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Behind Flight Simulator 2
the full story
plus reviews

TYPE-IN FUN!
MEAN MOTOR *
and lots more

ADD SOUND EFFECTS TO YOUR PROGRAMS
1 -

with our ready made routines

STOS type-in listings including a SLIDE SHOW
and REDEFINED KEYBOARD
BEGINNERS GUIDE TO MAKING MUSIC WITH MIDI
NEW GAMES FROM ATARI - BORODINO - ARMADA
- ENTERPRISE - STARBREAKER
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READERS OFFE

FOR YOUR ST
NOW YOU CAN PROGRAM YOUR ST!

STOS BASIC

The ideal language for owners familiar with other
Basics especially those who have upgraded from
Atari 8-bit Basic. Although promoted as a ‘games’
writing language, STOS is much more - almost any
kind of program can be written easily with STOS. Try
it now! And don’t forget that STOS is the language
that gets most support in the magazines including
NEW ATARI USER

SAVE £8

Normal price £29.95 Readers Price £21.95

USE THE ORDER
FORM ON PAGE 49
or telephone your
credit card order to
0785 213928

Add some superb sound effects to your STOS programs with this great
sampler package!

Includes
New extensions to STOS for music and effects

A sophisticated drum machine

40 page manual with many programming examples
Sampling cartridge and full supporting software

All the top games nowadays have sampled sound - now yours can too!

: o SAVE £20! Normal price £69.95

Readers Price £49.95
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STOS SPRITES 600

Now you don’t have to be an artist to improve your prog-

rams with top quality sprites. STOS Sprites 600 contains over s Av E £4
600 professionally drawn sprites with details of how to -

create your own animation sequences with STOS Basic. Nm‘ma] prI[:e £1 4. 95

Readers Price £10.95

Hundreds of images - spaceships, cars, explosions, sub-
marines, wizards, trucks, planes and many, many more! All
top quality and saving you many hours of work.
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THE CREDITS

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

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

John R. Barnsley helped out, especially
with the Contact Column (now you know
who to blame if the phone numbers are
wrong!) and in lots of other ways

Jane joined us recently and is getting settled
in, more next issue!

Stacey didn't help at all!

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

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

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

programs. Thanks to everybody for sharing
their work and enthusiosm with other Atari
users.

We got a letter with Australian stamps on it!
Inside it said ‘Sorry’ and ‘I will be back ... and
that's a promise!”. Great stuff!

The mvergiclure shows an F-16 Jet Fighter
and is by Gabe Palmer from the Zefa Picture
Library, we would have taken our own cover
photo but didn’t have room for the plane in
the back garden!

Inspiration this time came from The Palm Wine
Guitar of 5.E. Rogie, Peter Gabriel’s Passion which
is rather strange but ideal for compasing mmru!er
magazines byl Christy Moore came in with a late,
unc? somewhat subdued, entry that is slowly grow-
ing and Vangelis, after quite a time, with some
masterful themes. Lots of other folks as well as
mentioned in previous issues. No one at the Cam-
bridge Folk Festival said *You are the editor of
NEW ATARI USER and ! claim my free CD"/

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

The next issue of NEW ATARI USER could
feature YOUR article or gqmgrum.
s0 SEND IT IN NOW!

e —

PAGE & shows just what pou can do with your Atari With
the rm'l_-*r:lriﬂﬂ of final output on @ Linotron and use of a
repro camera for the lstings and photos, he magazing is
prepared entirely with Alari based equipment and software
" not a Macintosh or [BM in sight! Hardware used includes
130XE, 1050 disk drive, 810 disk drive, 410 casseite
foccasionailyll, 850 Interface, NEC 8023 printer, 10405T,
SA4124 Manilor, Atari SH204 hard disk drive, Cumana 1
meg disk drive, Epson BX 100 printer, Kyocera laser prirler,
Microstuffer printer buffer. Software includes Superscripl,
Turbo Basic, Kermil, PC Intercomm, TARI-TALE, Print Wiz,
PC Intercomm, STWriter, Protex! and Fleet Street Publisher,
Articles and programs submitted on XL/XE disks are sub-
jected to various custom writlen prografms hefore belng
transferred across to the 5T via TARI-TALE. All major
editing is done with Protext and pages are laid out with
Fleel Street Publisher. A disk with the finished pages is senl
up to The Setling Studio in Newcastle (a Iypesetting bureau
who really know whal they are doing with the 5T) to be
output on @ Linotron 300 and, hey presto, finished pages
are sent back. It really does work - al last! Al thar Is left is
i drap in the Nstings and pholos. Well, [t's not quite as
eorsy as that, bul you get the idea!
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ALTERNATIVE MICRO SHOW

saturday November 11th sees the one day Alternative Micro Show being held in Stafford
and you will find an advertisement giving full details elsewhere in this issue. For most
people, Stafford is a long way to travel for a low-key Show that supports Atari only as
one of a number of machines but we have already had a lot of letters from readers
saying they will attend. At the time of writing I am not sure who will be exhibiting but
the costs for exhibitors are very low and it will certainly be a worthwhile event for any
company, user group or individual with Atari related products to show or sell. Many of
the long time supporters of the B-bit Atari, who have advertised in PAGE 6, have never
attended the major shows because of the costs involved but the Alternative Micro Show is
so inexpensive to attend that nobody has an excuse not to exhibit!

If you have any product for the Atari 8-bit to sell or exhibit, or if you are a User Group
please give me a ring so that I can explain the benefits of attending. I believe it is
important for the long term survival of the 8-bit Atari that we must all support this type
of event and | look forward to seeing as many Atari people, both exhibiting and visiting,
as possible. Let's show everyone them that Atari is still the best!

LISTINGS

We have had a few letters recently complaining about the number of machine code
games that we have featured in recent issues. Not about the quality, which has been first
class, but that typing in a machine code program full of meaningless data statements
does not teach the user anything about programming. The point is well taken so this
icsue we have included one or two much simpler listings in Basic that will hopefully be of
more interest to those who want to learn how to program. These type of listings are not
as sophisticated as the machine language games but do give the opportunity to the
reader of adding his or her own amendments and improvements. Striking a balance s
difficult and we will continue to publish machine code listings because the results of all
that typing are always well worth while but if you feel that you would like other types of
program, please feel free to drop us a line and let us know your preferences.

THE PRICE GOES UP

1 am sorry to have to advise that the cover price of the magazine has to go up from next
issue to £1.75. During the past year there have been three increases in the costs of
printing and preducing the magazine all of which we have absorbed but we must now
look ahead to ensure that we can continue to bring you a quality magazine. Because we
cover the Atari 8-bit machines we are somewhat of a ‘specialised’ magazine and if you
look around on your newsagent's shelves you will find a number of specialist magazines
with a much higher cover price and a lot less pages. We have to take into account also
that advertising reveniue on the 8-bit side is not going 1o grow, quite the reverse, and with
so many magazines covering the ST from the big publishers whose advertising people are
trained to sell sand to Arabs we don't get much of a look in with the glossy ST ads.
Nobody likes a price increase but we all have to be realistic. 1 hope that you stick with
us, we need each other! For the time being the subscription prices will be held at current
levels so that you can save yourself some money by subscribing. Subscribing, however,
does much more than save a few pennies, it shows your commitment and interest and
helps us to continue to provide what is now the only support for the XL/XE machines and
offer o magazine that gives 5T owners a different viewpoint from the ‘formula’ maga-
zines. Please think about subscribing now.

COMPUTERWARE

We had a lot of complaints about Cemputerware from Stoke-on-Trent who advertised in
Issue 37 and we are still receiving complaints from readers who have not received goods.
Computerware had been running advertisement in Atari User for some time before we
bought that magazine and the advertisements was accepted in good faith. I spoke to the
proprietor, Mr [.W. Fenton, some time ago who explained that he had had some
problems in obtaining stock and he promised to write to dll customers with outstanding
orders to explain the delay. This may well have been done but we are still receiving
complaints. Unfortunately Mr Fenton has changed his telephone number to ex-directory
so we cannot now contact him to check the situation. If any readers have orders
outstanding from this company would they please write to us giving full details so that
we may have the full picture and can decide whether any action needs to be taken with
the appropriate authorities. <




THE THIRD

ALTERNATIVE
MICRO SHOW

AND ELECTRONICS FAIR

SATURDAY NOVEMBER 11th
10 am to 5 pm

BINGLEY HALL, STAFFORDSHIRE SHOW CENTRE
ADMISSION: ADULTS - £2.00 CHILDREN - £1.00

COME AND SEE THE FOLKS FROM PAGE 6, NEW ATARI USER, B.U.G., CITY BBS, BOURNEMOUTH
AND POOLE USER GROUP, MILES BETTER SOFTWARE, CALLISTO COMPUTERS AND OTHERS TO BE
CONFIRMED AT THE SHOW THAT REALLY SUPPORTS THE 8 BIT ATARI

IF YOU ARE AN ATARI 8-BIT OWNER THEN THERE IS ONLY ONE PLACE TO BE
ON SATURDAY NOVEMBER 11th - THE BINGLEY HALL, STAFFORD.
THIS SHOW PROMISES TO BE EVEN BIGGER AND BETTER THAN THE LONDON ALTERNATIVE MICRO SHOW

THE ALTERNATIVE MICRO SHOW IS THE SHOW TO FIND SUPPORTERS OF THE ATARI 8 BIT WITH THE CHANCE
TO STOP AND CHAT AND THE OPPORTUNITY TO PICK UP SOME HARD TO FIND SOFTWARE AND HARDWARE

Other machines represented at the Show will include - Tatung, Einstein, BBC, MSX, Memotech, Dragon, ZX88,
Lynx, Jupiter Ace, Enterprise, Oric, Spectrum, QL, Commodore 8-bit, Texas TI99/4A, Adam etc.

FOR THE FIRST TIME THIS SHOW WILL ALSO INCLUDE AN ELECTRONICS FAIR WITH AMATEUR RADIO DEMONSTRATIONS

Ample free parking is provided and there are main line rail and bus links to Stafford
Public transport will run between Stafford and the Showground

GIANT BRING ‘N’ BUY SALE!

ADVANCE TICKETS AVAILABLE FROM THE ORGANISERS:
TAURUS COMPUTER SYSTEMS
ENTERPRISE HOUSE, UNIT 15, RIVERSIDE INDUSTRIAL PARK, RAPIER STREET,
IPSWICH, IP2 8JX. TEL. 0473 602460 FAX. 0473 602410

ALL THOSE OBTAINING ADVANCE TICKETS WILL BE ELIGIBLE FOR A FREE DRAW
THE PRIZE TO BE PRESENTED AT THE SHOW IS AN OKI 293 COLOUR PRINTER




BEAT IT!

From next issue we have to put up the price of NEW ATARI
USER to £1.75 but you can beat the increase by subscribing
NOW! If you subscribe using the form on this page you can
have SIX issues of your favourite Atari magazine at the old
subscription price of £9* - and that's equivalent to getting
ONE FREE ISSUE over the coming year!

Subscribe now - not only do you save money but you help to ensure that
NEW ATARI USER continues to bring you the best for your Atari

XL/XE (and 400/800) owners can take out a
Disk Subscription and not only save money
but also get an ATARI USER disk box,

* UK price. Overseas subscriptions are £13.50 for Europe or Surface elsewhere or £21.00 for Air Mail outside Europe.
holding up to 50 disks ABSOLUTELY
FREE! This disk box retails at £4.95 but is

yours for nothing when you take out a new D I s K I I l

Disk Subscription. AND GET A FREE ATARI USER DISK BOX

A Disk Subscription costs just £24* and
that represents a saving of OVER £4
against buying the magazine and disk .
separately! Add the cost of the disk box i :
and you are SAVING OVER £9! It makes
sense.

Discover the fun of all those great DISK BONUS programs

S

|
FREE DISK BOX OFFER APPLIES ONLY TO UK i

e e W G B BN W R RN R - a
YES | want to show my commitment to Atari by subscribing to NEW ATARI USER

*+ UK Price. Overseas subscriptions are £30.00 for Europe or £40.00 outside Europe

Please commence my subscription for SIX issues from Issue 41 as follows

T P | L o eieie sk S g
[ ]1 enclose Cheque/Postal Order for £

ROBEBEE . < o a2 MR IRNAE B D06 DI0TIR G D9SN

""""""""""""""""" [] 1 wish to pay by Access/Visa/MasterCard/Eurocard
.................................. Card No:

__________________________________ OO0 OO OOOO O

ORDINARY SUBSCRIPTION UK £9.00 Europe £13.50 Expirydate: [ ][ ][ ][]
Elsewhere Surface £13.50 Elsewhere Air £21.00

DISK SUBSCRIPTION UK £24.00 Europe £30.00 Please debit my credit card with the amount shown above
Elsewhere £40.00

| understand that a UK Disk Subscription entitles me to a FREE DISK BOX which will
be despatched as soon as my subscription is processed.

Please feel free to photocopy this form or write your order (clearly please!) if you do not wish to cul the magazine
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ATARI CONTINUES
TO SUPPORT THE XE

The British Grand Prix at Silverstone was the venue chosen by Atari to launch their new Atarisoft
software label which will provide software not only for Atari computers but IBM, Commaodore and

others as well.

An invite to The British Grand Prix was not something to turn down so your Editor dutifully trotted
off at about six in the momming to watch as much of the Formula 1 practice as possible before
finding the Atari hospitality tent. Atari had hired two hoespitality suites one of which was set out for
lunch and the other set up as a sort of games arcade with all the planned releases on show and a
couple of mock racing cars controlling the new Atari Grand Prix game. Of course software for the 5T
was expected but would there be anything for the XL/XE? Indeed there was, a good selection of
games that have just been released or are due to be released by the end of the year. The titles were
announced in the last issue of NEW ATARI USER and several are reviewed in this issue.

So what of Atari's commitment to the XL/XE? | asked Bob Katz, Atari’s software development
manager, whether the idea of producing software for other machines was simply to make it easier to
support their own machines. He replied "Very much so, take the XL/XE for example, in today’s
market it would not be viable to set up a label producing only 8 bit titles but by covering other
machines as well we can ensure that we can support the 8 bit as much as possible". One other
interesting point is that many of the programmers of the latest 8 bit games were also invited along
for the free lunch and hospitality, a sign that Atari still take the 8 bit machines seriously.

I would like to tell you more, but the incredible noise of Formula lengines was roaring outside and
the qualifying laps for pole position were about to begin. 1 can tell you that no computer game, not
even Atari’s Pole Position can match up to the exciternent of the real thing so [ just had to dash off!
Overall a great day and nice to know that Atari are still supporting the 8 bit machines. Look out for
the Atarisoft titles NUCLEUS, BLACK LAMP, CYGNUS X1 TIGER ATTACK,
SPEEDHAWK, HEARTACHE and SLING SHOT in your local shops, and buy them to
prove to Atari that the demand for 8 bit software is still there, If you want them, they will provide
more! Many of the titles on show for the 5T are lined up for conversion to the XL/XE,

PRINTER
USER GROUP

User Groups for computers are
relatively common but how
about a User Group that con-
centrates solely on printers?
That is the idea of Nick Godwin
up in Scotland who wants to
get together with other printer
owners to set up a national
user group whose members
could exchange information,
swap items, contribute to a
newsletter and all the usual
things that user groups get up
to. He also envisages an advice
hotline and 'skills exchange'.
Sounds like a good idea, as few
printer owners actually use
their printers to the full extent.
How many of you understand
how to vertically and horizon-
tally tabulate on your printer
or design downloadable fonts?
What about graphics? Have
you ever programmed your
printer? If you feel that the user
group idea might appeal to you
drop Nick a line, enclosing a
stamped addressed A4 envelope
and he will send you more de-
tails. Write to Nick Godwin,
WRITE-ON-LINE, 4, Hurkur
Crescent, Eyemouth, Berwick-
shire, TD14 SAP.

MORE BUDGET
RELEASES

There are a reasgnable
amount of budget re-releases
coming your way for the XL/XE
at the moment. Zeppelin
Garnes have secured the budget
rights to the Tynesoft catalogue
and are also releasing some of
Domark's titles. There are some
excellent games being released
on cassette at £2.99 which in-
clude MIRAX FORCE, o
superb scrolling game from
Tynesoft which includes sam-
pled speech, SIDEWINDER
which has been around for a
while but still remains extreme-
ly playable, SOCCER
MANAGER and THE
LIVING DAYLIGHTS
which was a relatively new full
price release from Domark.,

Alternative Software have also
been busy securing budget
rights and will be releasing the
Mirrorsoft back catalogue
which includes a couple of ex-
cellent flight simulators,
SPITFIRE 40 and
STRIKE FORCE HAR-
RIER both at £2.99. If you
have never tried a flight simu-
lator, you now have no excuse!
At the lower price of £1.99 are
a couple of arcade games,
TRAILBLAZER and
WHO DARES WINS 2.
Mot a bad lot for XL/XE own-
ers. With Atari’s new releases
reviewed in this issue there
should be a reasonable amount
of new software around at the
present time for you to try.

SPARES ... SPARES ... SPARES

Judging by the number of en-
quiries we receive there are a
lot of XL/XE owners out there
who can’t find any support
when it comes to finding spares
when small problems crop up
with their systems. We have
many letters, for instance, from
readers who have been advised
that they must buy a new cas-
sette recorder simply because
the Play button is broken!
Someone who might well be
able to help is Derek Fern who
runs an Atari 8 Bit Spares and
Information service which
began life as an offshoot from
the Birmingham User Group.
The latest broadsheet issued is
packed full of hard to get items
such as replacement keyboards
for the 130XE, power packs,
various chips for computers
and drives, motors for the 1050
disk drive, replacement buttons
for the 1010 and XC12 cassette
recorders and lots more besides.
And that's not all, there are

also some excellent bargains
such as 800XLs at £25 apiece
and green screen monitors for
£32 plus DIY project kits for
memory upgrades and inter-
faces.

Supplies of many items are
limited so most items are on a
first come basis. If you are in-
terested we suggest you give
Derek a ring on 021 353 5730
to see what goodies he might
have on offer.

ANOTHER ATARI
SPECIALIST

B.Bytes Computer Systems of
Hinckley are apparently ditch-
ing most of the other brands of
computer to concentrate entire-
ly on Atari and that doesn't just
include the ST, they fully intend
to support the 8 bit machines as
well. That's good news for all
Atari owners.
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DO IT YOURSELF

I read with interest and dismay
the preview of HAWKQUEST
and agree it would be a great
shame if software of this quali-
ty was not to reach the 8 bit
masses. The article finished
with the idea that we should
write to companies asking
them to publish it. My idea is
that perhaps PAGE 6 should
consider publishing it through
their Accessory Shop though
not as public domain. If it was
successful, than maybe other
software titles could be released
this way?

S5imon Bodger,
Chichester

We would love fo publish games
of this quality but sometimes a
program is too good for us! Being
realistic, we have to face the fact
that NEW ATARI USER and the
Accessory Shop doesn't reach all
Atari owners (more fool them!)
and that an established software
company with access to the cor-
rect distribution channels could

sell many more copies than we
could, or at least they should be
able to. In the case of programs
like HAWKQUEST we would rather
that the program was as widely
available as possible so that the
authors could enjoy greater suc-
cess. We understand that Red Rat
have expressed an interest in pub-
lishing HAWKQUEST and will let
you know whether it is due for
release. Even though we will not
be selling the game ourselves, we
have hopefully been instrumental
in its release.

STRETCHING THE
LIMITS

1 am a dedicated Atari fanatic
who has owned an Atari for
many years and a very compe-
tent machine code programmer
but one of the features that has
always alluded me is how to
obtain more than four colours
on a horizontal line in Antic 14
without using rasters, DLI's or
horizontal kernals. [ believe it
can be done because Antic

mode 4 can display five colours
(four playfield and the fifth is
obtained by setting bit 7 in the
character number - this corres-
ponds to register 711 being
used). Since Antic mode 4 is
equivalent in terms of colours
and pixel combinations to
Antic mode 14, it should be
possible to get that fifth colour,
but how?

There are games around that
have used this fifth colour, for
example World Karate Cham-
pionship. This had six colours
on one horizontal line - brown
background, red for player
one's uniform, white for player
two's uniform, pink for their
faces, black outline colour and
yellow for the high score table.
One of these colours was prob-
ably due to hardware sprites
but only one colour since to get
the necessary definition all
sprites would have to be the
same colour, but it still leaves
the sixth colour unexplained.
Can anybody help? If anyone
can solve this [ will give them a
copy of my brand new game
Joe Blade I1.

—
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SOLVING

There seems to be general dis-
satisfaction with the XF551 disk
drive amongst your readership.
I have only ever owned this
model drive and 1 must admit
at first it did seem inferior to
the 1050 drive, not being able
to write to the back of the disk,
although the drive itself is
much quieter and quicker than
the old model. As far as not
being all that it is claimed to be
though, it definitely works well
as a double sided, double densi-
ty drive with the right DOS.
There are three readily avail-
able: DOS 4 available from sev-
eral sources, try Starfleet Soft-
ware, 1037 West Leafland Ave-
nue, Decatur, lllinois
$2552-1537, U.5.A. price §10
plus $3 postage - ATARI DOS
XE available from Atari Corp.
1196 Borregas Avenue, sunny-
vale, California 94086, U.S.A.
price $10 and SPARTADOS v3.2
or X available in the UK from
Frontier Software.

Of all the above Spartados-X
seems to be the best but at a
cost. It comes in cartridge form

SOME OF

so no disk space is used for DOS
files. The major drawback with
any of the above is that none
are compatible with DOS 2 or
2.5 and only Spartados will
convert existing DOS 2/2.5 files
to its new format (but it does
work and is fairly easy to use).
For those who wish to stick to
DOS 2/2.5 there is however one
other solution. COMPUTER
SOFTWARE SERVICES, P.O, Box
17660, ROCHESTER, NEW
YORK 14617, U.S.A. have a de-
vice for sale called an XF551
EMHANCER ($29.95 + p&p -
they accept VISA). When fitted
to the XE551 drive this device
allows the drive to write to both
sides of the disk in the ‘normal’
fashion i.e. by ‘flipping’ the
disk. Sounds great and it works
well but there is a catch! The
XF551 obtains its timing pulse
from the timing hole on the
disk, consequently when the
disk is flipped, the sensor can-
not pick up the hole. To over-
come this problem the XF551
ENHAMCER derives its timing
pulse from the mains supply,as

—

THE XF551 Pl

did the 1050 drive. The prob-
lem with this solution is of
course that the Americans use
a 60Hz mains supply so the
ENHANCER needs a small mod-
ification to make it compatible
with a ‘normal’ 50 Hz system
as you have in Britain. This is a
simple 60Hz pulse generator
and if anyone is interested in
carrying out this modification
then please contact me at 18,
PRINCESS STREET, SANNE-
VIRKE, NEW ZEALAND and 1
will gladly supply the details.
The end result is an XF551
drive that behaves like a quie-
ter, quicker 1050,

My second topic is the ATARI
XMM801 printer. Are there
many out there who, in want-
ing to use their Atari 8 bit for
more than just playing games,
purchased the, supposedly,
‘Epson-compatible’ XMMB01
only to find that it wouldn't
work with any of the great soft-
ware packages such as Print-
shop and Daisy Dot 117 Well,
with a little cash outlay it will!
The first product you need is



—

P.5. The game is great - great
graphics, superb animation of
Joe and the Punks. My verdict is
to go out and buy it straight
away!

Barry Southam
Author of Joe Blade

Nothing like a bit of modesty is
there! We have published solu-
tions to ‘impossible’ programming
tasks before so can anyone tackle
this one? Sounds like a job for
Paul Lay to me!

GOOD SUPPORT

Having read G.D. Wood's letter
in Issue 38 concerning dealers
who have given good support,
and your reply, I feel inclined
to add my voice.

Earlier this year [ wanted to
upgrade to a more comprehen-
sive word processor. [ contacted
all of the ‘big” names who offer
serious software and usually
claim that they will obtain any
software to the extent of im-

L |
1 PROBLEMS

the XMMB01 TRANSLATOR

‘DISK from XLENT SOFTWARE,

P.O. Box 5228, SPRINGFIELD,
VIRGINIA 22150, US.A. (cost
510 + p&p - they take VISA).
this disk allows you to run
Printshop or create a boot disk
to run other software. Printshop
works well although it seems
necessary to 'baby sit’ the prin-
ter as it has a habit of going off
line intermittently. The print-
out has the odd hiccup but the
successful print rate is about
05%, a lot better than not
being able to use Printshop at
all!

I hope the above information
is of some use to readers. The
XF551 and XMMB801 like the
Atari B bit computers are great
products and there are still
some people out there support-
ing them, although the support
level in New Zealand seems to
be zero.

R.W. Anderson,
NEW ZEALAND

porting it if necessary. I asked
for PaperClip, Superscript and
the 1st Xlent Word Processor,
all of which have been re-
viewed favourable in the not
too distant past. In each case
they could not offer the soft-
ware, nor offer any alternative
except Atariwriter and were not
willing to try and obtain a copy
of any of them.

Through your Resource File I
contacted Livingston Computer
Centre who did not have a
copy in stock, however they
continued to try and locate a
copy of PaperClip, keeping me
informed. After three or four
weeks another customer offered
them a second hand copy and
they were sufficiently interested
to remember my enguiry and
contacted me with an offer.
Through their good service |
now have a copy of Paperclip.
One point from this episode is
where has all the serious soft-
ware gone? Even programs that
have been widely available
here or in the U.5. seem to be
unaobtainable, much less there
being any hope of future re-
leases. Mot all of us have suffi-
cient demand to dump our 8
bit setups and invest in an ST.
Finally in response to your edi-
torial, | was one of those who
went to the London Alternative
Micro Show and, yes, | would
support similar initiatives, such
as you outline, again. I found it
more appealing than the major
shows where you are forever
jostled and struggling to get
near to stands of interest.

M. Lambert,
Maidenhead

Does anyone know of a retailer
that still has good serfous 8 bit
programs available? Write and
tell us. The only ‘new’ serlous
programs seem to be the ‘Turbo’
programs imported by Computer-
house. Read on ...

TOP CLASS

I have an XEPB0 which [ use in
particular with Turbobase80
and Turboword, and must say
that with these two programs
you have everything you need
to run a small business. The
Turbobase is an excellent pack-
age, it makes accounting very

easy, producing statements as
often as one wants! Also it is
very good for VAT etc. It must
be the equivalent of £1000's
worth of IBM software!

Turboword is the best word
processor [ have ever used on
the 8 bit Atari. You can see
exactly where you are on the
page, very handy when writing
long documents. It also auto-
matically puts your own
address at the top of a letter if
you want it to. For the first time
I actually feel like sitting down
and writing some letters!

[ hope that many Atari users
will support Micromiser via
Computerhouse with this
software.

].D. Bouch,
Wolverhampton

WHY I DIDN'T GO

You asked for some feedback
why fewer people turned up to
the Atari Show at the end of
June, so I felt obliged to give
my excuse. The reason why [
failed to turn up was because
PAGE 6 ATARI USER managed
to dissuade me. A trip to Lon-
don is difficult encugh but to
be told that the show was
almost entirely 5T orientated
put the nail in the coffin.
Perhaps if PAGE 6 had concen-
trated on the Show's 8 bit good
points then [ might have gone.
NEW ATARI USER remains a
brilliant magazine but would it
be possible to print photos of
all the PAGE 6 gang and contri-
butors. So far I've seen John
Sweeney, Mark Hutchinson and
(I think) the late, great Garry
Francis (is he still in Sydney?)
both accepting the Page 6 Con-
tributors Award, whatever hap-
pened to that?

If you print this letter I'd like
to say ‘hello’ to Keith §, in
Freston.

P. Doughty
Sleaford, Lincs

Sorry if we put you off going lo
the Show but you should know by

now that Page 6 doesn't believe in |

all this hype business, we would
rather you get the true picture
even IiF it is at times negative. To
try and get folks along to the
Show by emphasising a very small
part out of proportion would be

wrong. Another problem is that it
is not until you get to a Show that
you find out just what is there
and, although only a small part of
the Show, there was 8 bit support
and a lot of bargains to be had if
you hunted them out. Why not
come along to the Alternative
Micro Show? There will be Atari 8
bit support there but, again, only
as parl of a larger show, The trou-
ble is if you don't go the Atari
exhibitors will decide it's not
worthwhile and the Atari support
will die. The future of & bit sup-
port lies firmly with the users, you
should try and show vour support
whenever the opportunity arises,
As to the photos, how come you
have seen a photo of Garry Fran-
cis, since I've never even seen
one? And who gave him an award
without us knowing about it? The
chap you are thinking about is
actually Paul Lay. We've often
thought about including photos of
the contributors but most of them
are incredible shy. Still if there are
any egos amongst the conlribu-
fors and we get any photos in
plain brown envelopes, we'll put
them in a future issue (Rogue's
Gallery?)

BACK ISSUES

[ am writing as an old Atari
User fan who was a bit cautious
at first of buying your superb
magazine. Unfortunately as I
have missed issues 34 to 37 |
have great trouble in under-
standing some of your articles.
Why don't you offer a back
issue service like Atari User
used to do?

Matthew Preston
Winslow, Bucks

But we do! Somewhere in this
issue you will find full details of
the back issues available and how
to get them. You probably read
the issue in which we left out the
back issues page in order to
squeeze in another article, It
wouldn't all fit in so rather than
cuf an article we dropped both the
Back Issues page and Resource
File,

———,

Letters to E ==

| S
S
: == i 2iie

the Editor
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XL/XETYPE-IN

SHIFT IT

A MIND BOGGLING PUZZLE BY R. C. GOODFELLOW

any moons ago a Professor Rubik unleashed onto an
Mznsuspe::ting world that bugbear of man, the Rubiks

“ube, and so man's mind turned to jelly trying to
figure it out.

Now, for Atari owners, there is Shift It, a two dimen-
sional sliding squares Rubiks style cube, that will once
again send you running for the nearest brain care
specialist, (Gag Halfrunt if available?). Not the most
descriptive of descriptions but when you play it you'll
get the idea. As (badly) stated it is cross between a
sliding squares puzzle and the ‘cube’, but in two dimen-
sions. There is a wrap-round effect, so that if you move
the first column up, the top square becomes the bottom
SQUAre.

Confused? Mot surprising. Put simply if you like a
puzzle then you'll probably enjoy Shift It.

TYPING IT IN

Just type in Listing 1 and save it to disk or cassette.

TYPO 3 will help with all those control codes from line
10000 onwards but if the thought of all those control
characters horrifies you can skip these and type in
Listing 2 instead.

If you want to take the easy way you still need to type
in Listing 1 but stop when you come to line 10000. Now
SAVE or CSAVE the listing so far to disk or cassette, type
NEW and then type in Listing 2. Listing 2, when com-
plete should also be SAVEd or CSAVEd for safety’s sake.
Now get a spare tape or disk ready and RUN Listing 2.
This will create a listed version of lines 10000 onwards
on disk or tape.

Next stage is to LOAD or CLOAD Listing 1 and
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then ENTER Listing 2. With Listing 1 loaded, just
type ENTER "D:STRINGS.LST" or ENTER "C:" and
the two programs will merge. Now SAVE or CSAVE
a copy of the merged program. Once the final
combined program has been saved the two origin-
al listings and the 'strings’ listing are no longer
required and may be deleted.

PLAYING SHIFT IT

When you type RUN there will be a very short
delay and the title screen will be displayed. At the
bottomn you will see the picture you will be trying
to solve, (once it has been shuffled!). If you do not
like it press the space bar and it will change to
another one. There are four puzzles and three
levels of difficulty of picture. The puzzles and their
‘relative’ difficulty are as follows, 1 is the easiest

Letters A - P Level 1
MNumbers 1 - 16 Level 1
The Fuji symbol Level 2
Page 6 Level 3

Page 6 is the hardest because it has the most ‘fiddly bits’ in it
and it also has a space just to make things more awkward.

You can set the number of shuffles your chosen puzzle will
receive by pressing a key from 1 to 9. Pressing 1 will only shuffle
the puzzle 5 times, while 9 will shuffle it 45 times. These are
random shuffles and so can leave it in pretty much the same
condition as when it started, though 45 shuffles should deal with
flukes like that.

When you have chosen your puzzle and the difficulty level,
press the START key or press the joystick button and you will be
transported to the actual game screen, and the shuffles will
begin. On the left hand side of the screen is what the finished
puzzle should look like and the one on the right is the puzzle
you have to solve. On the screen will be an arrow, this is your
cursor. Moving the joystick will make the cursor move. The
control of this can be a little tricky at first but it will soon become
natural. To ‘slide’ a row or column along move the cursor into
position with the arrow pointing in the direction of the ‘slide’
and press fire, the squares will then move in that direction one
place. You just continue this sliding until it's finished. From now
on it's up to you.

If you find the puzzle too difficult to complete and you want
to try a different one, press the ESCape key and you will be
dumped back at the title screen.

I hope that you find SHIFT IT to be an enjoyable challenge and
that it does not destroy your brain too quickly! If any enterpris-
ing person can retain his sanity and add a subroutine to solve
the puzzle when you get stuck instead of the drastic ‘I quit’
solution please send me a copy as I would be most interested to
amend the program.




EI
RP
R
HM
L
ED
NE
EP
HO
KL
GB
Zu
S5C
KF
EI

KC

CK

HH

L
v

ur

LR

BS

L1

LR
na
Ly
Dc

MT

oI

UK
BD
3Y
0.J
FH

JR
EN
MH
IG
L&
Zp

Jh
EH

RU
L
uF
P
NE
M

K.
RA
HH
RE
RZ
PF
TP

1 RE M b et 0
Z REM = SHIFT 17 L
3 REM ™ by =
4 REM = R.C. GoDdfellow L
S REM % £ Utslassoft L1949 *
B REM M e e e e e e -
7 REM % NEHWH ATARI USER - October 8% =
B REM e de a2 - e e

3 REM
88 REM .
LA A BN RESERVE CHAaRACTER SPACE |
1686 REM
110 GOSUB 10008
120 REM
138 RESTORE 140:FOR T=1 TO 69:REaD D:P
OKE 1535+T,D:MEXT T
148 PATA 72,169,000,141,19,.212,141,9.,2
12,.184,64,72,165,204,141,10,212,141,9,
212
150 DATA 169,755,141 ,13,208,141,14,720848
»16%,48,145,0,2,169,6,141,1,2,104,64
160 DATA 7Z2,165,205,141,19,212,141,9.2
12,169,9,141,13,708,141,14,2088,169%,11,
141
178 pATA 0,2,16%,6,141,1,2,104,64
188 MEML=PEEK(106)-1Z:POKE 186, MEML:GR
APHICS @
198 CHIHI=INTI(MEML/ 2563 :CHILO=MEML-Z56
#CHLIHI
208 MEMZ=-PEEK{106)-1Z:POKE 106,MEMZ:GR
APHICS @
210 CHZHI=INT(MEMZ/256) :CHZLO-MEMZ-Z56
#CHZHI: POKE 1538, MEMZ
220 U-USRCADREATOISY ,ADR CUCS) , C(MEML®ZS
63 .2)
230 U=USR(ADRCATOISY .ADRCUCSY , (MEMZNZS
63,2}
248 REM
258 REM
260 REM
Z78 DIM A5C16) ,CHECKSC16) ,T15(4) ,T2504
2,TS$€1) ,P503) ,CH(16]3 ,CYL(16)
286 RESTORE 290:FOR T=1 TO 16:READ A.B
PCHITI=A-1:CYLTI=BH+1 NEXT T
298 DATA 11,5,11.4,24,3,11,2,12,1,13,1
,14,1,15,1,16,2,16,%,16,4,16,5,15,6,14
1 B,1X,6,12,.6
300 GRAPHICS Z:POKE SIZ248,0!POKE SIZ49
.D:COSUB 1836
318 IF STRIGCOY=8 THEN I18
3z@ CP=1
II6 GOSUB 1500
Z48 FOR Q=L TO DIFF%S
158 H=-INTCRMNDC1)%4)+1:ROW=INT (RND (B3 %3
J:COLZ=IMTCRND CBX M43 41
Z68 IF MW=L THEM GODSUB 488
X78 IF W=2 THEM GOSUB 688
6@ IF MW=3 THEM GOSUB G99
90 IF HW=4 THEN GOSUB 548
400 GOSUB L720:GOSUB Z1190:G0S5UB 1056
418 POSITION Z.10:7 H6:"shuffles left
l'l: :D.IFF*TE, .._ﬂ;ll [ T B .
428 NEXT 0
430 POSITIOM 2,10:7 HE;"

(1]
448 GOTOD 790
458 REM
460 REM ERIITESNNEEAE
478 REM
480 TAIS-ASCROMEA+L ROWS4+1)
498 ASC(ROM%4+1, ROH*4+I) A5 (ROM%A+Z , ROH
44+4)
508 ASCROM®4+4, ROWN4+4)=T1S5 I RETURMN
518 REM
528 REM
5380 REM ==
548 T15=ASCROHM4+4 , ROMM4+4)
558 TZ5=AS(ROHM4A+1, ROMM4+3I)
S60 AS(ROM4+Z, ROHNA+4I=T25: 45 (ROMN4+]

SH l FT ITListing 1

Ef
[iR
£EE
L]
mJ
HH
oY
KK
HU
i o
CH
BT
L
UN
P.J
ET
K
AN
Co

oo
Iv
ou
BE

ab
uz
JC

JK
KT

13

cT
EL
TH

HT

L

PH

RK
FY
NT
GC
HLC

L

PH

TK
FT
TR
ur
c.J

HR
MY
GM

JB
v
JH
EF
YL

LP

CROMSA 1Y S T15 RETURMN
578 REM

S50 REM EZHENTTE
598 REM
600 TLS-OA5LC0L ,CoL)

648 FOR F¥=1 7O 3

670 TZ5-ASTCOL+TH®4 , COL+TH4E)

630 ASCCOLTCT-1)%d4 , COL*CT-L)%4)=T25
648 MNEXT T

658 ASICOL+12,COL+12)=T15:RETURN
668 REM
670 REM EZDTTEETITE

688 REM

690 TL15=ASCCOL+1Z,COL+12)

7B FOR T=F TO 1 STEP -1

7i0 TZS-ASCCOL+(T-10%4,COL+{T-1)#4)
728 ASICOL+TH4 , COL+T®4)=T725

758 MEXT T

748 n#IGDL,GﬂLl;TI$=HETunﬂ

750 POSYITION CHCL1) ,CYCL):? ®#6;"S"1RETUL
RM

768 REM
778 REM
788 REM
798 ST=STICK(8) :TR=S5TRIGI8):IF NZ=@ TH
EN GOSUB 7580:0Z=1:G0OTD 8306

B08 IF PEEKI7E4)=28 THEN GOTO Z88

618 IF 57T=15 THEN 918

828 POSITION CHECP) ,CYI(CP):? H6;" ":GO
SuUB 21xo

838 POKE 77.8

848 IF S5T=1X DR ST=1i1l THEN CP=CP+1i:IF
CP*16 THEM CP=1

858 IF 57T=14 DR S5T=7 THEN CP=CP-1:IF C
P{1 THEN CP=16

860 POSITION CHICP) ,CYICP)Y:? H&E;" ¥
878 IF CP4{S THEN CHAR=ASC("§'")

888 IF CP>4 AaMD CP<{3 THEM CHaAR=ASCC"1"
)

898 IF CP»8 AND CP<{1T THEN CHARzASCI('D

ll,

988 IF CP>1? THEM CHaR=34

918 IF TR=0 THEN POSITION CH(CP),CYICP
117 B6;" ":GOSUB 378:IF AS=CHECKS THEM
GOSUB 2156:60T0 308

928 POSITION CHMICP),CYICP):7 H16:CHRS(C

HARY

230 GOTO 798

948 REM
758 REM
268 REM
278 IF CHAR=ASCC{'"'H") THEN GOSUEB 2Z2270:R

DH=Z=C12=CP) : GOSUEB 488

988 IF CHAR=ASCC("5") THEM GOSUB ZZ278:R

DH=4-CP:G05UB 546

9298 IF CHAR=34 THEN GOSUB Z2270:COL=%17-

CP:GOSUB GO8

18688 IF CHAR=ASCC"!") THEN GOSUB 2270:

COL=CP-4:GDOSUB 628

1818 SOUND &,18,8,10:605UB 1720: S0UND

8,8,0,0:G05U8 1056:GO0S5UB 2278

1828 REH

188 REM
1648 REM

1858 CSUM=8:FODR T=1 TO 16

1868 IF A%C(T,TI=CHECKS(T,T} THEN CSUM:=

CSUM+1

1878 MEXT T:!PS=STRSCINT(CSLUMME.25))

19080 POSITION X,.9:7 H&6;:" e

1098 I=Z2:I=I-CLEMCPS2X1)-C(LENLP5I}2)

1168 POSITION ZI+I,%:7 H#H6:P5:RETURN

11180 REM

11286 REM
1136 REM
1148 POSITION 2,9:7 86; " [{ITINIINYSHT

5 .
1156 POSITION 2,18:7 H6:"trvy a differe
"'tll

1166 PUOSITION 6,11:7 H6:"one now..":G0 ,

New Atari User - Issue 40

11




SH IFT ITListing 1

Al
(134
DL
M
=11
£L

aH
oc
CH
i §
Yo
EG

BE
HC
BN
HT
15
GH

Yo

1]
oM
JH
oT
HJA
HH

AN
IpP
bt
Iv
CH
BK

BF
YF
BC
HJ
HH
™

AN
Ku
aY
Iw
FY
EG
TR

CH

ap

BT

oo

G

5Y
BJ
Yd
BG
HH
(1 ]

aH
a1
op
oo
RH

SUB ZIL8
LI7H RETUHRMN
1188 HEM
IBCI a8 SETUP FUJT/aTaARL LUGO |
1788 REM
121 a5 MBCMEFGHI JKLmnop' : CHECKS=AS
1726 U=USR(ADR{ATOIS) ADRIFUJIS) , (MEMH2
#IEEI 4264, 1)

1238 RETURN

1240 REM
(- 130 SETUP MUMBERS |
1268 REM
1278 AS="ABCDEFGHT JKLMNOP' : CHECKS =A%
1288 U=-USRIADRCATOISY ,ADR (NUMBS) , (MEMZ
®756) +264,1)

172980 RETURN

1396 REM
1310 REM
1326 REM

1338 aS-"ABCDe fghi ik 1GITIY" : CHECK$=AS%
1340 U=USRCACRCATOLIS) , ADREPAGESS) , TMEM
2%Z56)+264,1)

1Z58 FOR T=1 TO 18:POKE 204 ,MEMZ:POKE
203, 0:NEXT T

1I68 RETURM

1378 REM
1388 REM BEEIEYSEEER
1398 REM

1408 AS="ABCDEFGHIJKLMNOP':CHECKS=A%
1418 U=USRCADRCATOIS) ,ADR CUCSE) , (MEHZNZ
563 ,2)

14720 RETURMN

1438 REMH
PP (38 PRINT a5 70 TLTLE SCREEN ]
1458 REM
1468 POKE S4286,192

1478 POSITION 7,.8:7 H6:A5C1,4) 1POSITIO
N 7,9:7 $6:45(5,8) 1POSITION 7,18:7 §H6;

Aa5C9,12) :POSITION 7,11:7 H6;AS (LT, 16
1488 RETURMN

1498 REM
1500 REM ETLEFEICTE

1518 REH
i578 GRAPHICS 18:POKE 54286,0

1538 DL=PEEK(568) *PEEK (5611 #2556 :POKE 7

56, MEHL

1548 POKE DL+6, 135

1558 POSITION 5,68:7 #6; 'ONNEEEE"

15608 IF PICHUM=1 THEN GOSUB 12Z18@

1578 IF PICMUM=Z THEN GOSUB 1278

1588 IF PICMUM=3 THEN GODSUB 1338

1598 IF PICNUM=4 THEM GOSUB 14088

1666 GOSUB 1720:GOSUB 1770

1618 FOR T=1I TO 16:!POKE DL*T,6:NEKT T

1670 POME DL+12,135:POKE 204,MHEMZ:POKE
20%, MEML

16398 POSITION 3,%:7 B6;'186%X CORRECT"

1640 POKE S1%,11:POKE 513.6:POKE 54286
,192

1658 FOR T=1 TO 20:POKE 204,MEMZ:POKE

285, MEMLINEXT T

16608 POKE 704,248:POKE 785,248:POKE 53

748,136:POKE S53256,3:POKE 623,4433
1678 POKE S3249,72:1POKE 53257,3:POKE 5

IZ61,0:POKE 53262,8

1671 POKE 718,14

1668 RETURHN

1698 REM

Wl 3,0 GAME DISPLAY |

1718 REM

1778 POSITION 11,3:7 H6;A5C1,43:POSITI

ON 11,4:7 B#6;A5(5,8) :POSITION 14,5:7 B

6:A5€¢9,12):POSITION 14.6:7 B6;A%C11,16

3

1738 RETURN

1748 REM

1758 REH

1768 REM

1778 POSITION 3,3:7 H6:;CHECKS(1,4):P05

PRINT CHECKS (DISPFLAY)

PB

BO
HH
co
N5
aL
Ha

I0

aK

JE

EQ

5

Z5

UH

B0

up

BS
Z.J
LK
IJ
VR
EH
IG

HV

SR

oY

aF

uR
50
UM
N.J

SR
h

oK
BE

IX
Ha

JB
Py

IH
HP

LE
KM
GI

ar
¥J

ITIOM 3,4:7 H6:CHECKSLS, B2

1780 POSLTIION 3.5:7 H6;CHECKSCS, 123 R0

SITION 3,6:7 H6;CHECKS(13,16)

1798 RETURM

1888 REM

1810 REM HFAINIEILITN

1828 REM

16830 A5 -"shift it":PICHUM-1

1840 GRAPHICS 2+16:POKE 712,208:POKE 7

10,212 :POKE 756, MEML:POKE 711,56:FPOKE

708,170

18508 DL-PEEK(560)+PEEK(561)%256:POKE D

L+17,135:POKE 1538 ,MHEMZ

1860 POKE 512,0:POKE 513,86

1878 PDSITION 6.8:FOR C=1 TO LENCAS)
1880 7 H6:A5(C.C);iGOSUB 2270:G0OSUB 22

3@

1890 MEHWT C

1906 POSITION 6,1:7 ®6;"

B Z116:GOSUB ZZ3%@

1918 POSITIOMN 3,2:7 ISR . C . GOODFELLOH

v:GOS5UB Z110:GOSUB 2299

1928 POSITION 2,4:7 #6;"DIFFICULTYIL-3

3 1v:GOSUB 2118:GOSUE 2290

19378 POSITION 5,6:7 #6; "EFEETER" P05

ITION 1,7:7 H6;"" 'iGO0S

B 2118:GOSUB 2290

1948 GOSUE 1210:POKE S54286,1%2:G05UB 1

468

1958 CLOSE H1:0PEN ©#i,d4.8,"K:":DIFF=1:

nr=9

1968 POKE 55%,34:POKE 764,255

1978 IF STRIG(8?=6 THEWM RETURN

1988 IF PEEK(532793=6 THEN RETLRN

1998 IF PEEK(764)=255 THEN 1979

2006 GET #1,a:TS5=CHRSLAD :

2818 IF AS5=CHRS (1553 THEN RETURN

2p28 IF TS='" " THEM POKE 559,08:PICNUM=

PICHUM+L:IF PICKRUM=S THEN PICNUM-1
28208 IF TS='" " AND PICHNUM=1 THEN GOSUB
1716:G0SUB 1468

@48 IF TS=' * AND PICMUM=2 THEN GOSUB
1Z78:GOSUE 1468

z85@ IF TS=" * AND PICNUM=3 THEN GOSUB
1330:GOSUB 1468

2p6@ IF T$=" * AND PICMUM=4 THEN GOSUB
1488:G05UB 1468

2078 IF a>=49 aND a{=57 THEN POSITION

18, 4:7 H6:T5:DIFF-A—48

20868 GOTOD 1960

7898 GOTO Z@%8

P Bi3 8 SOUND Fritl C(BANG/SHARED

7118 FOR T=15 TO @ STEP —2:SOUMD 1.5.8
,T:SOUMD ©8,188,12, T:HEXRT T:50UND B,0,.08
,B:50UND 1,0,0,8:RETURN

2120 REM

2138 SOUND 1,208,12,18:G0SUB Z290:50UM
C 1.8,0,08:RETURN

2148 REM

2158 GOSUB 1i48:FOR T=15 TO 5 STEP -1:

SOUMD 8,121,18, T:MEXT T

7168 FOR T=1 TO 18:MEHT T

2178 FOR T=15 TO0 5 STEP -1:50UND 1,60,
18, T:NEXT T

21806 FOR T=1 TO 10:MEXT T

2196 FOR T=15 TO 5 STEP -1:50UNDP 2,2%,
18, TIMEXRT T

7700 FOR T=1 TO 18:MEHKT T

2718 FOR T=5 TO AS:SOUND ©,121,18,T:50
UMD 1,680,108, T:SOUND 2,729,108, T:NEXAT T

278 FOR T=1 TO S5@:NEXT T

228 FOR F=8.5 TO 8.1 STEP -0.1

2748 FOR T=5 TO 8 STEP —F:SOUND @, 280,
12, T:SOUND 1,243,1@,T:50UND 2.,121,12,7
:POKE 16086, TH#i6+T:NEHT T:MEXKT F

2258 RETURMN

2768 REM

2278 FOR T=1@ TO @ STEP -S:SOUND O0.T,1

9,18:SOUND 1,.C,19,10:NEXT T:SOUND 8.8,

i ahs5U

12
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BL
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PU
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VF
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0OM
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aT
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oD
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oy
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™

IR

It

@, 0:50UND 1,0,0,0:RETURN

2280 REM HIEANTE

2290 FOR DEL=1 TO 1:MNEHT DEL :RETURN

ZZpe REM EITTSE

2318 RESTORE 2450:TE=Z

Z2XZ8 READ A,B,C

2230 IF A=-1 THEM 2390

2340 IF A=-2 THEN 2410

2350 IF n=0 THEN FOH T=1 TO0 150:MEXT T

:RESTORE :GOTO #3326

2360 FOR T=15 TO 8@ STEP —-TE:S0UND 6,4,

18, T:NERT T

23780 FOR T=8 TO O STEP -TE:SOUNE 1,B.,1

B, T:SOUND 2,C,10,T:NEKT T

2388 GOTO 2328

2398 FOR T=1 TO ZI:READ A

2400 FOR Y=15 TO 0 STEP -TE:SOUND 90,4,

18, Y:HMEXT Y:MNEMT T:GOTOD Z3IZ@

2410 FOR ¥=% TO 2:READ &.B.C

Z4Z0 FOR T=15 TO @ STEP —-TE:SOUND 6.4,

10, T:SOUND f,B,10,T:S0UND Z,C,18,T:INEX

T T

2438 HEHT ¥

24490 READ A,B,.C:FOR T=15 T0 & STEP -8,

Z5!SOUND 9,0+T,18,T:SOUND 1,B+T7,18.T:5

OUND Z,C+T,18,T:NEXT T:RETURN

z458 DAaTA 12Z1,96,81

2460 DATA 162,168,81,-1.90,6

2478 DATA 121,128,136

2480 DATA 144,96,72

24986 DATA 121,%9%1,72

2500 DATA 162,1086,81,-2,9,9

2518 DATA 121,96,81

2520 DATA 162,168,681

2530 DATa 121,96,81

z2540 DATA 8,0,8

18008 REM

16616 DIM UCSE512) ,PAGEGS (L1283 ,FUJIS (L

Z68) ,NUMBS €1268) ,aTOIS (132

18828 UCS="9YP9VSPPRLLilLTELLET LOLLEE [

e wewd LI HvvLDioeldvesdarveiiiyvrey_

Lyt _wvllorsallvw Dl vevoe|loovevreyey

180Z8 UCSC181)=" O+ve¥||vovevevevdlvevn

vilvovexNET0x ¥¥0p 8000 VVELL0 sl IvWpiiatdx¥w

[MEEIA - EEH x v [FETDc vl H 40 ¢ o vox M0

L4 ol

18048 UCSCZOL1)=""xF]|" <pve¥D2vDIv¥Padesn

9 Losn H vwd ved vevpdt A o ywH-bvoeexITR

GRR L LD [ DLL w dxdD i e Sd OB DES A DhDDHPLL T #)

mu

18850 UCS (Z0L) =“[Dlvwl CELTIOw v FITNDx v o0

IETEvvilsooellvy® * * * Qx vy XTI veddIT vy

F irBBBLLDDATLDLASIIDDDERL % db % ey L Sdd D [ P)!

