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,ADD SOUNVEFFECTS TO YOUR PROGRAMS
with our ready made routines

STO S type-in listings including a  SLIDE SHOW
and REDEFINED KEYBOARD

BEGINNERS GUIDE TO MAKING MUSIC WITH MIDI
NEW GAMES FROM ATARI -  BORODINO -  ARMADA

- ENT ERPRISE -  STARBREAKER
READERS OFFERS ON STOS PRODUCTS!



READERS OFFERS
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 E8
Normal price E29.95 Readers Price E21 .95

USE THE ORDER
FORM ON PAGE 49

or telephone your
credit cord order to

0785 213928

014 WWII e t  _of

NOW YOU CAN PROGRAM YOUR STI

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

Includes

STOS MAESTRO PLUS

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!

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
600 professionally drawn sprites with details of how to
create your own animation sequences with STOS Basic.

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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I  N o r m a l  price E69.95
• Readers Price E49.95

SAVE E4
Normal price 04.95
Readers Price E10.95
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MEAN MOTOR
Fast type-in fun

SUBSCRIPTIONS
Annual subsc ript ion rates  (6 issues)

UK
Europe
Elsewhere (sea)
Elsewhere (Air)

£9.00
£1350
£13.50
£21.00

NEW ATARI USER ON DISK

A d i s k  c ont a in ing a l l  o f  t h e  8 -b i t
p r o g r a ms  f r o m  e a c h  i s s u e  o f
NEW ATARI  USER is  available either
separately o r  on subc ript ion.  Single
price £2. 95 p e r  d is k ,  Subs c r ipt ion
rates (6 issues)

UK
Europe
Elsewhere (sea)
Elsewhere (Air)

SUBMISSIONS

£24.00
£30.00
£30.00
Pleas e
enquire

PAGE 6  welcomes and encourages its read-
ers t o  submit, articles, programs and reviews
for publication. Programs must be submitted
on disk  or cassette, artic les should wherever
possible be submitted as text tiles on disk. We
seek to encourage your participation and do
not have strict rules for submissions I f  some-
thing interests you, write a program or article
and submit  i t '  Appropriate payment will be
made for all published programs and articles.

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

ATARI (TM)  i s  a  regis tered trademark  e l
ATARI GORP A l l  references should be so
noted, NEW ATARI USER is  an independent
publication and has  no connection with Atari
or with any  other company or publisher.

The next issue of
NEW ATARI USER

will be on sale 23rd November
Editorial copy date is 16th October
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THE CREDITS
All of  the usuol s tuf f  is on page 3 but  here
are the people who made this  issue possible
Les E f fi ngham did the edit ing,  lay out  etc.
Sandy  looked af ter the advert is ing
John R. Barns ley  helped out, espec ially
wit h  the Contac t  Co lumn (now you k now
who to blame if  the phone numbers  are
wrong! ) and in lots  of other ways
Jane joined us recently  and is get t ing settled
in,  more nex t  issue!
Stacey d idn ' t  help at all!

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

Ma r k  Hutchi nson M a t t h e w  Jones
John Davison J o h n  Davison jr
John Sweeney P a u l  Rixon
Dam on I l ow ar th G a r r y  Francis

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

We got a letter with Australian stamps on it!
Inside it said 'Sony a nd 'I  will be back a n d
that's a promise.  Great stuff?

The cover pic ture shows an F-16 let Fighter
and is by Gabe Palmer f rom the Zeta Pic ture
Library ,  we would have taken our own cover
photo but  d idn ' t  have room for the plane in
the back garden!

Inspiration this rime came from The Palm WineGuitar of S.E. .ogle, Peter Gabriet's Passion which
is rather strange but ideal for composing computer
magazines by, Christy Moore came in with a late,and sontewhat subdued, entry that is slowly grow-
ing and Vangelis, after quite a time, with somemasterful 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'VFW ATARI OFR and I claim my free CV!

NEW ATARI  USER is the magaz ine.
PAGE 6 is the concept.  Wherever  you see

PAGE 6 you'l l  know  w ha t  i t means!
The next issue of NEW ATARI  USER could

featur e YOUR ar ticle or  pr ogr am .
so SEND IT IN NOW!

PAGE 6 shows lust what you can do with your Atari With
the exception of final output on a  Linotron and use of a
repro camera (or the listings and photos, the magazine Is
prepared entirely with Atari based equipment and software
• »at a Moctntosh or IBM in sight
, H a r d w a r e  
u s e d  
i n c l u d e s

130XE, 1050 disk drive. 810 disk drise, 410 cassette
loccasionallyb„ 850 Interface. NEC 8023 printer. l040ST,
551124 Monitor. Atari 5II204 hard disk drive. Curium° 1
mey ask drive. Upson RX 100 printer, Kyocera laser printer.
Miemstuffer printer buffer. Software includes Superscript,
Turbo Basic, Kermit, PC Intercomm. TART-TALK. Print Wiz.
PC Interconim, STWrifet. Protect and fleet Street Publisher.
Articles and programs submitted on M I X E disks are sub-
iected to various custom written programs before being
transferred across to the St via  TARl-T ALL All mope
editing Is done with Protect and pages are la id out with
Fleet Street Publisher_ A disk with the finished pages is sent
up to the Setting Studio in Newcastle to typesetting bureau
who really know what they are doing with the ST) to be
output on a  Linolmn 300 and, hey presto. finished pages
are sent back. I t really dori work - at kist! All that Is left is
to drop in the listings and photos. Well, it's not quite as
cosy as that, but you get the idea!
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ALTERNATIVE MIC R O SHOW

Saturday November l i t h  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 8-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 I 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 feig 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
issue 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 is
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

I am sorry to have to advise that the cover price of the magazine has to go up from next
issue to E1.75. During the past year there have been three increases in the costs of
printing and producing 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 revenue on the 8-bit side is not going to 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. I 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 a magazine that gives ST owners a different viewpoint from the 'formula' maga-
zines. Please think about subscribing now.

COMPUTER WARE
We had a lot of complaints about Computerware 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 J.W. Fenton, some time ago who explained that he had had some
problems in obtaining stock and he promised to write to all 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.
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THE THIRD

ALTERNATIVE
MICRO SHOW

AND ELECTRONICS FAIR
SATURDAY NOVEMBER lith

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 I l t h  - 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 T!
From next issue we have to put up the price of NEW ATARI
USER to E1.75 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 E9* - 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
NEW ATARI USER continues to bring you the best for your Atari

• UK price. Overseas subscript ions are £13.50 for Europe or Surface elsewhere or C21.00 for Air Mail outs ide Europe.

XL/XE (and 4001800) owners can take out a
Disk Subscription and not only save money
but also get an ATARI USER disk box,
holding up to 50 disks ABSOLUTELY
FREE! This disk box retails at E4.95 but is
yours for nothing when you take out a new
Disk Subscription.
A Disk Subscription costs just EN* and
that represents a saving of OVER Ezt
against buying the magazine and disk
separately! Add the cost of the disk box
and you are SAVING OVER ED! It makes
sense.

YES
Name

Address

1
Discover the fun of all those great DISK BONUS programs

that

SK1I!
AND GET A FREE ATARI USER DISK BOX

* UK Price. Overseas subscriptions are E30.00 for Europe or £40.00 outside Europe
FREE DISK B OX OFFER  A PPLIES ON LY TO UK

. 1 1 1 . 1 . 1 . M . 1 1 . 1 1 1 . 1 1 . M M E I M M I E W E I M E I M M I E

. 1 . 1 . 1 1 . M . 1 1 1 1

.
I want to show my commitment to Atari by subscribing to NEW ATARI USER
Please commence my subscription for SIX issues from Issue 41 as follows

I enclose Cheque/Postal Order for E

L I  I wish to pay by AccessiVisalotasterCardlurocard
Card No:

1 1I
ORDINARY SUBSCRIPTION U K  MOO Europe E13.50 Expiry date: n o  E l

Elsewhere Surface £13.50 Elsewhere Air E21.00
[ ] DISK SUBSCRIPTION U K  £24.00 Europe 00.00Elsewhere E40.00

I 1
111111 0 1 3
-
11111  
1 7 E
1 0 0
E 1

Please debit my credit card with the amount shown above

Signature
I undersland 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 cut 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, Commodore 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 morning to watch as much of the Formula 1 practice as possible before
finding the Atari hospitality tent. Atari had hired two hospitality 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 ST
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? I 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 con 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. I can tell you that no computer game, not
even Atari's Pole Position can match up to the excitement of the real thing so I 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 X l,  TIGER ATTACK,
S P E E D H A WK ,  H E A R T A C H E  and S L I NG  S H O T  in your local shops, und buy them to
prove to Atari that the demand for 8 bit software is still there. If you wunt them, they will provide
more! Many of the titles on show for the ST are lined up for conversion to the XL/XE.

MORE BUDGET
RELEASES

There are a reasonable
amount of budget re-releases
coming your way for the XL/XE
at the moment. Zeppelin
Games have secured the budget
rights to the Tynesoft catalogue
and are ulso releasing some of
Domark's titles. There are some
excellent games being released
on cassette at E2,99 which in-
clude MIRAX FORCE, a
superb scrolling game from
Tynesoft which includes sam-
pled speech, S I D E W I N D E R
which has been around for a
while but still remains extreme-
ly /flayable. S O CCE R
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-
R I E R  both at E2.99. 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
WH O DARES WINS 2.
Not 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 thc
present time for you to try

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 Nic:k a line, enclosing a
stomped addressed A4 envelope
and he will send you more de-
tails. Write to Nick Godwin,
WRITE-ON-LINE, 4, iturkur
Crescent, Eyemouth, Berwick-
shire, 1D14 5AP.

SPARES SPARES SPARES
Fudging 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 rem who
runs an Atari 8 Bit Spares and
Information service which
began life as an offshoot from
the Birmingham User Group.
rhe 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 XCl2 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
E32 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

13.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.

New Atar i  User - issue 40 7
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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?

Simon Bodger,
Chichester

We would love to publish games
of this quality but sometimes a
program is too good for us! Being
realistic, we have to face the fact
that NEW ATAR/ 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

SOLVING SOME OF THE XI551 PI
There seems to be general dis-
satisfaction with the XF.551 disk
drive amongst your readership.
I have only ever owned this
model drive and I 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 for 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 S t a r
-
fl e e t  S o f t -
ware, 1037 West Leafland Ave-
nue, Decatur, Illinois
62552-1537, U.S.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

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 hopenilly been instrumental
in its release,

STRETCHING THE
LIMITS

I 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 the is how to
obtain more than four colours
on a horizontal line in Antic 14
without using rasters, DLI's or
horizontal kernals. I believe it
can be done because Antic

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
ENHANCER ($29.95 + p&p
they accept VISA). When fitted
to the XF551 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
ENHANCER derives its timing
pulse from the mains supply,as

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 hod 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 I will give them a
copy of my brand new game
loe Blade

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, 5ANNE-
VIRKE. NEW ZEALAND and I
will gladly supply the details.
The end result is an XF.551
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 lust playing games,
purchased the, supposedly,
'Epson-compatible' XMM801
only to find that it wouldn't
work with any of the great soft-
ware packages such as Print-
shop and Daisy Dot II? Well,
with a little cash outlay it will!
The first product you need is



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

Bar r y Southam
Author  of Joe Bl ade

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 GA). 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 I wanted to

upgrade to a more comprehen-
sive word processor. I contacted
all of the 'big' names who offer
serious software and usually
claim that they will obtain any
software to the extent of im-1

'1 PROBLEMS
the XMM801 TRANSLATOR

•DISK from XLENT SOFTWARE,
P.O. Box 5228, SPRINGFIELD,
VIRGINIA 22150, U.S.A. (cost
$10 + 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
95%, a lot better than not
being able to use Printshop at
all!
I hope the above information

is of some use to readers. The
XE551 and XMM801 like the
Atari 8 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.

RAC Ander son,
NE W 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
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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 enquiry and
contacted me with an offer.
Through their good service I
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.S. seem to be
unobtainable, much less there
being any hope of future re-
leases, Not 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, I was one of those who
went to the London Alternative
Micro Show and, yes, I would
support similar initiatives, such
as you outline, again. I found it
more appealing than the major
shows where you are forever
lostied and struggling to get
near to stands of interest.

M.  Lamber t ,
Ma i de nhe a d

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

TOP CLASS

I have an XEP80 which I use in
particular with Turbobase80
and Turboword
• a n d  
m u s t  
s a y

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 E.1000's
worth of IBM software!
Turboword is the best word

processor I 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-
moticolly 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!
I hope that many Atari users

will support Micmmiser via
Computerhouse with this
software.

Bouch,
Wol v e r ha m pt on

WHY I D IDN'T GO

You asked for some feedback
why fewer people turned up to
the Atari Show at the end of
lune, so I felt obliged to give
my excuse. The reason why I
failed to turn up was because
PAGE 6 ATARI USER managed
to dissuade me. A trip to Lon-
don is difficult enough but to
be told that the show was
almost entirely ST 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 lohn
Sweeney, Mark I lutchinson 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 S. in
Preston.

P. Dought y
Sleaford,  Li ncs

Sorry if we put you off going to
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 i l l !  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 Mere
arid, 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 part 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 8 bit sup-
port lies firmly with the users, you
should try and show your support
whenever the opportunity arises.
As to the photos, how come you
have seen a photo of Garty 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 contribu-
tors and we get any photos in
plain brown envelopes, we'll put
them in a future issue (Rogue's
Gallery?)

BACK ISSUES

I 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 I
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?

Ma t t he w  Preston
Wi nsl ow,  Bucks

But we do! Somewhere in this
issue you will and 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
cut an article we dropped both the
Back Issues page and Resource
File.

Letter s to
the  Edi tor USA

2 0 c
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unsuspecting 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 Halfmnt 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? Not surprising. Put simply if you like a

puzzle then you'll probably enjoy Shift It.

lust 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 I  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

PLAYING SHIFT IT

Letters A - P
Numbers 1 -  16
The Fuji symbol
Page 6

A MIND BOGGLING PUZZLE BY R. C. GOODFELLOW

then ENTER Listing 2. With Listing I 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.

When you type RUN there will be a very short
delay and the title screen will be displayed. At the
bottom you will see the picture you will be flying
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 d ifficulty are as follows, 1 is the easiest

Level I
Level I
Level 2
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 wil l
receive by pressing a key from I to 9. Pressing I  will only shuffle
the puzzle 5 times, wh ile  9 will shuffle it  45 times. These are
random shuffles and so can leave it  in  pretty much the same
condition us when it started, though 45 shuffles should deal with
flukes like that.

When yo u  have chosen your puzzle and the difficulty level,
press the START key o r press the joystick button and you will be
transported t o  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 wil l be an arrow, this is your
cursor. Moving the  joystick wi l l  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 o f  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 wont

to t ry  a  different one, press the ESCape key and you wil l be
dumped back at the title screen.
I hope that you find SHIFT IT to be rin enjoyable challenge and

that it  does not destroy your brain too quickly! I f  any enterpris-
ing person can retain his sanity and add a subroutine to solve
the puzzle when you  get stuck instead o f  the drastic ' I  quit'
solution please send me a  copy as I would be most interested to
amend the program.

V
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1930  P O S I T I O N  5 , 6 : 7  1 1 6 : - E I M 4 OIMW14":PO
5I T I O N  1 , 7 : 7  0 6 ; " t o  c h a a . e  L  u r e " : G O S
UB 2 1 1 0 : 8 0 5 U 0  2 2 9 8

Oe 1 9 4 0 GOSUB 1 2 1 0 : P O K E  5 4 2 8 6 , 1 9 2 G 0 5 1 1 8  1
450

UP 1 9 5 0 CLOSE U I : O P E N  1 3 1 . 4 , 0 , " R : " : D I F F =
1
:

OZ=0
05 1 9 6 0 POKE 5 5 9 , 3 4 : P O K E  7 6 4 , 2 5 5
1J 1 9 7 0 I F 5 T R I G ( 0 ) = 0  TH E N  RE TURN
ZK 1 9 8 0 I F P E E K ( 5 3 2 7 9 ) = 6  TH E N  RE TURN
I J 1.990 I F P E E K ( 7 6 4 ) = 2 5 5  TH E N  1 9 7 0
UR 2 0 8 0 GET 0 1 , A t T S = C H R S ( 0 )
EH 2 0 1 0 I F AS =CHRS ( 1 5 5 )  T H E N  RE TURN
IG 2 0 2 8 I F TS = "  "  T H E N  P O KE  5 5 9 , 0 : P I C N U M =

P I C N U M
4
1 : I F  
P I C
N U M
= S  
T
H
E
N  
P I
C
N
U
M
= 1

r - • - •

AW
I I

DL
PM
SG
t Z

AM
OC
CX
OI
YA
EG

Of
RC
ON
X I
15
GH

AN
I P
YM
I V / 4 5 0
ENSUB 2 3 1 0

1 1 7 0  1 1 1 fURN
1 1 8 0  RE M
1 1 9 0  RE M  1 1 . 1 4 1
1
L I I I I / I F I n F e r t )
1 1 1 1 1 1 1
M
i
n

1 7 0 0  RE M
1 2 1 0  A S  "t :1 1 1 CME FG HI J K1 m oup":CME CKS
7
A
S

1 2 2 0  U = U S R E A D R ( A T O I S I , A D R C F U J I S
) , (
M E
M 2

* 2 5 5 )
4
2 6 4 ,
1 )

1 2 3 0  RE TURN
1 2 4 0  R E M
1250  R E M  1 . . 1411Q JE FLTI Al td.
1 2 6 0  R E M
1 2 7 0  A S A B C O E F G H 1 J K L M N O P " : C H E C K S
z
A S
1 2 8 8  U = U S R ( A D R ( A T O I S ) „ A D R ( N U M B S
) , (
M E M
2

4 2 5 6 ) 4 2 8 4 , 1 )
1 2 9 0  RE TURN
1 3 0 0  R E M
1 3 1 0  R E M
1 3 2 0  R E M
1 3 3 0  A S
,
-
A B C D e
f g h i t k
l  
N O
P " :
C H
E C
K S =
A S

1 3 4 0  U = U S R ( a D R ( 6 T O I S ) , A 0 R
(
P A G E
6
S
)
.
(
M E
M

2 4 4 2 5 6 )
4
2 5 4 , 1 )

YD 1 3 5 0  F 0 0  T = 1  T O  1 0 : P O K E  2 0 4 , M E M 2 : P O K E
2 0 3 , 0 : N E X T

AX 1 3 6 0  RE TURN
ON 1 3 7 0  R E M
JX 1 3 8 0  RE M
OT 1 3 9 0  R E M
XJ 1 4 0 0  A S = " A B C D E FG H I J K LM N O P " : C M E C K S
=
A S
XM 1 4 1 0  U = U S R ( A D R ( A T O I S ) , A 0 R ( U C S )
, (
M E M
2 * 2

5 6 ) , 2 1
1 4 2 0  RE TURN
1 4 3 0  R E M
1 4 4 0  R E M

REM
POKE 5 4 2 8 6 , 1 9 2

S T U P  L E  T E R S

'IR N T  A  T
,  
I I I L ,  
S C '
E E

RETURN
REM
REM m u
z
i f f :
T a l

REM
P O S I TI O N 3 . 3 : ' /  0 6 : C H E C K S ( 1 , 4 ) : P O S

LD
KM
GI

AT
YJ
MY

M O N  3 , 4 :
,  
H 6 : C M
I C K S (
5 . 0 )

PB 1 7 8 0  1
,
0 5 1 1 1 0
0  
3 . 5
: ?  
t i l 6 :
C H t c
K S
1
1 9 ,
1 2 1
: P O

S I I I O N  3 , 6 t ?  1 1 6 : C H E C K S ( 1 3 ,
1 6 )

BO 1 7 9 0  R E I U R NXm 1 8 0 0  R 1 MCO L e t o  Ri m  1 1 1 4 0 4 S 4 4 1 1 4
1
1 1 1 0

X5 1 8 2 0  R E MAL 1 0 3 0  A s h i t t  i t " ; P I C N U M = 1WA 1 8 4 0  G RAP HI CS  2 4 1 6 : P O K E  7 1 2 , 2 0 8 : P O K E  71. 0 . 2321PO KE 7 5 6 , M E M 1 : P O K E  7 1 1 , 5 6 : p 0 K E

7 0 0 . 1 2 8

IO  1 8 5 0  O L = P E E K ( 5 6 0 )
4
P E E K ( 5
6 1 1 0 2 5 6 1
P O K
I

1 . 4 1 2 , 1 3 5 :P O KE  1 5 3 8 0 4 E M 2AK 1 8 6 0  P O KE  5 1 2 , 0 : P O K E  5 1 3 , 6JE 1 8 7 0  P O S I T I O N  6 . 0 : F O R  C = I  T O  LE NCO S IE0 1 8 8 0  ?  1 1 5 ; A 5 ( C . C ) : : G O S U B  2 2 7 0 : G O S U B  2 2
90

05 1 8 9 0  N E X T C
MB 1 9 0 0  P O S I T I O N  6 , 1 7  1 1 6 ; "

8 2 1 1 0 : G O S U B  2 2 9 0
KO 1 9 1 0  P O 5 I T I O N  3 , 2 7  t 1 6 : " ' . C .  O U D F E L L '

"t8051115 2 1 1 0 : G O S U B  2 2 9 0
Z5 1 9 2 0  P O S I T I O N  2 , 4 : 7  H 6 : " D I F F I C U L T Y ( 1
-
9

HU 2 0 3 0  I F  T S = "  "  A N D  P I CNUm . 71 T H E N
I 2 1 0 :G O S UB 1 4 6 8

SR 2 0 4 0  I F  T $ = "  "  A N D  P I C N U M = 2  T H E N  GOSUB
1270:G O S UB 1 4 6 0

OY 2 0 5 0  I F  T S = "  "  A N D  P I C N U M = 3  T H E N  G 0 5 u 8
1 3 3 0 : G 0 5 U 8  1 4 6 0

MU 2 0 6 0  I F  T S = "  "  AND  P I C N U M = 4  T H E N
1400:G O S UB 1 4 6 0

AF 2 0 7 0  I F  A > = 4 9  AND  A ( = 5 7  T H E N  P O S I T I O N
1 8 , 4 : 7  1 7 6 : 1 5 : D I F F = A
-
4 8

UR 2 0 8 0  G O TO  1 9 6 0
50 2 0 9 0  G O TO  2 0 9 8
UN 2 1 0 0  RE M
NJ 2 1 1 0  FO R

, T:S O UND
. 0 : 5 0 U N D

SR 2 1 2 0  R E M
AY 2 1 3 0  S O UND 1 , 2 0 0 , 1 2 , 1 0 G 0 5 U B

D 1 , 0 , 0 , 0 : R E T U R N
OK 2 1 4 0  RE M
BK 2 1 5 0  G O SUB 1 1 4 0 : F O R  T = I 5  T O

SOUND 0 . 1 2 1 , 1 0 , T : N E X T  T
I X  2 1 6 8  FO R  T = I  T O  1 0 : N E X T  T
HA 2 1 7 0  FO R 1 = 1 5  T O  5  S T E P

L O , I : N E X T  I
JD 2 1 8 0  FO R  1 = 1  T O  1 . 0 1 NE X I  I
PV 2 1 9 0  FO R  T=11.5 T O  5  S TE P

1 0 . T : N E N T  I
I N  2 2 0 0  FO R T7 . 1
HP 2 2 1 0  FO R  T = 5

501111. FX1111 B A N G /  MARE

SOUND FX142 ( B U Z Z )

OUND FX1:13 ( D I N E  .
4

SO N D  -
) 0 2 4  
(  
)

GOSU

GOSUB

80SUB

1 , 5 , eTz 1 5  T O  0  S TE P  - 2 : S O U N D
0 , 1 0 1 1 1 , 1 2 , I :NE X T I : S O U N D  0 , 0 , 0
1 , 0 , 8 , 0 : R E T U R N

2 2 9 0 : 5 0 U N

STEP - I ;

- 1 1 5 0 UND 1 , 6 0 ,

-1 :S O UND 2 . 2 9 '

TO 1 8 : N E X T
TO 1 5 : S O U N 0  0 , 1 2 1 , 1 0 , T 5
0UND 1 , 6 0 . 1 8 , T I S O U N D  2 . 2 9 , 1 0 , 7 : N E X T

2 2 2 0  FO R  T=1 .  T O  5 0 : N E X T
2 2 3 0  FO R  F = 0 . 5  T O  0 . 1  S TE P  -
8 . 12 2 4 0  FO R  T = 5  TO  0  S TE P  - F : S O U N D  0 , 2 8 0 ,
1 2 , I : S O U N O  1 , 2 4 3 , 1 0 , T : , O U N D  2 , 1 2 1 , 1 2 ,
1:POKE 1 6 0 8 , T * 1 6
4
I : N E X I  
I : N E X I  
F

2 2 5 0  RE TURN
2 2 6 0  RE M
2 2 7 0  FO R T = 1 0  T O  0  S TE P  - 5 : 5 0 U N D
0 , 1 0 : 5 0 0 N D  1 , C , 1 0 . 1 0 N E X T  T : S O U N D  0 , 0 ,
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1
3
8
6

CHARAC R  S E T  I N  S TR I N G S

0 , 0 : 5 0 U N D  1 , 0 , 0 , 0 : 1 4 E T U R N
JA 2 2 8 0  RE M  M 3 4 1 1 1 2 .

2 2 9 0  FO R  D I : = 1  1 0  1 : N E X T  D E L: R E TU R N
YD 2 3 0 0  R I M  m a m a .
7 f  2 3 1 0  RE S TO RE  2 4 5 0 : T E T 2
BR 2 3 2 0  R E A D  0 . 1 3 , C
TG 2 3 3 0  I F  0 =
-
1  T H E N  
2 3 9 0

OD 2 3 4 0  I F  A z - 2  T H E N  2 4 1 0
AY 2 3 5 0  I F  0 z 0  T H E N  FO R  T 7 1  T O  1 5 0 : N E X T  T

:RESTORE : 6 0 1 0  2 3 2 0
CM 2 3 6 0  FO R  1 = I 5  T O  0  S TE P  -
T E : S O U N D  0 , A p1 0 , T : N E N T  I
L I  2 3 7 0  FO R  T z 8  T O  0  S TE P  -
T E : S O U N D  
1 , 0 , 1

0 , T: S O UND 2 , C . I 0 , T : N E X T  T
00  2 3 8 0  G O TO  2 3 2 0
PU 2 3 9 0  FO R  T = I  T O  3 : R E A D  A
WV 2 4 0 0  FO R  Y = I 5  T O  0  S TE P  - T E : S O U N D  0 , 0 ,

I 0 , Y : N E X T  Y : N E X T  T: G O TO  2 3 2 0
I J  2 4 1 0  FO R  Y = 1  T O  2 : R E A D  A , B , C
VF 2 4 2 0  FO R  T = 1 5  T O  0  S TE P  -
T E : S O U N D  0 . 0 ,1 0 , T: S O UND 1 , 0 , 1 0 , T : S O U N D  2 , C , 1 0 , 1 : N E X

T I -
MB 2 4 3 0  N E X T Y
DB 2 4 4 0  RE AD A , B , C : F O R  T = 1 5  T O  0  S TE P  -
0 . 2 5 : 5 0 UND 0 , A f T , 1 0 , T : S O U N D

OUND 2 , C * T , I 0
o
T : N E X T  
I : R E T U
R N

OX 2 4 5 0  D A TA  1 2 1 , 9 6 , 8 1
MZ 2 4 6 0  D A T A  1 6 2 , 1 0 8 , 8 1
0
-
1 , 0 , 0

OL 2 4 7 6  D A T A  1 2 1 , 1 2 0 , 1 3 6
TS 2 4 8 0  D A T A  1 4 4 , 9 6 , 7 2
01 2 4 9 0  D A T A  1 2 1 , 9 1 , 7 2
MG 2 5 0 0  D A T A  1 6 2 , 1 0 8 , 8 1 , - 2 , 0 , 0
ON 2 5 1 0  D A TA  1 2 1 , 9 6 , 8 1
BA 2 5 2 0  D A T A  1 6 2 , 1 0 8 , 8 1
OT 2 5 3 0  D A TA  1 2 1 , 9 6 , 8 1
BK 2 5 4 0  D A T A  0 , 0 , 0
ON 1 0 0 0 0  RE M
NC 1 0 0 1 0  D I M  o c $ E 5 1 . 2 3 , P A G E 6 5 ( 1 2 8 ) , F U J I S C I

2 8 ) , N U M B S ( I 2 8 ) , A T O I S ( 3 3 )
OE 1 0 0 2 0  U C S = " 0 . 4 0 0 1 0 0 , 0 0 4 - 4 4 - 0 . T8 4
6
4 . 8 T4 . 1
6 1
N 4
,
0 0

vivoi  C I  H i m i n e • R i l v v e d e P a l o v v i o * _
4 6 4 6 9 :::.vf  i P i P i P 0 0 1 1 0 0

OD 1 0 0 3 0  U C S ( I 0 1 ) = "  0 •
4
0 0
0
,
1
1 1 1 . 0 0 0 1 0
,
0 0 0 1 0
,
0 4 0 . 0 0

0111000. x [r ur Ex11:01300000008Lai 0011000::0 •
1
4x1
0
1:

M1 1 1 1 1 1 1
1 - 9 1 0
1 M1  : I
x  
e v x 0
7 1 M x
v i o l
H  
A
o  
•  
•  
v i
r x
M x
t f
p x

WO 1 0 0 4 0  U C S ( 2 0 1 ) z " x M l
° 4
1
,
0 4
,
0 0 0
,
0 4
4
1 " 1 " . 9 4 * * 0

•  0
1 
•
L
e  
0
0
4
H  
i
r
o
4
0
.
1  
4
0
.
1
0
9
-
1
-
•  
.
"  
i
t
x
:
1
A
-
o
v
e
y
.
x
(
N
O

I vivo 4 1 1 1 ] . . E r f r A n y • x t i n j x . t f M a n y v i l : :
Eu"

RZ t e a s e  u c S  C3013 ="1110:0113X I MI TexE l Mxte l O r n
11 dDDIT.11800131101f. • • • H P • P H D
I L Z L I r - I 1 V4 1

0
0 1
. ]
Z j
j V
x d
D
D
x v  
x
d
D
x
O
O
V
x
d
O
O
P
T

v p "
sc 1 0 0 6 e  u e S ( 4 0 1 ) = " E n A n a l v v x D o r a K 8 M 1 1 0 0 0 0 0

1100 BEM • govanoo(a l or fa j oe
001P0110 A o
l  0
4
%  
9 . 0 0 0 •
1
i .  
P e r 0 .
1
- 0 .  
O A i
i i 0
/ 1

101 -1
,
•÷ .

OY 1 0 0 7 0  N U M B S 1 :
1
4 . 0 . 1 . 4 8 0 8 4 .
1  C .
0 0 0 4 4 4 0
0 . 0

C C 4 0 . 4 (  8 4 8 . 0 .  V . M I L S A - S A J O
ime.A.St14 l e i M P S J * * t i M P P S I S 5
4
1 0 0
,
0 \ M L P U T P W . , l i S "

0y 1 6 0 7 5  H u m g $ ( 1 8 2 ) = " 1 . 0 . 0 C h * / r . 0 0 / h . 1 4 0 0 .
C h A v V . "

YF 1 0 0 8 0  N u m 0 S c 1 e 1 . 1 0 1 3 = c H R S ( 3 4 )
Z Z  1 0 0 9 0  P A 6 E :O S = "9 1 1 f f  1 OVIPIP<1  1 1 • 0 f ) .

V E . 1 . 1 . * E l i t e .
J
N o • m i t y M E M D
K J U J o
0 4
P O
4 0 1 0 , 0
e 4 " .

A I M . a 4 1 1 1 1 }
1  t i t  
1 -
1
1 =  
W i
t  
/
J

••

PU 1 0 1 0 0  P A G E S S C 1 0 1 I " v v i - V O M
4
3 3 3 F 1 8 8 1
.
0 1 1 1 A U

oloCC.VCOg "
TV 1 0 1 1 0  FUJ I S = "1 1 ) G AF, Uv v 5 s s 5 P I ND N N N 0 0 0 8

r:b::b guy* 1. J  a  msmidalualruglEgyallircu
0\-0WIMUSg2.0.
1
JJJ 
A 0 0 0 0 0 0
• x  
1 0 8 0
. 6 "

I R 1 0 1 2 8  FU J I 5 1 1 1 0 1 ) = " 6 > 6 0 0 M c f f gfl i v um a M M a i p
'<L.:JAM*"

I t .  1 0 1 3 0  A T O I 5 : -
-
- " S h n a h a l h n W h
n D I S M O v fl O r E
F N M

UI UMMMM
,
0 "

DO 1 0 1 4 0  RE TURN

H I FT !Mistin
g 2OK 1 0  R U M

BI  2 0  R E M  1  S h i f t  I t  s t r i n g  m a k e r  1
MP 3 0  R E M  1  b 9  R . C . G o o d f e l l o w  1
NI  4 0  R E M  1  1
TS 5 0  R E M  1  M H U t i l i g n f t
DJ 6 0  R E M  1  1 9 0 9
BY 7 0  R E M
PO 8 0  G RAP HI CS  0 : 0 1 1 1  U S ( 1 5 ) : P O K E  7 1 0 , 0 : P O

KE 7 0 9 , 1 0
00 9 0  9  " C O ) i s k  o r  ( C ) a s s e t t e ? " ; : O P E N  U 1 ,

4 , 0 , " K : " : G E 1  U 1 , A : C L O S E  TT/
OF 1 0 0  I f  0 = 6 8  T H E N  F S z . " 0 : S T R I N G S . L S T "
I X  1 1 0  I F  A = 6 7  T H E N  F S = " C : "
08 1 2 0  ?  " K 4 4 4 4 4 C R E A T I N G  S TR I N G S  O N D I S K +

M
4
-
1
-
"
;
;
I
F  
a
=
6
7  
T
H
E
N  
7  
"
C
A
S
S
E
T
T
E
"

ON 1 3 0  ?  : O P E N  U I , 8 , 0 , F S
RE 1 4 0  ?  t t 1 ; " 1 0 0 0 0  R E M  I t T E L I T I R A M T A M I C E

O u t i T a l i r
ON 1 5 0  ?  S a 1 ; - 1 0 0 1 0  D I M  L i c 5 c 5 1 2 ) , P A G E S S ( 1 2

8 ) , F U J I $ ( 1 2 8 ) , N U M 8 S ( 1 2 8 ) , A T O I S ( 3 3 ) "
KM 1 6 0  ?  U 1 ) " 1 0 0 2 0  U C 5 = " ; C H R $ C 3 4 ) ;
NM 1 7 0  FO R  T z l  T O  1 0 0 : R E A D  D : ?  U l ; C N R S C O )

; : 0 E X T 1 ; ?  a l
TC 1 8 0  U l ; " 1 0 0 3 0  U C S C 1 0 1 ) = " ; C H R S C 3 4 1 ;
NO 1 9 0  FO R T = I  T O  I 0 0 : R E A D  0 1 . ? 1 $ 1 ;CHRS CD)

; ; N E X T T : ?  U l
TM 2 0 0  7  U 1 ; " 1 0 0 4 0  U C 5 C 2 0 1 ) ; C 1 $ R 5 C 3 4 ) ;
148 2 1 0  FO R  T = I  T O  1 0 0 : R E A D  Co:? 1 1 1 ;CHRS CD)

; : NE X T T : ?
VJ 2 2 0  ?  U l " 1 0 0 5 0  o c S ( 3 0 1 ) = " ; C H R S ( 3 4 ) ;
NF 2 3 0  FO R  T = 1  T O  1 0 0 : R E A D  0 : ?  0 1 ; C H R S C O )

; : NE X T T ; ?  U l
WW 2 4 6  ?  A l ; " 1 0 0 6 0  U C 5 ( 4 0 1 ) = " ; C H R S C 3 0 1 / :
PN 2 5 0  FO R  T.T.1 T O  1 1 2 : R E A D  0 : 7  U l ; C H R S C D T

; : N E X T  T : 7  U l
VK 2 6 0  RE AD 0 : I F  D O - I  T H E N  ?  " U P P E R  CAS E

DATA M I S S I N G " : 5 T O P
BH 2 7 0  ?  4 1 4 " 1 0 0 7 8  N U M O S C H R 5 C . 3 4 ) :
HP 2 8 0  FO R  T = I  T O  I 0 0 : R E A D  0 1 ?  0 1 1 ; CHRS ( D)

; : NE X T 1 : 7  U l
08 2 9 0  RE AD 0 1 ?  # 1 1 " 1 0 0 7 5  N U M B S C 1 0 2 ) = " ; C H

R S C 3 4 ) ;
00 3 0 0  FO R  1 = 1  T O  2 7 : R E A D  D t ?  N U C H R S C O ) ;

:NEXT T : ?  U l
JH 3 1 0  ?  U l ; " 1 0 0 8 0  N U M B S ( I 0 1 , 1 0 1 ) = C H R S C 3 4

) "
OP 3 2 0  RE AD D ; I F  D O
-
I  
T H E N  ?  
" P A G E S  
D A T
A

MI S S I NG " S TO P
FO 3 3 0  ?  U 1 ; " 1 0 0 9 0  p A c E 6 S = " ; C H R 5 C 3 4 ) ;
NI  3 4 0  FO R  T = 1  T O  1 0 0 : R E A D  0 7  1 2 1 : C H R S ( 0 )

; : N E X T T : ?  U l
HO 3 5 0  ?  n 1 " 1 0 1 0 0  P A G E 5 5 ( 1 0 1 ) = " ; C H R S ( 3 4 )

PT 3 6 0  FO R  T = 1  T O  2 0 ; R E A D  0 : ?  0 1 : C H R 5 ( 0 ) ;
:NEXT T : ?  STI

OZ 3 7 0  RE AD 0 : I 1 '  9 0 - 1  T H E N  7  "P AG E S  O ATA
MI S S I NG " S TO P

WO 3 0 0  ?  U l ; " 1 0 1 1 0  F U J I S = " ; C H R S ( 3 4 ) ;
NS 3 9 0  FO R T = I  T O  1 0 0 ; R E A 0  0 : ?  U 1 : C U R 5 ( D )

; ; NE X T T : ?
T i  4 0 0  7  1 $ 1 ; " 1 0 1 2 0  F U J I S C 1 0 1 ) = . " ; C H I T S ( 3 4 ) ;
PK 4 1 0  FO R  1 = 1  T O  2 8 : R E A D  9 : 7  U l : C H R S C O / T

:NEXT T : ?
00 4 2 0  RE AD 0 : I F  D O
-
I  
T H E N  ?  
" P A G E S  
D A T
A

M I S S I NG ";  STOP
XB 4 3 0  ?  U 1 , 1 " 1 0 1 3 0  A T O I S z " ; C H R S ( 3 4 ) ;
Fez 4 4 0  FO R T = I  T O  3 3 : 0 E 0 0  D : ?  U l : C H R S ( D ) ;

;N E X T  T : ?  U 1
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SHIFT !Misting 2
UL
NL

450  '
1
' 
0 1
) "
1 0
1 4
0  
R
E
T
.
•

4 6 0  CLO S E  a l t ?  " S T R I N G S  C R E A T E D " : /  " M E
WI TH T H E  M A I N  pRO G RAm . "!E NDRGE T H E M

UX 4 7 0  R E M
FA 4 8 0  D A T A  0 , 0 , 4 0 , 0 . 0 , 0 ,
0
,
8

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

OK 5 0 8  D A T A  ) 6 , 5 6 , 8 4 , 1 6 , 1 6 , 1 5 . 1 6 , 0
YO 5 1 0  D A T A  0 , 3 2 , 6 4 , 2 5 5 ,
6 4 , 3 2 , 0 , 0J I  5 2 0  D A T A  0 , 4 , 2 , 2 5 5 . 2 , 4 '
8
.
0

LD 5 3 0  D A T A  7 6 , 2 1 6 , 4 8 , 9 5 ,
1 9 5 , 1 4 0 , 0 , 0UR 5 4 0  D A TA  5 6 , 1 0 0 , 5 6 , 8 0 , 2 2 0 „ 2 8 8 , 1 1 8 , 0
ZN 5 5 0  D A T A  2 4 , 2 4 , 2 4 0 3 . 0 ,
0 , 0
.
0

5R 5 6 0  D A TA  1 4 . 2 4 , 1 6 . 1 5 ,
2 4 , 1 4
.
0 , 0

S I  5 7 0  D A TA  2 2 4 , 4 8 , 1 6 , 1 6 ,
4 0
.
2 2 4
.
0 , 0

Ok 5 8 0  D A T A  1 3 5 , 2 1 5 . 1 1 2 , 2 1 . 6
, 1 3 6 , 0 , 0 , 0ES 5 9 8  D A T A  4 8 . 4 8 , 2 5 2 . 4 8 .
4 8 , 8 , 0 , 0TE 600 DATA e
j
e , e , s ,
3 2 , 4 8 , 9
6 , 6

YJ 5 1 0  D A TA  0 , 0 , 2 5 2 , 0 , 0 .
0 , 0 ,
e
I N  6 2 0  D A T A  0 , 0 , 0 , 0 , 4 8 .
1 6
,
0 , 0

MY 6 3 0  D A TA  9 , 4 0 , 0 , 2 5 2 , 0 .
4 8 , 0
.
0

JO 6 4 0  D A T A  1 2 8 , 2 8 4 , 2 1 2 , 2 2 8 , 1 1 6 , 1 2 0 , 0 , 0
TR 6 5 0  D A T A  4 0 . 1 1 2 , 4 8 , 4 8 ,
4 8 , 4 0 , 0 , 05J 6 5 0  D A T A  5 5 , 7 6 , 2 4 , 4 8 . 1 5 ,
2 5 2 , 0
.
0

yij 6 7 0  D A T A  1 1 2 , 1 5 2 , 4 8 , 2 4 , 1 4
0 , 1 2 0 , 0 , 0zR 6 8 0  D A T A  1 / 2 , 1 1 2 , 2 1 6 , 2 1 6 , 2 5 2 , 2 4 , 0 , 0
EL 6 9 0  D A T A  2 5 2 , 1 1 2 , 2 4 8 , 4 , 1 3 2 . 1 2 0 , 0 , 0
TT 7 0 0  D A TA  1 2 0 , 1 9 2 , 2 4 8 , 2
2 8
.
1 9 6 , 1 2 0 , 0 , 0

kir 7 1 0  D A T A  2 5 2 , 4 . 8 . 4 8 ,
9 5 , 9 5
.
0
/
0

L.10 7 2 0  D A T A  1 2 0 , 2 2 8 , 1 2 0 , 2 2 8 . 1 9 6 . 1 2 0 . 8 , 0
WO 7 3 0  D A TA  1 2 0 , 2 2 8 , 1 2 4 . 1 2
, 2 4 , 1 1 2 , 9
.
0

OD 748 DATA 0,48,16,0,48,16.0,0
Mk 7 5 0  D A TA  0 , 4 8 , 1 5 , 0 , 1 6 ,
4 8
.
9 6 , 0

JY 7 6 0  D A TA  1 2 , 2 4 , 4 8 , 9 5 .
4 8 , 8 , 4 , 0CD 7 7 0  D A T A  0 , 1 2 6 , 0 . 0 , 1 2 6 ,
0 , 0 , 0WX 7 8 8  D A TA  4 8 , 2 4 , 1 2 . 6 ,
1 2
,
1 5
.
3 2
.
0

CS 7 9 0  D A T A  1 2 8 , 1 3 2 , 2 4 , 4 8 '
0 , 4 8
.
0 , 0

BZ B e e  D A T A  1 2 8 , 2 8 4 , 2 2 0 , 2 2 8 . 1 9 2 , 1 2 4 , 0 , 0
NB 8 1 0  D A TA  4 8 , 1 2 0 , 2 2 8 1 1 9 5 , 2 5 2 , 1 9 6 , 0 , 0
ML 8 2 e  D A TA  2 4 8 , 2 2 0 . 2 4 8 , 2 2 8 .
1 9 5 , 2 4 8
.
8
'
0

SJ 8 3 0  D A T A  1 2 0 , 2 2 8 , 1 9 2 , 1 9
2
,
1 9 5 , 1 2 0
.
8 , 0

MO 8 4 9  D A T A  2 4 0 , 2 3 2 , 1 9 5 . 1 9 5 , 2 0 0 , 2 4 0 , 8 , 0
TR 8 5 0  D A T A  2 5 2 . 2 2 4 , 2 4 8 , 2 2 4 , 1 9 2 , 2 5 2 . 0 , 0
XJ 8 6 0  D A T A  2 5 2 . 2 2 4 , 2 4 8 , 2 2 4 , 1 9 2 , 1 9 2 , 0 , 0Mk 870 DATA 120,226,154,284,15,6,120,8,0
OL 8 8 0  D A T A  1 9 6 , 1 9 6 . 2 5 2 , 2 2 8 , 1 9 5 , 1 9 6 , 0 , 0
AO 8 9 0  D A T A  2 5 2 , 5 6 , 4 8 , 4 8 , 4
8 , 2 5 2
.
9 , 0

ZM 9 8 0  D A T A  1 2 , 1 2 , 1 2 , 1 2 .
1 5 5 , 1 2 0 , 8
.
8

Mc I l e  D A T A  2 0 8 , 2 0 8 , 2 2 4 , 2 0
8 , 2 0 0 , 1 9 5 , 0 , 0UU 9 2 0  D A T A  1 9 2 . 1 9 2 , 1 9 2 , 1 9 2 . 2 2 4 , 2 5 2 . 0 , 0
HE 9 3 0  D A T A  1 1 8 , 2 3 4 , 2 4 2 , 1 9 4 , 1 9 4 . 1 9 4 , 0 , 0
ZA 9 4 0  D A TA  1 9 5 , 1 9 5 . 2 2 8 . 2 1 2 . 2 0 4 , 1 9 6 , 0 , 0
Z I  / 5 0  D A T A  1 2 0 , 2 2 8 . 1 9 5 , 1 9
6 , 1 9 6 , 1 2 0 , 0 , 0JC 9 6 9  D A T A  2 4 8 , 2 2 0 , 1 1 6 , 2 4 8 , 1 9 2 . 1 9 2 , 8 , 0
AT 9 7 9  D A T A  1 2 0 , 2 2 8 , 1 9 5 ; 1
9 5
,
2 0 8 , 1 0 8 , 0 , 8

AG 1 8 0  D A T A  2 4 8 , 2 2 8 , 1 9 5 , 2 4 8
, 2 0 8 , 2 0 4 , 0 , 0RK / / a  D A T A  1 2 0 , 2 2 4 , 1 2 0 „ 4 ,
1 3 2 , 1 2 0 , 0 , 0GO 1 0 0 0  D A T A  2 5 2 , 5 6 , 4 8 , 4 8 , 4 8 , 4 8 , 0 , 0
ON 1 8 1 0  D A T A  1 1 6 , 1 1 6 , 1 9 6 , 1 9 6 , 2 8 4 , 1 2 0 , 0 , 0
KO 1 0 2 8  D A T A  1 1 8 . 1 / 6 , 1 9 6 , 1 9
6 , 1 0 4 , 4 8 , 8 , 0TP 1 0 3 0  D A T A  1 1 4 „ 1 / 4 . 2 1 0 , 2 3
4 , 2 3 4 , 1 1 8 , 0 , 0118 1 0 4 0  D A T A  1 9 6 , 2 0 0 , 4 8 , 4 8 , 2 0 8 . 1 1 6 , 0 . 0
NO 1 0 5 0  D A T A  1 9 6 , 1 9 5 , 5 6 ,
4 8
.
4 0
.
4 8
.
0 , 0

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

O I  1 0 7 8  D A T A  1 5 . 2 4 . 1 2 , 4 0 , 1 2 .
2 4
.
1 5 , 0

I G  1 9 8 0  D A T A  8 . 6 4 . 9 6 4 8 , 2 4 . 1 2 . 6 , 0
PV 1 0 9 0  D A T A  2 4 0 , 2 4 , 4 8 , 1 2 , 4 8 , 2 4 , 2 4 0 , 0
as 1 1 0 0  D A T A  1 6 , 5 6 , 1 2 4 , 2 1 4 . 1 6 . 1 6 , 1 6 , 0
VG L I L O  D A T A  2 5 5 , 0 , 8 , 0 , 8 ,
8
,
0 , 8 , - 1

0 f 5 E T  0  ( C H A •  S E T

52 1 1 1 0
OD 1 1 3 0
PB 1 1 4 0
20 1 1 5 0
OC 1 1 6 0
VD 1 1 7 0
X1 1 1 8 0
PH / 1 9 0
MJ 1 2 0 0
OS 1 2 1 0
I R  1 2 2 0
OM 1 2 3 0
YM 1 2 4 0
JO 1 2 5 0
HM 1 2 5 0
XF 1 2 7 0
I J  1 2 8 0
J4.1 1 2 / 0
OJ 1 3 0 9
GF 1 3 1 . 0
DP 1 3 2 0
MP 1 3 3 0
Kr  1 3 4 0
HP 1 3 5 0

5
CH 1 3 6 0  D A T A  0 . 2 5 4 , 2 5 5 . 2 5 4 , 0 . 0 . 8 , 2 5 5AG 1378 DATA 0
,
0 , 0 . 0 , e ,
4 3 , 0 , e

AE 1 3 8 8  D A T A  1 5 , 1 5 , 1 5 , 1 5 , 1 5
, 7 , 3 , 0DX 1 3 9 0  D A T A  2 5 5 4 1 2 , 1 2 8 , 0 , 1 2 8 . 1 9 2 . 2 5 5 , 2 5

