  int erac t iv e,
sprites are  large and beaut ifully  f ormed
a n d  ev e ry t h ing  mo v e s  s o  s moot hly .
Good  open ing  synth music,  spot sound
effects a r e  we l l  s amp led  a n d  at mos
pheric .

VERDICT: A  d i f fi c u l t  a n d  a b s o r b i n g
delve int o t he worlds  c reat ed in Amaz
ng Sc ienc e Fic t ion,  t he  only  c ompar i -
sons t h a t  a r e  c los e are  t he  Psygnosis
graphic  adventures .  This is in a class of
its o wn  wi t h  a l l  t he  bri l l iance a n d  im
pressionism o f  Cap t a in  B lood in it  Buy
it. y ou  wil l  no t  b e  d is appoint ed

TYPHOON THOMPSON
Broderbund P r i c e  E19.99

A responsive and s omewhat  dif ferent
means  of cont rol in this wat er quest. The
sk immer is difficult  to mas ter but  fun to
use. Otherwise s imple mec hanic s  mak e
the g a me  playable.

SIGHT & SOUND: Generally  the graphics
are blue,  the screen is unc lut tered and
g o o d  for arc ade chases. The sprites ore
good  and,  al t hough a t ad small.  mak e
for good  perspect ive.  Sound is ef fec t ive
wit h a digit ised opening t rack and good
roars f rom guns and worried creatures.

VERDICT: Relies on the levity of t he
game,  some fairly cute pictures and fast
ac t ion.  This chase ' em round is fairly non
violent ,  c lever,  s imple and c ol lec t able

AIRBORNE RANGER
Microprose P r i c e  £24.95

A fast and furious c ombat  g a me  and
s omewhat  strategic.  The controls  work
well and  inc lude a t emplat e for the
Keyboard.  An addic t iv e g a me  all round.

SIGHT & SOUND: Graphics  are a bit
blocky  in t he Co mma n d o  mo d e  but  all
the ac t ion is recognisable and they  do
not  cause any  hand ic ap  to play.  There is
not  a lot of  sound but  t he effects are
quite suitable.

VERDICT: A think ing man's  c o mma n d o
game,  it will take a lot  of  get t ing into. It
has been out  a bit  now and the general
feeling is that  It is well wort h get t ing your
hands  on. Deserv ing of  a muc h longer
review.

FORGOTTEN WORLDS
Capcom/1.1. S. Gold Price E19.99
An arc ade convers ion of  a ' buddy •
shoot ' em up.  It works well and fast with
lots of ef fects and plenty  to wat c h out
for. Cont rols  mak e for wild shoot ing at  first
but  familiarity  and a f riend help.

SIGHT & SOUND: Spec t ac ular backdrops
and big smooth sprites. every thing a
shoot ' em up needs. There is a gutsy
soundt rack,  with ef fects and digit ised
speech well converted,

VERDICT: Everything about  this smacks of
a g o o d  convers ion,  but  s omehow I c ould
not get  into it I  c an' t  say why  but  it
lac k ed that  spark of compuls ion.  Shoot
' em up freaks will probably  be overjoyed
with it. howev er

TIME SCANNER
Activision P r i c e  E19.99

Pinball ac t ion in a  big way.  Mous e and
k ey board c ompat ib le  You must  at t empt
to c omp le t e  five stages of  pinball to
es c ape a t ime warp.

SIGHT & SOUND: For a g a me  like this the
graphics  need to be good and they  are.
They feel like a well gif t ed user of  Ere
intormat ique's  pinball const ruc t ion 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
mac hine t oget her with good  spec ial
effects,

VERDICT: A very good  game.  As on old
pinball wizard I f ound it addic t iv e and
enjoyable.  I did wonder  about  its long
term playabilit y  but  then I hav en' t  mo d e
the final screen yet, Probably  the bes '
pinball g a me  about ,

MAYDAY SQUAD
Tynesoft Price E19.95

A special c ombat  mission game.  select
your own three person SAS squad and
save on embassy.  Some of  the cont rol
swapping c an get  tricky in t ight  situa-
tions

SIGHT & SOUND: Fairly good.  chunky  peo
pie in 3D corridors, good  stills and News-
paper headings  at  the beginning and
the end.  Sound is nothing spec tacular,
basically all t hat  would be ex pec t ed in a
game of  this ilk.

VERDICT: Very play able alt hough I feel
that af ter pro longed use. Airborne Ran-
ger would be far more challenging.  It
claims to be roleplay ing but  I a m not  sure
and was not  alt oget her happy  play ing it
Think hard bef ore buy ing this one,

G.NIUS
Infogrames P r i c e  £19.95

One of those plat f orm and d o d g e
games  which is already  k nown to 8 bit
users. There is a t wo player opt ion
although not  in c o-operat iv e mode.

SIGHT & SOUND: Graphics  are well for-
med,  chunky and blend well with the
varied and well drawn backdrops .  Very
comfort able to look at. The press release
claims the sound to be great ly  enhan-
ced,  but  I a m not  sure what  f rom A
pleasant int roduc tory  dit ty and perfec t ly
appropriate effects, More than adequ-
ate for their purpose.

VERDICT: I was  not  t oo impressed with
this, and had diffi culty dec iding if I was  in
a demo mode  for the first c ouple of
games. The promised opt ion screen
seemed to be missing. The an ius  is cute
Though but  he does  hav e his problems.
Maybe others will enjoy  the c hal lenge
more than I did.

Roundup
conducted by

Damon Howarth

GALDREGON'S
DOMAIN

Pandora
£19.95

John Sweeney goes adventuring
again with a  Dungeons & Dragons

type program
In G aldregon 's  Doma in  y ou p lay  t he  port  o f  a  baroarian  hero.  You hov e  t o  explore the

countrys ide t o  fi nd inns a n d  dungeons ,  gather informat ion f rom the peop le  you meet  along
the wa y  a n d  c omp le t e  a  number o f  quests  in order t o  save t he  wor ld  f rom the forces of
evil, The g a me  is  Completely  mous e driven,  t he  right  but ton fl ips you bet ween three views,
the lef t  but t on selec ts  mov ements  a n d  ac t ions .
The ma in  v iew is  a  p ic ture o f  wh a t  y ou c a n  current ly  s ee a h e a d  o f  y ou -  e it her a v iew

down  a  c orridor o r  a  v iew across  t he  countrys ide. The graphic s  a re  excellent,  with plenty
of variety  in the 'wall'  des ign in the various 'dungeons ' a n d  scrolling v iews as you walk  across
the countrys ide towards  forests, towers ,  o r  castles. Be low this  v iew is a set of icons to allow
you t o  use pot ions ,  scrolls or weapons ,  mov e,  or fl ip bet ween a menu and a Status Display
at t he  bo t t om c ent re  o f  t he  screen. You c an also use the mouse to select menu items such
as O pen .  Unlock ,  Take. Drop,  Talk. Sav e or Pestore, The Status Display  shows your current
Health. Strength a n d  Stamina,  a ll o f  wh ic h  n e e d  t o  b e  c arefully  wa t c h e d  throughout  the
g a me  a n d  k ept  h igh b y  use o f  food,  pot ions  a n d  f riendly  c lerics . You n e e d  t o  k eep  the
Status Display  u p  a ll t he  h me  as  you explore since items do  not appear in the pic ture - Only
as a n  indic ator o n  t he  Status Display!
The s ec ond v iew (right  mous e but t on) shows  y ou wear ing  your current set of armour and

nos windows  for v iewing t he  items  y ou a re  c arry ing a n d  t he  items  in the current locat ion.
Whenev er y ou k ill any one you use this to c lick on the bones  to see what  you c an fi nd! There
are a  f e w other I tems  s c at tered a round  - a lt hough mos t  are,  dis appoint ingly ,  just empt y
chests.
The third v iew is a  m a p  o f  t he countrys ide. s howing forests, towers , inns/houses. a Castle.

a Temple.  a  c ov e ,  a n d  various  s tanding stones. Fiv e o f  the forests, the Temple.  the Castle.
the c a v e  a n d  t he Laby rinth a re  ac tually  'dungeons '  wh ic h  you need to explore and map
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tants. men ,  women ,  monsters  and animals , some friendly, some neutral,  some cleadly! These
appear in  f ront  of  you in the main v iew and, again,  the graphics  are excellent.  You bas ically
hav e three choices :  talk ,  fi ght,  o r run
Unlike Heroes  o f  t he Lanc e where  t he  philos ophy  is ' i f  it  mov es  - k ill d i' ,  y ou s hould talk

to ev ery one y ou me e t  -  y ou n e e d  t o  k now wh o  t hey  ore,  a n d  a  lot of t hem will give you
information. The tex t  appears  on  a  s ingle line b e lo w t he  v iew a n d  scrolls swiftly  off to the
ieff. O n c e  y ou hav e  as c ertained whet her y ou h a v e  me t  a  g o o d  guy  o r a  b a d  guy, you
might  assume t ha t  y ou should then follow the more interes ting philosophy  of 'it  it moves and
it's ev il k i l l  it ! ' as  in  Times o f  Lore. N o w  I  ma y  hav e  missed something, but  I f o llowed that
philosophy  a n d  was t ed many  hours  be ing  a  n ic e guy  and get t ing nowhere.  As for as I c an
tell t he  philos ophy  in Galdregon's  Doma in  is  ' if  it  mov es  - talk  t o  it ,  THEN k ill I t ! '
Nothing ev er ac tually  'mov es ' in Galdregon's  Domain.  A lthough the graphics  are excellent

there is n o  an imat ion a t  all,  t he  c harac ters  a p p e a r  in front of you from nowhere,  you fi ght
them b y  selec t ing a  we a p o n  a n d  c lic k ing o n  t h e  c haroc t er y ou  wish t o  fi ght, eventually
(if y ou win! ) t he  c harac t er will b e  s uddenly  rep lac ed  b y  a  p ic t ure o f  a  corpse.