L4 ok

10068 UCS (401) = "[EIFTINvv=x4 IxvwW 20000

La DODDLES DD DDLU EER § iFLL D HELTH DL L D DET:

aovw > OTIIvY, &0 @Y &y YP0 0L Y00 GRTEEE

| e

10870 MUMBS=''¥2404289998{L (Wveolsjovey
c{dvww{ BiBwwy BSLywpwx i PPplSliclie

velsrdd vees ixteves 1S54 vewGLPlivey, b5

18875 NUMBSC10Z) =" |9¥¥(h%/ I ¥¥¥ /h. ! {¥ee

Th.luee:

10888 MUMBS (101 ,.1013=CHRS5(34)

10099 PAGEGS=""WIff | #2vw{{ FFICIP®>sbOF> W

e | sellvewd’, o o MAMITITHIYMEIIve¥lvvevrey

¥ p e N IO TAREF FYH IIAIOITITIIO H B

e

18100 PAGERSCi0ir=rwv|eeHEAIICv I MK

seC L ve "

16118 FUJITIS="[E GaF vivessssFEWIILIIIIG

W LA

[+ HAZXI I LR < < 4 (T TTIO I FENIEI Y > * o+ 6"

101268 FUJISC101d="626v¥ilc Ffarvw, maliL"

LAt L

10128 ATOLS="hhlh LT RN (2N

fHfOJPrLIE

18148 RETURM

SH I FT ITListing 2
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ve
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BH
NP

0B
on
JH
op

FQ
NI
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PT
oz

HQO
M5

TZ
PK

oo

HB

aF’

18 REM ¢ 1
28 REM | Shift Tt string maker |
30 REM | by R.C.Goodfellow i
48 REM | ] |
S8 REM | BHutilisoft i
68 REM | 1289 I
78 REH & J
80 GRAPHICS ©:DIM F5C15) :POKE 710,.0:F0

KE 789,16

28 7 "(RP)ask or (Classette?";:0PENM H1,
4,8,"K:":GET #1,.4:CLOSE #t

188 IF A=68 THEM FS="D:STRIMGS.LST"
118 IF A=67 THEM F5:="'C:"

1268 7 "K44444CREATING STRINGS OM DISK+

weE: 1 IF =67 THEN 7 "CASSETTE"Y

138 7 :DPEN #1.8,0,.F%

148 7 #1:"10000 REM
STRINGS

iS58 7 #1;166810 DIM UCS5C(S512) ,PAGEGS (12
B8) ,FUJISC1Z28) ,MUMBS (1262 ,ATOIS(IZ2 "
1680 7T H1;"10020 UCS=";CHR5C(34);

178 FOR T=1 TO 160:READ D:? H1;CHRSI(D)
FIMEXRT T:7 H1

180 7 H1;:'19030 UCSCLO1)="":CHRS(I4);
198 FOR T=1 TO0 188:REaAD D:7 HL;CHRS (D)
JIMEKT T:7 n1

ZBB 7T B1:"10040 UCSCZBLI=""':CHRS(Z4);
218 FOR T=1 TO 180:READ D:? H1;CHRS (D)
JYNEET T:7 BHi

ZZ8 7 HM1:"108580 UCSCIBLI=";CHRS(34);
230 FOR T=1 TO 108:READ D:7? H1;CHRS (D)
FINMERT T:7 B1

240 7 H1;"10060 UC5C40L)="";CHRSC(Z4);
258 FOR T=1 70 1i1Z:READP D:7 H1;CHRS (D)
PIMEMT T:7 ni

Z68 READ D:IF D{>=1 THEN 7 "UPPER CASE
DATA MISSING'":STOP

278 7T B1:"i9078 NUMBS=":CHRS(34):

288 FOR T=1 TO 108:READ D:? H1:CHRS D)
FINERT T:7% Hi

290 READ D:7? Hi;:"1i0075 NUMBS C1023="";CH
R5(Z4); :

398 FOR T=1 TO Z7:REaAD D:7 Hi1:CHR%C(D);
FMEXT T:7 ®1 k

16 7 H1;"10086 MNUMBS (181,101)=CHRS (T4
g

328 READ D:IF D<{>—1 THEN 7 "PAGEG DaTa
MISSING" :STOP

330 7 H1;"100%0 PAGEGS=":CHRS(I4);

Z49 FOR T=1 TO 108:READ D:? Hi;CHRS (D)
$INEXT T:? #i :

356 7 mi;:"1i0188 PAGEGSCLO1)=";CHR%(34)

]
@

I60 FOR T=1 TO Z28:READ D:7 HL;CHRSID);
INEKT T:7 Bi

3780 REaD D:IF D<>-1 THEN 7 "PAGEGE DATA
MISSING":S5TOP

IBO T NL:Y10118 FUJIIS='":CHRS(343;

I98 FOR T=1 T0 190:READ D:? #1;:CHRS (D)
}INEMNT T:? H1

408 7 HA:"16120 FUIISCL01d="":CHRS (T4}
418 FOR T=1 TO Z8:!REaAD D:7 H1;:CHRS(D) ;
INEXT T:7 #1

428 READ D:!IF D4*-1 THEM 7 "PAGEG DaTa
HISSING":5TOP

40 T H1:*10130 ATOIS=":CHRS(I4);

448 FOR T=1 TO0 3ZI:READ D:7 Hi;CHRSC(D);
TNEXT T:7 H1

-4
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SHIFT ITuisting2

UL 458 7 mi;ie14e RET.Y GZ 1120 REM COFFSET 264 CWUMBERS) |
WL 460 CLOSE #1:? “STRINGS CREATED':? "ME ob 1138 DATA ©0,16,48,16,16,56,8.0

RGE THEM WITH THE MAIN PROGRAM.U:END PE 1140 DOTA ©,56,4,24,32,60,0,0
UK 470 REM [OFFSET 0 (CHAR SET) 7o 1150 baTa ©,48,8,16,8,48,9,0
Fa 480 DATA ©0,0.0,0,0,08,0,0 oC 1160 DATA ©,32,32,40,60,6,0,0
4P 498 DaTA ©,16,16,16,16,84,56.16 Up 1170 DATA ©,608,32,56,4,56,0,@
oK 588 DATA 16,56,84,16,16,16,16,0 AT 1180 DATA ©,32,32.56,36,24,8,0
vp S1@ DaTA ©,32,64,255,64,32.0,0 RH 1198 DATA ©,170,8,.16,32,32,0,0
JI 528 DATA ©,4,2,255,2,4,98,0 W) 12060 DATA ©,24,36,24,36,24,0.0
LD S3@ DaTa 76,216,48,96,196,140,0.0 05 1210 DATA ©,24,36,28,4,4,0,80
ya 540 DATA 56,100,56,80,220,200,118,8 IR 1278 DATA ©,36,106,42,42,116,0.8
ZN 550 DATA 24,24,24,0,0,0.8,0 oM 1z3i@ DATa ©,36,108,36,36,126,0.8
<R S60 DATA 14,24,16,16,24,14.0,8 vM 1248 DATA ©,92,194,76,80,254.0,8
sy 570 DATA 224,48,16,16,48,224,0.9 JO 1258 DATA 0,44,98,36,34,124,0,8
B 588 DaTh 136,215.112,21'&,135.3.0,ﬂ HM 1268 DATA 9,43,134,42,4.7,.1.14,5,9
ES 590 DATA 48,48,252,48,46,0,0,0 NF 1270 DATA ©,47,104,46,33,126,0,80
TE 600 DaTA 9,0,8,0,32,48,96.,80 IJ 1288 DATA 9,40,184,46,41,118,0,8,-1
vJ 616 DATA ©,0,252,0,0,0,0,8 JU 1290 REM
IN 628 DATA ©,9,0,8,48,16,8,0 oJ 1308 DATA ©,252,102,102,124,96,240,8
My 638 DATA 9,48,0,252,0,48,0,0 GF 13108 pATA 9,60,126,102,1082,126,231,0
Ju 648 DATA 120,:54.212,12&.195,12I,n.i pP 1328 DATA 3,52,95,55*111,1ez,5z,a
TR 650 DATHA 46,117,468,48,48,48,0,8 MP 1338 DaTA 9,254,96,124,%6,96,254.8
<J 660 DATA 56,76,24,48,96,252,0,8 WF 1348 DATA ©8,9,3,7,15,15,15,15
vU 670 DATA 112,152,48,24,140,120,8,0 WP 135@ DATA ©,255,255,255,192,128,192,25
ZR 680 DaTA 192,192,716,216,252,24,0,90 5
EL 698 DATé 252,192,248,4,132,120,0,0 CH 1260 DaTa 0,254,255,254,0,0,0,255
TT 788 DATA 128,192,248,228,196,120,8,0 an 1378 DATA 9,0,0,0,0,08,0,0
KF 710 DATA 252,4,8,48,96,96,0,0 AE 1388 DATA 15,15,15,15,15.7,3,9
Ly 7290 DATA 126,228,120,228,196,120,9,9 DK 1398 DaTh 25%5,192,128,0,126,192,255,25
Wy 73I@ DATA 128,228,124,12,24,112,0,0 5
QD 74@ DATA ©,48,16,0,48,16,9,9 M5 1400 DATA 255,3,1,8,1,3,255,255
HK 758 DaTA ©,48,16,9,16,48,96,0 Ay 1410 DATA 192,224,240,240,240,224,152,
JY 760 DATA 1Z,24,48,96,46,8.4,0 8
¢p 7708 DATA ©,126,0,0,126,0,0,80 pX 1428 DATA ©,1,3,1,6,6,1.8
WK 788 DATA 48,24,12,6,12,16,32,@ UW 1438 DaTa ©,231,3,227,51,51,231.9
cs 798 DATA 120,132,24,45,0,48,0,0 O 1440 DATA ©,217,153,143,143,153,217,8
Bz 8ee DATA 120,204,220,220,192,124,9,8 Gh 1450 DATA 9,128,128,0,9,128,126,0,-1
NB 818 DATA 48,120,228,196,252,196,0.,8 PC 1460 REM
ML 828 DATA 248,228,248,228,196,245,8,0 pK 1478 DATA 236,41,71,65,79,0,255,0
sJ 838 DATA 120,228,192,192,196,120,08,0 Hy 1480 DATA ©,115,115,115,115,243,243,24
ME 840 DATA 248,232,196,196,200,240,8.80 z
TR 858 DaTA 252,224,248,224,152,252,8.0 LP 1498 DATA ©,206,206,206,206,207,207,20
WJ 868 DATA 252,224,248,224,192,192,9,8 7
NK 8790 DaTa 120,228,192,204,196,120,8,0 vl iSea@ paTa 103,145,98,146,98,0,255,8
oL 688 DATA 196,196,252,228,196,196.0.89 LZ 15ie DaTp ©,1,1,1,3,3,%,3
AC 890 DATA 252,56,48,48,48,252,0,0 yJ 1520 DATA 243,227,227,227,195,195,195,
zM 988 DATA 12,12,12,12,156,120,9,0 19%
NC 918 DATA 2080,208,224,208,200,196.9,8 RL 1538 DATA 297,199,199,199,195,195,195,
uy 920 DATA 192,192,192,192,224,252,8.0 195
HE 938 DATA 198,234,242,194,194,194,0,8 GW 1548 DATA 0,128,128,128,192,192,192,19
7R 948 DATA 196,196,228,212,204,196.0,0 2 ;
ZI 958 DaTA 120,228,196,196,196,120,8,0 BM 1550 DATA 7,31,127,25%,25%5,255,254,124
Jc 968 DATA 248,228,196,248,192,192,8.0 UB 1568 DATA 195,131,1%1,1341,3,3,3,3
AT 970 DAaTa 120,228,196,196,208,108,0.80 py 1570 DATA 195,493,193,193,192,192,132,
AG 980 DATA 248,228,196,248,208,204,0,9 192 :
RK 998 DATA 120,224,120,4,137,120,0,8 E0 1588 DATA 224,248,254,255,255,255,127,
GR 1008 DATA 252,5ﬁ,¢a.1a,43,4a,a,ﬂ 62
aN 1018 DATA 196,196,196,196,204,120,8,90 MN 1598 DATA ©,9,28,54,54,62,54,0
X0 1028 DATA 196,196,196,196,104,48,8,0 ID 1688 DATA 9,249,99,102,1082,1083,102,80
TP 1030 DATA 194,194,210,234,234,198,0.0 MU 1618 DaTa ©,15,141,205,207,205,205,0
ME 1840 DATA 196,200,48,48,200,196.0,0 ZE 1628 DATA 0,68,152,152,24,152,186,08,1
HD 1858 DATA 196,196,56,48,48,48,0.90 BI 16308 REH [ CoPY CHARSET M/C |
00 1868 DATA 252,16,32,64,192,252,0,0 uc 1648 DATA 184,104,133,205,104,133,204,
oI 1078 DATA 15,24,12,48,12,24,15,8 104,13%,207,104,133
1c 1088 DATA ©,64,96,48,24,12,6,0 57 1658 DATA 206,104,104,170,160,8,177,28
Py 1890 DATA 240,24,48,12,48,24,240,0 4,145,206,136,208
A8 1166 DATA 16,56,124,214,16,16,16,0 zu 1668 DATA 24%,230,205,238,207,202,208,
UG 1118 DATA 255,0,0,08,0,0,0,8,-1 242,96 ™

14 New Atari User - Issue 40




Softivare

presents

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

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

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

3. Counter-5Slot is a ‘simple to understand but difficult to solve’ puzzle.
It will probably drive you mad while trying to solve it.

PAINTBEOARD PACKAGE £2.99
NETWORK & KING'S PERIL £1.99 LOWER
COUNTER-SLOT £2.99 PRICES!

All programs run on any Atari, except ST, with at least 48k
Prices include postage and packaging
Make cheques/PO’'s payable to Amethyst Software and send
with your address to

AMETHYST SOFTWARE

3 Oban Avenue, De La Pole Avenue, Anlaby Road,
Hull, North Humberside HU3 65B

NEW

ST ACCESSORY PACK
THE IDEAL GIFT

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

Recommended Price £39.95

OUR SPECIAL PRICE £30
Post and packing free (UK only)
Send cheque or P.O. or quote Access/Visa number to
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

XL/XE DISC £14.95
Feslurés include: Disc copier. Bad-Baclor creador, Tape io Disc copler, Olsz bo Tape copler, Tape 1o Tape Cogier,
Disc Seclor Editor, Diss Mapper, Game Menu Syslam Biat can pul up 1o ben games o= one dist! ARlobot cieetia
makar thal makes any Basic tape rmnrarn Inlo 8 boolload version, ples much mom - @ Multi-Utitity dise a8 an
wnbellevalle price - works cut af less than £2 per program!

THE ALCHEMIST XL/XE DISC £9.95
Tranelers single and multistags commercial tage games lo blank descl Fays 107 BEAlT ovar asd aver again!
KASS-KOPY XL:XE TAPE £9.95
Copies commaercial cassefle games e ordisary blank casseltes and Tealures 3 Turmoseve eedion (ial enables your
copied lapes 1o Ioad laster than the erigisals! Akso deatures an Eddtor function that lals yee EXAMMWNE sad M

game tapes. The wiility parlorms Mim 8 dise secior edilor, Illmﬂn! ﬁ-‘ 10 hack Ino Adventure and Arsade games
wilh sasel Powertl yel sasy 1o wse - and greal fun too! DEALER PREE - S0% discoust e camigs Mo arder 10
PROGRAMMERS PACK XL/XE DISC £14.95
Evergihing need W0 wrile games on the Atan XL/XE| Enabioe yew io Sesign/animale: PlayerMisslies,
Pla illlﬂs."fﬁl.:I Scroens, Cuslomised mulbeoloured Characiers Sets, Musle and Sound FX. Suilable for Bazic and
Machine-Code proprammers - sew you CAN write 8 classic) Detailed instrectsoss scludad wilh Ehis twio disk pack.
GEMNESIS XL/XE TAPE OR DISC £5.95
A powertel PlayerMissile Edilor &nd Knimalor, Enables you 1o consirucl and realislically animals Srrhuiur use
im your own Bagic or Machine-Code pragrams. Now avadlable on befh Tage and Digc - stale which

Sead ChequeP 0. (o: SOFTECAN. P.0, 80X 84, Herelord HR4 8YU. O baleghane your order ssing AGCESS, Phone D432-50436
I adéition o 100% maching code KLXE wlililies described above, SOFTSCAM sleck games lor Se ALXE. 5T, VES
and mast eihes compiiers. Send S0p lor a catalogos (supplied free wilh &l arders)

fug amy £ pragrams = gelt F gaves FREFS

DISK

BONUS
GRIDWARS

by Ross McNaughton

Fast and furious action
created with Broderbund’s
ARCADE MACHINE

It's Monday momning again and the start of another week's
hunting on the Grid. Wearily you take to the controls of your
fleet of remote controlled blastships and try to think only of
the profits. All the rules say you should hunt in pairs but the
greater danger of going it alone is offset by the higher gain.
Your main targets are the giant Phase Spiders, worth ap to a
massive 200 credits, but they are not the only creatures on the
Grid, nor are they the most dangerous. Only by clearing the
grid of everything, from the harmless Crawlers and Go-Worms
to the deadly Spinners, Mines and Hive Bombers, can you hope
to succeed. I

Go to it young man, the work needs to be done and without
those Credits life is going to be dull indeed. All you need to
take along is your joystick, it'll all come back as the adrenalin
starts to flow.

GRIDWARS was created with THE ARCADE MACHINE published by
Broderbund, a program that enables top quality arcade games to
be created quite simply and with very little programming knowledge.
Sadly it is no longer available commercially but there must be a
number of Atari owners who have a copy. Any more programs out
there waiting to be included as a future NEW ATARI USER DISK
BONUS? I

GRIDWARS is available as the BONUS on this Issue’s disk.
Disk subscribers will have received their copy already but
the disk is available separately for just £2.95. Send a
cheque or Postal Order with a written order to PAGE 6,
P.O. Box 54, Stafford, 5T16 1DR or use the order form on

page 49.

New Atari User - Issue 40 15




REVIEW

(reviewed last issue) we have another B-bit desktop pub-

lishing package! This one, known as News Station, hails
from the USA and is now being imported into the UK by Callisto
Computers.

The package contains one single-sided 5.25" disk and a crudely
presented corner stapled instruction booklet. | can't understand
why they didn't use News Station to produce a decent looking
instruction manual, as the one supplied isn't much of an advert
for a desktop publishing program.

MNews Station is designed for producing high quality posters,
signs, brochures, adverts, news sheets, and similar documents. To
run it you'll need an 8-bit machine with at least 48K memory, a
disk drive, an Atari 850 printer interface (or equivalent), and a
graphics capable dot matrix printer. Drivers are supplied for
several popular printers, including Epson RX80 and MX80 (and
compatibles), Star/Gemini 5G10 and 10X, NEC ProWriter, and
the Atari XMM-801 (which doesn't need an interface). Other
printers may be supported by building a custom driver using the
utility program supplied.

The disk contains two main programs, known as The Plate
Editor and The Press. The Plate Editor provides facilities for
composing and editing a screenful of text and graphics (known
as a ‘plate’), while The Press handles the printing function. Six
font files are also supplied, so you can print your text in different
styles. This is rather miserly compared to the 30+ fonts provided
with Poge Marshal. There are no sample documents either, so
you have to learn by building your own from scratch.

News Station’s only unit of printed output is the page, which
consists of eight ‘plates’ (two across by four down the page), each
of which must be composed using the Plate Editor. A plate may
be reused within a page, and blank plates employed if you want
to leave part of your page unused, so you don't need to compose
eight unique plates before you can print. You can only ever view
one plate at a time, making the lining up of text or graphics
across plate boundaries a real pain. It's therefore essential to
accurately sketch the page design on square ruled paper before-
hand, so you know where the boundaries fall.

I can hardly believe it! Hot on the heels of Page Marshal

PLATE EDITING

The Plate Editor screen is divided into two parts. The top area
measures 320 x 152 pixels (40 x 19 characters) and represents
the plate, while the bottom holds three lines of status and option
selection data. Commands are entered directly from the
keyboard mainly as CTRL/key combinations, as there are no
menus.

The editor operates in two modes, text or graphics, and by
flipping between them you can work either at the character or
pixel level. Text mode allows you to key in any standard
keyboard character or the Atari's special graphics characters. The
keyboard must be in UPPER CASE for the latter to work, a point
not mentioned in the instructions.

The editor can use the standard Atari font plus one alternate
font at any given instant. A different alternate font may be
loaded from disk at any time, providing it's supplied as a
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John S Davison gets
another chance to try a
desk top publishing
program for the XL/XE
and finds a very
impressive package

standard 2 sector font file. Once text has been placed on the
plate using a particular font it remains unaffected by subsequent
loading of other fonts. This gives you freedom to use as many
different fonts as you wish within a plate.

There's no font editor provided, so you can only change the
supplied fonts or build new ones via a separate program. Font
editors together with ready made fonts are often available from
public domain software libraries, indeed there is an excellent one
with a few fonts in the PAGE 6 Library on Disk #20 and several
fonts can be taken off of the FAGE 6 Issue disks. Incidentally,
Page Marshal’s fonts loaded into News Station without tfrouble,

You're not just limited to standard size characters, as fonts may
be used in 64 different sizes! This means you can put big bold
headlines at the top of your page, with detailed text in a smaller
size underneath, however the simple font scaling method used
makes the larger characters look rather blocky.

Positioning of text is completely manual, there's no automatic
centring, wordwrap, wordflow, justification, or other fancy fea-
tures. Typing position is indicated by a flashing cursor, which
moves as you type. Insert and Delete keys aren't supported, and
there are no block manipulation facilities either, so text editing
is somewhat basic and can be very time-consuming!

Other facilities in text mode allow you to set the left margin
width, to micro-position your text by moving the cursor up or
down in units of one scan line and to alter the spacing between
lines of characters. ASCII files from a wordprocessor or text editor
may also be loaded into a plate, and this worked OK with
AtariWriter Plus files. However, no text line may be longer than
40 characters, as excess characters are lost.

GRAPHICS TOO!

This is where News Station scores over Page Marshal. It can also
handle graphics in the form of Print Shop icons and standard
62 sector picture files.

One or more Print Shop icons can be loaded anywhere on the
plate in any of three sizes, but again [ found the largest size
tended to blockiness and also noticeably distorted the picture's
proportions, Icons can be easily loaded from Print Shop icon
library disks, but not directly from the original Print Shop or




HEWS STHTION

New Desktop Publishing Program for Atari 8-Bit Machines

48 Was produced using News Station running on_an atari 1
printed on a 5tar 5G=18 do0t matrix printer. The haa n
ARE™ font suppliad with NeEws S5tation, whileé Tthe Subh
ndard Atari font built intoc the computer. Thesa word

L L L B ]

Wi B S W e

are quite usable.

HRUAL", 29ain supplied with WNews 5tation. AS You Can s

using the keyboard, joystick, or Koala Pad.

Vou can alap uap

Prrint Shop Icons

L £

= ...in different
- sizes too!

Lot
Rk

Guitar

Tools

Facilities are extremely basic, allowing
only line drawing and pixel flipping, so if
vou need more than this you'd have to use
a separate art program and import the
graphics as described above. It's a great
pity the author didn't include support for
the Atari Touch Tablet though, as Koala
Pad is almost unknown in the UK.

ROLL THE PRESS!

Ficture Files

It's also possible to import

62 sector picture files into
News Station, This pacture of
Pete was drawn with Ataridrtist
by John Davison Jnr.

Printing is handled wvia The Press,
achieved by simply selecting the printer
type and the eight plates from your data
disks to make up a page. But be careful!
If you accidentally choose a wrong plate
there's no apparent way of correcting your
error OR of cleanly aborting the printing
run which automatically follows plate
selection. This is very frustrating, and a
classic case of stupid design. However, 1
discovered an undocumented feature

NES Station

FFFFFFFFFFF T7TOTTITIY

Lilies aid Patterns

Yertical and horizontal lines can
pasily be drawn using the joystick
and eye-catching patterns created
with the fAtari's control characters,

{(bug?) - if you press the numeric 1 key, the
disk directory is re-read and all plate selec-
tions blanked, allowing you to start over
again!

I managed to lock up the program several
times, and couldn’t see why. News Station
isn't very good at error messages either,
and sometimes sat ignoring my attempts
to communicate with it without telling me
what | was doing wrong. Once you see the
printed output though, you'll forgive the

Print Shop Companion program disks. These need moving to a
workdisk first, but News Station’s instructions don't tell you how.
I did it by loading the required icons into Print Shop's Icon Editor
and saved them to a workdisk from there.

A low cost alternative source of graphics for News Station is the
Page 6 Print Shop Collection and Option Pack disks, which
between them contain over 1000 (yes, one thousand) ready-
made icons! You'll find an icon for virtually every purpose here,
and at less than £2 per disk you can't go wrong.

I also loaded 62 sector Micropainter picture files without prob-
lems, however, only the top five-sixths of the picture fits onto the
plate, a real nuisance if you're using pictures which weren't
drawn with News Station in mind. If you're drawing them
specially you can allow for this though.

The most popular 8-bit art package is probably AtariArtist, but
its compressed picture files are incompatible with News Station.
However, there's an undocumented feature in AtariArtist permit-
ting the saving of files in 62 sector format. Just press the >
(Greater-Than) key while viewing the picture and a 62 sector file
called PICTURE will immediately be written to disk. If you then
use DOS to rename it with a file extender of PIC you'll find it
loads into News Station without trouble.

The Plate Editor provides another means of producing graphics
or editing imported pictures. You can draw directly onto the plate

program its annoying little foibles. On my
Star 5G10 the quality was impressive, and
easily good enough for most home and small business uses.

Did I say foibles? Perhaps [ should say glaring faults and
omissions, but there's probably nothing you can't work around.
Even so, the author really should provide a better instruction
manual, some sample plates, more error messages, and redesign
The Press's plate selection code. I'd also like access to DOS
facilities, a font editor, and simultanecus viewing of multiple
plates included, but this is probably wishful thinking.

Despite its shortcomings | really like News Station. It's one of
those rare packages which genuinely expands the scope and
usefulness of your 8-bit Atari. This is especially true when used
in conjunction with programs such as AtariArtist and Print Shop,
and while it's not as slick or as easy to use as these, it's every
bit as useful. If you need a simple, general purpose desktop
publishing package, News Station could be the one. s

NEWS: STATION

Published by Reeve Software
Available from Callisto Computers
Price £23.50
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XL/XETYPE-IN

LEARN TO
READ

earn To Read 1 is an educational game for children
learning to read. A sentence is displayed with a word

missing (replaced by 77?). A list of 4 options is given for
the word in the box below. The child must decide which word

is correct and press a key 1-4 corresponding to the correct
word. There are 10 words to fill in per game, and a check
routine ensures that the same question is not repeated in
each game. When the game is over the score out of ten is
shown, along with the option to play again (START) or to
quit (OPTION).

The questions in the listing are only examples and can be
changed quite easily. The sentences and word choices can be
made fairly easy, as they are at present, or made more

complicated by using very similar words as the choices. Alter-
native spellings could be used or even foreign languages. The

choice is yours.

The questions are held in DATA statements from line 1001 in

steps of 10. Each question is built up as follows:

THE QUESTION, WORD1, WORDZ, WORD3 ,
WORD4, KEYCODE, CORRECT

Word 1-4 are the possibilities. Keycode is the key handler
code for which key will contain the correct answer. The keys
1-4 have the following handler codes:

1-31
2-30
3-26
4-24

Correct is the correct word, Just take a look at the questions
in the program to get the idea and change the DATA to suit
yourself. The program is set up for 50 sets of questions but
this can be changed by altering the figure 50 in line 201 to
the number of questions you require. All questions must be
added as DATA with increments of 10. The next lines added
would be 1501 and 1511 and so on.

by Dean Garraghty

This listing is published in response to requests that we
publish more listings that use simple Basic commands
and that can be changed quite easily by the user. Let us
know what you think of these type of programs and, if we

get a positive response, we will publish more.
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EX
55
R
G0
TG
ED
MK
EPR
{1}
HI

TO
ux

ZB
JT
uu
JH
YR
PR
o
KO
Ky

{111
uRr
L.J
YC
auW
vy

1 RE M oD defof ok -af b Tof-of- - Saf- oo oo oo
Z REM = LEARM TO READ -
I REM #* by £
4 REM = Dean Garraghty w
5 REM * "
EREN G + - cancocoe bt i *
7 REM ™ MEMW ATARI USER - October 89 ®
8 REM -T2 - oo
9 REM

98 DIM SENSC(100) ,0P15(Z20) ,0P25(20) ,0PZ

SCZ0),0P45(20) ,ACTS (20 , GONES €202 , UMM
¥Y5(13 , GONE €182

95 5z-a

188 GRAPHICS 17:SETCOLOR 2,08,0:PO0KE 75
-

118 7 H6;" LEARM TO REaD 1*

128 7 HE

128 7 HE:" by dean garrcaghty

149 7 HE

SR B I hlpress the start heud

168 IF PEEK(S5I279)=6 THEN 1935

165 GOTO 168

195 PODKE 764 ,25%

197 FOR Z=1 T0O 10

2080 GRAPHICS O:POKE 75Z,1:5ETCOLOR 2.0
,B:POME 559.8

201 H=INT(RMD (D) ®50)

282 IF Z=1 THEN GOTO 286

Z8BX FOR K=1 T0 £

204 IF GOME(K)=H THEM POFP ;GOTO 281
285 IF GODNECK) {*¥ THEN MNEXT K

206 GONEC(Z)=-H:RESTORE 1HBE+£H*131+1

A simple educational
program for teaching
English or other languages
that you can easily amend
to suit your own needs




RP

ZJ
uu
Y&

Fy

PE

KB

ay

cC

CcP

HI

uo

oY

LY

RH
FI
ou

uy

IG
KT
MY
HD
NO
JT
HU
K3
Yo
HO
BY
K
PU

QE
CY

KE

IE

LI

F3

Ul

PT

JP

PH

218 READ SENS.OP15,0P25,0P35,0P45, HANC
ODE,ACTS

Z11 PUSITION 5,8:7 " p——

212 POSITION 5,1:7 "[OUES.:™

213 POSITION 12,1:7 Z:POSITIOM 15,1:7
IIII'I

Z14 POSITION S,2:7 " b

220 POSITION S5,18:7 SENS

225 POSITION B,1%5:7 "y

L L]

ol
Z38 POSITION 8,16:7 "]
l“
221 POSITION @,17:7 "“|"iPOSITION 38,17
=7 uiu
Z40 POSITION @ ,17:7 |
ION 36, 17:7 "™
241 POSITION ©0,18:7 |
IOM Z8,18:7 “|»
Z42 POSITION 8,19:7 *|
ION 38,19:7 |-
243 POSITION @,20:7 *|
I0M Z8,.28:7 |
258 POSITION 7,21:% "“MHICH DO YOU THIN
K IT IS?Y:POSITION 6,21:% | :POSITION
IB,ZL:T Mm
255 POSITION B8,22:7 "k

J wn

OPTIONS ARE:

M :0PLS:POSTT
Fl:0P25:POSIT
G OP3IS:POSIT

[ ; OP45:POSTT

256 POKE 559,34

268 IF PEEK(764)=255% THEN 268

278 IF PEEK(764) SHANCODE THEN POSITION
18,12:? "THaAT I5 CORRECT!!™i5=5+1

288 IF PEEK(764) {}HANCODE THEM POSITIO
M 5,12:7 "THAT IS NOT THE CORRECT WORD

281 IF PEEK(764) {)HANCODE THEN POSITIO
N S5,13:7 ACTS:" WaS THE CORRECT WORD."™
285 FOR R=1 TO 7S50:MEXT R

Z87 POKE 764,255

290 NERT Z

4008 REM GIVE SCORE,ETC.

410 GRAPHICS 17:7 #6:7 6

415 SETCOLOR 0,18,18

428 ? Be:" You SCORED ":5
438 7 B6;" OUT OF TEN.™

448 ? H6:7? HE:T M6

458 7 HE6;"press start to play™
468 7

478 IF PEEK(SI279)=6 THEM CLR :RUN
480 IF PEEK(S5ZI279)=3 THEN GRAPHICS O:MN

EH

438 GOTD 478

188l DATA THE 777 SAT ON THE MAT,DDG.C
AT, TREE,POP,X8,CAT

1811 DATA I MWENT TO THE 777 FOR A HOLI
baY,.PARK, SEASIDE, SHOP, SCHOOL , 28, S5EASID

E

1821 DATA I HWENT TO THE SHOP HWITH S0ME
F7?,.MONEY , BOOKS , GAMES . CATS,. 31, HONEY
1831 DATA MOTHER SAY5S MOT TO PLAY MWITH
777, CAR5,D0LGS, MATCHES , TREES , 26 , MATCHE
5

1841 DATA 2?2?77 GROW ON TREES,.CATS,DPOGS,

LEAVES . COMPUTERS, 26, LEAVES

1851 DaTA T LIKE TOD EAT ?77,LEAVES, TRE

E5S,GRASS, SHEETS, 24, SHEETS

1861 DATA WE HWENT FOR A HWaALK IN THE 77
?,PARK, JUNGLE , HOUSE , COMPUTER ; 31, PARK
1871 DAaTA I LIKE READING 777, S5HEETS,BO

OKS,.FLOORS,DODGS, 20, BOODKS

1881 DATA 2?77 ARE NOT PETS.DOGS,CATS.E

LEPHANTS . GERBILS, 26 , ELEPHANT S

1831 DATA T HAD 4 777 LUNCH TODAY,FAST

»MEADOH, BEE ,BIG, 24 ,BIG

1181 pATA I LIKE TO GO 777,CAMPING,HEA

DOH, COMPUTER . MDTHER , 31, CAMPING

1111 DATA CATS HAVE & COAT OF 777,5HIN
+CLOTHES ., FUR,DDG . 26, FUR

IF

CK

EB

5C

JE

g

TY

WY

oM
DC

HH
KH
Iv
(1] 2]
KP
Iu
TO
Ha
ZN
YR
cG
LU
*R
PH
IR
BpP
LB
X0
BK
EZ
RE
60
us
FZ
M

IY

J¥

1121 DATA COMPUTERS ARE ?77,MEADOMW, FUN
.SHEETS, CAMPING, 18, FUN

1131 DATA THE FARMER 777 TaALL CORM,GRE
W.ATE,NOW,GOOD, 31, GREH

1141 DATA LET'S STOP 277 FOR WATER,COM
PUTER,CAR,HERE , BECAUSE , 26, HERE

1151 DATA HE 777 GOING ON HWALKS,FIND,L
00K, THERE . LIKES, 24 ,LIKES

1161 DaTA THE ICE WAS 777 COLD,MNOW,HEL
LO,VERY, MEADOM, 26, VERY

1171 paTa I LIKE 777 CATS BEST,BROWN,N
OMW, GOODBYE ,HELLO, 31, BROMWN

1181 DATA THE 777 LOOKED VERY BIG,MILK
. TREES ,HELLO, TRY, 38, TREES

1191 DaTa HE CAUGHT 277 FISH TODAY,HEL
LO, TOMMOROMW, COMPUTER, TEN, 24, TEN

1281 DATA HE 777 A NEW JOB,FELL,HELLO,
NEMW, FOUND , 24 , FOUND

1711 DATA THEY SaNG 777,LOUDLY,CAT,DOG
,COMPUTER, 31, LOUDLY

1221 paTa I 777 MY RED BIKE,TRY,HELLO,
SOLD,BYE, 26, S0LD

1231 paTa DON'T 777 Bal BERRIES,BYE,EA
T,READ,NEM, 38, EAT

1241 DATA ALL THE HORSES MWERE 777,PINK
SBLUE , ORANGE , BROMN, 24 . BROHM

1751 DATA THE 777 LIKE TO SLEEP,COMPUT
ERS,MEADOM,.CATS, GRASS, 26, CATS

1261 DaTA 777 CAN GALLOP QUICKLY,BEES,
CATS,D0GS,HORSES, 24, HORSES

1271 baTa THIS IS a 777 STORM,HELLO,Ba
D, TOMMOROM, MEADOM, 38, BaD

1281 DATA BRING ME YOUR 77? SOCKS,OLD,
HELLO, GRASS, CARE, 31, 0LD

1291 DATA MOTHER 777 SOME BUMS,LO00K,FL
0OR, BAKED , GREW, 26, BAKED

1381 DPATA THEY 2?77 THE HALL RED,LOOKED
,50H,PAINTED,FLOOR, 26, PAINTED

1311 paTa THIS FOG IS 777,BROMN,LOUD,B
LUE, THICK, 24, THICK

1321 paTa THE LARGE 777 ROARED LOUDLY,
GIANT, FLOMER, WALL ,KEY, 31, GEAMT

1331 DATA SOME TREES ONLY GROW 777,TOD
AY,SHMALL ,HELLO, BLUE, 3@, SHaLL

1341 DATA FLOMWERS 777 ALONG THE STREAM
,LOUD, TODAY , HELLO, GREM, 24, GREH

1351 DATA THE SKY IS 777 TODAY,BLUE,GR
EEN, PURPLE,LILAC, 31, BLUE

1361 paTa IT IS VERY 777 TOPAY,HELLO,G
OODBYE, HOT,PINK, 26, HOT

1371 paTa THAT FIRE ENGIME IS 777,0RAN
GE,RED,PINK,BLUE, 38, RED

1381 DATA I TOOK MY TLL BOG TO THE 727
JVET,HOSPITAL , HELLO, PARK, 31, VET

1391 DATA THAT TRAIN IS 777, JUNGLE,HEL
LO,PINK,FAST,24,FAST

1401 DATA MY BUDGIE IS 777,PINK,RED,OR
ANGE ; BLUE ; Z4 , BLUE

1411 DATA THE SUN IS ?77,HELLO,TODAY,S
HINING,PINK,26,SHINING

1421 DATA MY COMPUTER IS AN 777,aTaRI,
SINCLAIR,ACORM, IBM,31,ATART :
1431 DATA YOU ARE TYPING ON & 777,HELL
0,KEYBOARD, SKY,DOOR, 38, KEYBOARD

1441 DATA I LIKE TO WATCH 777 ,HELLOD,GO
ODBYE, TODAY, TELEVISION, 24, TELEVISION
1451 DATA CATS AND DOGS 777,FIGHT,HELL
0,D0OR,BYE,31,FIGHT

1461 DATA T 777 AT NIGHT,LIKE,SLEEP,Ju
MP,NO, 38, SLEEP

1471 DATA MOTHER SAYS NOT TO GO WITH ?
22,CATS,D0GS, STRANGERS , HELLO, 26, STRANG
ERS ;

1481 DATH DOM'T PLAY ON THE RAILMAY 77
7,LINES,CATS,DOGS, GERBILS, 31, LINES
1491 DATA NEVER PLAY ON ?77,HELLO,BYE,
SAY,R0ADS, 24, ROADS .
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XL/XETYPE-IN

MEAN

The day is over, more deals concluded, the effect
of the Nouveau Beaujolais has worn off and it's
time to head on home. Toss the Filofax into the
Porsche and away we go! Oh, no is that the time?
Mandy’s doing something special tonight - pi-
quant chicken pieces in that exquisite lemon
sauce with a lightly tossed salad, from the new
G-Plan diet book - and she'll be awfully wild if
I'm late. Better step on it tonight.

Isn’t it amazing? Everytime you need to get
somewhere in a hurry there are all these frightful
people on the road just getting in your way. You'd
think that they can see this is Porsche. Just try to
avoid them I suppose, don’t want to scratch the
paintwork. I just hope that the car phone doesn’t
ring, it might be Mandy.

Rinnggg rinnggg!

Or ... another driving game!

by
Gavin Davidson

TUNING UP

You may like to try your hand at a spot of
tuning. Try a few POKEs into the following

1692 - Determines frequency of right hand
bends

1693 - Determines frequency of left hand
bends

1694 - Determines frequency of oncoming
cars

1695 - Time allowed for game (default 1
minute)

20 New Atari User - Issue 40

OTOR

DISTANCE 82/

GAME : 3

HOW TO DRIVE

START: BEGINS GAME .
SELECT: CHANGES LEVEL (1-4)
OPTION: RESETS THE GAME

Each level last one minute. If a distance of 80 or over is obtained the
game will progress to the next level. There are 8 levels to get through.

JOYSTICK

LEFT goes left!
RIGHT goes right!
FIRE BUTTON slows down the car

Your car automatically goes through gear changes. Hitting poles at the
side of the road is not good for the paintwork and may crash your car




MEAN MOTOR

EX
34
Ta
TE
. TG
ED
HK
EP
NO
cu

L
Ja

FC

oM
FR
HE
TE
TY
cy
I
CE
™

I5
c.J

ap

ND

CK

Y5

EC
GG

LI
PH
HH
oR

IM
241

RK

JE

ER

L &

L RE M s b e o bt o o

2 REM = HMEAOM HOTOR -

I REM % u

4 REH * by Gavain Davidson »

3 REM # £ 2

o h AL R e e e e b i e .