5
1 4 0 e  D A T A  2 5 5 , 3 , 1 , 0 , 1 .
3 , 2 5 5 , 2 6 51 4 1 8  D A TA  1 9 2 , 2 2 4 , 2 4 0 , 2 4 9 , 2 4 0 , 2 2 4 , 1 9 2 ,
0
1 4 2 9  D A T A
1 4 3 0  D A TA
1 4 4 0  D A T A

145
AY

DX
VW
OH
GO 1 4 5 9  D A TA
PC 1 4 5 0  RE M
DK 1 4 7 8  D A TA  2 3 8 , 4 1 , 7 1 , 6 5 , 7 8 ,
8
.
2 5 5 , 8

HY 1 4 8 0  D A TA  0 , 1 1 5 , 1 1 5 , 1 1 5 , 1
1 5 , 2 4 3 , 2 4 3 , 2 43
LP 1 4 9 0  D A TA  0 , 2 0 6 , 2 8 6 , 2 0 6 , 2 0 6 . 2 0 7 , 2 0 7 , 2 0

7
VJ 1 5 0 0
LZ 1 5 1 0

SW
UB
PY

MN
I D
MV
zE
8 I
UC

SZ

z u

REM
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
REM
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA

1 5 2 0  D A T A
1 9 5
1 5 3 0
195
1 5 4 0
2
1 5 5 0
1 5 6 0
1 5 7 0
192
1 5 8 0
6 2
1 5 9 0
1 6 0 0
1 6 1 8
1 6 2 0
1 6 3 0
1 5 4 0

RL D A T A

GM D A T A

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

8 , 5 6 , 4 . 2 4 . 3 2
, 6 0 , 0 , 00 , 4 8 , 8 . 1 5
, 0 , 4 0 ,
e
, 0

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

8 . 6 0 , 3 2 , 5 6 . 4 , 5
6 , 0 , 00 , 3 2 , 3 2 , 5 6 . 3
6 , 2 4 , 0 , 09 , 1 2 0 , 8 , 1 5 '
3 2 , 3 2 , 0 , 00 , 2 4 , 3 5 , 2 4 , 3 6 .
2 4 , 0 , 00 , 2 4 , 3 6 , 2 0 ,
4 , 4
.
0 , 0

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

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

0 , 9 2 , 1 9 4 , 7 6 , 8 0
, 2 5 4 , 0 , 08
,
4
4
,
9
,
8
,
3
6
.
3
4
,
1
2
4
.
o
,
e

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

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

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

OFFSET 2 6 4  ( P A G E  6 )

DATA
DATA
DATA

DATA
DATA
DATA
DATA
REM

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

0 , 6 0 , 1 2 5 , 1 0 2 , 1 0
2 , 1 2 6 , 2 3 1 , 00 , 6 2 , 9 6 , 1 6 , 1 1 1 ,
1 0 2 , 6 2 , 00 . 2 5 4 , 9 6 , 1 2 4 , 9
6 , 9 5 , 2 5 4 , 00 , 0 , 3 , 7 , 1 5 , 1 5 ,
1 5 , 1 50 , 2 5 5 , 2 5 5 , 2 5 5 , 1
9 2 , 1 2 8 , 1 9 2 , 2 5

0 , 1 , 3 , 1 , 8 '
0
.
1 , 0

0 , 2 3 1 , 3 , 2 2 7 , 5 1
, 5 1 , 2 3 1 , 80 , 2 1 7 , 1 5 3
1
1 4 3 , 1
4 3
,
1 5 3
.
2 1 7 , 0

8 , 1 2 8 , 1 2 8 . 8 ,
0 , 1 2 8 , 1 2 8 , 0 ,
- 1

t o 3
, i 4
s , N
3 , 1
4 6 ,
9 0 .
e ,
2 5
5
,
0

0 , 1 , 1 , 1 , 3 , 3 ,
3
.
3

2 4 3 , 2 2 7 , 2 2 7 , 2 2 7 ,
1 9 5
.
1 9 5 , 1 9 5 ,
2 0 7 . 1 9 9 , 1 9 9 , 1 9 9 ,
1 9 5 , 1 9 5 , 1 9 5 ,
0 . 1 2 8 , 1 2 0 . 1 2 8 .
1 9 2 , 1
/
2 , 1 9 2 , 1 9
7 , 3 1 , 1 2 7 , 2 5 5 , 2
5 5 , 2 5 5 , 2 5 4 , 1 2
4
1 9 5 . 1 3 1 , 1 3 1 , 1 3
1 , 3 , 3 , 3 , 31 1 5 , 1 9 3 , 1 1 3 . 1 / 3 , 1
1 2 ,
i
9 2 „ 1 1 2 ,

Eo D A T A  2 2 4 , 2 4 8 , 2 5 4 , 2 5
5
.
2 5 5
.
2 5 5 , 1 2 7
o

0 , 9 , 2 8 , 5 4
'
5 4 ,
5 2 , 5 4 , 0

0 , 2 4 9 , 9 9 , 1 8 2 , 1
0 2 , 1 0 3 , 1 0 2 , 00 , 1 5 , 1 4 1 , 2 8 5 , 2 0 7 ,
2 0 5 , 2 0 5
.
0

0 , 8 8 , 1 5 2 . 1 5 2 . 2
4 , 1 5 2 , 1 8 8 , 8 1 , -
1
COPY H A R 5 E T  M /

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

1 0 4 , 1 3 3 ' 2 0 7 , 1
0 4 , 1 3 31 5 5 0  D A T A  2 8 6 . 1 8 4 , 1 0 4 , 1 7 8 , 1 6 8 , 0 , 1 7 7 , 2 0
4 , 1 4 5 , 2 0 6 , 1 3 6
, 2 0 81 6 6 0  D A T A  2 4 1 , 2 3 0 , 2 0 5 , 2 3 8 , 2 8 7 , 2 0 2 . 2 8 8 ,
2 4 2 , / 6  0
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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 E30

Post and pack ing free (UK only )
Send cheque or P.O. or quote Access/Visa number to

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
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SCANDISC X L - X E  DISC E14•95
Features include: blue caper Bad-Sector Creator Tape to Disc mum. bine is Tape M ier . Tape In Tape Ccap MC
Dim Sector &trim. bloc Mapper. Gantt Menu Syttem mai car pot up to hen pmes or one dill. Aulobool cermet%
molar that makes any ha w tape peogram into a boolload version, M s  much MOM • a Multalthltly Olio et an
enbellavabte pica •  works out at less than E2 t r  drdnlanl!
THE ALCHEMIST X L / X E  DISC E9.95

Ite n tle ll m o l e  and  reOlhOtelle Oae lMartlEll Ud e  game s ID b lan k nise i P m  tO r Ati l t  aVe r Red e ge t aoain
,KASS-KOPT X L / X E  TAPE 19.95
Copies cununerCial emillta games to ordinary blank Usnisti oat lealittle a Turboano 0$410e that enables your
capind lapin In load tacter than the antiwar Ana Manures an Crestor WORM Mat lets yew M A W  tml 11100AFY
game topes The alltely Worms NU a disc utter  editor aliment you to hack iMo Adventure and Arcade tames
With WIWI Pmertel pit m y  in ane •  sad treat Ion Ion t IV A FP PPXY dd••• dSMAII fl f 0,3•6_ipo V i
,
:c r ds t k :
PROGRAMMERS PACK X L / X E  DISC E1495
f..young you need to write tames on the Alan M AE ! Enable' yew Co fresignMnineate: PlayerMilsollea.
Playtteldajille Screens. Camtomrsed MIL:coloured Charaelarl SOS M ule  and Sound IX. Sullable ler Bask arel
Machine-Code prevent mere •  WM Vou CAN mite a M ulct ( tabled matructme deluded with Obit two Mak pack.
GENESIS X L / X E  TAPE OR DISC E9,95
A pwwertul Playorlilistrie Editor ono Animator. Enable, you In COUSITUct and realistically animal. Sornes Tor urnis your own BMA Or Machine-Code programs, Now wettable on bath Tads and Pim -  Sale wh,n

Scud Chive  D. In: SOFESCAll. P.O. 10X SA, Hriforti 11114 9111. Or Wilma put order atna ACCESS. note (1432
-
5(01

II adidlon to INT% tha ne  cone XLIE Winn descritne atom. SOMSEAlt slum game kr ma Al.li ST. ',ICS
ant mast Klite wmpulert. Sand Sap lw a cataltque tsuielild true allb Ill anion)

t i l l S 3 ]  l i fi l  atni 1  letehreets -  get Z gages R I P  A T A R I  I
EALERSS

pres ents

1. PAI NT BO ARD
2. NET WORK &  KI NG 'S PERIL

3. COUNT ER- SL OT

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

2. The Network  at Kings Peril are two separate puzzles which will luur3
you busy for hours! (A knowledge of chess useful with the King's
Perin

3, Counter-Slot is a 's imple to understand but diffi cult to solve' puzzle.
It will probably  drive you mad while try ing to solve i t

PAINTBOARD PACKAGE £ 2 . 9 9
NETWORK & KING'S PERIL E l  .99
COUNTER-SLOT E 2 • 9 9

NEW
LOWER
PRICES!

All programs run on any Atari, except ST, with at lea
s t  4 8 k Prices inc lude 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,  Anlabv Road,

Hull, North Humberside HU3 6SB

DISK
BONUS
GRIDWARS

by Ross McNaughton
):: :ORE 0 0 0 6 0 S H I P S
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i !.1; COP; E 0 2 6 0 0

Fast and furious action
created with Broderbund's

ARCADE MACHINE
It's Monday morning again and the stud o f  another week's

hunting on the Grid. Wearily you take to the controls of your
fleet of remote controlled blastships and try to th ink only of
the profits. A ll  the rules soy 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 op to a
massive 200 credits, but they are not the only creatures on the
Grid, nor are they the most dangerous. On ly by dearing the
grid o f  everything, from the harmless Crawlers and Go-Worms
to the deadly Spinners, Mines and Hive Bombers, can you hope
to succeed.
Go to it  young man, the work needs to be done and without

those Credits life  is going to be dull indeed_ A ll 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
liroderbund, a  program that  enables top quality arcade games to
be created quite simply and with voy little programming knowledge.
Sadly it  is  no longer available commercially but  there must  be a
number o f  Atari owners who have a copy. Any more programs out
there wait ing to be included as a future NEW ATARI USER DISK
BONri.T.S7

GRI DWARS is avai lable as the BONUS on this Issue's disk,
Disk subscribers will have received their copy already but
the di sk i s  avai l abl e separately f or  j ust  E2.95. Send a
cheque or  Postal  Or der  wi th a  wr i tten order  to PAGE 6,
P.O. Box 54,  Stafford,  5T16 1DR or use the order form on
page 49.

New Atari User - Issue 40 1 5
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NEWS STAT
I  c a n  hardly believe it! Hot on the heels of Page Marshal

(reviewed last issue) we have another 8-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. I 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.
News 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 ILX80 and MX80 (and
compatibles), Star/Gemini SGIO 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 hundles 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 Page 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.

16 N e w  Atar i  User - Issue 40

PLATE EDI TI NG

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

ON
John S Davison gets

another chance to try a
desk top publishing

program for the XL/XE
and finds a very

impressive package

standard 9 sector font tile. 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 us many
different fonts as you wish with in  a  plate.

There's no font editor provided, so you can only change the
supplied fonts o r 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 PAGE 6 Issue disks. Incidentally,
Page Marshal's fonts loaded into News Station without trouble.
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 o f text is completely manual, there's no automatic

centring, wordwrap, wordflow, justification, o r 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 a llow 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 flies from a wordprocessor or text editor
may also be  loaded in to  a  plate, a n d  this worked OK with
AtoriWriter 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 o f 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 I  found the largest size
tended to biockiness and also noticeably distorted the picture's
proportions. Icons can be easily loaded from Print Shop icon
library disks, bu t  not directly from the original Print Shop or



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 E2 per disk you can't go wrong.

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. lust 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
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Ski s i z e s  too!

. .Picture files
I t 's  also possible to import
62 sector picture fi les into
News station. This picture of
Pete was drawn with AtariArtist
by John Davison Jnr,
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Lines and Patterns
Vertical and horizontal lines can
easily be drawn using the joystick
and eye-catching patterns created
with the Atari's control characters,

lr11
,
ly1F ly1;

11

,km calu
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using the keyboard, joystick, or Koala Pad.
Facilities are extremely basic, allowing
only line drawing and pixel flipping, so if
you need more than this you'd have to use
a separate art program and import the
graphics as described above. Its 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!

Printing i s  hand led  v i a  Th e  Press,
achieved b y  simp ly 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 wh ich  automatica lly fo llows p late
selection. Th is is  very frustrating, and a
classic case o f  stupid design_ However, I
discovered a n  undocumented feature
(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 ve ry good a t error Messages either,
and sometimes sat ignoring my attempts
to communicate with it without telling me
what I  was doing wrong. Once you see the
printed output though, you 'll forgive the
program its annoying little foibles. On my
Star SG10 the quality was impressive, and

easily good enough for most home and small business uses.
Did I  say foibles? Perhaps I  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  a lso like  access to DOS
facilities, a  fon t  editor, and simultaneous viewing o f  multiple
plates included, but this is probably wishful thinking.
Despite its shortcomings I  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 o r as easy to use as these, it's every
bit a s useful. I f  you need a simple, general purpose desktop
publishing package, News Station could be the one_ •

NEWS STATION
Published by Reeve Software

Available from CaIlisto Computers
Price E23.50
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LEARN TO
XL/XE TYPE I N  - - - • = • • • • •

READ
L e a r n To Read 115 an educational  game for children

learning to read. A sentence is displayed wi th a word
missing (replaced by ???). 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, al ong wi th the option to play again (START) or to
qui t (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
compl icated 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 bui l t up as follows:

THE QUESTION, WORD' ,  WORD2,  WORD3
WO RD& KEYCODE, CORRECT

Wor d 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 fol lowing 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 al ter ing the figure 50 in l ine 201 to
the number  of questions you require. All questions must be
added as DATA wi th 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, I f we
get a positive response, we will publish more.

New Atari User I ssue 10

E l  i  R E M  * * * * *
SS 2  R E M  *
RO 3  R E M  *
GO 4  R E M  *
TC 5  R E M  *
ED 6  R E M  *

L EAR N  T O  R E A D
b y

D e a n  G a r r a g h t y

NK 7  R E M  *  N E W  A T A R I  U S E R  -  O c t o b e r  8 9  *
EP 8  R E M
NO 9  R E M
M I  9 0  D I M  S E N 5 ( 1 0 0 ) , O P 1 5 ( 2 0 ) , O P 2 5 ( 2 0 ) , 0 P 3

5 ( 2 0 ) , O P 4 5 ( 2 0 ) , A C T 5 ( 2 0 ) , G O N E 5 ( 2 6 ) , D U M M
Y S ( 1 ) , G O N E C I O )

TO 9 5  S = 0
U I  1 0 0  G R A P H I C S  1 7 :5 E T C O L O R  2 , 0 , 0 : P O K E  7 5

2 , 1
ZO 1 1 0  ?  L E A R N  T O  R E A D  1 "
JT  1 2 0  1 1 6
UU 1 3 0  ?  1 4 6 , 1 " b y  d e a n  g a r r a g h t y "
JX  1 4 0  ?  1 1 6
YR 1 5 0  ?  U 6 ; " M a r r r i l i t I M W 1 f M a A R M I T
.PR 1 6 8  I F  P E E K t 5 3 2 7 9 ) = 6  T H E N  1 9 5
DV 1 6 5  G O T O  1 6 0
X0  1 9 5  P O K E  7 6 4 , 2 5 5
XV 1 9 7  F O R  Z = I  T O  1 0
WO 2 0 0  G R A P H I C S  0 : P O K E  7 5 2 , 1 : 5 ( T C O L O R  2 , 0

, O :P O K E  5 5 9 , 0
DG 2 0 1  X = I N I C R N O ( 0 ) * 5 0 )
UP 2 0 2  I F  Z = I  T H E N  G O T O  2 0 6
L J  2 0 3  F O R  K = 1  T O  Z
VC 2 0 4  I F  G O N E ( K ) = X  T H E N  P O P  : G O T O  2 0 1
AM 2 0 5  I F  G O N E ( K ) O X  T H E N  N E X T  K
UU 2 0 6  G o N E c z 1 = x : p f 5 T o n e  1 0 0 0 4 t X * 1 0 3 + 1

A simple educational
program for teaching

English or other languages
that you can easily amend

to suit your own needs

1



RP 2 1 0  RE AD 5 E NS . O P I S , O P LS . O P 3 S , O P 4 S , HANC
ODE. ACTS

L i  2 1 1  P O S I T I O N  5 , 0 : *  "
UU 2 1 2  P O S I T I O N  5 , 1 : ?  " I O U E S . : "
VG 2 1 4  P O S I T I O N  1 2 . 1 : ?  1 : P O 5 I T I O N  1 5 . 1 : ?

FT) 2 1 4  P O S I T I O N  5 , 2 : 7
PE 2 2 0  P O S I T I O N  5 , 1 8 : ?  S E N S
K8  2 2 5  P O S I T I O N  8 , 1 6
,
: ?AY 2 3 0  P O S I T I O N  0 , 1 6 : ?  " 1  O P T I O N S  A R E :

I "
CC 2 3 1  P O S I T I O N  0 , 1 7 : ?  " I " : P O S I T I O N  3 8 . 1 7

" 1 "
CP 2 4 0  P O S I T I O N  0 , 1 7 : ?  " 1  1 1 1 " 0 A 1 5 : P O S T I

I O N  3 8 , I 7 : ?  " 1 "
H I  2 4 1  P O S I T I O N  0 . 1 8 : 7  " 1  H O " : 0 P 2 5 : P O S I T

I O N  3 8 , 1 8 : ?  " 1 "
MB 1 4 2  P O S I T I O N  0 , 1 9 : 7  " I  M M " : 0 P 3 S : P O S I T

I O N  3 8 , 1 5
1
: ?  
" i "

110 2 4 3  P O S I T I O N  0 , 2 0 : 7  " I  0 1 1 1
-
: 0 P 4 S : P O 5 I T

I O N  4 8 . 2 0 : ?  " I "
OY 2 5 8  P O S I T I O N  7 , 2 1 : ?  " W H I C H  D O  Y O U  T H I N

K I T  I S ? ” : P O S I T I O N  0 , 2 1 ; ?  -
I
-
: P O S I T I O N

3 8 , 2 1 : ?  " i "
L Y  2 5 5  P O S I T I O N  0 , 2 2 : 7  "

• • •

RW 2 5 6  P O K E  5 5 9 , 3 4
F I  2 6 0  I F  P E E K  C 7 6 4 1  =2 5 5  T H E N  2 6 8
( I V 2 7 0  I F  P E E K  ( 7 6 4 )  7 1 1 ANCODE T H E N  P O S I T I O N

1 0 , 1 2 : ?  T H A T  I S  C 0 R R E C T I
,
' " ; 5 = 5 4
-
1

MC 2 8 8  I F  P E E K ( 7 6 4 ) 0 H A N C O D E  TH E N  P O S I T I O
N 5 , 1 2 : ?  " T H A T  I S  N O T  T H E  C O R R E C T  W O R D

UV 2 8 1  I F  P E E K C 7 b4 ) 0 H A N C O D E  TH E N  P O S I T I O
N 5 . 1 3 : 7  A C T $ ; "  MO S T H E  CO RRE CT W O R D .
-IG  2 8 5  FO R 61-7.1 T O  ) 5 0 : N E N T  R

NT 2 8 7  P O KE  7 6 4 , 2 5 5
MY 2 9 0  N E X T Z
HO 4 8 e  R E M  G I V E  S CO RE , E TC.
NO 4 1 0  G RAP HI CS  1 7 : ?  U 6 : ?  U 6
J r  4 1 5  S E T C O L O R  8 , 1 0 , 1 8
HU 4 2 0  ?  1 1 6 ; "  Y O U  S C O R E D  ";, - 5
X S  4 3 0  U 6 ; "  O U T  O F  T E N . .
,YO 4 4 8  ?  . 4 6 : 7  I 4 6 : ?  1 * 6
HO 4 5 0  ?  4 1 6 ; " p r e s s  s t a r t  t o  p l a y "
BY 4 6 0  7  n 6 ; " I n r r e i r r i n c E M I L T E M I T .
KG 4 7 0  I F  P E E / 0 E 5 4 2 7 9 1 = 6  T H E N  C L R  : R U N
PU 4 8 0  I F  P E E K ( 5 3 2 7 9 ) = 4  T H E N  G R A P H I C S  0 : N

EW
OE 4 9 0  G O T O  4 7 0
C V 1 0 0 1  D A T A  T H E  ? ? ?  S A T  O N  T H E  M A T , D O G , C

A T . T R E E , P A P , 3 8 , C A T
Ex 1 0 1 1  D A TA  I  WE NT T O  TH E  ? ? ?  FO R  A  H O L /

DAY , P ARK, S E AS I DE . S HO P , S C4 1 0 0 1 , 3 0 , S E AS I D

KE 1 0 2 1  DATA I  WENT T O  TH E  S HO P  W I T H  SOME
???, MO NE Y , BoO Ks , G AME S , CATS , 3 1 , MO NE Y

I C 1 0 3 1  D A TA  MO THER S AY S  NO T T O  P LA Y  W I TH
???, CARS , DO G S , MATCHE S , TRE E S , 2 6 , MATCHE

WJ 1 0 4 1  D A TA  ? ? ?  GROW O N TRE E S , CATS , DO G S ,
LE AUE S , CO MP UTE RS , 26 , LE AV E S

L I  1 0 5 1  D A TA  I  L I K E  T O  E A T  ? ? ? , L E A V E S , T R E
E S , G RAS S , 5 WE E T5 , 2 4 , S WE E TS

FS 1 0 6 1  D A TA  WE WE NT FO R  A  WALK I N  T H E  7 ?
?, P ARK, J UNG LE , HO US E , CO MP UTE R, 3 1 , P ARK

VJ 1 8 7 1  DATA I  L I K E  RE ADI NG  ? ? ? , S W E E T S , 8 0
O KS, FLO O RS, DO G S. 30 , BO O KS

PT 1 0 8 1  D A T A  ? ? ?  ARE  N O T P E TS , DO G S , CATS , E
LE P HANTS , G E RBI LS „ 2 6 , E LE P HANTS

J P  1 0 9 1  D A T A  I  H A D  A  ? ? ?  L U N C H  T O D A Y . F A S T
, M E A D O W , B E E , B I G , 2 4 , B I G

PM 1 1 0 1  D A TA  I  L I K E  T O  G O  ???, CAM AI NG , M E A
DO W, CO MPUTER, MO TI I ER, 31, CAMPI NG

AR 1 1 1 1  D A TA  C A TS  HAV E  A  CO AT O F  ? ? ? , S K I N
. CLO THE S . FUR, DO G , 2 6 , FUR

--mgmkgmmk,

I f  1 1 2 1  D A T A  CO MP UT1R5 A R E  ? ?
7
, M E A D O W . F U N

. S W E E TS . CAMP I NG , 3 0 , FUN
CK 1 1 1 1  D A TA  T H E  FARME R ? ? ?  T A L L  CO RN, G RE

W. ATE , NO W, G O O D. 41 . G RE N
ED 1 1 4 1  D A TA  L E T ' S  S TO P  7
7 7  F O R  
W A T E R , C O M

P UTE R. CAR, HE RE . BE V AUS E . 2 6 . HE RE
SC 1 1 5 1  D A TA  H E  ?
7 ,  G O I N G  
O N  
W A L K S ,
F I N D , L

0 0 X , T H E R E . L I K E S . 2 4 . L I K E 5
i f  1 1 6 1  D A T A  TH E  I C E  WAS ? ? ?  CO LD, NO W , HE L

1 0 , O TRY , ME ADO W, 2 6 , V E RY
UJ 1 1 7 1  D A TA  I  L I K E  ? ? ?  C A TS  BE S T, BRO W N, N

O W, G O O DO YE, HELL0. 31, BRO WN
TV 1 1 8 1  D A TA  TH E  ? ? ?  LO O KED V E RY  B I G . M I L K

, TRE E S . HE LLO , Y RY „ 3 8 . TRE E S
WY 1 1 9 1  DATA H E  CAUG HT ? ? ?  F I S H  TO DAY , HE L

LO , TO MMO RO W, CO MP UTE R. TE N, 24 . TE N
ON 1 2 0 1  DATA H E  ? ? ?  A  NE W J O B , FE LL , H E LLO ,

NE W, FO UND. 24 , FO UND
DC 1 2 1 1  D A TA  THE Y  S ANG  ??? , LO U D LY , C A T, D O G

, CO MP UTE R, 3 1 , LO UDLY
HH 1 2 2 1  D A TA  I  ? ? ?  M Y  RE D B I K E , T R Y . H E L L O .

S O LD, BY E . 2 6 , S O LD
KH 1 2 3 1  D A TA  D O N ' T  ? ? ?  B A D  B E R R I E S , B V E , E A

1 , RE AD, NE W , 3 8 , E AT
I Y  1 2 4 1  D A TA  A L L  T H E  HO RSES WERE ? ? ? , P I N K

,OLUE,ORANGE.BRON01,24,BROWN
UW 1 2 5 1  D A TA  T H E  ? ? ?  L I K E  T O  S LE E P , CO MP UT

E R5 , ME ADO W, CATS , G RAS S , 2 6 , CATS
KP 1 2 6 1  D A TA  ? 7 7  CAN G ALLO P  O U I C K LY , B E E S ,

CATS , 0 0 G S , HO RS E S . 2 4 , HO RS E S
I U 1 2 7 1  D A TA  T H I S  I S  A  7
7 7  
S T O R M , H E L L O .
B A

D,TOMMOROW,MEADOW,38,BAD
TO 1 2 8 1  D A TA  B R I N G  M E  Y O UR 7 ? ?  S O CKS , O LD,

HE LLO , G RAS S , CARE , 3 1 , O LD
HA 1 2 9 1  D A TA  MO THER ? ? ?  SOME B U N S , LO O K , FL

0 0 R, O AKE D, G RE N, ZD, BAKE D
ZN 1 3 e 1  D A TA  TH E Y  * ? ?  T H E  W ALL RE D, LO O KE D

, S AW . P AI NTE D, FLO O R. 2 6 , P AI NTE D
YR 1 3 1 1  D A TA  T H I S  FO G  I S  ? ?
7
, B R O W N . L O U D , B

L U E , T H I C K . 2 4 , T H I C K
CG 1 3 2 i  D A TA  TH E  LARG E  ? ? ?  RO ARED LO UDLY ,

G I ANT, FLO W E R, W ALL, KE Y . 4 1 , G I ANT
LU 1 3 3 1  D A TA  SOME TRE E S  O NLY  GROW ? ? ' , T O P

AY , S M ALL, HE LLO , BLUE , 4 0 , S M ALL
XR 1 3 4 1  D A TA  FLO WERS 7
7 7  A L O N G  
T H E  
S T R E A M

. LO UD, TO DAY , HE LLO , G RE U. 2 4 , G RE W
PM 1 3 5 1  D A TA  T H E  S KY  I S  7 7 7  TO DAY , BLUE , G R

E E N , P U R P LE , L I LA C , 3 1 , B LU E
I R 1 3 6 1  D A TA  I T  I S  V E RY  ? ? ?  TO DAY , HE LLO , G

O O DO Y E , HO T, P I NK, 2 6 , NO T
BP 1 3 7 1  D A TA  T H A T  F I R E  E N G I N E  I S  * * * , O R A N

G E , R E D , P I N K , B LU E , 4 0 , R E D
LB 1 4 8 1  D A TA  I  TO O K MY  I L L  DO G  T O  TH E  ? ? ?

, V E T, H O 5 P I TA L, H E LLO , P A R K , 3 1 , O E T
1(0 1 3 / 1  D A TA  T H A T  T R A I N  I S  ? ? ? . J U N G L E , H E L

LO . P I N K , FA S T„ 2 4 . FA S T
BK 1 4 0 1  DATA M Y  BUDG I E  I S  ? ? ? , P I N K , R E D , O R

ANG E , BLUE , 2 4 , BLUE
E l  1 4 1 1  D A TA  T H E  S U N  I S  ? ? 7 , H E L L O , T O D A Y , 5

H I N I N G , P I N K , 2 6 , S H I N I N G
RE 1 4 2 1  D A T A  M Y  CO MPUTER I S  A N  ? ? ? , A T A R I ,

S I N C L A I R , A C O R N , I B M , 3 1 , A T A R I
GO 1 4 3 1  DATA Y O U ARE  T Y P I N G  O N A  ? ? ? , H E L L

0 , KE Y BO ARD, S KV , DO O R, 38 , KE Y BO ARD
US 1 4 4 1  D A TA  I  L I K E  T O  MATCH ? ? ? , H E L L O , G 0

O DBY E , TO DAY , TE LE V I S I O N. 2 4 , TE LE O I S I O N
F1 1 4 5 1  DATA C A TS  A N D  DO G S * 7 7 , F I G H T . H E L L

0 , D O O R , B Y E , 4 1 , F I G H T
TM 1 4 6 1  D A TA  I  7 7
7  A T  
f a u r r , L I A
E , s u m A . J
u

M A, N0 , 3 0 , S LE E P
I V  1 4 7 1  D A TA  MO THER S AY S  NO T T O  GO W I T H  ?

??, CATS , DO G S , S TRANG E RS . HE LL0 , 2 6 „ S TRANG
ERS

JV 1 4 8 1  D A TA  D O N ' T  P LA Y  O N T K E  RAI LW AY  ? ?
? , L I N E S , C W I S , D A G S , G E R B I L S , 3 1 , L I N E S

“14 1 4 9 1  D A TA  NE V E R P LA Y  O N ? ? ? , H E L L O , B Y E ,
S 4 Y , RO AD5 , 2 4 , RO ADS  •
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XL/XE TYPE-IN

MEAN
M O T O R

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 Fib fax into the
Porsche and away we go! Oh, no is that the time?
Mandy's doing something special tonight p i -
quant chicken pieces in that exquisite lemon
sauce with a l ightly tossed salad, from the new
&Pl an diet book a n d  she'll be awfully wild i f
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 fr ightful
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
pain twork. I  just hope that the car phone doesn't
ring, i t might be Mandy.
Rinnggg  r i n n g g g !

Or a n o t h e r  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 N e w  Atari User - issue 40

D I S T A N C E : 0 2 7 GAME t

HOW T O DRI VE

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

Each level last one minute, I f  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 le ft!
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



E l  I  R E M
SJ 2  RE M  *  M E A N  MOTOR
14 3  RE M  *
TE 4  RE M  *  b y  G a v i n  D a V i d s o n
TC 5  RE M  *
ED 6  RE M  *
MI( 7  R E M  *  NE W A T A R I  US E R -  O c t o b e r  R i f  *
EP 8  RE M
NO 9  RE M
CU 1 1  G RAP HI CS  0 : ' )  ' " : P O K E  7 5 2 , 1 : P O 5 I T I O

N 0 . 0 * ?  "  P L E A S E  W ATT FO R S O  S E CO
NDS

VS 1 2  FO R  R = 0  T O  1 2 0 0 : N E X T  R
JA 1 5  G RAP HI CS  5 + 1 6 : P O K E  5 5 9 , 0 : P O K E  1 6 . 6 4

:POKE 5 3 7 7 4 , 6 4
PC 1 6  P O KE  7 0 4 , 5 6 : P O K E  7 0 5 , 2 2 : P O K E  7 0 6 , 1 5

0:PO KE 7 0 7 , 1 0 : P O K E  7 0 8 , 2 : P O K E  7 0 9 , 6 2 : P
OKE 7 1 0 , 4 8 : P O K E  7 1 1 . 2 5 4 P O K E  7 1 2 . 0

OM 5 0  FO R C L R = 1 6 3 6 4  T O  i 8 4 3 2 : P O K E  CLR, 0 : 0 4
EXT C L R

FA 6 1  F O R  J = 0  T O  3 3 : R E A D  A: P O KE  1 6 2 0 4 J , A :
NEXT J : P O K E  5 1 2 , 1 0 3 : P O K E  5 1 3 . 6 : X = U 5 A C 1
6 2 8 ) : P O KE  5 4 2 8 6 . 1 9 2

XK 6 2  P O KE  5 5 0 . 0 : P O K E  5 6 1 . 6
TE 6 3  D L= P E E K 1 5 6 0 ) + 2 5 6 * P E E K C 5 6 1 1
TV 6 4  FO R  T = 0  T O  6 7 : R E A D  A; P O KE  1 5 3 6 4 1 , 0 :

NEXT T
CV 6 6  FO R  1 = 0  T O  1 2 6 4 : R E A D  A: P O KE  2 0 4 8 0
-
I 1

, A:NE NT I
TO 9 1  P O KE  6 8 , 0 1 P O K E  8 9 . 6 4 : P O K E  8 7 , 5
CE 9 2  1 : 1 = 0 : C = 2 : T= 6 : P = 3 9
YM 9 3  I F  C = 4  TH E N  C = 2
I S  1 4  I F  1 < 1  T H E N  T=1 :1 1 z 1 Z
-
1
CJ 9 5  CO LO R C : P L O T  1 2 -FR, P :DRAWTO  1 2 4
.
1 1 , P
-
T

:PLOT 5 8 - R . P : D R A W T 0  6 8
-
R , P
-
T ; C O L O R  
1 : F

OR G = 1 3
4
1 1  
T O  
6 7
- R

OD 9 6  P LO T G , P :DRAW TO  G , P
-
T : N E X T  
G : C = C 4 1 :

P = P - T
-
1 : 1 = 1
-
0 , 9 : W
= R
+ 4 : I F  
R
<
2
5  
T
H
E
N  
G
O
T

0 9 3
ND 1 0 0  P O KE  8 9 , P E E K ( 8 1 ) * 3 : P O K E  8 7 . 0 : P O K E

7 5 2 , 1 : P O S 1 T/ O N  1 2 , 1 : ?  U 6 : " D I 5 T A N C E : 0 0 0
G AME :1":P O KE  7 1 2 , 2 6

CK 1 0 2  P O KE  5 4 2 7 9 , 6 8 : P O K E  5 5 9 , 4 6 : P O K E  5 3 2
7 7 , 3 : P O KE  5 3 2 5 6 , 3 : P O K E  5 3 2 5 7 , 3 : P O K E  5 3
2 6 0 . 2 1 : P O KE  6 2 3 . 4 9 : G A M E = 1 7 : 1 3 = 0 : C = 2

VS i s a  TO TA L= 0 : B O N U S = 0 : P O 5 I T I O N  1 2 . 2 : ?  P b
; " : I F  P E E K ( 5 3 2 7 9
) 0 5  TH E N  G O TO  1 1 0

UE 1 0 4  8 = 0 4 - 4 : C= C4 2 : G AM E = G AM E + 1 : I F  G AME >2 0
AND 0 0 N U S 0  TH E N  G A M E = 1 7 : 0 = 0 : C = 2

EC 1 0 6  RATE =1 :V O 1 =1 0 :LE 0 1 =0 :G O S UB 1 3 5
GG 1 1 0  P O KE  1 7 2 2 3 , G A M E : P 0 K E  1 6 9 2 . 2 4 8
-
0 : P O

KE 1 6 9 3 , 2 5 2 - 6 / 2 : P O K E  1 6 9 4 , C 4 - 1 : I F  P E E K (
5 3 2 7 9 ) 0 6  A N D  8 0 1 4 1 1 5 0 1  TH E N  1 0 3

L I  1 1 1  RATE =1 : V O E =0 : LE N=1 : G O S UO  1 3 5
PW 1 1 3  FO R R = 1 6 6 4  T O  1 6 1 1 : P O K E  1 4 , 0 : NE X T R
WW 1 1 4  P O KE  1 6 6 5 . 1 : P O K E  1 6 7 5 , 6 : P O K E  1 6 7 6 ,

1 6 5
OR 1 1 5  P O KE  1 6 9 5 , 6 0 : P O K E  1 7 2 1 3 , 1 6 : P O K E  1 7

2 1 4 , 1 6 : P O KE  1 7 2 1 5 , 1 6 : P O K E  7 7 , 0
TM 1 1 6  X = U S R ( 2 1 5 9 1 )
RU 1 1 6  I F  P E E K C 1 5 5 1 1 0 0  THE N R6 TE - = 0 . 6 : V O L

= 1 2 : LE N = 5 : G 0 5 U 8  1 3 5 : G O TO  1 8 2
RK 1 1 9  I F  P E E K C 1 7 2 1 3 1 ) 1 6  O R P E E K ( 1 7 2 1 4 ) )
.
2

3 TH E M  R A 1 E = 0 . 0 7 : V O L = 1 4 : L E N = 1 . 3 : G O 5 U 5
1351BO NU5=1:G O TO  1 2 1

JE 1 2 0  RATE = 1 : V O L= 0 : LE N= 5 : G O S UB 1 3 5 : G 0 1 0
1412

ER 1 2 1  N W T O T A L = C P E E K C 1 7 2 1 3 )
-
1 6 ) * 1 0 0 + C P E E K

C 1 7 2 1 4 1 - 1 6 ) * 1 0 + P E E K C 1 7 2 1 5 )
-
1 6 + T O 1 A L : T O
TAL=NWTOTAL

LA 1 2 2  P O S I T I O N  1 2 , 2 : 7  U b ; " D I S T A N C E  S O  F A
R : " ; T O T A L , : "  " : I F  G0ME-724 T H E N  GOTO 1
02

. 1 1 1 4 1 - 1 * * * * * * * * * * I P H * * * * * * * * * * S H * * * 1 1 - 1 1 1 1 1 *

4 1 4 1 4 1 - M - * 0 1 - 0 1 - 1 4 * - S H * * * * * 1 1 - 4 1 - 1 4 - 1 *

MEAN MOTOR

NP 1 2 3  G O TO  1 0 4
TO 1 3 5  FO R r
-
v s  1 0  
V O L  
S T E
P  -
R A T
E : F
O R  
P
=
0

TO LE N:S O UND 0 , P , 1 0 , T : S O U N D  1 , P • 2 , 1 0 ,
TtSOUND 2 , P + T . 1 0 , T : N E X T  P I N E R Y  T

NR 1 3 6  FO R  I = 0  T O  3 : S O UND 1 , 0 . 0 . 0 1 N E X T  T :
RETURN

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

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

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

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

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

PU 2 0 0  D A TA  0 , 6 0 , 6 0 , 1 2 6 . 1 2 6 . 2 5 5 , 2 5 5 , 2 5 5 , 2
5 5 , 2 3 1 , 6 0 . 5 0 . 2 5 5 . 0 , 0 . 0 . 2 4 , 6 0 , 6 0 , 1 2 6 , 1 2
6 , 0 , 2 5 5 . 2 3 1 , 1 1 5 , 1 9 5 , 2 5 5 , 2 0 3 , 1 9 5

KE 2 1 0  D A TA  1 9 5 , 2 0 0 , 2 0 1 , 2 0 2 . 2 0 3 . 2 0 4 , 2 0 5 , 2
0 6 , 2 8 7 , 2 0 8 , 2 4 8 , 2 4 0 . 2 4 1 . 2 4 2 , 2 4 2 , 2 4 3 , 2 4 4
, 2 4 5 , 2 4 5 , 2 4 . 2 4 . 2 4 , 2 4 , 2 5 , 2 5 , 2 6

VG 2 2 0  DATA 2 7 , 2 8 , 8 4 , 8 4 , 0 4 . 8 4 . 8 4 . 0 4 , 8 4 . 6 5
, 8 6 , 1 8 4 . 1 8 4 , 1 8 4 , 1 8 4 - 1 8 4 , 1 8 4 , 1 8 4 . 1 8 4 , 1 8
5 , 2 0 0 , 1 9 9 , 1 9 8 , 1 9 7 . 1 9 6 . 1 9 5 , 1 / 4

ct4 2 3 0  D A TA  1 9 3 , 1 9 2 , 2 4 0 , 2 4 0 , 2 3 9 , 2 3 8 , 2 3 8 , 2
3 7 , 2 3 6 , 2 3 5 . 2 3 4 . 2 4 , 2 4 . 2 4 , 2 4 , 2 3 , 2 3 . 2 2 . 2 1
. 2 0 , 8 4 , 8 4 , 8 4 . 8 4 , 8 4 , 8 4 , 8 4 , 8 3 , 8 2

0
1
4 
2
4
8 
D
A
T
A 
1
8
4
.
1
8
4
,
1
8
4
,
1
0
4
,
1
8
4
,
1
8
4
,
1
8
4
.
1

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

JE 2 5 0  D A TA  4 2 , 0 , 6 0 , 1 2 6 , 2 5 5 , 2 3 1 . 1 2 6 , 2 5 5 , 0
, 4 2 . 0 , 6 0 , 6 0 . 1 2 6 , 1 2 6 , 2 5 5 , 2 5 5 , 2 5 5 . 2 5 5 . 2 3
1 , 6 0 , 6 0 , 2 5 5 , 0 , 0 , 4 2 , 0 , 2 4 , 0 , 3 6 , 4 2

EU 2 6 0  D A TA  0 , 2 4 , 5 0 . 2 4 , 6 5 , 1 0 2 , 4 2 , 0 , 6 0 , 1 2 6
. 2 4 , 2 5 5 , 0 , 2 0 3 , 1 9 5 , 4 2 , 0 , 2 4 , 6 0 , 6 0 , 1 2 6 , 1 2
6 , 0 - 4 5 5 , 2 5 5 . 1 9 5 , 1 9 5 , 2 5 5 , 2 0 3 , 1 9 5

TN 2 7 0  D A TA  1 9 5 . 4 2 , 1 6 0 . 0 , 1 8 5 , 0 , 6 0 , 1 5 3 . 7 1 ,
7 0 . 1 8 5 , 1 5 , 0 0 , 1 5 3 . 2 0 8 . 7 0 . 2 0 0 . 1 9 2 , 1 5 . 2 0 8
. 2 3 9 , 1 6 9 , 6 3 , 3 2 , 5 7 , 0 1 , 1 4 1 , 2 1 7 . 6 9

EU 2 8 0  D A TA  1 4 1 , 2 1 8 , 6 9 , 1 6 9 , 1 / 2 , 1 4 1 . 2 2 0 , 6 9
. 3 2 , 1 7 0 , 8 1 , 1 6 9 , 0 , 3 2 , 2 4 8 , 6 3 , 1 6 / . 1 0 0 , 1 4 1
. 1 3 7 , 6 , 3 2 , 1 6 2 , 8 2 , 1 5 0 , 0 . 3 2 . 1 4 9

GC 2 9 0  D A TA  8 2 , 1 6 1 , 2 5 4 , 1 4 1 , 0 . 2 1 0 , 1 4 1 , 1 3 5 .
6 . 1 6 2 , 1 8 , 1 4 2 , 1 3 4 , 6 , 1 4 2 . 1 5 0 , 6 , 1 6 9 , 4 0 , 1 4
1 , 1 , 2 1 0 , 1 6 0 . 3 , 1 6 9 , 1 2 8 . 1 4 1 . 4 , 2 0 8

HO 3 0 0  D A TA  1 6 9 , 1 9 4 . 3 2 , 5 7 , 8 1 . 3 2 , 6 4 , 8 1 , 1 6 9
, 0 , 1 4 1 , 4 , 2 0 6 , 1 6 9 , 1 9 5 , 3 2 , 5 7 , 8 1 , 3 2 . 6 4 , 8 1
. 1 3 6 , 2 0 8 . 2 2 7 , 9 6 , 1 4 1 , 2 1 7 , 7 0 , 1 4 1

MV 3 1 e  D A TA  2 1 8 , 7 0 , 9 6 , 1 6 2 , 2 0 7 , 1 7 3 , 2 8 . 2 , 2 0
0 . 2 5 1 , 1 5 9 . 2 , 1 4 1 , 2 8 , 2 , 1 6 1 , 5 0 , 1 4 1 , 2 , 2 1 0 ,
2 0 2 , 1 4 2 , 3 , 2 1 0 , 2 2 4 , 1 9 2 , 2 0 8 , 2 3 3

LC 3 2 0  D A TA  9 6 , 1 7 3 . 1 2 8 , 6 , 2 0 8 , 4 3 , 1 7 3 , 1 0 , 2 1
0 , 2 0 5 , 1 5 6 , 6 , 1 4 4 , 2 4 2 , 2 0 5 . 1 5 7 , 6 , 1 7 6 , 1 2 , 1
7 3 , 1 3 0 , 6 , 2 0 8 , 5 7 , 1 6 0 , 4 5 , 1 6 9 , 5 3

OL 3 3 0  D A TA  7 6 . 1 2 9 . 8 1 . 1 7 3 , 1 3 0 , 6 , 2 0 8 , 4 5 , 1 6
0 , 0 , 1 6 9 , 8 , 1 4 1 , 1 3 1 , 6 , 1 4 0 , 1 2 9 , 6 , 1 4 0 , 1 3 2 ,
6 . 2 3 8 , 1 2 8 . 6 , 1 7 3 . 1 3 0 , 6 , 2 0 8 , 2 4 . 1 7 4

DC 3 4 0  D A TA  1 2 9 . 6 , 2 3 2 , 3 2 , 1 9 7 , 0 1 , 1 4 2 , 1 2 1 , 6
, 2 3 6 , 1 3 1 . 6 , 2 0 8 , 1 8 4 , 2 3 8 , 1 3 0 , 6 , 1 6 9 , 0 , 1 4 1
, 1 2 8 , 6 , 9 6 , 2 3 8 , 1 2 8 , 6 , 1 7 4 , 1 2 9 , 6

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

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

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

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

CONTINUED OVERLEAF
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MEAN MOTOR continued

1 3 . 5 , 9 6 , 1 7 3 , 1 2 0 , 2 , 2 0 1 1 1 1 ,
2 4 0GZ 1 9 0  D A TA  3 4 , 2 0 1 , 7 , 2 4 0 , 3 9 . 3 2 . 2 4 0

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

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

6
.
1 3 7 , 6 , 2 0 6

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

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

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

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

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

AM 4 2 0  D A TA  7 6 , 1 4 2 . 8 2 , 1 6 9 . 0 , 1 4 1 . 1 3
6
.
6
.
1 6 2

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

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

KG 4 3 0  D A TA  5 . 2 0 0 , 9 6 , 1 7 3 , 1 3 7 , 6 ‘ 1
4 1 , 0 , 2 0 8 ,1 4 1 , 1 , 2 0 8 . 2 4 , 1 0 5 . 2 0 , 1 4 1 .

7 , 2 0 8 , 9 6 , 1 7 3 , 13 4 , 6 , 2 0 1 , 5 , 1 7 6 . 5 5 , 1 7 3 . 1
3 0 , 6 , 2 0 8GO 4 4 0  D A TA  5 , 1 7 3 . 1 2 8 . 6 , 2 4 0 . 4 5

, 1 7 4
.
1 4 0 , 6
.

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

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

ZM 4 5 0  D A TA  6 , 2 0 2
•
2 0 2 , 2 2 4 , 1 6 2 , 2
0 0 , 2
, 1 6 2 , 1

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

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

2 1 0
.
2

0 5 . 1 5 8 , 6 , 1 4 4 . 1 . 9 6 , 1 6 9 , 0 . 1
4 1 , 1 4 7 , 6 , 3 2 , 23 7 , 8 3 . 1 6 9 . 3 9 , 1 4 1 . 1
4 5
,
6
,
1 6 2
.
0
.
1 7 3

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

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

6 4 , 2 4 0 , 2 1 7 . 1 4 2 , 1 4 4 . 6 .
1 4 2 , 1 4 6 , 6GO 4 8 8  D A TA  2 3 8 . 1 4 5 , 6 . 1 7 3 r 1 4 0 , 6 # 2

8
1 .
1
.
2 4 0

. 2 5 . 2 8 1 . 2 .
0
2 4 0 , 7 , 1 7 3
p 1
0 , 2 1 0 , 2 0 1
;
1 2 8 , 1 4 4

, 1 4 , 1 6 9
;
2 , 1 4 1 , 1
4 0 . 6 ,
2 3 8
•
1 4 4
.
6

HP 4 9 0  D A TA  2 3 8 . 1 4 4 , 6 , 7 6 , 9 6 , 8 3 , 1 6 9 . 1 , 1 4 1 .
1 4 0 . 6 , 2 0 6
•
1 4 4 , 6 , 2 0 6
. 1
4 4 , 6 , 1 7 3 ,
6 , 2 0 8 , 2 0

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

OD 5 0 0  D A TA  1 2 . 2 0 6 , 1 4 4 , 6 , 2 0 6 . 1 4 4 , 6 , 2
0 6
.
1 4

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

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

Cl  5 1 8  D A TA  1 4 7 p 6 . 1 8 9 , 1 3 0 , 0 0 , 2 0 1 ,
4
2
, 2 4 0 , 1

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

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

8
,
6
,
3 2 , 2 4 8 ,

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

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

S i  5 3 8  D A TA  1 4 4 , 2 9 , 1 9 2 , 7 3 , 1 7 6 , 1 0 , 1 6 9 .
1
,
3 2

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

. 6 . 1 6 9 , 3 , 3 2 . 2 3 7 . 8 3 , 2 3 3 . 1
2 , 7 6 , 2 3 8OF 5 4 0  D A TA  8 3 . 1 7 3 , 1 4 4 . 6 , 1 4 1 , , 2 , 2 0 8 , 1

4
1 .
3
.