The g a m e  is  n o t  perf ec t .  Dea t h  c omes  t oo  eas ily  a n d  forc es  a  c omp le t e  reload,  The
Positioning o f  ic ons  a n d  use of  menus has not been thought  through carefully  enough - you
very of t en d ie  wh ile  t ry ing t o  issue a  c o mma n d  such as  Switc h Weapons  o r  Load Game
just bec aus e it  takes  t oo  long t o  issue t he  c o mma n d .

The original vers ion wo u ld  no t  work  at all on my  old 520ST with ex ternal 5I354 diskette drive
and h a d  a  number o f  o t her bugs. I f  y ou hov e  problems  mak e sure t he  version you have
says •Vo d u r in g  t he  load ing  s equenc e.  b u t  ev en  t ha t  vers ion only  oc c as ionally  loads  on
my SF354. Mos t  of the t ime the s tartup message says "So Brave Na t e  - you dec ided to break
the la w'  a n d  wo n ' t  le t  m e  out  o f  t he  cas t le!
Your objec t iv e is t o  ac qu ire  fi ve gems and return them to the king, unforturiotely  the gems

are possessed b y  fi ve part ic ularly  nas ty  monsters . The g a m e  is full o f  a ll sorts of weapons .
potions, scrolls, informat ion a n d  s pec ial items, a n d  y ou will n e e d  lots  o f  these in order to
vanquish a ll t h e  monsters. There is  also o n e  set o f  armour scattered widely  throughout  the
land - y ou will n e e d  mos t,  it  no t  all,  o f  this  t o  win,
Despite its limitations and oc c as ional unfriendliness, Galdregon's  Domain is quite a nice lithe

'Dungeons  a n d  Dragons ' int roduc tory  g a m e  - we l l  wort h  look ing a t  it  y ou enjoy  a  b it  o f
mopping.  fi ght ing a n d  ques t ing
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Mini Office Professional
Spreadsheet and Communications

S o m e  years ago, when I still used my
Atari BOO, 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-
tem. Now, Database have released an ST
version under the title 'Min i Office Profes-
sional'. With the professional range, Data-
base has broken with tradition and is sell-
ing modules individually, each costing
about the some 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 is a
'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.
Nothing 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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cell A 3  copied t o
column B  wo u ld
becoming 83). Un-
fortunately, there
are t ime s  wh e n
you n e e d  t o  d o
both a t  the  some
time, add ing  the
VAT rate held in a
cell onto a table of
figures f o r  in s t •
once. Tucked away
in a n  appendix is
the solution to this
- t h e  a b i l i t y  t o
mark a  reference
us absolute, but i f
you d idn ' 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' fi lling 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. I f  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

:ell 1 1 1 1 1
7.entents: Fi r st NameNumeric

0 0 1
A I882
ee1 i l l
604 rthur
80 er tha
@Minn
Ofilkathu
0080ert
0011Anna
010461d
OilJane
01211rItur
OITTroy

0
1 
I

Desk fi l e  E di t  Do Mark Ce l l  Wimps Options g a r m  M i n i  Office Si
- - - - - - - -  'fi l i ng operations

Edit menu
OperatOCS
Print mode
Exec fi les
Exec Syntax

RAPEOPLE.SPR 1 free117_ AUTO.EXC fi les
c, 0  Ta gge d cells
Sex Mei

% M i m s
" M
a l
e

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. I
found it very slow entering data, so I did a
little test. I typed in the number ' I '  forty
times, and then I had time to set my
watch to 'chrono' and record 50 seconds
while it caught up! I 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. I 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 I
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.
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the communications module, I
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. I 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 corn rim program has

a similar layout to the spreadsheet but is
not as good, despite being by the some



authors. 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 ore, the Hayes
and MicroLink modems) then you will
need to look in your modem manual to fi ll
in the dialog. It took months to write reli-
able drivers for FaSTcom, 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, someCO MMS
ainnot so 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, VT52, VT100 or view
;data) as well as the problematic baud rate,
stop bits, parity etc. The pos,sible hood
rates are 300, 1200/75, 1200. 2400, 4800,

9600. 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,
hut it does not support scroll-back for view-
ing previous screens which I think is re-
grettable. I had a seemingly unresolvable
problem connecting to the University VAX.
Information I typed was received by the
computer okay, but sent back with u 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
you 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.!' twice, which will interrupt the
Micro link 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, arid it may be more useful to its
users, it is fair enough.
Mini Office Comms is not ail 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 ASCII. X-modem is lust the plain
variety, with no Y,Z or window variations.
The Kermit implementation includes facili-
ties to GET files from a remote server.
A fi na l feature is

a mod ifi ed closer
button on the win-
dow, w h i c h
changes th e  TTY
screen t o  b e  a
viewdata screen.

The v ie wd a t a
mode d i s p l a y s
three w i n d o w s ,
one occupies h a l f
the screen display-
ing the comms ses-
sion, t h e  o th e rs
con ta in  b u t t o n s
which send useful
character s e q u -
ences d o wn  t h e
line, either Prestel commands, or attributes
(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 I 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
you 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. laSTcom did
not suffer from these problems, so it is
possible to fix, and it spoils an otherwise
good emulation.

A facility that the program offers is Prestel
telesoftware download, but I  could not get
it to  accept a  single program from Prestet

UTILITIES

Each program comes with  an identical
disk with  four desk accessories, a calcula-
tor, memopod, 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 I could not get rid of, but I
was pushing it hard. The memopod is
bused on the text editor, and can autoload
a file of reminders.
I 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'
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CONCLUSION

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 E24.95
Communications E24.95

Published by Database Software
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PROGRAMMING

GETTING IT DOWN ON PAPER
Peter Hickman
introduces a new
programming
series with a
uti l i ty that wil l
help you submit
programs
together with
an animated
picture that  you
can type in
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a reputation for publishing high
quality program listings for the

8-bit machines, while ST owners have had
little except reviews and small programs
written in  ST BASIC (put those sick bags
away at the back!) and Assembly Lan-
guage. Well now STOS has arrived and
with it comes the opportunity for every-
body in the 16 bit community to have a
bash at beating brill programmers like
Paul Lay at their own game,
While STOS is the almost perfect language
for magazine listings us far as basic prog-
rams go, you may have been wondering
how you can include all those juicy sprites,
music, and screens when they are held as
MBK files on disk and not DATA state-
ments within the main program. Well, the
guys at lAWX/MANDARIN have thought
of this problem and on your Accessories
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1 0 0
1 1 0
1 2 0
1 3 0
1 4 0
1 5 0
1 6 0
1 7 0
1 8 0
1 9 0
2 0 0
2 1 0
2 2 0
2 3 0
2 4 0
2 5 0
2 6 0
2 7 0
2 8 0
2 9 0
3 0 0
3 1 0
3 2 0
3 3 0
3 4 0
3 5 0
3 6 0
3 7 0
3 8 0
3 9 0
4 0 0
4 1 0
4 2 0
4 3 0
4 4 0
4 5 0
4 6 0
4 7 0

4 8 0
4 9 0
5 0 0
5 1 0
5 2 0
5 3 0
5 4 0
5 5 0
5 6 0
5 7 0
5 8 0
5 9 0
6 0 0
6 1 0
6 2 0
6 3 0
6 4 0
6 5 0
6 6 0
6 7 0
ASO
6 9 0
7 0 0
7 1 0
7 2 0
/ 3 0
7 4 0
7 5 0
7 6 0
7 7 0
7 8 0

rem
rem a
rem a  P R OGR A P I  NAM E
rem *  P R O G R A M  F U N C T I O N  s
r e m  a  O R I G I N A L  A U TH OR  1
rem •  U P D A T E  A U TH OR  a
r e m  •  R E A S O N  F O R  U P D A T E
r e m  e
F O O  •
r e m  a
r e m  a
r e m  e
r e m  •
r e m
k e y  o f f
mode 1
s how
F e • "  F 2 . • " "  1  E A R _ F L A l i f a l s o

persub 3 9 0  t  r e m  e e l .  C L E A N  B A N K S  e e e
g o s u b  4 4 0  1  r e m  * fi e  L O A D  B A N K  * 4 4
pos,06  7 9 0  .  r e e  * fi e  CHOOS E  OU TP U T M E D I A  * * *
g o s u b  1 0 4 0  I  r e m  m a .  D U M P  B A N K  s e e
goe ub 1 6 2 0  t  r e m  e e l .  E N D  P ROGRAM  . 4 *
e nd