7 REM % HWEMW aTARI USER - October §9 =

B R E M R el B R B B R

9 REM

i1 GRAPHICS ©6:7 "R :POKE 752,1:POSITIOD
B B SR L E PLEASE HWAIT FOR 38 SECO
MBS .. v ™

12 FOR R=0 TO 1Z200:NEXT R

15 GRAPHICS S+16:POKE 559,09 :POKE 16,64

tPOKE S5X774,64

16 POKE 704 ,56:POKE 785,27:POKE 786,15

G:POKE 707,10:POKE 708,2:PDKE 70%,62:P

OKE 710,.48:POKE 711 ,254:POKE 712.0

58 FOR CLR=16384 TO 18432:POKE CLR.D:NR

EXT CLR

61 FDR J=68 TOD ITI:READ A:POKE L16Z08+0.4:

HEHT J:POKE S512.1083:POKE S513,6:X-USRCL

6283 i POKE 54286,192

62 POKE S68,8:POKE S561.,6

63 DL=PEEK (S560) +256%PEEK(561)

64 FOR T=Z@ TO G7I1READ A:POKE L15I6+T.a:

MEMT T

66 FOR T=6 TD 1264:REaAD A:POKE ZO480+T

SJRINEKT T

91 POKE 88,0:POKE 89,64:POKE B87.5

92 R=8:C=Z2:T=H:!P=39

93 IF C=4 THEN C=Z

24 IF 741 THEMN T=1:R=R-1

95 COLOR C:PLOT 1Z+R,P:DRAMWTD 1Z+R,P-T

:PLOT 6B8-R,.P:DRAWTO 6E-R,P-T:COLOR 1:F

OfF G=13+R TD 67-R

96 PLOT G,P:DPRAHWTO G,P-T:NEXKT G:C=C+i:

P=P-T-1:T=T-08.%2:R=R+4:IF R{25 THEMN GOT

0 93

188 POKE 89, PEEKCE9)+I:POKE 87,0:POKE

7SZ,1:POSITION 12,1:7 H6;:"DISTANCE: @88
GAME: 1" :POKE 712,26

182 POKE S4279,68:POKE 559%,46:PDKE 532

77.3:POKE 53256,T:POKE SIZ57.3:POKE 52X

768 ,Z7Z1:POKE 623.49:GAMEC-L7:B=-8:C=2Z

163 TOTAL=9:BONUS=0:POSITION 12,2:7 O6

| ol “iIF PEEK(SZI273

y4*»5 THEN GOTO 11@

184 B=B+4:C=C+Z:GAME-GAME+1:IF GAME}»Z0
AND BONUS=8 THEN GAME=-17:B=0:C=2

106 RATE=1:VOL=10:LEN=8;GDSUB 135

118 POKE 172Z3,GAME:POKE 1692,248-B:PO

KE 169%,252-B/2:POKE 1694,C#1:IF PEEK(

532793436 AND BONUS<>1 THEN 18I

111 RATE=1:VOL=9:LEN=1:GO5UE 1I5

11i%Z FOR R=1664 TO 1691:POKE R,B:NEKT R

114 POKE 1G665,1:POKE 1675,6:POKE 1676,

166

115 PDKE 1695,.60;POKE 17Z1F,16:POKE 17

214,16:POKE 17215,16:POKE 77,0

116 H=USRLZ1591)

1168 IF PEEKCL691){>8® THEN RATE=0.6:V0L

=1 2:LEN=S5:!GO5UB L3I5:GOTO 182Z

119 IF PEEKCL7Z133>16 OR PEEMCL7Z14):2

3 THEN RATE=8.B7:VOL=14:LEN=1.Z:G05UB

135 :BONUS=1:GOTD 121

120 RATE=L:VOL=0:LEN=5:GOSUB 135:GO0TO

182

171 MHTOTAL=C(PEEK{17Z13)-163=108+ (PEEK

(17214 -16)®1Q+PEEK (17215)-16+T0TAL:TO

TAL=MHTOTAL

122 PDSITION 12.2:7 B6;"DISTANCE S0 Fia
ITOTAL “:IF GAME=24 THEM GOTO 1

a8z
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HF
i)

Ia

uy

LF

KM

Y

Pu

KE

Y@

CN

Ll

JE

EU

™

EuU

GC

HO

LC

BL

G

HB

EH

RL

123 GOTO 104

13% FOR T=15 10 VoL STEP -RAaTE:FOR P=a
TO LEM:SOUND ©,P, L0, T:S50UND 1.P+2. 106,

T:SOUND 2,P+T,10,T:MEHRT P:MEHRT T

136 FOR T=0 TO T:S0UND T.0.8.0:MEXKT T:

RETURMN

148 DATA 169,24,141,121,.6,.76,98,.228,10

4,162,.6,160,84,169,7,%2,92,228,9%6

144 DATA 72,206,171,6,173,121.6,141.18
y212,141,26,208,104,64

156 pATA 112,112 ,1127,207,8,64,10,138,1

9,1%8,108,138,136,138,138,74,200,64,10,
74,240,564 ,10,74,74,65,10,10,74,84,65

168 DATA 10,16,16,10,74,184,65,18,10,1
B,18,74,26,06,19,108,18

170 DATA 19,19,19,10,10,16,10,168, 1381

38.135%.1%4,6,.6,18,7.7.76,0,6

288 DATA 0,608,608 ,126,176,255,255,255,2

55,231,60.60,255,.0,0,0,74,60,60,126,12

6.0,255,2%1,195,1925,255,203,12%

i@ DaTA L95,200,201,282,703,284,20%5,2

06,267,205,240,240,241,242_,242,243,244
245,246 ,24,24,24,24,25,25,26

270 DATA 27,%0,04,84,04,84,684,04,84,85
, 86,184,154 ,184,164,164,164,184,184,18

S, 200,199,198 ,197,1%6,195,19%4

2I0 DbATA 192,192,248 ,2409,239,238,238,2

37,736,255, 234,24,24,24,24 ,23,23,22,21
+20,84,84,.084,84,04,84,084,83,082

Z49 DATA 184,184,184,1684,1684,184,184,1

864,183,195,6,50,808,51 ,85,55,82,60,83.,40
, 24 ,60,60,42,0,24,608,126,10Z .68

250 DATA 42,0,60,126,255,231,126,255,9
,42,0,60,.60,126,126,255,255, 255,255,233

1,60,60,255,0,0,42,0,24,0,36,42

268 DATA O,24,60,.24,66,102,42,0,69,126
,24,255,98,203,195,42,0,.24,60,60,126,12

6,0,255,255,195,195,255,203,195

270 DATA 195,47,160,0,185,6,680,153,79,

70,185,15,.80,153,2608,70,200,19%,15,.208
+239,169,63,32,57,81,141,217.69

680 DATA 141,716,69,169,192,141,2728,69
»32,170,81,169,0,32,248,63,169,100,141
+137.6,32,162,82,160,0,32,149

290 DATA B82,169,254,141,0,210,141,135,

6,167 ,18,142,134,6,142,158,6,169,40,14

1,1,218,160,3,169,128,141,4,208

300 DATA 169,194,32,57,81,32,64,81,16%
,B,141,.4,2068,169,195,32,57,81,37,64,81
,1%6,208,227,96,141.217,79,141

318 pATa 218,.78.96;,162,207,173,28,2,20

8,251,169,2,141,28,2,169,50,141,2,216,

202,142 ,3,216,224,1927,.2788,233

IZ20 DATA 96,173,128 ,6,208 . 43.17%,18,21

B8,205,156,6,144,242,205,157,6,176,12,1

7X,1%8,.6,708,57,160,45,169,53

II0 DATA 76,129,81,173,130,6,208.45,16

8,8,169,8,141,131,6,149,129% 6,148,137,

6,238,128,6,173,1368,6,208,24,174

Z40 DATA 129,.6,232,32,197,61,142,129,6
21 236,131,6,206,184,238,130,6,162,0,141
,128,6,96,238,128,6,174,129%,6

IS8 DaATA 202,327,197 .81.142,129,6,236,1

X2.6,208,.8,169,8,141 ,1T8,6,141,178,6.,7

5,189,30,80,141,16,6,182,39,480

I68 DATA 141,20,6,189,48,680,141,24,6,1

89,57.88,141,29,6,189,66,86,141,36,6,9

6,238,133,6,173.,12X,6,.201,15,7288

370 DaTa 245,.169,90,141 , 133, 6,173,132 .7
S 248,19,173,134,6,201,2,240,34,206,134
+6,56,17%,135,6,233,8,76,27.,082

ZB0 DATA 17Z.134,6,201,18,240,15,238,1

34,6.724,173,135,6,105,8,141,.0,216,141,

CONTINUED OVERLEAF
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MEAN MOTOR continued
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GZ

CK

G

AH

G0

IH

oY

GV

HR

CI

HE

S5Z

RF

NT

BY

AL

FH

HT

HF

135.6,96,173,120,2,7681,11,7248

%90 DpATA 34,201,7,248,39,32,249,082,173
L1I0.6,206,.5,173,126,6,240,231,173,132
5,6.245.5,2a51117.ﬁ,?6,152.&2,235

400 DATA 137,6,76,162,82,206,137,6,206
,1317.6,76,476,82,238,137,6,238,137.6,7
6.178,82,173,132,2,208,8,169,129

41¢ DATA 172,137,6,76,1190,82,169,13%,1
€0.9,32,57,81,76,149.82,238,136,6,173,
136.6,261,2,240,7,162,16,160,60

420 DaTo 76,147,82,16%,0,141,136,6,162
. 60,160,16,142,197,2,140,198,2,96,152,
24,105, 4,141 ,6,208,185,20, 141

420 DATA 5,268,96,17%,137,.6,145.0,208,
141,.1,706,74,105,20,141,7,208,96,173,1
34,6,201,5,176,55,173,130,6,2086

448 DATA 5,173,128,6,249,45,174,140,6,
142 ,3,218,172,141,6,185,122,60,141,2,2
16,200,192,8,208,2,160,0,1408,141

450 DATA 6,20%2,202,224,162,208,2,162,1
66,147,148,6,32,48,82,32,48,82,76,162,
82,169,160,141,3,210,76,162,82

460 DaTa 173,146,6,208,53,173,18,710,2
95,158,6,144,1,96,169,9,141,147,6,32,2
T7.83,169,39,141,145,6,162,08,173

478 DATA 16,6,201,208,208,2,.162,86,201
,2088,208,2,162,122,201,192,208,2,162,1
64,740,217 ,142,144,6,142,146,6

460 DATA 238,145,6,173,148,6,201,1,249
,25,201,2,240,7,173,10,210,201,128, 144
L14,169,2,141,148,6,238,144,6

498 DATA 23I8,144,.6,76,96,63,169.1,141,
148,6,206,144,6,206,144,6,173,6,708, 20
1,1,240,31,17%,146,6,201,1,748

sO68 DATa 12,206,144,6,206,144,6,206,14
4,6,76,13%4,83,236,144,6,238,144,6,238,
144,56,238,144,6,172,145,6,174

518 DATA 147,6,189,138,80,2681,42,248,1
4,15%,0,71,189,167,80,153,129,71,232,2
88,76,148,83,192,98,144,11,16%

528 DATA ©,141,146,6,141,148,.6,32,248,
BX,192,46,144,5,169,5,141,147,6,19%2,56
,144,5,169,17,141,147.6,192,66

530 DATA 144,29,192,73,176,10,169,1,32
,2%57,83,233,4,76,230,683,169,21,141,147
,6,169,3,.32,237,82,233,12.76,238

S48 DATA 83,173,144,6,141,2,206,144,3,
298,96,141,10,206,141,11,208,56,173,14
4,6,96,168,39,153,8,71,153,12%

550 pATA 71,200,192,112,208,245,96,162
,2,254,61,67,189,61,67,201,26,2088,%.16
9,16,157,.61,67,202,76,8,84,96

568 DATA 184,96,16%,16,141,154,6,163,6
9,141,9,219,169,166,141,3,210,24,173,1
57,6,105,4,141,152,6,173,28,7

£70 DATA 208,251,169,4,141,78,2,206,15
4,6,173,154,6,141,1,210,208, 235,141,14
6,6,32,246,83,32,247,80,76,218

588 DATA B4,3I7,204,80,173,28.2,208,12,
17%.134,6,141,28,2,%32,90,81,32,116,82,
173,30,2,706,111,169,1,141,380

590 paTa Z,173,12,2686,201,14,240,162,1
7%,4,206,201,7,240,155,238,151,6,173,1
51,6,261,50,288,19,169,0,141,151

688 DATA 6,238,152,6,173,152,6,285,15%
,6,144,%,76,26,084,236,149,6,173,149%,6,
01,6,206,22,169,9,141,149,6,206 '
618 DaTa 159,6,173,150,6,.208,9,32,6,84
L173,134,6,141,150,6,32,228,81,206,139
,6,173,139,6,2608,20,173,134,86

6Z8 DaTa 56,233.2,141,139,6,32,34,82,3
?,248,62,169,0,141,30,208,32,93,82,173
,¥1,208,281,%,288,5,236,155.6

6I8 DaTa 184,96.76,90,64 .
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FIVE LINER

Lissajous’

HARMONICS

by
JIRI NEJEDLY

After ATARI USER magazine was incorporated with PAGE 6 we

found that we had inherited a large collection of disks sent in by
AU readers. These were mainly the ‘5-LINERS’ and a lot of time
was spent trying them all out. Unfortunately, many were very
similar in content and most had appeared before, either in PAGE
& or elsewhere. Where names and addresses were given the
material was returned, however, we do not seem to have re-
ceived all the material during the handover and some people
may never see their disks again. PAGE 6 is very sorry about this,
if we had the items they would be returned.

Some of the programs I tried out concerned equations, many of
them obscure and suitable for interested parties only. They were
the type that needed an input from the user and then printed an
answer on the screen. Nothing that we could really use in the
magazine.

After an hour or two of this 1 was getting quite despondent until
I happened to notice a name that I had last enceuntered during
the time | was studying ‘O’ level physics. I tried it out and was
suddenly struck with the familiarity of having seen this before
some years ago.

The program comes from JIRI NEJEDLY from Czechoslovakia.
The French physicist name was Lissajous (who died in 1880) and
he investigated the superimposition of two harmonic motions.
Sounds heavy going but it is, literally, childs play as you will
find out.

The idea is that you draw a line on a table in one direction,
your hand being the first motion. Then, at the same time, you
get the table to move in another direction - the second motion.
This will result in some weird but, more often, some very pretty
patterns. Now, cast your mind back several years and try to
remember a childs toy consisting of a drawing board that moved
and a pen on a pendulum. For the life of me | cannot remember
what the commercial name of it was, but it was a toy typical to
the, say, Fisher Price range. If anyone knows the name of this
toy would they please contact the magazine and | will let the
rest of our readers know in my regular column?

Anyway, enough of all that. What follows is a simple five line
program with an obscure (to most of us) equation that comes to
life through our ATARI computers. The nice thing about this
program is that it does not have dozens of numbers fora
machine code routine that will mean absolutely nothing. When
you get tired inputing numbers you can always fiddle with the
parameters of the program itself.

Za 18 GRAPHICS 8:S5ETCOLOR Z2.6,3:COLDR 5:T
rRAP 289

YU 28 A=0.83I:7 "FREQUEMNCY ., AMPLITUDE, PHAS
E":INPUT P,R,F:P=Ps10:R=R/718B:F=F/18

aT I0 PLOT (160+R¥GO¥SINCF)) ,140:I=1

0J 48 DRAWTD (160+R*GO%SIN (PHAXI+F)) , (BO+
G6@%C0S5 (AXI))

Z7T 58 I=I+1:GOTOD 48

PAGE 6 would still like to see small programs like this, not
necessarily five liners, but something easy to type in and that is
fun or useful. I must warn you now that we have had dozens of
directory listers and the like, so scratch your heads and come up
with something novel.

Mark Hutchinson
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The Number 1 UK Atari 8 bit software house, Zeppelin
Games, will continue to support the brilliant 8 bit Atari
machines.

Top-selling KENNY DALGLISH SOCCER MANAGER, and
DRACONUS, are available from full-price label COGNITO
while Zeppelin Games welcomes the return of the longer
nights with a whole host of oldies and former full-priced
favourites at the incredible price of just £2.99.

WHAT THE REVIEWERS SAY ABOUT

ZEPPELIN’S ATARI GAMES:

" At £2.99 this game is a bargain and must be a winner
for Zeppelin and Atari alike” ATARI USER on SPEED ACE
"ZYBEX is the sort of game that makes reviewers wish
there were more superlatives in the dictionary”, PAGE 6

"If you don’t get yourself a copy you must be mad.”
PAGE 6 on DRACONUS

SEND OFF YOUR ORDER TODAY

Speed Ace
TAPE £2.99

Zybex
TAPE £2.99

Draconus
TAPE £9.95 DISK £12.95

Ninja Commando
TAPE £2.99

Phantom
TAPE £2.99

Mirax Force
TAPE £2.99

Zeppelin Games Ltd.

Sidewinder
TAPE £2.99

Soccer Manager
TAPE £2.99
Living Daylights
TAPE £2.99

Kenny Dalglish
Soccer Manager
TAPE £9.95

All prices include P&FP
Order dispaftched by return
post. Make cheques and
postal orders payable to

Zeppelin Games Lid.

» Osborne House « 28 Osborne Rd ¢ Jesmond ¢ Newcastle upon Tyne « NE2Z 2AJ




PROGRAMMING

MACHINE CODE

la :____...-v—-—————————-.....-
IA ;MACHIWE CODE LIBRARY
I8 By 3Teve Hilliamson

48 ;for MEW ATARI UIER

S8 :PARYT 4 - SOUND EFFECTS
&0 4,1 FOOTSTERS

Pl §ommmmmm s e
an Wz FOO0R
28 JORT OBS

o180 SETUBY = GO468
giil SYSURW = SHasl
B0 GUDFL = SITER
8130 aAupCl = SI7TEL
ai48 AUBFE = SITEZ
BLSD AUDCE = BITHE
OL60 FLAG = 28X

Bi78 BELAY = T84

RL80 PITCHL = 285
a1%a PITCHZ = 286

azZ@a JvoL = zar
L LbA 8
L] 5Ta COUNT
BZER sTa COUNTI
BZES L& HL
BIEE 5Ta FLAG
96D LDa &4
az7e 5TA DELAY
azog LOA H2IO
ez 5Té PITCHL
LD LOA HEIL
LEEE:- STA PETCHZ
a320 Lba mi8
alza s5Ta voL
LELT ] Jsi SETUBT

B837¢ LOOP JHP LOOP
aiee SETUBIL

Biva LDa Be

adan LDY BUBROUTEZGS
wdia LBN HBUBROUT 256
B4za JSR SETVDY
B438 RTS

ad48 UVBROUT

e458 Lba FLAG
BARS CHP He

ad47e BEQ SOUMDOFF
a408 INC COUMTI
LR LOA COUMTL
8588 cHP DELAY
as1e BNE ERIT
a5z LDb& B8

[:1.%.4:] 5ThH COUMTI
BEAR INC COUMT
asse LDA COUNT
1.1 cHPF Ei

a57e BEQ SOUNDL
141 CHP B2

anss BEDQ SOLUMDPOFF
LT L] CH® HI

aEld BED SOUMDZ
aG52@ CHP i34

B6Ig BEC SDUNDOFF
640 Lb& 18

BE50 ST COUMT

BESE EXIT JHP SYSUWBY
BETH SOUNDL

688 Lb& PITCHL
WETE 578 AUDFL
Ll CLC

aTie LB& RLIG
arze apc VoL
arFIA 4Té AUDCL
a7da JHP SYSVEY
@758 S0UNBE LDa PETCHZ
TGN 5Ta AUBFL
a7 Lbe HL7A
LELT a0E Uil
ATIe 5TH &HUDCL
LLEEN JHPE SYSYBY
aaie SMiNDOFrF

eaze LDOa BO
L1 5Té AUDFL
LT 5Ta aupti
LT ] JHE SYSURL

ARG COUNT BRE
BE/0 COUNTE BRK
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LIBRARY

by Stephen Williamson

In part 4 we show you how to

add sound effects without

interrupting the flow of your program

he Atari sound chip can produce a
' variety of sounds, but Atari BASIC

only supports it with one command
- SOUND. Using a variety of programming
technigues complex sound effects can be
produced in BASIC but with the speed of
machine code, the sound capabilities of
the Atari can be explored further. Listen to
the soundtrack of the game Warhawk to
hear what is possible, or check out the
speech synthesis on Mirax Force.
The machine code sound routines this
issue are ready made sound effects for use
in your machine code or BASIC programs.
FOOTSTEPS can be used in games with
walking characters. OCEAN would add
atmosphere to an adventure game seaside
location. EXPLODE is a great for shoot em
up games. ALARM can be used in a varie-
ty of games to signal danger. Use RAN-
DOM to fill in those silent minutes whilst a
BASIC program is initialising. ENGINE
simulates an accelerating engine. TUNE
demonstrates how to add a music sound
track to your programs. No knowledge of
machine code is needed to use the BASIC
routines that use the machine code data.
The assembly routines were written using
the MAC/65 assembler editor cartridge,
but should also work with the Atari
Assembler/Editor and can easily be adap-
ted to most assemblers. The sound effects
are flexible. Speed, volume and pitch can
be altered to suit your needs.

PROBLEMS WITH SOUND

One of the first machine code games that
I wrote for the Atari computer, a shoot ‘em

up game, suffered from a problem. Every
time an alien creature was hit by one of
the missiles, all action stopped whilst an
explosion sound was heard, the alien
glowed red and was then removed from
the screen. To integrate sound with anima-
tion can be difficult but fortunately the
Atari Operating System offers a simple
solution to this - the Vertical Blank Inter-
rupt (VBI).

When the electron beam that refreshes
the monitor or TV display reaches the end
of the display it switches off before return-
ing to the top of the screen and this frac-
tion of time is known as the Vertical
Blank. The Atari then performs some
housekeeping tasks - updating system tim-
ers etc. Even though the Vertical Blank
takes place every 1/50th of a second
(1/60th on the USA TV system), you can
instruct the Operating Systemn to jump to a
short machine code routine of your own
after it has performed these tasks. This is
known as a Vertical Blank Interrupt (VBI).
The effect is similar to multi-tasking. Your
custom VBI routine runs independently of
the main program but the main program
can interact with the VBI routine by alter-
ing parameters that the VBI routine uses.
This technique is perfect for sound effects.
Commercial programs that play music
whilst a game is playing use the VBI tech-
nique.

It is beyond the scope of this article to go
into the details of the Atari sound chip
and the VBI process. The book DE RE
ATARI by Chris Crawford is recommended
reading if you want more information on
Atari sound and VBI's.

S

Eihl
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AN B GTeve MWilliamson

48 jtor MEW ATARLI USER

GH (FART 4 - S0UMER EFFECTS

G ;4.2 FOOTSVERS

70 1Call from BASIC with:

oL G ASHIRIADRITITERPS) . ADDR, FLAG , DELAY ,PIT
CHL, PITCHZ, WOLY

I R e

LRLL ®= 20000

Biia ~OPFT OBJ

B1Z0 SETVEYV = S8460

D138 SYIVBY = SH4BLI

i

IHAGHINDG CORE LIBRARY

8148 AUDFL = [IS60
ai%e AUDCL = SE76L
AIEE AWDFI = SATRZT
B17H AUDCE = SATEI

pZed FLaG = 203
o210 DELAY = Zoa4
aE2e PITCHL = 285
AEZH PYITCHZ = 206
aZ4® PITCHZ = 214
AZ5E WIADR = ZOB
gD LOARR = 207
BITe PFLA

az2a8 Lia R
BI98 5Té COUNT
aIaa 5TA COUWTL
BIie FLA

a3ze 5TA HIADR
BI25 PLa

CEf ] 5Ta LOADR
aI48 PLA

aI5e PL&

LE{T ] 5Ta FLAG
RITE PLA

[ E4-003 PLO

axre s5TR DELAY
BaBn PLA

gd18 PLa

adze 5Ta PITCHL
LT PLa

add8 PLA

45 5Ta PITCHZ
BdGa PLA

[iE A} PLA

e 5Ta wvoL
a5ad SETUBX

LN ] LBA BE
fikd ] LEY LOADR
[:3:3 4] LEH HIADR
a4 JIR SETUBY
M558 BYS

BEER VEBROUT

ST LBa FLAG
L:1:1:] CHP B8

[: L3 1: BER SOUNDOFF
adas IMC COUNTL
LT3N LEA COUNTL
WEZm CHF DELaY
BETEH BME EWIT
B4l LOG O
[[1.%.1) 2To COUNTL
LT IMC COUMT
aETE LBa COUNT
BERE CHP &1

151 ] BER SOUNDL
adaa EHr nz
RTLD BER® SOUNPOFF
L] | CHPF mE
arim BEQ S0UMDE
ara| CHPF g4

¥4 ] BEQG SOUMDOFF
CELT:] LOA HE8
arrae $Ta COUMT

B786 EXLIT JHP SYSUBY
arIe SOUNDL

G- LO& PITCHL
LTET:] ATa AUDFL
anza PR
anIe LDA midA
LEET] T T
WS STa AUDC 1
08BN JHE GV VB
GREFE SOUNDZ LDA PITERZ
NEED SThA DUDFL
LT Lbo piya
LR anG vk
orLe Wlh BlEcl
LT JHP YUY
ST SOUNDO

LRTT:] Lo ng
LR SEA AUD 1
BYER S 0a aupda
RITE JHP YN URY

B8 COWWNT KW
BFR COUMEL HBEHE

Above - Listing 2

Centre top - Listing 3
Right - Listing 4

Centre bottom - Listing 5

FR At e B e ek e

WM 28 REH MACHIME CODE LIBRARY

HP 38 HEM by Stephen Williamsen

K 48 REHM for MEH ATARI USER

PFF 58 REM FPART 4 - SOUNE EFFCCTS

T3 B8 REM 4.3 FOOTSTERY

M B RPN e

0t 89 GOSUB 140

31 98 FLAGZ1iDELAY=Z

S0 188 PITCHI=2I8:PITCHZ=234:00L=10

HEC 118 @=U3RCADR(FSTEPS) ,ADDR, FLAG, DELAY,
FITCHL ,PITCHZ,WOLY

TL iZ@ 3TOP

il 13I8 REM LDAD MC DA&TA

SW 140 DI FSTEPEL1483 1RESTORE 2@

0¥ 1%8 REH LOAD MC DaTa

AT 168 FOR I=1 TO 148

ol 178 READ AiFSTERSLL, I3=CHRS LA

UH 188 MENT IiaDDR=ADRIFSTEPSI+4S

ZIP 198 RETURM

TR 2808 DATA LO4,16%,8,141,.178,78,141,171,
78,184,133,208,184, 137,209,104, 104,113
JZOT, 104

KU 218 DATS L04,137,204.1084,104,133,205,1
B, 404, ATF, 206, 104, 104,433, 207,169,6,1
64,209, 168

EG I8 DATA 200,32,92,720,%6,165,203,201,
B.240,76, 238, 474,78,473, 474,768,197, 204
]

OM 230 BATH 32,169.0,141,171,78,238,170,7
B, 473, A70,78,204,1, 240,20, 201, 2, 240,47

P 248 DATS 201,3,248,28,201,4,240,7%, 189
(B LAL,AT70, 78, 76,98, 220, 165, 205, 141,80

RH 288 DATA 248,24,169,128, 108,207,141.1,
218,76,35, 220,166, 206,441,0,210, 167,12
B, 18t

HH 268 DATA Z67,141,1,210,76,95,220,16%,0
cAdL, B, 240, 440,4,210,76,95,220,8,0

VPSPPI

LH 18 REM

WH Z8 REM MACHINE CODE LIBHARY

HF I8 REM by Stephen Hilliamson

KK 48 REM for MEW ATARI USER

FPF 58 REM PA4RT 4 - SOUND EFFECTS

IF 68 REW 4.5 OCEGM

M 78 REM =sssocccics e e

nC 88 GOSUR 140

WG 8 FLAG=1:DELAY=H

¥P 180 PITCHI=LR:PITCHZ=@:uOL=1@

YE 118 a=USRCADR (OCEANS) , ADDR, FLAG, PELAY,
PITCHL  FITCHE  VOLY

TL L30 STOR

nU LId HEM LOAD HC DATA

K€ 148 BYH OCEAMS (1452 (RESTORE 280

@Y 150 REM LOAD HC DATA

Ch 168 FOR I=1 TO 142

ZI 178 READ a:0CEAME (I, IX=CHRY (A2

YP 188 WEXKT I:ADPR-ADRCOCCAME) +48

IF 190 RETURNM

B3 z2ed DATa 104,16%.0, 141,172, 78,141,173,
T, A41,17L.T8, 104, L35, 700, 104,137, 209,
184,164

BT 210 DATa L3T, 283,104, 004,133, 204,104,1
B4, 13T, 205, 104, 104, 15X, 206, 104, 104, 133
28T 16%. 6

AL 228 DATG 164,209, 1606,208,32,%2,2268,96;
165,203,200, 8, 240,610,278, 073,78, 472,17
1,78

SE 238 0ATa 197,704,200 ,16,169.8, 141,173,
TR A7I ATL.P0,.201,1,240,23, 7204 ,0,240,3

ur z48 paTa 76,95,2268,1%0,205,165,205, 701
(O, ERB. IS5, 069,1,141,171,78,76,95,278,7
I8

FH 260 Dala T05,10%,205,200,10,208,.1%, 169
LRI ATLLYE, 70, 9%, 220,169, @, 140, 8,21
a

G0 260 PATA 141,131,748, 76,955,278, 165,206, 1
41,8,.210,16% 136, 144,10, 710, 76,95.220, 8
B,

SETTING UP A VBI

In order for a VBI to interact with the
main program, registers must be set up for
the routine to use. If you look at listing 4.1
you will see that 4 registers have been set
up at zero page locations. FLAG (203) is
used to turn the sound effect on or off
(1=on, O=off). DELAY(204) affects the pace
of the sound. PITCH1{205) and
PITCH2(206) are used to change the pitch
of the sound, and VOL{207) controls the
volume,
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FHA HAUHINE CODBE L IBR&HY
I 8y 3Teve Hilliamson

A8 ;o WECH ATARI GEH

S8 (PART 4 - S0UNDG EFFESTS
68 ;4.4 OCFaR ¥

TR == s idacsbiEa
na LER 1T T
1] COPY OBd
BLOG SETUBY = SH460
BLID SYSUBU = SHAGT
@138 BUPFL = SITED
G138 AUBCL = SITEL
AL4P BUDFZ = 5ITET
8158 AUDCE = SIFLE
BLE8 FLaG = Z0X
QL7 DELRAY = 204
BL80 PITCHL = ZA5
ai%0 PITCHZ = 286
azne voL = Az
[kl ] Lba ma
a248 sTa COUNT
8250 4TA COUMTL
260 LEBa ma
REFO 5Ta DELAY
1.1 Lba g1
BzYe 5Ta PITCHL
azan LBo HA
axLe 5Ta PITCHZ
axza LDA ®18
aIie aTH vOL
LRI JER SETVBI
BI7E8 LOOP JWP LOOP
8Ise SETVBI

aire LA HE

LET L] LBY BUBHOUT&RZSS

a41m LOY BYBROUTA 256
a4ze 43R SETUBY
adIe RTS

B438 VBROUT

LELL ] Lba FLAG

ad4Ee CHFP 8

460 BEQ SOUNDOFF
Bara INC COUMTL
a488 LDbA COUMTL
ga38 CHF DPELAY
osae BNE EXKIT

asie Loa ne

asze 4Ta COUNTL
8538 LA INMCFLAG
0548 CHMP i

ass5e BEQD SOUMDUP
asse CHP &8

asTe BEQ SOUNMDDOHN

BEER EKIT JMP 5S¥3UEY
A58 SOUMDBDOMHM

[0t ] BEC PITCHL
aeLe LA PITCHL
anzao CHF BB

a6 I8 BME PLaY
LU Lba Hi
BRESE 5Th TIMCFLAG
1] JHP SYGUBY
BETH SOUMDLP

13- INC PITCHL
BETR Lb& PITCHL
avae CHP H1A
arie BME PLAY
Lk Lba o9
BTN 5Ta IMCFLAG
Lo 1] JHP SYSUBY
8758 SOUNDOFF

a7Ea Lba Ba
BFFe STH aubFi
aFan 5Ta aubci
L] JHE AYSUBY
waen PLAY

aaLe LB PITCHL
anza 5Ta AUDF1
anIa LA HLIG
LT 5Ta AUDGCL
L] JHP SYSUBY

BEGD IMCFLAG BRK
BA7TE COUNT BRE
atse COUNTL BREK

To set the VBI is simple. The accumulator
is loaded with a value of 6, Y is loaded
with the Lo-byte address of the VBI routine
and X leaded with the Hi-byte address of
the VBI routine. A JSR command to
SETVBV (58460) then informs the operat-
ing system to interrupt the vertical blank
process and jump to the routine every ver-
tical blank. Note that a VBI routine does
not use the instruction RTS to exit but |MP
SYSVBY (58463). This has the effect of res-
toring the values of the A, X and Y registers

of the main program. continued overleaf
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28 :MaCHINE CODE LIBRaRY
e By Steve HilliamSon

48 ;for MEHW ATARI USER

58 :PaRT 4 - SOUNMD EFFECTS
68 ;4.6 EMPLODE

7@ jmmmroco—smme-o—sebeeoo

BR L1 Wz Teges
0 Y oeT DB
@108 SETUBY = 58468
BLLE S5¥YSUBYU = SRAGT
BLT@ ‘AUDFL = SITER
0138 AuUpCl = SITHL
gidd aubfFI =

9150 auUDCE = SITEI
8160 FLOG = 183
ai70 DELAY = ID4
@168 PITCHLI = 208
pi%a PITCHEZ = 206
azew woL = 287

azig LoR B
@120 S5Ta COUNT
ezIa sTa COUMTL
Bzdd Lba HB1
atse 5Ta FLAG
L4 ] LA L4
az7e T4 RPELAY
azed LpA B4
azye sT@a PITCHL
ared LDRA B8
ayia iTh PITCHZ
axze LDa mH18
eFIe STa wol

LR ] Jsf SETUBL

8358 LOOF JHP LOORP
8368 SETUBI

RITR Lba Bs

BIne LBY HYBROUTEZSS
aI%d LO¥ BUBROUT#ZSE
[.EY J5R SETUBY
adLe RT3

@478 VBROUT

B4I8 LA FLAG
LY cHP He

a458 BEQ SOUNMBOFF
2468 IMC COUNT
aa4TE LD& COUNT
FFET:] CHP DELAY
adsa BME EWIT
ases Lba &@

asid Ta COUMT
a%s2a LbA PITCHIL
asIa 5Ta AUDFL
a5da cLC

#5580 LA H1IZE
568 abC VoL
asve 578 AUDCL
asoe DEC VOL

ana Loa UoL
anae cHr Ba

a618 BME EMIT
86ze Lba H8

=131 5Ta FLAG

b4l EXIT JAP SYSVEWY
0658 SOUNMDOFF

Ll Lpa @8

BE7e 5Th aubFl
aene 5Ta AUBCL
aee JMP GV IUEY

#7898 COUNT BRK
a7Le COUNTLI BRE

Above - Listing 6
Centre top - Listing 7
Centre bottom Listing 9
Right - Listing 8

USING THE ROUTINES

The FOOTSTEPS VBI routine uses a coun-
ter to access one of 3 operations - turn the
sound chip on using the value contained
in the register PITCH 1, turn voice 1 off,
then sound the PITCH2 value. Normally
this operation would occur every Vertical
Blank (every 1/50 second), but the DELAY
register is used to slow things down by
exiting the routine until the value of a
counter (COUNT1) is equal to the value
found in the register DELAY.

The routine will run as it is stands. When
used within a large program use it as a
subroutine. The simplest way of doing this
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MM 20 REM MACHINE CODE LIBRARY

W I8 REM by Stephen Williawson

KK 40 REM for NEW aTARI USER

PF S8 REM PART & - S0UMD EFFECTS

PZ &8 REM 4.7 EXPLODE

HF 78 REM

oc 60 GOSUB 148

BR 98 FLAGSL:DELAY=14

CH 188 PITCHIZ64:PITCHI=Z@:V0L=19

CF 118 a=U%R (PR I{EXPLODLS) ,ADDR,FLAG, PELA
¥, PITCHL,PITCHI, VOL)

TL 1Z@8 STOP

aU 130 BEM LOAD HC DATH

UF 148 DIM EXPLODES (128 :RESTORE 208

nY 450 REM LOAD MC DaTa

ZL 168 FOR 1=1 TOD 128

W@ 178 READ 4:EXPLOBES L, Xi=CHRE L&)

A0 188 WEKT I:aDDR=ADR(ENPLODES) tas

IP 1%0 RETHRN

BG 208 DATA 104,169 .8, 141,137,78.141,138,
76,104,135, 206, A04, 133,209, 104,104,133
283,104

My Z18 CATA 104,133,204, 104,104,133,205.1
B4, 104,137,206, 104,504,133, 207,18%,6.1
64,289, 168

pF 2@ DaTA 260,37,%2,.22Z8,%6,165,203,281,
8,248, 43,238,037, 70,473, 037.78,197,204
208

wo 2I8 DATA T, 169,80, 145, 137,70,165,205,1
41,8,2198,74,169, 178,191,207 ,144,1,2149,
198

KV Z4@ DATA I07,165,207,701,.0,.208,4,18%,0
L133,203,.76,95,220,169,8,141,08,218,141

KA IS0 DATA 1,Z18,76,95,228,0.0,0.0,0.0.0
p-l -l 'l 'l bl .'J‘-l"

RN RN A R s e e T

WM ¥0 REH MOCHIME CODE LIBRARY

HE TR REM by Stephen Hilliawson

KK 40 BEM for MEM AToRI LLER

PF 58 RCH PART 4 - SOUND EFFECTS

oY &8 REM 4.7 GLARM

HF 70 REM -—--===-——==ws=——== e

fC Bp GOSUB 148

BR o8 rLaG-i:DELAYS14

La 188 PITCHES128:PTITCHZ=G4 1 WOL=1H

EH 118 A=USR (ADR (ALARMSY  ADDR, FLAG RELAY,
PIVCHL  PITCHZ, VOLY

TL 129 STOP

ol 138 REM LOAD WE DATA

JP 148 DIM ALARME (128) (RESTORE a8

oy 158 REM LOAD MC DATA

7L 16% FOR I=i TO 128

EX L70 READ &:ALARMS (L, I =CHRS(AY

Co 188 WEXT I ADDRZADR (ALARME) +d5

ZP 198 RETURM

oz T80 DATA 164,169, 8,141,150, 78, 141,151,
?l,L.i.IIS,IiﬂJLii,IIJ.ZOQ,lﬂ4,1.!;131
JEAT L84

XU i@ DATA LA, 13T, 704,104,164 133,205, 1
14,1l4,:za.!lﬁ.lll,xii,lxi.:i?,Lﬁﬁrﬁal
64, 20%, 166

MF 278 DaTa Z88,32,%1,220,%6,165, 203,261,
B.ZII.BB.:J!.isi.?i,l?!,liﬂ.?l,i!?.tll
L 208

z5 238 paTa 16,169,909, 141,158, 78,173,13L.7
G.:I:.a.!‘l.?ptil.L.:Id.ls;?u,!i.I:&

¥i. 2d0 DATA 189,234,041, 1, 200,165,205, 141
.I,Ill.!:i.lil.f#.?ﬁ.ﬁl-li#.li',tll,14
1,8

Bp 258 pata z1@,286,151.78,76,958,228,1069,
I,Lll.i,tl!.:li.l.!10.?‘.95.!!l,|.l

D T et
o0 ;HACHINE CODE LIBR&RY
39 By Steve Hilliamson

48 ;for MEM ATART USER

S0 jPART 4 - SOUNMD EFFECTS
68 4.8 ALARM

78 s ssmmmeso—ocammae=—s
aa = ZO8R@

a8 LOPT OB

pien SETVBY = S#468

0110 SYSUBY = SE46I

@129 aupri = SITEE
ei38 aupci = SITHL
@148 AUDFEZ = SIVEZ
#1558 AUDCE = SITED

ei6h FLAG = 283
aL7® DELAY = T84
ei8e PITCHL = 785
@198 PITCHZ = zo6

wIae voL = Z87
azi| Lba me
BZZa 5Th COUMT
a2I sTA COUMTL
aza8 LD 831
azEl 5Th FLAG
LELT ] LA BL4
azve 5ThA DELAY
azaa LA miZe
BzIe 5Ta PITCHL
azee LB BEL
aiie ‘4Ta PITCHZ
a3ze LDA Bi®
[Lhei:] STa voL
BI48 JSR SETVBI

Balse LOOP JHF LOOP
8368 JETVBI

BITE LDa HE

BIBe LDY BUBROUTRISS
azye LEM HUBROUT/ZS6
g4Re JSR SETVEY

a4ld RTS

g478 VBROUT LDA FLAG
BATE CHP 8

40 BER SODUNDOFF
aasd INC COLNT

S468 LDA COUNT

a4Te CHP BFELAY

a4Bd BME EMIT

[FE2 ] LA B

LR 5TA COUNT

asLe LA COUNTL

REZE CHP B8

BsIB BEQD SOUNDL

BS54 CHP ML

as50 BEQ SOUNDE

esae EMIT JHP SYSUBY
AETE JO0UNDL

asme LBA HET4
anee 5TA AUDEL
ALBE LDA PITCHL
BELE 4T AUDFL
[T INC COUMTL
aBl1a JHP AYSUBY
8B4 SOUNDZ

BESa LD PITCHZ
VEER 5Th AUDFL
QETR PEC COUNTL
aEBl JHP sy sUBY
#6978 SOUNDODFF LDAa He
#7e8 4TH GUDFL
LRSS ‘§¥a aUBCL
arze JMP SYSUEBY

8738 COUNT BRE
@748 COUNTL BRE

EXPLOSIONS .. GUNSHOIS ...

is to use a SR instruction and put a RTS
instruction at line 370 to return to the
main program. Try altering the values
loaded into the registers (lines 230 to 330)
and see what happens. If the FLAG is set 1o
a value of zero then the sound is turned
off. This means that voices 1 or 2 will be
switched off every Vertical Blank. 1f you
want to also include non-VBI sound effects
in your program then use voices 3 and 4
or cancel the VBI by using a similar set
VBI routine as in lines 380 to 430 of listing
1 but make the VBI routine simply [MP
SYSVBYV to cancel the effect of the sound
VBL

USING WITH BASIC
PROGRAMS

Listing 4.2 is the source code for the
machine code data to be used from within
a BASIC program. The first part (lines 270
to 480) alter the registers by passing para-
meters from the BASIC program. This
maintains the flexibility of the machine
code routine.

Listing 4.3 is a BASIC routine that loads
the machine code data to a string vari-
able. The code is relocatable and will not
clash with any other memory area that
your BASIC program uses. This means that
the actual address of the Vertical Blank




I8 (MACHIML CODE LIBRGRY
I8 By Steve Hilliamzon

48 ;for HEH aTARI USER

50 ;PART 4 - SOUND EFFECTS
B8 4.L0 RANDOM

TH [rme— i cmmmse e ——————
i == Zeoea
kL] ~OPT DBJ

tiRe SETUABY = S8468
Ritlh SYSVEBY = SBAGT

aidd albFi = SI76EE
BL3G aUBCL = SI7?EL
140 BUPF2 = SITRZ
01580 AUBPCT = HI?EI

LG8 FLAR = 283
B178 DELAY = Z04
188 PITCHL = 285
8138 PITCHZ = IB6
eFRe VoL = 287

LFaL LD& Ha
e 5T COUNT
BEIN 5Ta COUNTL
aldn LR ML
arse 5Ta FLAG
az68 LDa we
azFe 3Th BELAY
L300 LbA B

L P42 ] 3Ta PITCHL
LES 2] LDa ua

LLESY 3 5Ta PITCHE
LR+ Lba H1g
LESL:] 5Ta VoL -
LEEL JSR SETVBIX

BISH LODP JHMP LOOP
a36R SETVBI

azre LDA BE

ayga LDY HUBROUTEZSS
axe LB HUBROUT/ 256
a40e J5R SETVDRY
adie IRTS

@438 UVBROUT LBA TLAG
(LR CHP

LT BEQ SOUNBOFF
L2E1 ] TINC COUMT

LEE ] LBa COUNT

a4rn CHP DELAY

a4t BME EKIT

@48 LDA T8

BEe8 5Ta COUMT

a51e LDA SEFFR

BEZE 3TA AUBFL

8510 LBA HZI4

a5 40 5TA AUBCL

B5ER EXIT JHF SYSUBY
B568 S0UMDOFF

BE7E LA O 3
LT 5TA aubFil
(131 3TA AUDCL
W6 JHP SYSUBY

@ELD COUNT DHE
B COUNMTL BRE

Above - Listing 10

Centre top - Listing 11
Centre bottom - Listing 13
Right - Listing 12

routines will change according to where
the string FSTEPS is located in the variable
table. Line 180 of the BASIC listing calcu-
lates this and assigns it the variable ADDR
which is then passed to the machine code
routine line line 110. Note that when the
program stops at line 120, the sound effect
still continues, demonstrating that the VBI
routine is independent of the BASIC
program.

To use this and the other sound effects
routines in your own programs, it can be
switched on or off, once the machine code
routine has been set up, by altering the
value of the variable FLAG (1=on, O=off)
and repeating the machine code call in
line 110. Try altering the values of
PITCH1, FITCHZ2, DELAY and VOLUME as
well and hear what happens. Normally

LH 18 REM =-=--c--— - cimmmmm e

HWH 8 FEM MACHINE CODE LIBRARY

HP I8 REM by STephen HWilliamson

KE 48 REM for MEW GTARI WUSER

PF 50 REM PART 4 - SOUMNMD EFFECTS

05 68 REM 4.11 RaNDOM Bas

MW 78 BEM resscsscccssssdd s s ey

OC 88 GOSUE 148

TR 28 FLAG=L:DELAY=4

LT 188 PITCHAZ®:PITCHIZ@:UOLZ-LW®

NI 118 &4=USRCADR IRAMDS) , ADDR , FLAG, DELAY P
ITCHL,PITCHE , VBL)Y

1L 128 STOP

GU 138 REM LOaPr HC DATR

IG 148 PIM RAMDS C188) 1RESTORE 208

0y 158 REM Loalr HC DATA

¥0 160 FOR I=1 TO 108

GO 178 REaAP A:RAMDSIX,IJCCHRS (AD

AY LB0 MEMT 1:ADDCR-GDRIRANDE)*4T

IP 198 RETURNW

FF 208 DbOTA i04.16%.0,141.12F.768. 140,124,
7B, 184,133,208, 104,133,209, 184, 184, 133
+20F ;104

NU 2180 DATA 104, 11X,264,.104,104,137,285,1
04,1084,133,206, 104, 104, 133, 207,16% 6,1
G, 209, 166

WD 228 DpaTA 208,32,%2,220,96,166,283, 284,
B,248,29,238,023,78,173,123.78,197, 104
il 2

uK 338 pAaTa 16,16%,8,141,123,.78,173%,10,21
B,141,8,210,16%,234,141,1,218.76,95,23

8
EJ 248 DATA L6T,8,141,0,210,141,1,218,76,
S8,228,8,8,0,8,0,8,0,8,40

18 REM —=====--mmemecac—maaeaa

20 REM MACHINE CODE LIBRARY

I8 REM by Stephen Hilliamson

48 REM for WEW ATARI USER

REM PORT 4 - S0UME EFFECTS

88 REM 4.1 ENLINE

Tl CREN == ik R B el s

&0 GOIUD 148

58 FLAGSLIBELAY=E

REM :
a=USRCADR CEMGINES) , ADDA, FLAG, DELAY

ES3F3RE5:

£3
o
=
&8

128 STOP

138 REM LOAD MC DaTa

148 DIM EMGINES (1482 (RESTORE Zaa@

158 REM LOAD MC DATA

188 FOR I=L TO 149

178 READ A1ENGINESCI,I=CHAS (A

188 MENT I:ADDR=ADRIENGIMES)+I4

190 RETURM

200 DATA 104,169, 0,141,165,78,184, 173,

288,104, 133,289,104, 184, 133, 763, 184, 18

4,137,204

£EM Z1® DATG 1E9,164,133, 205,169, 8,164,209
J168,208,12,92,220, 96,165, 203,201 ,0,24
8,82

MM ZZB DATA 238,165,78,173,165,78,137,204
L2808, 69,169,9,141,165,78, 173,178, 7,201
‘14

AU ZIW DATA 246,8,281,13,240,19,201,15,324
9,38, 198, 285, 165, 785, 701, 64, 788, 77, 167
+BE = T

ZIL 248 DATA 133,205,70,75,Z20,230,20%,165
.20%, 701,165,208, 7,165, 164,133,205, 76,
*5, 228 :

MB 258 BATA 16%F,295,141,8,218,56,233,1,14
1,2,218,16%, 106, 141.1,210,141,F, 218,76

Ua 268 DATG 95.278,169,.8,141,0,218,141,1,

T18,76,95,228,8,8,8,0,0,8,8

352833387

the volume should be between 2 and 14 -
any other value will give strange effects.

TYPING AND SAVING

If typing in the routines, save them to
tape or disk first. Any mistake in the DATA
statements can cause the system to crash.
The programming techniques used to cre-
ate the OCEAN, EXPLODE, RANDOM and
ALARM routines are similar to the Foot-
steps effect. | have not included the source
code for use with BASIC as they use the
same method found in listing 4.2,

Experiment with the routines. If you set a
low value for DELAY in the explode sound
effect it will sound like a gunshot.

The engine sound effect (Listing 4.12 and
4.13) uses a joystick to alter the pitch of

LB ] mm e mes s A ——————

20 (HMACHINE CODE LIBRGRY
Ik by STews HWillismson

ag ;for HEH ATARI USCR

BB (PART 4 - S0UMB EFFECTS
68 14.12 ENGINE

WP s ———
B W ZRODS
Ta JOFT OBJ

ALBR SETUBY = SB480
BLLR SYSUBY = SB46T

@LER AUDFL - SIVEE
V136 aubCl = SITEL
@148 aUuLFL = SITEI
4158 auorL? - SI7EI

Bl6d FLag = 283
BLFD DELAY = Z0d4

aLdéw PITCHL = 288
8190 STICHD = 632
azan LA #e
@28 5T& COUNT
GIre LA Hl
L] STé FLAG
GT4B Lié EO
BE5a 5TA DELAY
LFad ] Lié Hibd
BETE 5TA PLITCHIL
LFE1 J5R SETUDI

@Bz98 LOOF JHP LOODP
eI SETVEI

LEFT Lba BE

CEFA] LEBY BUBROUT&RZSS
86330 LOH BUAROUTAZS6
UEET J5R SETUBWY
0158 RTS

03608 VBROUT LDG FLAG
R CHP o8

LET. 1 BEO SOUNMBOFF
LEL 1 THC COUNT
adaR LDA COUMT
adin CHPF BELAY
LFEL ] BHE EHIT
430 LB& B8

LTET:] STH COUNT
HA5E LEA STICHKA
V468 CHP BH14
a4TH BED ACCELERATE
LEET: CHP BLI
adIn BEQ BRAKE
CET T CHPF HIE

LERE ] BED SOUND
@528 ACCELERATE

a5sie DEC PITCHL
548 Loa PETCHL
H558 CHPE HEL

L] BME SOUND ®
as7e Lba HGE
WEEE 5Ta PITCHL
assa JHME - SYSUBY
B6EHE EROKE

anig IME PITCHE
Bh Y LBa PITCHR
Bh Il CHP LGS

EFE ) BHE SDUEMD
LLET] L HEGL
LTEY T4 PITCHL
anve AHE SYSUBU
BEER SOUND

BESE LB& PITEML
arae STH AUBFL
wrig SEC

oarzae SBC Hi i
arie 5Ta AUDF2
BFdd LBa HiBE
aree 5Ta aUbCi
arhi S7a aupC2

@rre EXAT JHP SYSUVEBW
aroe SOUNDOFF LDA &8

avaa 3T AUDFE
Ll 3Th aubci
LiLNE JHE BY SUBY

GEZH COUMT BEE

the sound. This has obvious uses in a car
or motorbike game.

SOME MUSIC

The final routines (4.14, 4.15) show how
to add a simple tune using two voices. The
data for the tune is found in lines 760 to
790 iri the machine code listing and lines
310 to 360 in the BASIC routines. Each
note of the musical scale can be repre-
sented by a value between 0 and 255 (see
your Atarl manual for a list of these). To
vary the different length of time that notes
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B f e i LH L@ REM ====sms==—omo———o e
e R R e R WM I8 REM MOCHIME CODE LIBHARY
30 :Bw Steve Hill:amson Wi 38 REM by Stephen HilliaMson
4B :for MEW GTAERI WSER KK 48 REM for WEW aTORI USER
S0 PART 4 - SOUMB EFFECTS PF 58 REM PART 4 - SOUNMD EFFECTS
60 rd.fd TUME.LST MY 68 REM 4.15 TUNE
L e 7 M FE REM ~————m——— - — s
ae e i TP 88 TUMES=1536:TUMEL=1GI6+120: 3FLAGZ44:
8 SOPT OB EOSUB L38
Ban S TEEL = e UY 78 FLAGSLPELAYSS
i e e BP 188 AUSRCADRCTUNES) , ADBR, FLAG, DELAY, S
BLZ0 AUDFL = SI76E Grs
8138 AUDCE = SIP6L s
A148 AUDFE = SITRET
S lRe aiEEE L il 0% 178 HEM LOAD WG DaTa
Bi68 FLOE = 281 MY 138 DIM TUMES (148 1RESTORE 248
@178 DELAY = 284 oM f48 REM LODAD WC DATA
B10@ PITCHI = 205 AR 158 FOR T=1 TO 148
e190 PITCHZ = 206 48 168 READ 6:TUNES (I.I)=CHRSCA)
azee VoL = 07 UM 178 MEMT T:ADDR=ADRCTUMES)+37
0%id STOPFLAG = 208 TH 188 RESTORE X240
LEEL Loa B ¥T 198 FOR I=® TO SFLAG
azze STR COUNT AF 08 READ A:POKE TUMES+I,AdiMERT I
#z40 STE NOTECOLMT vE $18 FOR 128 TB SPLAE
:::: :::' :::"L“ BE 278 READ 4:POKE TUNEL+I,8(MEWT I
i EEE o oy ::::*:u 169,08, 141,183, 78,841,154
azoe 5Ta PELAY st gt e e s g
S LEE 78,194,173, 205,104, 133,206,104, 104, 133
PETT 8Té FLAG « 283,184
a1Le LoA He FJ 260 DATA 104,157,204, 104,1084,133,208,1
8320 LDY HUBRDUT&ZSE £9,.8,164,206,166,285,32, 92,278, 96, 165,
[EE1] LDM SYBROUTSIES 203,281
aldn JSR SETUBY LC 268 DATE ©,240,58,238,183,78,171,153.7
eIBe STOP JHP STOP 8,197,204, 200, 45, 169,0, 141, 153,78, 174,
Bis@ VBROUT 154
aITh e I0 Z78 DATA 78,189,0,8,141,0,219,109,128,
I - 6,141,2,218,16%, 234, 141, 1,218,167, 232
. BER ““;1‘" WH 288 DATG 141,.3,219,278,154,78,17%,084,
:::: m Em"""' 70,197,208,208,5, 169,98, 141, 154,78,76,9
5
:::: :: :::‘ FN 290 DATA 26, 16%,8.141,0,210,141,1,.218
aidn i JA41,2, 210,141, 5,210, 141, 155,78, 76,95
paED ST COUNT Yl 198 DATA 228,8,8,0,0,0,0,0,8,0,0,0,0.4
[T LBX MOTECDUNT L8808
pdve Lb# TUMEDATH,N JH 318 REW TUMES BaTW
[ T80 ] 3Th aAUDFL % 328 DATa 8,81,81,81,%6,%6,96,81, 61,81,
adde LBA TUNEDATAL,M 6,96, 96,190,021, 4%, 108, 189,96, 91,91,
aEan iTH BUDFE 1
aELe Lbn ®Id4 OF 3138 DATA 108,108,1088,.81,81,.81,%6,96, %6
esze 3TH aUBCL sAZLAZE, BFL AZL AT, 120,821, 0%8,121,1
asze LbA ®23IZ 2i,8,8,8,8
'"“: ::: “'“m“,r KF T4% REM TUMEL PATH
:::‘ g s PM IS8 DATA ©,00,00,80,95, 95,95, 80, 80,80,
e i e P4,95,95, 178, 120, 120, 107, 106,95, 56, 99,
WE ERIT i
:::: :,: 18 ¥ I68 DATA 187, L07,187.808,80,. 88,95,95,95
asen ST MOTECOUNT L1208, 120,170,120, 170,170, 120,120,170, 1
BB1@ EHIT JHP SYSUBY 20, L20.8,0.0
BEL0 SOUNDOFF &
(T30 LB W L
L1 T ] 5Ta auDri &
RESH aTa AUDEL Phe
aBb@ iTh AUDFE wil
BETD STA AUDCE £
(THT TR COUMTL —
BEYE JME S¥SUBY
2708 COUNT BEK
0718 NOTECOLUMT BRK
8728 COUNTL BRK 0
e e are sounded the data for each note can be p"i‘
RESS: PRHTE TR TR repeated. A value of zero means silence. | [
BFPGE 3-————mmmm e i g
B7ES :'-Ehntn BYTE 8,81.01,81,%6,96,%6,8 am not a musician so the tune demons- T
1,81,.81,9%6,96,96,121,.1%1,121,188,18%,9 trated is iuﬂ a Simple nursery rh}rmel bt 1 i
LT, 90,91 ;
“,: .BYTE 108, 106,198,81,81,81,%5,96 the technique can be adapted for more :T
96, 124,124,420, 021,124,421,421,121,12 prﬂ.fess,iongi sound’lng music, r.a:;
“,:’:::;:;:;:‘f“" B, 80.80.00,9%5, 95,95, The routine can accept your own corm- Al
84,808,808, 95, 5, 5,120, 128,128, 107, 184, positions using two part harmony by alter- ;vh
5, P8, TE, IR . :
R phoipt PR R s D s ing the data statements. The machine e
(95,120, 170, 120, 120, 129,120, 170,120,12 code only version can accept up to 256
8,170,178,8,8,98 _-h E o d h. d f
notes for each voice, and the data for use
within BASIC can use up to 128 notes for 3
each voice. The value of the register In
N . A
STOPFLAG or the variable SFLAG must be
altered to the required number of notes. 3
Above - Listing 14 The BASIC version loads the note data into !’:
Page 6 (addresses 1536 to 1792) which is o
normally not used by BASIC. .
R.ighi‘ P Lhﬁ"g 15 These programs show how sound effects ;;
can be created without much effort. If you =

are a machine code programmer try ex-
panding the routines - you may end up

with your Atari sounding like Pink Floyd
or Tangerine Dream! ®

EFFEGTS
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Thiz company has givea years of fall wppor b Alarl mers from thelr
wnd Fully fesied W purchese o envure thal reiused e pow a il
VAT AND DELIVERY o8 orders over 100 (edsinland UK Hneai

Ladbroke Compulting

International
"The Countrys Leadine Alari Specialist

* will gwnShmb? s Pro 24 a run for it money "
ORLD March 89

y,

Open Mon.