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

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

RF 5 5 0  D A TA  7 1 . 2 0 0 , 1 9 2 . 1 1 2 , 2 0 8 . 2
4 5
,
9 6 , 1 6 2

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

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

NT  5 6 0  D A TA  1 8 4 , 9 6 . 1 6 9 , 1 6 , 1 4 1 , 1 5 4 .
6
.
1 6 9
P
6

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

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

BY 5 7 0  DATA z 0 1 5 , 2 5 1 , 1 1 0 . 4 . 1 4 1 . 2 8 . 2 .
2 8 6 , 1 54 . 6 , 1 7 3 , 1 5 4 p 6 m 1 4 1 , 1 , 2 1 0 .

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

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

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

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

1 7 3 , s e , 2 , 2 e o , 1 1 4 , 1 6 / , 1 , 1 4 1 ,
3 8MM 5 9 0  D A TA  2 , 1 7 3 . 1 2 , 2 0 8 . 2 0 1 . 1 4 , 2

4 0 , 1 6 2
.
1

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

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

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

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

2 0 1 . 6 . 2 0 8 , 2 2 . 1 6 9 , 0 , 1 4 1 , 1
4 9 , 6 , 2 0 6DU 6 1 0  D A TA  1 5 8 , 6 . 1 7 3 . 1 5 8 , 6 , 2 0 8 . 1 . .

3 2 , 6
.
0 4

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

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

MT 6 2 0  D A TA  5 6 , 2 3 3 . 2 , 1 4 1 , 1 3 9 , 6 . 3 2 ,
3 4
,
8 2
.
3

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

,3 1 . 2 0 0 , 2 0 1 , 3 , 2 0 0 . 5 , 2 3 8 . 1
5 5 , 6mr 6 3 0  D A TA  1 8 4 . 9 6 . 7 6 , 9 0 , 8 4
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AMFIVE L I N E R

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
6 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 I was getting quite despondent until
happened to notice a name that I had last encountered during

the time I was studying '0 ' 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 IIRI NEIEDLY from Czechoslovakia.
The French physicist name was Lissaious (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 I 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 I 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 hove dozens of numbers for a
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 1 0  G R A P H I C S  0 : S E T C O L O R  2 , 6 , 3 : C O L O R  5 : 1
RAP 2 0

YO 2 0  4 = 0 . 0 3 : 7  “ F R E O U E R C Y , A M P L I T U D E ,  P H A S
E " : I M P U T  P , R , F : P = P / 1 0 : R = R 1 1 0 : F = F / 1 0

AT 3 0  P L O T  ( 1 6 0 + R * 6 0 * S I N ( F ) ) ,
1 4 0
: I =
1

OJ 4 0  DRAW TO  ( 1 6 0 4 - R * 6 0
0
5 I N C P m A * I
4 -
F
) ) , 1 0 0 +

6 0 * C O S ( A W I ) )
I T  5 0  I = I + 1 : G O T O  4 0

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 listen and the like, so scratch your heads and come up
with something novel.

Mark  Hutchinson

II



S
I
S
I
B
R
W
O
R
R
w
'
o
l
o
w
,
1
1
1
1
1
1
7
1
1
1
1
w

S aim •

• STOP PRESS • STOP PRESS • STOP PRESS • STOP PRESS • STOP PRESS • STOP PRESS • STOP PRESS •

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 c_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 g e t 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

Ninja Commando
TAPE £2.99
Phantom

TAPE £2.99
Draconus M i r a x  Force

TAPE £9.95 DISK £12.95 T A P E  £2.99

Zeppelin Games Ltd. •  Osborne House • 28 Osborne Rd • Jesmond • Newcastle upon Tyne • NE2 2AJ
1 , 1 i
1 1 -
- -  
M a
r

1

Sidewinder
TAPE £2.99

Soccer Manager
TAPE £2.99

Living Daylights
TAPE £2.99

Kenny Dalglish
Soccer Manager

TAPE E9.95

All prices include A V
Order dispatched by return
post. Make cheques and
postal orders payable to

Zeppelin Games Ltd.



PROGRAMMING

MACHINE CODE
LIBRARY

1 8  ;
1 0  ; N O C A I N E  C O D E  L I B R A R Y
3 8  ; A y  S T e v A  W i 1 1 i A n 6 0 A
4 8  ; t o r  M E W  A T A R I  u 5 t 0
58 ;P A R T  4  •  S OU N D  U FF4 C 7 1
60  : 4 . 1  FOOTS TE P S
70 1
80 A .  2 0 0 0 0
90 . O P T  041J
0 1 0 0  S E TUDO =  5 8 4 6 8
0 1 1 0  SYS4114 ,  5 8 4 6 3
0120  A u D r i  5 3 / 5 0
4 1 3 8  A u e c i  .  5 3 7 6 1
01.40 A u D f2  .  5 3 7 0 2
e 1 .5 4  A V O C 2  =  .
8 1 7 b 10 1 6 0  F L A G  =  2 0 3
4 1 7 0  D E L A Y  =  1 8 4
0 1 0 0  P I T C H 1  =  1 0 5
0 1 1 8  P I T C N 1  =  1 8 1 1
0 1 0 8  V O L  =
0 1 3 8  L D A
0 7 4 0  S T A
0 2 8 0  s T A
0255  L O A

Ze r
40
COURT
couNT1
aL

8 1 5 6  5 7 4  F L A G
0 1 6 0  L D A  4 4
0 2 7 8  S T A  D E L A Y
8 2 0 8  L D A  1 4 2 1 0
0 2 1 0  5 1 4  A r TC H 1
0 1 8 0  L D A  4 2 1 4
o l i o  5 T o  P I T C H /
0 2 2 0  L D O  a l e
8 1 3 8  S T A  V O L
0160  J 5 4 /  5 t T 4 0 7
4 1 7 0  LOOP  J P  P LOOP
8 1 0 0  S E T V I B I
0 1 1 8  L O B
4 4 0 0  L D y
• 4 1 8  L O X
0 4 2 0  J 5 e
8416
, 
R
T
S

8 4 4 0  V OAOUT
0 4 5 8  L D A  F i A G
4 4 6 0  C M O  4 8
8 4 7 8  B E A  S A V A D A F F
O4 8 0  I N C  CO UNT S .
O4 1 8  L D A  C OU N TL
0 5 0 0  c o t e  D E LA Y
0 5 1 8  O N E  E X I T
0 5 2 0  1 4 4  n e
0 6 3 0  S T A  c o u N T 1
8 5 4 0  I N C  C OU N T
8 5 5 8  L e o  C OU N T
0 5 6 0  c o w .  a l
8 5 7 8  B E A  5 0 8 0 0 1
8 5 0 0  C 1 4 0  8 2
8510 B E D  ., o u m o o rr
8 6 4 0  C O P  113
0 6 1 8  8 E 0  S O U N D 2
O6 2 e  C 4 4  0 4
O6 3 8  5 E 0  5 0 0 0 1 0 0 4
-
F
8 6 4 0  1 0 4  a 0
8 6 5 0  S T A  COUNT
41068 C N I T  J U P  5 y 5 .4 4 4
8 6 7 4  8 0 0 0 0 1
8 6 8 0  L D A  P I T C H 1
0 6 4 0  5 1 4  A V A P I
0 7 0 0  C L C
8 7 1 8  L D A  1 1 1 1 0
8 7 2 4  A D C  V O L
02341  S t A  & M K T
0 7 4 8  J U R  S Y 5 4 8 4
8 7 5 8  S O U N D /  L D A  0 I 1 C O 2
0 7 6 0  S T A  A u D r i .
8 7 7 0  L O A  8 1 2 0
4 7 6 0  A D C  0 0 8
0 7 9 0  s l A  A U D C 1
A8 0 4  T H P  S Y 5 4 8 4
8 8 1 8  S A U N D A f f
0 8 2 8  L A M  4 0
0 8 3 8  S I B  0 1 T 0 1 1
0 8 4 4  S T A  A U D G 1
VO SO  J N P  S Y 5 4 8 4
80141  C O U N T  B R *
0 8 / 0  C O D M I i  O R *

4 6
AV BRO UT AT O S
A V 8 8 0 V T / 2 5 6
S E T V D4
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In part 4 we show you how to
add sound effects without

interrupting the fl ow of your program
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variety of sounds, but Atari BASIC
only supports it with one command

- SOUND. Using a variety of programming
techniques 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 Warhowk 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 fi ll 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
wrote for the Atari computer, a shoot 'ern

by Stephen Williamson

up game, suffered from a problem. Every
time an alien creature was hit by one of
the missiles, all action stopped whilst on
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 System 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 (V81).
The effect is similar to multi-tusking. 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.



10 ;  -  -
WO ; M A C M I N E  C O P E  1 1 0 0 0 0 Y
AO : h 0  S t e v e  W I l l i o m s o n
4 0  ; t o r  N E W  A T A R I  U S E R
SO ; P A R 1  4  S O U N D  E F F E C T S
6 0  , 4 . 2  0
.
0 0 1 S t I P
S

7 0  : C a l l  f r o m  B A S I C  i n t l . :
6 0  : A . A J S R I A D R E F S T E P 5 1 . 4 0 0 0 . 2 1 . 4 6 . 0 2 1 8 4 . P I T

C 0 1 . P I T C 1 1 7 . 0 0 1 1
/ 0  ;
4 1 0 0  O r  2 0 0 0 0
0 1 1 0  . O P T
9 1 2 8  S E T V 0 0  =  5 8 4 6 0
0 1 3 0  S Y S 0 6 0  s  5 6 4 6 3
8 1 4 8  4 1 1 0 r1  5 3 / 0 0
0 1 5 0  A U D C I  .  5 1 7 6 1
0 1 6 0  0 0 0 E 2  7  5 3 2 6 2
0 1 7 0  0 1 1 0 C2  =  5 3 7 6 3
0 2 8 8  1 E 4 6  .  2 0 3
0 2 1 0  D O L A N  .  2 0 4
0 2 2 0  P I T C H I  Z  2 8 5
9 2 3 0  P I T C H 2  .  2 0 6
8 2 4 6  P I T C H 2  7  2 1 0
0 2 5 8  M I A D R  2 0 0
0 2 6 6  L O A D R  .  2 9 1
O2 1 0  P I A
0 2 8 8  L O A  4 1 0
9 2 1 8  S T A  C O U N T
0 3 8 8  S T A  C 0 8 0 T 1
6 3 1 0  P L O
0 1 2 0  S T A  H I A D R
8 7 2 5  0 1 8
0 3 1 0  S T A  L O A D R
8 3 4 8  P L O
O1 5 0  P L O
O3 6 8  S T A  F L A G
0 3 7 0  P L A
6 3 0 0  P L A
0 3 1 0  S T A  D E L A Y
6 4 0 8  P L O
0 4 1 0  P L A
0 4 2 0  5 1 0  P I T C H 1
0 4 3 0  P E A
8 4 4 8  P L O
0 4 5 0  5 1 0  P I T C H 2
6 4 5 0  P L O
0 4 7 0  P L O
0 4 0 6  S T A  V O L
0 5 0 0  S E T 0 1 1 1
0 5 1 8  L O A  4 1 6
8 5 2 0  L O T  L O A D R
0 5 3 0  L O X  H I A D R
0 5 4 0  J S A  S E 1 V 0 U
0 5 5 0  P U S
0 5 6 0  0 8 R O U T
0 5 7 0  1 1 1 4  F L A G
8 5 8 0  C P 1 0  N e
0 5 7 0  B E D  S O U N D O F F
8 0 0 0  I N C  C O U N T !
0 0 1 6  L D A  C O U N T !
0 6 2 0  C H I P  D E L A Y
0 6 7 0  O N E  r e I r
8 6 4 0  L D A  N O
8 6 5 0  S I A  C O U N I I
0 6 6 0  I N C  COUNT
0 6 7 0  L O A  COUNT
8 6 0 8  C H I A  U l
9 6 1 0  D E O  S O U N D 1
0 1 0 8  C U P  6 2
0 7 1 0  5 6 8  S O U N D O F F
0 7 2 4  C M P  1 1 3
0 7 4 0  T A O  S OUND?
O7 4 0  C E O '  N A
8 7 5 0  B E D  S O O NO O F F
0 7 0 0  L O A  N O
0 1 / 0  S T A  C O U R !
0 7 8 0  E X I T  J N P  S Y S V OV
e r r e  5001801
8 8 8 8  L O A  P I T C H I
0 8 1 0  S T A  A I M E ]
8 0 2 0  C L C  -
0 0 3 0  L O A  8 1 2 0
0 0 4 0  A D C  0 0 1
8 8 5 8  S T A  4 4 1 0 E1
0 0 6 0  J M P  S Y S 4 0 0
0 8 7 0  S O U N D ? I D A  P l I C 4 I 7
0 8 8 0  A U D fl
0 8 1 0  I D A  1 1 1 7 0
0 7 0 0  a p c
0 7 1 0  0 1 1 0 1 1
0 7 7 0  J M P  S Y S 0 6 0
0 4 7 0  5 0 8 6 0 0 0 1
0 1 4 8  I D A  N O
0 / 5 0  A l I D P  I
4 7 6 0  s I A  4 0 0 C 1
O1 7 0  J P I P  S Y S I M P O
8 • 6 0  C O U 0 1  0 0 0
0 1 5 0  G O U N t l  O R K

Above - Listing 2
Centre top - Listing 3
Right - Listing 4
Centre bottom - Listing 5

L A l e  R E M
NM 2 8  R E M  M A C H I N E  C O D E  L I B R A R Y

MP l e  R E M  b y  S t e p h e n  W . 1 1 1  n n n n n
KA 4 8  R E M  f o r  N E N  A T A R I  U S E R
P f  5 0  R E M  P A R T  4  S O U N D  E F F E C T S
T1  5 8  R E M  4 . 3  r o o r s r t e s
r r  7 8  R E M
OC 0 0  6 0 S U O 1 4 0
S I  D e  F L A G . 1 :0 C L A Y s 2
Su 1 0 8  P i T C H 1 . 2 3 0 P I T C 8 2
, .
2 2 4 : Y O L
- ,
1 8

RC 1 1 0  A . U S R ( A D R U 5 T ( P O ) , 0 0 0 R , 0 1 4 C , D E L A Y ,
P I T E M I , P I T C 4 2 , 0 0 1 )

I L  1 2 0  S T O P

O U 1 3 9  R E M  L O A D  M C  D A T A
SW 1 4 0  D I M  F S T E P S I 1 4 6 ) : R E S T O R E  2 6 8
RY 1 5 8  R E M  L O A D  M C  0 6 1 4
AT  1 6 8  F O R  I = 1  T O  1 4 8

O U 1 7 8  R E A D  4 : 0 5 T E P O C I , I ) . C 6 4 4 1 8 1
UM 1 6 0  N E X T  I t 0 0 0 R = A D R E F S T E P 4 1 . 4 5
Z P  1 1 8  R E T U R N
TR 2 8 0  D A T A  1 8 4 , 1 6 1 , 0 , 1 4 1 . 1 7 9 , 7 8 , 1 4 1 . 1 7 1 ,

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

, 2 0 1 . L 0 4
XU 2 1 8  D A TA  A 0 4 , 1 3 T , 2 0 4 . 1 0 4 . I 0 4 , 5 I 1 . 2 4 5 . 1

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

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

ON 2 3 6  D A TA  3 2 , 1 6 5 , 0 , 1 4 1 . 1 7 1 , 7 8 , 2 3 8 , L 7 0 . 7
8 , 1 7 8 . 1 7 8 . 7 8 , 2 0 1 - 1 , 2 4 8 . 2 0 , 2 0 L , 2 , 2 4 0 , 4 7

PS 2 4 0  D A TA  2 0 1 . . 8 , 2 4 8 , 2 8 , 2 8 1 , 4 . 2 4 6 , 7 5 , I 8 2
, 8 • 1 4 1 . 1 7 9 , 7 0 , 7 5 , 7 0 , 2 2 8 , 1 6 5 , 2 8 5 , 1 4 1 , 0

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

NH 2 6 0  D A TA  2 0 7 , 2 4 1 . / . 2 1 0 , 7 6 , 8 8 . 2 2 8 , 1 6 8 , 0
. 1 4 1 . 0 . 2 1 0 , 1 4 1 , 1 . 2 1 0 . 7 6 , 8 5 , 2 2 0 , 0 . 0

L X 1 8  R E M
RM 2 8  R E M  M O C H I N f  C O D E  L I B R A R Y
HP 3 8  R E M  b y  S T O P M 0 0  4 4 ) 1 1 . 9 4 5 0 0
OK A O RE M  f o r  N E W A TA R I  US E R
DE 5 8  R E M  P A R T  4  -  S O U 0 0  E P P E C T S
I f  c a  R E M  4 . 5  O C E A N
IO" 7 8  R E M
OC 6 8  GO S U O  1 4 0
WC 1 8  F L O C
-
1 : 1 1 E L A V .
0

✓P le e  e r r e m l
,
l e t e l r c m v . e
v o L .
,
l e

YK l i e  a .use te e e re cra pm, e ope , rLe e , I rELa y,
P I T C H I , P I T C H 2 . 0 0 1 1

TL 1 2 0  S T O P .
OU 1 4 0  R E M  L O A D  M C  D A T A
OE  1 8 8  D T M  O CE A0 1 1 1 1 4 5 1 :RE S T O RE  2 0 0
O4  1 5 0  R E M  I O A D  M C  D A T A
CD 1 6 0  F O R  I n  T O  1 4 2
Z I  1 7 0  R E A D  4 ! O C E 4 0 $ ( 1 , / ) . C H R 1 1 0 1
VP 1 8 6  N E X T  I : 0 6 0 R 4 4 0 6 C O C E A N A ) . 4 0
ZP 1 5 0  R E T U R N

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

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

4 ) 1 2 2 0  DAI T O  1 6 4 , 2 0 / . 1 0 6 . 2 0 6 . 3 2 , 1 2 , 2 2 6 , 1 6 ,
1 6 5 . 2 0 3 , 2 1 1 1 . 0 , 2 4 0 . 0 1 . 2 1 0 , 1 7 3 , 7 8 . 1 7 3 , 1 7
3 , 7 8

SE 2 4 8  0 4 t 4  1 7 7 . 2 0 4 , 2 6 0 , 1 6 , A 6 1 , 0 , 1 4 1 , 1 7 4 .
7 8 . 1 7 7 , 1 7 1 . 7 0 . 2 0 1 , 1 , 2 4 8 , 7 3 , 2 6 1 . 0 . 2 4 0 . 3

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

3 8

T N 2 5 8  0 6 1 4  2 0 5 , 1 6 5 A 2 0 5 , 2 0 1 , 1 0 , 2 0 0 . 1 / . 1 6 7
, 9
.
1
4
1 ,
1
7
1 .
7
0 ,
7
8 .
7
5 .
2
2
8 ,
1
6
9 ,
8 .
/ .
4
1 .
1
1 .
7
1

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

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

SETTING UP A VBI

In order for a VBI to interact wit h the
main program,  registers must  be set up for
the rout ine to use. I f  you look at lis t ing 4.1
you wil l 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, 0=of0.  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.

t o ;  -
7 0  : M 4 1 1 1 I N E  C O D E  1 . 1 6 0 4 0 0
30 . 0 0  ,
t e V 0  
0 , 1 1
.
4 1 4 ,
o n

4 8  ; t o r  N E W  A T A R I  0 1 1 1 $
5 6  : P O R I  4  S U U N D  E F F E C T S
50 ; 4 , 4  OCE AN
7 0  ;
8 0  R _  2 8 0 0 0
7 0  , O P 1  0 0 J
0 1 0 0  S t / 0 6 0  5 0 4 5 0
0 1 1 0  5 Y 5 0 6 0  =  5 0 4 6 . 3
0 1 2 0  4 1 1 0 f 1  x  5 3 7 6 0
0 1 3 0  A U D C I  .  5 3 7 6 1
6 t 4 0  111115F2 =  5 3 7 6 2
0 1 5 0  A U D C Z  t  5 3 7 6 3
8 1 6 0  1 1 0 6  .  2 0 3
0 1 1 0  D E L A Y  2 0 4
0 1 8 0  P I T C H I  =  2 0 5
0 1 1 0  P I T C H 2  ,  2 6 6
02011 V O L  n  2 8 7
0 2 3 0  1 0 4  1 1 0
0 2 4 6  S T A  C O U R T
9 2 5 0  S T A  C O U N T !
0 2 6 0  1 0 0  1 1 8
8 2 7 0  S T A  D E L A Y
0 2 8 0  E D O  a l e
82713 S T A  P I 1 C 4 1
0 1 0 *  E D O  N O
0310  S T A  P I T C H 2
8 3 2 0  I D A  6 1 6
8 3 3 0  S T A  V O L
0 3 6 0  4 5 1 1  5 E 1 0 8 I
8 1 7 0  L O O P  J I I P  L O O P
8 3 8 0  s c r o t a
6 3 7 8  L O A  6 6
0 4 0 0  L O Y  1 3 0 8 6 0 U T6 2 5 5
0410  L O X  noD R OU T/2 5 6
8 4 2 8  J S R  S E T V O V
O4 3 8
8 4 3 5  V O R O U T
0 4 4 0  1 0 0  E L A G
0 4 5 0  C H I P  N e
0 4 6 0  8 E 0  S O U N D O F F
8 4 7 8  I N C  C O U N T !
8 4 8 8  L O A  C O U N T !
6 4 1 0  C U P  D E L A Y
O8 0 0  O N E  E X I T
O8 1 0  L O A  0 8
O5 2 0  S T A  C O U N T !
0 5 3 8  L O A  IN C E LA G
0 5 4 0  C P O  e e l
8 5 5 6  S O U N D U P
0 5 6 0  C M P  1 2 6
0 5 7 0  0 2 0  S O UN0 0 0 4 5 1
O5 0 0  E X I T  J M P  S Y S V O V
0 5 7 0  1.011140001411
0 6 0 0  D E C  P I T C H !
O5 1 9  L I S A  P I T C 4 1
8 5 2 8  C O I F  N O
0 6 3 0  O N E  P 1 . 6 1
8 6 4 4  L O A  N I
0 5 5 9  S T A  I N C F L A G
0 6 6 0  4 1 4 4 .  S Y S V O V
O6 7 0  S O U N D U P
R e ar,  I N C  P I T C H ,
9 5 7 8  L A &  P I T C H ' .
e re e  C M P  N I O
0 7 1 0  O N E  P LOY
0720  L O A  n e
O7 3 0  S T A  I N C E L A C
8 7 4 0  J O E P  S T 5 0 0 V
8 7 5 8  S O U N D O F E
0 7 6 0  1 0 4  N O
0 7 / 0  ' , T O  A u O r
0 7 8 8  S T A  A tIOC L
8 7 1 8  J M P  1 .4 5 0 8 1 1
0 0 0 0  P L A Y
( t e t e  I D A  P I T C H I
0 8 2 8  S T A  4 U D E /
0 0 3 0  L O A  8 1 3 5
8 8 4 8  S T A  A U O C 1
0 0 5 0  I M P  1 1 S 0 8 0
4 4 6 0  I N C F L A b  B R A
0 4 7 8  C O U N T  81111
8 0 0 9  C O U N T !  O R E

To set the VBI is simple. The accumulator
is loaded wit h a value of 6, Y is loaded
with the Lo-byte address of  the VBI rout ine
and X loaded wit h the Hi-byte address of
the VBI rout ine.  A ISR c ommand to
SETVBV (58460) then informs the operat-
ing system to interrupt  the vert ical blank
process and jump to the rout ine every ver-
t ical blank.  Note that  a VBI rout ine does
not use the instruct ion RTS to exit but  IMP
SYSVBV (58463). This has the effect of  res-
toring the values of  the A,X and Y registers
of the main program.  c o n t i n u e d  overleaf
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Above - Listing 6

18
28 ;M A C H IN E  CODE  LIB R A R Y
38 : 8 8  S t o v e  1 4 ,1 1 i0 1 0 5 0 0
48 f o r  N E W ATOR1 U S E R
Se ;P A N T  4  -  S OUND E FFE C TS
be : 0 . 0  E X P LODE

Lx L O  M E N -
NM 2 0  RE M  M OCM INS  CODE  OOOOOOO
MP 3 6  RE M  b y  ) , I . . . .  1 4 1 1 1 4 0 a
5 0 0014 4 0  RE M  f o r  N E W 4 T A R I  US E R
PF 5 8  RE M  P ART 4  -  S OUND E FFE C TS
07 6 8  RE M  4 . 7  E X P LODE

70
09 0 .  2 0 • 0 8

ME 1 8  RE M
ITC 8 0  GOS U8 1 4 6
- -40 • O P T  O B J 8111 1 0  F L o c z i :O E L A Y . 1 8

0 1 0 8  5( 661064 6 6 4 6 9 CK k 0 0  p I T C H 1 . 6 0 : P I T C H 2 . 6 0 4 0 1 .
1 88110  45564847 .  6 :1 4 6 3 CF A l e  6 . U S  . ( . . .  tE S P LOD t$ 1 ,A D D R ,FLA G,D E LA

DIZO .  6 3 7 6 0 Y , F i T C 0 1 . P I T C N 7 . U 0 1 1
0 1 3 9  AUDC1 .  0 3 7 6 1 T1 1 2 8  S TOP

0 1 0 0  A111112 .  5 3 7 6 2 . an 1 3 0  RE M  LOAD M c  D A TA
8 1 5 0  AUDC2 5 3 7 6 3 VP 1 4 0  D I M  E X P L O 8 tS t1 7 8 ) . R t5 1 0 0 E  2 0 e
8 1 0 8  fl A G  .  2 0 3 MY 1 5 0  RE M  LOAD M C D A TA
0 1 / 0  D E LA Y  2  2 0 4 EL 1 0 8  FOR  1 . 1  T O  1 2 9
8 1 8 0  P I T C H !  2  ? e a ND 1 7 8  RE AD 0 :( X P L O 0 E S C I , I ) . C M R 1 1 8 )

0118  P ITCP 12 .  2 0 6 AO 1 8 9  NE X T 1 , A D D R . 0 0 8 1 E N P L O D E 1 1
1
0 5

8 2 0 0  V OL 2  2 0 7 ZP 1 5 0  RE TURN
9 2 1 0  L O A  n e 86 2 0 8  D A TA  1 0 4 , 1 8 1 . 0 . 1 . 0 1 . 1 3 7 , 7 8 . 1

8 1
.
1 3 1 1 ,

6 2 2 9  S T A  C OU N T 7 8 , 1 0 4 , 1 3 1 , 2 0 8 , 1 1 1 4 . 1 1 1 , 2 8 1 , 1 4 4 . 1 9
0
.
1 3 3

8238  S T A  C OU N T1 , 2 9 3 , 1 0 4
0200  L D A  1:11 NU 2 1 9  D A TA  1 0 0 . 1 3 3 , 2 8 4 , 1 0 4 . 1 0 4 . 1 3 1 , 2 6 6 . 1
8 2 6 0  S T A  FLA G 8 4 , 1 8 4 . 1 1 3 . 2 9 0 . 1 8 4 , 1 0 4 . 1 3 3 ,

2 8 7 , 1 8 1 , 6 , 18 2 6 8  L O A  0114 6 0 . 2 6 1 , 1 5 5

6 2 7 8  S T A  DE LAY OF 7 2 6  D A TA  2 9 8 . 3 2 , 4 2 , 2 2 0 . 1 6 , 1 6 5 . 2 9
3
.
2 0 1
,

8 2 6 8  L O A  0 6 4 0 , 2 4 0 , 4 3 , 2 3 8 . 1 3 7 . 7 8 , 1 7 1 . 1 3
7 , 7
e
, 1 4 7 , 2 0 0

8218  S T A  P ITc 1 1 1 ,2 9 8
8388  L O A  n e VO 2 3 0  D A TA  3 8 . 1 6 1 . 8 , 1 0 1 . 1 3 7 , 7 8 . 1 6 5 . 2

9 1 5 , 10 1 1 8  S T A  P ITC112 41 , 0 , 2 1 8 .  241. 1 6 1 ,  1 2 8 ,  1 0 1 . 2 0 7 ,  141  , 1 4 2 1 8 .

0 3 2 9  L D S  a l e 118

0338  5 2 6  V OL 8 6 4 2 4 8  D A TA  2 6 7 , 1 6 5 , 2 0 7 , 2 1 1 1 , 6 . 2 8 8 ,
8
.
1 6 1
:
0

0308  J S O  S E TU OI :
1
3
1
.
2
6
3
,
7
6
,
1
1
4
,
2
2
8
,
1
6
1
.
0
,
1
4
1
.
9
,
2
1
8
,
1
4
1

8 3 5 0  LOOP  JO4A LOOP KA 2 5 0  OA T&  1 , 2 1 6 . 7 6 : 1 5 . 2 2
8
,
8
.
0
0
1
.
8
.
0
.
0 , 0

8 1 6 6  5 E 1 6 1 8 I
0379  1 0 0  n e
• 3 8 0  L O Y  1468180441&755
0 3 1 0  L O N  1 2 1
,
1 1 R O u T 4 2 5 6

114 1 0  RE F:

8 4 0 0  J S R  5E 16481' em 4 0  RE M  M o l n l e r  CODE  l I 9 R A R 4
8418  R T S HP T O  RE M  b y  S  PPPPPP N A I I : a m t o 0
0428  V 5110UT AK 4 0  RE M  t o r  N E W A TA R I  U S t I l
9 4 3 8  L D A  F L A G pr 5 8  1:Cm P ART 4  -  S OUND E FFE C TS
8 4 4 6  C M P  M O 0V 0 6  R I M  4 . 1  ALARM
0 4 5 9  D E O  S OUNDOFF Mt 7 0  RE M
0 4 6 6  I N C  COUNT OC 8 9  GOS UD 1 4 0
8 4 7 0  L D A  C OU N T OP 4 0  r 4 . 4 6

-
1 . D E 1 0 4 .
1 4

0 4 8 9  C H O  D E LA Y LA 1 0 0  p r T C H T
-
1 2 4 1 P I T C N 2
. 8
4 . 8 0 1 - 1 6

6416  E N E  E M I T EN 1 1 8  A = U S R C A D A C A L A R 1 4 4 ) . A D D R
,
F L A G . D fL
A Y

6 5 6 0  L D A  010 P I T C M I . P I T C H 2
,
8
8
.
1

8 6 1 0  S T A  COUNT TL 1 2 0  5 1
.
0 P

91120 L O A  P I T C N 1
0538  S T A  A U D F1
8540  C L C

QU 1 3 9  RE m LOAD r o t D A TA
JP 1 4 0  D I M  8180M 011261 ,RE S TORE  2 8 0

• 5 S 9  L O A  0 1 2 8 QY 1 5 8  R tm  LOAD M c  D A TA

9 0 0 0  A D C  V OL
81548 S T A  A U D c 1

EL 1 6 0  FOR  1 = 1  T O  1 2 8
EK 1 7 0  READ .f t a t Alim sci.1 ) .villa St A
)esae  D E C  V OL co 1 0 8  NE X T 1 . A D D R . A b e fA L A R M S
1 * 4 68518  L O A  V OL ZP 1 1 8  RE TURN

0 6 0 8  C N N  n e e l  7 6 0  DATA 1 0 4 . 1 6 1 . 8 , 1 4 1 , 1
5 8
,
7 6
.
1 4 1 , 1 5 1
.

11610 B R E  E M I T 7 5 . 1 6 4 , 1 3 1 „ 2 8 8 , 1 8 4 , 1
3 3
.
2 9 1
.
1 8 4
.
1 6 4
.
1 3 3

6 6 2 e  L D A  0 8 .2 0 3 - 1 0 0
0 6 1 0  S T A  E ILAC Nu 2 1 0  D A TA  1 0 4 , 1 3 3 . 2 8 4 , 1 8

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

0 6 4 9  E X I T  J M P  S Y S V e v 8 4 , 1 8 4 . 1 3 3 . 2 0 6 , 1 8 4 . 1 6
4 , 1 3 3 , 2 4 1 7 , 1 6 1 , 0 , 18 6 5 8  S OUNDOFF 6 4 , 2 8 1 . 1 0 0

9 6 6 6  : D A  440 N I 2 2 0  D A TA  2 0 8 . 3 2 . / 2 , 2 2 5 , / 0 .
1 0 5 , 2 9 3 , 2 9 1 ,0678  S T A  8 0 0 1 1 0 , 2 4 8 . 5 6 . 2 3 9 , 1 S 6 . 7 8 , 1 /

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

8650  S T O  :WP C S ,2 0 8
0019  I M P  S Y s v e t: ZS 2 3 8  DATA 1 6 , 1 6 / , 9 , 1 4 1 . / 5

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

0 7 6 8  COUNT I R K 4 1 . 2 9 1 . 8 , 2 4 6 . 7 , 2 8 1 . 1
, 2 4 0
.
1 1 , 7 8 , 1 5 . 2 2 6

0 7 1 8  COUNT1 OR K YL 2 4 0  D A TA  1 6 1 , 2 1 0 , 1 4 1 . 1 , 1 1 0 . 1 0 5 . 2 8 5 , 1 4 1
8 . 2 1 0 , 2 1 8 , 1 6 1 . 7 6 . 7 6
,
/
5 , 2 2 8 , 1 8 5
.
2 0 0 , 1 4

1 . 0
OD 2 S 8  D A TA  2 1 9 , 2 8 6 , 1 5 1 . 7 8 ,
7 6 , 1 5
.
7 2 0 1 , 1 5 5
.

8 . 1 4 1 , 6 , 2 1 8 , 1 0 1 , 1 . 2 1 0 .
7 0
.
1 5 , 2 2 6 , 0 , 6  
6 7 4 8  
C O U N T
S  
e i n
t

I .  ; - . .  - - - - - - -
78 ,M 0 C M IN E  CODE  L IOR A R y
Se ; B y  S t e v e  b n I l i a m s o m
411 t o e  N E W A T 4 S I  US E R
SO ;P A R T  4  -  S OUND E FFE C TS
06  . 4 . 9
78
99 * .  2 9 1 1 4 1 9
/ 0  . O P T  0 0 )
0188  S E TUOV  5 0 4 6 9
0110  551,44611 z  5 8 4 6 3
0 1 2 0  a u D r i .  5 2 7 0 0
0110  A U OC I  m  5 3 7 6 1
9148  AUDE ? 2  8 3 I 6 2
4 1 5 8  AUDCZ =  5 3 7 6 3
9 1 6 8  F L A 0  2 9 3
6 1 7 0  DE LAY  .  2 0 0
8 1 8 8  P I T C H 1  2 0 5
0 1 3 0  P I T C H 2  .  2 0 6
0 2 0 0  V OL =  2 9 7
0210  L D A  118
8220  s T A  COUNT
0 2 3 0  S T A  COUNT1
9 2 4 8  L O A  n 1
0259  S T A  FLA G
6260  L D A  0 1 4
8 2 7 8  S T A  D E LA Y
9266  L D A  :1 1 2 6
8210  S T &  P I T C H 1
9 3 8 0  1 8 0  1064
e318 S T A  P I T C H I
932e  L D A  0118
9 3 3 0  S T A  V OL
8 1 4 9  J S R  S E TV OI
8350  LOOP  I M P  LOOP
8308  S E TV D I
9 3 7 0  L D S  n e
6 3 8 0  1 8 4  01V 590UT&255
8318  L O X  01V 000UT4256
O4 8 0  J S R  S E TV 8U
8 4 1 8  R T S
0 4 1 8  V OR D U I 1 0 0  FLA G
O6 3 0  C M S  a l
8440  8 E 0  sOUNDOFF
8 4 5 0  I N C  COUNT
9 4 6 0  L D A  COUNT
O4 7 9  c A T A  DE LAY
9 4 8 0  O N E  E M I T
6419  L O A  n e
0508  S T A  COUNT
8 5 1 9  L D A  C OU OITI
8 5 2 0  C M P  n e
8538  D E O  S OUND1
8 5 0 8  C M P  N I
0 5 5 0  8 E 0  S OUND?
0 5 6 9  E M I T  I M P  SYS10811
8578  SOUNDS
0580  L D i  01234
0516  S T A  AUDC1
0086  L D A  P I T C h l
8010  5 1 1 8  A U D F1
9 6 2 0  I N C  COUNT:.
8019  P A P  1 ,45881:
8049  S OUND?
0 0 5 e  L D O  P ITC M 2
8068  5 1 4  A U D F1
0670  D E C  C OU N T1
6080  J P I P  S Y 5 :4 0 8
0618  S OuNDOFF L D A  110
0780  S T A  A U D F1
8718  S T A  AUDC1
0 7 2 0  J M P  S Y S OBV
8730  C O U n t B R K

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 1150 second), but the DELAY
register is used to slow things down by
exiting the routine until the value of a
counter (COUNT') 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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is to use a ISR 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 to
a value of zero then the sound is turned
off. This means that voices 1 or 2 will be
switched off every Vertical Blank. If 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 IMP
SYSVBV to cancel the effect of the sound
VBI.

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 port (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



10
2 0  ; M A C H I N E  C O D E  L I B R A R Y
3 0  B y  S t e v e  W i l l f a m s o n
4 0  : f o r  O E M  & T A R T  U S E R
s e  ; P A R T  4  -  S O U N D  E F F E C T S
60 ; 4 . 1 4  RANDOM
70
8 0  2 0 0 0 8
9 0  . O P T  0 1 1 . )
0 $ 0 0  5 E I 0 0 0  7  5 8 4 6 8
14110 S Y S S # 8
,
0  7  
5 0 4 6
3

0 1 1 0  a U D F 1  7  5 3 7 6 0
8 1 1 0  A U O C I  3  5 3 7 6 1
0 1 4 0  a u o r a  .  5 3 7 6 1
0 1 5 0  A U D C 2  .  5 3 7 6 3
0 1 6 0  S L O G  .  2 0 3
0 1 1 0  D E L A Y  .  2 0 4
O1 0 0  P I T C N 1  z  2 0 5
Ot t e  P I T C H 2  7  2 8 6
0 7 0 8  V O L  =  2 0 7
0 2 1 0  L O A  1018
0 2 2 0  S T A  C O U N T
8 2 3 0  S T A  C O U N T 1
8 2 4 0  I  DO  n i
O2 5 8  S T A  F L A G
8 2 6 0  L O A  0 4
O2 7 0  S T A  D E L A Y
0200  1 0 4  M e
0 2 9 0  S T A  P i r e l l i .
0 3 0 •  1 , 4 4  M e
0 3 1 0  S T A  P T I C K 2
0 2 2 0  L O A  n l e
0 3 1 0  S T A  V O L
0 1 4 0  J S R  S E T V O I
0 3 5 0  L O O P  J M P  L O O P
0 3 6 1  S E T V A I
8 3 7 0  L D A  1 1 6
0 3 8 0  L O T  1 1 0 0 0 0 UT &2 5 5
0 3 9 0  L O X  3 1 O 0 0 0 UT 7 2 8 6
8 4 0 0  J S R  S E T V I I V
0 4 1 8  R T S
0 4 2 4  V B R O U T  L D A  r t e e
O4 2 0  C M P  N o
O4 4 0  I N F O  S O U N D O F F
0 4 5 0  I N C  C O U N T
9 4 6 6  L O A  C O U N T
8 4 1 0  C O 1 0  D E L A Y
9 4 0 0  O N S  E X I T
8 4 9 0  1 0 0  n O
8 5 9 0  S T A  C O U N T
0510 L o a  5377e
8 5 2 0  S T A  4 U R F 1
0 5 3 0  L D O  0 2 3 4
e 0 4 0  5 1 0  A U D C 1
0 5 5 8  E M I T  JM I P  NY S V O s7
0 5 6 9  S O U N D O r r
8 5 7 0  L O A  1 4 0
0 5 0 0  5 1 8  A U D F 1
8 5 9 0  S T A  A U D C I •
0 6 0 0  J M P  S Y S V O Y
O6 1 0  C O U N T  F I R K
0 6 7 0  CO UNT S .  B R A

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 15 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, 0=off)
and repeating the machine code call in
line 110. Try altering the values of
PITCH1, PITCH2, DELAY and VOLUME as
well and hear what happens. Normally

L K 1 0  O E M
MN 7 0  R E M  M ACHT NI F  C O D E  L I O N A R Y
me 3 0  R E M  b y  s t o p h e n  W s t l f a m s o n
KK 4 0  R E M  f o r  N E M  A1 4 1 1 1  U S E R
PT 6 0  R E M  P A R T  4  S O U N D  E F F E C T S
OS 6 0  RE M  4 . 1 1  RANDOM  6 4 0
m r  7 0  R E M  - - -  . -
0 C 0 0  G 0 5 0 8  1 4 0
TO 9 0  F L A 6 7 1 f 0 E L A V 7 4
I T  1 0 0  4 1 1 0 1 1
,
4 1 : P 1 1 C 8 2 .
0 0 0 L r 1 8

NI  1 1 0  4 7 U S A  ( 4 0 0  ( R A N D S )  .  0 0 0 0  , F L A C ,  WES AV  ,
1 CP U P I  / C H Z  Y O U

I L  1 2 0  S T O P
(SU 1 4 0  R E M  L O A D  FOC D A T A
I G  1 4 0  D I P S  R A N D S ( 1 0 0 )  ;RE S T O RE
- 7 0 0OY 1 5 8  O E M  L O A D  M E  D A T A
TO 1 6 0  F O R  1 3 1  T o  1 0 0
GO 1 7 0  i g M e o  4 : 0 A N D S C I , 1 1 . G 0 R S t a l
AT  1 0 0  RE S I T  1  f A D D R 7 A D A ( R a N D S )  * 4 8
I P  1 1 8  R E T U R N
PF  2 8 0  D O T S  1 0 4  1 6 9 . 0 .  1 4 1  . 1 2 3 .  7 8  . 1 4 1 .  1 2 4 .

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

NU  2 1 0  D A T A  1 0 4  ,  1 3 3  . 2 0 4  . 1 0 4  , J. 0 4 ,  i z z .  2 0 5 ,  1
0 4 , 1 0 4 . 1 3 2 . 2 0 0 , 1 0 4 , 1 0 4 , 1 2 2 . 2 4 7 . 1 6 1 . 6 , 1
6 4 , 2 0 1 , 1 6 6

NO 1 2 0  D A TA  2 8 8 . 3 2 , 0 2 , 2 2 8 , 1 6 , 1 6 6 , 2 0 3 , 2 0 1 .
0 * 2 4 8 , 2 1 . 2 2 8 . 1 2 1 . 7 6 . 1 7 2 . 1 2 2 , 7 6 . 1 1 7 , 2 4 4
,2 0 0

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

cJ 2 4 6  D A TA  1 6 1 , 8 „ 1 4 1 , 0 , 2 1 0 . 1 4 1 . 1 . 2 1 0 , 7 6 ,
0 0 , 1 2 8 0 4 , 0 . 0 . 8 . 0
‘
0 . 0 , 4 , 0

LN 1 4  RE M
NM 2 0  RE M  m a c e I n E  COOK t r o m a n y
f9P 3 0  R E M  b y  S t e P h e n  W i l l i a m s o n
KK 4 0  4 0 4 1  f o r  N E W  A T A R I  U S E R
r r  $ e  R e m  P A R /  4  -  S OUND E FFE C TS
U0  0 0  R E M  4 . 1 3  E N G I N E
MF 7 0  R E M
AC 0 0  G O S U B  1 4 8
NG 1 0  F L A G z i l D E L A Y . 6
AN 1 0 0  RE M
NIC t i e  4 = 1 1 5 R T 8 A R ( E N G I N E S T . A D D R , P L A 6 , 0 E L A Y

1
14 1 2 4  S TOP
OU 1 2 0  R E M  L O A D  M C  D A T A
L N 1 4 4  D I M  E N G I N E S ( 1 4 0 1 s R E S T O R E  7 8 8
AT  1 5 0  R E M  L O A D  M C  D A T A
OT 1 8 0  P O R  1 = 1  T O  1 4 0
CO 1 7 0  R E A D  O f E N G I N E S E I , I ) . C 5 4 8 1 1 0 3
CV l e e  N E X T I :4 4 4 4 . 4 0 R u N G 2 N R 4 ) 4 . 3 4
IP  1 1 0  RE TURN
FR 2 8 4  D A TA  1 0 4 . 1 4 1 . 0 , 1 4 1 , 1 6 5 , 7 6 , 1 0 4 , 1 1 3 ,

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

EN 2 1 0  D A TA  1 0 1 , 1 6 4 , 1 3 2 , 2 0 0 , 1 8 1 „ 6 , 1 6 4 , 2 0 1
p 1 6 6 , 2 0 0 , 1 2 , 1 2 , 2 2 6 , 9 6 , 1 6 5 , 2 0 2 . 2 0 1 , 0 , 2 4
11.62

ISP4 1 2 1 1  D A T A  2 3 1 3 ,  1 6 5  , 7 1 1 , 1 7 3 .  1 6 5 ,  7 8  , 1 9 7  , 2 0 4
, 2 0 0 . 6 1 , 1 6 1 , 8 , 1 4 1 , 1 6 5 , 7 8 . 1 7 3 , 1 2 0 , 2 , 1 0 1
. 1 4

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

ZL 2 4 1 1  D A T A  1 . 3 1  , 2 0 3  7 6  , 1 5  2 2 0  , 2 3 0 ,  2 • 5  ,  1 0 1
. 2 0 0 , 1 1 0 1 . 1 6 5 , 2 0 0 . 7 . 1 6 / . 1 0 4 . 1 3 1 . 2 0 5 . 7 6 .
/ 5 . 2 2 0

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

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

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. I have not included the source
code for use with BASIC as they use the
some 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

••••'•51OEINe
-

L0 ;
7 8  ; M A C M I N S  C O D S  f I O R O R Y
1 0  ; b y  S t o v e  W i l l i a m s o n
4 0  ; t o r  M E W  A T A R I  U S E R
SO ; P A R T  4  -  S O U N D  E F F E C T S
6 0  ; 4 . 1 2  E A G I N E
14
8 0  N 7  M O O
9 0  . O P T  0 0 . 5
R i g a  S E T V O U  5 0 4 6 6
e f g a  4 yS 1 1 9 0  7  5 8 4 6 1
0 .1 7 0
0 1 3 4
0 1 4 6

41.10F1
AUDC1
A U D F I

7 5 3 7 6 0
= 5 1 7 6 1
= 0 3 7 6 2

0 1 5 e  ASSO C2  7  5 3 7 6 3
9 1 6 0  F I A G  7  1 8 3
4 1 7 0  D E L A Y  7  2 1 3 4
sum/ P I T C 4 1  3  7 0 0
8 1 9 0  5 T I C K 0  3  6 1 7
B7 0 8  L D a  n o
02121 s T a  C O U N T
8 2 7 0  L O A  0 1
0 2 3 0  S T O  F L O G
40240 L O A  IS O
0 7 5 0
0 2 6 0
8 7 7 0
0 2 8 4
0 7 9 0
0 3 0 0
O4 1 0
A3 1 0
0 3 3 0
O3 4 0
0 1 8 8
9 1 6 8
8 3 1 0
eaee
0 1 1 0
O4 0 0
8 4 1 0
8 4 2 0
0 4 3 0
0 4 4 8
0 4 5 0
0 4 6 0
0 4 1 0
0 4 8 8
e 4 9 0
0 5 8 0
8 5 1 0
0 5 2 0
0 5 3 0
0 5 4 0
osse
0 8 6 0
0 5 7 0
0 5 0 0
8 6 9 0
Ho e s.
13510
0 6 7 0
0 6 3 0
;th e e
0 6 5 0
0 6 6 0
0 6 7 0
0 6 0 0
0 6 9 8
0 7 8 0
ono
0 7 2 8
8 7 3 0
0 7 4 0
0 7 5 4
0 7 6 0
O1 / 0
O7 0 0
8 7
9
4
0 0 0 0
0 0 1 0
0 8 7 0

ST A D E L A Y
LO A 1 4 1 6 4
ST A P / T C M I
JS R  S E T O D 1

LO O P J M P  L O O P
S E r v E 1

1 .5 0  n e .
LO T n V O R O U T A 2 5 5
L O X n O B R O U T 7 2 5 6
JS R  S E T V O V
NTS

0 0 0 0 UT  L D A  F L A G
CRP 1 1 9
DEO  S O U N D O t e
I N C  C O U N T
L DA C O U N T
CMP D E L A Y
ONE E M I T
L DA n e
ST 0  C O U N T
LO A S T I C K @
CMP n I 4
8 1 0  A C C E L E R A T E
CMP 4 1 1 1
0 E0  B R A K E
CNA S U S
0 E0  S O U N D

ACCE L E RAT E
DEC P I T C M 1
1 D4  P I T C H 1
CMA 1 1 6 4
ONE S O U N D
I D A  t i 6 l l
ST A P I T C N 1
.IMP S Y S V I I V

BRAX E
I N C  P I T C M I
( D O  P I T C M 1
(IMP 0 1 0 7 5
ONE S O U N D
fi f e  9 s 6 4
, l a  a t r e e l
Je w ) v s v 8 0

SO UND
L DA P I T C H ] .
ST A A U D F 1
SSC
SEW 1 8 1
ST A A U D F 2
11.41 1 4 1 0 6
ST A Q U O C I
ST A A U D C 2

S K I S  J M P  S Y S V I S O
SO UNO O FF I D A  n e

)TO dwof)
5 f a  a f f a c i
▪  ) y S v a v

cutle r  OR R

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 ill 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 Atari manual for a list of these). To
vary the different length of time that notes

New Atari User - Issue 40 2 7
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18
24 :M A C H IN E  CODE  L I 0 R 4 6 4
30 ; 8 4  5
.
1 6 4 8  
4 / 1 1
/
4 4 4
0 4

46 ; 4 0 r  NE W A TA R I  US E R
SO ; 4 4 4 1  4  -  S OUNO t r r t e i s
68 : 4 . 1 4  TU N E .Ls T
70 1
80 N .  1 6 4 4 4 4
10 . 0 4 T  O B J
8 1 0 0  sE TOOV  L  6 8 4 6 0
8110 5 4 1 6 6 8  =  6 8 4 6 1
8 1 2 0  A U D 1 1  =  5 3 7 6 8
8 1 3 8  AUDC1 =  5 3 7 6 1
4 1 4 6  41.11012 =  5 3 7 6 2
8154  4 4 0 0 2  7  5 3 7 6 3
O1 6 8  F L A G  .  2 8 3
8178  DE LAY  .  2 0 4
8188  P I T C H '  .  2 0 5
8 1 1 8  4 1 1 C 4 2  =  2 8 6
6268  V OL =  2 0 7
8 2 1 8  S TOP FIA G =  2 8 8
8 2 2 8  I D A  0 8
6 2 3 8  s T a  COUNT
O2 4 4  s T A
6258  I D A
8 2 8 8  S T A
6278  I D A
8284  S T A
6248  I D A
6328  S T *
• 3 1 e  I D A
8328  L O Y
0 1 3 8  I D A
8 3 4 8  J S R
* M I  S TOP  J A P  S TOP
0 3 5 8  WOROUT
0 3 7 0  L O A
0368  C P 4 P
8 1 4 8  8 E 0
8 4 8 8  I N C
8818  L I D A
4 4 2 6  A M P
6430  O N E
14448 1 0 0
8 4 5 0  S T A
8 4 0 .  I D A
8 4 7 .  L O A
6 4 6 6  S T A
6 4 6 0  L 8 4
6 6 8 6  S T A
4 8 1 0
6 6 2 8
6538

NOT ECOUNT
8 4 4
STOPFLAG
us
DELAY
N I
FLAG
NA
81154101J14255
DOBROUT/258
SET4•1.1

FLAG
U8
SOUND044
COUNT
COUNT
DE LA /
E X IT
WO
COUNT
NOTECOUNT
70  AAAAA 8,14

1
1
1
1
1
1
7
2
:
0
T
4
1
,
X

AUDF2
ID A  $ 2 3 4
STA AUDC1
LDA 4 2 3 2

8 5 4 8  S T A  4051C2
6 5 5 8  I N C  NOTE COUNT
8 4 4 8  I D A  NOTE COUNT
8 6 7 8  C A P  S TA P P IA G
0 8 6 8  O N E  E X I T
8 5 9 8
8 6 4 0  : : T 2 C O U N T
4 6 1 8  E X I T  J A P  S Y S ODA
6 6 2 8  S OUNDAFF
0 6 3 8  L O A  U .
8 5 4 8  S T A  AUDF1.