1
1

rem i f e e f f e e l f e e e
fo r  L O O P • I  t o  1 5
r e t u r n

;
rem   L O A D  D A M
r e p e a t
r e p e a t
F e . " '  1  F2 1 1 0 *
-
'  
E R R , F L A
8 . 4 a l l i f
t

F e - fi l e  s e l e c t $ (
.
. . M O K
.
, .  
E N T E
R  
T H
E  
N A
M E  
O
F  
T
H
E  
B A
S K

L I S T E D ' , 2 1

: C L E A N  D A R K S  4 4 4 1 1 5 4 • 0 4
,
1 4 0 4

s e r a s e  LOOP  .  n e t  L O O P

i f  F S . ' "  t h e n  M orn- di 1 6 2 0  1  r o e  s s f
,
*  E N D
14 i n s t r f F 1 1 . " . " 1 = 0  t h a n  F e w F l i . A B K "
u n t i l  i n e t r f F e . " . A 8 K ' S
on e r r o r  g o t o  5 9 0  1  r e m  a * .  L O A D I N G  E R R OR  • • •
l o a d  F S
u n t i l  E R R _ F L A G w fa l s e
on e r r o r  g o t °  0
r e t u r n

rem s e e s   E R R O R  L O A D I N G  B A N K  S e e
c l w
m i n d o p e n  1 , 2 8 . 4 , 2 5 , 5 . 4
m i n d o p e n  2 . 2 4 . 1 0 , 3 4 , 5 , 4
boom
w i n d o w  1
c u r e  o f f
c lm
p r i n t  i  p r i n t  E R R O R  L O A D I N G  8 A 4 4 1 0 1 !*

rtdcmo 2
c u r e  o f f
c l w
p r i n t  p r i n t  P R E S S  A N Y  K E Y  T O  c o e T i e u E
E R R _ FLA Gm tr ue
w a i t  k e y
m i n d e l  I
m i n d e l  2
r e s um e  n e x t

rem   C H O O S E  OU TP U T N E D / A

• • • • • • • • • 4 0 4 . * * - 1 0 . * * * o  * * * * *  0 0 0 4 6 4 4 .4 * O * 4 • 4 0 • 4 1 .•
•

OUTDATA2_ACD
DATA GE NE RATOR F O R  S TOS  B A N K S  •
FR A N OIS  L I O N E T
P E TE R H IC K M A N  •
TO A LLOW P E OP LE  T O  DUM P  8 T O S  •
DARKS T O  D I S K ,  R E A D Y  F O R  •
M AGAZINE S  S U C H  A S  P A GE  6  T O  •
PASTE TH E M  S T R A I G H T  I N T O  T H E I R  •
DTP  P ROGRAM  A LON G W I T H  8 T O S  •
PROGRAMS_

PROGRAM a s *

7 9 0  F 2 1 1 . " "
8 0 0  c h .
8 1 0  m i n d o p e n  1 , 1 0 , 8 , 4 4 , 5 , 4
8 2 0  w i n d o p e n  2 . 3 3 . 1 2 . 1 4 , 9 , 4
8 3 0  w i n d o w  1
8 4 0  c u r s  o f f
050
0 6 0  p r i n t  i  p r i n t  *  WHE RE  D O  Y OU  W I S H  T H E  S A N K  T O  B E  DUM P E D'?"
0 7 0  w i n d o w  2
8 8 0  c u r e  0 4 4
8 9 0  c l m

TO B E



9 0 0  p r i n t  •  p r i n t  a '  ( 8 ) c r e e n . "
9 1 0  p r i n t  •  p r i n t  •  C P / r i n t e r . "
9 2 0  p r i n t  •  p r i n t  .  ( 8 1 / 0 4 : . .
9 3 0  r e p e a t
9 4 0  P R E M K E Y S - u p p e r i l l i n p u t e fi l S
9 5 0  u n t i l  P R E S S E E Y s ta
.
8
.  o r  
P R E S S K E Y S .
. 1 . "  
o r  
P R E S S K
C Y S s
.
D
.

7 6 0  o n  m r r o r  g o t o  1 4 2 0
9 7 0  i f  P R E S S K E Y e a
.
D
.  t h e n  
F 2 S a l e f t i l
I F S , I e n I F S
/ - 4 / . . . A S E
"  
s  
o
p
e
n  
o
u
t  
4 1
1 .
F 2
*

9 0 0  i f  P R E S S K E Y S s
.
P
.  t h e n  
K 2 S . . . P
4 .  
• o
p e
n  
• 1 ,
F 2 S

9 9 0  1 4  P R E S S K E Y S a "S
.  t h a n  
P R 7 . . 0  
a t  
e m  
F R T .
'

1000  r e t u r n
1 0 1 0  .
1 0 2 0  •
1 0 3 0  r e m  * * * * * * * * * *  O U T P U T  H A N K  e s . * * * * * . . •
1 0 4 0  c l s
1 0 5 0  c l e a r  k e y
1 0 6 0  r im e  " ) .  L i s t i n g
1 0 7 0  f o r  M e i  t o  1 5  2  i f  1 e n g t h C 8 N / a 0  t h e n  n e x t  B N
1080  R e a
-
O R I G I N
A L  
F I L
E N A
M E  
2  
.
. .
F S  
g
o
o
u
b  
1
3
5
0

1 0 9 0  W . E S A N K  HUM BE R •  . . e t r $ 1 8 1 4 1  g o e u b  1 3 5 0
1100  A S a * B A N K  LE N GTH  1  .
. . s t r S S I e n g t h 1 8 M
C /  1  
o p o u
b  
1 3 5
0

1 1 1 0  A S . . .  t  g o e u b  1 3 5 0
1 1 2 0  A l i a .   .
goe ub 1 3 5 0
1 1 3 0  A t  A d r s  I  D a t a .  C  C h e c k  1 .  1
110444b  1 3 5 0
1 1 4 0  A l l .a " - - •
goa ub 1 3 5 0
1 1 5 0  A D s e t a r t 4 4 /  •  A D E N D - s ta r tA B N C o l e n g th I B N S
1 1 6 0  r e p e a t
1170  A S . . . !  1  1
1 1 8 0  E s S a h e . 1 1 : A D - e f a r t I O N 1 , 4 ) - . S .
1 1 9 0  s i d e tA 1 1 4 . 3 2 . 8 $
1 2 0 0  C M S . °  2  f o r  8 0 . 0  t o  7  •  i f  A D >a A D E N D  t h e n  O s ta '  0 0 0 0  i  o t o  1 2 4 0
1 2 1 0  OspeeisCADS  1  f o r  X a l  t o - 3  8  i f  D a p e e k l A D a X :  t h a n  n e s t  g o t o  1 2 3 0
1 2 2 0  BAS • I d a e k h A C , 4 * - f  a  C 4 K a C H K . d e e k tA 0 1  i  A D a A D
4
2  g o t o  1 2 4 0
1 2 3 0  1  •  r m p e a t  •  i n c  X  •  u n t i l  pm e k C A D .8 1 .0 .1 3  o r  1 a 2 5 4  o r  A 1 0 .1 0 A D E N ID  •  X = X
and efFPFVFFFE •  CHX=CHk.04256+X44110000 1  AD - Ap + x
H s . . * * * . C h e x $ I 8 . 2 / - . 1 1 . 1 . 1 h e . S I X , 2 1 - . S . 1
1 2 4 0  a idS e a a ,9 4 4 1 4 6 8 = a l le  •  m i d S 4 A 1 4 . 5 9 1 e h e s S I C H K . 5 / - . S
.1 2 5 0  n e a t  N  i  g o s u b  1 3 5 0
1 2 6 0  u n t i l  A D > A D E N E I
1270  A S . .
or :sub 1 3 5 0
1200  A S .
0
• 0 1
,
1 0  
O r  
B A
N (  
•  
c l
e s
a t
t h  
1
3
3
0