I3 Ormskirk Road, FPreston, PRT
- Sar. 230 am fo 500 pm
Dealer cnguirfes welfcome.

200F.

icas mrw comect at time of goin ard sre subj

8 Bit Hardware-Software

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

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

pstick, light gun £00.90
130XE starter pack inclugdes

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

XL systems £169.9%
XC12 data recorder £27.50
Trak ball £9.00
PRO 5000 jovstick £9.59

We hold stock of approx 300 titles for the atari 8 bit
machines in cartridge, disk and cassette formats. Plense
send SAE for full catalogue. We also stock the fall
rnge of Atari 8 bit peripherals, printer interfaces etc.

NT AFFORD T0 SHOP ELSEWHERE LOOK AT THESE PRICES (INC.VAT)

s ol 33 Orenlrk Rosl Previon, Now from iher Mall Onder premises they con offer this® second 10 some "sorvics o wory couniry wids, A Soft
ing of IMrL Al hardware b supparial by our on li'lsmulllm wa Thet quick lurn -uund-ulall regnins is gusrsniesd There sre no hiddem eviras WY SIWYG. luLI. PRICES INCLUDE

sedvioel we sre al ways

moiice Phone for [stest informrarion

lard ware s ma-stock

%o help.h

Midistudio is .=u1 aftractively priced 20 track Midk Sequencing package. It can
record up 1o 683 bars per pll':'.sﬁpna!urnl on up to 100 phreses, Any phease
can be pla-'..u.d ms any frack. Tracks can be soloed and muted and trecks and
phrases wan be named. Program numbers can be displaved in a variety of
wivd Including 0-127, 1-128, in banks from all-bBE or a01-b&d. The desk
lentures sliders o sel relalive volumws on esch track and vou can even do
n mix on the fly. MidBtudie also has a dock to display the length of the
last plavback, Midistudic has step lime note edit functions including copy,
split, merge, append, and framspose, velocity editinglineluding o humanize
functicnt, full controller editing, guantizing and & buffer which will store 0
vopn of s phrese for recall after destructive editing. Demo disk £3.99

Phione for best prices

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

SCAN AT UP TO 1000 I}Pl FOR ONLY “"Hﬂ?
Demonstration disk (low res) £3.99 (£2.00 redcemable)

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

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

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

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

New Low Price Prinfers

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

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

Hard drrve

i
Fh’
bl

Disk drives

Vortes 40MBIST & Amign)  £499.99 Cumann Mg DrivetST).. U e
Megafile 30 (ST 47499 Cumana internal 1 Mg Drn-elET.l il FF_FF__-"'
Memnlile 50 (ST} £500.90 kit of fted) ....ococ... :nwf?% P
Sipra WMB (5T) 474,99 Pleme note STs tase may meed culling for Tk
Third Coast 65 MB (ST} £574.99 above inbermal deives.

{Amigat  £629.99 Amiga 1 Mg Drive, disable swiich & Ihr-:-l.lgh port....... £ 79,99
Ladbroke Computing 20Mb drive (ST) £259,99| |A/B boot switch IRHEERST Lo £24.99

Peripherals & Dust Covers

35" disk care ES.99 Computers £3.9%9
UHE Tablets A4 E414 Monitors £4.99

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

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

5M 124 Moncchrome Monitor, £99.94

All mwonitors come with scart to STIAmiga elc

Specral Offers

——
: | Sim' Laser printer 8, 1 Megabvie RAM as standard upgradeable 10

SC 1224 Colour Monlter. £299.99 I Mb, & resident I'onls HIPIB'\" Driable, Eps::nn emulation, 8 pages

Fhillips 5833 Colour Monitor. £149.59 r minale 0 d £1500.99

Multisyne colour Monitors. £Phone e ] gw s i $399.99

Phillips 15 Hemole, Scart, Tv with == Sinr FR-15 |.-,E';;, i £514.99

gy e it Star XB-2410 24 pin £514.99

Monitors, decluct £10 if bought with Computer phone for Tv's, Siar 15_5_11.!5 Ti" 34 pin mw,-w

These Star printers bave 12 moths on site warantyiUK Mainlaond)

Repair Centre

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

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

unwoncitionsl Difelime guarenlie,

1.50. Nex dav courier return £8.00.

All cur disks are fop guality Somy, Maxcell or Kao products, not cheap immports. Al disks corry an

LPCRADES EX-STOCK Quantity 3.5" DIS 5.25" DIS Q/ID 9 TPI
I Mg ST™ (fined) E11959  Bowrd + 1 My upgeadelfitied WST) flao09 |10 £8.99 £6.50

I Mg S5TEM (kin £89.99 Board + 2.5 Mg upgradeifitted {5T) £299.99 10+box £0 00 £7.50

STFM &rppnde “.1li.n,u SETVECE £15 Boaurd + 4 "'r'lu; upﬁhdu{!illﬁl:ﬂs'ﬁ £490 65 -lm E-?q 99 Eﬁﬂ

Plense vheck machine configuration before ordering. All  fiting price quotad for machines ol previowsly 5

hmptru] with. Duie to the kﬂTI;)lt‘Iil_‘\. of the tnatallation we must install and upgrate the board lor Vi, lm{-hl EEE'qg £ﬁ5

All upgrades and repaird carry our 3 months parts and labowr guarantee, Pre 1988 5T's can only be upgrided "

to 2 MB. Phone now for our Bllther chip upgrades which work with V1.08 OS. E"’ g:‘“dmi 3'2_ DIS Boxed x 10 £10.99

Phone for our Amiga 512K RAM Extension board with or without clock, populaied or unpopulated, ny Branded 3.5" DIS Boxed x 100 £99

** New Low Prices ™™
320 STFM Fack

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

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

320 STFM FPower Fack

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

1040 STFM Super Fack

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

£269 99

1329 99

with 112 Mg Memory, 1 Mg drive, mouse,

L3759 99

144999

Compuler Systems and Packs

Amiga A0 FPack £369.99

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

Alard Jf%}ﬂf%ﬂﬁmﬂﬁm 1599 99
The new M T 1 includes scparate keyboard and cpu, Blitter
chip, cleck, 1 MB RAM, mouse and & business software pack

i luding ll-ll-hl:, word processor, speadsheet and BASIC software.

Atari Mcga ST 2+Mono Mon ~— £931.49

The Mogs ST 7 inclies seperste keyboard and cpa, Blitter chip,
3 M IEABA sind sriwawe: Thoe Mitgn ST0 it Ineliulon s | -
battery backed clock and business soliware.

The Megn 51 4 includes scperate keybonrd mod cpu, Blitter chip,
4 MB KAM and mouse, The Mega 5T 4 also includes a
batbery bucked clock and business soltware,

Alari Mega ST 4+Mono Mon  £1241.99

** New Low
PTP FPacks

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

Altary Portfolio(pock

This smazing band held n:-mpuﬁar is fully MS-DOS
vompatible and has built in software including address book
and a Lotus 123 file compatible spread-

o text wlitor, diary
sheet, 128K free RAM, 256k ROM

Alars PC 4 (80286)

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

Atard PC 5 (80786)

The FC 5 bas an 8386 procoessor running at 16 MHz, math
coprocesaor socket, 64K cache memory, 2 MB RAM,

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

Prices ™™

Lplone

E249. 99

£1499

12599

g (0O772)2

Laftrois Compeling |ntermational is o iredise mune - Walion Merketing Lisshed,

03166 Fax 561071 2=




TUTORIAL SUBROUTINES

THE CASSETTE DATABASE

THE FINAL
ROUTINES

ere we are at the last stages of the database program.
H The only important module of the program which

remains to be typed is a sort routine which allows the
database to be sorted in different ways. This will make your data
easier to use once it is entered. I have also written a short set of
‘instructions’ and as well as these 1 will suggest a little tidying up
and also ways that you can improve the program if you wish.
First to remind you of the way to combine the four parts of the
program. Type each of the four listings, check it carefully with
Typo 3 and list it to tape with LIST "C:", then ENTER each in turn.
Be sure to enter them in the same order as they were published,
as the later listings deliberately overwrite some of the earlier
lines. If you already have parts 1 to 3 combined and working just
type this listing, LIST it to tape, CLOAD the previous sections and
ENTER this one to add it. Finally CSAVE the whole.

THE SORT ROUTINE

Sorting things is one of the activities that computers are very
useful for, and it is quite easy to develop a simple program
which will sort items in a list or, as in this case, in a string. One
of the simpler sorts such as a bubble sort would be the easiest to
understand, but with a program written in Basic it is really
necessary to use something faster or the sort process would be
annoyingly slow. | am no expert at sorting theory and so 1
looked for help on this aspect of the program. Fortunately I
found just the thing on one of the Page 6 public domain disks.
Disk #35 (Utilities 5) has a short program that compares a
bubble sort, shuttle sort and shell sort. The shell sort is much the
fastest but it is rather difficult to follow. 1 have just taken the
original program and modified it to suit my needs in the data-
base. Many thanks to Steve Golden of Eugene ACE, the author of
the original routine. Here is a brief description of what [ have
done.

Line 35 is modified to include the line number for the Date Sort
subroutine described below and sets the variable FL to the length
of one record.

Lines 3001 to 3016 set up the menu screen for the sort. | have
chosen to provide sorts based on Surname, Postcode and Date.
Lines 3020 to 3026 get the value of the keypress and apply an
offset OFF depending on the selection. If a valid selection is not
made the program jumps back to 3001 and restarts the selection
process. The offset is the distance into the record at which the
field we wish to sort on starts - if we wished to sort by forename
OFF would be zero as forename is the first field of each record.

I have included the sort by date as it is a special case. We
conventionally write the date in the form day, month, year (or
DDMMYY for short), but if we sort this as it stands the day will be
given higher priority than the year so that, for example, 200144
is considered to be greater than 190145! The result of such a sort
would be very confusing to say the least. This is why there isa
GOSUB to the subroutine Datesort in line 3024 before the main
sort starts.

Lines 3040 to 3100 are the sort itself. [ will not try to talk you
through this as it is fairly complex, you will have to get a book
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Ian Finlayson’s database is
concluded this issue to leave
you with a fully working
program to which you may
add further refinements

on sort theory from your library if you are interested. [ is easier to
follow if you remove all the OFFs as if the sort is being done on
the whole record, not on individual fields within the record.

Line 3110 goes to Datesort again so the date field is switched
back to its normal order before line 3120 returns to the main
menu.

INSTRUCTIONS

Lines 11030 to 11170 contain the instructions. 1 will not dwell
on this as they are straight text strings resulting in two screens of
instructions. At the end of each screen a GOSUB KEYPRESS is put
in so that the instructions stay on screen until a key is pressed.

DATE SORT

As [ mentioned above the most significant part of the date must
come first in order to sort the date logically - that means that the
year must be first, then the month and finally the day of the
month. The short subroutine Datesort accesses each record in
turn and takes the date in the conventional form DDMMYY and
swaps the first two digits with the last two to give YYMMDD.
When sorting is complete Datesort is used again to put the dates
back to normal.

PRINTING TO TAPE

I must now clear up a mistake | made back in Issue 38 when I
said "for some reason strings that are INPUT from tape pick up
10 spaces in front". The reason there were 10 spaces in front was
because I put them there during the save data routinel! Look at
line 7050, it reads "? #1,R$" and in a print statement a commd
means ‘Tab’ and the default value of the tab is 10 spaces. 5o, if
the line is changed to ? #1;R$ there will not be 10 spaces on the
front of every record.

If you make this change you must also change line BO70 in the
Load subroutine to read INPUT #1,IN$: DATS(X*115-114)=IN$
Be careful if you are making these changes and note that any
data recorded with the old program will be incompatible with
the new - it will not register correctly with the fields of the
database because the blank spaces will not be stripped off during
the loading process.

Many thanks to Roald Sund in Norway for identifying my
mistake and taking the trouble to write and inform me.

DEVELOPING THE PROGRAM

a. Crash Proofing - | have kept the program fairly simple with
the result that it is certainly not fully crash proof. Crash proofing
can be quite complicated and the appropriate programming will
occupy memory that is better devoted to data. However there is
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EX RE P Ik - oo - 0 - - - -

L 1F] REM % TUTORIAL SUBROUTIME *
HZ REM # ADDRESS BODOK PART 4 *
LS REM = [-1] k3

REM * Ian Finlayson *
ED BB i i e i e e e e SR S L o s

Wi REHM ® MEH ATARI USER - OCtober B9 #

EP FEHEUH R 5 BB e e e oo e B

L 1] REM

GY 35 RETRIEVE=13508:PRINREC=1I688:DATESD
RY=-13I7AB:FL-115

HS 3888 N-LEN(DATSI 115

HR IBBL 7 YRU? oV

MmN AR E M

pesme  SORT MENL |
T 7
LG 3I9ae 7 “44é 1. SORT BY SURNAME"™
MM IBL1Z * “ii 2. SORT BY POSTCODE
(13 .
DH X814 T "4 I. SDORT BY DATE"™
EG 3816 T 44 L i
“Il

Us 3828 GOSUB KEYPRESS:IF KEY=49 THEMN OFF
=15:GOTD J84@

MM I822 IF KEY=S58 THEN OFF=87:GO0TO0 Jod48

RF 3024 IF KEY=51 THEN OFF=18%1GOSUB DATE
SORT:GOTO JO4@

RI 026 GOTOD 3085

00 T840 D=INTCCZAINTILOG NI /LOGEZ))-12+8,
3]

WF I850 FOR I=1 TO N-DiFOR J=I TO 1L STEP
-0

GG IBEQ JE=JWFL-FL#+1|JE=JHFL:DFL=D*FL

K& 3870 IF DATS(JB4OFF, JE) {=DATS (JB+ (DFL)
+0FF, JE+{DFL)) THEN J=1:GOTO 3099

YZ 3088 RS=DATS(JB, JE) :DATS(JB, JEI=DATS (J
B+ IDFLY , JE+(DFL) Y iDATH CJB+LDFL) , JE+(DF
LYI=R$

HZ 3898 MEKT JINEWT I

‘PHM 3108 D=(D+#13/2-1:IF B»8 THEN X050

KW 3118 IF KEY=51 THEN GOSUS DATESORT

fAJ 3120 RETURMN

BH 108999 REM BTN FTTERR " -

LJ 11888 7 :7 “DO0 YOU MEED INSTRUCTIONS?
CY/NIY

Ma 11010 GOSUB KEYPRESS

G5 11820 IF NOT (KEY=89 OR KEY=121) THEN
RETURM

HC 11830 7 “KUG?ow
R e

OL 11835 7 »

L1y

EL 11046 % :7 “THIS DATABASE IS DESIGNED
FOR THE RECORDING OF MAMES aAND abb
RESSES."

IH 11858 7 :7 "“THE MAXIMUM NUMBER OF RECO
RDS IS 188 BUT YOU MaY BE ABLE TO INC
REASE THIS'

IE 11866 ? “"BY DELETING REM STATEMEMTS FR
oM THE PROGRAMME AMD CHAMGIMG THE SI
ZE OF "

UL 11878 7 "pATS IN LIME 12008. THESE INS
TRUCTIOMSCAN ALSO0 BE DELETEDR IF WOT RE
QUIRED . " :

HK 1187% 7 :7 “DATS SHOULD BE & MULTIPLE
OF 1i5 (THE WUMBER OF CHARACTERS IN OM
E RECORD) '

€5 11888 7 :? “THE PROGRAMME IS HRITTEN I
M BASIC aMDd S0 MAY BE REACILY ADAPTED
FOR OTHER PATABASE APPLICATIONS.™

DI 11898 7 "LIPRESS ANMY KEY FOR MORE'"™

LZ 11108 GOSUB KEYPRESS

Uy 11118 T VYRMiR T M s IMSTRUCTIONS
CCOMTY s "

™Y 111298 9 ¢

(13

BS 11138 7 17 “"THE DATABASE ITSELF IS MEN
U DRIVEM JUST FOLLOW THE ONM SCREEM
PROMPTS"

NH 11148 7 17T "IT IS ADPVISABLE TO BREaAX T
HE TAGS ON YOUR PROGRAMME CASSETTE TO

AVOID"

LL 11158 7 “INADVERTANTLY SAVING DATA OVE
R THE PROGRAMME . **

NE 11168 T "444+4+4PRESS ANY KEY'

SPF 11178 GOSUB KEYPRESS:RETURN

FE 13699 REM IR YTSNET TN

HB 13788 FOR X=1 TO LENIDATS)~ 115

04 13718 RS=DATHSCLLIS™K-5,115%K-4)

TH 1Z720 DATHCLI5WK-5, L1SNN-4) =DATS (115N
=1,115%K)

RE 13730 DATSC(115%K-1, 1158)=RE

JY 13748 MNEHKT HIRETURN .

s ITHSTRUCTIONS

e

one area in which a little extra protection is easily inserted; that is
the keypress subroutine. This routine is used many times by the
program and it would be easy to insert a line or two which ensure
that the keyboard is set to upper case and normal rather than
inverse characters. This will eliminate quite a lot of potential
crashes. [ covered keyboard input in some detail back in Page 6
Issue 31 (January/February 1988) if you need guidance.

b. Use All Free Memory - | do not know how many addresses
the average person needs to keep track of, but there will always be
a need to fit in just one more. [ have set up for 100 in the
initinlisation statement at line 12000, but this can be increased
quite easily, all that need be done is to increase the size of DATS.
Easy, but there is a snag - if you make it too big the computer’s
memory will be insufficient and the program will crash - probably
with an Error 2,5 or 9. An easy way to check how much spare
memory you have with your specific hardware configuration is to
insert a temporary extra line 45 as follows: 45 PFRE(Q):5TOP
When you run your prograrm this comes after the initialisation
subroutine in which all strings are dimensioned. It will stop the
program and print a value equal to the free memory. Most of this
memory can be added to DATS, but leave a little for the variables
which are introduced later in the program (there are several in the
sort subroutine for instance). Don't forget to delete line 45 when
you have finished with it or your program will stop here every
time.

c. Find Some Extra Memory - If you wish to squeeze yet more
memory for a few more records you can delete all the REM
statements from the program without changing its operation in

any way. | advise you to keep one back-up copy with the REMs in
for future reference as programs without comments are much
more difficult to follow when you want to get in and change them.
You can also delete the instructions. Another way of saving mem-
ory is to put several statements on one program line - again this
makes the program less readable, and it must be done carefully or
you may inadvertantly remove a line which is referenced else-
where in the program, but quite a bit of memory can be saved. Do
not combine lines with IF in them or you will probably change the
logic.

If you are a fortunate disk user there is a utility on Page 6 library
disk #7 called ‘Compact” which will carry out much of this mem-
ory saving for you automatically. :

d. Further Enhancements - 1 know of one young man who is
working on a program which uses the joystick instead of the cursor
keys to point to the various selections and menus of a database,
and I look forward to seeing the end result.

Personally I am thinking of developing the program for disk use,
and rewriting it in Turbo Basic for speed and readability

There must be many other ways that it can be enhanced and
many applications other than an address list that it can be
modified for. Please let me know of the developments you make.
Write to me also if you have problems with the program, but
please be as specific as possible and include return postage - send
your whole cassette if you wish, 1 will return it.

My address is: lan Finlayson, 60 Roundstone Crescent,
East Preston, West Sussex BN16 1DQ. ®
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HOW TO BEAT
THE HEDGEHOG

Proving the point that there’s always someone out there who
can help a fellow Atarian, along comes Mark Standing of West-
bury, Wilts with an answer to Kieron Wray's plea (in Issue 39) for
help on SPIKY HAROLD ... JUMP from the FAR LEFT of the
screen onto the low wall, as the WASP flies to the RIGHT. Then,
when the WASP flies to the LEFT quickly JUMP onto the higher
the wall. As the WASP returns JUMP straight UP then JUMP to
the RIGHT as the second BUG goes DOWN, then go RIGHT ....
you are now in Screen 2!!

Another answer for Kieron was missed out of the last issue -
‘twas the Ed chopping it out really! - when he wanted help on
MINER 2409 ER. Here's that missing answer ... Start the
game then go to a ‘safe’ place onscreen. Type 213(Space)
782(Space) 6861 then press SHIFTand 1t0 0. 1 = Level 1, 0 =
Level 10. Am [ forgiven?

CHEATS AND PASSWORDS!

Let's face it, most of us like to cheat once in while don't we?
Michael Wood of Stockport has sent in this bundle of tips for all
sorts of games so anyone who is stuck on this lot can dig out
those games and try again. First off is GHOSTCHASER. 1f
you type FANDA, you will have extra lives and be able to start
on the next level, In DONKEY KONG JNR, holding SHIFT
and typing BOOGA will get you in cheat mode. Now press K and
the crocs won't be able to kill you! Press 5 to move to the next
screen. Golfing fanatics can carry their points score forward in
LEADERBOARD by pressing OPTION to leave the game
and go on to the next course.

More from Michae! &

o A ol

The Sony Walkman Personal Hi-Fi promised in the last issue
should by rights go te Garry Francis for his solution to The
dark Crystal but you might accuse us of bias so we are sending
it instead to Michael Wood for his bundle of tips. I'll beat the
Editor about the keyboard to try and get him to send something
else to Garry!

We had losi of crazy suggestions about what to give away in
this column like bikes, expensive sports equipment and golf
clubs! Come on gamesters, do you know how much these things
cost? Just to show that The Tipster is not mean, next issue we
will go crazy and give away a FERRARI TESTEROSSA (like
Davy Crockeit drives in Miami Vice) and we'll even throw in the
glue! Get writing, vou never know how lucky you might be!

Thank you everybody for your continuing support for your fellow
Atari gamesters and your superb efforts in supplying me with
valuable information and maps. I must point out that it would
not be right for me to publish maps from other sources -
ORIGINAL WORK ONLY PLEASE - but they are useful for refer-
ence nonetheless! We try to maintain a balance between old and
recent games as we also try to give a fair share of all types of
game. This input relies solely on readers requests and contribu-
tions so keep it coming!

I'm particularly pleased {and eternally grateful!) to hear from
Garry Francis at last. His map and solution to THE DARK
CRYSTAL will prove invaluable to many readers. Here we go!

ow about some passwords? You should play
the games through really and find these out
yourself but we won't tell your friends that
you cheated. In WHIRLINURD the
password is [AMTHEHUNGRYDUDE. For
STARQUAKE there are a number of
passwords for the wvarious levels - TRIAD - ARTIC - DELTA -
KERNX - ARGON - QUARK -WHOLE - SALCO - ATARI - PENTA
- CRASH - Z.A.P - MINIM - COSEL - ZALLO - SECON. Where do
they think all these up? Finally from Michael, the password for
PHARAOH’S CURSE is SYNISTOPS. Get those games out
again and see how far you can get this time!

william Slater of Hove appears to be an Adventurer who has

discovered some interesting secrets. If you have the original
‘lenslok’ version of PRICE OF MAGIK (and haven't thrown
the darn thing away out of frustration!) you can gain a big
advantage when you die. Just enter RESTORE and when the
Lenslok screen appears simply type in the wrong code 3 times
for the game to restart from where you died, only now you will
have 251 stamina points and retain your equipment! If you are
having problems getting poisoned in GAUNTLET try taking
a look at the food before you pick it up. If it has a SQUARE on
it then it is fine but a TRIANGLE indicates poison!

Flyers out there with F15 STRIKE EAGLE can happily fly
along without any fuel by turning the F15 into a sort of glider
with power (solar powered?). If you realise that you have mis-
managed your fuel and have run out, just press A and from then
on you can happily fly along on fresh air! On a totally different
tack try this one in CRYSTAL RAIDER. When you start
the game, hold down the FIRE button and press START. You will
become invulnerable!! These tips come from Nicholas Bavington
of Newport Pagnell who also sent in a couple of 5T tips. The
password for the 2nd Level in PREDATOR (5T) is ENOLA
GAY ... Yes, I know Nick, it WAS the name of the American
bomber that dropped one on our oriental adversaries in WWZ2Ll
It's also the title of one of my favourite OMD numbers! Finally
in R-TYPE (5T}, when prompted to INSERT DISK B, press HELP
and type ME then press the UP ARROW to activate the cheat
mode. Function Keys 1-4 give invulnerability, ability to fy
through walls, 99 credits or mouse control respectively!
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The Dark
Crystal

THE MAP AND SOLUTION
FROM GARRY FRANCIS

Some hints first, see if you can complete the game
without checking out the full solution.

It you're using a pirated copy of the game, then you don’t
deserve to finish it anyway! Get an original copy, as the
documentation has some valuable background info. After
reading the background info try and see the maovie (or
hire the video) . Only then will you be adequately pre-
pared to solve the game!

There are lots of hints hidden within the game, but
knowing that they exist or finding them is nol necessarily
easy. In particular, make sure that you:

{a) Talk to Ursu before he dies (to find out what the riddle

The Dark Crystal

Disk 2 Slde B

Disk 3 Sida A

[ LEGEND

[ ] soem

is)

{b) Study the spiral under the moss (to find the answer to
the riddle)

{c) Listen or talk to the brook (io see what it's babbling
about)

(d) Examine the hieroglyphics in the ruins (te find out
about two objects you need, a special ability of Kira, a
place you need to go and a symbol you need to enter
it) .

{e) Examine the shadows in the valley of the stones (to
lead you to one of the above objects)

{f} Use that object to correctly identify the shard.

In the early parts of the game, you may be attacked by the
Garthim at random intervals. If this happens, either move
away immediately (N, S, E, W, RUN, ESCAPE) or throw
one of the smoke seeds at it. (You'll find these in the

{5} swn
— e Wy conneclion
—— T wly foAfRClion

........ o Comdia aiasialed
wAlE Conmettan

AH prits aid commpans dvocnan
wnkeis abadilod otherwie

B

ABBREVIATIONS

GO WINCOW
G SHELL
GO HOLE
GO

HELP

JUMP

ur

C-To0wr

o A

pouch under the beetle shell) . You can also prevent the
attacks happening in the first place, as each attack is
preceded by the appearance of a crystal bat. If you kill the
bat by slinging a pebble at it, the attack will not aceur!

THE MAP A THE SOLUTION

LOTS OF HELP NEEDED

Quite a lot of appeals this time for specific games. Can you help
with any of these?

Michael Wood who gave us a lot of tips would like some in help

in return. ESCAPE FROM TRAAM has him foxed and he

would also like the password/code for Part 2 of SAVAGE ISLAND.

Why don’t you just complete Part 1, Michael! Andrew C. Thompson
would appreciate a Map of CHIMERA, information on the last
scenario of QUASIMODO, help with Level 11 of DESMOND’S
DUNGEON and also the start code for SAVAGE ISLAND
Pt.2. Can we help Duncan Blackwell progress happily through
DRUID (Firebird)? Dean Chadwick would like to crumble beyond
Level 2 of Red Rat's CRUMBLE’S CRISIS whilst James Clifford
just wants to cheat with JET SET WILLY. Simon Gildea is having
crossroads problems in 5.W . A.T. whilst ACE OF ACES is proving a
pain for Andrew Firby. After each game ends he is returned to the Status
Screen to learn his cause of death, etc. Is there any easy way of restarling
this game without having to endure that tedious loading time?

That's a whole lot to work on but we love ‘em all - adventures, arcade,
flight sims, anything you fancy. Please send any answers, hints or [ips to
THE TIPSTER, NEW ATARI USER, P.0. BOX 54,
STAFFORD, ST 16 1DR 5o | can publish your response in these
pages ... that way a few other gamesters might benefit if they are
experiencing similar problems, but were afraid to ask!.

v

The following solution includes the steps necessary to find the
hints, but once known, the game can be solved without them. In
fact, even though the game covers 6 disk sides, it can be solved
in only 83 moves! .

LOOK -W-W-W-N-TALKURSU-S-E-E-E-E-GET
SHALE-N-W-W-DIG - GET FLUTE-N-N-CUT LILY - E -
LISTEN BROOK - GET PEBBLES - N - (Insert Disk 2, Side A) - N -
SIT - N - (Insert Disk 2, Side B) - GET MOSS - STARE SPIRAL -5
- (Insert Disk 2, Side A) - S - E - GET SLING - S - (Insert Disk 1,
Side B) - E - E - N - N - FLOAT LILY - (Insert Disk 2, Side A) - N -
E - LOOK - LOOK - LOOK - LODK - HELP - YES - SAY MOON -
LOOK SHARD - PLAY FLUTE - GET BLUE - GO WINDOW - S - W
- HELP - (Insert Disk 2, Side B) - TURN SHELL - GET POUCH -
GO SHELL - W - W - W - RIDE LANDSTRIDERS - W - W - W -
(Insert Disk 3, Side A) -W-W-S-5-W - JUMP - HOLD KIRA -
E - SEND FIZZGIG - THROUGH GATE - LOOK - UNLOCK GATE -
OPEN GATE - S - (Insert Disk 3, Side B) - W - S-W-LOOK-5-
RUN - GO HOLE - UP - UNTIE AUGHRA-E-S-W-E-E-GO
CURTAIN-N-MN-W - GET SCEPTER-E-E-E-USEHOOK-E
-UP-E - JUMP - NO - FIX CRYSTAL - KISS KIRA.

Every reader sending in NEW
hints, tips, cheats, maps etc. to

THE TIPSTER will receive an

EXCLUSIVE TIPSTER badge! :

There is no other way you can o—
get one of these badges so get writing now. Share your dis-
coveries with all your fellow Atarians.
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CALLISTO COMPUTERS

DEPT Al, PO BOX 233, SHEFFIELD. S6 4AZ TEL: (0742) 326533

ATARI 8B800/XL/XE SOFTWARE AT DISCOUNT PRICES

GAMES Cass Disk GAMES Cass Disk ROMS
B T 2.90 Master Chess ........oiiian 1.90 Designers Pencil . crereersssss TS0
T et R S Rt S Pl 1.80 Nucleus ... 2.0 Dreadnaught Factor = 7.50
Amaurote . = 2.90 HMiinja I aan 2.90 Kaboom ........... T7.50
Astrodroid 375 B.75 Hinja Commando 2980 4.50 Miner 204%9er ........ 7.50
Artec” ... S - Phantom ... 2.80 4.50 Pitfall .......... 7.50
Ballblazer . 8.50 9.95 Pole Pl:l!litll:ll‘l FEE L Pitfall I . S E———————— 7.50
Beta Lyrae ... 390 475 Pro Golf . 2.90 RIVESr FRIH oo e semmeaens 7.50
gM)lldEi r:;ulartﬂ 200 £ Ped Max ... %.gg 1
oulderdash ..... 2.90 Revenge Il ...... B o i
Guckie Egg 2.90 Robol nights ... 375 695 PRADLUGTIVIEY Cass Disk
ollossus B85 . B.75 osen's Bngade = a 4.95
Cont. in Vietnam ..... T 875 95D Sea Bandit ....... 376 275 L B T T
Crusade In Eumpe ..... B.75 9.50 Smash Hits 7 .... il e Baslc Campibar. .. 1200
DrECONUS .. 7899 885 Soloflight ...... w950 CAD PD ” . 250
T e 4.50 Speed Ace ... 2.00 4.50 Cut n” Paste ... . 10200
Druid . preri i - 585 Speed Run  ...... 6.50 B8.50 My First Al I'IB-EIH o 5.05
ENCOUNIET .....o.oooeroeee 290 - L. Speed Zone ... S )| oo e Al =
Footballer of ¥r ....... e 2,00 Spellbound ...... 2.90 Lo o
Fort Apocolpyse .....ccceeeeeeeees - 450 Spindizzy .. 4.95 Sys. B Pnnllzli:lll;redmtnr 2.90
Freaky Factory ... 275 475 Spy Hunter ... 4.95 Sound Editor 2905 288
Gauntlet .......... a8 Star Wars ... 8.95 12.75 T i T T AR - i
Ghostbusters .. 2.90 e S, Davis Snooker ... 1.80 4.50 Viglcale N IR LR L= " 20,00
Gnome Ranger. . 875 B75 SUN SAF .o . B.TE :
gomenﬂsamn ;gg Swat . b e 1.80
reen Beret . . Tiger HEH': T.75
Gunslinger ... .. 6.95 Trhvia Pursuit - T e S0 NEWS STATION - 23.50(d)
Hacker ......... 6.95 War Copter ... 3.75 6.95 2 i
Hover Bover ..... e .7:00 3 Wax Works ... — 1.50 Dgsktop Publishing system
Ingrids Back . Aty 12.76 12, 75 Whirlinurd ........ceereneimessesssecnans 3.50 i L 2
Eannydﬂa Agliah ~ e oS ; gg mlnte:’ E!;ewnts & T g.gg See review in NewAtari User
ennedy ppmac: e B.75 J izard of or .. -
Eni htﬁu u; DOBart .....cocoeeeres P ug ZRUKON oroirerensossmmmsssmenisnsmssmenanen 8,500 1650 INTRODUCTORY OFFER
ocky C 1y IO — : 4.5 i
Lapis Philosoph. ..... et Free Font dESlgI'IEI'
Lone Raider .. as 3.50 E
Las 'lnl'egns Casing ... — 260 450 and Paint Prﬂ‘grﬂm
Mr Robot . - T B.95 T.95

l.".‘an t Find what you want? Then send for our FREE catalngue Ilstlng hundreds of programs
PD Library and accessories. Or give us a ring
Orders include FREE membership of the Calliste Computer Club
All prices include VAT and free postage and packaging fur orders over £4.00 in UK.
Please add 40p for orders under £40verseas: EEC countries add £1 per crder. Non-EEC add £1 per item

with the new Aiarl XF551 Disk Drive and Transdisk IV

Upgrading from the slow Atari cassette system to a fast.
r 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 1o disk for
faster, more reliable loading? With the new Atari XF331 disk
drive and Transdisk IV you can do it! i

tari XFS51 Disk Driv r

* 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 Featur

* Easy transfer of latest cassette games to disk

* Aimed at the first-time disk user

* Step-by-Step instruction booklet supplied

* Completely self-contained - No other programs required
* For more info see Ad elsewhere in this issue

Normal Price For XF551 Disk Drive  £149 09
To Order phone with credit card no. or make Cheque or P.O. Normal Price For Transdisk IV £ 19.9
payable to Digicom Computer Services Ltd. and send to: 235
D IGICOM 4 _ Together Normally £169.94
y Unit 36, Wharfside,
Atari XF551 Disk Drive +

|
g Credit Card Orderline 0908 378008 & Inclusive of VAT and Next Day Delivery
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XL/XETYPE-IN

K-TYPE

Improve your typing

K-Type is game designed to help you improve your skills in
touch typing. It is an alphabetical version of ‘space invaders’.
Letters drop from the top of the screen and must be ‘zapped’
before they hit the ground. Each letter caught rewards the
player with 10 points. A wrong letter typed subtracts 80 points
from the score. Each letter falls faster the preceding one. If a
letter hits the ground before a key is typed then the game ends.

You will probably find it quite difficult at first especially if you
need to look at the keys rather than the screen but after a while
you will begin to remember where each of the keys are. Try not
to use just one finger for each letter. If your rest your fingers on
the keys ASDF for the left hand and JKL; for the right you will
find that the right fingers will reach for the appropriate keys
almost naturally. Remember the object is not to get the highest
score but to improve your typing skills. If you stick at it you
should find a noticeable improvement. Good luck.

Thanks are due to Colman Nealon who suggested improve-
ments from a novices point of view.

ABLCDEFGHL JKLMNOPORS TUVMMYZBLZZIASG/89

v
Lareth HMartain
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skills with this
challenging
typing tutor
by Gareth Martin

EI
RC
LR
oT
TC
ED

EP
ND
ay
Ie
(11,
L
VM
Lu
RE

cT
IX

DH
as
JR
PY
TC
eu
En
[+
EX
KC

TF

‘EXT DE

1 B EM R0 -Jo - IA a-- o aJeaefefaEe-a-
Z REM * K- TYPE »
3 REN = " by *
4 REM = Gareth Martin »
5 REM = "
6 REM ¥ - —---——— e »*
7 REM % NEMW ATARI USER - October 89 #
8 B E M ek - e D
3 REM :

780 POKE 559,.8:POKE 710,0:POKE 566,143:

POKE 764,255:P0OKE BZ.4:DIM A5C128),COP
Y5 ET4)

880 GOTD 1048
98 REM =n RE-DEFINE L
198 REM %% CHARACTER SET #M

118 RESTORE 190
120 READ I

130 IF I<@ THEN GOTO 238

148 FOR P=8 TO 7

158 READ K

168 POKE CHBASH256+ (BRI +P, K

178 MEXT P

188 GOTO 128

198 pATA 3,0,0,255,255, 255, 255, 255, 255
200 DATA 4,0,0,231,231,231,251,2%31,231
210 DATA -39

220 REM s DRAM SCREEN ke

230 GRAPHICS 0:POKE 559,0:POKE 283,CHB
AS:POKE 756,CHBASIPOKE 709,15:POKE 82,
@IPOKE 710,112:POKE 712,112 :POKE 752,1
248 POKE 764,255:GOTO 1818

250 POKE S59,46:POKE 53279,16:POKE 16,
64 :POKE S53I774,64

260 SOUND ©,162,10,10:50UND 1,100,12,1
51FOR DE=8 TO 108:NEXT DE

278 SOUND ©,144,16,10:FOR DE=0 TO S0:N
EXT DE

2808 SOUND 0,121,10,10:FOR DE=0 TO 88:N

Z79 S0UND ©,182,10,19:F0OR DE=-8 TO 100:
HEXT DE :
388 S0UMD 9,144,10,18:50UND 1,75,12,15
iFOR DE=8 TO 200;:NEXT DE

I18 SOUND 9,0,.8,0:S0UND 1,90,0.8
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220 REM s MAINW PROGEOM #esE
I3Z0 REM s COMTROL LOOP sk
348 DGoAL¥Z:DG=70-DG
IS0 Y=INTC(RND (B)®IF)+#110=2:DG=DG-8.5
I69 LOCATE Y.,1,Z
Z78 7 4449 ;CHRS (Z) ;" 4+4¢" ;CHRS €Z) 14"
80 POSITION ¥,0:7 ' ":0z0%1
290 SOUNMD ©,255,18,15!FOR DE=8 Y0 2:NE
HT DE:SOUND @9.0.8.8
400 POSITION ¥,0:7 CHRS(Z)
418 IF @12 THEN 7 "@":GOT0 908
478 L=PEEK(764) :IF L{}255 THEM 458
430 FOR DE=® TO DGE:MEXRT DE
449 GOTO 388
458 IF L=63 THEN L=-65:G0TO0 £40
460 IF L=21 THEM L=66:GOTO &40
476 IF L=18 THEMN L=G67:GOTD 849
488 IF L=58 THEN L=68:G0TO0 &40
498 IF L=4Z THEN L=69:G0TD G489
586 IF L=56 THEMN L=70:GO0T0 849
518 IF L=61i THEN L=71:GOTO &40
578 IF L=57 THEN L=72:GOTOC &840
538 IF L=13 THEM L=73:GOTD B4@
546 IF L=1 THEN L=74:G0TO0 849
558 IF L=5 THEN L=75:GOTO 848
568 IF L=8 THEN L=76:GOTO 840
578 IF L=3I7 THEM L=77:GOTD &848
586 IF L=3I5 THEN L=78:GO0T0 548
598 IF L=8 THEN L=7%:GOTO0 G40
608 IF L=10 THEN L=80:60T0 648
618 IF L=47 THEN L=81L:GOTO B840
678 IF L=48 THEN L=82:G0T0 848
638 IF L=62? THEM L=8I:GOTOD 848
646 IF L=45 THEN L=B4:GOTO G640
658 IF L=11 THEN L=B85:60TO0 B840
668 IF L=16 THEM L=86:GOTO 848
678 IF L=46 THEM L=87:GOTO 040
6868 IF L=22 THEN L=B8:GOTO 840
698 IF L=43 THEN L=8%:GOTO 8489
788 IF L=23 THEM L=90:GOT0 849
718 IF L=5@ THEM L=48:G0T0 848
728 IF L=31 THEN L=49:G0T0 849
736 IF L=38 THEN L=S8:GOTO 848
748 IF L=26 THEN L=S1:GOTO0 849
758 IF L=24 THEN L=52:G0T0 648
768 IF L=29 THEN L=53:GOTO 849
778 IF L=27 THEN L=54:GOTO0 B49
788 IF L=51 THEN L=55:G0TO 848
798 IF L=53 THEN L=5S6!GOTD 849
888 IF L=48 THEN L=S57:GOTO 84w
818 IF L=2 THEN L=59%:GOT0 848
8z ? "I 1GOTD B48
830 REM s SCORE s
848 SOUND @,108,18,15:FOR DE=8 TO S5:iNE
HT DE:SOUME ©,8,8,8:IF L{}>Z THEN 7 "
{MIS=MIS+1:5C=5C-88
850 POSITION ¥,0:7 ™ ":;SC=SC+18;:IF SCH{
8 THEM S5C=@ :
868 POSITION 8,18:7 SCit? ™ ":POSITION
28,1817 MES;:? » ¢
878 IF MIS»19 THEN GOTO %88
888 POKE 764,255:G0TO 3580
898 REM #*6éN GAME OVER MM
988 POSITION 2,8:7 "EAALalS0Rtla
]
918 IF PEEKCSIZ79I=6 THEM SC-B:iHMIS=8:!G
aTo P46
328 IF PEEK(5I279)=3 THEW CLR :POKE 75
2,8:POKE 717,8:RUN
336 GOTO 218
248 POSITION 8,Z:RESTORE 163I8:FOR N=1
TO IB:READ I:7 CHRSCI); :MEXT N
956 POSITION 9,13:RESTORE 16G68:FOR M-8
TO0 Z8:READ T:? CHRSCI):!NEXT M
968 POSITION Z,.B:FOR G=8 TD 36:7 CHRSI
IZY;IMENT G ; :
378 POSITION B,18:7 ™
1‘=l'__ll (1] a
588 GOTOD 250
99§ REM % CHAR SET ROM/7RAM COPY ¥*
1888 RESTORE 1870
1918 FOR I=1 TO 34
1926 READ A:COPYSCI,.I)=CHRSC(A)
1838 MENT I
1848 CHBAS-PEEK{186)-8
1850 K=USRIADRC(COPYS) ,CHBASHZ56)

“:POSITION 28,

K-TYPE

II
WY

oz
G.J

0G
JR

UE
HH
UK
1B

FE
aH
LG

Fo
oG

FC
CB
JG

HL
Fa
AP
RE
FL
VK
EN
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Ta
uo

PO
FN
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QE
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1z
Do
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718,8;POKE 566,14X:POKE 764,255:POKE 8
1188 GOTO 1418

1118 POKE B8Z,1:FOR T=8 TO 14:POKE 752,
1:POKE 70%,T:POKE 559,46

1138 NEXRT T

1158 TRAP 1268!RESTORE 1229

1166 READ aS:FOR J=1 TO LEWCaS}
1178 IF ASCJ,J3="4" THEN GOTOD 1Z68

1218 GODTD 1168

otaged the¥
12%6 DATA scaffolding

12568 DATA the falling letter on your k

1068 POKE 756,CHBAS

10786 DaTa 104,104,133,215,104,133,214, |
169,224,133,213,169,90,133,212,162,.4,16
ﬂ,B,1??;212,145;214.EBB.ZBB,Zl?,ZSI
iaa DATA 213,230,215,ZBZ,zﬂﬂ.Zli,ﬂﬁ

1998 OPEN #1,4.8,"5:":POKE 559%,0:POKE

2,4

117286 FOR DE=8 TO 4:MEXT DE

1149 7

1188 IF ASCJ, Jy='"%' THEM ASCd, 3= 7
1198 7 aASCJd, 03
1288 HNEKT J

1720 DATA The foréman hates the Sian
writer so MiCh that he has sab

around The bui
1ding. The signwriter's plastic Ietter
5 are about
1248 DATA to fall off. Your job is To
catch them before they smash on the g9
round. Types

eyboard to Ccatch it.w+t

1268 POSITION 1,28:7 ™ | SELECT B
:DIFFICULTY "

1278 ¢ ™ EESTEM : SEGIN GAME ":P

OKE 82,11

1288 AL=1:POKE 762,1:7 "tti33diamn
1298 IF PEEK(S53279)=6 THEN 1388

1308 IF PEEK(53I279)=5 THEN alL=-aL+1
1318 IF AL>Y9 THEM AL=1 .

1326 POSITION 17,28:7 AL:T "¢V

1338 FOR DE=@ TO 2@

1348 IF PEEK(5IZ79)=6 THEN 13188

1I58 MEXT DE

1368 IF PEEKC53279)=7 THEN 1368

1Z78 GOTO 1290

1380 FOR E=14 TO & STEP -1:POKE 75Z,1:
POKE 789,E:;FOR DE=8 TO 4:!MNEXT DE:MEXT
E

1390 POKE 559.8:G0T0 118

1498 REM ™% TITLE SCREEM DATA e

1418 RESTORE 1478

1428 FOR M=1 TO 3Z1

143@ READ o

1448 PUT B#i.A

1450 MNERT H

1466 POKE 82,2:CLOSE H#1:GOTO 1118

1478 DATA X2,32,21,24,.71,71,721,74,21,2
1,21,21,21,21,21,21,21,21,21,21,21,21%,
21,21,21,21,21,21,21,21,21,21.21

1489 DATA 32,32,32,32,32,25,32,18,71,7
7,114,191,116,104,32,77,97,114,116,185
L118,39,115,32,32,32

1490 DaTa 32,32.32,32,32,32,32,32,32,1
53,32,32,32,32,32,25,32,168,32,8,10,32
L32,32,32,153,149, 168

1588 DATA 149,25,8,18,3%,32,6,32,6,160
,16,32,6,160,160,136,32,153,32,32,32,3
2,32,25,32.160,86,136

1518 paThA I2,32,32,32,32,32,3%,160,32,
32,32,136,16,6,136,32,160,32,160,32,18
o,3%2,37,32,32,153,32

1528 DATA 32,32,37.32,25,32,1608,168,32
.32,32,149,149,32,32,32,1608,32,32,32.3
2,160,136,32,32,160, 168,136, 32

1538 DATA 160,160 ,168,37,32,153,32,32,
37,32,32,75,32,168,136,10,32,3%,32,32,
¥2,32,%2,168,32,32

1548 DATA 32,8,136,32,32,32,168,32,32,
32,16@,32,32,%2,32,15%3,32,32,32,32,32,
25,32,160,32,138,136 ' :
1558 bATA 32,32,32,32,32,32,136,32,32,
138,136,32,32,32,32,136,32,3%2,32,138,1
60,168,16,32,153,32

1568 DATA I2,32,3%2,32,25,32,136,80,%7,
183,101,32,54,32,77,97,103,37,122,185,
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ATARI 8-BIT

Allows you to dum

NEW! YEMACY B/4

PRINTSHOP DTP SOFTWARE £14950 XE130 ‘CUSTOM' COMPUTER  £99.95
ot 5000 E320 ‘CUSTOM' COMPUTER  £149,95
ATARIWRITER+ WORDPROCESSOR 14950 XF551 360K DISK DRIVE £149.95
Critt SR L
e ol FIZ000 g5) INTERFACE MODULE £55.00
, BASIC LAMGUAGE TOOLEIT gs500 ICD PRINTER INTERFACE £29.95
*" GRAPHICS DISK OPERATING SYSTEM €290 ¥C-12 STERED DATA RECORDER £29.95
A8 SCEURO COMSTRIGTON b 32D LIGHT GUN W/ BUG HUNT CART £29.95
NUMBER BLAST [[EDHHTIHHL gzesp 1050 SUPER ARCHIVER MODULE E£55.00
MATHEMATICS NOUGHTS AND CROSSES £2950 XL CONTROLLER CARD PPB Il £49.95
e EA I ILE KLU o 25D XECONTROLLER CARD PPB Il £54.95
BANNER GENERAIOR ©235¢ SPARTADOS X DOS CARTRIDGE £46.95
TEAT FORMATTER 2050
rﬂﬁ:mm i sﬁmﬁ E;ﬁ:im Egg E:,E MAC/65 ASSEMEBELER CART F46.95
prmmel,  ESt Sz
T
LA, a8 S
SEVEN CARD STUD =1 CONNECTION  £28.05

SPECIAL ST PROMOTION PACKS

SYSTEM 1

9203T-FM COMPUTER
3M124 HI-RES MONITOR
STAR LC-10 NLO PRINTER

TOTAL = £504.00

pur favourite pictures fo a STAR LC10 colowr
or EP IJL JX-80 printer in FULL COLOUR

DISK ONLY £29.35 OR WITH LC10 COLOUR PRINTER £209.00

£3.50
£3.35

3.5 * 100 DISK BOX e8.95 MOUSE MATS

5.25: : 50 DISK BOX £5.95

S:E-‘T’pm’u“s" l?l.'éfuli"ﬂé KIT E:gfgg MOUSE HOLDERS

O o A v 5oe THINGILCOPY HOLUERS £3.25

SYSTEM 3
MEGA 2 ST COMPUT

SYSTEM 2

MEGA 1 ST COMPUTER
SM124 HI-RES MONITOR

STAR LC24-10 LO PRINTER

TOTAL = £845.00

SM124 HI-RES MONITOR
SLMB04 LASER PRINTER

TOTAL = £1629.