STA AUDC1
STA A U 0 F2

8474  I T S  AUDC2
8 6 • 8  S T A  COUNT1
85181 J P  A S Y S ODO
117118 COUNT 8 8 8
071.6 8 0 / r C O U N T  I N K
8 7 2 e  COUNT1  8 4 8
8 7 3 8
0 7 4 8  ;D A T A  FOR  TA N A
6 7 5 6  .
8 7 6 6  TUNE DATA . B Y T E  4 . 4 1 . 4 1 . 0 1 . 5 6 , 1 8 1 . 1 . 6 . 1 1

1 , 8 1 . 8 1 , 1 8 1 . 2 6 , 2 6 . 1 2 1 . 1 2 1 . 1 2 1 . 1 8 8 . 1 8 1 . . . ”
6 . 1 1 . S I . S 1

8778  . 8 4 T E  1 8 6 . 1 0 6 . 1 8 8 . 8 1 . 8 1 , 8 1 . 1 . 5 . 9 5
. 5 6 . 1 2 1 . 1 2 1 , 1 2 1 . 1 2 1 , 1 2 1 , 1 2 1 . 1 2 1 , 1 2 1
,
1 2
1 . / 2 1 . 8 . 0 . 6 , 6

8 7 0 6  TUNE  AAAAA • 114TE  8 , 1 1 8 , 6 8 , 8 6 „ / 5 . / 5 . 7 6 .
6 8 . 1 1 0 , 8 6 , 1 5 , 7 8 0 5 , 1 2 1 1 , 1 2 4 . 1 2 4 , 1 4 7 , 1 8 8 .
1 8 1 .S 1 1 ,4 8 ./6

8778  . 5 . 0 2  1 8 7 . 1 0 7 , 1 0 7 . 5 4 . 8 0 . 8 8 . 4 5 . 7 4
. / 6 . 1 2 0 . 1 4 8 . 1 2 8 . 1 7 0 , 1 2 8 , 1 2 8 . 1 2 0 , 1 2 8 . 1 2
8 , 1 2 0 , 1 2 4 1 , 0 . e  8

Above - Listing 14

Right -  Listing 15

114 1 0  RE M
NA 2 0  RE M  NACATNE CODE  LIB R A R Y
SP S e  R E M  b y  s t • p b • n  W I
4 N 1 o 1 ,RA 4 0  RE M  F o r  N E W A TA R I  US E R
A f S O  M E 4  P ART 4  -  S OUND 2 1 4 '1 ,1 1 5
44 6 0  RE M  4 . 1 5  TU N E
nr  7 8  RE M
IF  8 6  TU N E 4 = 1 5 3 6 :TU N E 1 .1 5 3 8 4 1 2 8 :S FLA G= 4 4 1

GOSUB 1 3 8
1
.
1
1
. 
s
e 
F
L
A
G
.
1
:
D
E
L
A
v
.
6

44 1 8 4  4 ,U S A C A D A C TU N E 5 4 ,8 8 1 5 1 2 .7 L8 4 ,0 2 LA V ,5
P 1441

TJ 1 1 8  S TOP
AS 1 2 8  A E A  LOAD M C D A TA
NY 1 3 4  D I N  t u o iro ct R o t a rsro st r 2 4 8
AN 1 4 8  4244  LOAD I I E  D A TA
OR 1 5 8  r o R  1 , 1  t o  1 4 6
SO 1 6 6  RE AD 6 :1 U N E 4 1 2 .1 1 .7 .0 1 4 5 1 0 /
4 4  1 7 6  N E A T I60011=411R11111025 /437
TA 1 6 8  RE S TORE  3 2 0
VT I S A  FOR  I .7 .8  T O  S FLA G
OF 2 4 4  B E A 0  8 : 4 0 A 2  1 U N E 8 1 I , A i N E A T  /
YE 4 1 8  FOR  I = 8  T O  s f 1 4 4
St  2 2 0  DIEAD 6 , 0 0 3 2  TU N 4 2 .2 ,4 :1 1 E X T  I
YE 2 3 6  RE TURN
JE 2 4 6  D A TA  1 8 4 , 1 0 1 , 8 , 1 4 1 . 1 5 3 . 7 8 , 1 4 1 . 1 5 4 .

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

FJ 2 6 8  D A TA  1 0 4 , 1 3 3 , 2 8 4 , 1 4 4 , 1 8 4 , 1 1 3 . 2 0 8 . 1
6 1 , 1 1 . 1 6 4 . 2 8 6 . 1 0 0 , 2 6 8 . 3 1 • 1 4 . 2 2 0 . 6 5 , 1 6 5 ,
2 5 3 . 2 8 1

LC 2 8 8  D A TA  • , 2 4 8 , 6 6 , 2 3 8 , L 1 3 , 7 8 . 1 7 3 . 1 5 3 . 7
8 , 1 , 2 , 2 0 4 , 1 8 6 , 4 8 , 1 6 9 . 6 . 1 4 1 , 1 6 1 . 7 0 , 1 7 4 .
154

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

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

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

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

JA 3111 RE M  TU N E 8  D A TA
ZS 3 2 6  D A TA  6 , 6 A , 8 A , 8 1 . 7 8 , / 8 . S 8 , 0 1 . 6 1 , 0 1 .

8 8 , 2 5 , 9 6 , 1 1 1 , 1 2 1 . 1 2 1 , 1 8 8 . 1 0 / , , 2 6 , 9 1 , / 1 .
11

I F  2 3 0  D A TA  1 0 8 . A 8 8 , 1 0 4 , 8 1 . 1 1 1 . 4 1 1 , 9 6 , 0 6 , 8 6
. 1 2 1 . 1 2 1 . 1 2 1 . 1 2 1 , 1 2 1 . 1 2 1 , 1 2 1 , 1 2 1 , 1 2 1 , 1
2 1 , 8 , 8 , 8 . 4

AF 3 4 6  OE M  TUNE 1 D A TA
PH 3 5 5  DATA e , 0 0 , 0 0 , 0 0 .2 0 .1 1 1 .1 5 , 0 0 .s0 , 5 o .

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

04 .1 6 6  D A TA  1 0 7 , 1 8 7 ,  1 6 7 . 8 8 .  AS . 8 8 ,  DS , 1.6./15
. 1 2 6 . 1 2 6 . 1 2 6 , 1 2 0 . 1 2 4 1 . 1 7 8 , 1 2 8 . 1 2 0 , 1 2 8 , 1
1 0 , 1 2 8 , 8 , 8 , 8

are sounded the data for each note can be
repeated. A value of zero means silence. I
am not a musician so the tune demons-
trated is just a simple nursery rhyme, but
the technique can be adapted for more
professional sounding music.
The routine can accept your own com-

positions using two part harmony by alter-
ing the data statements. The machine
code only version can accept up to 256
notes for each voice, and the data for use
within BASIC can use up to 128 notes for
each voice. The value of the register
STOPFLAG or the variable SFLAG must be
altered to the required number of notes.
The BASIC version loads the note data Into
Page 6 (addresses 1536 to 1792) which is
normally not used by BASIC.
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! • 1
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Wa bold dock of  ammo' 300 litlam fi x the Mari 8  bit
machines in cartridge disk and uusette formats Please
send SAE for lu ll catalogue. We  also stock the full
range of Ata ri 8  bit caripherals, printo• interfaces e k.

Phone for  best prices

....,• •
'  will give Sheinlacris Pro 24 a run for i fs money •

ST WORLD Niards 89
Midistudio is an attracticeit priced 20 track Mick Sequencing package. hot,,
mord up to 6 N  bars per phritsc4patternl on crp to 100 phrases Any pavan
thn be placed on any track. Trinks can be soloed and muted and tracks and
phrases can be named Pfc•EfrArn numbers can bedisplayed in a  variety o f
WirriS including 0-127, 1-128. in banks from a ll-b88  or a 0 1
-
b 6 4 . T h e  d e s k
features sliders IQ sel Motive tolunws on each track and you can even do
a mix on the fly. Midistudits also N o a  cloett to displas the length of the
lasz Islas back. Miekstuctio tiara stop time note edit functions including top',
solit, merge, append, and transpose velocits ectilingtincluding a humanize
function% full controller editing, cruanti4ing and it buffer which will store ri
1.4391 of •  plume for recalt after destructise editing. D e m o  ifibili f 3 .9 9
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SCAN AT UP TO 1000 DPI FOR ONLY -;• 9
Demonstration disk (low res) E3.99 (E2.00 A l e )
The image Scanner can provide high aptalits graphics digitising for a tenthof the cost of other digitisers. This simple unit plugs into the castridsse port
of the ST and act-cots scanned information via oplicai talAcs which fix easily
to the bend d  any Fainter. Scanned irnages chn he saved in raw data, MIAS
Nx-hr hem,: and iM G formats, ideal for DTP applications. The Software
supports scanning resolutions of 75.150.216.300,360 and 1000&4 s per inch
horizontally A n  example disk is &callable which realairn a  Aide show of
low riniolution images *harmed with this prockai. The cowl of this disk is
13.99. 12.00 of which is rodeetroble on pia-chase of a scanner....
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A l  Hot bcv./ Scanner 1199.99
Laidbroae Computing's A4  Flat bed scum,  4  „ w
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Cinnamic I Mg Dri,eST), ,•.. ,,,..,.... .... L89•99 ___,-----'------------M a  nCuisn in te ra l I M ir DriceISTa
Nil or M e d) .. ........ .. ...... ............ ...... _174.99 --•-• . ‘ - ' - ' . . . " -
Picasc now s r ,  case may need culling for'
above internid drivit.„
Amiga 1 M g Drive  disable switch bi through pad .. ...f7 9 .9 9
AiB boot switch llitterlASTI E 2 4  99

Sh.• LC 10
Sur LC  10 Colo ir L 2 1 9 .C 9

Star LC 24110 f 2 9 9 . 9 9  i t
4
i i
t t e  d i p

Epson LO500 E 3 1 9 . 9 9  •
Citizen 12120 1 1 3 9 . 9 9
SIM 804 Laser £ 1 0 9 9 . 9 9
See special offers for Star Prolessicrul series primers.
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2rkgafile 30  i n t
Megatile 60 iSI t  1 4 7 4 . 9 9f599.99
Sisint 34:csiel IST I 4 4 7 4 . 9 9
Third CORO 65  M B iST i 1 5 7 4 . 9 9

SAmils0 f 6 2 9 .9 9
Ladiaroke Computing 20Mb drive (ST) f259. 99

Peripherals- et Dust Covers
3.5" disk ta r,  1 5 . 9 9  C o m p u t e r s  1 3 . 9 9
t x r  Tablets A 4  f4 1 4  Y k o i t o r s  1 4 . 9 9

A3 18111 D i s k  Drives 1 2 - 9 9

1110111? OTS

5M 124 Monochrome Monitor. 1 9 9 , 9 9
SC' 1224 Colour Monilor. 1 2 9 9 . 9 9
Phillips 8833 Colour Monitor, 1 2 4 9 , 9 9

Special Offers
Star Last.. printer 8, I  Meipilisic R AM  as starstaro apgrocte,bic to
2 Mb, 8  resident fonts, HP. I BM . • Diablo, Epson emulation, 8 p4ga

303 dpi. f 1 5 9 9 . 9 9Hawk scarum £ 1 2 5 0  H a r d  Disks 1 4 . 9 9
!raker hisillS1 -Amiga) 1.24.99 P r i n t e r s  1 1 , 9 9

Multisent. colour Monitors i P h o n e
Phillips 15- lionofe, Sort. I v  with

p e r  m i
n
u t e

Star FR1 0  9  pin f 3 9 9 . 9 9Star FR-I5  15 9  £ 5 1 4 9 9SU a 11.0 disk box / 9 . 9 9  O t h e r s  p h o n e
Phone for prites on all SIGNA prolix-1x such as Cobb,. hand silinn,
with or '
,
N U M
M I  
0 0
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g r
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R
.

4U tuner presets. 1 2 2 9 . 9 9
Monitor's. deduct 110 if bought with Compincr phone for Tv'S.
All monitors come with start to Si/Amiga ch..

can
Star XB•24110 24 i n  1 5 1 4 , 9 9
Star XB-24115 15" 24 pin 1 6 9 9 . 9 9
These Star printers have 12 ninths on sale w anaory(UK Mainland)

R e fi t a i i  C e n t r e
Our Atari trained engineers can repair Ali hadwate, including Amigi,a, in  mininiant limr al wa iportlit
pieta We  cm arrange Pickup for prompt delivery to OISICIcel toe i  I 1.50. Next day courier Mien 18.00
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New t o w  Price Quality Disirs
All our disks ace lop quality born. M auch or hao products, not (neap it'll-coils All  disks ccsar. an
anconalilionel life lims ituhr•a ll
,
v•Quantity 3 . 5 '  D/S 5 . 2 5 "  D/S  Q/D 96 T H
li 0 i  8.99 f  6.50
10+box E 9 . 9 9  E 7 . 5 0
1 0 0  £ 7 9 9 9  E 6 0

ox100+b E 8 2 . 9 9  i  65
Sony Branded 3.5" D M  Boxed x  10  i 1 0 . 9 9
Sony Branded 3.5" D/S Boxed x  100 f  99

I M g STM  tfilledi £ 1 1 9 . 9 9  B o a r d  •  1  M g upgradelfittedtiSIt [ 1 4 9 . 9 9
I M g STFM ih ili £ 8 9 . 9 9  [ l e w d  •  2 .5  Mg upgradellittedASTI £ 2 9 9 . 9 9
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tampered with. Due to the complexib o f  the installation we must Install and ull a p g ra d e  the board for you.
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.
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tc. 2  M B. Phone now for our M inor chip upgrade, which emit with V1.09 OS.
Phone tor our Amiga  512K R AM  Esicnaion board with or without clock, populated or unpopislated.

00 New Low Prices 4A-, C o m p u t e r  Systems and Packs 0 0  New  l o w  Prices 41.
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.
. 1  M g  d r i v e ,  
m o u s e .  
T h e  
n e w  
M e g a  
S T  
1  
i n c l u d
e s  
s e p a r
a t e  
k e y b o
a r d  
a n
d  
L o
u ,  
W i t
t e r  
T h
i s  
a m a
z i n
g  
b
a
n
d  
h
e
l
d  
c o
m p
u t
e r  
i
s  
f
u
l
l
y  
M S
-
D O
S

•pystick Ind •  aciftware pack including organiser software c h i p ,  clock, 1 M B RAM . amuse arid a business software pack c o m p a t i b l e  and has built in software including address book
mind 21 top quality gators i n c l u d i n g  datalamme, word proCestSCS, speed/bed and BASIC software. ,  text editor, diary and a Lotus 123 file ounipidible spread-
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Includes Alan 520  STFM with 112 M g Memory, 1 M g drive, T h e  Mega ST 2 includia ariserine keyboard and epti. Blitter chip. T h e  RC 4 has an 80236 processor running at 8 or 12 M I L,
meanie, joygtick arid moft were pack consisting of organists software 2  M B RAM and mouse, The Mega $T 2 also includes a I  M B of RA M.60 M B hard drive. 5  AT and I  X I  ca w -
First BASIC. Find Music and a selection of 20 top quality games b a t t e r y  backed clock and business software. n o n  slots. Poe Mono monitor add 1100. Phone for others.

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

Include. Atari 1040 M I N  with I  M g Mummy and drive and a ' I k e  Mega ST 4 includes *coedit, keyboard and coil, Willa  chip, T h e  PC 5  has an 80386 processor running Eil lb  Wis,  math
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TUTORIAL SUBROUTINES

THE CASSETTE DATABASE
THE FINAL
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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 olso written a short set of
'instructions' and as well as these I 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 "CI", 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 I t o  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.
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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. I um no expert at sorting theory and so I
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
bubble sort, shuttle sort and shell sort. The shell sort is much the
fastest but it is rather difficult to follow. I 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 I 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. I have
chosen to provide sorts based on Surnome. Postcode and Date.
Lines 3020 to 3026 get the value of the keypress and apply an
offset OFF depending on the selection. 11 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 us 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 is a
GOSUB to the subroutine Datesort in line 3024 before the main
sort starts.
Lines 3040 to 3100 are the sort itself. I will not try to talk you
through this as it is fairly complex, you will have to get a book

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. I 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. I 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 I mentioned above the most significant port 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 DDMMY't 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 I 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 routine!! Look at
line 7050, it reads "? #1,R.S" and in a print statement a comma
means 'Tab' and the default value of the tab is 10 spaces. So, 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 8070 in the

Load subroutine to read INPUT #1,INS: 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 Roold Sund in Norway for identifying my

mistake and taking the trouble to write and inform me.

DEVELOPING THE PROGRAM

a. Crash Proofi ng - I 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



RETURN

MC

OL

E l  1  R E M
NU 2  R E M  *  T U T O R I A L  S U O R O U T I N E
X i  I  R E M  *  A D D R E S S  BO O K P A R T  4
I S  4  R E M  *  b y
WL 5  R E M  *  I a n  F i n l a y s o n EL
ED 6  R E M  *
NK 7  R E M  *  N E W  A T A R /  U S E R  -  O c / o b e r  8 1  *

114EP 8  R E M
MO 9  R E M
GY 3 5  R E T R I E V E =1 3 5 0 8 :P R I N R E C =1 3 6 0 0 :D AT E S O

R T =1 3 7 0 0 :E L =1 1 5 I F
MS 3 0 8 0  N = L E N ( D A T S ) / 1 1 5
WO 3 0 0 1  ?  " A " : ?  "

M E 7 1 7 1 1 . . ,  , ?

LC 3 0 1 6  ?  " 4 4  1 .  S O R T  B Y  S U R N AM E "
MN 3 0 1 2  7  " 4 4  2 .  S O R T  B Y  PO ST C O D E

MK
DH 3 0 1 4  ?  " 4 4  3 .  S O R T  B Y  D A T E
-EG 3 0 1 6  ?  " 4 4

SHP* CS
US 3 8 2 8  0 0 S U B  K E Y P R E S S : I F  KEY=4 1 0  T H E M  O F F

=1 5 :G O T O  3 6 4 0
XW 3 8 2 2  I F  K E Y = 5 0  T H E N  O F F =0 7 :G O T O  3 0 4 6 D I
RF 3 8 2 4  I F  K E Y = 5 1  T H E N  O F F =1 6 9 :G O 5 U 8  D A T E L i

SOR T I GOT O 3 6 4 0 vy
R I  3 6 2 6  G O T O  3 8 0 5
0 0  3 0 4 0  D = I N T E ( 2 A I N T I L O G C N I / L O G ( 2 ) ) - 1 3
4
0 .

TT
5 )

WE 3 8 5 8  F O R  I = 1  T O  N - D I F O R  J = I  T O  1  S T E P OS
- 0

GG 3 0 6 8  J O = J 0 F L - F L 4 1 :J ( = J 0 F L :D F L = 1 ) * P L
KA 3 0 7 8  I F  D A T S U B 4 O F F , J E ) < = D A T S ( J B 4 C D F L ) NH

4 O F F , J E 4 ( D F L ) )  T H E N  J = 1 : G O T O  3 8 9 0
9 2  3 0 8 6  R S = D A T S ( J O , J E ) : D A T S ( J B , J E ) = D A T S ( J

8 4 ( 0 F L ) , J E 4 ( D F L ) ) :D A T S ( . 1 1 ) 4 ( D 1 ' L ) p J f 4 ( O F I L
1 ) ) =1 4 $

HZ 3 6 9 0  N E X T  J : N E X T ND
PM 3 1 0 0  P = C D 4 1 ) / 2 - I : I F  0 ) 6  T H E N  3 6 5 8 SP
NW 3 1 1 6  I F  K E Y = 5 1  T H E N  G O SU O  D AT E S O R T FE
AJ 3 1 2 8  R E T U R N MO
BM l e v y ,  REM ***11351IIMR1EURM*** OJ
L J 1 1 8 0 6  7  : 7  " D O  Y O U  N E E D  I N S T R U C T I O N S ? TN

( V / N ) "
MA 1 1 0 1 8  G O M M )  KE Y P R E S S RE
GS 1 1 8 2 0  I F  N O T  ( K E V = 8 1  O R  K E V = 1 2 1 )  T H E M JY

1 1 0 3 0  ?  " * " ; ?
* * *
1 1 0 3 5  ?  "

* * *  I N S T R U C T I O N S

1 1 0 4 0  ?  : ?  " T H I S  D AT ABAS E  I S  D E S I G N E D
FOR T H E  R E C O R D I N G  O F  N AM E S  AN D  A D D
R E S S E S . "
1 1 0 5 0  ?  : ?  - T H E  M AXI M U M  N U M BER  O F  R E C O
RDS I S  1 8 8  B U T  Y O U  M A Y  B E  A B L E  T O  I N C
PEASE T H I S
I 1 0 6 0  ?  " B Y  D E L E T I N G  R E M  S T AT E M E N T S  F R
OM T H E  P R O G R A M M E  A N D  C H AN G I N G  T H E  S I
i f  O f

1 1 0 7 0  ?  - D O T S  I N  L I N E  1 2 0 0 0 ,  T H E S E  I N S
TR U C TI ON SC AN  A L S O  B E  D E L E T E D  I F  N O T  R E
o u T R E D .
-1 1 8 7 5  ?  : ?  " D A T S  S H O U L D  O f  4  M U L T I P L E
OF 1 1 5  ( T H E  N U M BER  O F  C H AR AC T ER S I N  O N
f  R E C O R D ) "
1 1 0 8 0  ?  " T H E  PR OGR AM M E I S  W R I T T E N
N B A S I C  A N D  S O  M AY  B E  R E A D I L Y  AD AP T E D
FOR O T H E R  D A T A B A S E  A P P L I C A T I O N S . "
1 1 0 1 0  ?  "4 4 P R E 5 5  A N Y  K E Y  F O R  M O R E "
1 1 1 6 0  G O S U B KE Y P R E S S
L i l l .  7  . 1 1 1 .
:
7  ; 7  
m * *  
I N S T
R U C T
I O N S

( C O W( )  * * *
1 1 1 2 6  ?

1 1 1 3 8  '  I ?  T H E  D AT ABAS E  I T S E L F  I S  M E N
U D R I V E N  J U S T  F O L L O W  T O M  O N  S C R E E N
PR OM PT S"
1 1 1 4 8  ?  : 7  " I T  I S  A D V I S A B L E  T O  B O C A *
HE T A G S  O N  Y O U R  PR OGR AM M E C A S S E T T E  T O

AV O I D "
1 1 1 5 6  7  "I N AD V E R T AN T L Y  S A V I N G  D A T A  O V E
R T H E  P R O G R A M M E
1 1 1 6 6  ?  "4 4 4 4 4 P R E S S  A N Y  K E Y "
1 1 1 7 0  G O S U B KE Y P R E S S I R E T U R N
1 3 6 9 1  R E M  * * * W I T U A N n i a l l e * * *
1 3 7 0 0  F O R  X = 1  T O  L E N ( D A T S ) / 1 1 5
1 3 7 1 0  R S = D A T S C 1 1 5 * X - 5 , 1 1 5 * X
-
4 )
1 3 7 2 0  D AT S ( 1 1 5 0 X - 5 , 1 1 5 1 4 1 1 - 4 ) =D AT S ( 1 1 .5 * *
- 1 , 1 1 5 * X )
1 3 7 3 0  D A T S ( 1 1 5 * M - 1 , 1 1 S A X I = R S
1 3 7 4 8  N E X T  X ;R E T U R N

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. I covered keyboard input in some detail back in Page 6
Issue 31 (January/February 1988) if  you need guidance.
b. Use A ll Free Memory - I 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. I have set up for 100 in the
initialisation statement at line 12000, but this can be increased
quite easily, all that need be done is to increase the size of DAIS.
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 411E(0):STOP
When you run your program 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 OATS, 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. I advise you to keep one back-up copy with the REM s 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 • I 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 koblems with the program, but
please be as specific as possible and include return postage - send
your whole cassette if you wish, I will return it.

My  address is: i on Finlayson,  60 Roundstone Crescent,
East Preston,  West Sussex BN16 ILDQ. •
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H O W  T O  B E AT
T H E  H E D G E H O G

Proving the point  that  there's always someone out there who
can help a fellow Atarian,  along comes Mark  Standing of West-
bury. Wilts  wit h an answer to Kieron Wray's plea (in Issue 39) for
help on S P I K Y  H A R O L D  J U M P  f rom 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
M I N E R  2 4 0 9 t E R .  Here's that missing answer S t a r t  the
game then go to a 'safe' place onscreen. Type 213(Space)
782(Space) 6861 then press SHIFT and I t o  0. I  -  Level 1, 0 =
Level 10. Am I 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 of f  is G H O S T C H A S E R  I f
you type FANDA,  you wi l l  have extra lives ond be able to start
on the next  level. I n D O N K E Y  K O N G  I N R .  holding SHIFT
and typing BOOGA wil l  get you in cheat mode. Now press K and
the crocs won' t  be able to k ill you! Press S to move to the next
screen. Golfi ng fanatics can carry their points score forward in
L E A D E R B O A R D  by pressing OPTION to leave the game
and go on to the next course.

The Sony Walk man Personal Hi-IL promised in the last issue
should by rights  go to Garry  f ronds  for his solut ion to The
dark  Crystal but  you might  accuse us of  bias so we are sending
it ins tead to Michael Wood for his bundle of  tips. I ' l l  beat the
Editor about  the keyboard to try and get h im to send something
else to Carly !
tVe ! iad !osi o f  crazy suggestions about  what  to give away in

this column like bikes, expensive sports equipment  and golf
clubs! Come an gamesters, do you know how much these things
cost? Just t  h o w  that  The Tipster is not mean, nex t  issue we
wi l l  go crazy and give away a FERRARI  TESTEROSSA (like
Davy Crockett  drives in Miami  Vice) and we'll even t hrow in the
glue!  Get writ ing,  you never ;know how lucky you might  be!
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More from Michael o r

Thank  you everybody for your cont inuing support  for your fellow
At ari  gamesters and your superb efforts in supply ing me wit h
valuable inf ormat ion and maps. I  must  point  out t hat  it  would
not  be right  for me to publish maps  f rom other sources -
ORIGINAL WORK ONLY PLEASE - but  they are useful for refer.
ence nonetheless! We try to maint ain a balance between old and
recent games as we aLso try to give a f air  share of  all types of
game. This input  relies solely on readers requests and cont ribu-
tions so keep it  coming!
I 'm part icularly  pleased (and eternally
,  g r a t e f u l ! )  t o  
h e a r  
f r o m

Garry  Francis at  last. His  map and solut ion to THE DARK
CRYSTAL wi l l  prove invaluable to many  readers. Here we go!

ow about  some passwords? You should play
the games  through really  and fi nd these out
yourself but  we won' t  t ell y our  friends that
you cheated.  I n  W H I R L I N U R D  t h e
password i s  I AMTHEHUNGRYDLI DE.  Fo r
S T A R Q U A K E  t here a re  a  n u mb e r  o f

passwords f o r  t he  v arious  levels  -  TRI AD -  ARTI C - DELTA -
KERNX -  ARGON -  QUARK -WHOLE - SALCO -  ATARI - PENTA
- CRASH -  Z A P  -  MI NI M CO S E L  - ZALLO - SEWN.  Where do
they t h ink  o i l  these up? Final ly  f rom Michael,  the password for
P H A R A O H ' S  C U R S E  is  SYNISTOPS. G e t  those games out
again and  see how t ar  you can get  this  t ime!

Wi l l iam Slater of  Hove appears  t o be an  Adventurer who has
discovered s ome interes t ing secrets. I f  y ou  h a v e  t he or iginal
'lenslok vers ion of  P R I C E  O F  M A G I K  (and haven't  t hrown
the d a r n  t h i ng  a wa y  ou t  o f  f rustrat ion!) y ou c on ga in  a  b ig
advantage wh e n  y o u  die.  Jus t  ent er RESTORE and when t he
Lenslok screen appears  s imply  type i n  t he wrong code 3 t imes
for the game t o restart  f rom where you died, only  now you wil l
have 251 s t amina points  and retain your equipment !  I f  you are
hav ing problems  get t ing poisoned i n  G A U N T L E T  try tak ing
a look  at  t he food before y ou pick  i t  up. I f  it has a SQUARE on
it t hen i t  is  fi ne but  a  TRIANGLE indicates poison!

Flyers out  there wit h F1 5  S T R I K E  E A G L E  can happily  fly
along wi t hout  any  fuel by  t urning t he F15 in t o  a sort of  glider
wit h power (solar powered?). I f  you realise t hat  you have mis-
managed y our fuel and have run out, just press A and f rom then
on y ou c an happi ly  fl y  along on fresh air!  On a totally  dif ferent
tack t ry  this  one i n  C R Y S T A L  R A I D E R .  Wh e n  y ou start
the game,  ho ld  down the FIRE but ton and press START. You wil l
become invulnerable! !  These tips come f rom Nicholas Bavington
of Newpor t  Pagnell who  also sent i n  a  couple o f  ST t ips. The
password f o r  t he 2nd Level i n  P R E D A T O R  ( S D is  ENOLA
GAY Y e s ,  I  k now Nick ,  i t  WAS the name of  the Americ an
bomber t hat  dropped one on our  oriental adversaries in WW2! !
I ts also t he t it le o f  one o f  my  favourite OMD numbers!  Finally
in R - T Y P E  (SF), when prompted to INSERT DISK B, press HELP
and t y pe ME t hen press t he UP ARROW t o act ivate t he cheat
mode. Func t ion Keys  1 -4  g iv e  inv ulnerabil i t y ,  ab i l i t y  t o  fl y
through walls ,  99 credits o r  mouse cont rol respectively!

l o i m i D  On the opt ion screen enter it/US a I N then.4.1....tot i  .  . .
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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.
If 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 movie (or
hire the video) O nl y  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 not necessarily
easy. In particular, make sure that you:
(a) Talk to Ursu before he dies (to find out what the riddle

is)
(b) Study the spiral under the moss (to find the answer to

the riddle)
(c) Listen or talk to the brook (to see what ll's babbling

about)
(d) Examine the hieroglyphics in the ruins (to 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

le) Examine the shadows In the valley of the stones (to
lead you to one of the above objects)

(I) 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
pouch under the beetle shell) Y ou  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 occur!

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. E S C A P E  F R O M  T R A A M  has him foxed and he
would also like the password/code for Part 2 of S A V A G E  I S L A N D .
Why dmi
.
i 
y o u  
j u s
t  
c o
m p
l e t
e  
P
a
r
t  
I
.  
M
i
c
h
a
e
l !  
A
n
d
r
e
w  
C
.  
T
h
o
m
p
s
o
n

would appreciate a Map of C H I M E R A .  information on the last
scenario of QUASIMODO, help with Level I
I  o f  
D E S M O N D ' S
D U N G E O N  and also the start code for S A V A G E  I S L A N D
P1 . 2  Cali we help Duncan Blackwell progress happily through
D R U I D  (Firebird)? Dean Chadwick would like to crumble beyond
Level 2 of Red Rat's C R U M B L E ' S  C R I S I S  whilst James Clifford
just wants to cheat with J E T S E T  W I L L Y  Simon Gildea is having
crossroads pmblems in SM.A.T. whilst A C E  O F  A CE S  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  restarting
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 tips to
THE TIPSTER, NEW ATARI USER, P.O. BOX 54,
S T A F F O R D ,  S T 1 6  1 D R  so I can publish your response in these
pages t h a t  way a few other gamesters might benefit i f they are
experiencing similar problems. but were afraid to ask!.

Msts 3 S
,
d ia  
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0-E1

The Dark Crystal
Disk 2 Side B

Disk I Side B

Disk 3 Side B

0 1 1 H. E . , L . 1  i a k 2 . 0

Co arcat  'Ke e l Garry Pe nce

MCAON

L E G E N D
. - - 1
Ac.arn

See,

reek wit, J A I
-
m o d e m• • - •  W O  Van,  W N

.
A . 2 1 0 , dales:hued
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,
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ABBREVIATIONS
A G O  * . O W

a aC CaCt
aa 
l i C K
.
H E a
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e aZ
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l
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N
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THE MAP A  T H E  SOLUTION 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!
L O O K - W - W - W - N - T A L K U R S U - S - E
-
E
-
E
-
E
-
G E T

SHALE - N - W - W -DIG G E T  FLUTE N  - N - CUT LILY
LISTEN BROOK BROOK - GET PEBBLES N  - (Insert Disk 2, Side A) - N -
SIT N  - (Insert Disk 2, Side B) - GET MOSS - STARE SPIRAL S
- (Insert Disk 2, Side A) - S - E - GET SLING S  ( I nser t  Disk 1,
Side B)-  E - E - N - N -  FLOAT LILY - (Insert Disk 2, Side A) - N -
E - LOOK - LOOK - LOOK - LOOK - HELP - YES - SAY MOON -
LOOK SHARD - PLAY FLUTE - GET BLUE - GO WI NDOW- 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 - S - W -  JUMP - HOLD KIRA -
E - SEND FIZZGIG - THROUGH GATE - LOOK - UNLOCK GATE -
OPEN GATE S  - (Insert Disk 3, Side B) W  - S - W - LOOK - S -
RUN - GO HOLE - UP-UNTI E AUGHRA - E - S - W - E - E -  GO
CURTAIN - N - N W  - GET SCEPTER - E - E E  - USE HOOK - E
- UP E  - JUMP - NO - FIX CRYSTAL - KISS KIRA.

A TIPSIER EXCLUSIVE!
Every reader  sending In NEW
hints, tips, cheats, maps etc. to
THE TIPSTER wil l  receive an
EXCLUSIVE TIPSIER bodge!
There is no other  way you can
get one of these bodges so get wr i ting now.  Share your dis
coveries wi th all your  fel low Atar ians.
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CALLISTO COMPUTERS
DEPT Al ,  PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533

GAMES Ca Ss Disk GAMES Cass Disk

180 D a rts 2_90 M aster C he ss 1.90
Airwolf 1.90 N ucle us 2.90
Ama urote 2 .90 Ninja 2,90
Astrodro ld 3.75 6 .75 N in a  C omma ndo 2_90 4.50
Azte c 6.95 Pha ntom 2_90 4.50
Ba llb la ze r 8.50 9,95 Pole  Posit ion 7.95
Be ta  Lyra e 3,90 4.75 Pro Go lf 2.90
BM X Sim u la to r 2.90 Red M a x 2.90
Boulde rda sh 2.90 Revenge  I I 2 .90
C huckie  Eg g 2.90 Robot Kn ig h t s 3.75 6.95
C 0 1 1 0 6 S U S  C h e s s 0.75 R ose n's Briga de 4.95 4.95
Conf. in  Vie tna m 8.75 9.50 Sea Ba ndit 3.75 3.75
Crusa de  in  Europe 8.75 9.50 Sma sh H its 7 5.95
D ra conus 7.99 9.95 Solo llight 9.50
Dre lbs 4.50 Speed Ace 2.90 4,50
Druid 5.95 Speed R un 5.50 8.50
Encounte r 2 .90 - Speed Zone 1.90
Footba lle r of  Yr 2,90 Spe llbound 2.90
Fort Ap o co lo ye a 4_50 Spind izzy 4.15
Fre a ky F a cto ry 2,75 4 .75 Spy H unte r 4.95
Ga untle t 2.90 .. Sta r Wa rs 8-95 12.75
Ghostbuste rs 2.90 S. D a vis Sn o o ke r 1_90 4.50
Gnome  Ra nge r 8-75 8_75 Sun Sta r 3 .75
Golde n Ba ton 1.90 Swat 1.90 •-•
Gre e n Be re t 2_90 Tioe r At ta ck 7,75 ....
Gunslinge r 5,95 Trivia l Pu rsu it 12.75
Ha cke r 6_115 Wa r C op ie r 3.75 6 .95
Hove r Bo ye r 1,90 Wa x Wo rks 1.90 _.._
I ngrids Ba ck 12.75 12.75 Whirlinurd 3.50
Ke nny D a lg lish 8.50 11,50 Winte r Eve nts 7_95 9.93
Ke nne dy Ap p ro a ch 8.75 9.50 Wiza rd o f  Wo r 5.95
Knights o f  D e se rt 4 .50 Za xxon 6.60 6_50
Jo cky W  da rts 2.90 4_50
La pis Ph ilo so p h . ____ 5_95
Lone  R a ide r 3.50
Las Ve ga s C a sin o 2_90 4_50
Mr R obot 6.95 7.95

Normal Price For *551 Disk Drive E149.99
Normal Price For Transdisk IV E 19.95
Together Normally E 169.94

A  Y A  R I  . 9 0 0 / X L / X E  S C W 7
-
1 , 1 1 / A R E  A  
T  
D I S C C P U I N
I T  
F o r t I C
E ' S

ROMS

De signe rs Pa ne d   1 0 . 5 0
Dreadnaught Fa ctor   7 . 5 0
Kab-oom   7 _ 5 0
M iner 2 0 4 9 e r   7 . 5 0
Pitfa ll   7 . 5 0
Pitfa ll I I    7 . 5 0
R ive r R a id   7 . 5 0

PRODUCTIVITY C a s s  D i s k

Ace  •C ' La ngua ge
Ata riwrite r Plu s
Ba sic C om pile r
C AD  PD
Cut n ' Pa ste
My First Alphabet
Printshop
Turf Form    2 . 6 0
Sys. 8 Pools Predictor   2 . 9 0Sound Ed it o r   2 _ 9 5  2 . 4 6
Turbo Basic   „ . .  3 . 7 5
Visica ic

•••••
••••

NEWS STATION - 23.50(d)
Desktop Publishing system

See review in NewAtari User
INTRODUCTORY OFFER

Free Font designer
and Paint Program

Can't Find what you want? Then send for our FREE catalogue listing hundreds of programs
PO Library and accessories. Or give us a ring

Orders include FREE membership of the Calliste Computer Club
All pr i ces i ncl ude VAT and fr ee postage and packagi ng fur  oi l er s  over  E4-00 in UK.

Pl ease add 40p for  orders under  C4Overseas: EEC countr i es add El  pk.r order .  Hon-EEC add El  per  i tem

2.50
17.50
12.00

2,50
10.00

5.95
20.00

20.00

Upgrade from Tape to Disk!
with the new Atari XF551 Disk Drive and Transdisk IV

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

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

Fenny Stratford, MILTON KEYNES MK2 2AZEli
34 N e w  M a n  User - Issue 40

Credit Card Orderline 0908 378008

1

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

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

VISA
Tronsdisk IV Our Offer Price -  i 1 6 5 . 0 0
Atari XF551 Disk Drive +

Inclusive o f VAT and Next Day Delivery



7

XL/XE TYPE-IN

K-TYPE
K-Type is game designed to help you improve your skills in
touch typing. I t is an alphabetical  version of 'space invaders'.
Letters drop from the top of the screen and must be 'zapped'
before they hi t 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. I f  a
letter hits the ground before a key Is typed then the game ends.
You will probably find it quite difficult at first especially i f 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, i f  your rest your fingers on
the keys ASET for the left hand and XL; 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. I f  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.

Improve your typing
skills wi th  this

challenging
typing tutor

by Gareth Mar t in

ET 1  im p . '  a
-
a
-
a
-
m -
* * * * * N H :
F m m o w e
o w : H e * * *
N -
w w w w w w
w - m *

RC 2  R E M  *  K -  T Y P E
LR I  R E M *  b y
D I  4  R E M  *  G a r e t h  M a r t i n
TC S  R E M  *
LD 6  R E M  *
MK 7  R E M  *  N E W  A T A R I  U S E R  -  O c t o b e r  8 1  *
EP 8  R E M
MO 9  R E M
OY 7 0  P O K E  5 5 9 , 0 : 1
1
0 K E  
7 1 0 , 0 : P O K
E  
5 5 6 . 1
4 3 :

POKE 7 5 4 , 2 5 5 : P O K E  8 2 , 4 : D I M  e i t c 1 2 0 ) , c o p
V S ( 3 4 )

1 8  8 0  G O T O  1 0 0 0
DW 1 0  R E M  * *  R E
-
D E F I N E  
* *

UM 1 0 0  R E M  * *  C H AR AC T E R  S E T  * *
I T  1 1 0  R E S T O R E  1 1 0
UM 1 2 0  R E A D  I
LU 1 3 0  I F  1 ( 0  T H E N  G O T O  2 3 0
R8 1 4 0  F O R  P = 8  T O  7
WM 1 5 0  R E A D  K
CT 1 6 0  P O K E  C H B A 5 * 2 5 5 + 1 8 * I ) 4 P , K
I X  1 7 0  N E X T  P
MS 1 8 0  G O T O  1 2 0
DM 1 1 0  D A T A  3 , 0 , 0 . 2 5 5 , 2 5 5 . 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5
OS Z O O  D A T A  4
,
0
,
0 4 3 1 , 2 3 1
,
2 3 1 , 2 3 1 ,
2 3 1 . 2 3 1

JR  2 1 0  D A T A  - 1 1
EC 2 2 0  R E M  * * * *  D R AW  S C R E E N  s i c a *
PY 2 3 0  G R AP H I C S  0 : P O K E  5 5 1 , 0 : P O K E  2 0 3 , C H O

AS :P O KE  7 5 5 , C H $ A 5 :P O K E  7 0 1 , 1 5 : P O K E
0 :P O KE  7 1 0 , 1 1 2 : P O K E  7 1 2 , 1 1 2 P O K E  7 5 2 , 1

TC 2 4 0  P O K E  7 6 4 , 2 5 5 : 5 0 1 0  1 8 1 •
DU 2 5 0  P O K E  5 6 1 , 4 5 P O K E  5 3 2 7 1 , 1 6 P O K E  1 6 ,

6 4 :P O K E  5 3 7 7 4 , 6 4
EN  2 6 0  S O U N D  0 , 1 8 2 , 1 0 , 1 0 : S O U N D  1 , 1 0 0 , 1 2 , 1

5 :F O R  D E = 0  T O  1 0 0 : N E X T  D E
DA 2 7 0  S O U N D  0 , 1 4 4 . 1 0 , 1 0 : F O R  D E = 0  T O  5 0 : N

EXT  D E
E /  Z O O  S O U N D  0 , 1 2 1 , 1 , 0 , 1 0 :F O R  D E = 0  T O  8 0 : N

EXT  D E
KC 2 1 0  S O U N D  0 , 1 8 2 , 1 0 , 1 0 : F O R  D E = 0  T O  1 0 0 :

N EXT  D E

I F  3 0 0  S O U N D  0 , 1 4 4 , 1 0 , 1 0 : S O U N D  1 , 7 5 . 1 2 , 1 5
:F O R  D E = 0  T O  2 0 0 : N E H T  D E

DK 3 1 0  S O U N D  0 , 0 , 0 , 0 • S O U N D  1
'
0 , 0 , 0

i
m
1
1
1
1
'

*
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NP
GB
OY
L c
Om
U J
ZT

4 2 0  R E M  i f * * *  M A I N  P R O G R AM  * * * *
3 3 0  R E M  * * o w  C O N T R O L  L O O P  * * * *
3 4 0  D 6 = A L 0 7 ; D G = 7 0
-
D 6
3 5 0  V = I N I C R O D ( 0 ) * 3 7 4
4
1 ; 0 = 2 : 0
6
= D G
- 0
.
5

4 6 0  L O C AT E  V , I , Z
3 / 0  ?  " 4 4 4 - " ; C l i R S C Z ) : " 4
-
1
4
" ; C H R S C
2 4
: "
4
"

3 8 0  P O S I T I O N  Y , 0 : ?  -  " : 0 r 0 f 1
3 9 0  S O U N D  0 . 2 5 5 , 1 0 , 1 5 : F O R  D E = g
MT D E : 5 0 U M O  0 , 0 , 8 , 8
4 0 0  P O S I T I O N  V , 0 : ?  C H R S ( Z l
4 1 8  I F  0 ) 1 2  T H E N  ?  " 0 " ; G O T O  9 0 0
4 2 0  1 = P E E K C 7 6 4 4 : I F  1 0 2 5 5  T H E N  4 5 0
4 3 0  F O R  D E = 0  T O  D G :N E X T  D E
4 4 0  G O T O  3 8 0
4 5 0  I F  L = 6 3  T H E N  L = 6 5 : G O T O  8 4 0

MA 4 6 0  I F  L = 2 1  T H E N  L = 6 6 : G O T O  8 4 0
PM 4 7 8  I F  L = 1 8  T H E N  1 = 6 7 : 6 0 1 0  8 4 0
RX 4 8 0  I F  L = 5 8  T H E N  L = 6 8 : G 0 T 0  6 4 8
PW 4 9 0  I F  1 = 4 2  T H E N  1 = 6 1 : G O T O  0 4 8
KU 5 8 0  I F  L = 5 6  T H E N  1 = 7 0 : G O T O  8 4 0
JV  5 1 0  I F  L = 6 1  T H E N  1 = 7 1 : G O T O  8 4 0
HZ 5 2 0  I F  1 = 5 7  T H E M  L = 7 2 : G O T O  0 4 0
KO 5 3 0  I F  1 = 1 3  T H E N  1 = 7 3 : G O T O  8 4 0
WY 5 4 8  I F  1 = 1  T H E N  L =7 4 T G O T O  8 4 0
Z I  5 5 0  I F  L = 5  T H E N  L = 7 5 : 6 0 T 0  8 4 0
VG 5 6 0  I F  1 = 8  T H E N  L = 7 6 : G O T O  0 4 0
0 0  5 7 0  I F  L = 1 7  T H E N  1 = 7 7 : G O T O  8 4 8
OR 5 0 0  I F  L = 3 5  T H E N  L = 7 8 ; G 0 1 0  8 4 8
DW 5 9 8  I F  L = a  T H E N  L = 7 1 : G O T O  8 4 0
HN 6 0 8  I F  L = 1 0  T H E N  L = 0 0 : G 0 T 0  8 4 0
MN 6 1 0  I F  1 = 4 7  T H E N  L = 8 1 : G O T O  8 4 0
KL 6 2 0  I F  L = 4 0  T H E N  1 = 8 2 : G O T O  0 4 0
N V 6 3 0  I F  1 = 6 2  T H E N  L = 8 3 : G O T O  8 4 0
O I  6 4 0  I f  L = 4 5  T H E N  L = 8 4 : G O T O  8 4 0
MJ 6 5 0  I f  1 = 1 1  T H E N  1 = 8 5 : G O T O  8 4 0
P J  6 6 0  I F  L = 1 6  T H E N  L = 8 6 : G O T O  8 4 0
ON 6 7 0  I F  1 = 4 6  T H E N  1 = 8 7 : 6 0 1 0  8 4 0
PO 6 8 0  I F  1 = 2 2  T H E N  L = 8 8 : G O T O  8 4 0
RN 6 9 8  I F  1 = 4 3  T H E N  L = 8 1 : G O T O  8 4 8
JZ  7 e e  I F  L = 2 3  T H E M  L = 9 0 : G O T O  8 4 0
MO 7 1 8  I F  1 = 5 0  T H E N  1 = 4 0 : 6 0 7 0  8 4 8
NC 7 2 0  I F  1 = 3 1  T H E N  L = 4 9 : G O T O  0 4 0
GG 7 3 0  I F  1 = 3 0  T H E N  L = 5 8 : G O T O  8 4 0
J14 7 4 0  I F  1 = 2 6  T H E N  L =5 .1 . :G O T O  8 4 0
J I  7 5 0  I F  L = 2 4  T H E N  1 = 5 2 : G O T O  e r n e
M I  7 6 0  I F  1 = 2 9  T H E N  1 =5 3 1 G O T O  8 4 0
N J 7 7 8  I F  L = 2 7  T H E N  L = 5 4 : G 0 T O  8 4 0
LW 7 8 0  I F  L = 5 1  T H E N  L = 5 5 : G O T O  0 4 0
NP 7 9 0  I F  1 = 5 3  T H E N  L = 5 6 : G O T O  8 4 8
PM 8 0 0  I F  1 = 4 8  T H E N  1 = 5 7 : G O T O  8 4 o
Z P a l e  I F  L = 2  T H E N  L = 5 9 ; G O T O  8 4 0
MG 8 2 0
M I  8 3 0

D I

I Q
I M
OE
KZ
PV
NM

? " 0 1 6 0 T O  6 4 0
REM • * * *  S C O R E  * 0 * *

0 4 0  S O U N D  0 , 1 0 0 , 1 0 , 1 5 : F O R  D E = 0  T O  5 : N E
XT D E :S O U N D  • , 0 . 8 . 8 : I F  L O Z  T H E N  ?
: M I S = M I S + . 1 : 5 C = 5 C
-
8 8
8 5 0  P O S I T I O N  V . 0 : ?  "  " : S C = S C + 1 0 : I F  S C (
0 T H E N  5 C = 0
6 6 0  P O S I T / O N  8 . 1 0 : ?  S C ; : ?  "  " : P O S I T I O N

2 8 , 1 8 : 7  1 9 1 5 : :?  "  "
8 7 9  I F  M T S ) 1 9  T H E N  G O T O  9 0 0
8 8 0  P O K E  7 0 4 . 2 5 5 : G O T O  3 5 0
8 / 8  R E M  * * W i t  G A P E  O V E R  * * t o w
9 0 0  P O S I T I O N  2 ,  8 : /  "g lI W I T T O O G I I rca ll ig m a p p

•

H I  9 1 0  I F  P E E K C 5 3 2 7 9 4 = 6  T H E N  5 C = 0 : M I 5 = 8 : G
OTO / 4 0

U E 1 2 0  I F  P E E K ( 5 3 2 7 9 4 = 3  T H E N  C L A  : P O K E  7 5
2 , 0 : P O K E  7 1 2 . 0 : R U N

PH 9 3 8  G O T O  1 1 8
PA 9 4 0  P O S I T I O N  • , 2 : R E S T O R E  1 6 3 8 : F O R  N = 1

TO 3 8 : R E A D  I : ?  C H R S C I ) N E X T  N
OH 9 5 8  P O S I T I O N  1 1 , 1 3 :R E S T O R E  1 6 6 0 : F O R  M = 0

TO 3 8 : R E A D  / : 7  C H R I C I 4 J : N E X T  M
OR 5 6 0  P O S I T I O N  2 . 8 : F O R  G = 0  T O  4 6 ;
1
'  C H R S (

3 2 ) : : N E 4 T  G
NP 9 7 0  P O S I T I O N  8 , 1 8 : ?  "  " : P O S I T I O N  2 8 .