1290  w a i t  k e y
1300  g o s u b  3 9 0  2  r m m  • • *  C LE A N  B A N K S  2 .0 .*
1310 r e t u r n
1320  t
1330  i s
1340  r e m  s e * * * * * * * *  P R I N T  B A N K  * * * * * * * * * *
1 3 5 0  p r i n t  A S
1360  i f  P R T 4 , 0  t h a n  p r i n t  0 1 , 8 $  •
1370  i 4  i n k e y S < > " *  t h a n  w a i t  k e y
1 3 8 0  r e t u r n
1 3 9 0 1
1400
1410 r e m  * * * *  * * * * * *  E R R O R  t X M I N G  OU TP U T * * * e • e s *
1 4 2 0  c ie s
1 4 3 0  c l s
1440 w i n d o p e n  1 . 2 8 . 4 . 2 5 . 5 . 4
1450  s i n d o p e n  2 , 2 4 , 1 0 , 3 4 , 5 . 4
1460  b o o m
1470  w i n d o w  I
1480 c u r e  o f f
1490 c i s
1500 p r i n t  •  p r i n t  "  E R R OR  D U R I N G  O U T P U T ! ! .
1510 win d o w 2
1520 c u r s  o f f
1530 c l w
1540 p r i n t  p r i n t  P R E S S  A N Y  K E Y  T O  C ON TIN U E  •
1550 w a i t  k e y
1560 s i n d m l  1
1570 s i n d e l  2
1580 c o s u b  1 6 2 0  t  r e m  a . .  E N D  P ROGRAM  D U E  T O  F A T A L  E R R OR  a s s
1590 t
1 4 0 0 1
1610 r e    E N D  P ROGRAM
1620 h i d e
1630 d e f a u l t
1640 c l o s e
1650 a n d •

disk you will find two sparsely documented
files called INPDATA_ACB and OUT-
DATAACB
OUTDATAAC8 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 INPDATAACB 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 OUTDATAACB,
and incorporates an option to create those
illusive text files from your memory banks.
All you have to do now is send in those STOS
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-
TAACB and use the HELP key to get it
running.

continued overleaf
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TABLE I  - Data  to
recreate a picture bank