5205T-FM EXPLORER PACK £265.00
520ST-FM SUPER GAMES PACK £345.00
MEGA 1 ST PROFESSIONAL PACK £519.00
ATARI MEGAFILE 30 HARD DISK £439.00
ATARI MEGAFILE 60 HARD DISK £599.00
SUPRADRIVE 30 MEG HARD DISK £429.00
MEGADRIVE 40 FOR MEGA ST's £729.00

(free internal fitting)

ST SOFTWARE THAT'S A CUT ABOVE THE REST!

KNIGHTS OF THUNDER  £21.85 FERAARI FORMULA ONE  £21.95
BLODDWYCH £21.95
STAR PRINTER SALE
LC10 9 PIN B/W NLQ PRINTER £154.00
LC10-C COLOUR NLQ PRINTER £189.00
LC24-10 24 PIN LQ PRINTER £235.00
2M CENTRONICS PRINTER CABLES £4.95

NMEW! 5 * 11" CONTINUDOUS STATIONERY SELF-SEAL ENVELOFPES £10.00 PER 100

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

e s @@ €@CARDNET B

h =
VISA
— s

K'TYPE continued

CZ

PH

RP
oA

DF

FR

SE

¥I

ca

¥I

HH

Ly

LE

118,101,32,40,69,78,71

1570 DATA 76,65,78,68,41,32,32,153,32,
X2,37,32,X7.149,149,149,149,149,149,14
9,149,149,149,14%,149,149

1560 DATA 149,149,149,149,149,149,149,
149,149,149,149,149,149,149,149,149,14
9,149,32,32,32,32,32,32,32,32,32,168
1590 REM %% MAIN SCREEN DATA **

1608 DATA 125,9,21,21,21,21,21,21,21,2
EURA, 20,00, 00, 00 00,985,901 ,21,21,21.21,
21,21,21,21,21,21,21,21,21,21,21,21
16108 DATA 21,21.21,.21,.21,15,.32,153,65,
66,67,68,69,78,71,72,72,74,75,76,77,78
,79,80,81,82,83,84,85,66,67,88

1628 DATA 89,98,48,49,50,51,52,53,54,5
5,56,57,59,25,32

1630 DATA 11,149,149,149,149,149,149,1
49,149,149,149,149,149, 149

1648 DATA 149,149,149,149,149,149,149,
149,149,149,149,149,149,149,149,149,14
2,149,149 ,149,14%,14%,149,149%,12

1650 DATA 32,29,29,29,29,29,29,29,29,2
9,29

1668 DATA 35.36,35.36,35,36,35,36,35,3
6,35,36,35,36,35,36,35,36,35,36,35,36,
35,36,35,36,35,36,35,36,35,36,35

1670 DATA 36,35,36,35,36,35,32,36,35,3
6,35,36,35,36,35,36,35,36,35,36,35, 36,
35,36,35, 36,35, 36,35, 36,35,36,35
1688 DATA I16.,35,36,35,36,35,36,35,36,3
5,36,35,36,32,160,160,160,168,160, 160,
160,208,225,231,229,160,182, 168

1698 DATA 285,225,231 ,225,250,233,236,
229,16@,168,197,2086,199,204,193,206,19
6.169,160,160,160, 160, 168,160

17080 pATa 160,32,153,7.25,36,35,36,35,

LH

oy

N

Jd

SF

XG

ET

v
Ac

aTt

+2,32,32,32,32,32,32,32,32,32,32,32,32
+ 32 ,32,32,32,32,32,32,32,32,32

1719 DATH 32.32.36,35,36,35,153,.6,25,.1
2,193,6,25,39,36,35,36,83,67,79,62,69,
32,8,168,276,249,160, 149,149,149

1728 DATH 166,1608,160,160.10,32,77,73,
83,83,32,35,36,39,36,153,7,25,32,153,7
225 ,36,35,36,35,32,48,32,32,32

1738 DOTh B, 199,225,242 ,229,244,232,16
9,20%5,22%,242,244 ,233 ,238,10,32,48,32,
32,32,36,35,36,35.1593,6,25,32,153

1748 DPATH 6,25,35,36,35,36,32,32,32,32
28,136,21,32,24,32,21,32,21,32,21,32,2
1,32,21,138,18,32 ,32,32,%X2,35,36

1758 DATA I5,36,153,.7,25,32,153,7,25,3
6,35,36,39,32,32.32,8,136,21,32,21,32,
21,32,21,32,21,32,21,32,21,9,21

1768 DATH 138,18,.32,32,32,36,35,36,35,
153,6,25,32,153,6,25,35,36,35,36,32,3I2
»8,136,21,21,32,241,32,21,32,21

1778 paTA 32,21,32,21,32,21,32,21,%21,1
i8,19,32,32,35,36,35,36,153,7,25,32,2%
s 7.25,36,35,36,35,32,8,136,32,32

1749 pATA 32,32,21,21,321,21,21,21,21.,%2
1,21,21,21,.32,32,32,32,138,108,32,36,35
»36,35,153,6,29,32,153,6,25,35

1798 pATA 36,35,36,8,168,168,168,1608,1
60,24,21,21,21,21,21,21,21,21,21,21,21
+21,168,160,160,1608,160,18,35,36
1888 paTh 35,36,153,7,25,32

1818 RESTORE 1609

1828 POME 82.8:7 “'K™

18Z8 FOR H=1 TD 578

18498 READ W:? CHRS(MD;

1858 MEKT H

18680 GOTO 258
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8-BIT GAMES ... 8-BIT GAMES

8

TALES OF JOLLY JACK

elcome to The Black
Larmp. ‘The Black
Larmp. Being the story

of Jack - Joliy Jack the Jester,
hero of this medieval mission
of daring and romance, this
courageous crusade through
rustic landscapes and Gothic
interiors, this audacious guest
to rid a kingdom of evil -
where the reward for success
is the hand of a Princess and
the price of failure Is death!’
And so begins fhe eloguently
worded and highly enjoyable
story of BLACK LAMP, o game
from BT which should be well
known to anyone who's pur-
chased an 5T Super Pack re-
cently, There's a whole lot

rore to read In the super little
booklet accompanying this
welcome B-bit conversion by
Atar Corp. It tells of Jack’s
guest to prove his worth to the
King so that he can marry Her
Rayal Highness Princess Orize-
lda, a daring exploration of a
vast kingdom in an effort to
return a missing set of magic
lamps to their rightful place in
the lantern cupboard. The
lamps are scattered far and
wide throughout the kingdom
of Allegoria, but the black
lamp Is special - it is guardad
closely by that most fearsome
of enemies, the Dragon!

A superb piece of music wel-
comes you to this fast paced
arcade adventure, and is

Title: BLACK LAMP
Publisher: Atari Corp.

Frice: £7.99 on cassette
Flayers: 1
Contral:  Joystick

Reviewed by Paul Rixon

QOO0 ESL EjELE I

soon followed by the first in a
series of visually splendid loca-
tions. Scenes are a mixfure of
indoor and ocutdoor settings
indoor scenes consist of indi-
vidual screens which "flip” for
replacemeant when necessary
whereas outdoor locations

he brick, the bat and the

ball - three essential in-

gredients of a game
concept that is almeost as old
as Atar itself. First introduced
in 8-bit form on the VCS,
Breakout remained commer-
cially unimitated until Imagine
released their arcade conver-
sion of Arkanoid - a game
voted second best of 1987 by
PAGE & readers. Some two
years later, Atlantis have now
decided to provide Atar gam-
ers with CRACK-UP - a budget
priced version of precisely the
same thing! - well, almost. In
something of a break from fra-

New Atari User - Issue 40

dition. the use of paddle con-
trollers is no longer Included as
ain option. Bad news for the
half-dozen players who
actually cwn them!

For those newer Atarians who
might be wondering what the
game is all about, Breakout -
ar should | say Crack-Up - is all
to do with zapping screens of
bricks! A tiny ball takes care of
the actual destruction as it zips
around the screen, colliding
with the bricks and rebound-
ing off of three perimeter
walls. Your job is to manipulate
a bat across the fourth, open
boundary so as to prevent the

« 8BIT

scroll horzontally as Jack pas-
sas through them, Indoor
scenes may contain such fea-
tures as chairs, bamrels, lad-
ders, stairs and platforms for
Jack to negotiate. Possible
exits may be left or right, up.
down or even in and out from
yvour current position - map-
ping the vast complex won't
be eaqsy, but you are advised
to perseveral

Jack must avoid or fight
variety of monsters on his
travels but to help him there
are various bonus objects and
food parcels to collect along
the way. Thanks to the spells

ball from bouncing out of
play.

Maturally it's nof quite as easy
as it sounds, with variations in
speed, iIndestructible Dlocks
and a varlety of wall configur-
ations fo contend with. Added
interest is provided by a series
of symbolic capsules that fre-
quently float fowards you after
a brick hos been elimindfed.
Catch the appropriate symbol
and you may find yourself with
an extra life, a laser-equipped
bat or indeed any one of
saven special goodies that
players of Arkanold will be
farniliar with. A two player
mode is included, although
unfortunately there isn’'t an
abort game facility so if you
make the wrong selection,
you will have fo wait for each
of your five lives to deplete
{and keep swapping the joys-
tick over if you don't already
have one plugged into port
2,

Grophics are generally

of PratWeezle, Jack has five
lives which are govemed by
his level of remaining enargy.
Subsequent games become
progressively more difficult
and no two are ever identical
ais the positioning of lamps,
nasties and bonus cbjects is
cormpletaely random.

Perhaps it's a litfle too late in
Atari's history for BLACK LAMP
to become a massive 8-bif hif
but it certainly deserves a
great deal of support for it s
truly an enthraling product,
worthy of the highest possible
accolade. | highly recommen-
ded If.

BALLS BRICKS AND BATS

plegsant without being any-
thing spectacular, a scroling
starscape forming the back-
ground scenery and the bricks
brightly painted in a wide
range of colours. Sound
effects are also acceptable,
providing your monitor has the
ability to turn down the
volume!

Although not oufstanding in
any respect, Crack-Up isQ
recsonable budget offerng
that should certainly cppeal
to anyone looking for an up-
to-date version of Breakout,
especially if they don't want
to spend a lot more money for
the somewhat superor guality
of Arkanoid.

Title: CRACK-UP
Publisher: Atlantis Software

Price: £1.99 on cassette
Players: 1/2
Control:  Joystick(s)

Reviewed by Paul Rixon

—



SPORTS IN

hat do yvou get if you
Cross a sports simula-
tion with a fighter

craft and a lunar landscape?
The answer, it seems, Is CYG-
NUS X1, a game that bears
more than a passing resembl-
ence to the ski sialom in
Anco's Winter Events -
perhiaps not entirely surprising
when you learn that Anco
were originally to have re-
leased the game until a deci-
sion was made to pass it on to
Atari,

As the galaxy’s most renow-
ned flying ace, your aim is to
defeat the evil Emperor of
Cyanus who apparently has
plans to lounch an offensive

Title: CYGNUS XI
Pubilisher: Atari Corp.

Price: £2.99 on casseite
Playars: 1
Confrol:  Joystick

Reviewed by Paul Rixon

-3
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SPACE

against the Earth, using it as a
stepping stone to eventual
galactic supremacy. To
accomplish this dangerous
task you must first attack a city
complex on the planet Alpha
Cygnus, then disable the in-
dustricl plant on Gamma Cyg
rus and the power stafion on
Beta Cygnus before a final
assault on the imperial planet
of Cygnus Xl and ultimately,
the Emperor’s palace. Flying
fearlesshy across a series of thir-
ty two levels - over four loca-
tions - you must blast the de-
fences, avoid mines and, most
impartantty of all, attempt to
conserve your extremely |i-
mited supplhy of fuel,
From the screen shot above
you will see that the back-
ground graphics are very im-
pressive, consisting of a su-
perbly designed "Cygnus’
landscape in the same artis-
flc style of those locations in
Winter Events. Shading in the
lower portion of the screen

b=l
EFd TOlikd -
HMTOH OUT CORBOY §

he wild west is at its wil-

dest. Ruthless outlaws

hove taken over a fown
and stalen the deeds of the
honest fownsfolk's properties.
Your mission, as county Sheriff,
is to returm the deeds and
bring the baddies to justice.
Well, that's all according to
the plot of GUNFIGHTER any-
way! For once, it pays fo read
the few lines of blurb printed
on the cassette inlay as you
miay otherwise fail to notice
that the game requires a joys-
fick plugged into the second
controller port - not the first, A
confusing anomaly!

Basically, the Sheriff's job is to
patral the various streets and
public buildings of the name-
less town in the hope of cap-
turing deeds or bandifs, If you
uncover a deed - or indeed a
yellow brick which is oppa-
rently the same thing - you are
rewarded with a cash bonus
and informed of the number
remaining to be found. Stum-
ble across o boddie and you
have to be lightning quick on
the trigger in order to frans-
form him into an RIP-endorsed
grave symbol before he does
the same to you! You can only
carry six bullets simulfaneously

HI ;

LO888 SCORE j

gives a feeling of distance,
whillst forward movement is
suggested by energy towers
which grow in size as you
approach them in your fighter
craft,

Despite all the pretty scenery |
have fo say that Cygnus Xl
doeasn’t score highly when it
comes fo the playability de-
partment, Such is the ridicu-
lous fuel consumption of your
ship that you can hardly
afford to shoot at any ene-
rmies and are forced to con-
centrate solely on steering it
through the energy towers
which marginally increase

but additional supplies can be
abtained from the Sheriff's
Office when required. The Doc
i5 the man to visit if you want
an extra life - but only if you
have amassed at least $500 to
pay for anel

Graphics are designed to
give the appearance of g
cinema, dominated by a
large red curtain that is raised
to reveal the various locations
in a central portion of the
screen. Undemeath is a “tele-
gram’ panel where messages
are displayed informing you of
the whereabouts of outlaws
and of tha number of deeds
remaining to be found
Although the background
scenery s redsonable (albeit in
three colours - red, blue and
vellow!) the Sheriff himself is

poorly defined and animated. -

As for the sound, It's sadly of
the appalling nature that
we've grown to associate with
the Aflantis Software range.
Completing Gunfighter is

your supplies. Trouble is, the
quantity of incoming nasties is
so great that they re almost
impossible to avoid, and it's
no tirme at all before you run
out of fual and have fo start
the game again from scratch.
There are no second chances.
Owverall, Cygnus X| suffers from
locking much better at first
sight than it actually plays. It
seerms as though nothing
much has changed when it
comes to Atari's pricing policy
- if you want a top quality
game then you're going to
have to pay for if!

quite time consuming due to
the frustratingly slow rate of
movermeant of the Sheriff, but
not at all challenging. Even
when you have collected all
twenty deeds, the game sim-
ply continues with an uninspir-
Ing ‘vou've saved the town'
message and a further set of
deeds to collect. Hardly much
of an Incentive to continue
playing.

I honestly can’t find anything
very posifive to say about
Gunfighter, Although young
children may enjoy exploring
the various buildings, | think
that anyone hoping for long
term enterfainment would be
quite disappointed,

Title: GUNFIGHTER
Publisher: Atlantis Software
Frice: £1.99 on cassette

Players: 1
Control:  Joystick
Reviewed by Paul Rixon
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SOMETHING RATHER UNIQUE

Vnigue Is a word that

U can rarely be applied
to computer games

nowadays but I'm tempted fo
use it to describe this new
Atari Corp. release by Mafth-
aw Trimby - author of Twilight
World and Crystal Raider.
SLINGSHOT could be de-
scribed as a sort of cross be-
tween golf and pinball, with
control throughout being ap-
plied via an arow shaped
pointer which is "clicked’ to
make selections - as if using a
mouse,
Over a course of ten screens,
vour abjective is to steer a
small ball over several marked
targets In the least numier of

Title: SLINGSHOT
Publisher: Atari Corp.

Price: £7.99 on cassette
Players: 1/4
Control:  Joystick

Reviewed by Paul Rixon

shots. You have command
over the direction, power and
electrical charge of the ball -
the latter selection is neces-
sary because each screen
confains a number of static
charges. and applying the
lenws of physics you are re-
guired to decide how best to
utilise each screen’s individual
leyout. Initially you may alfer a
variety of parameters - these
include the laevels of charge
and friction, method of scor-
ing and the number of joys-
ticks in use.

Click the ‘play game’ opfion
and the screen changes to
the Slingshot arena comprising
of gravity slopes. friction bunk-
ers, suction tubes and over ten
other special features. After
placing the ball in the starting
areq, you will be prompted o
take g shot. This iInvolves mow-
ing the arow to a point you
wish the ball to travel through
bafore selecting the desired
power level. it's then a case of

watching, fingers crossed, to
see if you made the right
choice!

There are fen screans to A
course and new Coursas may
be loaded from cassette - an
additional one is included
after the main program code.
If you don't fancy any of those
provided simply flip over the
tape and you'll find the Sling-
shot Construction Set, a sepd-
rate program that you can
use to construct and save as
many new coursas as desired!
Subject to certain limits of
quantity you can use any of
the game elements and
choose the colours from a grid
of 128. You can qlso load a

previously saved course for
editing. The instructions sug-
gest the possibility of saving
screens fo disk but it appears
that this option has In fact
been rermoved from the prog-
rarn itself - a pity.

There is so much to Slingshot
that it's impossicle to cover
everything In a short review.
Graphics and sound are both
excellent and playability is
another of the game’s great
strengths. If you're looking for
something a bit different that
requires skill and judgement
rather than super fast reac-
fions then you need look no
further than Singshot - it's
great]

firm the reality of Afarl’s

new-found commitment fo
B-bit products. Yes, there really
is o1 terrific new range of soft
ware to back up the promises
and Atari enthusicsts every-
where should be rushing out o
SNAp SOMe amazing new
games. SPEED HAWK is one
such release produced for
Atari by Arena Developments,
who were also respansible for
the excellent Tiger Attack re-
viewed in issue 38, Apart from
cosmefic differences. the two
garmes are actually quite
sirnilar!

I t really is pleasing to con-
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The inlay card talks of Space
PFirates who are gafthering
strength to launch an attack
an the ring worlds of Tintagel.
It appears that you are the
only one with sufficient skill
and courage fo tackle the In-
tricate defence systems of the
Pirates’ Maothership and fo
destroy the mutant guardian
who protects their fleef of
space craft.

Whenaver the word "Mother-
ship’ crops up In g game de-
scription it's usually a signal to
prepare for a Uridium clone
and Speed Hawk is no excep-
tion to the rule. It's yet another

vertically scrolling “fiy over the
Mothership zappling every-
thing in sight’ type of game
and, in commeon with Thunder-
fox, Mirax Force, Astro-Droid
and varous other shoot em
ups in the same mould, is defi-
nitely not infended for the
gbsolute beginner! One false
move and an alien craft will
transform you into a puff of
space dust, quicker than it
takes to look around an Atarl
Sames Centrell If you're
lucky. the debris of a dying
fighter craft may leave behind
a power pill which may be
used to your advantage. Sim-
ply fty over the capsule and
you can obtain, among a vari-
ety of goodies, an increase in
shield strength or an addition-
al life. Once you reach the
Mothership's command cen-
tre you must aim a constant
blast of laser fire at the mutant
guardian to utimately win the
battle - or at least, that's what
it says on the packaging!

TOP NOTCH SHOOT ‘EM UP

Speed Hawk is presented with
all the graphical expertise that
was prevalent in Tiger Attack -
smooth vertical scrolling. well-
defined players and tasteful
colouring. The distinctive style
of programming -extends not
only fo the graphical aspects
but to the musical effects as
well,

If you're not concermed with
originality and can afford the
higher price of Atari’s soffware
you will undoubtedly be
pleased with the purchase of
Spead Hawk. It's a stralghtfor-
ward, uncomplicated but un-
guestionably top notch shoot
‘em up.

Title: SPEED HAWK
Publisher: Atari Corp.
Price: £7.99 cassette
Players: 1/2

Control:  Joystick(s)

Reviewed by Paoul Rixon




INSTANT PLAY * KENNY DALGLISH *
XL/XE ROM XLIXE CASSETTES * SOCCER MANAGER *

ACE OF ACES (64K) 295 KENNEDY APPROACH 895 s =
CARTRIDGES CRACK UP 135 LANCELOT (64K) 12.95 cass £8.95
DAWN RAIDER 195 LAS VEGAS CASINO 235

ARCH DRACONUS (64K) 895 NUCLEUS 295 : R
mftaﬂzgn }::g; EARTHOUAKE 295 PERISCOPE UP 1.95 * BLACK LAMP »

ENCOUNTER 295 POGOTRON 295 el R
BATTLEZONE 14.95 || ESCAPE FROM TRAAM 235 QUARTET GOLD 195 cass £7.95

BLUE MAX 14.95 F-15 STRIKE EAGLE 895 SHOOT EM UPS (64K) 6.95
DESERT FALCON 14.95 || FOOTBALL MANAGER 295 SOLO FLIGHT = T
DONKEY KONG 12.95 || FOUR GREAT GAMESII 395 SPEED ACE * SLING SHOT *
DONKEY KONG JNR 12.95 FOUR GREAT GAMES Il 395 SPEED RUM i : ro Qe
DREADNAUGHT FACTOR 9.95 || FOURSTARGAMES| 335 SPEED ZONE r cass £2.95
EASTERN FRONT 1941 9.95 Eg.'il.ﬂlﬂ&ntg:ﬁ?m i 332 Eﬁ“u?'g‘ﬁ TRILOGY 895
EUPE ;'GHT 'ggg EHDSTBUSTEHS 235 SUPERMAN 295 * TIGER ATTACK *
.E.R.O. - RAND PRIX SIMULATOR 295 TECHNICOLOUR DREAM 895 :
JOUST 12.95 || GREEN BERET 295 TIME & MAGIK (58K) 1295 cass £6.95
KABOOM! 9,95 GUNFIGHTER 1.35 TURF FORM 295
MINER 2049er 9,05 HARDBALL 285 WINTER OLYMPIAD (649K) 8.95
MISSILE COMMAND 9.95 JOCKY WILSON'S DARTS 295 ZYBEX 295
MS PACMAN 12.95
MOON PATROL 12.95
wsccowross 1553 |  ACCESSORIES
e 2 PADDLES (PAIR 9.95
Fg{;:;'a;'mm lgg; PRO LINE CONTROLLER 7.95
RALLY SPEEDWAY 9.95 SPEEDRING AUTORINE 1268
REALSPORTS AMERICAN STANDARD JOYSTICK 4.95
FOOTBALL 12.95 TACS 12.95
RESCUE ON FRACTULAS 14.95 DISK NOTCHER 3.95
RIVER RAID 9.95 INPUT/OUTPUT CABLE 9.95
SPACE SHUTTLE 0.95

TENNIS 9.95 2600 VCS CARTRIDGES AVAILABLE
ST SOFTWARE AVAILABLE

XL/XE DISKS

ARKANOID

ASTRO DROID

BLUE MAX
BOULDERDASH II

RED RAT DOUBLE PACK |
DRACONUS

F-15 STRIKE EAGLE
FOUR STAR GAMES |
GUILD OF THIEVEESE-‘-‘I-K]
KENNEDY APPROACH
LANCELOT (64K

LIVING DAYLIGHTS

MINI OFFICE I

NEW YORK CITY
QUASIMODO

SOLO FLIGHT

SPEED RUN

SPY VS SPY TRILOGY
SPYHUNTER

STAR WARS
TECHNICOLOUR DREAM
TIME & MAGIC (64K)
TOUCHDOWN FOOTBALL
WINTER OLYMPIAD (64K)
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APOLOGIES ...

First of all I want to apologise to all those people who use tapes.

My trusty 410, bought away back around 1980, has been dead
for a couple of years and I really cannot see myself replacing it
now. 50, please do not send me tapes, I cannot handle them. |
am quite willing to let you have some examples or routines to
help explain programming techniques if you send me a disk, but
not commercial stuff. Please do not ask!

I still get quite a lot of letters from readers asking for help but
the content has changed dramatically from the time when [ was
writing the ‘First 5teps’ column. At that time [ was helping out
beginners to ATARI Basic, now I am being asked about commer-
cial software. Any software items | have for the 8-bit 1 have had
for some years. For instance, [ use ATARIWRITER PLUS and
nothing else. I am very happy with it as it does all 1 ever want to
do in word processing. | have no idea about other word proces-
sors, | never have call to use a spreadsheet, a comms package
nor, believe it or not, do [ have need of o database. Much as [
hate to disappoint all those people who are looking for enlight-
enment [ only ever stated that you would receive help with Basic
programming. [ must also add that I can competently handle a
soldering iron but [ know very little these days about electronic
circuitry, so nothing technical please.

Having made one apology [ will just as happily make another.
For the past couple of weeks | have been in the north of England,
all thoughts of writing gone from my head. Some people have
had to wait a little while longer for an answer but if you have
enclosed an SAE you will get a reply.

AND AGAIN!

Ah well, third time lucky. | have to say sorry for my replies

about the XF551 drive. Never having tried one (my 810 and 1050
are still going strong!) I had supposed that the advertisement
was correct and it was just wrong usage that caused the problem,
but it seemns that the supplied DOS does not do all it should.
Mitch Mitcham wrote to me a few days ago to say that he had
purchased MYDOS to try with his new XF, Maybe you remember
Mitch’s letter in issue 387 He was advised to get DOS XE which
has not been seen over here (yet has been selling for about two
years) but to try MYDOS if he could find it. After formatting a
disk he found it to have 3989 sectors! Has anyone been able to
use this disk drive as advertised? If s0, do please write and let us
know. | totally agree with Mitch that, if this drive and its
associated DOS does not do what is advertised then proceedings
should be taken against the advertiser. Perhaps the advertiser
would care to give his comments to us as well so that 1 can tell
users where they are going wrong.

Is this another ATARI cock-up? Am 1 fast becoming disillusioned
with the Tramiel dynasty? When was the last time you heard
from Jack? When was the last time you heard from ATARI UK
even? Is it all a nightmare?

Mark Hutchinson’s

RANDOM NOTES

MORE THAN GAMES

For {in my humble opinion) the best hybrid ATARI magazine
going, why is it that the 5T section is comprised mainly of games
reviews? 1 am the first to admit that [ do not program on my ST
but many people do. If you do not believe me then just look at
the amount of material in the PAGE 6 5T Public Domain collec-
tion. In the last issue there were 23 pages in this section and the
only item of interest to me was a four page article on 5TOS. |
have read other magazines that have programming articles with
long listings, no commenting and working on the intricate parts
of the computer that most mortals shun but there are many
different levels of programmer, and [ have yet to see an article
for the person who has bought the 5T as their first ever
computer.

To my mind the biggest error Atari made was to bring out a
computer without a built-in Basic. Just think, the Basic could be
on a chip which could be upgraded and could be switched in or
out of use. This option is still totally feasible via the cartridge
slot, but to make any sense of having a single standard ST Basic
ATARI would have to supply the cartridges at next to no cost and
release a new TOS. Don't hold your breath!

THE SHOWS

I had heard certain complaints that the London ATARI shows
had been taken over by the 16-bit vendors so [ made a point of
noting the availability of 8-bit articles at the last show. I only
found five stands with 8-bit items (not counting stands such as
PAGE 6). Some of these stands even had VCS items. | was really
surprised at the low price bargains to be had but, admittedly,
they were mostly for the 5T. Hopefully the number will increase
at the alternative show in November, but how many people will
come to the Midlands from the South? Will you be there to
support PAGE 6 Publishing and other 8-bit retailers? We cannot
print all letters but we would like to have your opinion on this
mmatter.

Well, that is it for now. Hopefully by the end of the summer
things will have brightened up on the computer scene,

ADDENDUM

Just as I finished this article a letter arrived from Jim Cutler to
say that he uses SUPERDOS 3.5 which can be configured to the
XE551 (he also recommends SPARTADOS X for the novice).
Cherry Boulain's letter did not go into the ‘Black Hole’, letters
from Tony Garbett and A.L. Morris (nice to hear from you again
Arthur) go to the Editor for reasons given above,

Write to me, Mark Hutchinson, at:
1 Hollymount, Finaghy, Belfast, BT10 OGL
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Expand The Capabilites Of Your 8 Bit
Atari...

US Doubler

Expancheg the 1050 disk drve's sirength is whai B20's US Doubler is
all gbaul & frue perormer in the area of hardwan modbcahons, g
chip set quickly lranstonms your Atari into a powerhousa, radiating with
wfavatve lealures nevar bafora possessad Dy a 1050, Features ke
frue couble densdy Sor greater stocage, single and double densiy
Suppan, an agcelerated | O rate desagned 10 iriple your spead when
combined wih Sparal0Ss and full compatibality with exisbng Atan
software, £29.95

Jﬁl 4'6',1,,

PRINTER UEERS Enhance your output,
select & combine Graphics from different sources to
print in text or alone as desired ie. letter heading
with wour letter. PRINT-FILER can directly produce
disk files from sech as BRODERBUND PRINTSHOP, which
will then print without the parent software, also
includes EDITOR for customlsing of files. Disk £8.

SpartaDO5

Tnis Disk Qpgrating Syglem has bean widely acclaimed &s the besl
D5 fprihe 8ot Alan range. Sparalos fram IC D suppons evierghing
fram B10 disk drives thidugh RAM dsks 1o hard disks. & special meny
allows rapid tansfer. grasura and lecking uniocking of files wsing only
SpartalDs tha Space Bar. Option. S1an and Seleci keys. The utilly package
emitructlon Set  Suppled also leatures a 32 character keyboard buler. imellgent
swiich;g between d.skdensdies, a bnary file garma many, subdrectonas
and trrar date stamping. Ideal far use with the new XF551. 02985

FrasT TaAaPE §LOAanTrc: Cut times
by 5/6ths. approx, fit RAMBIT to your XC12? and use
RAMBIT II to convert machine code games up to 48K.
and TURBO-BASIC ( public demain, disk only till now).
TURBO-BASIC Loads in 75 sec.s compared to 35 from
disk, is totally compatible with normal Atarl Basic
adds powerful commands and runs programs written
In it or Atarl Baslc at 3 to 4 tlmes normal speed.
KIT + RAMBIT II & T.B.(state cass. model) £16.

Fitting +£7 (post cass. to us).
Alsoc ASSEMBLER/ EDITOR for RAMBIT II. Tape EG6.

SpartaDOS and US Doubler Pack - Only £40.85

F:A: Conneclion

Mow you're na longar limitad 1o Algn compartinia pnmers and modems
The P:R: Connection plugs directly into the sarial disk driva part of any
B ba Atan computer and provides tha user with a siandard Centronics
prntgr interface and two RS-232 seral pons | also graws it power
fram yaur campuier which means ona less cond kghbing for & powers
PiRiConmection poent while its compact 28 leaves your work spaca vidually clutterfres.

The P:RA: Connection’s sedal pors use a fuly compatiois R: handles
ang resemblyihose of tha Atan B50 imerace wih the sarma signals and
functons, £64% 55

TaPE T0O DISK Put your machine code
tapes on Boot disk with Menu selection; successful
utility £or learning and experienced drive users,
DOS 2.5 compatible, has assembler editor Eacilities.
TASKMASTER Disk £9.

1D Prirter Cannection

ICEr's Printer Connection is a Cantranics parallel phnber intarface for
Aian B bl computers which plugs imo tha computer's senal perpher s
Pt angthendmactly inta your panter. | warks with most parallel printers
and B bil saftware withaul the naed for special drver software ang
inGliszas a buill-in prnter cable. £23 5-5

All products require minimum 64K XL or XE and come

with full instructions. Prices are all inclusive. For

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

16 THE GREEN,THURLEY,

BOURNE, LINCS. FE10 OHB.

Fresgr Sahwans abo dslione all 8 bd 055 producs such ag Azian!, Base ¥E ard
Basc XL and iha ramainndg IC0 pigduids - Aamba ML and A Time B. Flaase wiss o
phane lar cur calalogue

Allprees include VAT ana Postage

PO Box 113 Hamogate Monh Yorkerere HG3 OBE (0423 67140 S20577

A COMPLETE SERVICE IN COMPUTERS & SOFTWARE

GAMES Cass Disc GAMES Gass Disc ADVENTURE/STRATEGY GAMES Disc UTILITIES ROM Disc
Kenny Dalglish Mirax Foree G.95 8§45 Alternate Reality Dungaon | 14.95 ] R R 18.50
Soccer Manager ............... 895 Winter Events 9.45 Alternate Reality Eit‘g.f ..... : 14.95 Atan WInbar i 2995
otar Wars ... 8951295 H I firy ot e or eing 9.95 Battiecruiser .....ocovevens 2295 Atari Writer Plus 29,95
Leaderboard ... 11.95 T ) el . 499 699 221h Baker Street ... . g.95 Macro Assembler ... 19,95
Summer Games 12.95 Rescue on Fractulas ... £.99 LRG A et =t e ek T 2595 Microsoft Basic 1l 19.85
T 110 o e 2.99 11.95 BB o e f.99 Computer Ambush ........... 25.95 Silent Buter
Smash Hits Vol 1 -7 each 6.99 a1 ok i e s £.99 Warship .o 25.95 - Personal Finance ... 16.95
Living Daylights ............ 8951285 PIRIFAReS Sl o s 499 Carrier Force ...... 25.95 Planetarium ... 16.95
Tral PUISUI 12951495  Atan Shootem ups ... 499 Baltle of Antietam .. 25,05 ' ;
ghter POt ..o, T, a tari Platform Perfection ... 4.99 Mech Brigade ................... 22.95 BUDGET SOFTWARE I:as: Di
Mercenary Compendiun ... 9.95 1295 e L) R Ak 499 599 Gettysburg ..o 3 22 05 Las Vegas Casing .......... 299 o
T e ST 5.99 IntErnatinnai Karate ......... £.99 Panzer Grenadier ... 92 95 Speed Ace ... 2.4ag
Spy v Spy Il . £.09 Touchdown Football ........ £.29 Sons of Ub-ert:.- ............... 72105 Football Manager ... 2.99
SpyvSpyll ... 499 6.99 o ET | R A 11.95 ShR & ettt 22 95 DOOCBE mvcressicoeresspiess BEL
Spy v Spy Trogy . 705 995  Spithre d0 ... 499 699  Field of Fire .. gign | R -, ik (1
Arteg ... s 4,99 699 Draconus (uestron ........ 905 F'S'a“ T i
PUI!F Perre ... 4099 99 Druid : Vietnarn ... scheridl ] 9,95 PIL-,taHmH Pete ... f'gﬁ
Boulderdash Il ... 299 599 Brian Clough's Football Flight Simulator 11......... 34.95 Henry's House .......... S
M Rk s i s 499 599 Fretings: fa pecnon . 7951195 Grand Prix Simulator ... 2.90
Bt LATRE. o cn st 499 65.99 XL/XE CARTRIDGES ROM Transmimar ............oe. 2,99
Greatest Hits Vol I ....... . 499 699 ADVENTURE/STRATEGY GAMES Rally Speedway ............. .95 R i e o 28
Arkanoid 9.95 Baliyhoo ....... 5] 12.05 Designer Pancil ..... 180 1.99
[ 2] o e .45 Holfywood Hi Mok 12.95 River Raid gld'f'ﬂ Classics ... G -
Footballer of the Year ....... 2.99 Y 1295  Pitfallll . St Commander ... 1.99
Silent SErViCe ............... 9510, Cutthroats .. 1205  Space Shuttie ... iy B B v
F15 Strike Eagle .. o . dinadEris e bl 1l 16.95 Dreadnought L R "
Solo Flight  .......... il T FaI s e it 4l 16.05 ] T Hardball 2.99
European Soccer 6710 ] o] e ey . 12.95 12.95 BaREREe. .. River Raid .. e 2,899
Tiger Attack ..... Time & Majik ................... 12951295  Final Legacy Jocky Wilson's Darts ........ 2.99
Spyhunter : Lurking HOITor ... 12.95 Lode Runner s Thunderfox  ............ e 2,09
Colossus Chess 4 ... 8.9512.95 ingrids Back ................... 12.9512.95 Archon ... ST b AL 299
Winter Olympiad 88 ... 1295 Guild of Thieves ... 1695  Star Raiders I ] s
Knight Org ............ e 12,95 12.95 Battlezone ... Bombtusion . 1.99
Cloak of Death 2489 i Pogotron 2.8
The Golden Baton ............... 209 Pole Position | RS Whirlinurd . 2.99
GUNSHADAr oo icriaions g.95 T T A Encounter ....... 2.89
Eternal DAgQRF .....ocoviemns 16.95 Pacman......... Minja Commando.................. 299
Eastermn an[ 1941 ; Systam 8 Pools Program ... 2.99
FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK Phantom _..........occoeeeee e 209
W Add 505 to ders less han £5.00 e i A
W 219/221 Cannock Road, ChadSmoor, CAnnock precs. Aeces o Vice aiore uploand . Crack Up ... 109
Staffordshire, WS11 20D ease add £1 per item for overseas Gunfigher 188
Telephone (0543) 466577/8/9 E -
Please make Cheques or Postal Orders payable to; "MILES BETTER SOFTWARE
T T s e
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HEAD
IN THE

1970's. A young student called Bruce Artwick is studying for
a degree in computer engineering, and his friend, 5tu Mo-
ment, is pursuing a course in marketing. 5tu is paying his
way through university by working as a flying instructor at
the university airport and, in one of those serendipitous
twists of fate, eventually teaches Bruce to fly.

At this time Bruce was developing a microprocessor based
3D graphics package as part of his Master's thesis. Although
Bruce's head was in the clouds, his feet were firmly on the
ground as he planned to further develop the package into a
saleable product, and with 5tu's help, to market it.

By 1977 Bruce had the package ready, and together they
produced and sold it from a caravan owned by 5tu's family.
Sublogic was in business! One small snag - this was 12 years
ago and the home computer hadn't really yet been invented!
Bruce's package was designed to run on the M6800 microp-
rocessor, then just beginning to appear in homebuild com-
puter kits, so sales were very low in comparison to today's
levels. However, the situation was to change shortly after
with the arrival of the 6502 chip, the basis of many home
computer models.

Given the two friends’ passion for flying it seemed only
natural that Bruce's talent in 3D graphics manipulation
should be channeled into a flight simulation program. In
1979 they launched Flight Simulator for an exciting new
microcomputer called the Apple I, which amazingly offered
graphics in FOUR colours (including black!). The Apple [I

Stu Moment - Chairman of Sublogic and former flving insstructor

44 New Atari User - Issue 40

c LO U DS THE SUBLOGIC STORY

T he scene is the University of lllinois, sometime in the early

was a great success and it soon became apparent that a mass
market for software was emerging, and Bruce and Stu had a
unigque product to offer, Sales blossomed and the fledgling Sub-
logic company began taking on extra staff to handle the volume
and to develop new products.

TAKE OFF!

By 1981 Sublogic had a staff of seven full time employees, and
Bruce was masterminding a brand new project. A little known
company called Microsoft had asked him to convert his simula-
tor to run on an as yet unknown machine called the IBM
Personal Computer, for which Microsoft were producing the
operating system. They thought it would make an excellent
demonstration of the machine's graphics capabilities, and
agreed to market the new version under licence from Sublogic
along with their other IBM PC products.

The IBM PC was an instant runaway success, and Bruce's
brainchild, now being marketed as the Microsoft Flight Simula-
tor, became a huge seller. Not only did it achieve fame for its
revolutionary 3D graphics, but it became the standard test of
IBM compatibility on the dozens of different copycat clone PC's
which flooded the market created by [BM. It was great publicity
for IBM and Microsoft, but nobody really noticed Sublogic, who
were the real brains behind it

At around this time true home computers were appearing in
quantity. Atari's original 400 and B00 machines were selling
well, along with several others, and Sublogic pitched in to
capitalise on this new market. They pushed these machines to
the limit by bringing out an improved version of Flight Simulator
for them, named (in a flash of inspired originality) Flight Simula-
tor II (F52). It was this program running on a 48K Atari 400
which led to my hopeless addiction to flight simulation prog-
rams, and into writing for Page 6. The program impressed me
so much [ felt 1 had to tell the Atari world about it, and my first
ever magazine article, a review of F52, was published in Issue
21

In typically innovative fashion Sublogic had designed F52 to use
an extendable database of 3D scenery. The basic program was
packaged with scenery data covering wide areas around New
York, Chicago, Seattle, and Los Angeles. In 1985 they began
releasing separate scenery disks to supplement this, with six disks
covering the western half of the USA appearing in several com-
puter formats including Atari 8-bit. Regrettably, I've never seen
Atari versions on sale in the UK, and they're not easy to find
in the USA even. Another six covering the Eastern half of the
USA were planned, but I suspect they never materialised in Atari
B-bit format.
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HIGH SPEED CRUISE

Also in 1985 Sublogic produced a brand new simulator - Jet. This
was launched on the IBM PC as a ‘fun’ flight simulator in
contrast to the obsessive completeness of FS2, and was more of a
game than a serious simulation program. It portrayed two air-
craft types, the land based F16 Fighting Falcon and the carrier
based F18 Hornet. Jet was designed to be compatible with the
scenery disks, which meant you could now explore the vast areas
they depicted travelling at 1000 knots
instead of the leisurely 130 knots of the
Cessna or Piper light aircraft simulated
in the earlier products. Although this
program subsequently appeared on
other computers, it never made it onto
the Atari 8-bit machines.

One year later Sublogic launched
another blockbusting product, their
best yet. It was the third generation of
Flight Simulator, designed to run on
the Motorola 68000 microprocessor as
found in the new generation of person-
al computers such as the Atari 5T,
Apple Macintosh, and Commodore
Amiga. The increase in processing and
graphics power of these machines en-
abled Sublogic to take a giant stride
forward in terms of realism. Strangely
though, they continued calling the new
product Flight Simulator IT even though
it was far superior to previous versions.
(See review in [ssue 28.) Its extraordin-
ary qualities, particularly in the graphics area, have clinched
many an 5T sale and helped boost the popularity of the machine
in its early days.

Simultaneously, a specialised scenery design team headed by
Mike Woodley and including artist Loren Kirkwood began pro-
ducing much improved scenery disks. The first of these were two
so called STAR disks, which did get released on the 8-bit Atari's.
They covered part of Japan and the San Francisco area of
California, and provided much greater detail than earlier disks.
They included significantly more 3D features such as mountains,
bridges, and buildings than before, (see reviews in Issue 28.) The
San Francisco area scenery was further refined and incorporated
into the ST version of FS2, taking pride of place as its bootup
default and demp flight.

A NEW LAUNCH

In 1986 Bruce and 5tu decided that Sublogic needed to grow in
new directions, and launched an associated company called
Actionsoft Corporation. This was to deal in simulation software
which didn't have to comply with Sublogic's strict standards of
innovation and realism, and could therefore be developed at
lower cost and sold into the lower price market. In 1987 they
released ‘Up Periscope’, a World War Il submarine simulation:
and ‘Thunderchopper’, a helicopter combat simulator - but
again not in Atari format. Even so, they sold over one million
dollars worth of software in their first year.

Mare recently, Sublogic themselves have launched new products
for the ST. These include four super new scenery disks covering
vast new areas in the north and eastern USA, Japan, and Europe.
Yes, you can now even fly round the UK and land at airports in

fe

Bruce Artwick - President of Sublogic and genius behind
the programming of Flight Simulator 11
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southern England! Also, three years after the original IBM wver-
sion appeared, they've converted Jet onto the 5T. Reviews of some
of these products appear elsewhere in this issue.

CLIMBING TO NEW HEIGHTS

Flight Simulator I1I is now out on the IBM PC. This is really F52
revamped for the PC, plus a few improvements such as addition-
al aircraft types for you to fly; broken
cloud in addition to the ‘overcast’ skies
of F52; the ability to leave smoke trails
in the sky (as in the original Atari 8-bit
version); and a night sky which in-
cludes stars - as recognisable constella-
tions! There are rumours that there’s an
5T version in the offing, but at time of
writing Sublogic hadn't confirmed or
denied this. If it's true and I can get my
hands on a copy, you'll be the first to

B know!

Sublogic also intend to release a com-
plete control yoke (plus rudder pedals)
for use with their flight simulators. Now
that really will be something, provided
they make it look and feel realistic and
the software reacts realistically to it, of
course, [ don't doubt it will though, as
Sublogic have an enviable reputation
for quality and realism in their
products.

Sublogic have come a long way since
those early days at the university. Today, with around twenty
five different versions of Flight Simulator behind them with
combined sales of well over a million copies, they have much to
be proud of. But it's not over vet - the project continues! Their
dream is to create a flight simulator which is indistinguishable
from the real thing, but turning dreams into reality can become
a nightmare - especially in the cutthroat world of home comput-
ing. Hitherto, they've been undisputed kings of home computer
flight simulation, however there are now other companies snap-
ping at their heels, particularly Spectrum Holobyte and Digital
Integration with their incredible F16 simulators. Rumour has it
that Microprose too are about to launch a spectacular new
simulator for the 5T, so Sublogic had better watch out.

But who can predict what the future will bring? If hardware
development continues at its present breakneck pace I'm sure
they'll try their hardest to fully exploit it, and eventually come
close to realising their dream. Just think what they could do with
a transputer, 68030, or B0486 based computer if these superchips
ever get into widespread use!

Sublogic software has probably given me, along with many
thousands of other Atari users, more pleasure than any other
pliece of software 1 own. Like flight simulation fans the world
over I've spent countless enjoyable hours with my head in the
clouds and fingers on the keys, exploring the simulated world
Sublogic have created. | wish them every success in pursuit of
their dream. | hope they find it.

] /

by John S Davison

New Atari User - Issue 40 45




SUBLOGIC's

Flight Simulator |l

CENERY DISKS

There are now five scenery disks available as accessories for the ST version of Flight Simulator Il and Jet as well as several available on the XI/XE.
They're generally of the high quality seen in the San Franciso area included on the original FS2 disk, and most of them introduce some unique new
features. The main improvements are in two areas: there’s now a ‘generic’ background which shows a patchwork quilt effect of fields rather than the
plain green of the older scenery; and there’s more 3D detail than before in the shape of buildings, bridges, and areas of special interest.

The basic scenery is well covered, with most main roads, railways, rivers, lakes, and coastlines depicted so accurately you can actually identify them if
vou have suitably detailed maps. I find the Collins Road Atlas of the USA ideal for this. It's available al good bookshops for £6.95. Although the
elevation of the ground generally varies correctly, there aren’t many well defined hill and mountain ranges, which is a great pity as I enjoy flying
amongst the mountains.

All are supplied in the usual Sublogic packaging containing a disk, a set of overview maps for the areas covered, and a set of pre-punched A5 pages
containing instructions on how to use the disk, plus plans and details of each airfield covered. Pre-punched divider pages with index tabs are supplied,
so you can file all your scenery material together in a three ring A5 binder, also available from Sublogic if required.

DISK 7

WASHINGTON TO MIAMI

This disk covers a VAST areq, from just below New York in the north, through every state on the
east coast of the USA and right down to Key West at the extremity of the Florida Keys! It even covers
the Bahamas, 50 you can put in some over-water flying hours. You can also do some really long
flights, for example from Boston in the north (included on the original F52 disk), down through
New York, then cross over onto this new disk and continue on down into Florida.