1 8 :?
OR ' a s  G O T O  2 5 0
VG 9 9 8  R E M  * *  C H AR  S E T  R O M / R AM  C O P Y  * *
L A 1 0 0 0  R E S T O R E  1 0 7 0
GM 1 0 1 0  F O R  I = 1  T O  3 4
I N  1 0 2 0  R E A D  O I C O P V S ( I „ I ) = C H R S ( A )
EV 1 0 1 0  N E X T  I
KZ 1 0 4 0  c M 0 0 5 7 . P E E K ( 1 0 5 )
-
8
OH 1 8 5 0  X = U S R C 0 0 0 ( C O A V S ) , C H O O S *
2 5 6 4

EF

ZD

VS

DZ
OR
PP
V A

TO 2 1 N E

K-TYPE
NO 1 8 6 0  P O K E  7 5 6 , C H O A S
OG 1 0 / 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 1 5 , 1 0 4 , 1 3 3 . 2
1 4
.

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

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

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

WV 1 0 9 0  O P E N  N 1 , 4 , 0 , " 5 :
-
; P O K E  
5 5 1 , 0 : P O K E

7 1 8 , 0 z P O KE  5 6 6 , 1 4 3 : P O K E  7 6 4 , 2 5 5 : P O K E  8
2 . 4

OZ 1 1 0 0  G O T O  1 4 1 0
GJ 1 1 1 0  P O K E  8 2 , 1 t F O R  T = 0  T O  1 4 : P O K E  7 5 2 .

1 :P O KE  7 0 1 , 1 : P 0 K E  5 5 9 , 4 6
OG 1 1 2 8  F O R  D E = 0  T O  4 : N E N T  D E
JR  1 1 3 0  N E X T  T
NT 1 1 4 0  ?
UE 1 1 5 8  T R A P  1 2 6 0 :R E S T O R E  1 2 2 0
NM 1 1 6 0  R E A D  A S : F O R  J = 1  T O  L E N C A S /
ult  1 1 7 0  I F  A S ( J , J ) s "  T H E N  G O T O  1 2 6 0
18 1 1 0 0  I F  A S I E J , J ) = " * "  THE M a S E J , J ) . . . e
.
?
HN 1 1 9 0  ?  A S ( J , J 4 1
F E 1 2 0 0  N E X T  J
OH 1 2 1 0  G O T O  1 1 6 0
LG 1 2 2 0  D A T A  T h e  f o r e m a n  h a t e s  t h e  s i g n

w r i t e r  s o  m u c h  t h a t  h e  h a s  s a b
o t a g e d  t h e *

FO 1 2 3 0  D A T A  s c a f f o l d i n g  a r o u n d  t h e  b u i
I d i n g .  T h e  s i g n w r i t e r  s  p l a s t i c  l e t t e r
s a r e  a b o u t *

OG 1 2 4 0  D A T A  t o  f a l l  o f f .  Y o u r  j o b  i s  t o
c a t c h  t h e m  b e f o r e  t h e y  s m a s h  o n  t h e  9
r o u n d .  T y p e *

FC 1 2 5 0  D A T A  t h e  f a l l i n g  l e t t e r  o n  y o u r  k
e y b o a r d  t o  c a t c h  i • . a i f

I C H R . :CO 1 2 6 0  P O S I T I O N  1 , 2 8 : ?  "  E M
:D I F F I C U L T Y

JG 1 2 7 0  ?  "  S T A R T  : B E G I N  G AM E  " : P
OKE 8 2 , 1 1

XL  1 2 8 0  A L = 1 : P O K E  7 5 2 , 1 : ?  " l a t t ?  + + + + +  * "
FA 1 2 9 e  I F  P E E KC5 3 2 7 9 4 =6  THE M 1 3 0 8
AP 1 3 0 0  I F  P E E K C 5 3 2 7 9 4 = 5  T H E N  A L = A L
- 4
1 . 1
QX 1 3 1 0  I F  A L > 9  T H E N  A 1 = 1
FL 1 3 2 0  P O S I T I O N  1 7 , 2 6 1 :?  A L : ?
UK 1 3 3 0  F O R  0 E = 8  T O  2 0
EN 1 3 4 0  I F  P E E K C 5 3 2 7 1 4 = 6  T H E N  1 3 8 8
JD 1 3 5 8  N E X T  D E
DG 1 3 6 0  I F  P E E K ( 5 3 2 7 / ) = 7  T H E N  1 3 6 0
TA 1 3 7 0  G O T O  1 2 9 8
110 1 3 8 0  F O R  E = 1 4  T O  8  S T E P  - 1 : P O K E  7 5 2 . 1 :

POKE 7 0 9 , E ; F O R  D E = 0  T O  4 1 N E N T  D E : N E X T

PO 1 1 9 0  P O K E  5 5 9 , 0 ; G O T O  1 1 0
FM 1 4 0 0  RE M mm T I T L E  SCREEN DATA * *
NT  1 4 1 8  R E S T O R E  1 4 7 0
UM 1 4 2 0  F O R  X=.1 . T O  3 2 1
OF 1 4 3 0  R E A D  A
I S  1 4 4 8  P U T  N 1 . A
L V 1 4 5 0  N E X T  X
I Z  1 4 6 0  P O K E  8 2 , 2 : C L O S E  N I : G O T O  1 1 1 0
DO 1 4 7 8  DATA 3 2 , 3 2 , 2 1 , 2 1 , 2 1 , 2 i . 2 1 ,
2 1
.
2 1
.
2

1 , 2 1 , 2 1 , 2 1 , 2 1 , 2 1 , 2 1 . 2 1 , 2 1 ,
2 1
,
2 1
,
2 1
.
2 1
.

2 1 . 2 1 , 2 1 . 2 1 , 2 1 , 2 1 , 2 1 , 2 1 . 2 1 . 2 1 .
2 1NV  1 4 0 0  D A T A  3 2 , 1 2 . 3 2 , 3 2 , 3 2 , 2 5 . 3 2 . 1 0 ,

7 1
,
1

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

, 1 1 0 , 3 9 , 1 1 5 , 3 2 , 3 2 , 3 2
FL 1 4 9 0  DATA 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3
2
,
3 2
.
1

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

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

AP I s e .  D A T A  1 4 9 , 2 5 , 0 , 1 0 , 3 2 , 4 2 . 0 .
3 2
.
0 , 1 6 0

, 1 0 , 3 2 . 8 , 1 6 0 , 1 6 0 . 1 3 6 , 3 2 ,
1 5 3 , 1 2 , 3 2 , 3 2 , 42 , 3 2 . 2 5 , 3 2 . 1 6 0 , 0 . 1 3 6

UE 1 5 1 0  D A T A  3 2 , 3 2 , 3 2 . 3 2 . 3 2 , 3 2 . 3 2 , 1 6 0
, 3 2
.

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

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

3 2 , 3 2 , 1 4 5 . 1 4 9 , 3 2 , 3 2 , 3 2 , 1
6 0 , 3 2 , 3 2 , 3 2 , 32 . 1 6 0 . 1 3 6 , 3 2 . 1 2 , 1 6 8 ,

1 6 0
.
1 3 6 , 3 2

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

3 2 , 3 2
.
3 2
.
3 2 ,

1 2 , 3 2 . 3 2 , 1 6 0 . 3 2 , 3 5
P I  1 5 4 0  DATA 3 2 , 0 , 1 3 1 5 , 3 2 . 1 2 , 3 2 , 1 6
0 , 3 2 , 3 2 ,3 2 , 1 6 0 , 3 2 , 3 2 , 3 2 , 3 2 , 1 5 3 ,

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

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

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

7
.
1 2 2 , 1 0 5 ,

• • 1 . •
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ATARI 8-BIT

RP
OA

1 5 9 8
1 6 8 9

REM  e lm  M A I N  5 C R E E N  D A T A  to
-
t il
D AT A 1 2 5 . 9 , 2 1 . 2 1 . 2 1 , 2 1 , 2 1 , 2 1 , 2 1 , 2

E5,00 0

1 , 2 1 , 2 1 , 2 1 - 2 1 , 2 1 , 2 1 , 2 1 . 2 1 , 2 1 , 2 1 , 2 1 , 2 1 .

11

2.1., 2 1 . 2 1
-
2 . 4 .
,
2 . 4 .
,
2 1 , 2
4 . . z
1 , 2 1
,
2 1 , 2
1 , 2 1

OU 1 6 1 0 D AT A 2 1 , 2 1 , 2 1 , 2 1 , 2 1 , 1 5 , 3 2 , 1 5 3 , 6 5 ,

CIN,95

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

E12.00
CONVERSATIONAL G(RMAN (testi

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

rglemor DTP SOFTWARE £11.95PRINISHOP ICON DISK - I E5,00 0PRINTS/KIP ICON DISK • 2 11
AIMINURITER, WORDPROCESSOR £14.95
IINC DATABASE SPELL CHECKER)

£599.00

VISICALC PRO SPREAOSHEET CIN,95
FAMILY FINANCE (ACCOUNTS) E12.00
CONVERSATIONAL G(RMAN (testi NOM DBASIC LANGUAGE TDOLKIT D
GRAPHICS DISK CIPERATINN SYSTEM £2.95 OF-IS SCENARIO CONSTRUCTION SET E3.50 O
SPELLING GENIE 'EDI/CANN) £2.95 D
NUMBER BLAST "EDUCATION) E2.95 DMATHEMATICS NOUGHTS AND CROSSES £2.95
SOFTWARE DEVELOPERS DISK TOOLS E2.95 D
EASTERN FRONT THE WAR GANIEI 13.50 CBANNER GENERATOR 12.95 CTEXT FORMATTER £2.95 C
W,S,1 'TURTLE GRAPHICS SYSTEM) E2.95 CD
PHOBOS (SUPERB SHOOT EM CFI!) £2.95 CO
INSTEDIT 'FONT DESIGNER) t2.95 C
ATTANK1 (ARCADE WAR GAME) 1235 C
SALMON RUN (AU. ACTION ARCADEI 12.95 C
EXT I M P ,  LANGUAGE' E3,50 CI: TEXT DISMAY DEVICE HANDLER
SUPER DISASSEMBIER WITH LAMES

12.95 c£2.95SEVEN CARD STUD 15.50 C

520ST-FM EXPLORER PACK E265.00
520ST-FM SUPER GAMES PACK E345.00
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 E729.00

DISK ONLY E29.95 OR WITH LCIO COLOUR PRINTER C209.01)

10 •  3 . 5  D I SKETTES
• l o o  DISK BOX

E9 .9 5
£ 8 .9 5 MOUSE MATS E3.50

5_25" •  5 0  D I SK BOX £ 6 .9 5
5.25
- •  
T
o
o  
D
I
S
K  
B
O
X

E8 .9 5 MOUSE HOLDERS E3.35
3_5" DRI VE CLEANING KI T £ 2 .5 0
5 .2 5
-  
D
R I
V
E  
C
L
E
A
N
I
N
G  
K
I
T

LC-10 Bylnd R I BBON S
E2_50
£ 3 .5 0 THING! COPY HOLDERS £3.25

XE130 'CUSTOM COMPUTER E 9 9 . 9 5
XE320 'CUSTOM' COMPUTER E 1 4 9 . 9 5
XF551 360K DISK DRIVE E 1 4 9 . 9 5
INC woos  SOFTWARE PACK)
1050 SUPER ARCHIVER DRIVES E149.95
850 INTERFACE MODULE E 5 5 . 0 0
ICD PRINTER INTERFACE E 2 9 _ 9 5
XC-12 STEREO DATA RECORDER E29.95
LIGHT GUN W,' BUG HUNT CART E29.95
1050 SUPER ARCHIVER MODULE E55_00
XL CONTROLLER CARD PPB II E 4 9 . 9 5
XE CONTROLLER CARD PPB II E 5 4 . 9 5
SPARTADOS X DOS CARTRIDGE E46.95
MAC(65 ASSEMBLER CART E 4 6 . 9 5

256K-12 DRAM
IC. CHIPS

ICD PRINTER
CONNECTION

N E W !  YE IV IA C Y
Allows you to dump your favourite pictures to a STAR IC10 colour

or EPSON JX-130 printer la FULL COLOUR

N E W !  5 •  -  1 1 "  C O N T I N U O U S

I I I
A C
C E
S S  
M
A
S
T
E
R
C
A
R
D

_

E4.50

E28.95

rElCOMPLITERHOUSE

I

r tg  4CARDNET

SPECIAL ST PROMOTION PACKS
SYSTEM 1

520ST-FM COMPUTER
SM124 HI-RES MONITOR

STAR LC-10 NLO PRINTER

TOTAL = E504.00
TOTAL = E845.00

SYSTEM 3
MEGA 2 ST COMPUTER

SM124 HI-RES MONITOR
5LM804 LASER PRINTER

TOTAL = 0529.00

(free internal fining

ST SOFTWARE THAT'S A CUT ABOVE THE REST!
KNIGHTS OF THUNDER E 2 1  95 FERRARI FORMULA ONE C 2 1  95

BLOODWYCH £ 2 1  95

S T A R  P R I N T E R  S A L E
LC10 9 PIN VW NLEI PRINTER E 1 5 4  00
LC10-C COLOUR KO PRINTER E 1 8 8 , 0 0
LC24-10 24 PIN ICI PRINTER E 2 3 5 , 0 0

2N1 C E N T R O N I C S  P R I N T E R

E I EUROCARD

C ABL E S

S T A T I O N E R Y  S E L F - S E A L  E N V E L O P E S  £ 1 0 . 0 0  P E R

SYSTEM 2
MEGA 1 ST COMPUTER

SM124 HI-RES MONITOR
STAR LC24-10 ICI PRINTER

1 0 0

C O M P U T E R H O U S E  U K
14, ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL Telephone 01-731 1276

NSA
VISA

K - T Y P E  continued

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

3 2 . 3 2 ,  3 2 , 3 2 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4
9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9

PH  1 5 0 8  D A T A  1 4 9 , i 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 „ 1 4 9 ,
1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 . 1 4 9 , 1 4 5 , 1 4 9 , 1 4 9 , 1 4
9 , 1 4 9 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 1 6 e

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

4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9 , 1 4 9
SE 1 6 4 8  D A T A  1 4 9 , 1 4 1 , 1 4 1 , 1 4 1 , 1 4 9 . 1 4 9 , 1 4 9 .

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

V I  1 6 5 0  DA TA  3 2 , 2 9 . 2 9 , 2 9 ,  2 9 , 2 9 , 2 9 ,  2 9 , 2 9 , 2
9 , 2 9

CA 1 6 6 8  D A T A  3 5 , 3 6 , 3 5 , 3 6 , 3 5 , 3 6 . 3 5 , 3 6 , 3 5 , 3
6 , 3 5 , 3 6 , 3 5 . 3 6 , 3 5 . 3 6 , 3 5 , 3 6 , 3 5 , 3 6 , 3 5 , 3 6 ,
3 5 .,  3 6 ,  3 5 ,  3 6 ,  ,  3 6 ,  3 5 , 3 6 ,  3 5 , 3 1 5 , 3 5

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

MN 1 6 0 0  D A T A  3 6 , 3 6 , 3 6 , 3 5 , 3 6 , 3 5 , 3 6 , 3 5 , 3 6 , 3
5 . 3 6 , 3 5 , 3 6 , 3 2 , 1 6 0 1 , 1 6 0 . 1 6 0 , 1 6 0 , 1 6 0 , 1 6 0 ,
I 5 8 . 2 0 e , 2 2 5 , 2 3 4 . , 2 2 9 ,  1 6 6 , 1 6 2 ,  LBO

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

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

3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2 . 3 2 , 3 2 . 3 2 , 3 2 . S 2 . 3 2
3 2 . 3 2  ,  Z 2 , 3 2 . 3 2 , 3 2 , 3 2 , 3 2 , 3 2 , 3 2

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

MO 1 7 2 0  DA TA  1 6 0 , 1 6 0 • 1 6 0 , 1 6 8 . 1 0 . 3 2 , 7
-
7 , 7 3 .

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

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

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

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

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

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

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

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

MG 1 7 9 0  D A T A  3 6 , 3 5 , 3 6 , 8 , 1 6 0 , 1 6 8 , 1 6 0 , 1 6 0 . 1
6 0 , 2 1 , 2 1 . 2 1 , 2 1 , 2 1 , 2 1 . 2 1 , 2 1 , 2 1 , 2 1 , 2 1 , 2 1
. 2 1 , 1 6 6 , 1 6 0 , 1 6 0 ,  t 6 0 , i 6 0 ,  1 0 , 3 5 , 3 6

ET  t i m e  D A T A  3 5 , 3 6 , 1 5 3 , 7 , 2 5 , 3 2
MM 1 8 1 0  R E S T O R E  1 6 0 0
L I  1 8 2 0  P O K E  8 2 , 0 : 9
ZY 1 0 3 8  F O R  $ 1 =1  T O  5 7 0
AC 1 0 4 0  R E A D  C H R S 0 0 ;
ND 1 8 5 0  N E M T
([UT 1 8 6 0  G O T O  2 5 e •
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TALES OF JOLLY JACK

W
e
l
c
o
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n
e  
t
o  
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e  
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k

Lamp Th e  Black
Lamp.  Being the story

of Jack  - Jolly Jack the Jester.
hero of  this mediev al mission
of  daring and romanc e,  this
courageous  c rusade through
rustic landscapes  and Gothic
interiors, this audac ious  guest
to rid a k ingdom of  evil -
where the reward for success
is the hand of  a Princess and
the price of failure is death! '
And so begins the eloquent ly
worded  and highly enjoyable
story of BLACK LAMP, a g a me
f rom BT which should be well
k nown to any one who's  pur-
c has ed an ST Super Pack re-
cently, There's a whole lot

I
T
i
t
l
e
:

BLACK LAMP
Publisher Atari Corp.
Price: S 7 _ 9 9  on  casset te
Players. 1
Control,  J oy s t ic k

Rev iewed by  Paul Rixon

more to read In the super little
book let  ac c ompany ing this
we lc ome 8-bit  conversion by
Atari Corp.  It tells of Jack's
quest to prove his worth to the
King so that  he c on marry  Her
Royal Highness Princess Orize-
Ida, a daring explorat ion of a
vast k ingdom in an effort  to
return a missing set of magic
lamps to their rightful p lac e in
the lantern c upboard.  The
lamps  are scat tered far ond
wide throughout  the k ingdom
of Allegoric). but  the black
lamp is special - it is guarded
closely by  that  most  fearsome
of enemies.  the Dragon!
A superb piec e of  music wel-

c omes  you to this fast pac ed
arc ade adventure,  and is
soon f ol lowed by the first in a
series of visually splendid loca-
tions. Scenes are a mixture of
indoor and out door sett ings-
indoor scenes consist of  indi-
v idual screens which 'fl ip' for
replac ement  when necessary
whereas  outdoor locat ions
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so lo

he brick, the bat  and The
ball - three essential in-
gredients of  a game

c onc ept  that  is almost  as old
as Atari itself, First int roduc ed
in 8-bit  form on the VCS,
Breakout  remained c ommer-
cially unimit ated until I magine
released their arc ade conver-
sion of  Arkanoid - a game
v ot ed second best of  1987 by
PAGE 6 readers, Some t wo
y ears  later,  A t lant is  h a v e  n o w
dec ided to prov ide Atari garn-
ers with CRACK-UP - a budget
priced version of  precisely the
same thing! - well.  almost.  In
something of  a break  f rom tra-
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dit ion, the use of paddle con-
trollers is no longer inc luded as
on opt ion,  Bad news for the
ha lf -doz en  p lay ers  wh o
a c t u a l ly  o w n  t h e m!
For those newer Atarians who

might  be wondering what  the
g a me  Is all about ,  Breakout  -
or should I say Crack-Up - is all
to do  with zapping screens of
bricks! A tiny ball takes care of
the ac tual destruct ion as it zips
around the screen, colliding
with the bricks and rebound-
ing off of  three perimeter
walls. Your job is to manipulat e
a bat  across the fourth, open
boundary  so as to prevent  the

-
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sc roll horiz onta lly  as  J ac k  pas -
ses through them.  Indoor
scenes may  contain such fea-
tures as chairs, barrels. lad-
ders, stairs and plat forms for
Jack to negot iate.  Possible
exits may  be left or right, up,
down  or even in and out  f rom
y our c u rren t  pos it ion - m a p -
ping the vast complex  won' t
be easy. but  you ore adv ised
to persevere!
Jack must avoid or fight a

variety of monsters on his
travels but  to help him there
a re  v arious  bonus  ob jec t s  a n d
f ood parcels  to collec t  along
the way.  Thanks to the spells

BALLS BRICKS AND BATS
ball f rom bounc ing out  of
play.
Naturally it's not  quite as easy

as it sounds, with variat ions in
speed,  indestruct ible blocks
and a variety of  wall confi gur-
at ions to c ont end with. Added
interest is prov ided by  a series
of symbolic  capsules that  fre-
quent ly  fl oat towards  you af ter
a brick has been eliminated.
Cat c h the appropriat e symbol
and you may  fi nd yourself with
an extra life, a  laser-equipped
bat  or indeed any  one of
seven spec ial goodies  that
players of Arkanoid will be
familiar with. A two player
mo d e  is inc luded,  alt hough
unfortunately  there isn't an
abort  game facility so if you
make the wrong select ion,
you will hav e to wait  for eac h
of your five lives to deplet e
(and keep swapping the joys-
tick over if you don' t  already
have one plugged into port
2).
Graphics are generally

of PratWeezle.  Jack has five
lives which are gov erned by
his level of remaining energy.
Subsequent games  bec ome
progressively more diffi cult
and no t wo are ever ident ical
as the posit ioning of  lamps,
nasties and bonus objects  is
c omplet ely  random.
Perhaps it's a little too late In

Atari's history for BLACK LAMP
to b e c o me  a  massive 8-bit  hit
but  i t  c e r t a i n l y  des erv es  a
great  d e a l  o f  support  f or it  is
truly a n  ent hral l ing p roduc t ,
worthy  o f  t he highes t  possible
ac c olade.  I  highly  rec ommen-
dod it

pleasant  without  being any-
thing spectacular,  a scrolling
starscape forming the back -
ground scenery and the bricks
bright ly point ed in a  wide
range of  colours. Sound
effects are also ac c ept able.
prov iding your monitor has the
ability to turn down the
volume!
Although not  outs tanding in
any  respect,  Crock-Up is a
reasonable budget  of fering
that  should certainly  appeal
to any one look ing for an up-
t o-dat e version of  Breakout,
especially  if they don' t  want
to spend a lot  more money  for
the s omewhat  superior quality
of Arkanoid,

Title: C R A C K - U P
Publisher: Atlantis Sof tware
Price: £ 1 . 9 9  on  casset te
Players: 1 / 2
Control: Joystick(s)

Rev iewed by  Paul Rixon
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cross a sports simula-
t ion with a fi ghter

craf t  and a lunar landscape'?
The answer,  it seems, is CYG-
NUS XI, a game  that  bears
more than a passing resembl-
enc e to the ski s lalom in
Anco's  Winter Events -
perhaps  not  ent irely surprising
when you learn that  Anc o
were originally to have re-
leased the game until a dec i-
sion was made  to pass it on to
Atari.
As the galaxy 's  most renow-

ned flying ace,  your aim is to
def eat  the evil Emperor of
Cygnus who apparent ly  has
plans to launch an offensive
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CYGNUS XI
Publisher: Atari Corp.
Price: E 2 . 9 9  on casset te
Players 1
Control:  J oy s t ic k

Reviewed by  Paul  Rixon
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dest. Ruthless out laws
hav e token over a t own

and stolen the deeds  of  the
honest townsfolk 's properties.
Your mission, as county  Sheriff.
is to return the deeds  and
bring the baddies  to justice.
Well, that 's  all ac c ording to
the plot  of  GUNFIGHTER any-
way !  For once,  it pays to read
the f ew lines of blurb printed
on the cassette inlay as you
may  otherwise fail to not ice
that  the g a me  requires a joys-
tick p lugged into the second
controller port  - not  the first. A
confusing anomaly !

agains t  the Earth, using it as a
stepping stone to eventual
galac t ic  supremacy.  To
accomplish this dangerous
task you must first at tack a city
c omplex  on the planet  Alpha
Cygnus. then disable the in-
dustrial plant  on G a mma  Cyg-
nus and the power station on
Beta Cygnus before a fi nal
assault on the imperial planet
of  Cygnus XI and ult imately,
the Emperor's  palace.  Flying
fearlessly across a series of thir-
ty t wo levels - over four loca-
tions - you must blast the de-
fences, avoid mines and.  most
important ly  of all, at t empt  to
conserve your ext remely  li-
mit ed supply of  fuel.

From the screen shot abov e
you will see that  the back -
ground graphics  are very im-
pressive. consisting of  a su-
perbly  des igned 'Cygnus '
landscape in t he some artis-
tic style of those locat ions in
Winter Events. Shading in the
lower port ion of  the screen

Basically. the Sheriff's job is to
pat rol the various streets and
public  buildings of  the name-
less town in the hope of  cap-
turing deeds  or bandits. If you
uncover a deed  - or indeed a
yellow brick which is appa-
rently the same thing - you are
rewarded with a cash bonus
and informed of  the number
remaining to be found Stum-
ble across a baddie  and you
have to be lightning quick  on
the t rigger in order to trans-
form him into an RIP-endorsed
grav e symbol before he does
the some to you! You c an only
carry six bullets simultaneously

gives a feeling of  distance,
whilst f orward mov ement  is
suggested by  energy  towers
which grow in size as you
approac h t hem in your fighter
craft.
Despite all the pret ty  scenery I

have to say that  Cygnus XI
doesn' t  score highly when it
comes  to the playability  de-
partment .  Such is the ridicu-
lous fuel consumpt ion of  your
ship that  you c an hardly
af ford to shoot at  any ene-
mies and are forced to con-
cent rate solely on steering it
through the energy  towers
which marginally  increase

your supplies. Trouble is, t he
quant it y  of inc oming nosties is
so great  that  they 're almost
impossible to avoid,  and it's
no t ime at  all before you run
out  of  fuel and hav e to start
the game again f rom scratch.
There are no second chances.
Overall.  Cygnus XI suffers from

look ing muc h bet ter at  first
sight t han It ac tually  plays. It
seems as though nothing
muc h has c hanged when it
c omes  to Atari's pric ing policy
- if you want  a t op quality
g a me  then you're going to
hav e to pay  for it!

BACK IN THE WILD WEST
but addit ional supplies c an be
obt ained f rom the Sheriff's
Offi ce when required.  The Doc
is the man to visit If you want
an extra life - but  only if you
have amassed at least $500 to
pay  for one!
Graphics ore des igned to

give the appearanc e of  a
c inema,  dominat ed by a
large red curtain that  is raised
to reveal the various locat ions
in a cent ral port ion of  the
screen. Underneath is a ' tele-
gram'  panel where messages
are displayed informing you of
the whereabout s  of out laws
and of  the number of  deeds
remaining to be found
Although the bac k ground
scenery is reasonable (albeit  in
three colours - red,  blue and
yellow!) the Sheriff himself  is
poorly  defi ned and animated.
As for the sound,  it's sadly of
the appall ing nature that
we' v e grown to associate with
the Atlantis Sof tware range.
Complet ing Gunfi ghter is

quite t ime consuming due to
the frustratingly slow rate of
mov ement  of  the Sheriff, but
not  at  all challenging.  Even
when you hav e collec ted all
twenty  deeds,  the game  sim-
ply cont inues  with an uninspir-
ing ' y ou ' v e saved the t own'
message and a further set of
deeds  to collect.  Hardly  muc h
of an Incent ive to cont inue
playing.
I honest ly c an' t  find any thing

very posit ive to say about
Gunfi ghter.  Alt hough young
children may  enjoy  exploring
the various buildings, I think
that  any one hoping for long
term entert ainment  would be
quite disappointed.

Title: G U N F I G H T E R
Publisher
- 
A t l a
n t i s  
S o
f t w
a r e

Price: E 1 . 9 9  on  casset te
Players: 1
Cont rol'  J oy s t ic k

Reviewed by  Paul  Rixon
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c an rarely be appl ied
to c omput er games

nowaday s  but  I 'm t empt ed to
use it to describe this new
Atari Corp.  release by Mat th-
ew Trimby - author of Twilight
World and Crystal Raider.
SLINGSHOT could be de-
scribed as a sort of  cross be-
t ween golf  and pinball,  with
cont rol t hroughout  being ap-
plied v ia on arrow shaped
pointer which is 'c licked t o
mak e select ions - as if using a
mouse.
Over a course of ten screens,

your objec t ive is to steer a
small ball over several mark ed
targets In the least number of
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SLINGSHOT
Publisher Atari Corp.
Price: S 7 _ 9 9  on casset te
Players: 1 / 4
Control:  J oy s t ic k

Reviewed by Paul  Rixon
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firm t he reality of  Atari's
new-f ound c ommit ment  to

8-bit products.  Yes, there really
is a terrific new range of soft-
ware to bac k  up the promises
and Atari enthusiasts every-
where should be rushing out  to
snap some amaz ing new
games.  SPEED HAWK is one
such release produc ed for
Atari by  Arena Developments ,
who  were also responsible for
t he excellent  Tiger At tack  re-
v iewed in issue 38. Apart  f rom
cosmet ic  dif ferences, the two
games  are ac tually  quite
similar!
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UNIQUE
shots. You have c ommand
over the direct ion,  power and
elect rical c harge of  the ball -
the lat ter select ion is neces-
sary because eac h screen
contains a number of  static
charges,  and apply ing the
lows of  physics you are re-
quired to dec ide how best to
utilise eac h Screen's indiv idual
layout. Initially you may  alter a
variety of parameters  - these
inc lude the levels of  c harge
and frict ion, met hod of scor-
ing and the number of  joys-
ticks in use.
Click the 'play  game'  opt ion

and the screen changes  to
the Slingshot arena compris ing
of grav ity  slopes, frict ion bunk-
ers, suct ion tubes and over ten
other special features. Af ter
plac ing the ball in the starting
area,  you will be prompt ed to
take a shot. This involves mov-
ing the arrow to a point  you
wish t he ball to travel through
before select ing the desired
power  level I t 's  then a case of

The inlay card talks of Space
Pirates who are gathering
strength to launch an at tack
on the ring worlds of Tintagel.
It appears  that  you are the
only one with sufficient skill
and  c ourage to tack le the in-
t ricate def enc e systems of the
Pirates' Mothership and to
destroy the mut ant  guardian
who  protects their fl eet of
space craft.
Whenev er the word 'Mother-

ship' c rops  up in a game de-
script ion it's usually a signal to
prepare for a Uridium c lone
and Speed Hawk  is no excep-
t ion to the rule. It's yet  another

wat c hing,  fingers crossed, to
see if you made the right
choice!
There ore ten screens to a

course and new courses may
be loaded f rom cassette - on
addit ional one is inc luded
after the main program code.
If you don' t  fancy any  of those
prov ided simply fl ip over the
t ape and you'll fi nd the Sling-
shot Const ruct ion Set, a sepa-
rate program that  you c an
use to construct  and save as
many  new courses as desired!
Subject  to certain limits of
quant it y  you c an use any  of
the game elements  and
choose the colours f rom a grid
of 128 You c an also load a

vert ically scrolling 'fly over the
Mothership zapping every-
thing in sight' t ype of game
and,  in c ommon with Thunder-
fox, Mirax Force, Astro-Droid
and various other shoot ' em
ups in the same mould,  is defi -
nitely not  int ended for the
absolute beginner!  One false
mov e and an alien craf t  will
t ransform you into a puf f  at
space dust, quicker than it
takes to look around an Atari
Games  Centre! !  If you're
lucky, t he debris of  a dy ing
fi ghter craf t  may  leave behind
a power  pill which may  be
used to your adv ant age.  Sim-
ply fly over the capsule and
you c an obtain,  among  a vari-
ety of  goodies ,  an increase in
shield strength or an addit ion-
al life. Onc e  you reac h the
Mothership's c ommand cen-
tre you must aim a constant
blast of  laser fire at  the mutant
guardian to ult imately  win the
bat t le - or at  least, that 's  what
it says on the pac k aging!

previously saved course for
edit ing.  The instructions sug-
gest the possibility of saving
screens to disk but  it appears
that  this opt ion has in fac t
been remov ed f rom the prog-
ram itself - a pity.
There is so muc h to Slingshot
that  it's impossible to cover
every thing in a short review.
Graphics and sound are both
excellent  and playability  is
another of the gamers  great
strengths. If you're look ing for
something a bit  dif ferent  that
requires skill and judgement
rather than super fast reac-
tions then you need look no
further than Slingshot - it's
great !

TOP NOTCH SHOOT 'EM UP
Speed Hawk  is presented with

all t he graphical expert ise that
was prevalent  in Tiger At tack  -
smooth vert ical scrolling, well-
defi ned players and tasteful
colouring.  The dist inct ive style
of programming extends not
only to the graphical aspects
but  to the musical effects as
well,
If you' re not  c onc erned with

originality and c an af ford the
higher price of Atari's sof tware
you will undoubt edly  be
pleased with the purchase of
Speed Hawk. It's a straightfor-
ward,  unc ompl ic at ed but  un-
quest ionably  top notch shoot
' em up.

SPEED HAWK
Publisher: Atari Corp.
Price: £ 7 . 9 9  cassette
Players: 1 / 2
Control:  Joys t ick (s )

Reviewed by Paul  Rixon



INSTANT PLAY
XL/XE ROM

CARTRIDGES
ARCHON
BALLBLAZER
BATTLEZONE
BLUE MAX
DESERT FALCON
DONKEY KONG
DONKEY KONG PIR
DREADNAUGHT FACTOR
EASTERN FRONT 1941
FOOD FIGHT
H.E.R.O.
JOUST
KABOOM!
MINER 2049er
MISSILE COMMAND
MS PACMAN
MOON PATROL
MUSIC COMPOSER
PACMAN
PITFALL
PITFALL II
POLE POSITION
RALLY SPEEDWAY
REALSPORTS AMERICAN
FOOTBALL
RESCUE ON FRACTULAS
RIVER RAID
SPACE SHUTTLE
TENNIS

14.95
14.95
14.95
14.95
14.95
12.95
12.95
9.95
9.95

14.95
9.95

12.95
9.95
9.95
9.95

12.95
12.95
19.95
12.95
9.95
9.95

12.95
9.95

12.95
14.95
9.95
9.95
9.95

K M  DISKS
A R K A N O I D
A S T R O  D R O I D
B L U E  M A X
B O U L D E R D A S H  I I
R E D  R A T  D O U B L E  P A C K  I
D R A C O N U S
F - 1 5  S T R I K E  E A G L E
F O U R  S T A R  G A M E S  I
G U I L D  O F  T H I E V E S  ( 6 4 K )
K E N N E D Y  A P P R O A C H
L A N C E L O T  ( 6 4 K )
L I V I N G  D A Y L I G H T S
M I N I  O F F I C E  I I
N E W  Y O R K  C I T Y
Q U A S I M O D O
S O L O  F L I G H T
S P E E D  R U N
S P Y  V S  S P Y  T R I L O G Y
S P Y H U N T E R
S T A R  W A R S
T E C H N I C O L O U R  D R E A M
T I M E  84 M A G I C  ( 6 4 K )
T O U C H D O W N  F O O T B A L L
W I N T E R  O L Y M P I A D  ( 6 4 K )

1 1 . 9 5
6 . 9 5
7 . 9 5
5 . 9 5
6 . 9 5

1 1 . 9 5
1 2 . 9 5

6 . 9 5
1 6 . 9 5
1 2 . 9 5
1 2 . 9 5
1 2 _ 9 5
1 6 _ 9 5

3_95
7 . 9 5

1 2 . 9 5
6 9 5

1 2 . 9 5
7 . 9 5

1 1 . 9 5
9 . 9 5

1 2 . 9 5
1 2 . 9 5
1 2 . 9 5

XL/XE CASSETTES
ACE OF ACES iMIK I
CRACK UP
DAWN RAIDER
DRACONUS 164K)
EARTHQUAKE
ENCOUNTER
ESCAPE FROM TRAAM
F-15 STRIKE EAGLE
FOOTBALL MANAGER
FOUR GREAT GAMES II
FOUR GREAT GAMES III
FOUR STAR GAMES I
FOUR STAR GAMES II
GAUNTLET (54K)
GHOSTBUSTERS
GRAND PRIX SIMULATOR
GREEN BERET
GUNFIGHTER
HARDBALL
JOCKY WILSON'S DARTS

2.95 KENNEDY APPROACH 8 . 9 5
1.95 LANCELOT I64K) 1 2 . 9 5
1.95 LAS  VEGAS CASINO 2 9 5
8.95 NUCLEUS 2 . 9 5
2.95 PERISCOPE UP 1 . 9 5
2.95 POGOTRON 2 . 9 5
2,95 QUARTET GOLD 1 9 5
8.95 SHOOT EM UPS (64K) 6 _ 9 5
2.85 SOLO FLIGHT 8 _ 9 5
3.95 SPEED ACE 2 3 5
3.95 SPEED RUN 6 _ 9 5
3.95 SPEED ZONE 1 _ 9 5
3,95 S TAR WARS 8 _ 9 5
2.95 S P Y  VS SPY TRILOGY 8 _ 9 5
2.95 SUPERMAN 2 . 9 5
2.95 TECHNICOLOUR DREAM 8 . 9 5
2.95 TI ME  S MAGIK I54K) 1 2 . 9 5
1.95 TURF FORM 2 . 9 5
2.95 WINTER OLYMPIAD (MK) 0 . 9 5
2.95 ZYBEX 2 _ 9 5

ACCESSORIES
P A D D L E S  ( P A I R )
P R O  L I N E  C O N T R O L L E R
Q U I C K S H O T  I I  T U R B O
S P E E D K I N G  A U T O F I R E
S T A N D A R D  J O Y S T I C K
T A C  5
D I S K  N O T C H E R
I N P U T / O U T P U T  C A B L E

2600 VCS CARTRIDGES AVAILABLE
ST SOFTWARE AVAILABLE

*  TIGER ATTACK *
cass E6.95

9 - 9 5
7 . 9 5

1 2 . 9 5
1 2 . 9 5

4 . 9 5
1 2 . 9 5

3 . 9 5
9 . 9 5
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*  KENNY DALGLISH
*  SOCCER MANAGER *

cass E8.95

*  BLACK LAMP *
casg E7.95

*  SLING SHOT *
cass E2.95
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RANDOM NOTES •••

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. So, please do not send me tapes, I cannot handle them. I
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 I was
writing the 'first Steps column. At that time I was helping out
beginners to ATARI Basic, now I am being asked about commer-
cial software. Any software items I have for the 8-bit I have had
for some years. For instance, I use ATARIWRITER PLUS and
nothing else. I am very happy with it as it does all I ever want to
do in word processing I  have no idea about other word proces-
sors, I never have call to use a spreadsheet. a comnas package
nor, believe it or not, do I have need of a database. Much as I
hate to disappoint all those people who are looking for enlight-
enment I only ever stated that you would receive help with Basic
programming. I must also add that I can competently handle a
soldering iron but I know very little these days about electronic
circuitry, so nothing technical please.
Having made one apology I will just as happily make another.

For the past couple of weeks I 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 on answer but if you have
enclosed an SAE you will get a reply.

AND AGAIN!

Ah well, third time lucky. I have to say sorry for my replies
about the XF.551 drive. Never having tried one (my 810 and 1050
are still going strong!) I hod supposed that the advertisement
was correct and it was just wrong usage that caused the problem,
but it seems that the supplied DOS does not do all it  should.
Mitch Mitcham wrote to me a few days ago to soy that he had
purchased MYDOS to try with his new V .  Maybe you remember
Mitch's letter in issue 38? 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 so, do please write and let us
know. I 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 I can tell
users where they are going wrong.
Is this another ATARI cock-up? Am I fast becoming disillusioned

with the Tramiel dynasty? When was the last time you heard
from lack? When was the last time you heard from ATARI UK
even? Is it all a nightmare?
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Mark Hutchinson's

MORE THAN GAMES

THE SHOWS

ADDENDUM

For (in my humble opinion) the best hybrid ATARI magazine
going, why is it that the ST section is comprised mainly of games
reviews? I am the first to admit that I 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 ST 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 STOS.
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 I have yet to see an article
for the person who has bought the ST 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. Ih is option is still totally feasible via the cartridge
slot, but to make any sense at 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!

had heard certain complaints that the London ATARI shows
had been taken over by the 16-bit vendors so I 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 us
PAGE 6). Some of these stands even had VCS items. I was really
surprised at the low price bargains to be had but, admittedly,
they were mostly tor the ST. 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
matter.
Well, that is it for now. Hopefully by the end of the summer

things will have brightened up on the computer scene.

just as I finished this article a letter arrived from lim Cutler to
say that he uses SUPERDOS 3.5 which can be configured to the
XF551 (he also recommends SPARTADOS X for the novice).
Cherry Boillain's letter did not go into the 'Black Hole', letters
from Tony Garben and A l .  Morris (nice to hear from you again
Arthur) go to the Editor for reasons given above.

Write  to me, Ma r k  Hutchinson, at:
1 Hollytnount, Finaghy, Belfast, 8T10  OGL
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TASKMASTER D i s k  E  9.

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

R . 2 k m E I I ' r
16 T H E  GREEN,THURLBY,

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

A COMPLETE SERVICE IN COMPUTERS & SOFTWARE
GAMES C a s s  Disc
Kenny Dalglish
Soccer Manager
Star Wars
Leaderboard
Summer Games
Gauntlet
Smash Hits Vol. 1 -7 each
Living Daylights
trivial Pursuit
Fighter Pilot
Mercenary Compendiun
Spy v Spy
Spy v Spy II
Spy v Spy III   4 . 9 9
Spy v Spy Trilegy. .... 7 . 9 5
Aztec . . .  . . . . .  4 . 9 9
Polar Pierre   4 . 9 9
Bouiclerdash II   2  99
Mr Robot   4 . 9 9
Beta Lyrae   4  99Greatest Hits Vol. I   4 . 9 9
Artanold .................
Trail Blazer
'f.xitballer of the Year   2 . 9 9
Silent Service   8 . 9 5  10.95
' 15 Strike Eagle   8 . 9 5  10.95
Solo night  8 . 9 5  10 95
Furopean Soccer   8 . 9 5  12 95
Tiger Attack   6 , 9 5
Spyhunter   6 . 9 9
Colossus Chess 4  8 . 9 5  12.95
Winter Olympiad 88 1 2 . 9 5

8.95
8.95 12.95

11 95
12 95

2.99 11.95
6.91

8.95 12.95
12.95 14.95
7.95 10.95
9.95 12 95

6.99
6.99
6.99
9.95
6.99
6.99
6.99
6.99
6.99
6.99
9.95
9.95

GAMES C a s s
Mira Force   6 . 9 5
Winter Events
Eidolon
Hacker   4 . 9 9
Rescue on Fractulas , . . . ,
Ball Blazer
Rampage
Atari Aces 4 . 9 9
Atari Shoot'em ups   4 . 9 9
Atari Platform Perfection 4  99
SpIndizzy   4  99 6.99
International Karate 6 . 9 9
Touchdown Football 6 . 9 9
Pitstop II . . . .  ..... ....... 1 1 . 9 5
Spitfire 40   4 . 9 9  6.99
Draconus   6 . 9 5  10.95
Druid   4 . 9 9  9.95
Brian Clough'S Football
Fortunes  7 . 9 5  11,95

Disc
895
9.95
9.95
6.99
6.99
6.99
6.99

ADVENTURE/STRATEGY GAMES
Ballyhoo ............. ..... . ....... 1 2 . 9 5
Holtywood Hi Jinks   1 2 . 9 5
Ste rcross   1 2 . 9 5
Cutthroats   1 2 , 9 5
Junkier   1 6 , 9 5
The Pawn   1 6 . 9 5
Lancelot   1 2 9 5  12.95
Time & Malik   1 2 . 9 5  12.95
Lurking Horror   1 2 . 9 5
Ingrids Back   1 2 . 9 5  12.95
Guild of Thieves   1 6 . 9 5
Knight Orc   1 2 . 9 5  12.95
Cloak of Death ...... ....... 2 . 9 9
The Golden Baton ... ... .. 2 . 9 9
Gunslinger   9 . 9 5
Eternal Dagger 1 6 . 9 5

FULL RANGE OF ATARI 11909 CARTRIDGES IN STOCK

2191221 Cannock Road, Chadsmoor, Cannock

Telephone (0543) 466577/8/9
Staffordshire, WS11 200

ADVENTURE/STRATEGY GAMES D i s c  U T I L I T I E S  R O M  Disc
Alternate Reality Dungeon 1 4 . 9 5  M i n i  Office II 1 8 . 5 C ,
Alternate Reality City 1 4 . 9 5  A t a r i  Writer   2 9 . 9 5
Battlecruiser   2 2 . 9 5  A t a r i  Writer Plus 2 9 . 9 5
221b Baker Street   9 . 9 5  M a c r o  Assembler   1 9 . 9 5
USAM   2 5 . 9 5  M i c r o s o f t  Basic II 1 9 , 9 5
Computer Ambush   2 5 . 9 5  S i l e n t  Butler
Warship   2 5 , 9 5  -  Personal Finance   1 6 . 9 5
Carrier Force   2 5  95 P la n e t a r i u m    1 6 . 9 5
Battle of Antietam  2 5 . 9 5
Mech Brigade   2 2 . 9 5  B U D G E T  SOFTWARE C a s s .  Disc
Gettysburg   2 2 . 9 5  L a s  Vegas Casino   2 . 9 9
Panzer Grenadier 2 2 . 9 5  S p e e d  Ace   2 . 9 9
Sons of liberty   2 2 . 9 5  FOOt bel  I Manager   2 . 9 9
Shiloh ,  .. . 2 2 . 9 5  s o c c e r  .    1 . 9 9
Field of Fire   9 . 9 5  K iok s t ar tNirda . .    2 . 9 9

1.99

Questron   9 . 9 5  P i t f a l l  II   2 . 9 9
Vietnam   9 . 9 5  P o t  Hole Pete   1 . 9 9
Flight Simulator II   3 4 . 9 5  H e n r y ' s  House . .  .....-••- ........ 1 .9 9Grand Prix Simulator, 2.99
XL/XE CARTRIDGES R O M  T r a n s m u t e r    2 . 9 9
Rally Speedway .......... ..... . 8 . 9 5  Z y t e x    2 . 9 9
Designer Pencil   8 . 9 5  1 8 0    1  99Video Classics   1  99
River Raid   8 . 9 5  s u b m a r i n e  Commander   1 . 9 9
Pitfall I I    8 . 9 5  P r o  Golf ..., .. , .,  ............. ...... 2 .9 9Space Shuttle ......... ... 8 . 9 5  G h o s t b u s t e r s    2 . 9 9  6.99
Dreadnought ................8 9 5  s l i n g s h o t    2 . 9 9
Blue Max .  . .  14.95 H a r d b a l l    2 . 9 9
Ball Blazer . 1 4 . 9 5  R i v e r  Raid   2 . 9 9
Final Legacy .  ..... ... 1 4 . 9 5  J o c k ' ,  Wilson's Darts   2 . 9 9
Lode Runner ..... ............ ... 14.95 T h u n d e r f o s    2 . 9 9 BMX Simulator   2.99
Archon 1 4 . 9 5  D a w n  Raider   1 . 9 9
Star Raiders II   1 4 . 9 5  S p e e d z o n e    1 . 9 9
Battlezone   1 4 . 9 5  B o r n  blusion   1 . 9 9
Pengo   1 2 . 9 5  P o g o t r o n    2 9 9
Pole Position   1 2 . 9 5  W h i  din urd   2 . 9 9
Defender   9 . 9 5  E n c o u n t e r  ,    2 . 9 9
Pacman  1 2 . 9 5  N i n j a  Commando  2 . 9 9
Eastern Front 1941 ...... 1 2  95 S y s t e m  8 PPOIS Program   2 . 9 9Phantom   2 . 9 9

Green Beret   2  99
Joe Blade   1  99Add Sflo to orders less than E5,a0

All prices are correct at lime of going to
pross. Access or Visa orders welcome
Please add El per item tor overseas

Crack Up   1 .
9 9Gunfighter   1 . 9 9

Please mate Cbeelle$ or Postal Orders payable to: "MILES BETTER SOFTWARE
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1970's. A young student called Bruce Artwick is studying for
a degree in computer engineering, and his friend, Stu Mo-
ment, is pursuing a course in marketing. Stu 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 Stu's help, to market it.
By 1977 Bruce had the package ready, and together they

produced and sold it from a caravan owned by Stu'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 II, which amazingly offered
graphics in FOUR colours (including black!). The Apple II

Stu Moment  - Chairman of  Subloy( and former flying ins.5tructor
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THE SUBLOGIC STORY

was a great success and it soon became apparent that a mass
market f o r software was emerging, and Bruce and Stu had a
unique product to offer. Sales blossomed and the fledgling Sub-
logic company begun taking on extra staff to handle the volume
and to develop new products.