OR I GI N AL  F I L E N AM E  :
BANK= N U M BER  :  5
BANK L EN G T H  8  1 5 3 6

Adr

P I C T U R EI .M SK

D a t a * C h o ck

0 0 0 0 0 6 0 7 1 9 6 3 * 0 0 0 6 0 0 0 A 0 0 3 3 0 0 0 0 0 0 0 2 0 0 0 2 I I F B I
0 0 1 4 0 0 0 0 03D1 0 0 0 0 0 5 2 8 * 0 0 0 A 0 2 3 5 0 0 0 0 0 0 7 0 1 0 8 A8
0 0 2 C 0 7 7 0 0 0 0 7 0 7 0 7 0 0 7 7 0 5 5 5 0 3 3 3 0733 0 3 7 3 0 2 2 2 3
0 0 3 C 0 5 6 7 0 4 5 7 0 3 4 7 0 2 3 7 0 0 0 0 0 0 6 6 3 3 6 6 3 3 0 0 0 7 6 0 8
0 0 4 C 99CC 79CC 0 0 6 6 3 3 6 6 3 3 0 0 9 9 CC 99CC 0 0 6 6 2 C E6 2
0 0 5 C 3 3 6 6 3 3 0 0 99CC 99CC 0 0 6 6 3 3 6 6 3 3 0 0 99CC 2 9 A9 6
0 0 6 C 99CC 0 0 9 9 0 0 9 9 0 0 3 3 6 6 3 3 6 6 0 0 CC99 CC99 3 0 0 9 6
0 0 7 C 0 0 3 3 6 6 3 3 6 6 0 0 CC99 CC9 9 0 0 3 3 6 6 3 3 6 6 0 0 3 3 I F E
0 0 8 C CC99 CC9 9 0 0 3 3 6 6 3 3 6 6 0 0 CCOO CCOO ma . 4 C 9 FE
0 0 9 C CC66 0 0 3 3 9 9 3 3 9 9 0 0 CC66 CC66 0 0 3 3 9 9 3 3 4 3 0 F E
0 0 AC 9 9 0 0 CC6 6 CC6 6 0 0 3 3 9 9 3 3 9 9 0 0 CC66 CC66 4 FC FE
0 0 8 C 0 0 3 3 9 9 3 3 9 9 0 0 3 3 0 0 3300 66CC 66CC 0 0 9 9 2 6 6 9 7
00CC 3 3 9 9 3 3 0 0 66CC 66CC 0 0 9 9 3 3 9 9 3 3 0 0 fsacc 2 0 2 2 F
OODC 66CC 0 0 9 9 3 3 9 9 3 3 0 0 66CC 66CC 0 0 9 9 0 0 9 9 19CC8
0 0 EC 0 0 0 3 0 7 0 0 3 0 7 0 0 0 3 E FC 0 0 OCI C OC I C 3 0 7 8 17C61
0 0 FC 0 0 0 1 C 0 8 0 0 0 0 C 1CO3 0 7 C 3 E7 0 0 I E7 F 0 3 0 7 I EC D 9
0 1 0 C OC I E 0 0 0 1 F 0 0 3 OFFO C 0 0 0 3C7C 3C3D FCO3 3 4 0 C E
0 1 1 C 0 7 0 0 OC I C 3COE I C 7 E 3 C 0 0 0 1 F 3 C3OF 3 F7 F 1 AC2 9
0 I 2 C 0 0 0 3 0 7 F 0 3 F 7 8 C 0 0 0 O I F C 3 F8 C 3COF WOO 1 A4 3 5
0 1 3 C 3 C 1 8 3030 0 3 0 7 8 0 0 0 OFEF CF00 OEI C FOE3 2053120
0 1 4 C C3C0 0 3 0 7 8C3C 3 E3 C 3F00 3C3E 0 0 0 F 0 0 0 F 2 3 C 9 8
0 1 5 C W O O 387e FOC° E3 C 0 OE1 E 3COF 003C 3 FI F 32583
016C 0000 OFOC 1COF 0 0 7 0 F 0 7 3 3 3 C 0 I C SC 3 0 0 F 1 A4 8 9
0 1 7 C 0 0 3 C I F OF COE0 0 F 3 8 7 0 0 F 0 E0 0 F 0 0 3 CO3C 3 1 8 8 1
0 I 8 C 3 8 7 0 OF0 0 3 E0 7 0 3 F 0 F8 OF EOCO OFOE ICOO 28044
0 I 9 C F 0 0 3 CO3C 3 FE0 OF0 0 3C01 0 0 FC FEOF 8 0 0 0 3 8 A2 8
OI AC OFFB 0 0 F 0 0 3 C 0 3C3D 3 C F0 F8 OF 0 0 3 C 0 0 7 E I 869E
0 1 8 C 3 FOF 0 0 0 F 7C3E 0 0 F 0 0 3 C 0 3 C 7 8 7COF C 0 0 0 23893
OI CC 3C7C 0 3 0 7 I F OF 0 0 0 F I E I F 0 0 F 0 7 8 F 0 F803 1EEA3
OI DC CO3C 1E3C 3 E3 C O F I F 8 0 0 0 3 C 3 0 FCOE I C 0 7 3 0 0 2 5
OI EC 0 6 0 F 0 0 8 0 OF0 0 7 F3 F ECC4 0 3 C 0 I F OF F 8 F I 2 A0 5 2
OI F C 3 C I C 3 E3 C 0 0 I F OF8 8 3 0 3 C 3 E0 E 1COF COE0 I 0 5 6 8
0 2 0 C 0 F 0 7 0 0 0 3 8 0 0 0 3 8 3 0 I C OE 0 0 0 F 0 3 F 8 F 0 0 3 1 0 7 5 2
0 2 1 C 0 0 F 0 F 8 0 E 0 0 0 7 0 3 0 0 8 0 0 0 0 6 0 C 0 0 0 7 0 3 0 0 1 9 1 1 8
0 2 2 C 7 C 3 F C 0 8 0 0 1 0 0 C 0 0 0 1 8 0 0 I F OE 0 0 E1 FOEI 3 2 6 8 F
0 2 3 C F 0 0 0 7 8 3 C 7 8 3 C 0 0 1 E O F I E 0 F 0 0 8 7 C 3 8 7 C3 3 0 E3 A
0 2 4 C 0 0 E1 FOEI F 0 0 0 7 8 3 C 7 8 3 C 0 0 I E OF1 E OF0 0 2 F 0 7 6
0 2 5 C 8 7 C 3 87C3_ 0 0 8 7 0 0 8 7 0 0 0 F lEOF 1 E0 0 3 C 7 8 1 8 9 2 A
0 2 6 C 3C78 00F0 EI F O E1 0 0 C 3 8 7 C 3 8 7 0 0 0 F I EOF 3 A5 8 4
0 2 7 C 1 E0 0 3 C7 8 3 C7 8 0 0 F 0 E I F O E1 0 0 C 3 0 0 C 3 0 0 3 E0 0 0
0 2 8 C 0 F 8 7 0 F8 7 0 0 C 3 EI C 3 ELOO F 0 7 8 F 0 7 8 0 0 3 C 3 C 3 C 0
0 2 9 C I E3 C 1 E0 0 0 F 8 7 0 F 8 7 0 0 C 3 E I C 3 E1 0 0 F 0 7 8 3 0 F 4 8
0 2 AC F 0 7 8 0 0 3 C 1E3C 1 E0 0 3 C 0 0 3C00 78F0 78F0 29600
0 2 8 C 0 0 E1 C 3 EI C 3 0 0 8 7 0 F 8 7 0 F 0 0 I E 3 C I E 3 C 0 0 3 0 EI C
02CC 7 0 7 8 F 0 00E1 C3E1 C 3 0 0 8 7 0 F 870F 0 0 1 E 3 8 7 0 E
02DC 0 0 1 E 0 0 9 f C F9 F C F0 0 E7 F 3 E7 F 3 0 0 F 9 FC F9 4 6 0 3 4
0 2 EC FC 0 0 7 E3 F 7 E3 F 0 0 9 V C F9 F C F0 0 E7 F 3 E7 F 3 5 6 7 A2
0 2 FC 0 0 F 9 FC F9 FC 0 0 7 E3 F 7 E3 F 0 0 7 E 0 0 7 E 0 0 FC 2 F 8 6 8
0 3 0 C F9 FC F 9 0 0 F 3 E7 F 3 E7 0 0 CF 9 FC F 9 F 0 0 3 F7 E 5 5 9 E6
0 3 I C 3 F 7 E 0 0 FC F9 FC F 9 0 0 F3E7 F 3 E7 0 0 C F 9 FCF 4 8 8 E2
0 3 2 C 9 F 0 0 3 F 0 0 3 F 0 0 F 3 F 9 F 3 F 9 0 0 FC 7 EFC 7 E0 0 4 0 2 EA
0 3 3 C 3 F9 F 3 F9 F 0 0 CF E7 C F E7 0 0 F3F9 F 3 F 9 0 0 FC 4 3 7 C A
0 3 4 C 7 EFC 7 E0 0 3 F9 F 3 F9 F 0 0 C F E7CF E700 CF00 41/%08
0 3 5 C C F0 0 9 F3 F 9 F3 F 0 0 7 E FC 7 E FC 0 0 F 9 F 3 F 9 F 3 5FA60
036C 00E7 C FE7 C F0 0 9F3F 9F3F 007E FC7E FC 0 0 4 0 7 4 8
0 3 7 C F 9 F 3 F 9 F 3 0 0 E7 0 0 E7 °OFF °O F F "DOFF ()OFF I F 9 8 0
038C °DOFF °OFF °O F F OOFF OOFF °O F F (DOFF OOFF 0 0 7 F 8
0 3 9 C OOFF OOFF OOFF ()OFF °OF F °O F F OOFF °O F F 0 0 7 F B
0 3 AC OOFF OOFF °OFF °O F F OOFF ()OFF ()OFF °O F F 0 0 7 F 8
0 3 8 C °O F F OOFF GOFF OOFF °O F F OOFF °O F F °O F F 0 0 7 F 8
03CC °DOFF °O F F 0 0 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 0 0 0 4 D 9 FE
03DC F 8 0 0 F 8 0 0 F 8 0 0 7 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 4 0 0 0
0 3 EC F 8 0 0 F 8 0 0 F 8 0 0 F 0 0 0 F800 F800 F 8 0 0 F 8 0 0 7 9 8 0 0
0 3 FC F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 9 0 0 F 8 0 0 F 8 0 0 F 0 0 0 7 4 0 0 0
0 4 0 C F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 0 0 0 0 3 8 0 0 0 3 8 8 F F 8 5 9 3 8 3
0 4 1 C F E6 F BEE3 BF EE E8 E2 3 7 EE F AA? IAAA EEEO 5 A5 3 C
0 4 2 C A2 3 E E2 C E C I A2 3 EE6 8 A8 3 A2 3 E EE8 A A2 3 E 5 4 3 1 D
0 4 3 C EA8 A 8 F A2 2 EAE 8A83 AA7 C AEF A F 8 F 3 80E2 544A8
0 4 4 C F AF 9 E3 FE E6 0 8 OF8 0 3 FFF 8 E0 3 8 0 0 0 FE8 C 5 2 1 1 0
0 4 5 C 0 0 E0 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 A8
0 4 6 C 0 0 F 8 0 0 7 8 0 0 F 8 ooFe 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 4 0
0 4 7 C 0 0 F 8 0 0 F 0 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 8 8
0 4 8 C 0 0 F 8 0 0 F 8 0 0 7 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 4 0
0 4 9 C 0 0 F8 0 0 F 8 0 0 F 0 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 8 8
0 4 AC 0 0 F 8 0 0 FG 0 0 F 8 0 0 7 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 + 8 0 0 7 4 0
0 4 8 C 0 0 F 8 0 0 FG 0 0 F 8 0 0 F 0 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 8 8
04CC 0 0 F 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 8 0 0 F 8 0 0 F 8 0 0 F 8 0 0 7 4 0
04DC 0 0 F 8 0 0 F 8 0 0 F 0 0 0 F 8 0 0 F 0 0088 0 0 8 8 0 0 8 8 0 0 6 6 8
0 4 EC 0 0 8 8 0 0 8 8 0 0 8 8 0 0 8 8 0 0 8 8 0 0 7 8 0 0 8 8 0 0 8 8 0 0 4 3 0
0 4 FC 0 0 8 8 0 0 8 8 0 0 8 8 0 0 8 8 00188 0 0 F 0 0 0 8 8 0 0 8 8 0 0 4 A8
0 5 0 C 0 0 8 8 0 0 8 8 0 0 8 8 ooea 0 0 8 8 0 0 8 8 0 0 7 0 0 0 8 8 0 0 4 3 0
0 5 1 C 0 0 8 8 0 0 8 9 0 0 8 8 0 0 8 8 0 0 8 8 0 0 8 8 0 0 F 0 0 0 0 6 0 0 4 E6
0 5 2 C 3 1 8 C 6 3 1 8 C631 8 C6 3 1BC6 3 1 8 C 6 3 1 8 C631 3 5 AD 3
0 5 3 C 8 C 6 3 I 8 C 6 3 9 EF 8 0 FF F F EF F F F F F F F E 6 I 8 C 4 F E8 F
0 5 4 C 6 3 1 8 C631 81E63 I 8 C 6 3 1 8 C 6 3 1 8 C631 8 C 6 3 3 8 .5 AA
055C 18C6 318C * 000A 0318 C631 8 C 6 3 18C6 3 1 8 C 2 EA5 A
0 5 7 4 6 3 1 8 C631 8 C 6 3 1 8 C6 3 1 8 C 6 3 1 8 * 0 0 0 A 0 6 3 1 3 6 9 5 1
0 5 8 C 8 C 6 3 18C6 3 1 8 C 6 3 1 8 C631 8 C 6 3 I 8 C 6 318C 20683
059C 6 3 1 8 C630 * 0 0 0 A 0 0 A0 8 6 8 4 0 0 0 3 8 6 8 4 0 0 0 3 3 9 7 6 0
0 5 8 4 B6 0 4 0 0 0 3 8 6 8 4 0 0 0 3 8 6 8 4 0 1 5 A 0 0 0 0 0 5 AC 2 2 8 2 8
0 5 C 4 0 1 4 E 0 0 0 0 0 0 0 2 0 1 5 9 0 0 0 0 0 5 AC 0 0 8 2 4 1 2 4 0 4 7 F 8
0 5 0 4 0 0 0 3 A8 4 0 0 1 5 8 0 0 0 0 0 0 0 9 0 3 4 1 4646 * 0004 1F62F
0 5 E6 0546 4C4I 4 7 5 3 0 0 0 0 0 0 0 2 0 0 0 2 4331 0000 ODCOF
0 5 F 6 0 7 7 7 0 0 0 2 4 3 3 0 * 0004 0 0 0 0 0 0 0 0 0 0 0 0 0000 14AAD

3) Following the prompts enter the data
from TABLE I onto the screen, the
program will automatically know
when mistakes are made und will
stop when all the data has been
input.

4) Again, follow the prompts and using a
blank disk save the data as-
PICTUREI.MBK

5) Type in PROGRAM 2, save it onto th+
same disk as PICTURELMBK and
then type RUN.

So there you have it. the simple way to
get your STOS programs published in NEW
ATARI USER. If you have a program writ-
ten using STOS send it in and share it with
all of the other ST owners starved of type-
in listings. •

didRI OS(11

MORE STOS
LISTINGS!

The reason we have not publ ished
many type-in listings tor the SI  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 STOS listings can be
pr inted 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 wil l  include hints and tips as
well as program listings. Start wri ting
now and send your programs, hints
and tips, to Peter Hickman,  c/a NEW
ATARI  USER, P.O. Box 54, Stafford.
S I 16  11311.
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1 0  r e m
2 0  s
3 0  s

I  HO P E  Y O U TY P E D T H E  D A T A  FRO M T A B L E  1  I N T O  T H E  I N P D A T A  ACI DESBOI RY!!