The area is split into four separate sections, each covered by its own map. There are 140 airports to
visit in all, ten of them with Instrument Landing System equipped runways, and seven with ATIS
radio communications. There are masses of VOR and NDB radio navigation beacons, far too many
to count in fact, so navigation is easy - even out to the Bahamas. As a bonus the documentation
contains ‘approach plates’ for ten major airports, allowing you to fly real instrument approach
patierns just as in real life!

Detailed scenery showing buildings and other 3D structures is limited to several localised areas. In
Washington DC you can see most of the famous landmarks including the White House, Capitol,
Washington Monument, Lincoln Memorial, the Pentagon, and others. At Cape Canaveral you see
the Shuttle on the launch pad, the Shuttle landing strip, the massive Vehicle Assembly Building,
and a row of lounch gantry towers. Finally there's Miami, represented by a few skyscrapers.
Owerall, this is a terrific disk with enough in it to keep you busy for months!

DISK 11

LAKE HURON AND DETROIT

Once more a huge area is covered, this time in the Great Lakes region and extending well up into
Canada. It joins the Disk 9 area in the north west and its south east corner almost joins the north
west corner of the New York area supplied on the original FS2 disk, so again there's scope for very
long flights. There are 83 new airfields, but this time only two are ILS and ATIS equipped. VOR
beacons are plentiful, but there are no NDBs this time.

Special 3D scenery details include Detroit's Ambassador bridge (especially attractive at night), the
massive buildings of the Renaissance Centre, and Tiger Stadium. Pittsburgh has several interesting
bridges and buildings, but the best area has to be the Niagara Falls. Daredevil pilots can actually
fly up the Niagara Canyon below the level of the surrounding land, UNDER the Rainbow Bridge,
past the American Falls and up and over the Horseshoe Falls, passing the Skylon tower as you climb
away! Another interesting challenge is landing the Lear Jet at johnstown, whose airport nestles
amongst a few of those rare mountains.

rEVieWEd by Other new features on this disk include other aircraft. You'll find gliders soaring in several
locations and a hot qir balloon aloft near Grand Lake in Ohio. They don’t actually move, but it's
¥ good to see you're not alone in the air.
I Ohn s Davlson This is another good disk. It's worth buying just for the Niagara Falls scenery, but hos much more
to offer besides. :
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DISK 9

CHICAGO, ST. LOUIS, CINCINNATI

This one's only just been released, and is unique in that it includes some reworking of an area
supplied in the basic F52 package, namely the Chicago area. This includes 55 airfields, over twice as
many as the original and scattered over a much wider area. Chicago now has nine recognisable
‘landmark buildings. including the Adler Planetarium which sits right next to the runway at Meigs
field. Eight airfields have ILS, twelve have ATIS, and ten have a new feature called VASI - the Visual
Approach Slope Indicator. This is a system of coloured runway approach lights, which change
colour if you deviate from the correct approach path - a great help if your landing skills aren’t
what they could be!

The 5t. Louis area has 70 airfields, seven with ILS, five with ATIS, and seven with VASL St. Louis
itself has a few buildings and the famous Gateway Arch, which you can fly through if you like to
live dangerously! The Cincinnati area has 32 airfields, none of which have ILS, ATIS, or VASI.
Cincinnati itself has very few buildings, but Riverfront Stadium is shown, :

All major rivers on this disk are represented by coloured surfaces rather than vector lines. Some are
very detailed and can be followed for long distances, for instance the Mississippi, Ohio, and Illinois
rivers. There are many lakes too, from the gigantic Lake Michigan down to manmade lakes. There
are around thirty mountains and mountain clusters in the Allegheny region, but they're not as well
defined as they might be. Don't fly into them though, they're VERY solid!

This disk joins with Disk 11 in the north east and Disk ? in the south east, making it very easy to
cross from one disk area to another. The whole region is peppered with radio beacons to help you
navigate, including both VORs and NDBs, For some reason Sublogic have omitted to print many of
the NDB's frequency details on the area map, so you have to find them by trial and error - very
tedious. There’s the odd bug too - just try landing at Ingalls Field and you’ll see what I mean!
Yet again this is o super disk, with lots for you to explore.

JAPAN

instrument approach charts, as with Disk 7,

around.

may be disappointed.

WESTERN EUROPE

At long last you can fly from UK airfields! This disk covers three major areas plus a bonus
challenge. The UK is covered south of a line between Birmingham and Norwich, with 21 airfields
included. You can fly over the rest of the UK (including Scotland, Ireland, and Wales, but there's
very little to see. Northern France is also covered, again with 21 airfields, as is south west Germany
with 13 airfields. Once more there are lots of VORs for navigation, but no NDBs for some reason.
In all there are just three ILS equipped airports and only two with ATIS - a bit mean, 1 thought.

There are special areas of interest in all three main areas. London has many of the well known
tourist attractions, like the Houses of Parliament and Tower Bridge. Further afield there's
Stonehenge, and chalk figures (such as the Whipsnade Lion) may be seen in various locations.
Paris too has its share of 3D landmarks, such as Sacre Coeur, Arc de Triomphe, Eiffel Tower, and
many others, while Strasbourg’s attractions includes three mountains south of the city. Over the
border in Germany there are four cities with 3D detail, these being Munich, Nuremburg, Stuttgart,
and Frankfurt. All have bulldings of some description, while two of them have detailed mountains
nearby. It's also possible to fly to Helsinki in Finland. There's just one airfield located there, and
it's a l-o-n-g flight with nothing much to see on the way. From here it's possible to fly to Moscow
and, like Mathias Rust, to land your Cessna in Red Square! But don't get too excited, the scenery
here is VERY basic - Red Square is exactly that! The challenge is in finding Moscow, as there are no
navigation aids to help you.

There are a few bugs on my copy of this disk. The Southampton VOR is about 60 miles from where
it should be, and use of certain F52 view modes cause you to be instantaneously transported back
to Heathrow, the disk’s ‘default’ airport. Also, certain sections of roads seem to be missing in
places, annoying as it happens in the area where [ live!

In summary, the disk is good value and you should have lots of fun trying to pinpoint areas of
personal interest, like the location of your own home, for instance,

If your interest in FS2 is flagging, buying one or more of these disks is a sure way to rekindle it. There's so
much to explore you'll be kept busy for months, even if you use the Lear Jet as your exploration vehicle.
And don’t forget you can also use them with Sublogic’s own Jet program if you want to explore them even
faster! Overall, I'd rate Disk 7 as being the best value, 5o buy this one first,

They may sound expensive at nearly £20 each, but you can get them cheaper if you shop around.
Whatever the price you pay, I think you'll agree they're worth every penny when you discover the
additional interest and enjoyment they bring te your Sublogic flight simulators.

This is probably the least attractive of the disks, unless you happen to live in Japan! It covers the
Tokyo/Nagoya/Osaka areas, but has only 14 airfields, seven of which are equipped with ILS. There
are radio beacons aplenty, both VORs and NDBs, and the package comes complete with eight

Tokyo is covered in some detail, highlights including Tokyo Tower, the Palace grounds, and the
Shin Kansen ‘bullet train’ network, Geographic detail includes many rivers, lakes and mountains,

including the magnificent snowcapped Mt. Fuji whose vast bulk dominates the la ndscape for miles

This disk isn’t such good value as the others. Don’t make it your first scenery disk purchase, as you

SUBLOGIC AVAILABILITY

The Scenery Disks and other Sublogic
products should be available from your
local dealer but two companies who spe-
clalise and hold good stocks are
STRATEGIC PLUS, P.O. BOX 8, HAMP-
TON, MIDDX, TW12 3XA. Telephone 01 979
2987 and COMPUTER ADVENTURE
WORLD, Bank Buildings, 1A Charing
Cross, Birkenhead, Wirral, Merseyside L41
6EJ. Telephone 051 666 1132

Most of the Scenery Disks and the Flight
Simulator program are available for the
XLXE but are extremely difficult to find.
Strategic Plus tell us they no lenger stock
these products for the 8-bit.

SUBLOGIC themselves can be contacted
at First Floor, 35 Piccadilly, London W1.
Telephone 0494 728439

»
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| FOR SALE I

ACTION!: Action! cartricdge and manual plus
Action! Disk Liilfies, Otfers invited. Also
dead B00XL, anyone interasted? Contact
Phil om 081 232 1517

XL SYSTEM: BO0OXL, 1050 drive, 1010 data
recorder, two joysticks, lats of software an
disk including Star Wars, tapes, cariridges
and all manuals, All in axcellen condition.
£170 om0, Tel. 0865-821110

XE/XML SYSTEM: 65XE, XC12, 800XL, 1050,
TO' lockable disk case, 2 joysticks, loads of
software, all manuals and mags. £300 or will
swap for Amiga AS00, Tel: 0222-628125,
ask for Richard

ROLAND MT32: Sound expander, idaal for
5T, 32-note polyphonic, 8 woices from 128
plus 16 drum samples and digital reverb,
E325. Also B-bit software - Visicale, File
Manager+, Synfile, Syncalc, Superscript,
DOS XL, Trivial Pursuit & Gauntlet - Offers,
Tel: OF02-610424 atter &.30pm

XE SYSTEM: 130XE, 1050 and US Doubler,
Primtar I'F, 1010 tape deck, Trackball, Towch
Tablet, Mousa, Languages inc. T/Basic,
Assemded, Forth, 'C', Siware originals on
disk and tape, PD software, books inc. Map!
Atari, Tech notes, all *Aan Uses, al “Page &'
since Vol.1 19, ‘Monitor’ mags, etc. Any
reasonable offers for anything. Phone Simon
an: 0438-358714 [Stevanage)]

XL SYSTEM: BOOXL {Rev C), 1050 disk
driva, XC12 cassette, joystick, all boxed
Many games on cartridge, disk & cassetle,
£200. Contact Ray Martin on:
0277-354552 . (Essen)

XL SYSTEM: BOOXL with 1050 disk drive
plus over 100 games, disks in container
Atari joystick. £170 o.n.o. Phane
0256-58669

XE SYSTEM: 130XE, XC12 cassetie recor-
der & joystick, 20 games, programming
manuals and magazines, all for only £40.
Tal: 01-583-8175, ask for Chris

XL SYSTEM: B00XL, 1050 disk drive, 1010
casseiie recorder, 2 joysticks and many
issues of Atar User, Lots of cassettes and
disks, Including wilities. All manuals and
leads plus books. Warth ovar £400, will sall
for £200 a.n.0. Ted: Flint 61850 atter Spm

PC3 HD COMPUTER: 640K cpu, 1x30
Mioyte Hard Disk Drive, 1x5.25 floppy disk
drive, 1xPC17 124 Mono Monitor, pius soft-
ware, Just & months ald and under manutfac-
turer's warranty. Price E750 (cost new
E1081). Tel: 0597-3306 (24 hours) or
0656-771177

1040 5T SYSTEM: As naw plus 150 booed
original games, including Battlechess,
Xybots and Vindicators, Would consider

splitiing. Offers please. Also 8-bit clearance -

BOOXL, cassette recorder, 15 cariridge
games, variows cassattes and disks includ-
ing Omnitrend’s Universe. Would consider
splitting. Phone O787-T1774 after Gpm and
ask for Paul

1029 PRINTER: Has box, leads, manual,
spare ribbon and printer dump software.
Good for first time printer buyer. Excellent
valua al £E75 a.n.0. Contact Dave atter 7pm
on 0652-34161

XL SYSTEM: BOOXL, 1050 disk drive, 1010
tape recorder, 1029 dot-matrx printer with
spare nbbong. All in excallant conditan with
original boxes and manuals. Many software
liles on diskitape, 3 carridges including
Atariwriter word procassor and many Atari
User magazines, £350 c.n.o. Tel:
0352-58831

MONO MONITOR: Mine-inch hi-rasolution.
£30 o.n.0, Contact Jan In Bognor Regls on:
0243-830564

CONTACT|

XL SYSTEM: B00XL, 1029 printer, 1050
drive, Microsoft Basic 2 cartridge plus manu-
als, books and software, all in good condi-
tion. Software comprises of Atari Writer, F-
15 Strike Eagle, Draconus. Books includea
Programming The 6502, Cormpute!'s Third
Book of Atari. All for £250 o.n.o. Tel: Dave
Evans an Slough 27418 (evenings)

XE SYSTEM: 65XE keyboard, datacorder
and £50 warth of software, Hardly used and
sl in bos, AN 0 excellent working arder,
£100 o.n.e. Contact: Garry Crawford, 61
Kenmount Drive, Kennoway, Fife, Scotland.
KY8 5LS

XL SYSTEM: BO0XL, 1050 disk drive, 1010
tape deck, lape-to-diskidisk-lo-disk utilities.
Tutonial tapes including workbooks, 5 ROM's
including Track & Field and Cantroller,
Loads of software on tape and disk, includ-
ng Gauntlet and Solo Flight - both on disk.
lackable disk box and 2 joysticks. Must go
as bunde, £150. Tel: 01-300-2812

XL SYSTEM: B00XL with 1050 disk drive,
1010 1ape recorder, over 500 games, BwW
TV, £200. Tel: D623-648096

XL SYSTEM: B00XL, two 810 disk drives, all
complately overhauled. Archiver/'Editor chip.
Printer interface module. 230 professional
software titles on disk and canridge worth
ower 24500 including arcade, adventures,
business, utilities, elc. Substantial docume-
nitathon lncluding D Re Alari, Alari Word
Processor Traming Manual, etc.. Anakog.
Antic, Compute!, Page 6§ magazines. Huge
system, £400. Phona David on (0753)-75483
for more info

XL SYSTEM: 800XL plus spare, Indus GT
Drghi Drriva, 410 cagsatle reéconder, axtensive
disk and cassetla-based software. Dust cov-
@rs, books, manuals and joystick, £250. Tel:
0472-750855

XL COMPUTER: BOOXL with 64K, perfect
condition in original box, E50 o.n.o., will con-
siger exchanging for a printer. Tel
O702-467515 and ask for Grasme

ST SYSTEM: 520 STFM with double-sided 1
Meg. internal drive. Immaculate condition.
Few disks and manual, only £175 for quick
sale. Buyer collects. Dave, B5 Hawthom
Road, Kingstanding, Bermingham B44 80T

PRINTER INTERFACE: For XL/XE, lots of
books and mags (loo many to list). blank
and unused disks, disk copier. Send SAE to
Mr.J.C.Hales, 2 Lovis Dahl Road, Burgh
Castle, Great Yarmouth, Morfolk NR31 90T

GO0XL SYSTEM: 16K computer with powar
supply. Vary goad condition, £20. Also
assorled soltware (mostly games, budget
and full priced). All onginal. Phone:
09282-2243 or write fo R.A Evans, 42
Schood Lane, EMon, Chester CH2 4LN

¥L SYSTEM: B00XL complete with disk
drive, cassette recorder, joystick and gamaes,
All boxed, £165 o.n.o. Tel: 01-207-0926
[Steve)

XL SYSTEM: Complete with 1050 disk
drive, 1029 printer, 2 joysticks, 410 tape
recorder, BAW monitor TV, (12 inch), all
boxed with manuals and loads of mags,
Software includes Minl Ofice 1| and Jumbeo
Jet Pilot, £200 o.n.o. WM. Hughes, 94
Reosaberry Avenue, South Banfleet, Essax
587 4G

XE SYSTEM: 65XE with over £350 of sofi-
ware, two joysticks, ¥C12 datacorder plus
BAW T.V. with eight pre-set stations, some
carndges. Bargain al £200 o.n.o. (Buyer
collects). Tel: 0542-456873 betwean 3pm
and Spm, Mon 1o Fri

XE SYSTEM: 130XE with XCll data recor-
dar, 1050 disk drive, joystick, selection of
40+ games on tape/diskicarbridge. Fully
working and in excellent condition, sald only
a5 a package, will not split, £140, Tal
0293-771094

SYNTHESISER'KEYBOARD: Casioc CZ
230-5, 100 woice multi-imbral synthesisar,
Tull madi teaturas including programmable
vaices and pitch bend, £120 o.n.o. Also
Casio CT-640 five octave full size keyboard,
30 patches including 49-piece drum ki,
3-channel midi split makes this excallent for
use with sequencing software, £220 o.n.o.
Contact 5.G.Ligert, Main Strest, Haelperty,
York YOB 2PS

XL SYSTEM: BOOXL, 1050 disk drive, XC12
cassatte recorder, 1027 printer, handbooks,
instruction booklets, disk, carridge & casset-
te games, £150. Ring 0482-640706 afar
Spm weskdays -

XE SYSTEM: 85XE which includes datacor-
der, kayboard, joystick, £150 worth of soft-
ware, books, etc. The lot for £80 o.n.o
Contact: Garry Grawford, 81 Kenmount
Drrive, Kennoway, Fife, Scootland KYE 5LS

XL SYSTEM: BOOXL, 1010 recorder, Good
condition with all leads. loads of games and
good manuals, £40. Tal: dave on
05242-72007

XL SYSTEM: BOOXL, 1050 drive, leads elc.,
software including Silent Service and
Leaderboard, offers around £150. Tel: Stave
on 061-730-6288

XE SYSTEM: 130XE with dusi cover, 2 x
10580 disk drives - both with Happy/US
Dwoubder modification, read’write switches, 80
column diot matrix printer with loads of paper
and imerface. Over 160 disks, many games
and utilifies with full instructions, Miri Oflice
I, Homeward, Yisicale, Printshop, B-Graph,
o narne just a few. Many books on program-
ming. magazines (Atari User), 2 x joysticks,
original boxes available, £450 o.n.o. the lat -
MO SPLITS. Contact Andy on 0978-T50826
after Tpm

XL SYSTEM: BOOXL. 1050 disk drive, 1010
cassalie recordar, graphiz AT printar inter-
lace, masses of disk and tape software
(games & serious). books and Atari Uiser
magazines. Offers around £200 but will con-
sider splitting. Phone Martin on 0438-351156
after 6pm or at weekends

XL SYSTEM: BOOXL, 1050 disk drive, 1010
casselte, over 40 full disks, every Alari User
axcept one, lots of commercial games an
disk/cassette. Will not split, £250. Tel:
025-485-3863 after 6.30pm. Preston area

XE SYSTEM: 130XE with jovstick and ovar
£200 of games software, mags, Page 6,
Atari Usar, boxed and as new, £155 on.o.
Phone: Marc on 0834-685474

MAPLIN WORDMAKER: Speech synthegis-
er (uses stored words on ROMs for a better
quality speech synthesis), £26. Logic Probe
far harcware fauli-finding, £6. Tel:
0502-566025

XL SYSTEM: BOOXL with Indus GT disk
drive, 1027 printer and software, £140 o.n.o.
Tal: 0753-B53166 (Evenings)

XE SYSTEM: Compatible with mast soft-
ware and hardware from XE/XL systems,
XCAZ casselte recordes, [oystick, games,
posters, magazines, mail-ordaer catalogs for
gamas, instructions for software, Flght
Simulator 2 cariridge, manuals, 4 months
guarantee. Computer in good condition but
unboxed and buyer would need 1o collect.
Phone: 041-552-3477

DISK DRIVE: 1050, boxed as new with £300
worth of sottware, £100. Tel: 051-335-8334

PLEASE TRY AND KEEP
YOUR CONTACT NOTICES
AS SHORT AS POSSIBLE
TO ENSURE THAT YOUR
NOTICE IS INCLUDED

| WANTED |

CASSETTE DECK: For Atarl BOOXL - rmust
be in good condition, 'Will pay well. Tel:
0533-417779 or confact Aussell Garmer, 41
Severn Street, Leicester. LE2 1BM

PM INTERFACE: If anyone has this prog-
ram by XLEMNT software, please contact me.
Pleas= state price, or will swap PM lcons,
etc. Steve Trice, 120 Duck Lane, Eynesbury,
5t Meots, Cambs, PE19 2EQ. Tal:
0234-41445 (daylme)

B-BIT LITERATURE: Hawve you got any wn-
wanted books or magazines? Yes? Then
please gend them to Czeslaw J. Mrall, Roina
4, B5-845 Bydgoszez, POLAND

ASTEROIDS!: Plaase has anyone got a
copy of Asleraids on AOM cartridge (B-bat)
which they would be willimg to sell? i so,
please contact Brian Wells on 0452-20141
{evenings‘weakend)

DISK DRIVE: Suitabée for 488 Atarl 800
computer. Must be in good condition. Ay
reasonable price paid. Phone Derby
(0332)-TE1831 atter Bpm and ask far
Sukhraj

PRINTER INTERFACE: For Alphacom 42
printer to use with BOOXL. Phone
0235-817670 or write 10: 15 Warner Cres-
cent, Dideot, Oxon, OX11 &JY

XE SYSTEM: 130XE. 1050 disk drive, 10249
prntar, XC12, Caolor Monitor, business, edu-
cational & simulation soffware. Any or all!
Tel: 0302-538547 after Spm

MAGAZINES: Page 6 - issues 1 and 410 7
inclsive, LK Man Computer Owners Club
Magazines - Issues 1 to § inclusive. Reascn-
able price paid. Write to Paul, 17 Spring
Road, Clitton. Shefiord, Bedfordshire SG17
SAE

PRINTER: Dot matrix/Daisywhee!l raquirad
for Atari XL'XE. Good conditian only, prefar-
ably accepting singbe A4 sheats thowgh not
essantial, Plaase write with full detaits to: Mr,
J.C. Stockpor. 19 Heather View, Skipion
BD23 250

MAC/85: Help with same or its manual. Ring
Tommy on Horwich (204)-690258 ar write
to: Tommy R.O.T., Midway C.B. Club, PO
Box 3, Horwich, Bolion, Greater Manchester

MUSIC ADD-ONS: Cassatte/cariridge soft-
ware and hardware for B-bit system, e.g.,
replay sampler, etc. Phone: 08282-2243 or
write to ALA.Evans, 42 School Lane, Elon,
Chester CH2 d4LN

COMPUTE! BOOKS: First, Sacond and
Thirg Books Of Atari. Must be in good condi-
tian. Ring Brian on 021-742-B038

GET IT RIGHT!: Can anyone let me have a
copy of this? | don't know whare | can get
hodd of a copy. Phone 0B27T-894975 (| will
supply a blank tape/disk)

ATARI USER BACK ISSUE: July 1986 adi-
B in good condition. Phone: 01-852-0976
after 5pm

PREPPIE: | want a cassefie version of this
game. Can anyane help? Efc Danming, 17
Grange Road, Albrighton, Wolverhampion
(080-T22-4334)

EASTERN FRONT SOURCE CODE: For
B-bit from APX. Must be disk based and
include full documentation. Pleass contact
me on Reading (0734) - B6TA31 evenings,
or write to 7 Christchurch Road, Reading,
Berkg RGE2 TAA

DISK DRIVE: 1050 or XF551, must be
cheap and working. Write 1o David Sharpe,
Shannonville, Clones Road, Monaghan {Tel:
047-B2342)

More CONTACT on page 50
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UPGRADED TO ST?

Don’t throw your old files away use

TARITALK

The most effective way of transferring files from your Atari
8 bit system to your ST without the need for a costly
interface. TARITALK comes complete with interface cable
and software to transfer text files, database information,
pictures, music files and more to your 5T

TARITALK is just £19.95
and is available exclusively from PAGE &
- use the order form or telephone us for credit card orders

Let your young ones enjoy learning with your XL/XE

A delightful program to teach four fo five year olds the alphabet
plus word consfruction and word and piciure association. Guide
fhem with those first steps whilst also teaching how fo enjoy the
Atari as a creafive tool. SPELL ME has been written by a qualified
teacher and has been enjoyed by hundreds of Afari owning
yvoungsters. Why not let your children enjoy it fo?

SPELL ME is available on cassette af £4.95 or disk at £6.95 exclusively
from PAGE 6. Use the order form or telephone for credit card orders

NOW AVAILABLE Q

CLIP ART 2

for use with Fleet Street, Timeworks, Easy-draw,
1st Word Plus, in fact any ST desk top publishing
or layout program

e e e e MM R R R R N e PR e e
to use in the most popular prog-

All images are in the public domain

READERS orrers

See this page and inside front and back covers for details

FOR YOUR XL/XE

ISSUE 40 DISK (with GRIDWARS) £295 [ |
ISSUE 39 DISK (with PRO GOLF) £295 [ ]
UNDER STARTERS ORDERS \
Cassette g295 [ |
Disk (Issue 37 disk) £295 [ |
TURBO BASIC (Disk) £3.95 [ ]
SPELL ME
Cassette £495 [ |
Disk £6.95 [
MINI OFFICE I £1495 [ ]
FOR YOUR ST “
STOS BASIC £21.95 [ |
STOS MAESTRO PLUS £49.95 [ |
STOS SPRITES 600 £10.95 [ |
THE JADE STONE £9.95 [ ]
DOMES OF SHA TRI-PAK £9.95 [ |
TARI-TALK £19.95 [ ]
CLIP ART COLLECTION 1 £10.00 []
CLIP ART COLLECTION 2 £10.00 [

Postage included in U.K. Europe add £1 per order.
Elsewhere in the World add £2 per order.

Name
Address

|:| Cheque/Postal Order enclosed for £
D | wish to pay by Access/Mastercard/Eurocard/Visa

card No. [ LI LI OO0 OO0

Please debit my credit card above with £ E:qii? Ddat[ai

e Ty V- e sl b o et i L
Send your order to
PAGE 6 PUBLISHING
P.O. BOX, 54, STAFFORD, ST16 1DR

Please allow up to 28 days for delivery
Pleasa feel free to photcopy this form or write your order if you do not want to cut the magazine

Hundreds MORE images on four
disks in compressed format with
rams on the any ST computer
e ~ g
and may be freely used - many are " &
ported over from the MACINTOSH -

full instructions on conversion
subjects include general, animals cartoons

borders, headers, classic art, whimsy, holid
symbols and much more - give your work real class!

XXAXLAAL NN

7%
ay,

FOUR DISK collection just £10!
CLIP ART COLLECTION 1* still available at £10

| 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 eolour animated race graphics

Ask for CLIP ART COLLECTION 1 or 2 available only from
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Pay by cheque/postal order, Access or Visa
Telephone orders welcome on 0785 213928

Many other general public domain disks are available from
the PAGE 6 ST LIBRARY, please ask for a copy of our catalog

* Save game facility

* 7 races per mesating

* Name you own horses
* Photo finish and more

Do you really wanf fun soffware on cassefte?

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

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

extrra

WANTED I

LISTINGS NEEDED: Does anyone hava the
listing for lan Finlayson's Cassetie Database
from |ssue 37 of Page 67 | would be willing
ter give £1.00 for the magazine. Photo-copy
of listing acceptad. Phone: A.Marsh on
0303-40669

DISK DRIVE: 1050 disk drive waniad, Tal:
0753-853166 (Evenings)

|PENPALSIHELP I

LISTINGS HELP: Can anyone help me with
tha following kstings from previous Atarl
Users {on cassetie please): MCD Test, Get
It Right II, Melody Makar, Scrolly Text Editor,
and has arwone got Turbo Basic on casset
te? Write to Andrew Hawking at 57 Merridale
FRoad West, Pennfields, Wolverhampion,
Wast Midlands. W3 0RJ

ADVENTURE HELP!: Can anyora tell me
how o use the tea in Hilch-Hiker's Guide To
The Galaxy for the ST? Any cther informa
fion on this game would be very much
appreciated. Pleasa write 10; Tim Herman,
25 Prince Edward Aoad, Billericay, Esgex

ALL B-BIT USERS: Pleasea wrile for help
and FREE manthly newslattar. Any age
group welcome. Programs from users wel-
coma. Write 1o: Mark, 23 Saturn Close, Lord-
shill, Southampton 501 8BD

POLISH XL USER: Owrs an BOOXL and
1050, Wamns to exchange expenances in
work wilh 8-bit machines. Czeslaw J. Mrall,
Roina 4, B5-845 Bydgoszez, Poland

8-BIT USERS: | have a 130XE with a /D
Disk drive and an Epson primter, | would Bke
to hear from any othes B-bil users to swap
hirts & tips. | have a masshe collection of
software titkes, including advenures, utilities
and arcade games. All latlers answerad,
Write 1o ‘Mick the Fish’, 7 Foundry Mill
Crescent, Seacroft, Leeds 14, Yorkshira, or
phone on 0532-640307

TURKISH XL USER: My name is Oguzhan.
| have an B00XL, 1050 disk drive and XC12
tape unit, | am inferested in all types of
software, adventure gameas, eic. All letters
answared, Write to; Oguzhan Imrak, Meklep
Ced. Zates Sok., Zaler Apt. No.157,
Kugukyalilist, TURKEY 81570

AUSTRALIAN XL USER: Humanist {25)
happens 1o have a 64K XL, 810, 1050 and &
vary non-standard printer. | am inlerested in
games design, programming and playing
(espacially Ultima or Atternate reality). | am
very interasted in programming techniques. |
also love Japanese animation - but NOT like
Transformers or Masgk, if you know what |
mean! - Everything Bul The Girl, Peter 5.
Beagle, J.A.R. Tolkein, movies, Black Adder
and the British Atari scena. 5o if you are
somawhat similar, live in the vicinity of Great
Britain and want to be my penpal, than
please send your particulars on a posteand
1o: Glenn Miller, 57 Parkes Lane, Terrancra,
NEW 2486, AUSTRALIA

XL/XE PENPAL: Anyone owl there fancy
writing 1o me? | own a 130XE. 1050 drive
and a 410 cassetie deck. | like gamas, ulil-
ties and demos. | am 18-years-old and
would like Make/'Female users of about the
same age (but I'm not bothered) preferably
in the Bedford area (bul again not
pothered!). Contact: Mark Elsatt, 20 Con-
nawsght Way, Brickhill. Badford MK41 TLB

CONTACT is FREE of charge and
enthusiast for conta
except those offering s
ing items for sale cc

notice receive riEsinm.

part of a leiter.
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s owners. Any notice may be
only Tor sale or exchange or
¢, The Editor reserves the right to omit any

Send your CONTACT notice to CONTACT
ST16 1DKR. Please write your notice

ADVENTURERS!: Comact reguired with
B-bit'ST adventure playars throughout the
World. All latlers answered, considarabbe
game help available. Write to: John R. Barf
sley, 32 Memivale Road, Rising Brook. Stal-
foed, Staffe. ST17 SEB England

TURKISH XL USER: To all XL owners with
disk drivi. I'm Yuksel Turkal (22 years.) and
| have a BOOXL, 1050 disk drive, 410 lape
unit, 1029 printer and many disks. | am
imterestad in all types of software. | wish o
exchange my programs with sveryone
around the world. Write ta: Yukess! Turkal,
Sakarya M., dalyan 5., 8 Coeci’Ankara,
TURKEY

B-BIT USERS: | would like 1o hear from any
B-bit uses. | have a B00XL with 1050 drive. |
would like to swap hints, fips, etc. | am also
seeking 8 Gremiin or Lazer or anything simi-
jar, Al letters answerad, Write to: Mr. R.
Aoberison, 19 Littlebury Green, Basildon,
Ezsa 5513 1PA or phone (0268)-584008 in
the avenings

¥L/XE PENPALS: Contact wanted with any
B-bit wsers still ow there, equipped with disk
drivie, with & view to axchanging hints & tips,
@i, on programming and software. Mark
Jomas, 48 Maendy Way, W.Poninewydd,
Cwmbran, Gwent NP44 SHW

ST USERS: Wanted to swap hins, tips, atc.,
all letiers answered. Contact: R.Chaprman,
19 Coleridige Close, Leyfields, Tamworth,
Staffs BT BDS

XE PENPALS: | have gol many cassetie
gamaes for the 65XE with XC12. Would you
like to exchange some of yours for mine?
Please writé with It All letters answarad,
Mr.Jean-Piarre [Staff), 38 Lancaster Gate,

XL/
XE

BROKEN JOYSTICK?
Mine out of ten ‘broken joysticks require
only a replacemant cable since the wirgs

E;ftm. break at ihe I}1aluuﬂ a?ﬂé 'mtgej?taﬂ
pe joysticks, simply siip the spa
of mg replacement cabla onto the Fg

Should fit other joysticks aithough the
lugs may need replacing

OTHER CABLES FOR 5T

MOVE YOUR PRINTER
Miost printer cables are only 1 matre
forcing you to keep the printer close to
your computer. You don't need to be o
restricted, these excelient guality lon
cables will solve the protdem. For 3T to
any Centronics printer.

2 mefres £7.95

REPLAEEHENT ST
EXTENSION CABLES

HARD (5K REPLATEMENT CABLE 1 METRE REPLACENENT
BouEi e 8 oo os
2 METRE FLOPEY DiSK DRNE CABLE £1335  NUKE T0 BRIND MONITOR £29
7 METRE FLOPPY DISK DRIVE EXTENSION CABLE  D1435  KLOE 10 SCART £4.05
%ﬁmmmnmmm CIRES  yioE 19 COMPOSITE VIDED £945
SAST 10 PHILIPS B533 MONITOR FILSS

WONDCOLOLR SWITCH UNIT : ¢ All cables are top quality
it s i for faultless data transfer
PR OF COILED DI 695

3 metres £11.95 5 metres £15.95

Post and packing free in UK. Send cheque or P.0. or quole Accesd/Visa sumbar to

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR
Telephone orders by Access or Visa accepted. Tel. 0785 213028

ST JOYSTICK/MOUSE
EXTENDER
Mo more fiddling about underneath your
1040 or 520. This short extender al
bath joystick and mouse to be connected
a short way trom the sockels. Saves wear
on the qu and sockets and makes
swapping of joystick and mouse easy
£5.95

CABLES FOR XL/XE

ST fo 850 NULL MODEM CABLE

i gnu already hawe an B50 interface or
P-H: Connechion you can now hook your
XL/XE up to your ST and transfer files
with any comms program. This cable
simply plugs between the interface and
ST modem port. Use Kermit (available on
both machines) or similar to transfer files

London W2 3ND

XL USER: My nams is Peter and | have a
A00XL and 1050 disk drive with laser and
over 200 disks. | have Forth, Pascal, Turbo
ete., and would like to contact any make’
female of any age to exchange nfo. Write
to: 10 Sunningdale Avenue, Acton, Londan
W3 TNS

B-BIT PENPALS: | have an BOD (48K), 1050
drive and 1010 fape. | would ke 1o contact
anybody with an 8-bit and disk. | like almost
all types ol software especially graphics. |
also have a Koala Pad. Write to: Gordon
McHeown, 1 Tye Gardens, Swindan, Wills
58NS BES

XE PENPALS: | would like to hear from
amyone wheo has a 65XEMI0XE. | have a
BSXE and XC12 datacorder and various soft-
ware hims & tips. If you are interasted
please write 1o me with hints and tips on
goffwane. ALL letters answerad, write to Lee
Gireenfield, 3 Hadlay Clase, Elstree, Hers
WDE LB

HELP!: | would like to hear from anyane
who has an B00XL (or similar) atong with a
£.25 drive and printer. | once owned an
BO0XL mysell and have put data onto Some
digks which | would now like 1o see in print. |
giill have my copy of Minl-Office 1| and the
relevant data disks. Maturalty, | will pay for
this service should you wish 1. Only con-
straint iz not TOO far pleasa! Write 1o;
Mr.G_Hazel, 7 Church Road, Harefield, Mid-
dlesex UBS 6OW (Thanks!)

8-BIT PENPALS: | would love 1o hear from
anyone in the World 1o swap hints and tips,
ete., all letters answered. Write to: Andy, 25
Malcolm Avenue, Clifion, Swinton, Manches-
ter MET 2HF, EMGLAMD

may be used by any genuine Atari
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on a separate sheet of paper. not as

following:

and *20 respectively.
Change line 2110 to

CATCH DAY (ISSUE 39):
typed in the listing will have discovered that it doesn't work.
This listing has a weird problem that we have never come
across before in six years of publishing. The original SAVEd
version (on the Issue disk) runs perfectly but if you LIST that
version to disk and then ENTER it, it no longer runs throwing up
errors that make no sense at all! If anyone knows why, we
would like to know but in the meantime reader Jim Howarth
has come up with a fix that works, just don't ask why! Try the

UPDATE

What a pig! Anyone who

1. Put a REM at the beginning of line 276
2. Change T35 in line 2105 to read F§

The above will get you a working program but Jim also suggests
the following amendments to ‘fine tune’ the game.

Exchange the inverse bracket in line 275 fora T

Amend the random values in lines 2100 and 2105 to *10

2110 LE=LB+INT(RND(0)*6+1:F=F+ 1. RETURN

TURBO BASIC COLUMN

Gordon Cameron sends his apologies to Turbo fans for the

lack of a column this issue. University commitments and sever-

al changes of address (leaving Gordon at one address and his

130XE at another!) meant that there was no time to get the
column done. Back next time, promise!




STOS COLUMN

Redefining
the keyboard

Mini Slide Show
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from Domark - playing ||
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never been so much fun?

CARTOON CAPERS -
‘ : _ winner of Mandarin's

S5TOS programming
competition and soon
== to be released as the
first official STOS
written game
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DRAKKHEN is the first role playing
game from Infogrames

IRON TRACKERS - a two person arcade
ST NEWS adventure again from Infogrames

Infogrames seem to have a busy schedule ahead despite, it seems, now working from France once again (that's where all
the info is coming from) with the launch of their Pocketsoft label which will bring you budget price (that means £9.99)
versions of the Infogrames hits like CAPTAIN BLOOD, TNT, STIR CRAZY, MACADAM BUMPER, PHOENIX and TURBO CT.
For some reason these games will only be available on double sided disks despite being originally issued as single sided
disks. New releases from Infogrames include NORTH AND SOUTH a game based on the American Civil War and combining
strategy, tactics and arcade. DRAKKHEN has been under development for over a year by a programming team of five people
so it should be good. It is a role playing game based on a far planet where a strange island is growing at an alarming
rate, the intrepid adventurers must discover the secrets of a new Genesis on the planet. Domark capitalise on the success
of Trivial Pursuit with the release of PICTIONARY, the computer version of the popular board game. Of course there's
no stopping Microprose who in their many guises now seem to have grabbed a large share of the games market. RAINBOW
WARRIOR is a new unique computer game in which ‘players conduct peaceful, direct actions to bring about a better world’.
Wot, no blasting? ACTION FIGHTER is based on the Sega arcade game, four tough sections battling over land and sea.
We are going to run out of room so here’s just a list of others to look out for in the coming months under the MicroStyle,
MicroStatus or Firebird labels - STUNT CAR RACER, TOWER OF BABEL, RAINBOW ISLANDS, ORIENTAL GAMES, RICK
DANGEROUS, XENOPHOBE, RAT PACK, EPOCH, QUARTZ, SURVIVOR, MIDWINTER AND CONTACT. Wow, any room for
other publisher’s stuff on the shelves? Populous fanatics can have even more fun with the release by Electronic Arts of
POPULOUS: THE PROMISED LANDS which has data for five new worlds. Activision also keep busy with GHOSTBUSTERS
II planned for December and ALTERED BEAST in which you have to ‘collect the mystical spirit balls from your slayed
opponents’. Not sure what category that fits into! Also due are SUPER WONDERBOY and DYNAMITE DUX. Activision also
have a flight simulator planned called BOMBER. Could be interesting. Time to go, look out for reviews of many of these
games as (if?) they come in.




"IN VEHTOHY COHTRDL
at CASH REGISTER PHICES!"

c cITT"' (LT

nventory Control package. For the price of a cash
register, you can own the complete Bar Code Ready

- Complete cash register functions

* Flexible inventory control for 65,500 products

+ Daily, period and yearly reporting

+ Price/product labels with optional bar code

» Reads bar code directly from packaging

» Coupon issue and redemption(fixed or % of sale)

» Customized receipts, inventory and reporting

+ Ready-to-mail purchase orders with automatic
re-order calculation

« Commission calculation for 15 sales clerks

+ Mailing lists in list and label formats

+ Lay-aways, auto-discounts, stock searches

+ Categories, departments, non-stock items

+ Between-store reporting via modem

i - User-friendly error correction and training manual

£2d9 + V.A-T. 'I'Ddi:]lST.' Monochrome
mm “ 'l!FI mn ﬂﬂ
SOFTWARE | --= s " o
AR, | =Es G4 8
22213 BROAD STREET. :..:: T‘::.':",:'.'L. S - I
BIRMINGHAM, BIS 1AY | | oy - lEi gl
Telephone: O21-643 9100 [l Tms ™ = Hhe 4

TeleF

O21-4643 B358

(A UNIX CLONE)
FOR THE ATARI ST

Yes most of the power of a unix type multi tasking, multi user
system that will run on any ATARI ST ideal for use as the main
ST operating system, or as the best unix teaching aid available.

Supplied on 8 single sided floppy disks, that contain the MINIX
operating system, plus approx 100 unix utilities, full source code
for system and all commands.

TOGETHER WITH ‘C’ COMPILER,
ASSEMBLER, LINKER AND MANUAL

Also 719 page OPERATING SYSTEM book available for MINIX

MINIX for the ATARI ST £85.60p + vat
MINIX Version 1.3 for the IBM PC/XT/ATE40K £85.60p + vat
MINIX upgrade kit to Version 1.3 from 1.10r1.2  £32.10p + vat
OPERATING SYSTEMS book 719 pages £19.95 no vat

Full range of books on MINIX/UNIX available
Registered User Support Service

ACCESS - VISA by PHONE, same day despatch P & P £3.00p
S.AE. for full details

THE MINIX CENTRE
FORNCETT-END Nr NORWICH
NORFOLK, ENGLAND NR16 1HT
TEL:- 095389345

MINIX iz & frade mark of Prentice Hall. UNIX s a trage mark of AT&T
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For High Quality PostScript
output on a Linotronic 300
printer af resolutions of up fo
2400 lines per inch.

From your Atari using Fleet Street Publisher
files or PostScript files from other programs.
Prices from £3.00 per A4 page

For an information  Phil Coates

pack, sendyour  Setting Studio

name and St Thom03 Street Workshops 3

address to: St Thomas Street - i
Newcastle upon Tyne B.ET-T-1-N-G
NE1 4LE 5. 1.0-0-1-0f

CABLES

for your ST

MOVE YOUR PRINTER

Most printer cables are only 1 metre
forcing you to keep the printer close to
your computer. You don’t need o be 50
restricted, these axcellent quality long
cables will solve the problem. For 5T fo
any Centronics printer.

2 melres £7.95

3 metres £11.95 5 metres £15.95

ST to ST NULL MODEM CABLE

Now you can play all those games like Populous, F-16 Falcon
and others in two player mode by connecting your ST to a
friend’s machine. Simply connect two machings together with
this 2 metre cable and play away!

Price £9.95
OTHER CABLES FOR 5T
HARD DISK REPLACEMENT CABLE

ST JOYSTICK/MOUSE
EXTENDER

Mo more fiddling about underneath your
1040 or 520. This short extender allows
both joystick and mouse to be connected
& short way from tha sockets. Saves wear
on the plugs and sockets and makes
swapping of jmrsftgk and mouse easy

£13.95

HARD DISK EXTENSION CABLE (1 METRE) £14.95
HARD DISK EXTENSION CABLE (2 METRE) £15.95
2 METRE FLOPPY DISK DRIVE CABLE £13.95
2 METRE FLOPPY DISK DRIVE EXTENSION CABLE £14.95
1040ST/5205TFM TO MONITOR WITH SCART SOCKET £10.95
5205T TO PHILIPS 8533 MONITOR £10.95
MONO/COLOUR SWITCH UNIT £19.95

(Allows mono and colour monitors to remain :nnnenled and switched)
PAIR OF COILED MIDI LEADS £

Post and packing free in UK. Send cheque or P.0. or quote Access/Visa number to

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR
Telephone orders by Access or Visa accepted. Tel. 0785 213928




- BORODINO ... ARMADA

TWO CLASSIC WARGAMES FROM ATARI

orodino is the first of a completely
B new concept in wargaming. The

idea is to recreate what it would be
like to be the historic commander of an
army, playing only the role of one man
{and not making decisions for anyone else
in the army) and communicate with his
subordinates in the same way as his his-
torical counterpart (giving written orders,
receiving messages, asking questions and
50 on)."

This was Dr. Peter Turcan's objective
when he set out to produce Borodino,
which recreates the major confrontation
between the French and the Russians when
Commander-in-Chief Kutusov made his
last stand against Napoleon in 1812 to
prevent the fall of Moscow. Dr. Turcan has
succeeded admirably.

You can choose to play Napoleon, with
131,000 men (including 28,000 cavalry
and 587 guns), or Kutusov, with 120,000
men (including 17,000 cavalry, 7,000 Cos-
sacks, 10,000 volunteers and 640 pieces of
artillery). Or you can play a two player
version - even by mail if you wish - you
can post the data diskette with the saved
game!

But whichever way you to choose to play
it you are restricted to the capabilities of
the one character you have chosen.
Although you can look in any direction
you can only see what Napoleon {assum-
ing you are playing him) would see - a
couple of miles of 3- D landscape with the
armies scattered across it. You can only
send messages out in real time - your
messengers have to ride across the battle-
field to deliver the messages, which may
be misunderstood or ignored, or indeed
never arrive! The only other information
you get is reports-and requests from your
generals and colonels - which often arrive
too late for you to use - just like real life!

You enter your commands in English
using a powerful adventure- style parser.
Sample commands are: NEY ORDER YOUR
ARTILLERY TO MOVE 1/2 MILE EAST.
DAVOUT ORDER 2 INFANTRY DIVISIONS
TO DEFEND THE WOOD 1 MILE NORTH
OF YOU, EUGENE SHELL THE ENEMY

Title: BORODINO and
ARMADA

Publisher: ATARI

Price:; £29.99 each

Reviewer:  John Sweeney

CAVALRY 1 MILE NORTH OF
YOU FOR 30 MINUTES,
MONTBRUN, AT 6.30 AM
GIVE SUPPORT TO NEY AND
DAVOUT., EUGENE, FORM AN
ATTACK LINE FROM THE
MNORTH FLANK TO THE PON-
TOOMNS LINKING WITH NEY.

These, and many others, are
all clearly explained in the
detailed 64-page manual
which comes with the game.
You also get a laminated map
showing the battlefield. One
side shows the main moves
which occurred in the actual
battle, the other side is for
you to record your current
battle, using the specially pro-
vided pen.

To help you in your planning
you can use the mouse as a
telescope to request detailed
information about anything
in sight. Once you have en-
tered a set of orders the com-
puter spends two or three mi-
nutes simulating the next
guarter of an hour of the bat-
tle. Brief messages flash up to indicate the
current phase, PLANNING, MOVING, FIR-
ING, etc.,, then the 3-D view is redrawn.
The manual tells us that "the battle is
fought to extremely detailed rules, similar
to tabletop wargame rules." But in the
spirit of the game, you, as Napoleon, just
get to see the results!

Fortunately, for those who need a little
more help, the game provides some ‘cheat’
modes which allow you to see all messages
between the lesser generals (yours and the
enemy's) and to view the battlefield from
any position.

Armada is virtually identical in concept.
It is 1588 and you get to play Lord Howard
with 72 ships or the Duke of Medina-
Sidonia with his Spanish Armada of 97
ships (there were more but the smallest
ones are not implemented!). This is a little
faster - half an hour of battle takes 1 to 2
minutes; screen redrawing is 5 to 10
seconds rather than 10 to 15 (water is
easier to draw than land!); and there are
lots of new commands which relate to sea
battles: SIGNAL DRAKE, ORDER 4 SHIPS
TO SAIL TO PLYMOUTH. CAPTAIN MOVE
ALONGSIDE THE REVENGE. SIGNAL
HAWKINS TO SAIL IN DOUBLE CRESCENT
FORMATION. SIGNAL DRAKE TO SHA-
DOW THE ENEMY TO THE SOUTHEAST.

Above - Armarda. Top - Borodino

SIGMAL HAWEKINS, AT 2.30 PM TODAY
ADOPT GRAPPLING TACTICS. SIGNAL
FROBISHER TO BLOCKADE PLYMOUTH,
And so on!

Armada lasts for five days (as opposed to
Borodino's one) but there are SAVE facili-
ties plus an optional two day battle for
you to train on.

® GAMEPLAY - excellent range of
commands and parser - a well
thought out and presented idea.

® GRAPHICS - good 3-D represen-
tation of the terrain and the
armies or fleets - the only anima-
tion is an optional view of the
cannon-fire - tiny clouds of dust
when they hit.

® SOUND - None.

® VERDICT - If you are not a
serious wargamer you may find it
rather too slow and complex. But
for those who want to play a REAL
wargame, you won't get one much
more accurate than this.
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ARCHIPELAGOS

exploring the land of a thousand islands

rchipelagos is quite a difficult
A game to review; people seem (o

either love it or hate it. It claims
to be "completely new", "without violence"
and to "defy classification”, but sadly I
cannot really agree with all of that. Any-
one who has played Sentinel is bound to
get a feeling of deja vu with the game
mechanics. Like Sentinel and Virus it is set
in a three dimensional scrolling land-
scape, which is done very well, but suffers
in comparison in that all the land is flat.

Pointing at nearby squares with the mouse
will move you to them, pointing at spore
pods sucks their energy out for you to use -
very reminiscent of Sentinel!

Each of the 9,999 landscapes is a group of
islands (ARCHIPELAGO: a sea abounding
in islands, a group of islands - surely you
knew that!) which you need to join
together using the F1 key to build new
land. Once they are joined you can destroy
lots of big rocks and then blast your prime
obijective - the Obelisk! (Non-Violent?)

F2 gets you an overhead map of the
whole archipelago so that you can plan
your attack. Most of the maps are random
groups of islands, getting progressively
harder as you go along, but about twenty
are detailed maps of Europe, UK, the
Logotron Turtle, etc. which are rather fine.