TAKE OFT!

By 1981 Sublogic had a staff of seven full time employees, and
Bruce was masterminding a brand new project. A  litt le known
company called Microsoft had asked him to convert his simula-
tor to  ru n  o n  a n  as yet unknown machine called the IBM
Personal Computer, f o r which Microsoft were producing the
operating system. They thought i t  wou ld  make an excellent
demonstration o f  the machine's graphics capabilities, a n d
agreed to market the new version under licence from Sublogic
along with  their other IBM PC products.

The IBM PC was a n  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 3 D graphics, but it  became the standard test o f
IBM compatibility on the dozens of different copycat clone PC's
which flooded the market created by IBM. 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 orig inal 400 and 800 machines were selling
well, a long with  several others, and  Sublogic pitched i n  t o
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 I I  (FS2). I t  was this program running on a 48K Atari 400
which led  to  my hopeless addiction to  fl ight simulation prog-
rams, and into writing for Page 6, The program impressed me
so much I  felt I  had to tell the Atari world about it, and my first
ever magazine article, a  review of FS2, was published in  Issue
21.
In typically innovative fashion Sublogic had designed FS2 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 ha lf  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 ha lf  of the
USA were planned. but I suspect they never materialised in Atari
8-bit format.



HIGH SPEED CRUISE

Also in 1985 Sublogic produced a brand new simulator - let. 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 T18 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 ST,
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 II even though
it was far superior to previous versions.
(See review in Issue 28.) Its extraordin-
ary qualities, particularly in the graphics area, have clinched
many an ST 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 'upon and the San Francisco area of
California, and provided much greater detail than earlier disks.
They included significantly more 3D features such us 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 demo flight.

A NEW LAUNCH

In 1986 Bruce and Stu 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 11 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.
More 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
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Bruce Artwick • President of Sublogic and genius behind
the programming of Hight Simulator

southern England! Also, three years after the original IBM ver-
sion appeared, they've converted let onto the ST. Reviews of some
of these products appear elsewhere in this issue.

CLIMBING TO NEW HEIGHTS

Flight Simulator III 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 FS2; 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
ST 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
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. I 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 yet - 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 ST, 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. lust think what they could do with
a transputer, 68030, or 80486 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
Niece of software I 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. I wish them every success in pursuit of
their dream. I hope they find it.,

by John S Davison
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SUBLOGIC's

Flight Simulator II

SCENERY DISKS
there are now five scenery disks available as accessohes for the ST version of Flight Simulator i i  and let as well as several available on the XI,IXE.

They're generally of the high quality seen in the San f  ranciso area included on the original IS2 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 31) 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 i f

you have suitably detailed maps. I  find the Collins Road Atlas of the USA ideal for this. It's available at good bookshops tor E6,95. 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 e nj oy  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 AS 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 AS binder, also available from Sublogic i f required.

DISK 7
WASHINGTON TO MIAMI

This disk covers a VAST area, 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, so 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 FS2 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. und seven with AT1S
radio communications_ There are masses of VOR und NOB 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
patterns just as in real life!
Detailed scenery showing buildings and other 31) 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 launch gantry towers. Finally there's Miami, represented by a few skyscrapers.
Overall, this is a terrific disk with enough in it to keep you busy for months!

reviewed by
John S Davison
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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 115 and ATIS equipped_ VOR
beacons ore plentiful, but there are no NOBs this time.
Special 30 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 lower as you climb
away! Another interesting challenge is landing the Lear jet at Johnstown, whose airport nestles
amongst a few of those rare mountains.
Other new features on this disk include other aircraft. You'll find gliders soaring in several

locations and a hot air 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.
This is another good disk. It's worth buying just for the Niagara Falls scenery, but has much more
to offer besides.



DISK 9
CHICAGO, ST. LOUIS, CINCINNATI

This  one's only  jus t been released, and is unique in  that  it  inc ludes  some rework ing of  an area
supplied in  the basic FS2 package, namely  the Chicago area. This  inc ludes  55 airfi elds , over twice as
many  as the orig ina l and scattered over a muc h wider area. Chicago now has nine recognisable
landmark  buildings ,  inc lud ing  the Adler P lanetarium whic h sits right  next t o  the runway  at  Meigs
fi eld. Eight  airfi elds  have ILS, twelv e have ATIS, and ten huve a new feature called VAS! - the 'Visual
Appnx ic h Slope Indicator.  This  is a system of  coloured runway  approac h lights , wh ic h  change
c olour if  you dev iate f rom the correct approach path - a great help if  y our land ing sk ills  aren't
wha t  they  could be!
The St. Louis  area has 70 airfi elds , seven wit h  ILS, fi ve wit h  ATIS, and seven wit h  VAST St. Louis

it3el1 has a few build ings  and the famous  Gateway Arch, wh ic h  you can fl y t hrough if  you lik e to
live dangerous ly !  Th e  Cinc innat i area has 32 airfi elds , none of  whic h have ILS, ATIS, or VAST
Cinc innat i itself  has very few buildings ,  but  Riv erf ront  Stadium is  shown.
A ll ma jo r  r iv en  on this  disk are represented by coloured surfaces rather than vec tor lines. Some are

very detailed and can be followed for long distances, for ins tance the Mississ ippi, Ohio,  and I llinois
rivers. There are many  lakes too, f rom the gigant ic  Lake Mic h igan down to manmade lakes. There
are around t h irt y  mountains  and moun t a in  c lusters in the Allegheny  region, but  they 're not  as well
defi ned as they  migh t  be. Don ' t  fl y in t o  them though,  they 're VERY solid!
This  disk joins  wit h  Disk  11 in  the north east and Disk  7 in the south east, mak ing  it  very easy to
cross f rom one disk area to another.  The whole region is peppered wit h  radio beacons to help you
nav igate, inc lud ing  both VORs and ND8s, For some reason Sublogic  have omit ted to print  many  of
the NDB's  frequency  details  on the area map,  so you have to fi nd them by t r ia l and error - very
tedious, There's  the odd bug too - jus t t ry  land ing  at Ingalls  Field and y ou' ll see what  I mean!
Yet again this  is a super disk, wit h  lots for you to explore.
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JAPAN

WESTERN EUROPE
At  long las t you can fl y  f rom UK airfi elds ! This  disk covers three major areas plus  a bonus
challenge. t h e  UK is covered south of  a line between B irmingham and Norwic h,  wit h  21 airfi elds
inc luded,  You can fl y over the rest of  the UK (inc lud ing Scotland, I reland,  and Wales, but  there's
very lit t le  to see Nort hern France is also covered, again wit h  21 airfi elds , as is south west Germany
wit h  13 airfi elds . Once more there are lots of  VORs for nav igat ion,  but  no NDBs for some reason.
In a ll there are Just three ILS equipped airports  and only  two wit h  ATIS - a bit  mean,  I  thought .
There are special areas of  interest in a ll three main  areas. London has many  of  the well k nown
touris t  at trac t ions , lik e the Houses of  Parliament  and Tower Bridge, Further afi eld there's
Stonehenge, and c halk  fi gures (such as the Whipsnade Lion) may  be seen in  various  locations .
Paris  too has its  share of  31) landmark s ,  such as Sacre Coeur, Arc  de Triomphe,  Eif fel Tower,  and
many  others. wh i le  Strasbourg's  at t rac t ions  inc ludes  three mountains  south of  the city. Over the
border in Germany  there are four c ities wit h 31.) detail,  these being Munic h,  Nuremburg,  Stuttgart .
and Frank furt .  A ll have build ings  of  some descript ion, wh ile  two of them have detailed mountains
nearby . I t ' s  also possible to fl y to Hels ink i in  Finland.  There's  just one airfi eld located there, and
it 's  a 1--o-n-g fl ight  wit h  not h ing muc h to see on the way. From here it 's  possible to fl y to Mascow
and, lik e Mathias  Rust, to land y our Cessna in  Red Square! But don't  get too excited, the scenery
here is VERY basic - Red Square is exac tly  that !  The challenge is in fi nding Moscow, as there are no
nav igat ion aids  to help you.
There are a few bugs on my  copy of  this  disk. The Southampton VOR is about  60 miles  f rom where
It should be, and use of  certain FS2 v iew modes cause you to be ins tantaneous ly  t ransported back
to Heathrow,  the disk's 'default ' a irport .  Also, c ertain sections of roods seem to be miss ing in
places, annoy ing as it  happens in the area where I live!
in  s ummary ,  the disk is good value and you should have lots  of fun t ry ing to p inpoint  areas of

personal interest, lik e the loc at ion of  your own home,  for instance.

I f  your interest In IS2 is nagging, buy ing one or more of  these disks is a sure way to rek indle it. There's so
much to explore you'll be kept busy for months, even I f  you use the Lear Jet as your explorat ion vehicle.
And don't  forget you can also use them with Sublogic 's own jet  program i f  you want  to explore them even
faster! Overall, I 'd  rate Disk 7 as being the best value, so buy this  one fi rst.
They may sound expensive at  nearly  £20 each, but  you can gel them cheaper i f  you shop around.
Whatever the price you pay. I  think  y ou'll agree they're worth every penny when you discover the
addit ional interest and enjoyment they bring to your Sublogic fl ight s imulators .

This  is probably  the least at t rac t ive of  the disks, unless you happen to live in  Japan! I t  covers the
Tokyo/Nagoya/Osaku areas, but  has only  14 airfi elds , seven of  whic h are equipped wit h  ILS. There
are radio beacons aplenty ,  both VORs and NDBs, and the package comes complete wit h  eight
ins t rument  approach charts, as wit h  Disk  7.
Tokyo is covered in some detail.  h igh light s  inc luding Tokyo Tower, the Palace grounds, and the

Shin Kansen 'bullet  t ra in '  network .  Geographic  detail inc ludes  many  rivers, lakes and mountains ,
inc luding the magnifi c ent  snowcapped Mt.  Fuji whose vast bulk  dominates  the landscape for miles
around.

This  disk isn't  such good value as the others. Don't  mak e it  y our fi rst scenery disk  purchase, as you
may  be disappointed.
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SUBLOGIC AVAILABILITY

The Scenery Disks and other Sublogic
products  should be available f rom your
local dealer but two companies  who spe-
cialise 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 , I A  Charing
Cross, Birkenhead, Wirral, Merseyside L41
BEI. Telephone 051 666 1132

Most of the Scenery Disks and the Flight
Simulator program are available for the
X L I E  but are extremely diffi cult to fi nd.
Strategic Plus tell us they no longer stock
these products  for the 8-bit.

SUBLOGIC themselves can be contacted
at Firs t  Floor, 35 Piccadilly , London Wt.
Telephone 0494 728439 •
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FOR SALE

ACTION!: Action' cartricige and manual plus
Action! D isk Utilities Offers invited. Also
dead 800XL, anyone interested? Contact
Phil on 091 232 1517

XL SYSTEM : 800XL. 1050 drive, 1010 data
recorder, two joysticks. lots e l software on
disk including Star Wars tapes, cartridges
and a il manuals An  .n excellent condition.
£170 o.n.o. Tel 13865-821110

XE(XL. SYSTEM: 65XE. XC12, 800XL, 1050,
70' lockable d isk case, 2  joysticks, loads ot

software, a ll manuals and mags E300 or will
swap tot Amiga A500. Tel 0222 628125.
ask for Richard

ROLAND MT32: Sound expander, ideal for
ST. 32• note polyphonic. 8  voices from 128
plus 16 drum samples and digrtal revert).
E325. Also  8-bit software - Visicalc. Fee
Manager"-, Synele, Syncalc, Superscript
DOS XL . Trivia l Pursuit & Gauntlet - Otters.
Tel: 0702-610424 atter 6 30pM

XE SYSTEM: 130XE. 1050 and US Doubler.
Printer I f .  1010 tape deck, Trackball, Touce
Tablet, Mouse. Languages inc. 1
-
. ' B a s i c ,
Assernied, Forth, 'C', Sware  originals on
disk and tape. PD software books Inc Map
,
'
Atari Tech  notes, a ll 'Pa r  User
-
. a l l  -
P a g e  6 '

since Vol 1 19, 'Monitor' meas. etc. Any
reasonable otters tor anything Phone Simon
on 0438.359714 (Stevenagel

XL SYSTEM: 800XL (Rev C), 1050 d isk
drive X C l 2  cassette, joyst ick. a lboxed
Many games on cartridge. d isk & cassette.
£200. Contact Ray Martin on:
0277-354552.1Essex

XL SYSTEM: BDOXL with 1050 disk drive
plus over 100 games, d isks in container.
Atari joyst ick. E170 o.n.o. Phone
D256-58669

XE SYSTEM:130XE. XC12 cassette recor-
der 8  joystick, 20 games_ programming
manuals and magazines, all for only £40
.Tel 01-593-6175, ask for Chris

XL SYSTEM: 800XL. 1050 disk drive. 1010
cassette recorder. 2  joysticks and many
issues or Atari User. lo t s of cassettes arid
disks, including utilit ies Al l  manuals and
leads plus books Worth  over E400 w ill sell
tor E200 o.n.o. Te l: Flint 61850 after Spm

PC3 HD COMPUTER: 640K cpu, 1)(30
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drive, 1wPC17 124 Mono Monitor, plus soft.
ware Just  6  months old and under manulac-
turers warranty. Price E750 (cosi new
E1091). Te l: 0597-3306 (24 hours
.
' o r
0656-771177

1040 ST SYSTEM: As new pius 150 boxed
original games, including BattleehesS,
Xybots ana Vinchcalors• Would consider
splitting. Otters please Also  8-bit clearance
800XL. easeelte recorder. 15 cartridge
games, various cassettes and d isks includ-
ing Omnitrend's Unrverse. Would consider
splitting. Phone 0787-71774 atter 6pm and
ask tor Paul

1029 PRINTER: Has box, leads, manual,
spare rbbon and printer dump software.
Good tor first time printer buyer, Excellerv
value at E75 o.n.o. Contact Dave alter 7pm
on 0652-34161

XL SYSTEM: 800XL. 1050 disk drive 1E110
tape recorder, 1029 dot-matrix printer with
spare ribbons Al l  in excellent condition with
original boxes and manuals Many software
titles on diskilepe, 3 cartridges including
Atariwriter word processor and many Atari
User magazines, E350 o r!  o Te l'
3352-58831

MONO MONITOR: Nine-inch hi•resolution.
£30 o n o . Corlact  Jon in Bognor Regis On:
0243-830564
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CONTACT I
XL SYSTEM: 800XL, 1029 printer, 1050
drive. Mcrosoft Basic 2 cartridge plus manu-
als, books and software, a ll in good condi-
tion. Software comprises of Atari Writer. F-
15 Strike Eagle DracOntiS Books include
Programming The 6502, Computers Third
Beek of Atari Al l  for E250 o.n.o. Te l: Dave
Evans on Slough 27418 (evenings)

XE SYSTEM : 65XE keyboard datacorder
and E50 worth of software Hardly uSed and
still in box. All in excellent working order.
£100 o n o . Contact Garry Crawford. 61
Kenmount Drive, Kennoway. Fife, Scotland,
KY8 5LS

XL SYSTEM : 800XL, 1050 disk drrve, 1010
tape deck, tape-to-diskelisk-to-disk We e &
Tutorial tapes inducting workbooks, 5  ROM's
including Track 8 Field and Controller.
Loads o l software on tape and d isk. includ-
ing Gauntlet and Solo Flight - both on disk.
lockable dish box and 2 joysticks. Must go
as buncee, E150. Tel: 01-300-9812

XL SYSTEM: 800XL wrth 1050 disk Orwe,
1010 tape recorder ove r 500 games. B M

TV, E200 Te l 0623-648096

XL SYSTEM: 800XL, two 810 disk drives. a ll
completely overhauled. ArchiveeEditor chip.
Printer interface module. 230 professional
software tit les on disk and cartridge worth
over E4500 including arcade. adventures,
business, utarbes. etc. Substantial docume-
ntation including De Re Alan, Alan Word
Processor Training Manual. etc.. Analog.
Antic, Compute!. Page 6 magazines, Huge
system, E400. Phone David on 10753)-75403
tor more into

XL SYSTEM: 800XL plus spare, Indus GT
0,sk Drive 410  cassette reoOrder, extensive
disk and cassette -based software Dust  cov-
ers, books, manuals and joystick, E250. Tel:
0472-750855

XL COMPUTER: 800XL with 64K, perrect
condition in original box. E50 o.n.o.. will con-
siOer exchanging for a printer Te l
0702-467515 and ask tor Graeme

ST SYSTEM : 520 STEM with double-sided 1
Meg. internal drive. Immaculate condition.
Few disks and manual, only E175 for quick
sale. Buyer collects. Dave. 85 Hawthorn
Road, Kingslanding, Bemingham B44 SOT

PRINTER INTERFACE: For XLIXE. lots of
books and mags lick) many to list). blank
and unused disks, d isk copier. Send SAE to
Mr.J.C.Hales, 2 Louis Dahl Roan, Burgh
Castle, Great Yarmouth, Norfolk NR31 9 0 T

600XL SYSTEM: 16K computer with cower
supply Ve ry good condition, E20 Also
assorted software 'mostly games, budget
and full priced) Al l  original. Phone:
09282-2243 or write to R.A,Evans, 42
School Lane, Elton, Chester CH2 4 IN

XL SYSTEM: 800XL complete with d isk
drive, cassette recorder_ joystick and games.
All bowed, E165 on,o Tel_ 01.207-0925
(Steve)

XL SYSTEM: Complete with 1050 disk
drive, '0 2 9  printer. 2 joysticks, 410 tape
recorder. EvW monitor TV. (12 incn), a ll
Dosed with manuals and loads of m a p .
Software includes Mini Office II and Jumbo
Jet Pilot. E200 o n  o W.M  Hughes. 94
Roseberry Avenue, South Bentleet Essex
SS7 4JG

XE SYSTEM : 68XE with over E350 of soft-
ware. two joysticks, XC12 datacorder plus
11•W T.V. with eight pre-set stations, some
cartridges Bargain at E200 o n o  'Buye r
collects) Te l 0642-456879 between 3pm
and 5prn. Mon to Fri

XE SYSTEM : 130XE with XCII data recor-
der. 1050 disk drive, joystick, selection of
40e games on tapeekslecartridge. Fully
working and in excellent condition, sold only
as a  package. will nol split, E140 Te l
0293-771094

SYNTHESISEPPKEY BOARD: Casio CZ
230-8. 100 voice mult i-t ,ora l synthesiser.
kill midi features including programmable
voices and pitch bend. E120 o.n.o. Also
Casio CT-640 five octave full size keyboard
30 patches including 49-piece arum lot
3-channel midi split makes this excellent for
use wrth sequencing software. E220 o.n.o.
Contact S.G.Legert, Main Street, Helperby_
York Y0 6  2PS

XL SYSTEM: 800XL, 1050 disk drive. Xe la
cassette recorder. 1027 printer. handOooks,
instruction booirlets, d isk. cartridge 8 casset
te games. £150. Ring 0482-640706 after
5pm weekdays •

XE SYSTEM: 65XE which includes detector-
der. keyboard. toystick. EIS!) worth of soft-
ware. books. etc. The lot for £90 o r ie
Contact: Garry Crawford, 61 KenmOunt
Drive, Kennoway. Fife  Scotland KY8 5LS

XL SYSTEM: 800XL. 1010 recorder, Good
condition with a ll leads loads e l games and
good manuals, Eel). Te l. dave on
05242-72007

XL SYSTEM: 800XL. 1050 drive leads etc,.
software ,
n c l u d i
n g  
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Leaderboard, otters around E150. Tel, Steve
on 051-790 6288

XE SYSTEM; 130XE with duel cover. 2  x
1053 disk drives - both with Happy;LIS
Doubber modification. readeinte switches, 80
column not matrix printer with loads of paper
and interface. Over 160 casks, many games
and Leedies with lu ll instructions, Mire Office
II Horkeword. Visicalc. Printshop. 8-Graph,
to name just a few. Many books on program-
ming. magazines 'Atari User). 2  x joysticks.
original boxes available. E450 o n .° the  lot •
NO SPLITS. Contact Andy on 0978-750826
after 7pm

XL SYSTEM: BOOXL, 1050 disk drive. 1010
cassette recorder. graphix AT printer inter-
face, masses of disk and tape software
(games & serious). books and Atari User
magazines. Offers around E200 but will con-
sider splitting. Phone Martin on 0438-351156
after 6pm or at weekends

XL SYSTEM: BOOXL, 1050 d isk drive, 1010
cassette o ve r 40 full disks, every Atari User
except one. lots ot commercial games on
disktassette. Will not split. E250. Tel:
025-485-3863 after 6.30pm Preston area

XE SYSTEM: 130XE * eh  toyStek and over
£200 of games software. mage Page  6.
Atan User, boxed and as new. E155 o.n.o.
Phone. Marc on 0634-685474

MAPLIN WORDIMAKER: Speech synthesis-
er (uses stored words on ROM ; tor a better
quality speech synthesis) £ 2 6  Log ic Probe
tor hardware fault-finding. E6
0502-566026

XL SYSTEM: 800XL with Indus GT disk
drive. 1027 primer and software, E140 o.n.o.
Tel 0753-853166 (Evenings)

XE SYSTEM: Compatible with most soft-
ware arid hardware from XE/XL systems.
XC12 cassette recorder, joystick. games.
posters. magazines, mail-order catalogs for
games. ,
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guarantee. Computer ir  good condition but
unboxed and buyer would need to collect
Phone: 041-552-3477

DISK DRIVE: 1050, boxed as new with E300
worth of software. E100. Tel: 051-339.8334

PLEASE TRY AND KEEP
YOUR CONTACT NOTICES
AS SHORT AS POSSIBLE
TO ENSURE THAT YOUR

NOTICE IS INCLUDED
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CASSETTE DECK: For Atari 000XL • must
be in good condition. Will pay well. Te l:
0533-417779 or contact Russell Gamer, 41
Severn Street, Leicester. LE2 1BN

PM INTERFACE: If anyone has this prog-
ram by XLENT software, please contact me
Please state once, o r will swap PM Icons,
etc. Steve Trice, 120 Duck Lane, Eynestury.
St Neots, Cambs PE1 9  2E0 . Tee
0234-41445 (daytime)

8-BrT LITERATURE: Have you got any
wanted books or magazines'
, Y e s ?  
T h e n
please send them to Czestaw J Mra ll,  Rana
4 85-845 Bydgoszcz, POLAND

ASTEROIDS!: Please has anyone got a
copy of Asteroids on ROM cartridge let-bet
which they would be willing to sell? If so.
please contact Brian Wells on 0452-20141
(eveningseveeltence

DISK DRIVE: Suitable for 48K Atari BOO
compeer Must be in good condition. Any
reasonable price paid Phone Derby
(0332).761831 alter 6pm and ask for
Seihrat

PRINTER INTERFACE: For Aiphacom 42
winter to use with 800XL. Phone
0235-817670 or wine to: 15 Warner Cres-
cent Delcot, Oxon. 0)(11 e .jy

XE SYSTEM : 130XE. 1050 d isk drive, 1029
printer. XC l2 . Color Monitor business, edu-
cational & simulation software, Any or all!
Tel: 0302-538547 after 5pm

MAGAZINES: Page 6 • issues 1 and 410 7
indesive, UK Alan Computer Owners Club
Magazines 1SSueS 1 to  6 inclusive Reason-
able price paid Write  to Paul, 17 Spring
Road, Clifton. Shefford. Bedfordshire $G17
5RE

PRINTER: Dot matnuDalsywheel required
for Atari XL 1 E. Good condition only, prefer-
ably accepting single A4 sheets though not
essential. Please write with full details to: Mr.
J.C. Stockport 19 Heather View, Skipton
BD23 2SD

MAC/65: Help with same or its mania ' Ring
Tommy on Harwich (02041 690259 or write
to' Tommy R O T  M id wa y C B. Club, PO
Box a . Florwich. Bolton. Greater Manchester

MUSIC ADD•DNS: Cassettemartridge soft-
ware and hardware for 8-be system. e g ,
replay sampler, etc. Phone: 09282-2243 or
write to R,A.Eeans. 42 School Lane, Elton,
Chester Cle2 4LN

COMPUTE! BOOKS: First, Second and
Third Books Of Atari, Must be in geed condi-
tion Ring Bean MI 021-742-8038

GET IT RIGHT!: Can anyone let me have a
copy of this? I don't know wnere I can get
hoet of a copy. Phone 0827-894978 (I will
supply a  blank tapedisk)

ATARI USER BACK ISSUE: July 1986 edi-
tion in good condition Phone: 01-852-0976
after 5pm

PREPPIE: I want a cassette version of this
game. Can anyone nap? Eric Denning. 17
Grange Road. Albrighlon, Wolverhampeie
(090-722-43341

EASTERN FRONT SOURCE CODE: For
8 be from APX Must  be d isk based and
include lu ll documentation Please contact
MB on Reacting (0734) - 867891 evenings,
or write to 7 Chnstchurch Road, Reading,
Berks RG2 7AA

DISK DRIVE: 1050 or XF551, must be
cheap and working Write  to David Sharpe.
Shannonville. Clones Road, Monaghan (Tel:
047-823421

More CONTACT on page 50
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READERS OFFERS
See this page and inside front and back covers for details

FOR YOUR XL/XE
ISSUE 40 DI SK (with GRIDwARS) E 2 . 9 5

ISSUE 39 DISK (with PRO GOLF) E 2 . 9 5  7

UNDER STARTERS ORDERS
Cassette E 2 . 9 5  r
-
1
Disk (Issue 37 disk) E 2 . 9 5

TURBO BASIC (Disk) E 3 . 9 5

SPELL ME
Cassette E 4 . 9 5
Disk E 6 . 9 5

MINI OFFICE II 0 4 . 9 5  0

FOR YOUR ST
STOS BASIC £ 2 1 . 9 5
STOS MAE S TRO PLUS £ 4 9 . 9 5
STOS SPRITES 6 0 0  E 1 0 . 9 5

THE JADE STONE E 9 . 9 5  I  I
DOMES OF SHA TRI-PAK £ 9 . 9 5
TARI-TALK £ 1 9 . 9 5  I  I
CLIP ART COLLECTION 1 E 1 0 . 0 0  I
CLIP ART COLLECTION 2 E 1 0 . 0 0  n

Postage included in U.K. Europe add El per  order.
Elsewhere in the World add E2 per order.
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Please debit my credit card above with 2 E x p i  7 date:Signature  L I U

Send your order to
PAGE 6 PUBLISHING

P.O. BOX, 54, STAFFORD, ST16 1DR
Please allow up to 28 days fo r de livery

Please feel free to photoopy this form or wrde your odder it you do not want to cut the magazine

SUPPORTING YOUR ATARI
UPGRADED TO ST?

Don't throw your old files away use

TARITALK
The most effective way of  transferring files from your Atari
8 bi t  system t o  your  ST wi thout t he  ne e d for a  costly
interface. TARITALK comes compl ete with interface cable
and software to transfer text files, database information,
pictures, music files and mor e to your  ST

TARITALK is just £19.95
and is available exclusively from PAGE 6

- use the order form or telephone us for credit card orders

Let your young ones enjoy learning with your XL/XE

SPELL
ME

'Wi t  L  r t g t i  O P T I 0 0 : 1

l
a
b
C  
d
e
f
g
h
l  
j
k
l

n o p q r s i t u v W x y

I t .
H U M

A delight ful program to teach four to five year olds the alphabet
plus word construction and word and picture association. Guide
them with those first steps whilst  also teaching how to enjoy the
Atari as a  creat ive tool. SPELL ME has been written by a qualified
teacher a n d  has  been enjoy ed b y  hundreds of  Atari owning
youngsters. Why  not  let  your children enjoy  it  to?

SPELL ME is available on cassette at £4.95 or disk at 56.95 exclusively
from PAGE 6. Use the order form or telephone for credit card Orders

t  N O W  AVA I L A B L ECLIP ART 2
MUMIlltkCIVOMMOVIMMOM100/0411

for use with Fleet Street, Timeworks, Easy-draw,
1st Word Plus, in fact any ST desk top publishing

or layout program
ONAAsiketiallsiltAusestemAAAAdAlle"AttelliolkitkAWAAWAsAA^AltAeleilealAsei
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disks in compressed format with
full instructions on conversion
to use in the most popular prog-
rams on the any ST computer

All images are in the public domain
and may be freely used -  many are
ported over from the MACINTOSH -
subjects include general, animals cartoon ,
borders, headers, classic art, whimsy, holidaY
-
'
c
,

symbols and much more -  give your work real class!
XX,X,XX,XXXX,X

FOUR DISK collection just EU)!
CLIP ART COLLECTION 1* Still available at E10

Ask for  CLIP ART COLLECTION 1 or  2  available only from

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
Pay by chequel lostal  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

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 - A players
• Full colour animated race graphics
• Save game facility
' 7 races per meeting
• Name you own horses
• Photo finish and more Do you really want fun soltware on cassette?

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

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

New Atari User - issue 40 49



[WANTED
LISTINGS NEEDED: Does anyone have the
listing for Ian Finlayson's Cassette Database
from Issue 37 of Page 6? I would be willing
to give El .00 for the magazrne Photo-copy
of listrng accepted. Phone: A.Marsh on
0303 40669

DISK DRIVE; 1050 disk drive warner: Te l
0753-853166 !Evenings
,

CONTACT

PENPALS/HELP 1
LISTINGS HELP: Can anyone help me with
the tollowing listings from previous Atari
Users o n  cassette please): MCO Test, Get
II Right II. Melody Maker. Scroily Text Editor.
and has anyone got Turbo Basic on casset-
le? Write to Andrew Hawkins at 57 Merridate
Road West. Pennfields. Wolverhampton,
West Midlands. WV3 ORJ

ADVENTURE HELP!: Can anyone tell ine
how to use the tea in  Hrich-Hiltens Guide TO
The Galaxy tor the ST? Arty other informa
lion on this game would be very much
appreciated. Please w ile  to: Ten Herman.
75 Prince Edward Road. Billericay, Essex
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and FRE E  m onthly  news letter . A ny  age
group welcome Programs from USefS wel- S T  USERS: Wanted to swap hints, lips etk.
come. Wa le  to: Mark, 23 Saturn Close. Lard- a l l  letters answered Contact: R.Chapman,
shill. Southampton SO1 BBD 1 9  Coleridge Close. LeyteIds Taraworth,Staffs B79 e n s
POLISH XL  USER: a rras an 800XL and
1050 Wants to exchange experiences in X E  PENPALS: I have got many cassette
wor
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RoIna 4. 85-845 Bydgoszcz, Poland l i k e  to exchange some of yours tor mine?Please write volti list . All letters answered.
8-BIT USERS; I  have a t  30XE with a DIO M r .Je a n -Pie r re  (Stare. 38 Lancaster Gale,
Disk drive and an Epson printer. I  would like L o n d o n  W2 3ND
to hear from any other 8-bit users to swap
hints & tips. I  have a massive collection of X L  USER: My name is Peter and I have a
software trees, including adventures. utilities 8 0 0 XL  and 1050 disk drive with laser and
and arcade games. All letters answered. o v e r  200 disks. I  have Forth, Pascal, Turbo
Write to: 'M ick the Fish', 7  Foundry Mill e t c _  and would like to contact any male;
Crescent, &se cre t  Leeds 14, Yorkshire. or l e r n a le  of any age to exchange info. Write
phone on 0532-640307 t o :  10 Sunningdale Avenue. Acton, LondonW3 7NS

TURKISH XL  USER: My name is Ogushan.
I have an 800XL. 1050 disk drive and XC12 8 - B I T  PENPALS: I have an 800 148K), 1050
tape unit la in  interested in all types of d r i v e  and 1010 tape. I  would low to contact
software adventure games. etc Ai l  letters a n y b o d y  with an 8
-
b i t  a n d  d i s k  I  l i k e  
a l m o s t

answered. wn le  to: Oguzhan Imrek. Meklep a l l  types ot software especially graphics I
Cert. Zater So k. Zaler Apt. No_1517, a l s o  have a  Koala Pad. Write to, Gordon
Kugukyalilist. TURKEY 81570 M c K e o w n .  1 Tye  Gardens. Swindon. WiltsSN5 6ES
AUSTRALIAN XL USER: Humanist f251 XE PENPALS:. I would like to near from
happens to have a 64K XL. 610. 10$0 and a
very non-standard printer. I  ern interested in a n yo n e  who has a 65XE.130XE I  have a65XE and XC l2  datacorder and variOuS Soh

-games design, programming and playing
fespecially Ultima or Alternate reality). la m  w a r e  hints & tips. It you are interested
very interested in programming techniques I  p le a se  wale to me with hints and lips on
also love Japanese animation - but NOT like so f twa re . ALL letters answered, write to Le t
Transformers or Mask, it  you know what I G r e e n fi e l d ,  3 Hadley Close, Elstree. Harts
mean! - Everythtng But The Girl, Paler S. W D 6  3LI3
Beagle, J.R.R. Toikein. moves. Black Adder
and the Bnlish Atari scene. So  if  you are H E L P I :  I wooed like to hear 'born anyone
somewhat Similar, live  in the vicinity at Great w h o  has an 1300XL For similar) along with a
Britain and want to be my 'Norval, then 5 . 2 5  drive and printer. I  once owned an800XL myser and have put data onto Someplease send your particulars o r a postcard
to: Glenn Miller. 57 Parkes Lane, Terranora, d i s k s  which I  would now like to see in print I
NSW 2486, AUSTRALIA s t i l l  have my copy e l Mini-Office II and therelevant data d isks. Naturaity, I will pay for
XLIXE PENPAL : Anyone out there fancy t h i s  Service should you wish it  On ly con-
writing to me? I awn a  130XE. 1050 drive
and a 410 cassette deck. I like  games, utili-
ties and demos I  am 18-years-old and
would like Male;Female users al about the
same age !but I'm not bothered) preterably
in the Bedford area b u t  again not
bothered!). Contact: Mark Dro ll. 20 Con-
naught Way, Brickhill. Bectlord MK41 7LEI

50 N e w  Atari User - Issue 40

ADVENTURERS!: Coated required with
Et-bit!ST adventure players throughout the
World. All letters answered, considerable
game halo available Write  to: John R. Barn
sley. 32 Merrivate Read, Rising Brook. Stat•
toed Staffs. ST17 9EB England

Tufi tuSH XL  USER: To all XL owners with
disk drive I 'm  Yuksel Turkel (22 years.) and
I have a 800XL. 1050 disk drive. 410 tape
unit, 1029 earlier and many disks. I  am
interested in  all types of software. I wish to
exchange my programs !eat everyone
around the world. Write to Yukse l Turkel_
Sakarya M., dalyan S.. 8  Cbeci;Ankara.
TURKEY

8-BIT USERS: I  would lace to hear from arty
e-bri user. I  have a  800XL with 1050 drive. I
would like to swap hints, t ips. etc. I  am also
seeking a Gremlin or Laser or anything simi-
lar. All letters answered. Write to: Mr. R.
Robertson, 19 Littlebury Green, Basildon,
Essex SS13 I  PA Of phone (0268)584006 in
the evenings

XL'XE PENPALS; Contact wanted with any
6-bit users still out there, equipped with d isk
claire. with a view to exchanging hints & tips,
etc., On programming and software. Mark
Jones, 48 Maentty Way. W.Pontnewyda,

strain, IS nor TOO far please! Wale to:
Mr G Hazel 7  Church Road, Hareheld. Mid-
diesex U89 60W (Thanks!)

8-BIT PENPALS: I would love to hear from
anyone in h e  World to swap hints and bps,
etc a l l  letters answered. Wow. to: Andy. 25
Malcolm Avenue Clif ton. SWintOn, Manches-
ter M27 2HF, ENGLAND

CONTACT i s  t i l l  I  " I  b a r g e  a n d  m a y  b e  use d b y o ilir S t a r i
e nthusia st f o r  ro n t o ,  ling  o t h e r o wn e rs. A n y  n o t ice  i  es, ludo('
except those  o f fe ring  sof twa re  o n ly f o r  sa le  o r  e xcha nge  or those offe r-
ing ite ms for sa le  com m e rcia lly. The  Editor reserves the  rig h t  to omit  a ny
notice  re ce ive d a t  h is discre siost.

Send yo u r  CONTACT not ice  t o  CONTACT,  PAGE 6 . P.O. Box 54, Sta fford,
5 1 I 6  I O R . Ple a se  w rit e  yo u r not ice  o n  a  separa te  sheet of  paper,  not a s
pa rt o f  a  le t te r.

XL/ REPLACEMENT S TXE
EXTENSION CABLES

BROKEN JOYSTICK?
Nine Out of ten 'broken' joysticks requite
only a replacement Gable since the wires
often break at the plug end With Atari
type joysticks, simply slip the spade lugs
of this replacement cable onto the PCB.
Should fi t other joysticks although the
lugs may need replacing

REPLACEMENT JOYSTICK CAKE £2.50

OTHER CABLES FOR ST

HARD DISK REKACEMENT CAM
HARD DISK EXTENSION CABLE 11 ICIRE)
HARD DISK EXTENSION CAKE 12 METRE
2 METRE FLOPPY MK DkVE CAKE
METRE FLOPPY DISK DRNE EXTENSION CABLE

1NOST
,
5211S
TRI  
T O  
M O
N I T
O R  
W
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K
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R
I

SOCKET
52051 '0 PHILIPS 6533 MONITOR
MONCLOIOUR SWITCH UNIT
(Allovis mono zot mint MOIADES tO
Danneclea svatcherri
PO Of COli ED MIDI LEADS

£1395
£14 95
£1595
£13.95
E14.95
E19.95

C1095

MOVE YOUR PRINTER
Mai printer cables are only 1 metre
forcing you to keep the printer close to
your computer. You don't need la be so
restricted, these excellent quality long
Gables will solve the problem. For ST to
any Centronics printer

2 metres 0.95
3 metres £11.95 5  metres 05.95

El9Ck A l l  cables are top quality
for faultless data transfer

E6 95

ST JOYSTICK/MOUSE
EXTENDER

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

£5.95
CABLES FOR XL/XE

LIE 1 METRE REPIACENINT
SERLAL CABLE
XL2YE TO NCR MONITOR

TO SCAPT
XIX TO COMPOSITE VlDEO

Post arvil osoltifig tree in  UK. Send cheque or P.O. or ovule Acco sS
i
N isa  e m b e r  t oPAGE 6, P.O. BOX 54, STAFFORD, 5116 lOR

Telephone orders by Access or Visa accepted. Tel. 0785 213928

Lik
22 95
24.95

ST to 850 NULL. MODEM CABLE
you already have an 650 interlace or

PR Connection you can now hook your
MACE up to your ST and transfer files
with any comms program This cable
simply plugs between the interface and
ST modem part Use Kermit lavailable on
both machiflesj or similar to transfer files

£8.95

UPDATE
CATCH DAY (ISSUE 39): What a pig! Anyone who
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
following:

1. Put a REM at the beginning of line 976
2. Change TS 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 for a T
Amend the random values in lines 2100 and 2105 to *10
and *20 respectively.
Change line 2110 to

2110 1.,B=LB-FINT(TIND(0)*6-1-1 :F=F-i- 1 :ILEUM N

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 (leav ing Gordon at  one address and his
130XE at  another! ) meant  t hat  there was no t ime to get the
column done. Back next t ime, promise!
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DRAKKHE N is the first role pl ayi ng
ga m e  fr om I nfogr ames
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STOS COLUMN
Redefining

the keyboard
Mini Slide Show

NO RTH AND SOUTH
f r om I nfogr ames re-
traces four  years of
the  Amer i can Civi l
Wa r

CARTOON CAPERS -
w i nne r  of  Mandar i n's
STOS pr ogr a m m i ng
compet i t i on and soon
to be released as the
fi r st  offi ci al  STOS
wr i t ten game

n ar cade
ames
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1
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Infogrames seem to have a  busy schedule ahead despite, i t  seems, now working from France once agai n (that's where al l
the i nfo is coming fr om) wi th the l aunch o f  their  Pocketsoft l abel  whi ch wi l l  br ing you budget price (that means £9.99)
versions of  the Infogrames hi ts l ike CAPTAI N BLOOD, TNT,  STI R CRAZY, MACADAM BUMPER, PHOENI X and TURBO GT.
For some reason these games wi l l  only be avai lable on doubl e sided disks despi te bei ng or iginal ly issued as single sided
disks. New releases from Infogrames include NORI  H 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 pr ogr ammi ng team of  five people
so i t  shoul d be good.  I t  is a  role playing game based on a  fa r  pl anet where a strange island is growing at an alarming
rate, the  i ntr epi d adventurers must discover the secrets of  a new Genesis on the planet.  Domar k capitalise on the success
of  Trivial  Pursui t wi th the  release of  PICTIONARY,  the computer  version o f  the popul ar  boar d game.  O f  course there's
no stoppi ng Microprose who i n thei r  many guises now seem to have grabbed a large share of the games market.  RAI NBOW
WARRI OR is a  new unique computer  game in which 'players conduct peaceful, direct actions to br ing about a better  world'.
Wot,  no blasting? ACTI ON FI GHTER is based on the Sega ar cade game,  four  tough sections battl ing over l and and sea.
We ar e goi ng to r un out  of  room so here's Just a list of  others to look out for in the coming months under  the MicroStyle,
AlicroStalus or  Fi rebi rd labels -  STUNT CAR RACER,  TOWER OF BABEL, RAI NBO W ISLANDS,  ORI ENTAL GAMES, RI CK
DANGEROUS, XENOPHOBE,  RAT PACK,  EPOCH,  QUARTZ,  SURVI VOR,  MI DWI NTE R AND CONTACT.  Wow,  any room for
other  publ isher 's s tuf f  on the shelves? Populous fanatics can have even mor e fun wi th the release by Electronic Ar ts of
POPULOUS: THE  PROMI SED LANDS whi ch has data  for  five new worlds. Activision also keep busy with GHOSTBUSTERS

pl anned for  December  and ALTERED BEAST i n whi ch you have to 'collect the mystical  spir i t bal ls from your  slayed
opponents'.  Not  sure what  category that  fi ts i nto!  Also due are SUPER WONDERBOY and DYNAMI TE DUX. Activision also
have a  fl i ght  si mul ator  pl anned cal led BOMBER.  Coul d be interesting.  Ti me to go,  l ook out for reviews of many of thesegames as (i f?) they come i n.
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HARD DISK REPLACEMENT CABLE E13.95
HARD DISK EXTENSION CABLE (1 METRE) E14.95
HARD DISK EXTENSION CABLE 12 METRE) E15.95
2 METRE FLOPPY DISK DRIVE CABLE 03.95
2 METRE FLOPPY DISK DRIVE EXTENSION CABLE E14.95
1040ST.'520STFM TO MONITOR WITH SCART SOCKET E10.95
520ST TO PHILIPS 0533 MONITOR E10.95
MONO,COLOUR SWITCH UNIT E19.95.9
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"INVENTORY CONTROL
at CASH REGISTER PRICES!"

AR D E  P  m 1 1
0
°
1 1 1 1
1

CRICIT is  an integrated Cash Register  &
Inventory Control package. For the price of a cash
register, you can own the complete Bar Code Ready
CRICIT System.
• 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 lis ts  in list and label formats
• Lay-aways, auto-discounts, stock searches
• Categories, departments, non-stock items
• Between-store reporting via modem
• User-friendly error correction and training manual
E249 + VAT.
SOFTWARE
DCPRESSI /
COMPUTER SYSTEMS LTD
212-213 BROAD STREET.
BIRMINGHAM. BI5 I N
Telephone. 021-643 9100
TeleFox 021-643 8358

1140ST. k4onovirDrrle
P. m l a d
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Dealer En U11405 Welcome

MINIX
(A UNIX CLONE)

FOR THE ATARI ST
Yes most  of  the power of  a  unix type mult i tasking, mult i user
system that  will run on any  ATARI  ST ideal for use as the main
ST operat ing system, o r  as the best unix teaching aid available

Supplied on 8 s ingle s ided 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
MINIX Version 1.3 for the IBM PCIXT/AT640K
MINIX upgrade kit to Version 1.3 from 1.1 or 12
OPERATING SYSTEMS book 719 pages

E85.60p + vat
E85.60p + vat
E32•10p • vat
£19.95 no vat

Full range of books on MINIUNIX available
Registered User Support Service

ACCESS - VISA by PHONE, same day despatch P & P E3.00p
S.A.E. for full details

THE M IN IX  C E N TR E
FOR N C ETT-EN D N r  N OR WIC H

N OR FOLK , E N GLA N D  N R 1 6
TEL:- 095389345

MINIX is a  trade mark of Prentice H a l. UNIX iS a  trade mark of AT&T
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For High Quality PostScript
output on a Linotronic 300

printer at resolutions of up to
2400 lines per inch.

From your Atari using Fleet Street Publisher
files or PostScript files from other programs.

Prices from OM per 44 page

For on information
pock, send your
name and
address to:

Phil Coates
Setting Studio
Si Thomas Street Workshops
St Thomas Street
Newcastle upon Tyne
NE1 ALE
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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 to be so
restricted, these excellent quality long
cables will solve the problem. For ST 10
any Centronics printer.

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

ST to ST NULL MODEM CABLE
Now you can play all those games like Populous. F-16 Falcon
arid others in two player mode by connecting your ST to a
friend's machine. Simply connect two machines together with
this 2 metre cable and play away!