4 0  k e y  o f f  :  m o d e  0  s  c u r s  o f f  s  fl a s h  o f f  s  h i d e
5 0  d i m  C O L S ( 3 )
6 0  f o r  LO O P = 1  t o  1 5  s  e r a s e  LO O P  s  n e x t  LO O P
7 0  r e s e r v e  a s  w o r k  7 , 1 5 5 4
8 0  r e s e r v e  a s  s c r e e n  8
9 0  c i s  8
1 0 0
1 1 0  s
1 2 0  r e m  L O A D  AND UNP ACK P I C T U R E
1 3 0  l o a d  " p i c t u r e 1 . m b k " , 7
1 4 0  u n p a c k  7 , 8
1 5 0  e r a s e  7
1 6 0
1 7 0
1 8 0  r e m  G R A B  S CRE E N BLO CKS
1 9 0  P A T I S . m s c r e e n S ( 8 , 0 , 0  t o  1 6 , 1 6 )
2 0 0  P A T 2 S s c r e e n $ ( 3 , 0 , 1 7  t o  1 6 , 3 3 )
2 1 0  P A T 3 S . . . s c r e e n S ( 8 , 0 , 3 4  t o  1 6 , 5 0 )
2 2 0  P A T 4 1 1 = s c r e e n S ( 8 , 0 , 5 0  t o  1 6 , 6 7 )
2 3 0  W R I T E S = s c r e e n $ ( 8 , 0 , 6 8  t o  2 0 0 , 1 1 9 )
2 4 0
2 5 0
2 6 0  r e m  D R A W  FO UR E V E R DE CRE AS I NG  BO X E S
2 7 0  f o r  L O O P I O  t o  1 9 1  s t e p  1 6
2 8 0  f o r  L O O P 2 0  t o  3 2 0  s t e p  1 6
2 9 0  s c r e e n S ( 8 , L O O P 2 , L O O P I ) P A T I S
3 0 0  n e x t  LO O P 2
3 1 0  n e x t  LO O P 1
3 2 0  :
3 3 0  f o r  L 0 0 P 1 = 1 6  t o  1 7 5  s t e p  1 6
3 4 0  f o r  L O O P 2 1 6  t o  2 8 8  s t e p  1 6
3 5 0  s c r e e n $ ( 8 , L O O P 2 , L O O P I ) = P A T 3 S
3 6 0  n e x t  LO O P 2
3 7 0  n e x t  LO O P 1
3 8 0  f o r  L 0 0 P 1 3 2  t o  1 5 9  s t e p  1 6
3 9 0
4 0 0  f o r  L O O P 2
,
.
-
. 3 2  t o  
2 7 2  
s t e
p  
1
6

4 1 0  s c r e e n $ ( 8 , L O O P 2 , L O O P 1 ) = P A T 2 $
4 2 0  n e x t  LO O P 2
4 3 0  n e x t  LO O P 1
4 4 0
4 5 0  f o r  L 0 0 P 1 4 8  t o  1 4 3  s t e p  1 6
4 6 0  f o r  L O O P 2 4 8  t o  2 5 6  s t e p  1 6
4 7 0  s c r e e n * ( 8 , L O O P 2 , L O O P I ) I s P A T 4 S
4 8 0  n e x t  LO O P 2
4 9 0  n e x t  LO O P 1
5 0 0
5 1 0
5 2 0  r e m  P L O T  T E X T  UNTO  BANK 8  THE N CO P Y  WHOLE S CRE E N T O  P H Y S I C
5 3 0  s c r e e n S ( 8 , 8 0 , 8 0 ) W R I T E $
5 4 0  g e t  p a l e t t e  ( 8 )
5 5 0  s c r e e n  c o p y  8  t o  p h y s i c
5 6 0  e r a s e  8
5 7 0
5 8 0
5 9 0  r e m  I N T E L L I G E N T  CO LO UR CY CLI NG  U S I N G  I NTE RRUP T  D R I V E N  FLAS HE S
6 0 0  f o r  LO O P =1 1  t o  1 4
6 1 0  C O L S ( L O O P - 1 1 ) = r i g h t S ( h e x S ( c o l o u r ( L O O P ) , 3 ) , 3 ) 4
-
" , 4 "
6 2 0  n e x t  LO O P
6 3 0  w a i t  v b 1
6 4 0  fl a s h  1 1 , " ( " 4 - C O L S ( 0 ) 4 . " ) ( " 4 - C O L S ( 1 ) + " ) ( "
4 .
C O L S ( 2 ) + " ) ( "
4 -
C O L S ( 3 )
- 1 -
" ) "

6 5 0  fl a s h  1 2 , " ( " 4 - C O L S ( 1 ) + " ) ( " 4 - C O L S ( 2 ) - 4 - " ) ( " 4 - C O L S ( 3 ) + " ) ( "
4 -
C O L S ( 0 ) + " ) "
6 6 0  fl a s h  1 3 , " ( " + C O L S ( 2 ) - 4 - " ) ( n + C O L S ( 3 ) + " ) ( " 4 - C O L S ( 0 ) + " ) ( "
4 -
C O L S ( 1 ) +
*
) "

6 7 0  fl a s h  1 4 , " ( " 4 - C O L S ( 3 ) + " ) ( " + C O L S ( 0 )
-
4
-
" ) ( " + C O L S ( 1 )
. 4 -
" ) ( "
4 -
C O L S ( 2 )
- 4 -
" ) "

6 8 0  c l e a r  k e y
6 9 0  w a i t  k e y
7 0 0
7 1 0  s
7 2 0  r e m  T H I S  NE X T L I N E  DO E S  T H E  S AME  A S  T Y P I N G  I T  I N  D I R E C T  M O D E ! !
7 3 0  r e m  A N Y B O D Y  G O T ANY  I D E A ' S  FO R  S E L F  M O D I F Y I N G  PROGRAMS?
7 4 0  p u t  k e y  " r e s e t ' " •
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MAKE YOUR ATARI  HAPPY!
Get some back issues NOW!

PAGE 6  b a ck issu e s represent a n  exce llen t  w a y o f  increasing  t h e  criloyment o f
your At a r i  w i t h  a r t icle s t o  en ligh ten  yo u . p rog rams t o  t yp e  in  a n d  re vie ws o f
software t o  gu ide  yo u . Alm o st  a ll o f  t h e  con ten t  o f  p a st  issu e s w i l l  be as fresh
and re leven t  today a s when  i t  appeared -  increase  yo u r  en joyment now,  before
it 's t o o  la te !  D isks a re  ava ilab le  f o r  a l l  issu e s. con ta in ing  a l l  the 8-b it  programs
from each  issu e  ready t o  run ,  a n d  t h e y o f ten  in clu d e  bonuses n o t  found in  the
magazine.

Limited numbe rs o f  the  following a re  st ill available •  se e  earlie r issue s for lu ll
description o f  contents

ISSUE 2 0  •  GRAPHI CS SPEC I AL include s Touch Ta ble t utilitie s,  D I SK AL SO
AVAILABLE WITH BONUS PICTURES

ISSUE 21 -  Includes a  Gu id e  To  Erro r  Codes. D I SK AL SO AVAI L ABL E

ISSUE 22  -  Includes a  type -in spreadsheet. D I SK AVAI LABLE WI TH BONUS

The fo llowing  issu e s a re  s t i l l  ava ilab le

ISSUE 23  An o t h e r  superb machine language game WATER SKI  SCHOOL w ill test
your Wh o re s. WOROSEARCH w i l l  cha llenge those  w h o  l ike  p u zzle s a n d  o the r
list ings in clu d e  SUPEFICLOWN and  t h e  u t ilit ies XREF and VERIFY. A huge review
of Ult ima  I V heads a  comprehensive re vie w se ct io n  and Going Online Part  1 w i l l
let yo u  kn o w  i t  te lecommunicat ions i s  f o r  yo u . ST  owne rs ca n  d isco ve r how to
get a  b igger screen on the ir co lou r monitor and read reviews o f  Zoomracks. Sie rra
On-Line adventures and Pro-Pasca l amongst o thers. Also ,  is it  worth  adding a SA
-drive to your ST?

*

ISSUE 24  -  Th e  b iggest  issu e  so  f a r pub lished !  Great ST sect ion  with  in to  about
ST d isks and  ca rt ridges a n d  lo a d s o f  reviews,  Fo r  8 -b it  u se rs there is MUNCHY
MADNESS, the best game we have ever published p lus a super chegue book u t ilit y
AUTOCHECK. P lu s  a l l  a b o u t  ch e ckin g  yo u r  d i s k  d r ive ,  a n o th e r g a m e  ca lle d
FLYING HIGH, m o re  u th ille s. reviews o l RAMBIT, Adventure games and lo ts more,
Too m u ch  in  t h is issu e  t o  l ist  f u lly!

ot.)