To prevent you in your attempts to des-
troy the Obelisks there are a number of
nasties after you. Arboreal Trees spiral up
and down and move slowly towards you,

Title: ARCHIPELAGOS
Publisherr LOGOTRON

Price: £19.95

Reviewer: John Sweeney
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covering the land
with blood which
destroys you at the
slightest touch
(Hey! I thought
this was non-vio-
lent!). The Trees
only move when
they reach the bot-
tom of their spiral,
so they are not too
hard to avoid.

Necromancers
wander around
destroying the
ground, usually in
the most inconve-
nient places but fortunately they are fairly
slow and dumb so you can lead them out
to sea to waste time once you get the
knack of it.

Blood Eggs hatch out to claps of lightning
and either destroy their island or cover it
in blood - since you are not racing against
a time limit | usually sit out at sea until
they have finished doing their thing then
carry on with the game.

Lost Souls are little whirlwinds that wan-
der at random - if they touch you, you die.
These are the deadliest of your enemies as
they move quite fast and give no warning
of their presence. | found that a little frus-
trating - a proximity alarm to give you
some warning of their presence would
have been much friendlier.

Personally I found there wasn't
enocugh challenge in the game. I got
up to level 35 with only a couple of
failures - usually caused by stopping
to think on the main screen instead
of the overhead map which pauses
the game for you. I never really felt
that 1 was getting enough adrenalin
up to make it worthwhile from an
action point of view, and there
doesn't seem to be much mental
challenge either - you just wander
round until you find all the rocks. |
heard someone say that it gets quite
hard around level 4000, but 1 can’t
see myself bothering to play that
far! Fortunately you can always restart at
any level up to the highest one anyone
has ever reached with your master disk.
{Though this also means that anyone in
the family can access the levels you have
reached, and that your disk is liable to
viruses since you have to keep the original
master unprotected!)

‘I found there wasn’t
enough challenge
in the game’

You need to use the F1 key constantly to
build new land - there must be a better
way. Surely they could have achieved this
with the mouse - or at least let you choose
which key vou want to use!

The supposed lack of violence is also a
little frustrating - 1 would dearly have
loved to be able to destroy one little
Dg*&$%* Necromancer after he had des-
troyed my land bridge for the fifth time!
You are surrounded by deadly enemies
and all you can do is run from them!

® SIGHT & SOUND - Excellent.
The trees make for alien-looking
landscapes, but may get a little
tedious after you have cracked the
first couple of thousand! Superb
eerie music - probably the best
part of the game!

® GAMEPILAY - Nicely presented,
but I don’t think they have man-
aged to achieve quite the right
balance of difficulty and interest

@ VERDICT - Some people love it -
but probably best to try before you
buy - you have to be addicted fo
play more than a few levels




520ST-FM SUPER PACK

1iMb DISK DRIVE
£450 OF SOFTWARE
ARCADE GAMES

. Imagine E£16.95

ST

ST COMPUTERS

The range of Atari ST computers offars something for everyone. From the games enthusiast
mmmmwdﬂnmbﬂunmmmmlmmnmmanmumm1u
make financial forecasts or lauitiess presentations. The ST offers high gquality graphics,
gound and speed for the gamer, whilst providing a fast, uses friendly and affordable solution
to business, The ST is now firmly established in the home environment and boasts a wealth
of users in education, local government, television, and a variety of differeni businesses.
Soltware for the strelches to cover applications as diverse as ENTERTAINMENT,
ACCOUNTS, ART, COMMUNICATIONS, COMPUTER AIDED DESIGHN, DATABASES,
DESKTOP PUBLISHING, EDUCATION, MUSIC, PROGRAMMING, SPREADSHEETS, WOAD
PROCESSING and more, For a full list of the software available, as wall as details of the 5T
range, complate and return the coupon below. AN pricen comict i D TR 0 joing o e, EBOE

520ST-FM EXPLORER PACK

WITH BUILT-IN 1iMb DISK DRIVE

Beyond The lce Palace ... ... Elite £18.85
BlackLlamp . ... ... Firebird E19.95

Ikari Warriors SE—— -
Electronic Arts

The Adan Super Pack is ideal for il you wni 10 et off o a flying start
dmu-.minmmaznmni The Pack includes a S25T-FM Seconds Out .. Tynesoft £19.95

with ' FAM, B budi-in TMb disk drive, ovar E450 of top games and

w.ﬂmmmwmﬂmmmihmes: Summer Olymplad 88 . Tynesoft £18.95

mm[wnwm:mummnmmmm mwm
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A MIDIot’s Guide to Music Making on the Atari

* Bringing it
All Together

take a look at voice editing and music scoring software, and
at setting up your own low cost home recording studio.

One of the most fascinating aspects of using a synthesiser is the
production of your own unigque sounds via customised voice
patches. While it's true that most instruments you buy today
have dozens (sometimes hundreds) of perfectly good pre-set
sounds, there's nothing quite like inventing your own. To do this
you have to be able to program the sound generating compo-
nents of your synthesiser. Inexpensive home keyboards often
have no facilities for doing this, so you're stuck with the pre-sets -
something to bear in mind when buying one. Once again the
low cost Yamaha PS5-680 home keyboard/synthesiser we've used
as our example in this serles demonstrates its good value by
providing such facilities, although they're limited compared with
more upmarket instruments.

Depending on the synthesiser you could have to set a HUNDRED
or more parameters to define that unique sound, each one input
as a numeric value via fiddly little pushbuttons and miniscule
LCD/LED display on the synth's front panel. Trying to produce
the sound you want this way can soon reduce you to a boss-eyed,
gibbering wreck! So - let the ST do the hard work!

I n this, the final part of our beginner's guide to MIDI, we

VOICE PATCH EDITORS

There are dozens of voice patch editors available for the 5T,
priced from around £2 for public domain programs to around
£150 for top class professional quality software. They all work on
a similar principle, using MIDI's System Exclusive facilities. They
can upload the parameters of an existing sound from your
synth, display them on your computer screen, change them, and
download them to the synth again for immediate playing. Or
you can start from scratch and just download a complete set of
brand new parameters. Some synths, such as the Roland MT-32,
can ONLY be programmed this way, having no front panel
editing facilities.

Better yet, some software will display certain parameters in
graphical form, displaying the ‘'shape’ of the sound onscreen.

Desk File Casio Patch Envelope
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One of several excellent public domain voice patch editors - this one
for the Casio - others are avialable for Yamaha and other synths
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John S Davison concludes
this beginners guide to the
world of Midi with a look at
some additional software
and suggestions for audio
recording of your newly
composed masterpieces

You modify the sound by redrawing its shape - much easier than
working with streams of numbers. If you're really stuck for ideas
some programs will even randomise parameter values for you, in
the hope of hitting on a usable sound by chance!

Once you've produced an acceptable patch you'll want to be
able to use it whenever you wish, and this means finding
somewhere to store it. Most synths have battery powered long-
term memory banks for this purpose, but you'll soon fill these,
and the RAMcard storage used by some synths tends to be very
costly. Again, the solution lies with the computer. Most patch
editors also include a librarian facility, allowing patches to be
stored on disk, often grouping similar sounds together for con-
venience of later retrieval.

Patch editors are usually designed to work with specific makes
and models of synthesiser. This dependency could be inconve-
nient as it means you could have to buy a new patch editor if
you buy a new synth. However, ‘universal’ editors (such as Hollis
Research's MIDIman, £79) capable of handling a range of instru-
ments from different manufacturers have recently appeared -
worth thinking about if you plan to expand your MIDI system in
the future, Some of the best editors may be found in the Stein-
berg Synthworks range of software. They're expensive at around
£100 a time, but are superb quality products.

Regrettably, I've seen no voice editing or librarian software for
the P55-680, not even public domain material. Editing isn't
difficult as the P55-680 has only 9 parameters to manipulate, but
a voice library on disk would be very useful. If you know of
anything, perhaps something you've written yourself, please
write to me (care of Page 6) and I'll publicise it.

BE YOUR OWN MUSIC PUBLISHER

After sweating blood over your 5T'and MIDI keyboards for weeks
you eventually produce a musical masterpiece (you think!). If it's
any good you'll want other people to hear it or even perform it
themselves, won't you? So why don't you turn your masterpiece
into printed form as sheet music, or record it onto cassette tape
that anyone can play on their Walkman or ghettoblaster?




by John S Davison

By far the easiest way to produce sheet music is to use a
sequencer with built-in music printing facilities, or which inter-
faces to a separate score printing program. Remember that most
sequencers use their own unique file format, so you can't just
take any old sequencer file and expect it to work with any score
printing program. You usually have to use programs from the
same manufacturer, although some will read files from other
sources. This messy situation could change in future with the
advent of the MIDI File Standard, which is designed to make files
interchangeable between MIDI based programs from different
manufacturers.

Like sequencers, score printing programs range from the cheap
and cheerful to professional level music publishing systems. The
cheapest music printing facility 1've seen is that contained in
Activision's Music Studio. This is little more than a printer dump
of what you see on the screen with no control over how it's
printed, but at around £25 for the whole package you can't
really grumble.

Midprice packages include Hybrid Arts' EZ-Score at around
£130, which is designed to complement their EZ-Track sequencer.
It gives much more control over the printing, but has limited
stave handling. Dr. T's Copyist series of packages (from around
£80) are also worth a look.

At the top end of the market are programs such as Steinberg’s
Master Score and C-Lab's Notator, but we're talking serious
money here as these cost several hundred pounds apiece. Howev-
er, they give the composer/arranger complete control over vir-
tually all aspects of the printed output, and the results are superb
- just like the sheet music you buy in the shops. Master Score is
really a companion for Steinberg’s own Pro-24 and Pro-12 se-
quencers, while Notator is a combined sequencer and score
printing package.

Don't forget you'll also need a suitable printer. The minimum is
usually an Epson compatible (graphics capable) dot matrix prin-
ter, although individual score printing packages may provide
drivers for other types.

BECOME A RECORDING STAR!

The best way of showing off your masterpiece is to record it onto
cassette. To do this you'll need to add a few items to your MIDI
setup, in effect turning it into a mini recording studio. Now don't
get alarmed about the cost, as you may already own the items
needed!

Obviously, you'll need a cassette recorder. It doesn’t have to be
an expensive multi-track ‘porta-studio’ job, an ordinary domestic
stereo machine will do. For best results it should have line inputs,
s0 you can record directly from your synth without the need to
use microphones. The PS5-680 has stereo line outputs originally
designed to connect to an external amplification system, but is
suitable for use with recording gear too. In my case 1 just connect
these directly to my hi-fi cassette deck's line inputs with ordinary
phono leads - and bingo - instant recording studio! Now, when
you fire up the MIDI sequencer on your ST to playback your
masterpiece you'll find you can record the glorious sounds you've
created. They're real sounds this time, not MIDI data, so you can
play them back on any cassette machine.

If you play the tape back through a decent hi-fi system you'll get
a pleasant surprise. It sounds GREAT! The lesson learned is that a
humble home keyboard like the PS5-680 can't realise its full
sonic potential through its built-in amplification facilities, so the
next addition to your studio should be a separate amplification
system. If you can position your hi-fi near to your ST and synth
then the problem is solved - just connect the synth's outputs to
the Aux In on your hi-fi. Check that they match electrically first,
though.

If you can’t use your hi-fi consider buying a pair of powered hi-fi
speakers, available for around £100 from companies like Whar-
fedale or Goodmans. These are good quality bookshelf speakers
containing built-in amplifiers, and make ideal home studio
monitors. If you can’t afford any of these options, then try
listening on a pair of good quality headphones. Again, if you've
only heard your home keyboard play through its built-in speak-
ers the improvement in sound quality will astound you.

If you add more sound sources to your setup, such as expander
modules, samplers, or drum machines, you'll need to combine
their outputs for recording purposes, requiring an audio mixer of
some description. Very simple four channel mixers cost from
around £20 from Tandy's, but you could pay hundreds of pounds
for one with lots of channels and additional recording facilities,
such as tone equalisation and sound positioning.

The sounds you make on your synth can be improved treme-
ndously by judicious use of special effects such as reverberation
and echo, so you might want to add an effects processor. Yama-
ha, Alesis, and others can supply these from around £150 for a
box capable of producing several different effects.

The final item you might include is that multi-track cassette
recorder, particularly if you intend adding the sound of other
instrumentalists or singers to your own efforts. But that's a whole
new ballgame and beyond the scope of our beginner’s guide to
MIDIL
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Superscore a combined score program and sequencer that can record
and play back as well as printing top quality scores - but at a price!

From here on the sky's the limit. You start climbing out of the
amateur arena and into the world of the professional musician.
Many of the famous bands you hear today produce their music
using the same basic tools and techniques we've looked at in this
series of articles. A surprising number of them originally started
with a simple home MIDI recording studio, and many still do
much of the work on their music at home. This saves thousands
of pounds in professional studio hire fees and gives the musician
a level of freedom undreamed of just a few years ago.

This revolution was largely brought about by MIDI, aided and
abetted by the arrival of the ST with its built-in MIDI ports. You,
the ST user, can easily join this revolution and follow in the
footsteps of today's music stars. Who knows where they might
lead you? .
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s an avid user of Sub-
A logic's legendary Flight
Simulator 11 (F52) 1

was really excited by the pros-
pect of flying Jet, their latest
simulator for the ST but let
me say straight away that Jet
is nothing like FS2. There are
certain visual similarities, it
can use FS2's scenery disks,
and it has a similar two play-
er mode using two interlinked
5T's, but otherwise the pro-
ducts are as different as they
could be.

Jet places you in the cockpit
of either a land based F16
Fighting Falcon or a carrier
based F/A18 Hornet. You're given a choice
of missions in each, ranging through prac-
tice; dogfighting; ground target strike; a
combined mission involving dogfighting
and ground attack; and free flight, which
allows you to explore the scenery of Jet's
world unmolested by enemy action.

After selecting your aircraft, mission type,
and difficulty level you're taken to an
armaments screen to choose a weapon
load appropriate to the mission. Ordnance
includes short and long range air-to-air
missiles, air-to-ground missiles, bombs,
and cannon shells. Then, depending on
the mission chosen, you'll find yourself
sitting in the cockpit of an F16 or F/A18
located either on an airfield or on the
catapult deck of a Nimitz class aircraft
carrier,

Most of the screen is occupied by your
outside view, and unlike F52, Jet’s in-
strumentation isn't authentic and has
been cut to a minimum. Primary flight
information is displayed in thin strips on
the four edges of the screen. There are also
various warning lights, a few secondary
instruments, and rudimentary radio navi-
gation aids to guide you back to your
base.

Additional information may be toggled
on and off the screen, including map and
radar windows, and an attitude indicator.
This is projected as a "head-up display’ on

Title: JET

Publisher: Sublogic
Price: £39.95
Reviewer:  John § Davison
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SUBLOGIC's

the windscreen, providing vital pitch and
bank information useful during a
dogfight.

Control may be any mix of mouse, joys-
tick, or keyboard. Primary flight controls
are rather oversensitive, making accurate
control difficult. Flight behaviour isn't too
convincing either, particularly during
landings. This is probably a blessing in
disguise though, as it makes landings
easier - and you need all the help you can
get when landing the F/A18 back on the
aircraft carrier's deck!

LETHAL MIGS

If you choose degfighting vou'll meet
some rather aggressive MiG-21 and MiG-
23 aircraft soon after takeoff. They're
graphically well portrayed and each type
is clearly identifiable at close range. They
manoeuvre realistically, and it takes skill
to beat them. You're helped in this by the
tracking boxes and ranging circle projec-
ted onto your head-up display by the air-
craft's attack systems.

There's a problem though. Sublogic seem
to have made things too difficult, as even
at the easiest levels the MiGs fire far too
many missiles at you. The only defence is
violent manoeuvring - there's no chatff,
flares, or other countermeasures you can
use. All too often you get blasted out of the
sky, although if you're quick you might
get the chance to eject. In this case you see
yourself floating to earth on a parachute,
where you're rescued and given another
aircraft to fly.

Ground attack in the F16 has you taking
out enemy ground targets, including a

power station, bridges, docks,
and such like. In F/A18 mode
yvour targets are Kynda-class mis-
sile cruisers of the Soviet navy.
Again, you're helped by target-
ing cues projected onto your
head-up display. Enemy targets
are guarded by surface-to-air
missiles, and once more these
seem to be overdone somewhat,
as you spend almost all your
time avoiding missiles rather
than attacking the enemy. For
me this rather spoiled the action.
Ground scenery consists of flat
areas plus occasional pyramid
shaped mountains. There's also
the odd road, river, and airfield,
plus the targets mentioned above. All are
shown in 3D colour filled graphics where
appropriate. In the F/A18 missions the sea
is featureless except for your carrier, the
enemy vessels, and areas ruled with white
parallel lines (representing wawves?),

RIDE ON A MISSILE!

Jet has many of the view facilities of F52
plus a few unigue ones. You can get a 360
degree view from the cockpit in 45 degree
sections, plus vertical views up and down.
There are also spotter plane views from the
side and behind your aircraft, control
tower and tracking views, and a great op-
tion which instantly fixes the viewpoint at
the location of your aircraft at that mo-
ment AND LEAVES IT THERE. It's as if a
video camera has been set up to record
your progress - you watch yourself streak
away into the distance, and can even see
yourself dogfighting with the enemy! In
combat you can lock the view on a MiG so
you can always see him, and you can even
get the missile's eye view of an attack - as
if you were riding on the missile!

SADLY DISAPPOINTING

Owerall I found Jet disappointing, with
my main criticisms aimed at its oversensi-
tive controls, unrealistic flight behaviour,
and overzealousness on the part of the
enemy. It may-have been good when first
launched on the IBM PC in 1985, and it
still has some nice features, but it can't
really compete with the likes of Falcon and
F16 Combat Pilot.




PERSONAL NIGHTMARE

A HORROR STORY IN YOUR OWN FRONT ROOM

ots of games these days claim to be
L Graphics Adventures, though most,

like Level 9 and Magnetic Scrolls,
are really text adventures with a few pic-
tures to enhance the atmosphere. The
main exceptions to this have been the
Sierra games (King's Quest, Space Quest,
etc.) and the Mindscape ones (Uninvited,
Shadowgate, Deja Vu). Now a new com-
pany bursts onto the scene with a new
style of genuine graphics adventure - Hor-
rorsoft. Their first game, Personal Night-
mare, certainly lives up to the company
name! The plot is gruesome, you will die
lots of horrible deaths (accompanied by
suitably grotesque graphics) and you will
have to do some pretty nasty things your-
self if you want to win the game.
It is a large game with over 100 fully
pictured locations and a cast of around a
dozen characters who wander on and off
screen living their own lives while you try
to work out what is going on. The main
action takes place in a large window
which shows the current scene, Some use-
ful commands (TAKE, OPEN, EXAMINE,
LOOEK IN, etc.) are listed down the side for
you to invoke with the mouse. By pointing
at these commands and then at items in
the view you can build up sentences and
then ENTER them with the mouse’s right
button. You can also use the mouse to
open up windows showing your inventory
and the room contents, and move items
around - all very user-friendly. As well as
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Title: PERSONAL
NIGHTMARE

Publisher HORRORSOFT

Price: £29.99

Reviewer: John Sweeney

this you can type
in commands in
the traditional
manner for actions
not covered by the
1COMNS.

The game starts
in the village pub.
You have come
home to investi-
gate a rather wor-
rying letter from
your mother.
There is a hit-and-
run car ‘accident’
putside the pub
and you become
even more suspicious. Your questions and
searching soon reveal that all is not well
in the quaint little village of Tynham
Cross - rumouts abound of missing girls
and witcheraft. You have four days to dis-
cover all the secrets of this strange place -
if you can survive the nights! There is
death on every side - vampires, hell-
hounds, ghosts, demons - you name it
they've got it - and all beautifully ani-
mated. (Hint - you can still type com-
mands after the animation has started -
you don't always have to diel)

IF you can survive, and IF you can find
enough evidence to convince the local
policeman of what is going on, and IF you
can persuade him not to throw YOU into
jail, and IF you can find all the clues and
artefacts necessary to rid the world
of the evil presence behind all this,
then you might just live long
enough to see the final excellent
graphic sequences! Save frequently!

On the negative side, there are a
few minor bugs (though nothing
that will stop you finishing the
game - and they do have a new
release planned for the near future),
the parser isn't fantastic - the emph-
asis is definitely on the graphics, the
implementation is not quite perfect
(I like to be able to see the last thing
[ typed as well as the response to it,
and two minutes to reload and get
back to try again after one of the many
deaths is a little too long for my liking),
and the bottom half of the map appears to
be printed back to front! The pictures do
take a few seconds to load, but at least you
get half a dozen rooms on each load (it is
nothing like as bad as Sierra) - the price
we have to pay if we want this quality of
graphics with the current technology.

ROOM

decipher it.
The axe blade

Apparentiy,;
Blow tO the Chest.

15 bBilunt and badly rusted.

whoever il was, was killed by an axe

There is a wide variety of problems for
you to solve. On the simpler side there is
the standard stuff, like making sure you
have looked everywhere and found every-
thing, and then putting what you find to
their obvious 'uses. But there are lots of
more difficult problems as well; some are
nice logical puzzles; others are to do with
being in the right place at the right time
(unfortunately the WAIT command is
rather inadequate) or in working out how
to avoid imminent death. As long as you
have the patience you will certainly get
your money's worth out of this one!
Footnote: There is a particularly nasty bug
if you get garrotted. When you restart the
game you must ALWAYS replace the game
diskette immediately after a SAVE - if you
still have problems contact Horrorsoft.

® GAMEPILAY: As long as you
accept the limitations, then most
of it is very good - I suspect the
hints columns in the magazines
will be busy with this one - it is a
hard one to finish!

® GRAPHICS: Excellent - five dis-
kettes full of pictures - but not
recommended for the very young!

® SOUND: Lots of nice little effects
which add to the atmosphere.

@ VERDICT: A little frustrating at
times, but overall a very enjoyable
experience. Watch out for more
horror in ‘Elvira, Mistress of the
Dark’ later this year!

New Atari User - Issue 40 59



ST GAMES ... ST GAMES ... ST GAMES...

WICKED

&0

very so offen a game

comes along which Is

different encugh from
the rest that it immediately
grabs your attention, Wicked,
from Electric Dreams, s a
game which has this guality
The game is based on the
ancient myth of good against
evil. You are a mere mortal
who is transformed into a star
of fire as you now serve the
great Sun God.
The game itself is basically a
single screen shoot ‘em up
which involves considerably
rnore thought than many
other games of this type
When you begin the game
the 'Eye of Infinity’ looks on as
you select your battleground
against the evil forces In any
one of the twelve greaf con-
stellations of the Universe (the
Zodiac star signs). Once you
have been transported to the
constellation of your choice a
map of the stars urrolls before

FACTS

Title:

KULT - The Temple
of Flying Saucers
Publisher: ERE Informatique
Prlce: £24.95

Reviewer: Damon Howarth

SIGHT & SOUND

Food sampled and digifised
music and spol effects, the
graphics are mind blowing and
well defailed, a gloomy rict of
colour

GAMEPLAY

Initially difficulf to pick up but
once the controls are mastered
exceplionally playabile and
addictive

VERDICT

If you like adventures, Michoel
Moorcock or Science Fiction
et it
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you, on which key
stars of the system
are highlighted. It
is af these polnts
that your fight
against the dark forces fruly
begins....

Upon entering a screen a
numiber of good and evil por-
tals can be seen, each of
which is creating good and
evil ‘growth’ respactively. The
main aim of the game is to
smother all of the evil portals
with good growth, thus win-
ning the screen because no
mere evil growth can be cre-
ated. To hinder you in your
task of purging evil are the
guardians, who are sent by
the Beast from the land of
Pandaemoniurm. During day-
tirme, where the Sun God is
visible in the centre of the
screen, you have the power
to destroy the evil guardians.
At night, when the Beast is visi-
ble, your shots are rendered

his graphic adventura is

produced by the same

people who produced
Captain Blood and Purple
saturn Day and it shows the
same excellent artwork and
strange ideologies of play.
Your role as one of the out-
lawed Tuners, (Psi powered
warrors) s to go and rescue
vour girl friend aptly named
Psi-Fi from the clutchas of the
evil tyrants in the temple. In
order fo infiltrate their organ-
isation you have to prove
yvourself worthy by finding five
skulls each protected by some
fairly mind bending puzzles.
Surprisingly you are not alone
on this trip and apart from the
rivals also trying to gain their
status you have a mental

harmless against him. Each
day and night throughout the
game the central face (Sun or
Beast) opens to reveal a Tarot
card, which in turn creates o
crystal sent from either the
land of good or evil. These
crystals have the ability o give
vou special powers but which
can work against you.

In terms of presentation
‘Wicked' is superb. Graphics
are beautifully drawn and all
anlmation is slick and in some
cases guite amusing! Sound is
also of high guality, the sam-
pled spof effects are exceallent
and add greafly to the
‘spooky’ feel of the game, My
only minor quibble is that the
background music could
have been a litfle better,

AULT

to your mentor
who appears as a
foetus and offers
clues and advice
in strange phore-
tic speech bubbles.

Many of the problems need
some form of special equip-
ment to succeed in for inst-
ance a goblet is handy in the
Twins' encounter. The first one
of these is given to you by the
Master of ceremonies but from
then you are on your own,
The atmaosphere surrounding
this game is dark and grave
and the arrwork is like that
found on the cover of maga-
zines such as Amazing Stories.
Control is by icons along the
side of the action scren and
decisions are activated by
touching various nerve cells
on the brain lcon, The pack-
age comes with literature
which conveys more of this
slightly black humour. The

Title: WICKED
Publisher: Electric Dreams
Price: £19.99

Reviewer: John Davison jnr

SIGHT & SOUND

Graphics are bright, colourful,
and shaded to greaf effect.
Sampled spot effects are won-
derful, but the back

tune lets the side down slightly

GAMEPLAY

Totally, tolally addictive. It's the
sort of gome you sit down to

play and end up realizing
you've bean playing for hours!

VERDICT

Wicked is one of best games [
have reviewed in quite a while,
It's definitely worth buying

THE TEMPLE
OF FLYING
SAUCERS

game can be solved by trial
and emor and sadly as with all
the multiple cholce genre of
adventures once the game |s
solved the appeal will drop
off. Until that occurs though
there is an addiction that is
miost surprising and even
when every visible option has
left you in a state of hair tear-
ing bewillderment it becomes
apparent that a small part of
the excellent pictures has not
been explored and more op-
tions spring to light.

When speech is uttered a sort
d squeaky jabber emits from
the speakers and since these
aliens obwviously speak a di
alect of Clanger it is halpful
that written verslons of the
words also appear. Most of
the problems are solveable
but | still cannot manage the
final room and thus can not
tell you if there is or is not a big
finish,

|
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L e
FACTS

his latest release on the

T Atari "Action Gameas’
lobel is @ mix of strategy

and action. It has you flying
around the galaxy to different
planets In search of the super
heavy atomic nuclei which
help keep the planet of Sola
II's ozone layer in operation,
You search the galaxy, which
is experiencing war conditions,
to locate mining colonies cap-
able of finding the vital subst-
ances you need. Once lo-
cated you must help thase
colonlas by re-arming and re-
sUpplying therm Qs necessany.
Throughout your mission you
will encounter many enamy
craft, who, as you would ex
pect, try to do everything in
their power to destroy you,
Your view of the proceedings
throughout the game is from
insice your hypernpace eguip-
ped spacecraft, which is cap-
able of fravelling great distan-
ces In a very short fime,

These "warps’,
however, are one
of rmy major come-
plaints about the

game. When you
activate the hyper drive,
although the special effects
which follow are extremely im-
prassive, it just Takes too long.
Cwerall the game s very com-
plex and a fough challenge. If
tackled seriously it would fake
a long fime to complete, but
there is o save game feature,
This complexity would make
the game absolutely supeart if
it were not spoilt by a number
of factors. One is the ‘over-
doing’ of some graphics. such
as the warp mentioned
above. Another is the stupid
number of allens which atfack
you. There are loads of them,
and they all move so fast it is
practically impossible 1o gdes-
troy them without suffering
considerable domage to your-
self, | also feel that the scenes

planets could be much better,
The way they are presented
makes you feal almost dizzy as
you try to locate a mining
complex or a hostlle space-
craft which is meticulousky
texaring chunks out of you.
Graphically the game is of o
falrly reasonable standard,
with presentation very pleas-
ing to the eye and colour
used to good effect. Sound,
on the other hand, is not at all
good. The monotonous fune
repeats over and over on the
title screen and adds no
‘atmosphera’ to the game.
Enterprise is supplied with a
vary comprehensive instruc-
tion manual and an amusing
and well written novella by
Graham Wayne.

FACTS

Title: STAR RAIDERS
Publisher. ATARI
Price: £14.99

Reviewsr, Damon Howarth

SIGHT & SOUND

The graphics are adequate and
af times large and effecfive
while fhe sound effects are
strong buf do nof really com-
pare to Star Trek for instance

The whole game runs smoothly
and well, things happen at
regsonable speeds and it is en-
joyable to play but nof very
addictive

A sentimenfal journey that does
not really meef the rivals of
foday - still very playable but
probably for the fanatic or the
nostalgic

) R E PN g,
he savage Zycroids,
rmalevolent robots from
deep space have come
to plunder the solar system
and destroy organic life forms.
Only the Star Raidears have the
technology and skill 1o destroy
these intruders,

This game has been about on
the B-bit Ataris for many d
long year and was a favourite
then, just how it will measurs
up on the bigger machines is
an interesting thought. The
gameplay will remind readers
of another classic game. Star
Trek, in so far as the chject is
to clear sectors of aliens within
a time lirmit while pretecting
space stafions.

Quite often the game shows
it's age and although the

STA

16-bit technology
i has been written
for it has not been

I ] used to it's full

Ll advantage. The
difference between this clas-
sic and the old Star Trek
garmes |s that once the sectors
have been found on the scan-
ners the actual battles take
place on screen as an arcade
shoot emn up as cpposad to
the two dimensional map. The
systemn feels complicated
owing to the fact that the
rmanual is a little vague and
rmakes play sound far more
complex than it actually is. In
fact once the game has been
played for a little time then it
becomes almost second na- |
ture as to which buttons to
press and what viewers 1o use,

The advanced 5T features do

not seam to have been usaed
a great deal and apart from
racasondble sound effects

Title: ENTERPRISE
Publisher. Atari
Price: £19.99

Reviewer: John Davison jnr

SIGHT & SOUND

Graphically the game Is pre-
sented fo a fairy high sfandard
with some very impressive mo-
ments. Sound, however, is nof
very good

GAMEPLAY

Very complex but a greatl
game has been spoilt by the
presence of foo many adver-
saries

VERDICT

Overall this game falls into that
indeterminate category which
is neither good nor bad

IDERS

the garme feels fo be a port
fromn the eight bit. There is a
level based entry to the game
which gives different types
and amounts of enemies and
also a lowering time limit, and
various gradeas of success that
give tha successful candidate
differing ranks according fo
number of enemy kiled at
which level of play.

The game is most entertaining
and can arnuse for an hour or
s0 and it is evident why it was
such a hit on the original Atari
machines but unforfunatahy
the theme has been done
better since. Either the new
version of Star Trek which has
better looking fight simulations
of even Star Fleet Battles with
better tactical appeal
dithough lesser graphics could
be better alternatfives. Having
said that | enjoyed playing the
game and it sparked off
memornes of earlier ages.
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STARBREAKER
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ou are o become one
Y of the elite band of

planet clearers and
guardian of the homewaorlds in
this Atar shoot "em up. Tha
action takes place on two
levels, the first of which is g
defender like set up wherein
the small fighter craft has to
blast ifs way across a horizon-
tal planetscape looking for the
entrances to various bases so
that it may land to start the
second part of the game,
The travel stage is @ smooth
scrolling fast plece of arcade
action that will be familicr to
all, with smart bombs and fast
firing lazers. The graphics and
spot effects af this level are
adegquate and the sprites are
well sized and nicely control-
led, although sometimes a lit-
tle finicky about ‘hot spots’
The enamy space craft are
swift and devious and it makes
a strong link game,
The second part i rmore like

Title: WEIRD DREAMS
Publisher: Rainbird
Price: £24.99

Reviewsr Damon Howarth

SIGHT & SOUND

Visually very effective, with
some howrific graphics, the spot
effects are fo the point and the
soundfrack afmospheric

GAMEPLAY

Difficult fo play and will fake
time to masfer, some more
clues on what fo do early on
would be helpful otherwise
slick and entertaining

VERDICT

I felt this fo be a game that
would need a Pythonesque,
black humour fo fully appreci-
afe - possibly a once com-
pleted, happy fo forgef game.
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Impossible Mission
ds the android
charges through
varnous under-
ground lavels
searching computer files for
more energy or repairs and
paying for these with credits
earnad by his kill points. The
eventual aim is to destroy a
giant space clam and exit the
base after detonating the self
destruct.

The artwork in this second
level is entertaining and very
cartoony, even the avil.clams
have a slight cutesay rating.
The sprites are big and the op-
tion to ran or fly is almost al-
wiays available. It is imperafive
to remember where various
iterns may be purchosad to
keep up stocks of dl neces-
sary equipment, it is also
naceassary to become adept
at quick take offs to avoid
being blown away In the des-
fruction of the base,

There s an eight bit conver-
slon feel to the game buf for
dll that It exudes a feeling of
entertainment and spors
sormne onginality within an old
genre. | found the game be-
coming quite addictive and it
made my firing finger become
quite stiff and sore after a
while, The loading screens and
the initial sight of the Star-
breaker going o battle are
most effective and show up
the Science Fiction back-
ground of the game well, It 1s
not often that two fairly classic
games are merged into a
game that neaeds some logic
and skill with all the speed of g
good arcade shoot ‘em up.
It's good to know that Atarl
can produce such games.

LISNYY

with this game through

Saturday maorning TV where
it played a vital part in the
children’s competition on Get
Fresh or something similar, At
that time it looked graphically
pretty. aithough somewhat
horrendous, but nonetheless
fairly straightforward to play.
On playing the 5T version |
find the same strange
graphics which seem akin 1o
irmpressionism or a Salvador
Dall painting with a long plot
that does not help the under-
standing of the game. It
seems that the player is frap-
pad in a nightmare and thea
only way to live is to play out
all the screans in the dream
and then defeat the final

I first became acquainted

monster. All this is
done fechnically
well and with o
zest for the surreal
that suits the
theme. Unfortunately nothing
actudlly expldins the fasks that
need to be undergone to
micike anything happen, it
took me numerous loadings fo
realise that the first screen is
merely a device to enter the
world of nightrmare and does
not neaed any action other
than a well timed jump on to
a Candy floss machine,
Subsequent screens are link-
ed through a Hall of Mirors
and goelng through one mimor
leads to a new encounter,
thus it seems that a rmaximum
of five different scenarios are
possible plus the closing fight.
While this does not sound a lot
believe me they are difficult. |
still do not know how 1o com-
bat the wasp in the first game

FACTS

Title: STARBREAKER
Publisher: ATARI/FRAMES
Price: £14.99

Reviewer. Damon Howarth

SIGHT & SOUND

Good spot sound effects
although the looding music is
average. Graphics are colour-

ful and exciting aodding greatly
to the enjoyment of the game

GAMEPLAY

Fast and furious, all the
pleasant sensations of smooth
scrofling and a most enjoyable
axparience, nof too difficul
either!

VERDICT

A good revamp pf old ideas,
worth a fryout af least and
probably appealing to nostal-
glc arcode fans

WEIRD DREAMS

although | can run away from
it very well On some screens
the means to defeat the nas-
ties are possibly obvious, for
example catch the fish that fly
through the cir to hit the Eas-
ter Island monsters, or pick up
a garden stick to fence with
the man eating plants,

The sprites are big and well
formed. even the acfion is fair-
ly smooth although there is o
gap in crossing screens owing
to the complaxity of a screen
and the need to load each
from disk, The protection
comes from quoting o word
from the accompanying
MNovella and in the main this
works well although the pages
do have a large number of
paragraphs so a great deal of
counting is necessary.

This is a pacey surreal game
that contains some humour
but despite all It's class still
lacks o little something.
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ATARI ST SUPERDEALS

520 STFM POWER PACK £359.00

Inc VAT and Mext day Delivery
Power Pack includes:

+ 5205TFM 512K Keyboard with built-in 1 Megabyte disk drive and TV
madulator

#  Over £550 worth of games software including Outrun, R-Type, Super
Hang-On, Sgane Harrier, Alerburner and 15 other games

+ (Organiser Business software including WORD PROCESSOR, SPREAD-
SHEET and DATABASE

+  First Music and First Basic Utility software

* FREE JOYSTICK!

* Al leads, manuals PLUS MOUSE and free mains plug!

REMEMBER! Many 5T's do not come with BASIC,
ours come with ST BASIC REV D by Metacomco

1040 STFM MIDI MUSIC PACK £439.00

includes 1 Meg 10405TFM keyboard & PRO 12 Midi Music software -

1040 STFM BUSINESS PACK £439.00

Business Pack includes:
+  Atari 10405TFM Keyboard with 1 Meg memary and 1 Meg built-in disk drive plus
TV modulatar
+  £385 worth of Business software including MICROSOFT WRITE word processar
(E150), SUPERBASE PERSOMAL Database (£60), VIP PROFESSIONAL Lobus 1-2-3
Spreadsheet clone (£150) and Metacomeo Basic (£25)
4 Al leads, manuals and mouse

520 STFM EXPLORER PACK

As 5205TFM Superjfxck but with anly one free game and no joystick or Organiser

£269.00 inc

PRINTERS

Citizen 1200 inc lead

Star LC10 inc lead

Star LC10 colowr inc lead ...
Star LC24/10 24 pin inc lead
Saikosha 9 pin NLQ inc lead

£159.00
£169.00
£219.00
£279.00
£139.00

MEGA 1 BUSINESS PACK £529.00

The new MEGA 1 ST computer features a smart separale keyboard and system unit
and includes all the business software listed for our 1040 Business pack
Inc. SMC124 Mono monitor E628.00

MONITORS

Philips 8833 Colour monitor inc lead ..........
Atari SC1224 Golour monitor inc lead
Atari SM124 Mono monitor inc lead

. £229.00
£248.00
£104.00

DISK DRIVES
Atari 8F314 1 Meq inc lead

Cumana C5A354 1 Mag inc T T AR e
Atari Mepafile 30 Meg Hard DIsK ..........ccooveiiimiieininvecinnsinnnen emnane
NER N o el T2 X L s sl e e

. £139.00
£99.95
e £449.00
L

CREDIT CARD ORDERLINE 0908 378008 =

To order: either call the credil card order line above with your Access/Visa credit card details or make a cheque/PO payable to Digicom Computer Services Lid.
and send it with your order to the address below. We've moved to larger premises - Callers most welcome!

| DIGICOM
Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ
All prices include VAT and next day delivery by courier

R
VISA
RN
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or reqsons too complex

to explain here the last

of the Pharaohs bullf a
shrine to Ra, the Sun God, into
the apex of a giant pyramid,

He then placed a curse on |t -
anything sfopping the sun’s
rays shining on it during day-
light hours would be totally
destroyed. So far nothing has
happened, but at 10 o'clock
today, 26th October 1930, o
total eclipse of the sun will be
visible from Egypt. Homrors! This
means destruction of the
Macn, which In turn will cause
unspeakably nasty things to
happen to the Earth. Some-
one must break the curse by
destroying the shrine.

You've just landed your clap
ped out biplane next to the
pyramid. Equipped only with a
gun, torch, compass, bottle of
water, and a wristwateh which
tells yvou it's already 8 o'clock,
you have Just bwo hours to
save the world!

FACTS

Title: GIUEST FOR THE

TIME-BIRD
Publisher: Infogrames
Price: £24.95p

Reviewer: Damon Howarth

SIGHT & SOUND

Graphically sfimulating, acfion
and excitement everywhere,
aurally patchy varying from
highly effecfive and evocative
to fairly ordinary

GAMEPLAY

Very smoaoth but if takes fime
for various screens fo lood. Op-
tions are all pre-planned and
the feeling is one of fatalism
rather than deferminism

Wonderful Gallic romp, a touch
fussy and somefimes difficulf |
liked Kult better but this is good
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The Pharaoh was
a cunning old
dewil - he made
the route through |
the pyramid to ik

the shrine a really fough one.
You have 1o negotiate a com-
plex multi-level maze of cham-
bers, comdors, and stairs, with
the way frequently blocked by
massive stone barriers, de-
cidedly unfriendly mummiss,
and viclous booby traps. He
must have employed some
pretty slick engineers too,
judging by the way some of
those stone doors, barmiers,
and fraps operate, and by the
presence of what seems fo be
ancient Egyptian teleporation
technology!

The program usas Incentive’s
Freascape 3D graphics sys-
tam. This gives a first-pearson
subjective viewpoint of your
surroundings, allows yvou free
rmovement in three dimensions
through those surroundings.,

| Ry
o Ml

sword and wigld some

graphic sorcery. This game
is based on a popular French
comic book which does not
seem to have made it's way
over here, more's the pity,
and is an icon driven adwven-
ture similar in style fo the ill-
fated Passengers on the Wind
The task is fairly simple as
stated, recover a magic book
and discover the Timea-Bird In
order to stop the resurrection
of the ultimately evil wizard, cill
of which is repeatedly de-
scriped at the start of the
game in wonderful pictures.
The player ultimately controls
four characters although only
two, Bargon the refired knight
and the robustly proporfioned

I tis tirme to don your Gallic

e
B

and provides a greater feeling
of personal involvement. The
3D graphics arent particularly
detailed, but the frame
through which you view them
is - it's inscribed with lots of tiny
anirmated hieroglyphics.

You have fwo hours of real
tirme to find the shrine. but a
save/restore garme facility
means you don’t have to
complete the guest at one sit-
fing. Succeed and you're hon-
curad by a rather tame fire
work display. Fail and you'll
witnass the Moon’s rapid but
spectacular demise, presum-
ably caused by the Pharaoh’s
ancient Egyptian supermega
parficle bearn biaster! | never
knew anclent history could
provide such fun!

Roxanna daugh-
ter of the witch
Mara set off on
the guest.
Contral is by
clicking on the various char-
acters which opens up the
numenous option boxes either
of possessions or speech. The
systern will be recognisable fo
those who played the Passen-
ger On the Wind games
although the whole manage-
ment is better. The tfravel to
different lands is handled by a
map screen which is control-
led by an old man with a fussy
pointer but on the whole It
wiorks well. Surprisingly this is
not 50 much a hack and slay
adventure but one more
suited to diplomacy and cor-
rect choice of multiple selec-
tion diglogue boxes. Death
can come aasily but it is in
fact possible to finish the
game with only one survivor.

PR LR
FACTS

Title: TOTAL ECLIPSE
Publisher: Micro Status
Price: £24.95

Reviewer: John 5 Davison

SIGHT & SOUND

Unusual solid 3D graphics using
first-person subjective view-
point. Good atmospheric music
and sampled sound effects

GAMEPLAY

There's something here for
evernsone - arcade adveniure,
puzzle solving, and evan some

shooting for the trigger happy!

VERDICT

An absorbing garhe builf on a
crazy scenario, but with
enough variety and challenge
te hold your interesf for some
time

QUEST FOR
THE TIME-BIRD

not think it will threaten even
Kylie but it was quite accept
able for the job in hand.

One distressing note is that
the game is supplied on dou-
ble sided disks. this Is not im-
mediately noticeable and it s
not until half rmeg rmachines
stop in mid event that there is
a hint of any problem. which
can prove frustrafting fo those
with single sided drives. Furth-
ermore it likes to boot from
drive A and therefore even
those with external 1 meg
drivess may have problems.
The great saviour of the
game is the superb comic
book art work. The whole ex-
perience feels like playing in a
good quality comic with detail
beéing the prime feature and, |
suspect, offering a taste of live
inter-action for those who
actually know and love what |
believe to be a popular
French comic strip.

)
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BATTLETECH

THE CRESCENT HAWK'’S INCEPTION

fairly primitive little wargame which

involved two players simulating a
fight between two giant robots. Four or five
years later you will now find shelves full of
FASA Corporation’s extremely successful
and popular BattleTech board game mate-
rial in your local games shop - boxed sets
of war garmnes covering BattleTech,
CityTech, Aerotech, etc. plus RPG manuals
such as MechWarrior, with many associ-
ated scenarios, detailed manuals of the
five Houses which are warring over the
galaxy over 1000 years in the future, a
regular magazine (BattleTechnology) de-
voted entirely to BattleTech and its spi-
noffs, and even a manual detailing all the
regimental paint schemes for your minia-
tures!
Now at last, thanks to Infocom and West-
wood Associates, you can play BattleTech
on your 5T. Enough information is pro-
vided in the manual to set the scene, and
you can enjoy the game without having
played any other BattleTech games.
You are Jason Youngblood, 18 years old
and just about to start your training as a
BattleMech operator. A BattleMech is a
giant robot - 10 to 12 metres tall and
weighing 20 to 25 tons, bristling with las-
ers, missile launchers and guns. You sit
inside and control it!
There are three main phases to the game.
In the first phase you undertake a number
of training missions and leam how to

I n the beginning was BattleDroids - a

Title: BATTILETECH
Publisher: Infocom

Price: £24.99

Reviewer:  John Sweeney

manoeuvre and
fight in your Bat-
tleMech. A large
window shows a
bird's eye view of
the local terrain
and the enemy.
You use the mouse
to select menu op-
tions from another
window. These
allow you to direct
your movements
and target each of
your weapons on
an enemy ‘Mech
or persorn. You can
dynamically tailor the game options to
allow you to see all the ‘Mechs moving
and firing, together with short cartoons in
a small window showing some of the bat-
tle action in close-up, or you can suppress
all or any of that and just see the results.
In between the training missions you can
explore the city and invest your money -
be wise with it - you will need some
armour and weapons if you hope to sur-
vive phase twol

Your training is abruptly cut short by an
enemy attack on the planet. In the second
part of the game you will need to use your
newly acquired skills for real to survive in
this now-hostile world. You have to ex-
plore the whole planet {fortunately the
game keeps a very nice map of it all for
you!) to find friends, weapons, and
BattleMechs. With enough money
you can get your "Mechs modified to
include more armour and weapons
and make you and your friends a
really lethal battle force. Your prime
objective is to find a hidden Star
League cache of BattleMechs and
spare parts.

When you finally enter the cache
the third phase begins - solving the
puzzles of the cache to finally un-
earth the BattleMechs. This is a nice
addition to the game, requiring you
to explore a large underground
complex and find all the right codes
to open the doors, plus solve a few other
little puzzles as well. (Again, the computer
is very friendly and makes a map for you!)
The whole game is mouse driven and very
easy to play. As well as all the fighting,
you will need to explore thoroughly in
order to acquire a few artefacts that you
need and to enlist some friends, without

3
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‘a complete
departure for
Infocom’

whom you will never succeed - but don’t
trust everyone. There is lots of text to en-
hance the storyline, plus the occasional
decision to make - usually in the form of a
question to which you reply by pointing at
either YES or NO with the mouse.

You will also need lots of money and
there are plenty of ways to acquire this:
you can fight in the arena, or wander
round the countryside stomping on enemy
"Mechs - salvaging what you can if you
have the right skills, or you can invest it in
the local equivalent of the Stock Exchange!

® GAMEPLAY - Excellent - once
you iﬁ used to the controls you
can have some superb fights - it
leads you nicely through the
various quests to the endgame,
with plenty of variety along the
way

® GRAPHICS - scrolling land-
scapes, animated fight scenes,

raphical status reports on your
QMech - lots of good stuff.

® SOUND - minimal, but adequate
® VERDICT - a complete departure

for Infocom - good fun - well
worth having a look at °
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s 1 HE ROUNDUP suumss

With so many ST games being relesed it is impossible to
review them all so here John Davison jnr and Damon
Howarth present a roundup of all the others received for

ATARI Price £19.95

Cracked is a different sort of game in so far as
it iz a shooting gallery type of enterpriss, The
players job is fo defend batches of eggs from
various marauders on five different screans. A
bonus section invalving egg throwing af a roos-
tar appears af fairty random intervals and s
akso great fun.

This garme Is basically light weight and created
for fun, and as such it succeeds adrmirably,
There i no plot as such ond it feels like a day
at the fair. The graphics are fun and there are
several visugl puns along the way. a limited but
enjoyable effort.

SIGHT & SOUND: Mot a kot of sound except for
gunshots, the sprites are very good and the
transformations between live and dead farget
are amusing.

VERDICT: Very easy to understand, shoot
marauders, cateh faling eggs and enjay your-
seli. everything s simple, well imple mented and
great fun, Mot a game for prolonged play but
one to come back o regularly, a refreshing
change from scroling gomes, worth having o
unwind after a bad day af work.

DH

GO-MOKU/RENJU
Atari Price £14.99

Variations on an ancient classic orlental board
garme, sometimes known in the West as five-
in-a-raw. It's played on a big square ruled
board with counters, and is great fun to play if
you enjoy this style of gome.

SIGHT AND SOUND: As with Backgamman there
is no sound and the graphics are very simple in
appearance, being just Black on white.
Howeiver It s presented tidily and s by no
means offensive fo the aye.

VERDICT: & very good implementation of an
old favourite, Howeaver the presantation could
be a Iittle more “interesting’. Cverall it's good.
but could be befter.

JD

Firebird/Microprose Price £19.95

an arcade style scroling game in three stages.
where you play the part of the muscle bound
warmior ‘Savage’ on a mission fo rescue his
moaiden from the clutches of evil. It's one of
thaose very addictive gamas with plenty of
ghooting!

SIGHT AND SOUND: Graphics are of very high
quality. They are large, colourful and very well
animated. Sound is also good, consisting of a
catchy background fune along with some
obscure spot effects from fime to time.