Price E9.95
OTHER CABLES FOR ST

ST JOYSTICK/MOUSE
EXTENDER

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

E5.95

(Allows mono and colour menders to remain connected and switched)
PAIR OF COILED MIDI LEADS E 6 . 9 5

Post and packing free in UK. Send cheque or P 0  o r gunte AccessiVisa number to

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
Telephone orders by Access or Visa accepted. Tel. 0785 213928



BORODINO and ARMADA
TWO CLASSIC WARGAMES FROM ATARI
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new concept in  wargaming,  The
idea is to recreate what  it  would be

like to be the historic commander of an
army,  play ing only  the role of  one man
(and not  mak ing decisions for anyone else
in the army) and communicate wit h his
subordinates in the same way as his his-
torical counterpart  (giv ing writ ten orders,
receiving messages, asking questions and
so on) :
This was Dr.  Peter Turcan's objective

when he set out  to produce Borodino,
which recreates the major confrontat ion
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,  wit h
131,000 men (inc luding 28,000 cavalry
and 587 guns), or Kutusov, wit h 120,000
men (inc luding 17,000 cavalry, 7,000 Cos-
sacks, 10,000 volunteers and 640 pieces of
art illery).  Or you can play  a two player
version - even by mail  i f  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 capabilit ies of
the one character you have chosen.
Alt hough you can look in any  direct ion
you can only  see what  Napoleon (assum-
ing you are play ing 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 t ime - your
messengers have to ride across the bat t le-
fi eld to deliver the messages, whic h may
be misunderstood or ignored, or indeed
never arrive! The only  other informat ion
you get is reports-and requests f rom 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

I
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Publisher:
Price:
Reviewer:

BORODINO and
ARMADA
ATARI
£2999  each
John Sweeney

1

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
NORTH FLANK TO THE PON-
TOONS LINKING WITH NEY.
These, and many  others, are

all c learly explained in the
detailed 64-page manual
which comes wit h the game.
You also get a laminated map
showing the batt lefield. One
side shows the main moves
which occurred in the actual
battle, the other side is for
you to record your current
battle, us ing the specially pro-
vided pen.
To help you in your planning

you can use the mouse as a
telescope to request detailed
informat ion about  any thing
in sight. Once you have en-
tered a set of  orders the com-
puter spends two or three mi-
nutes s imulat ing the next
quarter of an hour of the bat-
tle, Brief  messages flash up to indicate the
current phase, PLANNING,  MOVING,  FIR-
ING, etc., then the 3-0 v iew is redrawn.
The manual  tells us that  t he  batt le is
fought  to extremely detailed rules, s imilar
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 lit t le
more help, the game provides some 'cheat'
modes which al low you to see all messages
between the lesser generals (yours and the
enemy's) and to v iew the bat t lefi eld f rom
any posit ion.
Armada is v irtually  ident ical in concept.

It is 1588 and you get to play  Lord Howard
with 72 ships or the Duke of Medina-
Sidonia wit h his Spanish Armada of  97
ships (there were more but the smallest
ones are not  implemented!).  This is a lit t le
faster - half  an hour of batt le 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 - Arrnarda. Top Borodino

SIGNAL HAWKINS, 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 opt ional two day batt le for
you to t rain on.

•  GAMEPLAY - excellent range of
commands and parser - a well
thought out and presented idea.

•  GRAPHICS - good 3-D represen-
tation o f 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 - I f  you are not a
serious wargarner 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.

New Atari User - ISSU1 40 5 3



ARCHIPELAGOS
exploring the land of a thousand islands
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game to review; people seem to
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 deju 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 El key to build new
land. Once they are joined you can destroy
lots of big rocks and then blast your prime
objective - 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 us you go along, but about twenty
are detailed maps of Europe, UK, the
Logotron Turtle, etc. which are rather line.
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,

1  Title:

ARCHIPELAGOS
Publisher L OGOTR ON
Price: £ 1 9 . 9 5
Reviewer: J o h n  Sweeney
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covering the  land
with blood wh ich
destroys you at the
slightest t o u c h
(Hey! I  t h o u g h t
this was non-vio-
lent!). Th e  Trees
only move  when
they reach the bot-
tom o f  their spiral,
so they are not too
hard to avoid.

Necromancers
wander a r o u n d
destroying t h e
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  I usually sit out at sea until
they have finished doing their thing then
carry on with the game.
Lost Souls ore little whirlwinds that wan-

der at random - if they touch you, you die.
These are the deadliest of your enemies us
they move quite fast and give no warning
of their presence. I 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
enough 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 I 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. I
heard someone say that it gets quite
hard around level 4000, but I 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 (Aso 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 Fl 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 you want to use!
The supposed lack of violence is also a
little frustrating - I would dearly have
loved to be able to destroy one little
W 81$%* 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!

•  S IGH T S O U N D  - 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 o f the game!

•  GAMEPLAY - 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 to
play more than a few levels



52081-FM SUPER PACK

Me n Super Peon i t  Ktral to r you rt you vale t le  own oe to •  hymn e twl
milt the  beet on enionainnwmt se ame n  T h e  Pe ck include s •  5205T-FM
woth MIAL, RAM. e  e rAt-in  IM b  o ak d rive  o te l EWA p l lop parrie s e re  a
joystick. st you buy the Super Pack e t Se rA Sheo, ow alIt odd me  own ST
SUrte r Kit tweeth o w  =Ode. Free 01 Ome ga neben the  ozupon tot ammo

With SM124 mono monitor: C498= W i t h  SC1224 colour monitor: E6913=

[104051-FM PROFESSIONAL PACK
NOW WITH TV MODULATOR
For the owriOott horrYe user and the small busyness, we ere
pleated to  announce a  ne w package based around the
104051-+M T h e  10405T-11-M ha s  1  Mbyte R A M  a nd a
1Mhyle built- in disk drive. I n  addition. the  1040ST-FM
now corners with a TV  modulator buill- in. /The  previously
available 10405T- F was designed dor use with a monitor
only end did not come wen a modulator.)  This modulator
allows th e  104051 -F t o  b e  plugged directly in10 a ny
donvestic T V  set, a nd comes complete with a  lead to
allow y ou to  do  so. The  ne w *Professional P ic k  • fr om
Silica includes the  new 10405T- FM  with modulator plus
four high quality  s ofte n. ,  packages including a  spread-
sheet, database, word processor and programming tang
uage This  'Pr ofeasional Pack software etil enable you to
gel straight down to bUstness with your new computer. In
addition 10 this software 'worth ESE4.S4). i f you buy the
p yo te ssio n a! P a c k  f ro m  S i l i ca Sh o p .  yo u  wi l l  M ao  re ce rye
the S ilica S T  S tar ter  X i i  ( wor th clear M O ) .  Fr e e  O f
Charge. Return the coupon tor further intonnatiOn.

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

With SM124 mono monitor: E 5 9 8 r ,
With SC1224 colour monitor: E 7 9 8 M

11113 DISK DRIVE
£ 4 5 0  OF SOFTWARE

ARCADE GAMES
Arionold II i m a g i n e

Elite
Firebird

Elite
Mistenronic

• •  Elite
Electronic M s

Logotron
Ranarema H e w s o n  Consultants
Return To GerteSia F i r o b t r a
Roodwan M e l b o u r n e  House
Starquake M a n d a r i n
Test Drive E l e c t r o n i c  Arts
Thrust F i r e b i r d
Thundertits E l i t e
Wizball O c e a n
Xenon ,  M e l b o u r n e  House

Hewson Consultants

SPORTS SIMULATIONS

Beyond The Ice Palace
Black Lamp
Buggy Boy
Chopper X
Wart Winiors
Maisie Madness
Ouadrellen

MIAS
E19.95
E19,96
E19.95

E9_99
04_95
E24.95
E19,95
E19.95
El 915
E19.95
E19.95
17/4.95

E9.95
E19.95
[19.95
E19.95
E
-
1
9
_
9
9

Eddie Edwerds Super Ski E l i t e  El  9.95
Seconds Out T y n e s o f t  E19.95
Summer Olympiad '88 I r c e S o f t  E19.15

PRODUCTIVITY SOFTWARE
Organiser T r i a n g l e  Publishing f_49.95

JOYSTICK
Atari CX40 Joystick A l a n  Corp E a g g
FREE ATARI BUNDLE VALUEL45&97

ATARI 1040ST•FM I c o m p u i r e )  E499.99
VIP PROFESSIONAL ',Spreadsheet.' E149.95
MICROSOFT WRITE / Wor d Processor' 049.95
SUPERBASE PERSONAL fDateheeei ESL%
BASIC DISK a MANUAL ruieg.ikek  E24.98

NORMAL RRP: ESE4.82
LESS DISCOUNT: -f,385 82

PROFESSIONAL PACK PRICE: E499.00

2Mb & 4Mb MEGA ST
The  M E GA ST  °we t n e ss  e re  style d  as as lightwe ight ke yb o ard  Wi l t n se p arate  CPU,
COnnectiod by I  coated telephone style cable There are Iwo vendors of the MEGA ST.
the with 2SAbytes of RAM and the other with IMthrles S e th Yeesion has e 1Mbyte
double MOO drsk driye built- in to the CPU und The  MEGA ST's do not tome with
MoOdiator buytt-in and must therefore be used W1111 a monster With weery MEGA e'r
purchased, we will odd the  r  rosestlionel Pack SOftware !worth EZleaath deteded
above_ plus the Sae
we S T  S tarter K it!worth 2 M b  MEGA ST A P A b  MEGA STover E200I
both Free Crt Charge.
Return the  coupon + m o n o  m on i to r .E 9 9 6  + m o n o  m oni tor  = i1 2 9 8
tor further details + c ol our  monitor =t1198 •col our  monitor =L1496

E899 Ha MUM:.

DTP PageStream E149•,v1.
Deetslop Pubnentne a t e )  es one  e l the  lu lu s/  T o wn e  e ppice llorts to
, p e r s i x e lownpotere e k e s  peened Co w i n o • .  C powntrui 0 0 . We  penlegn tor the PArt
oared e agssirsann Pe oe Strowe  o n e s o re , Ele a 1•005T.q.171.361 e nd. bootees
, nworks we t e n M an  104051 and  e  Se e man. &P-laKkal Do me , you th ri  be  uo and
meows we t a  condoler, system tor N u  Men M OO Some of the Whe w a l
Pade Stre e n are  Itste d 10 the  rcp t.  I t  yo u  would le e  Further Infonte rion on th is
coogrem, complete and Ne on  the coupon be low wising I ts t r w  b
e n  i n  a s s  n e
m . .•
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II you already own an Atari ST computer and would like to be registered cm our mailing list as all
ST uattx let us know. We will be pleased to seed you COPWS 01 our Price 11911 and newsletters
FREE OF CHARGE as they become in-ridable Convene the coupon and return it to our Sidcop
branch and begin exparaincing a specialiel ST s e m ., that is second to none

SILICA SHOP: " M i l

TExT.FLOW AROUND GRAPHICS
RO TATIO N O F  T EXT  GRA/ P e l e e /
SL ANT  O P T WIST  ANT  o f fu e ct
POSTSCRIPT ComPATIOLE
TAG F UNCT IO N
AUT O M IANUAL  KE RNING I  HYPHENAT IO N
O MO UPINCI O F  O BJECT S

Mr/Mrs/Ms:

Address:
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OP E N: M ON - S A T 9arn 5 3 0 p m  a l - A T E  N IGH T: FRFDAY  Alm -  lpert

1 -0 1 •4 1 3 0 1 , 4    0 1 - 5 8 0  4 0 0 0
52 Tottenham Court Road, London, l ifl P 0 9 4

OP E N: M ON - S A T 9.30em - 6 0 0 pm  L A T E  N IGH T: N ON E

L O I S I D O 1 N T    0 1 - 6 2 9  1 2 3 4  e a c t  3 9 1 4
S e l fr i d g e s  ( 1 s t fl oor ) .  O x f o r d  S tr e e t.  L o n d o n .  W I A  F A  s  D o  yQU already Own a Computerit SO, which one do you own"OP E N: M ON - S A T 9Am -  6  00pm L A T E  N IGH T: TH U R S D A Y  gem H p r n 1 M  M I

AL
ATM
111

S T  C C O M F
1 -
E I T I M R , S

The range ot Atari S T computers otters something for everyone. From the gamest enthusest
* t o  wants the challenge of the wary hest in arcade action. 10 the buSillessMen who wants to
make financed° tome-451s or  laultiess presentations T h e  S T offers thigh quality gravenen
SOund and speed for the garner. whilst providing a fast. utter friendly and affordable solution
to buedless. The S T is now tirmly established in the lkome enyiromnahl and boasts a wealth
ot users in education. local government, television, and a  variety of different buturiesses.
Software for  the  range stretches to  Cared applicatons a s  diverse as  ENTERTAINMENT.
ACCOUNTS. ART. COMMUNICATIONS, COMPUTER AIDED DESIGN, DATABASES.
DESKTOP PUBLISHING. EDUCATION. MUSIC, PROGRAMMING, SPREADSHEETS. WORD
PROCESSING and more. For a full le t ot the software available, as well as detaris of the ST
range. complete and return the coupon below e s p i e w i r m w o r  Mom iraeveletywy

520514461 EXPLORER PACK
W I T H  BUI LT- I N 1 M b  DI S K DRI V E

The value for money offered by the Atari ST range is reflected in the Explorer Pack
featuring the 520ST-FM computer with 512K RAM. The 520ST-FM computer now
comes with a built-in 1 MO double sided disk drove as well as a tree mouse controller
and a  built-in TV modulator The  new 520ST•FM Explorer Peck includes the 5205T-
FM opmputer the arcade game Ranarema, a tutorial program and some useful
desktop accessortes In addition, if you buy the Explorer Pack from Silica, we will
grwa you the Silica ST Starter Kit worth over £200, FREE OF CHARGE Return the
coupon lot details of our Starlet Kit and of the full ST range.

+ SM124 mono monitor: 098 Tc., + SC1224 colour monitor E598

Rotors you decode when to buy yew' near Alin ST
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Otki a compute r a  law pe nche als and the loo len aiding
PINS, Tlwra are FEWER corrodnee iono can oiler e woe
farce . Ot Products lo t stu t COMpUblr arA e xp e l * * ne e
and help when you need i t Thwe  a  M I T  CAIE
compery wins can proem tte  largest woe  cd Man ST
retated vociucti el the UK..1 toll w e  Alen ST specisest
te chrwe i hetpline and it-de pth afte r sake  supoort, i rc-
Wang ente rely/keen and arcchura delivered do your
doer lo t as long Co you require  alte r vou purchase  your
atmaitte r T h al  cre  caWsperty is S i l t .  Shoo. We  h aw
Man established yn itS tome  computer Field for ten ye ws
with o r a rraA  aarro var tr e xte n t Of 03  trillion and can
now O w  to  m e i  out CualOMNS roquire ne rds wi l t O r
wecracy and understamarg which a  second to r ow
But due l p at lake  Cu, watt  to t ,
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the coupon below lot our latest ',endure and Pepin to
expeneidoa the &Ice Shop specialist Awl ten

SILICA STARTER KM  worth ciota 11201. FREE
witb eon.). Men ST compute r bought from Se ca.
PRO F ESSIO NAL  PACK, i t roe tate me ta soniviste
with INO ST .F  id end M I C A  srn  nought From Se ca.
DEDICATED SERVICING: 7 b i lk
,
*  A w l  O w n e d
alsel we t o u rs c o m e r
-
m e  o n  
A l , ,
,  
m e t e o r i c
'

T NE KAL I  S T O CK R A N GE  M I  o r  yo u r M an
rettutrereemsbrom isne piece
AFTER SALES SUPPORT: i te  Ana ai &AAA ore
dedicated to help yni. 910. Ina nest trom 'Our ST
F REE CAT AL O GUES: Me lte d co wl  to your home
at e tron 1 , 1  print the m. re e tarn d  o tte rs e s
es an of the raw n e e r. . .
P IM I OVERNIGHT DELIVERY: On al herowere
orders shooed withn  Ito  UK re e rte rd
PRICE MATCH P R O N E  We will watch COMM
-m a c ,  o r , • m t n a  proe nc t  mov e  onc e  S e a
R i f f  TEChlhe CAL H E L A I N E  Full b rre  te rn  of
Man  te chrtcal woe rte  * wiry*  at your sereoe

FREE SILICA STARTER KIT
WORTH OVER E200

WITH EVERY ST - RETURN COUPON FOR DETAILS
ALL PRI CES Q UO TE D I NCLUDE  FREE UK Ut LI V LI I T

=EI  1=11 a n  I MO  O M  m i l  1•1111
To: Slice Shop Ltd., Dept PSIX 1080, 1-4 The Mews, Hatherley Road, Sidcup, Kent DA14 4DX
PLEASE SEND FREE LITERATURE ON THE ATARI ST

Initials: S u r n a m e ;

Postcode

D I J P



A MIDiors Guide to Music Making on the Atari

Desk F i l e  Ea sm  Pa t d . Envelope
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Ferns = I s Delay: 8 0
Rate: 88

Delith: 8 0
Stec 1  2  1  4  5  6  7  8
Rate 8 6  6 5 ....
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4 Bringing it
All Together
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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 unique 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 hove 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 PSS-680 home keyboard/synthesiser we've used
as our example in this series 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!

VOICE PATCH EDITORS

There are dozens of voice patch editors available for the ST,
priced from around E.2 for public domain programs to around
EISO 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,
con 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.

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 fi ll these,
and the RAMcord 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. E79) 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
E100 a time, but are superb quality products.
Regrettably, I've seen no voice editing or librarian software for

the PSS-680, not even public domain material. Editing isn't
difficult as the PSS-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 ST'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 us 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, Sc) 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 flies
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 I'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 E25 for the whole package you can't
really grumble.
Midprice packages include Hybrid Arts' EZ-Score at around
WO,  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,
so you can record directly from your synth without the need to
use microphones. The PSS-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 I 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, Sc) 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 PSS-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-li
speakers, available for around E100 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
MIDI.
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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 some 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 todoy's music stars. Who knows where they might
lead you? •
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logic's legendary Flight
Simulator II (FS2) I

was really excited by the pros-
pect of flying jet, their latest
simulator for the ST but let
me say straight away that let
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
ST's, but otherwise the pro-
ducts are as different as they
could be.
Pet 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 let'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 FS2, let'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

I
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Publisher:
Price:
Reviewer:

JET
Sublogic
£39.95
John S Davison
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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 dogfighting you'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 chaff,
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
your 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 waves?).

R ID E ON  A MISSILE!

jet has many of the view facilities of FS2
plus a few unique 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 D IS A P P OIN TIN G

Overall I found let 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.
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PERSONAL NIGHTMARE
A HORROR STORY IN YOUR OWN FRONT ROOM
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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) ond 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,
LOOK 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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The graveStoneS ar e  c uppe d and worn w i th age.
OaZing across t he  monw names carved o n  them, you
Ponde r y o u r  Own m o r t &L i t y .

1 Title:

Publisher:
Price:
Reviewer:

PERSONAL
NIGHTMARE
HORRORSOFT
E29.99
John Sweeney

A

this you can type
in commands i n
the t r a d i t i o n a l
manner for actions
not covered by the
icons.

The game starts
in the village pub.
You h a v e  co me
home t o  invest i-
gate a rather wor-
rying le t te r f ro m
your m o t h e r .
There is a hit-and-
run ca r 'accident'
outside t h e  p u b
and yo u  become

mtk
t  4

T A M
0400
OPEN

CLOS*
LOCK

UNLOCK
M I N I M
LOOK I N
EXITS
LOOK

I T

Mul e
ResTome

deci pher  i t .
The a x e  bl a de  I S  bl unt  and ba dw  r us ted.

fi ppar (mtl y,  whoever  i t  was , leas Ki l t e d by  an axe
Low t o  t he  Che s t .

even more suspicious. Your questions and
searching soon reveal that all is not well
in the quaint little village of Tynham
Cross - rumours abound of missing girls
and witchcraft. 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 die!)
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
I 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.

There is a wide variety of problems for
you to solve. On the simpler side there is
the standurd 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.

•  GAMEPLAV: 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 - i t 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!
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c omes  along whic h is
dif ferent  enough f rom

tne rest that  it immediat ely
grabs your at tent ion,  Wicked,
f rom Electric Dreams,  is a
g a me  whic h has this quality.
The g a me  is based on the
anc ient  myth of  good agains t
evil. You are a mere mortal
who  is t rans formed into a star
of fi re as you now serve the
great  Sun God.
The g a me  itself is basically  a
single screen shoot ' em up
whic h involves cons iderably
more t hought  than many
other games  of this type
When you begin the game
the 'Eye of  Infinity' looks on as
you select your bat t leground
against  the evil forces in any
one of  the twelve great  con-
stellations of  the Universe (the
Zodiac  star signs). Onc e you
have been t ransported to the
constellat ion of  your c hoic e a
ma p  of  the stars unrolls before

FACTS
Title: K U L T  The  Temple

of Flying Saucers
Publisher: ERE Informatique
Price' £ 2 4 . 9 5
Reviewer
- 
D a m
o n  
H o
w a
r t h

SIGHT & SOUND
Good s ampled and digit ised
music  and spot effects, the
graphics  are mind blowing and
well detailed, a  gloomy  riot of
colour

GAMEPLAY
Init ially  diffi cult to pick  up but
once the controls are mas tered
except ionally  play able and
addic t ive

VERDICT
If you like adventures. Mic hael
Maorcock  or Science Fiction
get it!
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you. on which Key
stars of the system
are highlighted.  It
is at  these points
that  your fight
agains t  the dark forces truly
begins...,
Upon entering a screen a

number of good and evil por-
tals can be seen, eac h of
whic h is c reat ing good and
evil ' growt h'  respect ively.  The
main aim of  the game  is to
smother all of  the evil portals
with good  growth,  thus win-
ning the screen because no
more evil growt h c an be cre-
ated.  To hinder you in your
task of purging evil are the
guardians,  who are sent by
the Beast f rom the land of
Pandaemonium.  During day-
t ime, where the Sun God is
visible in the cent re of  the
screen, you hove the power
to destroy the evil guardians.
At  night,  when the Beast is visi-
ble, your shots are rendered
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produc ed by  the some
people  who produc ed

Capt ain 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
warriors) is to go and rescue
your girl f riend apt ly  named
Psi-Fi f rom the clutches of the
evil tyrants in the temple.  In
order to Infi ltrate their organ-
isation you hav e 'to prove
yourself worthy  by  fi nding five
skulls eac h prot ec t ed by some
fairly mind bending puzzles.
Surprisingly you are not  alone
on this trip and apart  f rom the
rivals also trying to gain their
status you hav e a ment ol

-1
1
1
1
'

•• •. ,
4
' 
•  
•

441 ;
4 4
,E
;•

w(
1
: 
-
4
7
4
4  
•
•
"
1
1  
-

• • F
"  •
• •

•  ,
• •  •  •

harmless against  him. Each
day  and night  throughout  the
g a me  the cent ral f ac e (Sun or
Beast) opens  to reveal a Tarot
card.  whic h In turn creates a
crystal sent f rom either the
land of  good or evil. These
crystals have the ability to give
you special powers  b u t  which
c an work  against  you.
In terms of presentat ion

' Wic k ed is superb. Graphics
are beaut ifully  drawn and all
animat ion is slick and in some
cases quite amusing!  Sound is
also of high quality,  the sam-
pled spot  effects are excellent
and add  great ly  to the
'spooky' feel of  the game.  My
only minor quibble is that  the
bac k ground music could
have been a little better.

KULT
to your ment or
who appears  as a
foetus and offers
Clues and adv ic e
in strange phone-

tic speech bubbles.
Many  of the problems need

some form of  special equip-
ment  to succeed in for inst-
anc e a goblet  is handy  in the
'Twins' encounter.  The first one
of these is given to you by  the
Master of  ceremonies  but  f rom
then you are on your own,
The atmosphere surrounding

this game is dark and grave
and the artwork  is like that
found on the cover of maga-
zines such as Amaz ing Stories.
Cont rol is by icons along the
side of  the ac t ion scren and
decisions are ac t ivated by
touching various nerve cells
on the brain icon. The pack -
age c omes  with literature
which conveys more of  this
slightly black  humour.  The

FACTS
Title: W I C K E D
Publisher: Elec t r ic  Dreams
Price: £ 1 9 . 9 9
Reviewer: John Davison jnr

SIGHT & SOUND
Graphics are bright. colourful.
and shaded to great  effect.
Sampled spot effects are won-
derful, but  The bac k ground
tune lets the side down s lightly

GAMEPLAY
Totally, totally  addic t ive. I ts  the
sort of game you sit down to
play  and end up realiz ing
you've been play ing for hours!

VERDICT
Wicked is one of best games  I
have rev iewed in quite a while,
It's defi nitely worth buy ing

THE TEMPLE
OF FLYING
SAUCERS

g a me  c an be solved by  trial
and error and sadly as with all
the mult iple c hoic e genre of
adventures  onc e the game is
solved the appeal  will drop
off. Until that  occurs t hough
there is an addic t ion t hat  is
most surprising arid even
when every visible opt ion has
left you in a  state of  hair tear-
ing bewi lderment  It bec omes
apparent  that  a small part  of
the excellent  pictures has not
been explored and more op-
tions spring to light.
When speech is ut tered a sort
a squeaky jabber emits f rom
the speakers and since these
aliens Obviously speak a di-
alec t  of Clanger it Is helpful
that  writ ten versions of the
words  also appear.  Most of
the problems are solveable
but  I still c annot  manage  the
final room and thus c an not
tell you if there is or is not  a big
finish.
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ENTERPRISE
T h i s  latest release on the

Atari 'Ac t ion Games '
label is a mix of  strategy

and act ion.  It has you flying
around the galaxy to dif ferent
planets  in search of  the super
heavy at omic  nuc lei whic h
help k eep the planet  of Solo
Ill's ozone layer in operat ion.
You search the galaxy,  which
is experienc ing war condit ions,
to loc at e mining colonies  cap-
able of  fi nding the vital subst-
ances  you need.  Onc e lo-
c at ed you must help these
colonies by re-arming and re-
supply ing t hem as necessary.
Throughout  your mission you
will enc ount er many  enemy
craft ,  who,  as you would ex-
pec t .  try to do everything in
their power  to destroy you.
Your v iew of  the proceedings

throughout  the g a me  is f rom
inside your hyperspace equip-
ped spacecraf t .  whic h is c ap-
able of t ravelling great  distan-
ces In a very short t ime.

These 'warps ' ,
however,  are one
of my  major c om-
plaints about  the
game.  When you
ac t ivate the hyper drive,
alt hough the special effects
whic h follow ore extremely im-
pressive, it just takes too long.
Overall the game is very c om-

plex and a t ough challenge.  If
t ack led seriously it would take
a long t ime to complete,  but
there is a save game feature,
This complex ity  would mak e
the game absolutely superb if
it were not  spoilt by  a number
of factors. One is the 'over-
doing'  of  some graphics,  such
as the warp ment ioned
above.  Anot her is the stupid
number of aliens which at tack
you. There are loads of  them,
and they all mov e so fast it is
pract ically  impossible to des-
troy t hem without  suffering
cons iderable damage  to your-
self. I also feel that  the scenes

planets could be muc h better.
The way  they are presented
makes you feel almost  dizzy as
you try to locate a mining
c omplex  or a hostile space-
craf t  which is met iculously
tearing chunks out  of you.
Graphically  the game is of a

fairly reasonable standard,
with presentat ion very pleas-
ing to the eye and colour
used t o good effect.  Sound,
on the other hand,  is not  at  all
good.  The monotonous  tune
repeats over and over on the
tit le screen and odds  no
'atmosphere'  t o the game.
Enterprise is supplied with a

very comprehens ive instruc-
t ion manual  and an amus ing
and well writ ten novella by
Graham Wayne,

FACTS
Title: S T A R  RAIDERS
Publisher: ATARI
Price: £ 1 4 . 9 9
Reviewer: Da m on Howarth

SIGHT & SOUND
The graphics are adequate and
at times large and effective
white the sound effects are
strong but do not really com-
pare to Star Trek for instance

GAMEPLAY
The whole game runs smoothly
and well. things happen at
reason abte speeds and it is en-
joyable to play but not very
addictive

VERDICT
A sentimental journey that does
not really meet the rivals of
today - still very playable but
probably for the fanatic or the
nostalgic
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malevolent  robots f rom
deep  space have c ome

to plunder the solar system
and destroy organic  life forms.
Only the Star Raiders hav e the
t ec hnology  and skill to destroy
these intruders.
This game has been about  on

the 8-bit Atari& for many  a
long year and was  a favourite
then, just how it will measure
up on the bigger machines  is
an interesting t hought  The
gameplay  will remind readers
of another classic game,  Star
Trek, in so far as the objec t  is
to c lear sectors of  aliens within
a t ime limit while protec t ing
space stations.
Quite often the game shows

it's age and alt hough the

16-bit t ec hnology
has been writ ten
for it has not  been
used to It's full
adv ant age.  The

dif ference bet ween this clas-
sic and the old Star Trek
games  is that  onc e the sectors
have been found on the scan-
ners the ac tual bat t les take
plac e on screen as an arc ade
shoot em up as oppos ed to
the t wo dimens ional map.The
system feels c ompl ic at ed
owing to the fac t  that  the
manual is a little v ogue and
makes play  sound far more
c omplex  than it ac tually  is, In
fac t  onc e the game has been
play ed for a litt le t ime then it
bec omes  almost  second no-
ture as to whic h but tons to
press and what  viewers to use.
The adv anc ed ST features do

not  seem to have been used
a great  deal and apart  f rom
reasonable sound effects

FACTS
I rile: E N T E R P R I S E
Publisher: A t a r i
Price: £ 1 9 . 9 9
Reviewer:  J ohn Davison jnr

SIGHT & SOUND
Graphically the game is pre-
sented to a fairly high standard
with some very impressive mo-
ments. Sound, however, is not
very good

GAMEPLAY
Very complex but a great
game has been spoilt by the
presence of too many adver-
saries

VERDICT
Overall this game falls into that
indeterminate category which
is neither good nor bad

STAR
RAIDERS

the game feels to be a port
f rom the eight  bit. There is a
level based entry to the game
whic h gives dif ferent  types
and amounts  of enemies  and
also a lowering t ime limit, and
various grades  of success that
give the successful c andidat e
dif fering ranks ac c ording to
number of  enemy  killed at
whic h level of  play.
The g a me  is most entertaining
and c an amus e for an hour or
so and it is ev ident  why  it was
such a hit  on t he original Atari
machines  but  unfortunately
the t heme has been done
bet ter since. Either the new
version of  Star Trek which has
bet ter look ing fight simulat ions
or even Star Fleet Battles with
bet ter tac t ical appea l
alt hough lesser graphics  could
be  bet ter alternatives. Hav ing
said that  I enjoyed play ing the
g a me  and it sparked of f
memories  of  earlier ages.
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of t he elite band of
planet  clearers and

guardian of  the homeworlds  in
this Atari shoot ' em up. The
ac t ion takes plac e on t wo
levels, the first of which is a
def ender like set up wherein
the small fi ghter craf t  has to
blast its way  across a horizon-
tal planet s c ape look ing for the
ent rances to various bases so
that  it may  land to start the
second part  of  the game,
The t ravel s tage is a s moot h

scrolling fast p iec e of  arc ade
ac t ion that  will be familiar to
all, with smart  bombs  and fast
firing lazers. The graphics  and
spot effects at  this level are
adequa t e  and the sprites are
well sized and nicely  control-
led, alt hough somet imes a lit-
tle finicky about  'hot  spots',
The enemy  space craf t  are
swift and dev ious and it makes
a strong link game.
The second port  is more like

FACTS
Title: W E I R D  DREAMS
Publisher. Ra inb i rd
Price: £ 2 4 . 9 9
Reviewer: Da m on Howarth

SIGHT & SOUND
Visually very effective, with
some horrific graphics, the spot
effects ore to the point and the
soundtrack atmospheric

GAMEPLAY
Difficult to play and will take
time to master, some more
clues on what to do early on
would be helpful otherwise
stick and entertaining

VERDICT
felt this to be a game that

would need a Pythonesque,
black humour to fully appreci-
ate - possibly a once com-
pleted, happy to forget game.
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Impossible Mission
as the android
charges  through
various under
ground levels
searching c omput er files for
more energy  or repairs and
pay ing for these with credits
earned by his kill points. The
eventual aim is to destroy a
giant  space c lam and exit the
base af ter det onat ing the self
destruct.
The artwork  in this second
level is entertaining and very
cartoony ,  even the evil c lams
hav e a slight cutesey rat ing.
The sprites are big and the op-
t ion to run or fly is almost  al-
ways available.  It is imperat ive
to remember where various
items may  be purchased to
k eep up stocks of all neces-
sary equipment ,  it is also
necessary to bec ome adept
at  quick  take offs to avoid
being blown away  In the des-
t ruct ion of  the base.
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with this game through
Saturday morning IV where

it play ed a vital part  in the
children's  compet it ion on Get
Fresh or something similar. At
that  t ime it looked graphically
pretty, alt hough s omewhat
horrendous,  but  nonetheless
fairly s t raight forward to ploy.
On play ing the ST version I

fi nd the same st range
graphics  which seem akin to
impressionism or a Salvador
Dail paint ing with a long plot
that  does not  help the under-
s tanding of  the game.  It
seems that  the player is t rap-
ped in a night mare and the
only way  to live is to play  out
all the screens in the dream
and then def eat  the fi nal

There is an eight  bit  conver-
sion feel to the game but  for
all that  it exudes a feeling of
entertainment  and sports
some originality within an old
genre.  I found the game be-
c oming quite addic t ive and it
ma d e  my  firing fi nger bec ome
quite stiff and sore af ter a
while, The loading screens and
the init ial sight of  the Star-
breaker going to bat t le are
most ef fect ive and show up
the Sc ience Fict ion back -
ground of the game well. It is
not  of ten that  two fairly classic
games  are merged into a
g a me  that  needs  some logic
and skill with all t he speed of  a
good  arc ade shoot ' em up.
It's good to know that  Atari
c an produc e such games.

monster. All this is
done technically
well and with a
zest for the surreal
that  suits the

theme,  Unfortunately  nothing
actually  explains the tasks that
need to be undergone to
mak e anything happen.  it
took me numerous loadings  to
realise that  the first screen is
merely  a dev ice to enter the
world of nightmare and does
not  need any  ac t ion other
than a well t imed jump on to
a Candy  floss machine.
Subsequent screens are link-

ed through a Hall of  Mirrors
and going through one mirror
leads to a new encounter,
thus it seems that  a max imum
of  five dif ferent  scenarios are
possible plus the closing fight.
While this does not  sound a lot
believe me they ore difficult. I
still do not  k now how to c om-
bat  the was p in t he first game

FACTS
Title: S T A R B R E A K E R
Publisher ATARI/FRAMES
Price: £ 1 4 . 9 9
Reviewer: Damon Howarth

SIGHT & SOUND
Good spot sound effects
although the loading music is
average. Graphics are colour-
ful and exciting adding greatly
to the enjoyment of the game

GAMEPLAY
Fast and furious, all the
pleasant sensations of smooth
scrolling and a most enjoyable
experience, not too difficult
either!

VERDICT
A good revamp of old ideas,
worth a tryout at least and
probably appealing to nostal-
gic arcade forts

WEIRD DREAMS
alt hough I c an run away  f rom
it very well!  On some screens
the means  to def eat  the nos-
ties are possibly obvious, for
ex ample c at c h the fish that  fly
through the air to hit t he Eas-
ter Island monsters, or pick up
a garden stick to f enc e with
the man eat ing plants.
The sprites are big and well

f ormed,  even the ac t ion Is fair-
ly smooth alt hough there is a
gap in crossing screens owing
to the complex it y  of a screen
and the need to load eac h
f rom disk. The protec t ion
comes  f rom quot ing a word
f rom the ac c ompany ing
Novella and in the main this
works well alt hough the pages
d o  have a large number of
paragraphs  so a great  deal of
count ing is necessary.
This is a pac ey  surreal game
that  contains some humour
but  despite all It's class still
lacks a lit t le something.



Can't find what you want? Then send for our FREE catalogue listing hundreds of ST software and accessor ies or give us a ring.
All prices include VAT and postage in UK Overseas add 75p per i tem (EEC countr ies) or El per  i tem (non EEC)

Make out cheques or PO's to GMOCC Credit card sales - ring (0742) 326533

AL A T A R I  ST SUPERDEALS A L

RRP Ou r Price ACCOUNTS

520 STFM POWER PACK E359.00
Inc VAT and Next day Delivery

Power Pack includes:
*  520STEM 512K Keyboard with built•in 1 Megabyte disk drive and TV

modulator
*  O v e r  E550 worth of games software including Outrun, R•Type, Super

Hang-On. Space Harrier, Afterburner and 15 other games
*  Organiser Business software including WORD PROCESSOR. SPREAD-

SHEET and DATABASE
*  Fi rs t  Music and First Basic Utility software
*  FREE JOYSTICK!
*  A l l  leads, manuals PLUS MOUSE and free mains plug!

REMEMBER! Many ST's do not come with BASIC,
ours come with ST BASIC REV 0 by Metacomco

EDUCATION

1040 STFM MIDI MUSIC PACK E439.00
inc ludes 1 Meg 1040STFM keyboard & PRO 12 Midi Music  software

39_95 2 9 _ 9 5

1040 STFM BUSINESS PACK E439.00
Business Pock includes;

*  Atari 1940STEM Keyboard with 1 Meg memory and I Meg built-in disk drive plus
Di Madidaidr

*  E385 worth of Business software including MICROSOFT WRITE word processor
(E150), SUPERBASE PERSONAL Database IMO), VIP PROFESSIONAL Lotus 1-2-3
Spreadsheet clone (E1501 and Metacomon Basic IE25)

*  A l l  leads, manuals and mouse

24.95

MEGA 1 BUSINESS PACK E529.00
The new MEGA 1 ST computer features a smart separate keyboard and system unit

and includes all the business software listed for our 1040 Business pack
Inc. SMC124 Mono monitor E628•00

Fun S chool 2  Under  6 19.95

520 STFM EXPLORER PACK
As 520STFM Superpack hut with only one free game and no joystick or Organiser

E269.00 Inc MONITORS
Philips 8833 Colour monitor int lead   E 2 2 9 . 0 0
Atari SC1224 Colour monitor inc lead
Atari SM124 Mono monitor inc lead   E 2 4 9 . 0 0E104.00

79_95 5 9 _ 9 5 S age Accou M ant ...... . . . . . . . . . 171.35

PRINTERS
Cilizen 1200 inc lead   E 1 5 9 , 0 0
Star LC10 inc lead   E 1 6 9 . 0 0
Star LC10 colour inc lead   E 2 1 9 . 0 0
Star LC24110 24 pin inc lead   E 2 7 9 . 0 0
Seihosha 9 pin KO Inc lead   E 1 3 9 . 0 0

Fun S chool 2 6  Co 8

DISK DRIVES
Atari SF314 1 Meg inc lead   E 1 3 9 . 0 0
Cumana C5A354 1 Meg inc lead   E  99.95
Atari Megatile 30 Meg Hard Disk   E 4 4 9 . 0 0
NEC 1 Meg Inc lead   E  89.95

14.95

CREDIT CARD ORDERLINE 0908 378008 tr
To order: either call the credit card order line above with your Accesstlilsa credit card details or make a O m e n  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!

99 95  7 4 _ 9 5

Access

A M
I D I G I C O M

Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ V I S A
All prices include VAT and next day delivery by courier

8 6 2 0

WORD PROCESSING RRP Ou r Price ACCOUNTS RAP Ou r Price EDUCATION RAP Ou r Price
39_95 2 9 _ 9 5 Home Accounts  . . . . . . . 24.95 18.75 Fun S chool 2  Under  6 19.95 14.95

1st Wor d P lus 79_95 5 9 _ 9 5 S age Accou M ant ...... . . . . . . . . . 171.35 128.50 Fun S chool 2 6  Co 8 19.95 14.95
P rotest v 4 99 95  7 4 _ 9 5 ASEI X tra 114.94 8 6 2 0 Fun S c hool 2  Over  O's 19.95 14.95
Thal's  Wr ite 129.00 9 6 _ 1 5 ASB Cash . . . . .  . . . . . . . ...... 8 0 . 4 4 80.33
K Inde x 19_95 1 4 _ 9 5 GAMES RAP Ou r Price
K S pe ll 19.95 1 4 , 9 5 LANGUAGES RRP Ou r Price
K R oge t 19.95 1 4 , 9 5 19.95 14.95
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24,95 18.75
30  P ool ................ . . . . . .
A ir bor ne RangerK Inde x  ...... . . . . . . .  _ ....... . . . . . 19.95 1 4 _ 9 5 24.95 18.75

HiS o l iP ower  B as ic 39.95 29.95 A r c h ipe l lgos 24,95 18.75DESKTOP PUBLISHING RAP Ou r  Price Fas t B as ic  (Disk )  ............
HiS ol l  C  .................... ..„ ......
Dev pac  2 A s s em b le r
Fast Basic  ( ROM )Pro P ascal .............. .........

... 4 4 - 8 5
49.95
59.95
as 90
99_95

33.55
37A5
44.95
61.45
14,95

Asloroth

Battle  Chess
B alanc e o t  P ower  1990

19.95
19.95
24.95
24.99

14-95
14.95
18.75
18.75

Desktop P ublisherH e a t S tree t
Page S tream

519.95 7 4 . 9 5
125.00 9 3 . 7 5
111.35 1 4 5 . 0 0

Pro For tran 129.95 91.45 24.99 16.75
DATABASES RAP Ou r Price Mark WU It.m a  C 129.00 96.75 Bloodyrych -

Car r ier  C o m m a n d
24.99 18.75
24.95
24,99

18.75
18.75K D a ta  . 19.95 3 7 . 4 5 MUSIC RAP Ou r Price Co los s us  Ches s  X

Data M an  P r o les s iona l  . . . . . . . 59.95 5 2 . 4 5 24.95 18.75
Music Construct ion Kit 9.95

Corruption
D ra g o n  N i n j aS uper bas e P er s ona l 99.95 7 4 . 9 5 19.95 14.95f •••

10.75S uper oas e P r o fes s i on 219.95 1 6 7 . 4 5 Dig idr um 24.95 D u n g e o n  M as ter 24.99 18.75
K- M inalrel 2 29,95 22.45 E llie 24,99 18.75

SPREADSHEETS RAP Ou r Price Pro Sound Designer
M astersoUnd & M O M
EZ Track p lus . . . . . .
IS D igitiser  S ampler
Replay 4 S ampler
EZ S core P lus

49,95
34.95
65.00

......... 6 9 . 9 5
79.95

145.00

37.45
26.00
48.75
52.45
59.95

108.75

Fed o f  Fr ee Tr ader s

F16 C o m b a t P i l o t ..........
Fa lc on

29.95
19.99
2 4 9 5  21.95
2 4 9 5
19_99

22.50
14.95
18.75
18.75
14.95

K S preed I
Minb Offi ce  S pread
K S pread II ................. . . . . . . . .
K S pread III

24.95 1 8 . 7 5
24.95 1 8 . 7 5
59.95 4 4 . 9 5
89.95 6 7 . 4 5

E dit Track S equencer 199.00 149.00 Honda RUF 24.99 18.75

GRAPHICSISIalie licall RAP Ou r Price S leinberg P ro 24 285.00 _
Hostages
Kenny DelglIS h S occer

24.95 18.75
19A15
19.99

14,95
14.95M ini Offi ce  Graphics 24.95 1 8 . 7 5 COMMUNICATIONS RAP Ou r Price Kick Off . .  ........ ............

K Gr a ph Ii
K Gr a ph III

39.95 2 9 . 9 5
49.95 3 7 . 4 5 M int Offi ce  Corneae 24,95 18.75

Kull. . . . ... ....................
Licenced 10 Kill

24.95
19.99

18_75
14.95

K C om m  2 29.95 22.45 Milicroprose S oc c er 24.95 1575
STOS RAP Ou r Price Oper a ti on  Wo n 19.95

19.95
14.95
14.95A RT RRP Ou r Price P hobia

S TOS  L a n g u a g e 29.95 2 2 . 4 5 P opu lous 24.95 18.75
ADD ON  M ODULE S :-
S TOS  S P rilee 500
S TOS  C o m p i l e r

14,95 1 1 . 2 5
l a  115 1 4 , 9 5

18.75
69.95 5 2 . 4 5

Hyperpaint
Qua ntum  P a int Box
Flair P a int
Qua ntum  P a int P ro
Trip a I r o n

24.95
24.95
34.99
34.95
34.95

18.75
18.75
26.00
26.00
25.00

Roboc op

V indicatore . . . . . . . . . . . .

19.95
19.95
19.99
1 9 .
9 5

14.95
14.95
14.95
14.95

S pectrum 512 59,95 44.95 Weir d  Dr eam s 24,99 18,75
UTILITIES ARP Ou r Priem.... X Y B ois 19.99 1 4 .9 6

X enon N 24.99 18.75
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24.95 1 8 . 7 5
H y Ir i  S w i tc h 29.00 2 1 . 7 5
K - S wi tc h 11 29,95 2 2 . 4 5
Uti l i ties  P ius 29 95 2 2 . 4 5

T H E  G R E A T  M A I L  O R D E R
C O M P U T E R  C O M P A N Y

D E P T  A 2 ,  P O  B O X  2 3 3 ,  S H E F F I E L D ,  S 6  4 A Z  T E L  ( 0 7 4 2 )  3 2 6 5 3 3
O U A L I T l e  S T  S O F T W A R E  A T  D I S C O U N T  P R I C E S
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to explain here the last
of the Pharaohs built  a

shrine t o Ro. t he Sun God.  into
the apex  of a giant  py ramid.
He t hen p lac ed a curse on It -
any thing s topping the sun's
rays shining on it during day -
light hours would be totally
destroyed, So far nothing has
happened,  but  at 10 o'c lock
today ,  26th Oc t ober 1930, a
total ec lipse of  the sun will be
visible f rom Egypt, Horrors! This
means  destruct ion of  the
Moon,  whic h 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 c lap

ped  out  biplane next to the
pyramid,  Equipped only with a
gun,  torch,  compass,  bot t le of
water.  and a wris twatch whic h
tells you it's already  8 o'c lock .
you hov e Just t wo hours to
save the world!

FACTS

Publisher:
Price:
Rev iewer

QUEST FOR THE
TIME-BIRD
Infogrames
i24. 95p
Damon Howarth

SIGHT & SOUND
Graphically  stimulating, ac t ion
and exc itement everywhere,
aurally  patchy  vary ing from
highly  effective and evocat ive
to fairly  ordinary

GAMEPLAY
Very smooth but it takes t ime
for various screens to load. Op-
tions are all pre-planned and
the feeling is one of  fatalism
rather than determinism

VERDICT
Wonderful Gallic  romp, a  touch
fussy and sometimes diffi cult I
lik ed Kull better but this is good
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The Pharaoh was
a cunning old
devil - he made
the route through
the py ramid to
the shrine a really tough one.
You hav e to negot iat e a c om-
plex mult i-level maze of  c ham-
bers, corridors, and stairs, with
the way  f requent ly  blocked by
massive stone barriers, de-
c idedly  unfriendly mummies ,
and vicious booby  traps. He
must hav e employ ed some
pretty slick engineers  too,
judging by  the way  some of
those stone doors, barriers,
and  traps operate,  and by the
presence of  what  seems to be
anc ient  Egypt ian teleportat ion
technology !
The program uses Incentive's

Freescape 3D graphics  sys-
tem. This gives a first-person
subject ive v iewpoint  of  your
surroundings, allows you f ree
mov ement  in three dimensions
through those surroundings.
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sword and wield some
graphic  sorcery. This game

is based on a popular French
c omic  book  whic h does not
seem to have made  it's way
over here, mores  the pity,
and is an icon driven adven-
ture similar in style to the ill-
f at ed Passengers on the Wind.
The task is fairly s imple as

stated, recover a magic  book
and discover the Time-Bird in
order to stop the resurrect ion
of  the ult imately  evil wizard,  all
of whic h is repeatedly  de-
scribed at  the start of  the
g a me  in wonderf ul pictures.
The player ult imately  controls
four characters  alt hough Only
two,  Bargon the ret ired knight
and the robustly proport ioned

and provides a greater feeling
of personal involvement .  The
3D graphics aren' t  part icularly
detailed,  but  the f rame
through which you v iew t hem
is - it's inscribed with lots of  tiny
animat ed hieroglyphics.
You hav e t wo hours of real

t ime to find the shrine, but  a
save/restore game facility
means  you don' t  have to
c omplet e the quest at  one sit-
ting. Suc c eed and you're hon-
oured by  a rather t ame fire-
work  display. Fall and you'll
witness the Moon's  rapid but
spec tacular demise,  presum-
ably caused by  the Pharaoh's
anc ient  Egypt ian s upermego
part ic le beam blaster! I never
knew anc ient  history could
prov ide such fun'

Roxanna daugh-
ter of the witch
Mara set off on
the quest.
Cont rol is by

clicking on the various char-
acters which opens  up the
numerous opt ion boxes either
of possessions or speech. The
system will be recognisable to
those who play ed the Passen-
ger On the Wind games
although the whole manage-
ment  is better, The travel to
dif ferent  lands is handled by a
ma p  screen which is control-
led by an old man with a fussy
pointer but  on the whole it
works well.  Surprisingly this is
not  so muc h a hack  and slay
adv ent ure but  one more
suited to diplomac y  and cor-
rect choice of  mult iple selec-
t ion dialogue boxes. Deat h
c an c ome easily but  It is In
fact  possible to finish the
g a me  with only one survivor.

FACTS
Title: T O T A L  ECLIPSE
Publisher M i c r o  Status
Price: £ 2 4 . 9 5
Reviewer: J ohn S Davison

SIGHT & SOUND
Unusual solid 3D graphics  using
fi rst-person subjec tive v iew-
point. Good atmospheric  music
and sampled sound effects

GAMEPLAY
There's something here for
everyone - arc ade adventure,
puzzle solving, and  even some
shooting for the trigger happy !