ISSUE 25  -  Ano ther b igg ie l A  m u st  f o r  1029 p rin te r o wn e rs with  3 great u t ilit ies
including a  SCREEN DUM P. A  supe r Japanese ch e ss game ca lled  SHOGI, a  type
in REVISION C  BASIC,  a f u ll feature on d isks and more. Fo r ST. type in  OTHELLO,
reviews o f  L EAD ER  BOAR D  a n d  M EAN  18 ,  H in t s and  T ip s and  seve ra l o th e r
reviews a n d  a rt icle s

• off

ISSUE 2 6  -  SOLID MODELLING i s  o n e  o f  t h e  b e st  non-game programs we have
published. B e  crea t ive !  Oth e r p rograms in clu d e  SOURCE WRITER t o r  mach ine
code p rog rammers. FL EXI BL E FI NGERS t o  h e lp  yo u  t yp e . N U TS a n d  m o re .
Reviews o f  TRIVIAL PURSUIT, D VC  65. SPEEDSCRIPT and much, much more . ST
users ca n  lea rn  a ll about HARD DISKS, FAST BASIC. TYPESETTER ELITE, DEGAS
ELITE a n d  read  re vie ws o n  a  wh o le  lo t  m o re  so f tware .

ISSUE 2 7  • So m e  cra ckin g  list in g s f o r  the 8-b it . In GREAT BRITAIN LTD. yo u  can
be the  Chancellor and help run the country. COMPUTER GAMMON is a great Atari
version o f  backgammon a n d  there 's ANTS IN YOUR PANTS, DISK COMMAND and
others. Th e re  i s  a  feature o n  wo rd  p rocessing  a n d  st a cks o f  re vie ws. Th e  ST
section in clu d e s a n  in-depth re vie w  o f  AR T  DIRECTOR and  a  neat lit t le  program
to p u t  scro ll in g  st a rs o n  yo u r  scre e n !  L o t s o f  re vie ws in clu d in g  HABAVI EW.
K-SPREAD 2 ,  K-WORD and  m a n y m o re .

•

ISSUE 2 8  -  Ext e n d  t h e  incred ib le  o rig ina l M u n ch y Madness w it h  t h e  PAUNCHY
MADNESS SCREEN DESIGNER, p lay GREEDY CATERPILLARS with  a friend, teach
your ch ild re n  w i t h  M OST  H EAR T M ATH S o r  m ake  u p  so m e  cro sswo rd s w it h
XWORD. A  lo n g  feature o n  fl ig h t  simu la t ion  programs,  h in ts on ZORK and loads
of reviews. Fo r  ST  use rs,  t h e  fi rst  in  a series o f  USING GEM Nom C p lu s FLIGHT
SIMULATOR I I  reviews,  new books from COMPUTE! and a whole stack o f  reviews.

so

Ell•

• coo
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DI SK A V A I L A B L E ,  C o n t a i n s  T W O  B O N U S
PROGRAMS'

DISK AVAI L ABL E •  D e n t  m iss MUNCHY MADNESS.
the be st game we  have  published so  fa r!

DISK AVAI LABLE -  AL L  TH OSE 1029 PROGRAM S
READY TO GO
,

DISK AVAI LABLE •  DOUBLE SIDED! T WO full sides
with BONUS SCREENS f o r  SOLID MODELLING!

DISK AVAI L ABL E -  so m e  L-O-N-G LISTINGSI

DISK AVAI L ABL E -  Also  con ta ins the  winn ing  t it le
screen f ro m  o u r  compet it ion .

ISSUE 2 9  -  One  that serious 8-bit users have been welling for • a  great full feature
database -  PAJDBASE p lu s an amazing sto ry maker, STORYBOOK, that a llows you
to crea te  illust ra ted  sto rie s. Then  the re 's a  g rea t  game f ro m  ANTIC ca lled  CLIF-
FHANGER a n d  a n  AUTORUN m aker a n d  m o re . Cheat on  commercia l games with
ZAPPING T H E RIGHT BYTE a n d  read  st a cks o f  re vie ws. Th e  ST  sect ion  h a s a
type-in p rogram,  SCREEN GRABBER,  wh ich  a llo w s yo u  t o  sn a t ch  p ict u re s o f
commercial gam es t o  d isk,  p lu s t h e  n e xt  p a rt  in  o u r  GEM  FROM C  se rie s a n d
reviews o f  Superbase Personal, K-COMSI 2 p lus lo ts o f  games includ ing  Barbarian,

DISK AVAI L ABL E. D OU BL E SI D ED . Wi t h  BON U S
story f o r  STORYBOOK a n d  STORYBOOK reader.

ISSUE 3 0  -  A great fo llow up to  So lid  Modelling a llows you to  animate 3-0 obpects.
Try 3 -0  ANIMATOR. H o w  about  a  puzzle with  LETTER CASTLE o r an arcade style
shoot-up f ro m  ANTIC ca lle d  DESERT CHASE?  Art icle s in lcucle  a n  in -depth look
at GUNSLINGER. Genea logy WiM  Yo u r  Ala n  and  First  Ste p s on saving screens.
Loads o f  re vie ws Includ ing  AUTODUEL and  1
,
1 R :  C O N N E C T I O N .  
T h e  
S T  
s e c t i o n

has t h e  cont inu ing GEM series,  CYBERSTUDIO, ZOOMRACKS II and lo is o f  games
and se rio u s re vie ws in clu d in g  GF  A BASI C,  K-Roget,  Ju p it e r Probe  a n d  m o re .

DISK AVAI L ABL E. D OU BL E SI D ED  w i t h  BON U S
MACHINE L ANGUAGE ADVENTURE o n ly on the d isk!

ISSUE 31 -  Ou r  m a ssive  su rvey on a ll the WAR GAMES available fo r the 8-b it  Ata ri
heads t h is  issu e  w h ich  a lso  in clu d e s a  great  t ype -in  syn th e sise r list in g  ca lle d
ORIGINAL SYNTH. Ot h e r list in g s in clu d e  FONT FACTORY, a  n ice  character ed itor
and a  ch a lle n g in g  g a m e  ca lle d  BO WL  TR AP A  feature o n  SSA, m o re  Tu to ria l
Subroutines, a  long feature on THE NEVERENDING STORY, reviews of ROADWAR
2000 and TH E DUNGEON p lu s m a n y m o re  a re  a lso  in  t h is issu e . ST SECRETS.
a n e w se rie s o n  ST  programming beg ins with  a  look at sound and the ST reviews
section in clu d e s R I G SC AN . BASE TWO,  TEMPLAS a n d  m a n y more,

mi

ISSUE 3 2  -  A  great  ca rd  game f o r  8 -b it  use rs called, rather u n in sp rin g ly. WHIST
plus a  t w o  p la ye r game o f  TENNIS and  a GRAPH M AKER that wo rks on the 1029
printer. A  n e w series sta rts on  EXPANDING YOUR ATARI  and there is an excellent
programtutoria l o n  BU BBL E SORTING. Re vie ws include  TH E PAWN . GUILD OF
THIEVES, SPARTADOS.U, S D OU BL ER  a n d  m a n y m o re . ST  u se rs ca n  fi n d  o u t
about p rogramming g raph ics with  ST SECRETS and can read a ll about the TURBO
DIZER, P C  DITTO p lu s re vie ws o f  Tangiewooct Defender o f  Th e  Crown,  Win t e r
Olympiad, PROSPERO FORTRAN a n d  m o re

ISSUE 3 3  -  M a n y readers have  sa id  t h is i s  o u r  best  issu e  ye t  with  an extensive
feature o n  choosing  a  p rin ie r for you r Atari,  p lu s HEAVY METAL, a superb  t yp e in
machine language  a rca d e  g a m e . Ot h e r  t ype -In  l ist in g s in clu d e  another game,
CRYSTAL CRI SI S a n d  t w o  u t il it ie s. COLOUR TUNER a n d  SOFTKEY. t h e  la t te r
being a  su p e r  ke yb o a rd  'm a cro ' ,  u t i l i t y. S T  o w n e rs ca n  fi n d  o u t  m ore  abou t
PROGRAMMING G EM  w it h  another s l i d e  in  t h e  se rie s a n d  the re  a re  lo a d s o f
reviews in clu d in g  M ASTERPL AN. GUNSHIP and  SPECTRUM 512. Th e re 's m u ch
more in  t h is issu e  besides,  in clu d in g  so m e  great  m u sic f o r  the  8 -b it .

•
at

ISSUE 3 4  -  A n  ADVENTURE sp e cia l t o  d e lig h t  a l l  t a n s o f  At a r i Adventuring_
Exclusive  a n d  extensive  in terview with  LEVEL  9, two TYPE-IN 8  b it  ADVENTURES.
games reviews,  bumper A-Z HINTS AND TIPS for a ll kin d s of adventures, a  su rvey
of a lm o st  e ve ry known Ata ri adventure and much more. Other items include DAVE
T
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and t h e  re g u la rs. S T  F i le  in clu d e s a  ro u n d  u p  o l  ST  adventures, a  re vie w o f
DUNGEONMASTER, h in t s o n  adven iu res a n d  sla cks Of  general gam es reviews.