VERDICT: Wery good! A nicely presented and
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review since the last issue for.

playable game with some very nice touches.
Cine of those which requires ‘just one more go’
Jo

VIRGIN GAMES
Price £19.99

A shioot “em up for two wherein the player(s)
control a helicopter and a jeep in a horzon-
tal scroling gome frying to blow up myriads
of enemias and gaining bonuses on The way'.
The end of eoch level has a speciglised
difficult wiar machine to destroy and there
are mighty snoke-like Helicopters to kil on
each level for weapon enhancements.

The sprites are well confralled and the lecp-
ing jeep is a wonderful sight to see. Fast and
furious and it is even possible for one player
ta control both machines with one joystick.

SIGHT & SOUND: Loud effects and strong
tunes run through the game - the grophics
are big, brash and smooth evernything adds
to good effect.

VERDICT: Fast and wild, never a moment 1o
take o brecth and the joystick needs to take
a pounding, a good arcade COnversion. A
great shoot "em up especially If you have a
mate to help you. Sometimes a litfle clut-
tered othenwise worth gatting.

DH

BACKGAMMON
Afari Price £14.99

A prilliant corversion of the classic board
garme which allows you fo play at several diffe-
rent levelz of difficulty. Highly addictive and
vary, very ployable either against the compu-
ter or ogainst onother player

SIGHT AND SQUND: Your averoge boord game
dosn't make a lot of noise, and neither does
this computer version, Adds to the realism |
supposa!! The graphics are old and more
than adegquate for what is needed.

VERDICT: | love the board game, and fhis com-

puter version is ideal for when there is nobody
else about to play. An excellent reproduction
of one of the oldest games of skill and chance.

JD
DOMINATOR
System 3 Price £24.99

A verfical, and in ploces horzontal, shoot "em
up game which is difficult to get info. Game
play is fairly intense although it hos this
annoying habit of sending you back o the
beginning of the levael when you die.

&IGHT AND SOUND: The rmusic on the fitle
screen is superb! Sampled keyboards, drums
and powerful guitars fhump out o catchy Tune.
The graphics are Qlso imorassive although they
could be better in ploces, ds could the:
scralling.

VERDICT: Too SLOW! Looks goad, sounds good,
plays BORING! Needs fo be more exciting for
me fo rate It as a superb game. However If you
like this style of game there aren’t many
around that are better, Personally | prefer The
shoot ‘em up style of Gridrunner.

JD
GIANTS
Us GOLD Price £29.95p

A compilation containing four games on Six
single sided disks. Outrun, Gauntlet Il 1943 and
street Fighter. These are ol competent arcade
conversions with all the Us Gold hallmarks. Be
ware of Gauntlet if you hove a printer connec-
ted to the printer port since the soffware
assurmes the printer is @ third or fourth player
inferface and messes up the game a bit. Most
of these games will be available in the next 520
bonus pack. The sef represants good value if
your collection is short of some of these
"classics'.

SIGHT & SOUND: Generally good. Gauntlet and
Street Fighter score well on both while 1943
disappoints a lithe.

VERDICT: Mice to see a compllation of decent
games, if you are short of o couple of three
than it is well worth It for the archives. Good
yvalue for money.

DH

ATARI Price £19.95

vat anather Atar retease, a sort of multi stage
wargame. There is a lot going on in this gome.
it is your task to blow up opposing navies and
their missile Dases. It & also your job to stop
enamy missles falling on to your clties with the
spy in the sky laser. All this s accomplished from
the main screen meanus which launch the play-
er into a varety of sub games. The pace is fost
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but somehow the whaole thing only parfially
caught the imaginaticn.

SIGHT & SOUND: Grophically well coloured buf
blacky, nothing special and the sound s limited
to spot effects. again possibly an eight bit con-
Wersion,

VERDICT: The game felt ponderous although
plenty went on, the missile protection section
felt like Missile Command praficiently coded
but lacking “feel’. There is nothing that is poor
about it but nothing fo raise it above
mediocre, fry before buying.

CH
TEMPEST
Atari Price £14.99 :m marsg 1 In acton

You probably wouldn't ui‘har your opinion i you saw the game in ifs two
dimensional graphics mode. This displays a very ordinary looking 20 chess boaord
ard pieces. wlth which you can play stroight, gimmickless games of chess.
Choosing the 3D option, however, should do the frick as it transports you into o
completely different world of chess. The board takes on the appearance of a
veined marble siab and the chess pleces become axgulsitely detdiled three
dimensional medieval characters - and they've d few surprises In store for you.

Cholce of graphics mode s made from the game’s optlon menus, which are
normalty hidden from view. However, when the menus are activated two cherubs
with wings aflutter descend from the top of the screen, unrolling fancy tasselled
menus as they go. Most of the usual computer chess game options are here, for
example board setup, skil level sefting. gome load/save. efc.. making the prog-
ram suitable for use both by beginners or more expert players,

After indicating vour move using the mouse some rather interesting things start

A straight conversion of the ancient arcode

arme which used a colour vector graphics it
Screen\_w i e sl to happen. The selected plece comes 1o life and WALKS to the chosen destination

sguare, using some of the best animation and sampled scund effects 've met
SIGHT AND SOUND: The action is increditly fast in a long while. Each type of chess piece has its own style (and sound) of moving,
and the graphics do not fiicker or judder inany | for instance the Knight stomps and raffles along in his armour, barging past

wiay. The sound is, to be quite honest, DREAD-
FUL and does nothing fo enhance the game at
all.

anyone in his path. And the way the &Queen seductively sways her assets as she
glides across the boord I8 a minor masferpiece of animation!
The reql fun sfarts when the destination sguare is already occupied by another
VERDICT: Very often it is a bad move to corvert | plece and has to be captured. The two opponents position themselves in the
a game of this type to a home computer. and disputed square and battle it out using whatever weapons, magic. or sheer brute
this particular version of Termpest is proof of this. | foree they have at thelr disposal. Each combination of two pleces resulfs in o
I. lowved the original, but frjis 'u'eraign bored me a different type of fight so you get fo see a wide variety of superbly animated
little as the magic ingredient which made the ; : S
arcade maching so special seems 10 be action sequences. Most of them are amusing fo watch, some hilariously so, but
missing. one or two are somewhat on the gory side. The sampled batile sounds are good
Jo | foo, although agoin some are rather oo biood-curdling for my liking. The out-
come of each battle is never In doubt - the attacking plece always wins, as you'd
expect,
SKYFOX |l Overall, Battle Chess is an enterfaining and enjoyable game, but unfortunately
» - the animated moverment and battle sequences slow down the real chess action
Electronic Arts Price £9.99 | and play havoc with your concentration. They could also become tiresome once

Spoce age ‘through the cockpit” shoot “em the initial impact wears off, but you'll have great fun until it does, though!
up. You perform different missions fo destroy
the evil forces. Not the most onginal idead. nor
the most playable game.

SIGHT AND SOUND: Graphically the game hos GAMEPLAY: The standard gome of chess with the added options of two
a very ‘chunky’ appearance and does not plavers wifhh connecfed 515 or via a modem and a rather expensive phone
show any of the ST's copabilities. The sound is i}

olso decidedly unimpressive,
SIGHT & SOUND: Superb animation of the chess pleces bringing a whole new

VERDICT: The original wasn't much good and

ihis s R R e i dimension to the game. Sound s mostly sampled and used to excellent

whatsoever, Presentation is poor and garne- affect

play is dull. Even though it is a low cost release, 3

| cannct really say that it Is value for money. VERDICT: Because of it's 'non-standard’ animation | think this one is more
JD

likely to oppedal to the newcomer fo chess rather than the serous or
expernenced player. who'd be betfer off buying something like CDS's
- superb Colossus X
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Peter Hickman
brings you the
first of your
contributions
plus a Scrolly
Message Editor
and Slide Show
all of which can
be typed in with
STOS Basic

SS
4 (:> COLUMN

n the last issue I did not have a
I chance to outline the general content
of this STOS series, 50 at the moment
this column does not have a fixed format,
in some issues [ will fill three or four poges
with a tutorial, while other issues will con-
tain programs with a small breakdown of
each so everybody can study and learn
from them.
A& small problem will be the length of the
programs published, I have written lots of
programs that are far too long to include

30 dim BUFF (Z2)
32 BUFADR=varptr (BUFF (0 )

34 for X=0 to 127

36 read BUFDATA

EB poke BUFADR+X,BUFDATA
40 next X

4] rom SESsEEEEEs
4Z data 0,27,49,50,51,52,53,54
44 data 55,54,57,48,45,461,8,%
4 data
48 data
S50 data
52 data
IS4 data
54 data
58 data
&40 data
&7 data
L4 data
Bh data
48 data
7o data
72 data
TI ram Ssiiissees
74 trap 14,16, .1 BUFADR,
74 cls

11?‘[ r#m T TSR Y L
1172 trap 14,24

111,112,91,53,13,0,97.115
100,102,103, 104, 106,107, 108,59
I%,94,0,35,122,120,99, 118
FE,LI0, 107,44 44,87 ,0,0
0,32,0,0,0,0,0,0
0,0,0,0,0,0,0,0
0,0,49,0,0,0,70,0
0.0,0,127,0,0,0,0
0,0,0,0,0,0,0,0
92,0,0,65, 46,567,568 55
54,57,52,53,54,49,50,51
48,42,13,0,0,0,0,0
0,0,0,0,0,0,0,0

A=l .11

EX rem ssssssssds READ DATA INTO A STRING READY FOR XBIOS CALL #sssssssss

EEYBO®RRD TABLE DATA (LOWER CASE OMNLY)

113,119,101,114,114,121,117,105

CaLL XBIOS AND BET UF MEW KEYBDARD

RESTORES ORIGINAL KEYBDARD LAYDUT

A

AR

DPEFAULT KEYEBOARD
LAYOUT

NOPIFIED KEYEBOARD

Lavour

RISEESIEE R S R e

Laurence Myears redefined keypad program
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in the magazine so [ intend to put them
into the PAGE 6 PD library together with
quite a few sprite banks and fonts. Now
this is nice but let's face it, a whole set of
disks filled with all these things would be
even better, and this is where you come in.
What I would like you to do is send me
{(my address is at the end of the article) all
your sprites, music, fonts, games, serious
programs, even animated cartoons and 1
will try to include some of them in this
STOS column, the rest will be organised
onto separate disks and then put into the
PAGE 6 library for everybody to study, use,
and experiment with. Any programs that
you wish to donate for the STOS column/
disks do not have to be heavily com-
mented or be accompanied with an in-
struction manual the size of War and
Peace. For all of the short programs I de-
cide to include in the column [ will do a
line-by-line breakdown, so other STOS
users can learn how to make more effec-
tive use of the commands available within
the current version of STOS, of course what
would be nice is an upgrade to STOS
which allowed PASCAL like procedures
and dynamic data structures (more on this
subject next issuel).

A REDEFINED KEYPAD

Now to this issue's programs, the first of
which is a contribution from Laurence
Myears of Gloucester. His program is a
small listing (see PROGRAM 1) which uses
the XBIOS "KEYTBL" call to modify the
layout of the numeric keypad (see FIG.1)
to make typing in those memory banks
really easy.

Enter the listing as follows :

1) Load the "INPDATA.ACB" accessory
from your STOS backup disk.

2) Enter PROGRAM 1 ignoring the REM
statements if you wish.

3) Line 1170 causes a error which is for-
tunately trapped by the program and is
invisible to the user, but even so you
should change it from

for x=0 to 15:erase x:next x
to
for x=1 to 15:erase x:next x

4) Save the modified version of the prog-

ram back onto your accessory disk.



KEYPAD - HOW IT WORKS

LINE 30 dimensions a numeric array. The
array is 32 longwords big and if my old ‘A’
level computer science teacher was to be be-
lieved there are 2 words in a longword and 2
bytes in a word, giving space for 128 bytes of
information.

LINE 32 finds the starting address of the
array.

LINES 34-40 read in the data and POKE it
one byte at a time into the memory occupied
by the numeric array BUFF.

LINES 42-72 contain the keyboard definition
data

LINE 74 calls XBIOS routine number 16, the
trap command passes the address of the BUFF
array (contained in the BUFADR variable) , it
also passes two -1 parameters to the routine
these tell it not to redefine the shifted or caps
locked keyboard layouts.

LINE 1172 calls XBIOS 24, this restores the
default keyboard layout.

The subject of redefining the keyboard layout
is far to long, not to mention complicated for
this column to cover in any depth but if you
would like some more information on this
subject | can recommend a book called
ATARI ST INTERNALS by ABACUS ISBN
0-916439-46-1, it does contain a few errors
but is still one of the better books available
for the 5T.

SCROLLY RELIEF

Wow, that's the serious stuff out of the way
now for the light relief. The next program (see
PROGRAM 2) is a simple no-frills scrolly demo
that uses no sprites or anything fancy, it
doesn't even alter the default colour palette. 1
have included this demo in the column this
month because the one 1 had been working
on grew out of all proportion and once the
memory banks had been listed it took up the
best part of 300k!!!

HOW IT WORKS

LINES 110-140 define the variables that the
text is stored in.

LINES 170-210 create a striped screen by
drawing eight lines (colours 8 - 15) at the top
of the screen. They are then grabbed into
TEMP$ using the SCREENS command and
copied onto the rest of the screen.

19 rem ilﬂlilillimmuiiiii*mIMlliﬁ'Mliillll“’llﬂ**illllll‘ﬂ"ﬂ"!u-i

20 rem » "
30 rem # BTOE BPECIAL FX #2 - BIMPLE SCROLLY L BHUDDER DEMD L]
40 rem % -
B0 ram # BY F.J.HICKMAN *
&0 rem = -

TO FEE SEESEEERRASSEESEESEEREEREEEER AR EEE R RN E A RR SRS R RN A RR R AR RA RS
80 key off 1 hide 1 mode O ¥ curs off

L B |

100 ram sessssssss  PUT MESSABE INTO TWO STRINGS - TEXTE AND TEXT2#

XTI il 2t

110 TEXT#="PETE'S BIMPLE BCROLLY TEXT DEMO"

120 TEXT2#="THIE 18 A VERY BIMPLE DEMO THAT BHOWS HOW EABY IT 18 TO PRODUCE BOME
INTERESTIMNG AND HIGHLY EFFECTIVE DISPLAY'S IN BTOS. THE BHUDDER EFFECT COULD B
E PUT TO BOOD USE ON THE TITLE SCREEN OF A BAME, NGO BCROLL ZONEE ARE UBED MAKING

1T REALLY EASY TO PRODUCE..... by
130 TEXTZ#=TEXT2#+"THIE SCROLLING MESBABE MAY NOT BE UP TO THE SAME BTANDARD AB
THE UNIOM DEMO BUT IT 1B QUITE SMDOTH AMD COULD LIVEN UP A GAME..... L

DOK OUT ON ONE OF THE UPCOMING STOS PUBLIC DOMAIM DISKE FOR A JAZIY VERSION OF
THIE MESSAGE WITH LOADSA COLOURE, A BIS FONT ( 1°M BONNA CHEAT AND UEE
EPRITES!!

11 ) AND MAYBE A BIT OF DIBITISED BOUND..... "

180 TEXTZS=TEXTZ$+"1 AM LOOKIME FORWARD TO YOUR CONTRIBUTIONS FOR THE STODS
DISKE....- UNTIL MEXT TIME....- 80

L OORDOO0C0DONNNKNNNNGEEEEEEEGEE

G. !

150 1

140 rem SeESsEEE. DRAM 8 COLDURED LINES AT THE TOP OF THE SCREEN

AR TR

170 for LOOP=0 to 7 1 ink S+LO0OP : draw O,LO00P to 319,L00F r next LOF
1B0 rem *sssssssss COPY THEM INTD TEMP$ VARIABLE AND CREATE STRIFES
T

190 TEMP#=scresn® (physic,0,0 to J20,7)

200 for LODP=0 to 199 step B 1 scresn$ (physic,0,LO00F)=TEMP$ 1 next LOOP
210 screen copy physic to back

L« T "DUMB" COLOUR CYCLE WITH SHIFT COMMAND

4 FEEEE

230 shift 10,8

280 1

250 rem #EEEEEEES DEFINE SCROLL IOME AND ¥ CODRD FOR TEXT TD SIT
EREEEREEEE

250 YETART=10

270 def scroll 1,0,ygraphic (YSTART) to 320,ygraphic (YSTART+11,-4,0

280 &

Z90 ram SEEEsSsEeEE
ErraE e

300 for LDOP=1 to len{TEXTH)

10 locate 4+LO00P,YSTART @ print sidS{TEXT$,L00P, 1)y

320

TIO rem Aessstssss CREATE A SHUDDER EFFECT WITH SCROLL UP+SCROLL DOWN
AEEAREREEE

T40 boom ¢ for LOOPZ=1 to 2 = locate 0,24 1 wait vbl 3 scroll up 1 locate 0,0 &
wait vbl : scroll down @ next LODDP2

I%50 next LOOP

60 wait 20

70

EEO rmm W
AR

IP0 for LOOP=1 to B0 & wait vbl 1 scroll 1 @ next LODOP
J00 ¥

410 Frem SSSSESERER

LTI TS

420 repeat

430 for LDOP=1 to len{TEXT2#)
440 locate 39,¥START @ print sid# (TEXT2#$,L00F,10;

450 1 i

AAD rmm RR FRINTS AT FAR RIBHT DF SCREEN AMD BCROLLS LEFT
R

470 walt wvbl r scroll 1 : wait vbl ¢ scroll 1

480 naxt LOOP

490 until false

SBTART MAIN LOOP FOR SHUDDER TEXT PRINT

BCROLL FIRST LOT DF TEXT OFF SCREEN RAPIDLY

SCROLL TEXNT2# MHAIN LOODF

Listing 2 - Scrolly Text Messages

continued overleal
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Try playing with the STEP command in
line 200.

LINE 230 uses the SHIFT command to
cycle colours 8-15. [ have described this as
‘dumb’ because the command isn't flexible
enough. A vast improvement would have
been made if the command allowed you to
cycle various colours out of sequence, for
example cycling colours 8, 10, 11, 14 is
impossible. The routine I wrote to cycle
colours using FLASH is much more flexible
(see last issue).

LINE 270 defines the scrolling area.
LINES 300-350 prints the text in the vari-
able TEXTS and makes it 'shudder’, this is
a simple effect which can be seen in quite
a few B-bit Atari basic games, The effect is
achieved by positioning the cursor at the
bottom of the screen and using the
SCROLL UP command, this creates a new
line at the bottom of the screen and
pushes one off the top. The SCROLL
DOWN command is then used to do the
opposite,

LINE 390 moves the text off the screen
quickly.

LINES 420-480 prints a single character
at the far right of the screen and scrolls 8
pixels left, the next character is then prin-
ted and is once again scrolled left.

LINE 490 is the end of the repeat loop
and makes sure the text is printed from
the beginning over and over again. The
logic behind the UNTIL FALSE command is
quite simple and is easily explained with-
out going into binary mathematics, the
statement is a short version of saying
UNTIL FALSE=TRUE and because FALSE is
a reserved word and doesn't change its
value FALSE can never equal TRUE!

A QUICKIE SLIDE SHOW

The last program (see PROGRAM 3) is one
that was written by a friend of mine who
wishes to remain anonymous but goes by
the name of Grog the Frog, it was written
as a bet in two minutes flat! That probably
explains the sloppy way it was put
together, still it's quite functional. It is in
fact a slide show and can be very handy,
especially if saved as an accessory. I use it
quite a lot when programming in 5TOS
because [ can never remember what 1 have
called the picture files I may be currently
using.

HOW IT WORKS

LINES 70-20 reserve a temporary screen
and erases any junk on the current physic-
al screen.

LINES 110-200 make up the main loop,
the file search specification is put into the
the variable SPECS and then the program
jurmnps to the loading routine. This is repe-
ated separately for NEOQ, PI1 and PI2
pictures.

LINES 260-290 open a window and ask
the user which drive they would like the
program to search.

LINES 310-360 set up the two zones and
windows which will contain the drive A or
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reserve as screen B
kay off ¢ hide : mode 1
70 gosub 220

100 1

110 repeat

120 SFPEC$=DISkK$+"#.PI1"
130 mode O
140
150
160

m
o

gosub 470 ; rem SERERSSREE
BPECS=DISK#+" . NEO"
gosul 470 ; rem sSeEEREasss
170 SPEC#=DISK$+"» PIZ2"
180 mode 1
190 gosub 47O @ rem R
200 until false
210 1
220 Fim 4EEIESEEEE
230 TEST=0
240 show
250 mode 1
250 windopen %,14,0,52,5.4
270 curs off
ZB0 window 3
200 print @ print ¢
300 X1=33F : ¥Y1=F : ¥I=5 z ¥I=3

20 windopen 1,X%1,¥1,¥2,¥2,4
330 print ¢ print " A%}
J40 N1=a2 ; XZeS

360 windopen 2,X1,¥1,X2,¥2.4
370 curs off

print 1 print " B")

repeat

TEST=zone {0}

wntil TEBT») and mouss key=1

5§38

-
-
=

cls

hids

return

]

FEn AAREEIIERE
ART#=dir first® (EPECH,~1}
while ARTH{>="

gosub 550 1 res sesssssses
ART#=dir nexts
wnd

return

]

FEm R
clear key

curs off

cls B

load ARTS,8
fade S5

wait IS5

screen copy @ to physic
fade 5 to B

wait 250

if inkey®<»"" then wait key
raturn

§38384888

§ag3kasa82

EEEEES

FEn S iffsgEitttnrtttssssniiannittssmsraddianeiddamigassssredsnissesanen

10 rem SASEREEe s EErREAE RIS F RIS E R RN RN R TSR
20 rem * -
30 ram # SLIDE SHOW L]
40 rem = BY BROG THE FRDG L
0 rem -
&0

7o

BLIDE BHOW OF ALL PI1°S

SLIDE BHOW OF ALL MED'S

SLIDE SHOW OF ALL PIZ'S

BET CHIOCE DOF DRIVE

ETART THE SLIDE SHDW DM WHICH DRIVE?"

310 set zone 1,X1eH,Y1#8 to (XZ+X1) =8, (Y2Z+Y1}#8

E50 set zone 2,X1%8,Y1#B to (X2+X1)#B,(Y2+¥1l=B

if TEST=1 then DISKF="A3\" eslwe DISK&="B:z\"

SLIDE SHOW BIT

FADE PICTURE IN AND DUT

FADE PICTURES IN AND DUT

FEEEAEEEEE

A

La b s b o s s s s ]

LR 2L R0 S o

R

R s 21 g2 2]

R

B selection.

LINES 390-410 wait for the left mouse
button to be pressed in one of the zones.
LINES 480-510 get the names of the pic-
tures to load using the DIR FIRSTS and the
DIR NEXT3 command.

LINES 560-5920 clears memory bank 8
and loads a picture into it.

LINE 600 Fades the physical screen col-
ours to black.

LINES 620-630 copies the picture in bank
8 onto the physical screen and fades all
the colours to those stored in bank 8.
LINE 650 - if a key is pressed this line
pauses until another keypress is detected
thus keeping the picture on the screen.

See inside front cover for
READERS OFFERS
on STOS BASIC and
other STOS accessories

NEXT TIME

5o that's all for this issue, and if all goes
well next time [ will be bringing vou a full
report on the STOS support given by Man-
darin at the PC show, a few more listings
than this month (well at least [ gave your
fingers a rest!), perhaps a STOS game, and
if I can get hold of a copy I will do a quick
comparison between 5TOS and it's new
running mate AMOS (ves | know it's an
AMIGA package but I promise to have a
disinfectant bath after playing with the
little beastie).
Oh before [ give you my address [ would
just like to thank Laurence Myears and
MNeil Mathieson for being the first people to
write to me, Flease remember that [ can-
not guarantee the immediate return of
your disks unless you include a SAE.
Write to Peter Hickman, at
36 CLEVERLY ESTATE,
WORMHOLT ROAD,
LONDON W12 OLX
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REVIEW

STOS Il ...

- The Accessories

en STOS was launched many
add ons were promised, and
owing to the language’s pheno-

menal success they are now ready. The
three items which I have had the joy of
combining into my STOS system are the
Compiler, Sprites 600 and STOS Maestro,
Each of these are compatible with the sys-
tem and in the case of the Maestro and
Compiler need certain installation prog-
rams to be run to ensure that everything
goes smoothly,

ADDING SPRITES ...

Perhaps the least impressive package both
in packaging and content is the Sprite 600,
This single disk comes in a booklet type
cover with a plastic coated instruction
sheet. The disk is simply what it claims to
be and gives the owner access to several
well drawn and animated sprites covering
subjects as varied as Porsches to Dragons
and submarines to spaceships. They prove
useful to people like me whose artistic ta-
lent makes creating convincing sprites
almost impossible. Since they are created
in 5TOS format they slot into the sprite
banks with no problem and as the demo
provided is written in STOS it may be listed
to obtain other hints as to construction.
What's more the sprites can even be edited
in the editor provided with the language.
On the whole a very handy package that
can save creation time.

ADDING SOUND ...

Maestro is a sound sampler package and
the smaller edition of Maestro Plus which
contains the hardware needed to extract
real time samples. Sadly 1 did not receive a
cartridge with the review copy and so can-
not comment on that side of the software.
It was noticeable that no dealers or com-
panies were willing to comment on the
compatibility of other cartridges to Maes-
tro. It was surprisingly difficult for me to
make arrangements with Mandarin to buy
the optional add on as well in fact the
situation became so complex [ gave up
trying to buy it. These problems aside, the
software is truly remarkable. It is run as a
stand alone program but includes an ex-
tension to STOS Basic to enable the prog-
rammer to insert samples into their own
creations with no real difficulty. The
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Damon Howarth tries out the first
extensions to STOS allowing you
to add sprites and sound and
to compile the programs

Maestro manual alse includes full instruc-
tions on this and even explains the
assembly language routines for those who
wish to write machine code programs.
Maestro also claims to be compatible with
other languages that are capable of call-
ing assembler routines from Basic, thus
making Maestro of potential interest to
users of Fast and GFA Basics.

In the STOS tradition of borrowing parts
of good games, Maestro allows the impor-
tation of sampled files from other sources
on disk. For example I transferred the
whole of the Snowman sample from a
demonstration disk and was readily able
to tinker with it. One of the beauties of the
software is this ability to take a piece of
music or voice and twist it with reverb and
echo to make sounds that were never
dreamt of by the composers.

The editing of any sample is most user
friendly. The systermn shows both where in
memory a sample lies and how much
memory is used by the sample. This can be
altered by clicking left and right markers
to frame any area on the representative
bar and the sound waves then appear
within this portion. A magnify command
allows very detailed study of very short
pieces of sample and if enough time, pati-
ence and listening is expended spectacular
edits of sound may be created and saved.
My Snowman example eventually took up
approximately 260K, included several calls
for help and a redefined panpipe taken
from the sample disk supplied. Saving the
samples to disk is just as well thought out
and simple and works through an easy
menu system. [ also managed to add some
sampled cracks and zaps as suggested to
Zoltar but more of that with the compiler.

The Maestro disk has a most amusing
demo of a drum kit wherein up to thirty
two keys may be defined as samples of

various pitch, tempo and style and played
through a drum kit. The supplied STOS
Basic written drum demo is, as always,
fully listable and eminently tinkerable
with. To do this of course STOS Basic must
be present and have had the extension
modifier added to it (available on the
Maestro disk). Sadly the other demos
needed the sampler cartridge attached and
so [ can offer no comment on them save
saying that there is a phaser effect and a
sort of light show effect available to im-
mediately inputted sound. It is also possi-
ble to set direct sampling at various
volume rates and speeds. If you were to
buy this utility I would advise purchase of
the Plus version but if you already own
sampler hardware then the Maestro soft-
ware will be compatible with samples vou
have made in that system,

COMPILE IT

Next on offer is the STOS Compiler. This
piece of software contains an update for
STOS users since it works on STOS 2.4 and
includes the updating software. The new
update makes floating point arithmetic at
single precision and certain mathematical
operations much faster. Especially helped
are the trigonometric functions such as
SIN and COS. At this point it is necessary
to explain that I reviewed all these on a
two drive 1040 and | understand from
friends with half meq drive 520s that
memory is tight and several demo features
cannot be found without a one meg drive.
The manuals for all these products do ex-
plain this and the compiler especially has
programs on it to maximise half meg
MEMOry.

The compiler disk comes complete with a
ram disk accessory and a formatter for
disks. The compiler has to be installed as



an accessory and needs the whole folder of
functions available in either the active
drive or the RAM disk. The Ram disk acces-
sory is one of the best of its kind and is
most friendly to set up though it seems
that this is not practical on 520s.

The compiler will turn any version 2. 4 or
converted 2. 3 5TOS Basic program into
runnable machine code, even the accessor-
ies and games on the original set. Indeed
it is now possible to run the sprite designer
and music writer from desktop to produce
STOS compatible sprites and sounds, This
enables 520 owners to have more develop-
ment space. The compiled versions are
normally a great deal more compact than
the run time versions and if compiled as
GEM and saved as .PRG. are unavailable
to prying eves if you distribute them to
friends or software companies,

The compiler will compile to Basic allow-
ing the machine language to be run and
the original program to be edited although
compiling to GEM loses this option. The
actual compilation may be done from any
combination of memory and disk - from
memory-to-memory up to disk-to-disk.
Obwviously the more memory options are
used the quicker the compilation but com-
piling to disk is not at all mémory inten-
sive and although slower is certainly feasi-
ble. To activate the compiler it is only
necessary to enter the accessory menu and
press the appropriate function key. This
sets up the relevant files and puts the user
into the very helpful front end, then so
long as no bugs lurk in the Basic the
compilation is complete. Having said that
the compiler is very fussy and, if nothing
else, will insist on tidy and good program-
ming practice. Even the demo games on
the STOS disk written by the creator him-
self threw up compilation errors which is
why the compile to Basic is used first. The
system needs module type programming,
defined arrays and careful data statements
but the produced code is normally error
free and a sense of achievement surrounds
a successfully written and compiled .PRG.
Once again there is nothing that can be
criticised too much, every type of machine
in the 5T range is catered for and that in
itself is an achievement. Personally I felt
the system needed a minimum of two
drives although a one meg memory with
ram disk would be as efficient.

Programs that benefit most are those that
rely on calculations. Mot a lot can speed
up interrupt driven sprites but try to com-
pile and then play Bullet, it then lives up
to its name.

All in all these three pieces of software are
masters of their kind and certainly the
compiler is an indispensable aid to any
STOS user. Maestro is fun and certainly
useful while the sprites are like having tins
of soup in the cupboard for those days
when making your own are impracticable.

SORCEROR LORD

PSS/Mirrorsoft £24.99

John Sweeney knows a thing or two about
war games so he was delighted to be able to try
a new one - but not for long!

Nice box, nice packaging - map, player’s guide, reference card. Claims to be o Fantasy
Wargame Simulation - "The game where sorcery is a reality”. Load the game and o map
appears. [ots of identical icons, representing the Shadowlord's forces, starl moving round the
screen lo the accompaniment of a sound like a Banda machine in need of a service. As one
moves off the edge of the screen the view jerks to a different section of the map. (The board
covers six screen sections but doesn't scroll.) One of the enemy reaches a little fortress and
there is a truncated shriek indicating a battle (sounds mare like o stone in your broke firrings!).

After a couple of minutes of this it switches to Combat Mode. Data briefly flashes up at
the top and bottom of the screen - how strong a magical attack each side has succeeded
in costing, numbers of troops, and number of deaths. (I hate games which don’t let YOU
control for how long data is displayed!) Next is the Alliance Phase. Some of my leaders
mobilise and various of my castles get reinforcements.

Movement Phase! At lost T get o chance to do something. Keyboard only! As I move the
cursor onto my castles and troops [ get their status - number of riders and warriors, leader’s
characteristics (Leadership and Sorceryl, fatigue and remaining movement points, (The
documentation is incomplete at this point as it fails to mention that the SELECT key is 8,
DESELECT is 2, War Status is W, and View Next Unit in Stack is 3/

So 1 move a few guys around, [ can also look at an overall view of the world (shown in
the hexes which make the board up - these are NOT shown on the actual playing board!},
and pick up or drop troops in garrisons. X tells the computer [ have finished this phase. After
my Combat Phase (which looks just like the computer’'s) it's back to his movement phase
again - more screen jerking, but thankfully much faster and quieter now that I've tumed off
the noises!

If you can recapture alf vour lost castles or his HQ before time runs out or he gets your
HQ then you win. That’s it. Not a lot for £25!

I managed to win the Beginner’s Level after three or four goes, didn't try Advanced, and
gave up on Expert - it is extremely difficull and doesn’'t appear to give yvou anvthing like
enough information on what is happening. The average player is likely to be frustrated by
the unfriendly controls, the lack of interaction and the difficulty of winning. The keen
wargamer is likely to be put off by the lack of information.

This is basically a very ordinary wargame - if vou were playing this as a board game then
you would resolve combat by throwing dice and looking up the result on a Combat Resolution
table {CRT) choosing the appropriate part of the table for the type of troop (there are five
nations and two types - warrior and rider), the type of terrain and the relative size of the
froops, modified by the dice throws, the leadership and fatigue factors and the sorcery level.
The sorcery level is determined in some way from your leader’s sorcery factor plus the distances
to eight miniature Stone-Henges (Rune Rings), a dice throw(?) and how many Rune Rings
you holdi?).

In this version the compuler throws oll the dice secretly, keeps all the CRTs and modifier
tables secret, and doesn’t even leave the resulls up long enough! With so many variables
it is impossible to deduce what is going on, especially when so many other details are also
undefined. What is the terrain type or effect on battle of being in a Rune Ring or a Castle?
What happens if there are multiple leaders present? What happens to movement points and
battle strength when you combine different nations under a single leader? And so on...
And where are all the Magic Spells advertised on the box? I don't think the fact that your
leader’s sorcery factor acls as a CRT modifier is sufficient to justify all the references to sorcery

and magic in the description of the game! .

THE STOS ADD-ONS

SPRITES 600 £14.95 STOS MAESTRO £24.95
STOS MAESTRO PLUS £69.95 STOS COMPILER £19.95

Published by Mandarin Software
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MAKE YOUR ATARI HAPPY!

Get some back issues NOW!

PAGE & back issues represeni an excellent way of increasing the enjoyment of
your Atari with articles to enlighten you, programs to type in and reviews of
software 1o guide you. Almost all of the content of past issues will be as fresh
and relevant today as when it appeared - increase your enjoyment now, before
it's too late! Disks are available for all Issues, containing all the B-bit programs
from each issue ready to run, and they often include bonuses not found in the
magazine.

Limited numbers of the following are still available - see earlier issuss for full
description of contents

- GRAPHICS SPECIAL includes Touch Tablet utilities.
DISK ALSO AVAILABLE WITH BONUS PICTURES

[EEITSFN - Includes a Guide To Error Codes, DISK ALSO AVAILABLE

- Includes a type-in spreadsheel. DISK AVAILABLE WITH BONLUS
=B ] - Includes utilities XREF and VERIFY. BONUS DISK AVAILABLE
- S0LD OUT

The following issues are still available

ISSUE 22

=l - Another biggie! A must for 1029 printer owners with 3 great utilities
including a SCREEN DUMP. A super Japanese chess game called SHOGI, a type
in HE\fIgIGN € BASIC, a lull teature on disks and more. For ST, type in OTHELLOQ,
reviews of LEADER BOARD and MEAM 18, Hints and Tips and several other
revigws and arficles.

H DISK AVAILABLE - ALL THOSE 1028 PROGRAMS

READY TO GO!

- SOLID MODELLING is one of the best non-game programs we have
published. Be crealivel Other programs include SOURCE WRITER for machine
code programmers, FLEXIBLE FINGERS to help you type, NUTS and more.
Reviews of TRIVIAL PURSUIT, DVC/85, SPEEDSCRIPT and much, much more. ST
users can learn all about HARD DISKS, FAST BASIC, TYPESETTER ELITE, DEGAS
ELITE and read reviews on a whole lot more software.

DISK AVAILABLE - DOUBLE SIDED! TWO full sides
with BOMUS SCREENS for SOLID MODELLING!

m - Some cracking listings for the 8-bit. In GREAT BRITAIN LTD. you
can the Chancellor and help run the country. COMPUTER GAMMON is a great
Atari version of backgammon and there's ANTS IN YOUR PANTS, DISK COMMAMND
and others. There is a feature on word processing and stacks of reviews, The 5T
section includes an in-depth review of ART DIRECTOR and a neal litlle program
to put scrolling stars on your screen! Lots of reviews including HABAVIEW,
K-SPREAD 2, K-WORD and many more.

“ DISK AVAILABLE - some L-O-N-G LISTINGS!

- Extend the incredible original Munchy Madness with the MUNCHY
MA, SCREEN DESIGHER, play GREEDY CATERFILLARS with a friend, teach
your children with MOST HEART MATHS or meke up some crosswords with
XWORD. A long feature on flight simulation programs, hints on ZORK and loads
of reviews, For 5T users, the first in a series of USING GEM from C plus FLIGHT
SIMULATOR Il reviews, new books from COMPUTE! and a whole slack of roviews.

DISK AVAILABLE - Also contains the winning fitle
screen from our competition.

IE@ - One that serious 8-bil users have been waiting for - a great full
feature dalabase - MIDBASE plus an amazing story maker, STORYBOOK, that

allows you to create illustrated stories. Then there's & greal game from ANTIC
called CLIFFHANGER and an AUTORUMN maker and more. Cheat on commerclal
games with ZAPPING THE RIGHT BYTE and read stacks of reviews. The ST
section has a type-in program, SCREEN GRABBER, which allows you to “snatch’
pictures of commercial games 1o disk, plus the next part in our GEM FROM C
series and reviews of Superbase Personal, K-COMM 2 plus lots of games including
Barbarian.

DISK AVAILABLE. DOUBLE SIDED., With BONUS
story for STORYBOOK and STORYBOOK reader.

m = A great follow up to Solid Modelling allows you to animate 3-D
objects. Try 3-0' ANIMATOR. How aboul a puzzle with LETTER CASTLE or an
arcade style shoot-up from ANTIC called DESERT CHASE? Ardicles inlcude an
in-depth look at GUMSLINGER, Genealogy With Your Atari and First Steps on
saving screens. Loads of reviews including AUTODUEL and P:R: CONNECTION.
The ST section has the continuing GEM serles, CYBERSTUDIO, ZOOMRACKS Il
and lols of games and serious reviews Including GFA BASIC, K-Roget, Jupiter
Probe and maore.

DISK AVAILABLE. DOUBLE SIDED with BOMNUS
MACHINE LANGUAGE ADVENTURE only on the disk!

= Our massive survey on all the WARGAMES available for the B-bit
tarl heads this issue which also includes a great type-in synihesiser listing called
ORIGIMAL SYNTH. Other listings Include FONT FACTORY, a nice character editor
and a challenging game called BOWL TRAP. A feature on S5, mare Tutorial
Subroutines, a long feature on THE MEVEREMDING STORY, reviews ol ROADWAR
2000 and THE DUNGEON plus many more are also in this |issue, ST SECRETS,
a new series on ST programming begins with a look at sound and the ST reviews
seclion includes IMG SCAN, BASE TWO, TEMPUS and many more.

DISK AVAILABLE - &l the extra files for ORIGINAL
SYNTH set up ready le run plus all the other listings.

- A greal card game for 8-bit users called, rather uninspiringly, WHIST
plus a two player game of TENNIS and a GRAPH MAKER that works on the 1029
printer. A new series starts on EXPAMDING YOUR ATARI and there iz an excellant
programitutorial on BUBBLE SORTING. Reviews Include THE PAWN, GUILD OF
THIEVES, SPARTADOS/U.S. DOUBLER and many more. 5T users can find oul
sbout pregramming graphics with ST SECRETS and can read all about the TURBQ
DIZER, PC DITTO plus reviews of Tanglewood, Defender of The Crown, Winter
Dlympiad, PROSPERD FORTRAN and more.

DISK AVAILABLE - DOUBLE SIDED with BOMUS

MACHINE CODE ARCADE GAME only on this disk.
USR] - Many readers have said this is our best issue yet with an extensive
feature on choosing a printer for your Atari, plus HEAVY METAL, & superb type-in
machine language arcade game. Other type-in listings include another game,
CRYSTAL CRISIS and two, utilities, COLOUR TUNER and SOFTKEY, the latter
being a super keyboard ‘macro’, utility. ST owners can find out more about
PROGAAMMING GEM with another artiele in the series and there are loads of

reviews including MASTERPLAN, GUNSHIP and SPECTRUM 512. There's much
more in this Issue besides, including some great music for the B-bil.

DISK AVAILABLE - including TWO BONUS GAMES
that are not in the magazine.

[EEITEZ] - An ADVENTURE special to delight all fans of Atari Adveniuring.
Exclusive and extensive interview with LEVEL 9, two TYPE-IN B bit ADVENTURES,
games reviews, bumper A-Z HINTS AND TIPS for all kinds of adventures, a survey
of almosl every known Atarl adventure and much more. Other ilems include DAVE
T'S DISCO, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, tha SHELL SORT
and the regulars, ST File includes a round up of ST adventures, a review of
DUNGEONMASTER, hints on adventures and stacks of general games reviews.

DISK AVAILABLE - includes TWO BOMUS
ADVENTURES only to be found on this disk.

- SOLD OUT. DISK WITH ALL PROGRAMS AND BONUS
MACHINE CCDE GAME STILL AVAILABLE

IW = Another cracking machine language game from Paul Lay called STAR
[ plus HEADBANGER, also in machine code, MUSIC BOX and SYNTH Il to
type in. MAPPING YOUR ADVENTURE shows you how 1o succeed in adventures,
B850 SPLIT reveals secrets about the B50 interface, DESIGMER KEYS allows you
to customise the keyboard. Then there's BEGINNER'S BASIC plus a new series
on TURBO BASIC, reviews of MERAK, Draconus, Joe Blade and more. For the
ST we have B BOOT to allew you to bool from drive B, STOS reviewed, TRIP-
A-TRON, SPELLBOOK, SUPERBASE PROFESSIONAL all reviewed and you can
find how to never gel lost again with AUTOROUTE. All this plus much,"'much maore.

DISK AVAILABLE - includes EONUS MACHIME CODE
UTILITY to add 128 colours to Atari Artist or Micro-
painter pictures.

VRN - Some excellent listings including SCROLLY TEXT EDITOR, a supaerh
utility for creating scrolling messages on the XL/XE just like those on the ST, plus
BLASTCOM, a fast and furious blast ‘em up, and SUNMPLOTTER which shows you
the position of the sun and limes anywhere in the world. Also FINDER for
searching your programs, the first parl of MACHINE CODE LIBRARY and the
CASSETTE DATABASE. Loads of reviews, as usual, imncluding SpartaDes ¥. ST
Flle includes the first part in the MIDI series and coverage of PROTEXT and FLAIR
PAINT plus reviews of HEADCOACH (where have you seen that reviewed else-
where?), SPRITE MASTER and & whole host of games. Lot's mare besides,

DISK AVAILABLE - includes BONUS program UNDER
STARTERS ORDERS, a superb horse racing game for
all the family

m - A super educatlonal program, MCQ-TEST, for revision, homework
or fun. The MACHINE CODE library locks at saving and loading memary, a utility
lists & REAL TIME CLOCK for your XL or XE and THE PODZ is a great scralling
?ami. There are several more listings. The TIPSTER beging and articles include

HE GAMES THEY MEVER RELEASED and more on Turbo Basic. ST owners can
enjoy type-in routines for graphics, reviews of MINIX, FUN SCHOOL 2, POLICE
QUEST Il plus loads of games. The MiDlots guide continues and John Sweeney
looks at KINGS QUEST and LEISURE SUIT LARRY.

DISK AVAILABLE - includes GALACTIC CRESTA a
BONUS MACHINE CODE GAME previously released
commercially!

- The firsl type-in fishing game for the Atari, CATCH DAY, heads the
way with MOUSE PARTY and a NUMERICAL CONVERSIONS UTILITY also to type
in. Other features include PAGE MARASHAL, HAWKQUEST, the MACHINE CODE
LIBRARY on Player Missile Graphics plus, of course, THE TIPSTER and reviews
of 8-bil games including STAR WARS. The ST section includes reviews of THE
JADE STOME and DOMES OF SHA, the Midiot's guide to the SEQUEMNCER, a new
column on STOS PROGRAMMING plus many, many reviews including GOLDRUSH
and GALDREGON'S DOMAIN.

DISK AVAILABLE - includes PRO GOLF as a BONUS,
Superb 18 hole action with all the options plus a
construction kit to build your own courses

EARLY ISSUES ARE IN SHORT
SUPPLY - GET THEM NOW!

BACK ISSUES are £1.20 each In the U.K., £1.95 for Europe or surface mail elsewhere and £2.75 for Air Mail outside Europe
ISSUE DISKS are for any 48k or 64k 8-bit Atarl. Each disk iz £2.95. Postage FREE in U.K. Overseas add E1 per order (any number of disks)
Send your order to PAGE 6, P.D. BOX 54, STAFFORD, ST16 1DR, ENGLAND. ACCESS and VISA accepted. Telephone 0785 213928
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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

PAGE 6

Mduenturnes

THE JADE STONE

from Marlin Games

A beautifully llustrated text and graphics adventure by Linda Wright
in which you play Amora, the beautiful daughter of Lord Senidea of
Mulom engaged to Amanton, a man that you father does not
approve of. In an atternpt fo impress him Amanton announceas that
he will sort out the evil sorceror Mallumo, however young Amanton is
soon captured and so Is your father, You learn that only The Jade
Stone is magical enough to overcome the evil Mallumo and so you
must search for the Stone and rescue both your father and
sweatheart

here by a lane, whilst a small

< ignpost points helpfully 1n all four
direct ions as most people hwead either
noerth or west.

A tromp wanders by, smiline stranaoely
at wou as he heads west. Checkina the
s ignpost, wou discover that the roads
lead to the town, the woods

seaside village and Yibran Flutn;.
Deciding that vou might find someone
to help you In the ullluge you head

An unusuai and enchanting adventure with many litfle surprises - . EhEE S REEGE I .
features include VOCABR, OOPS, EXAMINE ALL, RAMSAVE/RESTORE

and GRAPHICS OFF
The JADE STONE is just £9.95

DOMES OF SHA ;..

from River Software

Lindg Wright has been writing adventures on offier machines for
many vears. She is highly regarded in the Adventure world and
many of her games have been reviewsd In CRASH and other
magazines. Her most recent game THE BEAST eamed a 91%
rating! In a weond dominated by male writars, Linda brings a
refrashing new approach to many of her advenfures

1C

:-
> B

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

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

MUTANT is a more down to earth adventure. Twenty years
ago, on one of the South Sea lslands, the omip was tested.
This snall island has since returned to the lush paradise it
once was and small vilages have sprung up around the
coast but all is not well, however, as something lurks in the
mountains, No-one has seen it and survived but many have
heard its hideous cry. You are Mankind's last hope of track-
ing down and destraying this creature before it is foo late
HAMMER OF GRIMMOLD is set in the land of dwarves where
Grmmold, mightiest of the Dwarf Kings, is deeply froubled. His
fabled hammer, a symbol of health and fertility, has been
stolen bringing misery to the land. The noble adventurer is
charged with recovering the Hammer of Grimmold but must
first outwit the Hooded Men, deceive the Gigantic COrc and
finally overcome Valk, the evil one -

FOR YOUR XL/XE

AT LAST SOMETHING FOR TAPE USERS!

UNDER STARTERS ORDERS

Three totally different and absorbing adventuras full of evo-
cative descriptions and hidden messages - ideal for the
newcomerFeatures include HELP, RAMSAWE, RAM RESTORE,
OCPS and AGAIN

Author Jock Lockerby has written over g dogen advenfures on
the Spectrum and Commadore and is a highly regarded figure in
Adveniure circles. Many of his games have recelved praise from
Mike Germard, writing in Your Sinclair, and several of his games
have been heavily promated by the magazine. Jock is o retired
Mining Engineer whose writing falents have brought joy to
thousands of adveniurers over the past 3 years

ORDER FORM on page 49

NOW AVAILABLE ON TAPE for jusl £2.95

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

* 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

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 dalabases is limited. AVAILABLE EXCLUSIVELY FROM PAGE 6

TURBO BASIC

Possibly the best language for your
XLAXE ond eosy to leam with our
tutarial -sedes. Even your awn Afar
Basic pragrams will run up o three
times a5 fost with Turibo Bosic and
the disk comes complete with a
lightrning fast compiler that will en-
able your programs to run at
machine code speed. Turbo Bosic
has revolutionised programming for
MmNy Users ":-elr“" very Sosy fo use
for anyone with n little knowledge of
Atran Basic

With a printed maonual and protec-
five wallet - only from PAGE &

Disk only £3.95

MINI OFFICE i

Simply the best all round
business program for your
Atari. Word Processor,
Spreadsheet, Database,
Label Printer, Comms, what
more can we say? Hundreds
have bought this hard to find
program so we are con-
tinuing our special offer

SAVE £5 - SPECIAL
OFFER PRICE £14.95!




PAGE 6 ACCESSORY SHOP

THE VERY BEST IN PUBLIC DOMAIN

PLUS BOOKS, DUST COVERS aﬁ@% ﬁéﬁ%ﬁ&%% RIE

Disk Drives:

DUST

The largest selection of Public
Domain software for the XL/XE
available anywhere - only the
very best makes it onto a
PAGE 6 disk!

PAGE 6 was the very first to
introduce PD software for the ST
and are still first in introducing
many unigque programs
Disks from just £2.50

OFFICIAL UK DISTRIBUTOR FOR

ST NEWS

NOW AVAILABLE! T —— THE WORLD’S FINEST
Please note ouwr catalogs do not conlain E"JEW magmable DUEt Cﬂ'o"El'! S-f DlSK BASED MAGAEI NE

commercial software nomally available
from reloilers or adverisers in the mcgEzine

P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
Telephone 0785 213928 Catalog HIOTLIHE 0785 57005

hours answerphone)

NEW XL/XE and ST
catalogs