Mil

ISSUE 35  • U se  yo u r  p o we rs o f  deduct ion  TIME TO KILL to so lve  a crim e  C l•u d °
fashion, bend  yo u r  m ind  w it h  BALLBENDER,  a  ve ry d if ferent  game. Other great
gams in clu d e  REFLEX in  mach ine  co d e  a n d  JUM BL E CELL ,  a  real puzzler. Plu s
HOW T O  WRI TE YOU R  O WN  BO O K o n  a  1 3 0 XE,  CHARACTER ANIM ATION.
STRUCTURED PROGRAMMING p lu s t h e  u su a l h o st  o f  re vie ws. Th e  ST  sect ion
includes MAD,  t h e  b e st  t ype -in  ST  list in g  so  t a r pub lished  - type it  in  ST BASIC,
end u p  w it h  a  mach ine  co d e  game!  Also ,  a  comprehensive a rt icle  on  VIRUSES,
what t hey a re  a n d  h o w t o  dea l w it h  them . Loads a t  games a n d  o th e r reviews.

1•11

ISSUE 36  -  An o th e r cra ckin g  m ach ine  language game f rom Paul Lay ca lled STAR
RIDER p lu s  HEADBANGER,  a lso  in  m ach ine  code ,  MUSIC BOX a n d  SYNTH il to
type in . M APPING YOUR ADVENTURE sh o w s you  how to  succeed In adventures,
850 SPL IT re ve a ls se cre t s abou t  the  650 Interlace, DESIGNER KEYS a llows you
to cu sto m ise  the  keyboard . Then  th e re 's BEGINNER'S BASI C  p lu s a  new series
on TURBO BASIC,  re vie ws o f  M ER AK. Draconus,  J o .  Bla d e  and  m o re . Fo r  t h e
ST we  have  B  BOOT t o  a llo w  yo u  t o  b o o t  f ro m  d r ive  8 ,  STOS reviewed. TRIP-
A-TRON. SPEL L BOOK. SU PER BASE PROFESSIONAL a l l  reviewed a n d  yo u  ca n
find h o w to never get lost  again with  AUTOROUTE. All t h is ph is much, much more.

ISSUE 3 7  • So m e  exce llen t  list in g s in clu d in g  SCROL L Y TEXT EDITOR, a superb
ut ility f o r  crea t ing  scro llin g  messages on the XL  XE ju st  like  those on the ST. p lu s
BLASICOM, a  la st  a n d  fu rio u s b last  'em up . and SUNPLOTTER wh ich  shows you
the p o sit io n  o f  t h e  s u n  a n d  t im e s anywhe re  i n  t h e  w o r ld . Also  FINDER f o r
searching y o u r  p rog rams,  t h e  fi r s t  p a rt  o f  MACHINE CODE L I BRARY a n d  the
CASSETTE D ATABASE. Loads o t  reviews,  a s  usua l,  in clu d in g  SparlaDoS X. ST
File in clu d e s the  fi rst  part in  the MIDI series and coverage of PROTEXT and FLAIR
PAINT p lu s re vie ws o f  HEADCOACH lwhe re  have  yo u  seen  th a t  reviewed  e lse -
where?), SPRITE M ASTER and  a  wh o le  h o st  o f  games. L o t  s m o re  b e sid e s.

Ell

ISSUE 3 8  -  A  su p e r educat ional p rog ram. MCO-TEST. f o r  revision ,  homework o r
fun. Th e  MACHINE CODE lib ra ry looks at saving  and loading memory, a  u t ilit y list s
a R EAL  TIM E CL OCK f o r  yo u r  XL  o r XE and THE PODZ is a great scro lling  game.
There a re  se ve ra l m ore  list in g s. Th e  TIPSTER b e g in s a n d  a rt icle s in clu d e  THE
GAMES THEY NEVER RELEASED and more on Turbo Basic,  ST owners can  enjoy
type-in rou t ines f o r  g raph ics. re vie ws o f  MINIX. FUN SCHOOL 2, POLICE QUEST
II p lu s lo a d s o f  games T h e  M iDlo t s gu ide  cont inues and John Sweeney lo o ks at
KINGS QUEST and LEISURE SUIT L ARRY.

•

DISK AVAI L ABL E -  Al l  t h e  ext ra  t ile s f o r  ORIGINAL
SYNTH se t  u p  ready to  run p lu s a ll the other list ings.

DISK AVAI LABLE -  D OU BLE SI D ED  with  BON U S
MACHINE CODE ARCADE GAM E o n ly o n  t h is d isk.

DISK AVAI L ABL E -  in clu d in g  TWO BONUS GAM ES
Mat a re  n o t  in  t h e  magazine.

DISK AVAI L ABL E -  in c lu d e s TWO BONUS
ADVENTURES o n ly t o  b e  found  o n  t h is d isk

DISK AVAI L ABL E i n c l u d e s  BONUS mach ine  co d e
game o n ly on  the d isk ST  DISK a lso  available fo r th is
issue w it h  M AD  re a d y t o  ru n .

DISK AVAI L ABL E - includes BONUS MACHINE CODE
UTILITY t o  a d d  128 co lo u rs t o  At a r i Ar t ist  o r M icro-
painter p ictu re s.

DISK AVAI L ABL E -  includes BONUS program UNDER
STARTERS ORDERS. a  superb horse racing game fo r
all t h e  f a m ily

DISK AVAI L ABL E •  in clu d e s GALACTIC CRESTA a
BONUS MACHINE CODE GAM E p re vio u sly re leased
commercia lly!

BACK ISSUES are £1.20 each in  t he U.K., £1.95 f o r Europe o r  surface ma il els ewhere and £2.75 f o r A ir  Mail outs ide Europe
ISSUE DISKS are t o r any  48k  o r  64It 8-bit  Atari,  Eac h dis k  is  £2.95. Pos tage FREE in  U.K. Overseas  add  E l p e r  order (any  number of  disks )

Send y our order t o  PAGE 6.  P  0  B O X  54, STAFFORD, ST16 1DR, ENGLAND. ACCESS and VISA accepted. Telephone 0785 213928
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SAVE E5
Available on disk or cassette
Normal price E14.95 Readers Price E9.95

XL'XE disc

FORM ON PAGE 49

I/11 vravo.

Atari 64k

credit card order to

0785 213928 T I M E  a n d  M A G I K

ENJOY YOUR ATARI EVEN MORE WITH THESE SPECIAL OFFERS

or telephone your

USE THE ORDER

,ANCFLOT

You can't win the Holy Grail now but you can still
enjoy a great adventure and at a special price

tures. Set in the Age of Chivalry and based around
the legends of the Knights of the Round Table you

Camelot, battle with wayward knights and win the
love of Guinever and Elaine.

your own copy of Lancelot, now available to

Lancelot is now one of Level 9's classic text Adven-

must guide Lancelot through many exploits in

Find out how John Sweeney won The Holy Grail with

NEW ATARI USER readers at a special price.

F < D R  V C D U R  3 C I L / X E

Available on disk or cassette

S A V E  E 5from jpypg N o r m a l  price E14.95 Readers Price E9.95

the Year. In THE PRICE OF MAGIK you must defeat the

the magical radiance of the moon crystal. Then you must
take his place as guardian before darkness enshrouds the

Tower on the island of Baskalos. Voted Best Adventure of

dreaded magician Mylgar, who has been driven mad by

Three of Level 9's most acclaimed adventures to give you

travel through the eons inside an amazing grandfather

m .  trilogy e s s e n t i a l  artefacts to protect Time and Magik itself. RED

weave incredible magic spells in your attempt to rescue
the power crystal which has been stolen from the Moon

Earth

j n d  c l o c k .  Visit many different time zones to search out nine

hours of excitement in other worlds. In LORDS OF TIME you

MOON is a brilliant original adventure that invites you to

Atsol I lk  M A I

atit

Leret9

READERS OFFERS



PAGE 6 ACCESSORY SHOP 3
THE VERY BEST IN PUBLIC DOMAIN

PLUS BOOKS, DUST COVERS and ACCESSOMES

•

and out 141
14
4

tne

o F F I C I A t _  i  d i s k  Owes
B O O K

N C I S

.1kmaise,

XL/XE D U S T

The largest selection of Public
Domain software for the XI1XE
available anywhere - only the

very best makes it onto a
PAGE 6 disk!

N E W  X L / X E  a n d  ST
catalogs

NOW AVAILABLE!
P l e a s e n o t e o u
c o t o l o g
s d o n o i c o n i a i
n

c o r n m e r
c o o l s o f
t w a r e n o
f f
n a l y a v o
fl a b l e
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s o r o
c i v e
r t m e
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t h e r
n o g
o z i n
e

HUNDREDS OF ITEMS i i  OUR CATALOGS

Every imaginable Dust Cover!

ST
PUBLIC DOMAIN C O V E R S  PUBLIC DOMAIN

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

OFFICIAL UK DISTRIBUTOR FOR

SINEWS
THE WORLD'S FINEST

ST DISK BASED MAGAZINE

P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
Telephone 0785 213928 C a t a l o g  HOTLINE 0785 57005

(24 hours answerphone)

•