VERDICT
An absorbing garhe built  on a
crazy scenario, but  with
enough variety  and c hallenge
to hold your interest tor some
time

QUEST FOR
THE TIMENBIRD

not  think it will t hreaten even
Kylie but  it was quite ac c ept -
able for the job in hand.
One distressing note is that

the game is supplied on dou-
ble s ided disks, this is not  im-
mediately  not ic eable and it is
not  until half  meg mac hines
stop in mid event  that  there is
a hint  of  any  problem,  which
c an prove frustrating to those
with single s ided drives, Furth-
ermore it likes to boot  f rom
drive A and  therefore even
those with external 1 me g
drives may  hav e problems.
The great  saviour of the
g a me  is the superb c omic
book  art  work. The whole ex-
perienc e feels like play ing in a
good  quality  c omic  with detail
being the prime feature and,  I
suspect, of fering a taste of  live
inter-ac t ion for those who
ac tually  k now and love what  I
believe to be a popular
French c omic  strip.



BATTLETECH
THE CRESCENT HAWK'S INCEPTION
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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 games covering BattleTech,
CityTech, Aerotech, etc. plus RPG manuals
such as Mech Warrior, with many associ-
ated scenarios, detailed manuals of the
five flouses 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 ST. 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 learn how to
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BATTLETECH
Publisher: I n f o c o m
Price: £ 2 4 . 9 9
Reviewer: J o h n  Sweeney

manoeuvre a n d
fight i n  your Bat-
tleMech. A  la rge
window shows a
bird's eye view of
the lo ca l te rra in
and t h e  enemy.
You use the mouse
to select menu op-
tions from another
window. T h e s e
allow you to direct
your movements
and target each of
your weapons o n
an enemy 'Mech
or person. 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 -
he wise with it - you will need some
armour and weapons if you hope to sur-
vive phase two!
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

'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!

•  GAMEPLAV - Excellent - once
you get used to the controls you
can have some superb fights - i t
leads you nicely through the
various quests to the endgame,
with plenty of variety along the
way

•  GRAPHICS - scrolling land-
scapes, animated fight scenes,
9raphical status reports on your
Itlech - lots o f good stuff

•  SOUND - minimal, but adequate

•  VERDICT - a complete departure
for Infocom - good fun - well
worth having a look at •
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CRACKED
ATARI Price E 19.95

Crac k ea is a dif ferent sort of  game in so far as
it is a shooting gallery  type of enterprise. The
players job is to defend batches  of eggs from
various marauders  on five dif ferent screens. A
bonus section involv ing egg throwing at  a roos-
ter appears  at  fairly random intervals and is
also great  fun.
This game  is basically  light weight  and Created
for fun, and as such it succeeds admirably .
There is no plot  as such and it feels like a day
at the fair. The graphics  are fun and there are
several visual puns along the way, a limited but
enjoy able ef fort

SIGHT & SOUND: Not  a lot of sound except  for
gunshots, the sprites ore very good and the
transformations between live and dead target
ore amusing.

VERDICT: Very easy to unders tand, shoot
marauders , c atc h falling eggs and enjoy  your-
self, every thing is s imple, well implemented and
great  fun. Not a game for prolonged play  but
one to c ome bac k  to regularly . a refreshing
c hange from scrolling games, worth hav ing to
unwind after a bad  day  at  work.

DH

GO-MOKU/RENJU
Atari P r i c e  e14.99

variat ions  on an anc ient  classic oriental board
game,  sometimes known in the West as fi ve-
in-a-row. It's play ed on a big square ruled
board with counters. and is great  fun to play  if
you enjoy  this style of game.

SIGHT AND SOUND: As with Bac k gammon there
is no sound and the graphics  are very s imple in
appearanc e,  being just black  on white.
However It is presented tidily  and is by no
means  offensive to the eye.

VERDICT: A very good implementat ion of on
old favourite. Howev er the presentat ion c ould
be a litt le more 'interesting'. Overall it's good.
but c ould be  bet te'

JD

SAVAGE
Firebird/Microprose Price E19.95

An arc ade style scrolling game in three stages,
where you play  the part of  the muscle bound
warrior 'Savage' on  a mission to rescue his
maiden from the c lutches of evil, It's one of
those very addic t iv e games  with plenty  of
shooting!

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  bac k ground tune along with some
obscure spot effects f rom t ime to t ime.

VERDICT: Very good!  A nicely  presented and
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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
review since the last issue for.

play able game with some very nice touches.
One of  those which requires 'just one more go'JD

SILKWORM
VIRGIN GAMES

Price E19.99

A s hoot  ' em up for two wherein the player(S)
control a  helic opter and a seep in a horizon-
tal sc rolling g a me  t ry ing t o  b low up myriads
of enemies  and gaining bonuses on the way.
The e n d  o f  e a c h  lev e l h a s  a  spec ialised
diffi cutt w a r  mac h ine  t o  des troy  a n d  there
are migh t y  snake-like Helic opters  t o  k ill on
eac h lev el for we a p o n  enhanc ements .
The sprites are well c ont rolled and the leap-
ing jeep  is a  wonderful sight to see. Fast and
furious a n d  it  is ev en possible for one player
to c ont rol bo t h  mac hines  wit h  one  Kystick.

SIGHT &  SOUND: L o u d  ef fec ts  a n d  s t rong
tunes run through t he g a me  • t he  graphics
are big,  brash a n d  smooth every thing adds
to g o o d  effec t.

VERDICT: Fast a n d  wild,  nev er a  moment  to
take a  breath and the joystick needs to take
a pound ing ,  a  g o o d  a rc ade  convers ion. A
great  shoot  ' e m u p  espec ially  if you hove a
mote t o  h e lp  y ou.  Somet imes  a  lit t le c lut -
tered otherwise worth get t ing.

Atari

OH

BACKGAMMON
Price E14.99

A brilliant convers ion of  the classic board
game which allows you to play  at several diffe•
rent levels of diffi culty. Highly addic t iv e and
very, very play able either against the c ompu-
ter or against another player

SIGHT AND SOUND: Your average board game
doesn't  make a lot Of noise, and neither does
this c omputer version. Adds  to the realism I
supposeli The graphics  are bold and more
than odequate for what  is needed.

VERDICT; I love the board game.  and this c om-

puter version is ideal for when there is nobody
else about  to ploy. An excellent reproduc t ion
of one of  the oldest games  of skill and chance.

JD

DOMINATOR
System 3 P r i c e  E24.99

A vertical, and in places  horizontal, shoot 'em
up game which is diffi cult to get  into. Game•
play is fairly intense although it has this
annoy ing habit  of sending you bac k  to the
oeginning of the level when you die.

SIGHT AND SOUND: the music on the t it le
screen is superb! Sampled keyboards, drums
and powerful guitars thump Out a catchy  tune.
The graphics  are olso impressive although they
could be bet ter in ploces. as could the
scrolling.

VERDICT: Too SLOW Looks good. sounds good,
plays BORING! Needs  to be more exc it ing for
me to rate it as a superb game.  Howev er it you
like this style of game there aren't  many
around that  ore better. Personally I prefer the
shoot 'ern up style of Gridrunner.

ATARI

JD

GIANTS
US GOLD P r i c e  E29. 95p

A c ompilat ion containing four games  on six
single s ided disks. Outrun. Gaunt let  II, 1943 and
Street Fighter. These are all c ompetent  arc ade
conversions with all the US Gold hallmarks. Be-
ware of Gaunt let  if you have a printer connec -
ted to the printer port since the software
assumes the printer is a  third or fourth player
interface and messes up the game a bit. Most
of these games  will be av ailable in the next 520
bonus pock. The set repteSents good value If
your collec t ion is short of  some of these

SIGHT & SOUND: Generally  good. Gaunt let  and
Street Fighter score well on both while 1943
disappoints  a little.

VERDICT: Nice to see a c ompilat ion of  dec ent
games. if you are short of a c ouple or three
then it is well worth It for The archives. G ood
value for money.

OH

FINAL LEGACY
Price E 19.95

Yet another Atari release. a sort Of mult i s tage
wa rg a me  There is a lot going on in this game.
it is your task to blow up oppos ing navies and
their missile bases. It is also your lob to stop
enemy  missiles foiling on to your cities with the
spy in The sky loser. All this is ac c omplis hed from
the main screen menus which launch the play-
er into a variety of sub games. The pac e is fast
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but s omehow the whole thing only  part ially
c aught  the imaginat ion.

SIGHT & SOUND; Graphically  well coloured but
blocky. nothing spec ial and the sound Is limited
to spot effects, again possibly on eight  bit  con-
version.

VERDICT: The game felt ponderous  although
plenty went  on, the missile protec t ion section
felt like Missile Command profi c iently  c oded
but lack ing 'feel'.  There is nothing that  is poor
about  it but  nothing to raise it abov e
medioc re,  try before buy ing.

DH

TEMPEST
Atari Price 14 99

A straight convers ion of the anc ient  arc ade
game which used a colour vec tor graphics
screen.

SIGHT AND SOUND: The ac t ion is inc redibly  fast
and the graphics  do riot fl icker or judder in any
way. The sound is. to be quite honest. DREAD-
FUL and does  nothing to enhanc e the game at
all.

VERDICT: Very often it is a boa mov e to convert
a g a me  of  this type to a home c omputer,  and
this part icular version of  Tempest is proof of this.
I lov ed the original, but  this version bored me a
little as the magic  ingredient  which made the
arc ade mac hine so spec ial seems to be
missing.

SKYFOX II
Electronic Arts P r i c e  £9.99

Space age 'through the cockpit ' shoot 'ern
up. You perform dif ferent missions to destroy
the evil forces. Not  the most original idea,  nor
the most play able game.

SIGHT AND SOUND: Graphically  the game has
a very 'chunky • appearanc e and does not
show any of the ST's capabilit ies. The sound is
also dec idedly  unimpressive.

VERDICT: The original wasn't  muc h good and
this sequel makes no molar improvements
whatsoever. Presentation is poor and game-
play  is dull. Even though it is a low cost release.
I c annot  really  say that  it is value for money.

JD

JD

•

BATTLE CHESS
Electronic Arts £24.95

John S Davison discovers
a new way to play an old game

Do you thin"( chess games ore oaring and couldn't possibly Interest you'? If so,
take a  look a t  Bathe Chess and there's a good chance you'll change your mind
after seeing it  In action.

You probably wou ldn 't  a lte r your opinion f  you  sa w the  g a me  in  its two
dimensional graphics mode. This displays a  very ordinary looking 2D chess boord
and pieces, with  wh ich  you  ca n  p la y straight, gimmickless games o f chess
Choosing the 3D option, however, should do  the trick as it transports you Into a
completely different world o f  chess The boara takes on the appearance of a
veined marb le  slab a n d  the  chess pieces become exquisitely detailed three
dimensional medievol characters - and they've a  few surprises in store for you.
Choice o f  graphics mode is made from the game's option menus, which are

normally hidden from view However, when the menus are activated two cherubs
with wings aflutter descend from the top o f  the screen, unrolling fancy tasselled
menus as they go. Most o f  the usual computer chess game options are here, for
example board setup, skill level setting, game load/save, etc., moking the prog-
ram suitable for use both by beginners or more expert Players.
After indicating your move using the mouse some rather interesting things star

to happen. The selected piece comes to life and WALKS to the chosen destination
square. using some of the best animation and sampled sound effects I've met
In a  long while. Each type of chess piece has its own style (and sound) of moving.
for instance th e  Knight stomps a n d  rattles a long in  his armour, barging post
anyone in his path, And the way the Queen seductively sways her assets as she
glides across the board is a  minor masterpiece o f animation!
The real fun starts when the destination square is already occupied by another

piece a n d  has to  be  captured. The two  opponents position themselves in the
disputed square and battle it out using whatever weapons, magic. or sheer brute
force they have a t  their disposal. Each combination o f  Iwo  pieces results in a
different t yp e  o f  fight so you ge t to  see a  wide  variety o f  superbly animated
action sequences. Most o f  them are amusing to  watch, some hilariously so, but
one or two are somewhat on the gory side. The sampled battle sounds are good
too, although again some ore rather too blood-curdling for my liking. The out-
come o f each bottle is never In doubt - the attacking piece always wins, as you'd
expect.
Overall, Battle Chess is an  entertaining and enloyable game, but unfortunately

the animated movement and battle sequences slow down the real chess action
and p lay havoc with your concentration. They could also become tiresome once
the initial impact wears off, but you'll have great fun until it  does, though!

GAMERAY: The standard game o f  chess with the added options o f  two
players with connected 5Ts or via a modem and a rather expensive phone
bill!

SIGHT 81 SOUND: Superb animation of the chess pieces bringing a whole new
dimension t o  the  game. Sound is mostly sampled and used to excellent
effect

VERDICT: Because o f  it's 'non-standard an imation t h in k  this one is more
likely t o  appea l t o  th e  newcomer t o  chess rather than  The serious o r
experienced player, wh o 'd  b e  be t te r o f f  buyIng something like  CD5's
superb Colossus X

New Atar i  User - Issue 40 67



THE 11
1
- ,Peter Hickman

brings you the
fi rst of your
contributions
plus a Scrolly
Message Editor
and Slide Show
all of which can
be typed in with
STOS Basic

0
E
1

DEFAULT KEYBOARD
LAYOUT

DOD

MODIFIED KEYBOARD
LAYOUT

COLUMN

I
n  
t
h
e  
l
a
s
t  
i
s
s
u
e  
I  
d
i
d  
n
o
t  
h
a
v
e  
a

chance to outline the general content
of this STOS series, so at the moment

this column does not have a fixed format,
in some issues I will fi ll three or four pages
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 ore far too long to include

10  d i m  B U F F 4 1 2 )
32  B U F A D R . v a r p t r ( 0 U F F ( 0 )
13   R E A D  D A TA  I N T O  A  G I N I N G  RE ADY  F O R  X B I O S  C A L L  * * * e a * . .
14  4 o r  X . 0  t o  1 2 7
36  r e a d  B OFD A TA
30 p o k e  B U FA D R .X ,S U FD A TA
40  m e x t  X
41   K E Y B O A R D  TA B LE  D A TA  { LOWE R  CAS E  ON LN q  0 4 0
42  d a t a  0 , 2 7 . 4 9 . 5 0 , 5 1 , 5 2 . 5 1 , 5 4
44  d a t a  5 5 . 5 6 , 5 7 . 4 8 , 4 5 , 6 1 , 8 . 9
46 d a t a  1 1 3 , 1 1 9 , 1 0 1 , 1 1 4 , 1 1 6 , 1 2 1 , 1 1 7 0 0 5
4 8  d a t a  1 1 1 . 1 1 2 . 9 1 , 9 3 , 1 3 . 0 . 9 7 , 1 1 5
5 6  d a t a  1 0 0 . 1 0 2 , 1 0 3 , 1 0 4 , 1 0 4 . 1 0 7 , 1 0 0 , 5 9
5 2  d a t a  3 9 , 9 6 . 0 , 3 5 , 1 2 2 , 1 2 0 , 9 9 , 1 1 8
5 4  d a t a  9 8 , 1 1 0 , 1 0 9 , 4 4 . 4 6 , 4 7 , 0 , 0
5 6  d a t a  0 , 3 2 , 0 , 0 , 0 , 0 , 0 , 0
5 8  d a t a  0 . 0 . 0 . 0 , 0 . 0 . 0 , 0
6 0  d a t a  0 , 0 , 6 9 , 0 , 0 , 0 , 7 0 . 0
6 2  d a t e  0 . 0 . 0 . 1 2 7 . 0 , 0 . 0 , 0
64  d a t a  0 , 0 , 0 . 0 , 0 , 0 , 0 . 0
6 6  d a t a  9 2 , 0 , 0 , 6 5 , 6 6 . 6 7 . 6 8 , 5 5
6E1 d a t •  5 6 , 5 7 , 5 2 . 5 3 , 5 4 . 4 9 , 5 0 , 5 1
7 0  d a t a  4 8 . 4 2 , 1 3 , 0 , 0 , 0 . 0 , 0
72  d a t a  0 , 0 , 0 . 0 , 0 , 0 , 0 , 0
73 r a m .  e a . * * *  C A L L  X B 1 OS  A N D  S E T  U P  NE W KE Y BOARD e x p e * * * * * * *
74  t r a p  1 4 , 1 6 ,  . 1  B U FA D R .  . 1 - 1 ,  . 1 - 1
7 6  c i s
1171   R E S T O R E S  OR 1 S 1 N A L KE Y BOARD LA Y OU T
1172 t r a p 14,24

Laurence Myears redefined keypad program

68 N e t *  Atar i  User - Issue 40

in the magazine so I 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 I
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 I 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 issue!).

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 )(BIOS routine number 16, the
trap command passes the address of the BUFF
array (contained in the BUIADR 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 I 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 ST.

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. I
have included this demo in the column this
month because the one I had been working
on grew out of all proportion and once the
memory bunks had been listed it took up the
best part  of  30001

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
TEMPS using the SCREENS command and
copied onto the rest of the screen.

10 re m
20 re m  •
30 re m  •
40 ru m  •
50 ru m  •
60 ru m  •
70 re m
SO ke y o f f  8  h i d e  1  mode  0  s  c u r s  o f f
U0
100 r e m  • • t s o o s e • e •

$TOS SPEC I AL F X 1 .2  -  DIM PLE SCROLLY I .  SHUDDER DEMO

DY P.O.H I CKM AN

0 0 4 1 1 • 1 6 0 4 4 1 0 0 0 6 • 4 0 0 4 • 4 4 0 4 * * * * * * * * *
* *
4
•
0
0
4
1
1
4 .
*
*
0
4
4

PUT M iSSAGE I N TO TWO STRINGS T E X T *  AND 1 EXT2 S

110 T E X T I W P E T E ' S  WIM P LE  S C R OLLY  T E X T  D E M O'
1 2 0  T E X T 2 I W T H I S  I S  A  V E RY  S IM P LE  DE M O T H A T  S HOWS  H OW E AS Y  I T  I S  T O  P RODUCE  S OM E
IN TE R E S TIN G A N D  H I G H L Y  E FFE C TIV E  D I S P L A Y ' S  I N  S T O G .  T H E  S HUDDE R E F F E C T  C OU LD  B
E P U T  T O  GIOOD U S E  O N  TH E  T I T L E  S CRE E N O F  A  GA M E , N O  S C R OLL ZON E S  A R E  U S E D  M A K IN G
I T  R E A LLY  E AS Y  T O  P RODUCE
130 T E X T 2 S . T E X T 2 I W T H I S  S C R OLLIN G MESSAGE M AY  N O T  B E  U P  T O  TH E  S AM E  S TANDARD A S
THE U N I O N  DE M O GU T  I T  I S  Q U I T E  S M OOTH A N D  C OU LD  L I V E N  U P  A  DAM E
DOK O U T  O N  ON E  O F  T H E  UP COM ING S TOS  P U B L I C  D OM A IN  D I S K S  F O R  A  J A Z Z Y  V E R S ION  O F
TH IS  MESSAGE W I T H  LOADS A C OLOU R S , A  B I S  FON T (  I ' M  GONNA C H E A T A N D  U S E
S P R ITE S !!
• A N D  M AY BE  A  9 I T  O F  D I G I T I S E D  S OUND
140 TE X T2 S m TE X T2 S ."I  A M  LOOK IN G FORWARD T O  Y OUR C ON TR IB U TION S  FOR  TH E  S TU B
DIS KS   U N T I L  N E X T T I M E   S O
L00000000000NNNNNNNNOS OOGOOGGOS
O.
150

 r e m   D R A W  8  COLOURE D L I N E S  A T  TH E  T O P  O F  T H E  S CRE E N

1 7 0  f o r  L O O P . °  t o  7  1  i n k  E ifLOOP  s  d r a w  0 , L O O P  t o  3 1 9 , L O O P  :  n e x t  L O O P
IS O r e m  * * * * * * • • • •  C O P Y  TH E M  I N T O  TE M P S  V A R IA B LE  A N D  CRE ATE  S T R I P E S

ITO T E M P S = s c r e e n S ( p h y s i c , 0 , 0  t o  3 2 0 , 7 )
2 0 0  f o r  L O O P - 0  t o  1 9 9  s t • p  0  t  s c r e e n S i p h y s i c , O , L O O P l m T E M P S  1  n e w t  LOOP
2 1 0  s c r e e n  c o p y  p h y s i c  t o  b a c k
2 2 0  r e m    " D U M B "  C OLOU R  C Y C LE  W I T H  S H I F T  COMMAND

* * * * * *  • •

2 3 0  s h i f t  1 0 , 9
2 4 0
2 5 0  r o e  * * * * *  * * * a s  D E F I N E  S C R OLL ZON E  A N D  V  COORD F O R  T E X T  T O  S I T

2 6 0  Y S TA R Tm 1 0
2 7 0  d e f  s c r o l l  1 , 0 , y 0 r a p h i c ( V S T A R T )  t o  3 2 0 , y o r a p h i c i Y S T A R 1 + 1 1 ,
- 4
, 0
2 8 0
2 9 0  r e m  • - 0 -
,• r e *
3 0 0  f o r  L O O P u l  t o  l e n i T E X T S )
3 1 0  l o c a t e  4 fLOOP ,Y S TA R T I  p r i n t  m i d S ( T E X T S , L O O P O ) i
3 2 0  1
3 3 0  r e m  a s t s * * * * * * *  CRE ATE  A  S HUDDE R E FFE C T W I T H  S C R OLL U P .S C R OLL DOWN

S TART M A I N  LOOP  F O R  S HUDDE R T E X T  P R I N T

3 4 0  b o o m  :  f o r  L 0 0 P 2 - 1  t o  2  t  l o c a t e  0 , 2 4  I  w a i t  y b l  s  s c r o l l  u p  •  l o c a t e  0 , 0  i
w a i t  y b l  s c r o l l  d o w n  :  n e x t  LOOP 2
350 n e xt  LOOP
360 w a it  2 0
370 s
4 0 0  r e m SCROLL F I R S T  L O T  O F  T E X T  O F F  S CRE E N R A P ID LY

3 9 0  f o r  LOOP m1 t o  9 0  •  e a s t  v b l  •  s c r o l l  1  i  n e a t  LOOP
4 0 0  a
4 1 0  r e m  i s e s s a i m a s  S C R O L L  TE X T2 S  M A I N  LOOP
• • • 1 • • • • • • •

4 2 0  r e p e a t
4 3 0  f o r  LOOP - 1  t o  1 e n ( T E X T 2 S )
4 4 0  l o c a t e  3 9 . Y S T A R T  •  p r i n t  a i d S I T E X T 2 S , L O O P . I l i
4 5 0  1
4 6 0  r a m  • . . * * * * * * *  P R I N T S  A l  F A R  R I G H T  O F  S CRE E N A N D  S C R OLLS

4 7 0  w a i t  y b 3  1  s c r o l l  1  t  w a i t  v b l  s  s c r o l l  1
4 8 0  n e w t  LOOP
4 9 0  u n t i l  f a l s e

continued overleaf
Listing 2 - Scrolly Text Messages
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1.1.1.11111111.1.
1 1  
1 W  
1 1 1 1 1 1
1 "  
" M
E M

Try playing with the STEP command in
line 200.
LINE 230 uses the SHIFT command to
cycle colours 8-15. I 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 8-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 wr!tten 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 STOS
because I can never remember what I have
called the picture files I may be currently
using.

HOW IT WORKS

LINES 70-90 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 SPEC$ and then the program
jumps to the loading routine. This is repe-
ated separately for NEO, Pll 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

70 N e w  Atari User - ISSIM 40

10
2 0  r e m  •
NO r p m  .  S L I D E  S HOW
4 0  r e m  •  B Y  GROG TH E  FR OG
50  r e m  .
6 0  r e m  l e . 4 . 4 4  w e e
7 0  r e s e f v e  a s  s c r e e n  8
BO k e y  0 4 4  h i d e  z  m o d e  1

ep.sub 2 2 0
100 i
110  r e p e a t
120 9PECS.DISK*4"*.P/1"
130 m o d e  0
140 g o s u b  4 7 0  z  r e m    S L I D E  S HOW O F  A L L  P 1 1 ' S
150 SPEC4mDI5K114"..NEO"
160 g o s u b  4 7 0  t  r e *    S L I D E  S HOW O F  A L L  N E O
-
S
170 5PECSaDISKS."..PI2"
190  m o d e  1
1 4 0  g o s u b  4 7 0  z  r p m  * * * * * *  . . * * *  S L I D E  S HOW O F  A L L  P I 2 ' 5  • * * * I H H H H I *
2 0 0  u n t i l  + e l s e
210 w
220   G E T  CH1OCE Dr  DRIVE
230 TEST.°
2 4 0  s h o w
2 5 0  m ode  1
2 6 0  w i n d o p e n  5 . 1 4 , 0 , 5 2 , 5 , 4
2 7 0  c u r s  o i f
2 8 0  w i n d o w  3
290 pr i nt  2 pr i n t  "  G T A R T  THE SLIDE SNOW ON WHICH DRIVE?.
4 0 0  2 1 = 3 3  Y I = 9  :  2 2 = Z  t  2 2 = 5
3 1 0  * e t  c o n e  1 , 2 1 . 8 0 ' 1 . 8  t o  W 1 2 • X 1 i . B . W Y 2
,
4 Y 1 w * S
320 m u
-
W o v e
n  
1 0 4
1 . v
1 0 2
, v 2
, 6

3 3 0  p r i n t  :  p r i n t  m  A " :
340 X1=42 :  2 2 . 5
3 5 0  s e t  z o n e  2 , X 1
5
8 0
,
1 2 4 3  t o  
4 2 2 . 1 1 1 •
8 , 0
,
2 4 4 i ) . 9

360 windopen 2 , 2 1 , Y 1 , 2 2 0
.
2 . 4
3 7 0  c u r s  o 4 f
3 8 0  p r i n t  z  p r i n t  "  L e p

4
3
9
:  
r

0  T : : 7 : : o n e 4 0 /
4 1 0  u n t i l  T E S T ) 0  a n d  m o u s e  l o i l y . 1
4 2 0  1 4  T E S T - I  t r i e r l  D / S k a m " 4 0 . '  e l s e  D I S K S = 0 ,
m4 3 0  c i s
4 4 0  h i d e
4 5 0  r e t u r n
4 6 0  1
4 7 0    S L I D E  S HOW B I T
4 9 0  A R T e m d i r  fi r s t 4 C S P E C S , - 1 /

4 4 0  w h i l e  A R T S ) 500 gosub 550 a rem   F A D E  P IC TU R E  I N  A N D  OU T
5 1 0  A R T a m d i r  m u ta te
5 2 0  w o n t:
5 3 0  r e t u r n
5 4 0  1
5 5 0  r i t e   * * *  F A D E  P IC TU R E S  I N  A N D  OU T  0 4 4 4 * * 4 1 . 4 4 *
5 6 0  c l e a r  k e y
570 co rm  o f f
5 6 0  c l s  0
5 9 0  l o a d  A R T 4 . 8
6 0 0  * l i d e  5
610 w a i t  3 5
6 2 0  t e r e e o  c o p y  6  t o  p h y s i c
6 3 0  4 a d e  5  t o  8
6 4 0  w a i t  2 5 0
6 5 0  1 4  i n k e l d 4 0
.
' "  t h e n  
w a i t  
k e y

6 6 0  r e t u r n

•
•
•

W 1 4 4 .
* * * * *
* *
* * * . .

•

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 NEXTS command.
LINES 560-590 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 bunk
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

So that's all for this issue, and if all goes
well next time I will be bringing you 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 I 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 STOS and it's new
running mate AMOS (yes I know it's an
AMIGA package but I promise to have a
disinfectant bath after playing with the
little beastie).
Oh before I give you my address I would

just like to thank Laurence Myears and
Neil Mothieson for being the first people to
write to me. Please remember that I can-
not guarantee the immediate return of
your disks unless you include a SAE.
Write to Peter Hickman, a t

36 CLEVERLY ESTATE,
WORMHOLT ROAD,
LONDON W12 OLX
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add ons were promised, and
owing to the language's pheno-

menal success they ore now ready. The
three items which I have had the by 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.

A D D IN G 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 STOS format they slot into the sprite
banks with no problem and as the demo
provided is wrinen 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.

A D D IN G 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 I 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 I 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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The Accessories
Damon Howarth tries out the fi rst
extensions to STOS allowing you

to add sprites and sound and
to compile the programs

Maestro manual also 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 GEtk 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 system 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. I 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 I 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. I f  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 you
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 i l ls  necessary
to explain that I reviewed all these on a
two drive 1040 and I understand from
friends with half meg drive 520s that
:
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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 STOS Basic program into
mnnable 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 eyes 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.
Obviously the more memory options are
used the quicker the compilation but com-
piling to disk is not at all memory 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 rrnich, every type of machine
in the ST range is catered for and that in
itself is an achievement. Personally I felt
the system needed a min imum 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. Not 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 t 2 4 _ 9 9

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 m a p ,  player's guide, reference card. Claims to be a Fantasy
Wargame Simulation - "The game where sorcery is a reality". Load the game and a map
appears. Lots o f  identical icons, representing the Shadowlord's forces, start moving round the
screen to the accompaniment o f  a sound like a Banda machine in need of a service. As one
moves off the edge o f the screen the view jerks to a different section of the map. (The board
covers six screen sections but doesn't scroll.) One o f  the enemy reaches a little fortress and
there is a truncated shriek indicating a battle (sounds more like a stone in your brake linings!).
Ater a couple o f  minutes o f  this it  switches to Combat Mode. Data briefly flashes up at

the top and bottom o f  the screen - how strong a magical attack each side has succeeded
in casting. numbers of' troops, and number of deaths. i f  hate games which don't let YOU
control fo r how long data is displayed!) Next is the Alliance Phase.
mobilise and various o f  my castles get reinforcements.
Movement Phase! At last I  get a chance to do something. Keyboard only! As I  move the

cursor onto my castles and troops I get their status - number of riders and warriors, leader's
characteristics (Leadership and Sorcery), 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 IN, and View Next Unit in Stack is .5!)
So I  move a few guys around, I  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 dmp troops in garrisons. A tells the computer I have finished this phase. O'er
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 turned off
the noises!
If you can recapture all your lost castles or his HQ before time runs out or he gets your

11C2 then you win. That's it. Not a  lot for 425!
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 difficult and doesn't appear to give you anything like
enough information on what is happening. The average player is likely to be frustrated by
the rinfilendly controls, the lack o f  interaction and the difficulty of winning. The keen
wargamer is likely to be put o f f  by the lack o f information.
This is basically a very ordinary wargame - i f  you 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 o f  the table for the type o f  troop (there are the
nations and two types - warrior and rider)„ the type o f  terrain and the relative size of the
troops, 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 Storte-Henges (Rune Rings), a  dice throw(?) and how many Rune Rings
you hold(?).
In this version the computer throws all the dice secretly, keeps all the CRTs and modifier

tables secret, arid doesn't even leave the results 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 o f  being in a Rune Ring or a Castle?
What happens i f  there ore 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 acts as a CRT modifier is sufficient to justi6
, a l l  t h e  r e f e r e n c e s  
t o  s o r c e r y
and magic in the description o f  the game!

Some o f  my leaders

•

THE STOS ADD-ONS
SPRITES 600 £ 1 4 . 9 5  S T O S  MAESTRO E 2 4 . 9 5
STOS MAESTRO PLUS £69. 95  S T O S  COMPILER £ 1 9 . 9 5

Published by Mandarin Software
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MAKE YOUR ATARI HAPPY!
Get some back issues NOW!

PAGE 6  b a ck issu e s represent a n  exce llen t  wa y o f  increasing  t h e  enjoyment of
your At a r i w i t h  a rt icle s t o  enlighten yo u . programs t o  type  in  a n d  re vie ws o f
software i o  gu ide  yo u . Alm o st  a l l  o f  the  content o t  p a st  issu e s w i l l  be as fresh
and re levant today a s when i t  appeared -  increase  yo u r enjoyment n o w. before
it 's too  la te !  D isks a re  ava ilab le f o r  a ll issu e s. conta in ing a ll the 8-bit  programs
from each issu e  reedy t o  run ,  and  they o f ten include  bonuses n o t  tound In the
magazine.

Limited numbers o f  the  following a te  st ill available -  se e  earlie r issue s for lu ll
description o f  contents

ISSUE 20

ISSUE 21

- GRAPHICS SPECIAL includes Touch  Tablet  u t ilit ie s.
DISK ALSO AVAI LABLE WITH BONUS PICTURES

- Includes a  Gu ide  To  Erro r Codes, D I SK AL SO AVAI L ABL E

t a L T E T a  -  Includes a  type-in  spreadsheet D I SK AVAI L ABL E WITH BONUS
ISSUE 23

ISSUE 25

Includes u t ilit ie s XREF and VERIFY BON U S D I SK AVAI L ABL E

1 I 1 1 I 5 a  -  SOLD  OUT

The fo llowing  issu e s a re  st i l l  ava ilab le

- Ano ther b igg ie t  A  m ust  for 1029 prin ter owners with  3 great u t ilit ies
including a  SCREEN DUMP. A  su p e r Japanese chess game called SHOGI. a type
in REVISION C  BASIC,  a fu ll feature on d isks and more Fo r  SI ,  type in  OTHELLO,
reviews o f  L EAD ER  BOAR D  a n d  M EAN  18 ,  H in t s and  T ip s and severa l o the rreviews and a rt icles.

- SOLID MODELLING i s  one  of the best non-game programs we have
published. B e  cre a t ive
,  O t h e r  
p r o g r a m
s  
i n c l u
d e  
S O U
R C E  
W R I
T E R  
t
o
r  
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code p rogrammers,  FL EXI BL E FINGERS t o  h e lp  y o u  t yp e . NUTS a n d  m o re .
Reviews o f  TRIVIAL PURSUIT, D VC
,
8 5 . S P E E D S C R I P T  
a n d  
m u c h ,  
m u c h  
m o r e
.  
S T

users ca n  learn  a ll about HARD DISKS, FAST BASIC, TYPESETTER ELITE. DEGAS
ELITE and  read  re vie ws o n  a  who le  lo t  m ore  sof tware.

• 4a)

DISK AVAI L ABL E -  AL L  THOSE 1029 PROGRAMS
READY TO GO!

DISK AVAI L ABL E •  DOUBLE SIDED! TWO f u ll sides
with BONUS SCREENS t o r SOLID MODELLING!

L Z S a a i l  -  Some cra ckin g  list in g s f o r  the  8 -b it . I n  GREAT BRITAIN LTD_ you
can b e  the  Chancellor and  h e lp  run  the Country. COMPUTER GAMMON is a great
Atari ve rsion  o t  backgammon and there's ANTS IN YOUR PANTS, DISK COMMAND
and o the rs. There i s  a  feature o n  word processing and sla cks e l reviews, The ST
section in clu d e s a n  in-depth review o f  ART DIRECTOR and a neat lit t le  program
to p u t  scro ll in g  st a rs o n  yo u r  scre e n !  L o t s o f  reviews includ ing  HABAVIEW,
K-SPREAD 2,  K-WORD and  m a n y more .

•

PW AF SC  E x t e n d  th e  incred ib le  o rig ina l M unchy Madness w it h  the MUNCHYil S S  SCREENDESIGNER, p lay GREEDY CATERPILLARS with a friend, teach
•

your ch ild re n  w i t h  M OST  H EAR T M ATHS o r  make u p  so m e  crosswo rds w it h
XWORD. A  lo n g  feature o n  fl ig h t  simu la t ion  programs, h in ts on ZORK and loads
of reviews. Fo r  ST  users,  the  fi rst  in  a series ot USING GEM tram C p lus FLIGHT
SIMULATOR I I  reviews,  new books from COMPUTE! and a whole stack o f  reviews.

ISSUE 2 9

ISSUE 3 0

•
Mi

i i i

• ea
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DISK AVAI L ABL E s o m e  L-O-N-G LISTINGS!

DISK AVAI L ABL E -  Also  con ta ins the  winn ing  t it le
screen f rom  o u r  compet it ion.

- On e  tha t  se rio u s 6-b it  u se rs have  been wa it ing  f o r  -  a  great  f u ll
feature database -  M JDBASE p lu s a n  amazing st o ry m ake r. STORYBOOK, tha t
allows yo u  t o  create  illust ra ted sto rie s. Then the re 's a  great  game f rom  ANTIC
called CLIFFHANGER a n d  a n  AUTORUN m aker and  m ore . Cheat on  commercia l
games w i t h  ZAPPI NG T H E RIGHT BYT E a n d  re a d  sla cks o f  reviews. Th e  ST
section h a s a  type-in  program, SCREEN GRABBER, wh ich  a llows you to 'sna lch•
pictures o f  commercia l games t o  d isk,  p lu s the  next  pa rt  in  o u r GEM  FROM C
series and reviews o f  Superbaee Personal, K-COMM 2 p lus lo ts of games includ ingBarbarian.

DISK AVAI L ABL E,  D OU BL E SIDED,  Wit h  BON U S
story f o r  STORYBOOK and  STORYBOOK reader.

• A  g rea t  t a llo w u p  t o  So lid  Modelling a llo ws yo u  t o  animate 3-D
objects. T r y  3 -D  ANIMATOR H o w  about a  puzzle  w it h  LETTER CASTLE o r  an
arcade st y le  shoo t -up  f rom  ANTIC ca lled  DESERT CHASE? Art icle s in icude  a n
in-depth lo o k  a t  GUNSLINGER. Genea logy Wit h  yo u r  At a r i and First  Ste p s o n
saving screens. Loads o f  re vie ws includ ing  AUTODUEL and P:R: CONNECTION,
The ST  sect ion  h a s the  cont inu ing GEM  series,  CYBERSTUDIO, ZOOMRACKS II
and lo t s a t  games a n d  se rio u s reviews includ ing  GFA BASIC,  K-Roget, Jup ite rProbe and more ,

DISK AVAI L ABL E,  D OU BL E SI D ED  w i t h  BON U S
MACHINE LANGUAGE ADVENTURE on ly on the d isk! e

1 1 1 2 1 1 lil1  -  Ou r  m assive  su rve y o n  a ll t h e  WARGAM ES availab le f o r  the 8-bit
Atari heads th is issue  which a lso  includes a great type-in synthesiser list ing ca lled
ORIGINAL SYNTH. Other list in g s include  FONT FACTORY, a n ice  character editor
and a  cha lleng ing  g a m e  ca lle d  BOWL  TRAP. A  feature o n  SSI ,  more  Tu to ria l
Subroutines, a  long  feature on THE NEVERENDING STORY. reviews o f  ROADWAR
2000 and THE DUNGEON p lu s m any more  a re  a lso  in  t h is issu e . ST  SECRETS,
a n e w se ries o n  ST  programming begins with  a look at sound and the ST reviews
section includes IMG SCAN,  BASE TWO. TEMPUS and  many m o re .

DISK AVAI L ABL E -  A l l  t h e  ext ra  fi le s f o r  ORIGINAL
SYNTH se t  u p  ready to  run p lus a ll the other list ings.

ISSUE 32 - A  great card game for 8-bit users called, rather un inspiring ly,  WHIST
plus a  t wo  p laye r game o f  TENNIS and  a GRAPH MAKER that works on the 1029
printer. A  new series starts on EXPANDING YOUR ATARI and there is an excellent
program. tutorial o n  BU BBL E SORTING. Reviews include  THE PAWN,  GUILD OF
THIEVES, SPARTADOS1.1.S. DOUBL ER a n d  m any m ore . ST  u se rs ca n  fi n d  ou t
about programming graph ics with  ST SECRETS and can read a ll about the TURBO
DIZER, PC  DITTO p lu s reviews o f  Tamp:tweed. Defender e l  Th e  Crown, Win te r
Olympiad. PROSPERO FORTRAN a n d  more .

ISSUE 33 - Many readers have  sa id  t h is is our best issue yet with an extensive
feature o n  choosing  a  printer fo r your Atari,  p lus HEAVY METAL, a superb type-in
machine language a rcade  g a m e . Ot h e r t yp e -in  list in g s include  another game,
CRYSTAL CRISIS a n d  t w o  u t ilit ie s,  COLOUR TUNER and SOF TKEY, t h e  la t te r
being a  su p e r  keyboard  'm a cro ". u t i l i t y. S T  o wn e rs ca n  h n d  Ou t  more  about
PROGRAMMING GEM  w it h  another a rt icle  in  the  se ries and  there a re  lo a d s o f
reviews in clu d in g  MASTERPLAN, GUNSHIP and SPECTRUM 512. There s m uch
more in  t h is issu e  besides, includ ing  so m e  great m u sic f o r  the

ISSUE 3 4

ISSUE 37

•

DISK AVAI L ABL E -  DOUBL E SI DED w i t h  BON U S
MACHINE CODE ARCADE GAM E o n ly o n  t h is d isk.

DISK AVAI L ABL E -  includ ing  TWO BONUS GAM ES
that a re  n o t  in  the  magazine.

- An  ADVENTURE specia l t o  de ligh t  a ll f ans o f  At a ri Adven tu ring .
Exclusive and extensive in terview with LEVEL 9. two TYPE-IN 8 b it  ADVENTURES,
games reviews,  bumper A-Z HINTS AND TIPS for a ll kinds of adventures, a su rvey
of a lmost  eve ry known Atari adventure and much more. Other items include DAVE
T'S DISCO, FLYING BY THE BOOK,  TUTORIAL SUBROUTINES, the SHELL SORT
and t h e  re g u la rs. S T  F i le  in clu d e s a  round  u p  o f  ST  adventures, a  review a t
OUNGEONMASTER, h in t s o n  adventures and st a cks o t  general games reviews.

DISK AVAI L ABL E -  in c lu d e s TWO BONUS
ADVENTURES On ly t o  b e  found o n  t h is d isk,

M E M E g i  -  SOL D OUT. D I S K  WITH AL L  PROGRAMS AND BONUS
MACHINE CODE GAM E STILL  AVAI L ABL E

• Another cracking machine language game from Paul Lay called STAR
RIDER p lu s HEADBANGER, a lso  in  machine co d e . MUSIC BOX and  SYNTH II to
type i n  M APPI NG YOUR ADVENTURE sh o ws you how to  succeed in  adventures,
850 SPLIT revea ls secre ts about  the  850 interface, DESIGNER KEYS a llows you
to custom ise  the  keyboard . Then the re 's BEGINNER'S BASI C p lu s a  new series
on TURBO BASIC,  re vie ws o f  M ERAK. DfaconuS, Jo e  Blade  and more . Fo r  the
ST w e  have B  BOOT t o  a llo w yo u  t o  boo t  f ro m  d rive  B,  STOS reviewed, TRIP.
A•TROte SPEL L BOOK,  SUPERBASE PROFESSIONAL a ll reviewed and  yo u  ca n
Hod how to  never get lost  again with  AUTOROUTE. All t h is p lus much,'muich more.

0

• ea

DISK AVAI L ABL E- includes BONUS MACHINE CODE
UTILITY t o  add  128 co lo u rs t o  At a ri Ar t ist  o r M icro-
painter p ictu res.

- Same excellent list ings includ ing SCROLLY TEXT EDITOR, a superb
ut ility f o r creat ing scro llin g  messages on the XL I E  just  like  those on the ST. p lus
BLASICOM. a  la st  a n d  fu rious b last  'ern up, and SUNPLOTTER which shows you
the p o sit io n  o f  t h e  s u n  a n d  t im e s anywhere  i n  t h e  w o r ld . Also  FINDER f o r
searching yo u r  p rograms,  t h e  fi r s t  p a rt  o f  MACHINE CODE L IBRARY and  the
CASSETTE DATABASE,  Loads o f  reviews,  a s usua l,  includ ing  SpartaDos X. ST
File includes the  fi rst  part in  the MIDI series and coverage oil PROTEXT and FLAIR
PAINT p lu s re vie ws o f  HEADCOACH (where have  yo u  seen  tha t  reviewed e lse -
where?), SPRITE MASTER and  a  wh o le  host  o f  games_ L o la  m ore  besides.
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STARTERS ORDERS, a superb horse racing game for
all t he  f a m ily

E M I M I  -  A  su p e r educational p rogram. MCO-TEST, f o r  revision ,  homework
or f u n . The  MACHINE CODE lib ra ry lo o ks at saving and loading memory, a  u t ilit y
lists a  REAL  TIME CLOCK f o r  yo u r XL  o r  XE a n d  THE POD? is a great scro lling
game. The re  a re  severa l more  list ings_ The  TIPSTER beg ins and art icles include
THE GAM ES THEY NEVER RELEASED and  more on Turbo Ba sic. ST owners can
enjoy type-in  rou t ines f o r  graph ics,  reviews o f  MINIX. FUN SCHOOL 2 ,  POLICE
QUEST II  p lu s le a d s o f  games. Th e  M iDlo ts gu ide  cont inues and John Sweeney
looks a t  KINGS QUEST and LEISURE SUIT LARRY.

DISK AVAI L ABL E •  includes GALACTIC CRESTA a
BONUS MACHINE CODE GAM E p reviously released
commercially!

- Th e  fi rst  type-in  fi sh in g  game fo r the Alan,  CATCH DAY, needs the
way w it h  M OUSE PARTY and a  NUMERICAL CONVERSIONS UTILITY a lso to  type
In Ot h e r  features include  PAGE MARSHAL. HAWKOUEST,  the  MACHINE CODE
LIBRARY o n  Pla ye r M issile  Graph ics p lu s,  o f  course,  THE TIPSTER and reviews
of 8 -b it  games includ ing  STAR WARS. Th e  ST  sect ion  in clu d e s reviews o f  THE
JADE STONE a n d  DOMES OF SHA,  the Mid iet 's guide la  the SEQUENCER, a new
column o n  STOS PROGRAMMING p lus many, many reviews includ ing  GOLDRUSHand GAL DREGONS DOMAIN.

DISK AVAI L ABL E -  includes PRO GOLF as a BONUS.
Superb 1 8  h o le  a ct io n  w it h  a l l  t h e  op t ions p lu s a
construction k i t  t o  b u ild  yo u r o wn  co u rse s

EARLY ISSUES ARE IN SHORT
SUPPLY - GET THEM NOW!

BACK ISSUES are E1.20 each in the U.K., E l . %  for  Europe or  surlace mail elsewhere and E2.75 for  Air  Mall outside Europe
ISSUE DISKS are for  any 48k or  64k 8-bit Atari. Each disk is E2.95. Postage FREE in U.K. Overseas add El  per  order (any number of disks)

Send your  order to PAGE 6,  P.O. BOX 54, STAFFORD, S116 1DR, ENGLAND. ACCESS and VISA accepted. Telephone 0785 213928
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0THE JADE STONE
from Marlin Games

A beaut ifully  illustrated text and graphics  adventure by Linda Wright
in which you play  Amara,  the beaut iful daught er of Lord Senidea of
Nulom engaged to Amont on.  a man that  you father does not
approv e of, In an at t empt  to impress him Amont on announces  that
he will sort out  the evil sorceror Mallumo,  howev er young Amant on is
soon c apt ured and so is your father, You learn that  only The Jade
Stone is magic al  enough to ov erc ome the evil Maliumo and so you
must search for the Stone and rescue both your father and
sweetheart

An unusual and enc hant ing adventure with many  little surprises -
features inc lude VOCAB.  OOPS, EXAMINE ALL, RAMSAVE/RESTORE
and GRAPHICS OFF

The JADE STONE is just 59.95

DIMS OF SHAT r i - P a c k
from River Software
Three text only adventures from Jack Lockerby, a  highly regarded writer of descriptive adventures

DOMES OF SHA is River Software's most successful adventure
so far. Set in a far corner of the galaxy, an event  was tak ing
plac e that  would not  only af fect  the tiny planet  of Olaxos, but
worlds not  even born.  The surviving people knew that  they must
mov e or die but  the Cold Fear has prevented Me m f rom going.
Somebody  must be strong enough to lead the people of SHA
to safety

HAMMER OF G R I M M =  is set in the land of  dwarves  where
Grimmold,  might iest  of the Dwarf  Kings. is deeply  t roubled.  His
fabled hammer.  a symbol of  health and fertility, has been
stolen bringing misery to the land.  The noble adventurer is
c harged with recovering the Hammer of Gr imm° id but  must
first outwit  the Hooded Men,  dec eiv e the Gigant ic  Orc and
tinalty ov erc ome Valk, the evil one •

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

UNDER STARTERS ORDERS
NOW AVAILABLE ON TAPE for just £2.95

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

• Computer betting for 1 - 4 players
• Full colour animated race graphics
• Save game facility
• 7 races per meeting
• Name you own horses
• Photo fi nish 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 tun of the disk version except that the number
ot horse databases is limited. A V A I L A B L E  EXCLL1S1VELY FROM PAGE 6

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

h e r e  b y  a  l a n a .  e i b i l s t  a  s m e l l
-s i g n m e r “  p a i n t s  h e l p f u l l y  i n  a l l  t  our-
d i r e c t  t o i l s  u s  m o s t  p e o p l e  h e a d  e i t h e
rn o r t h  o r  w e s t .

a  t r a u s o  w a n d e r s  boa ,  s m i l i n  s t r a n g e L y
a t  9 0 U  a s  h a  h e a d s  W C S t . C e c k  t a g  t h e
s i g n p o s t ,  y o u  d i s c o v e r  t h a t  t h e  r o a d s
Le a d  t o  t h e  t o w n ,  t h e  w o o d s ,  a
s e a s i d e  v i l l a g e  a n d V i b r a n  P l a i n s .
De c  i d l e g t h a t  y o u  n i g h t  f  I nd  s o m e o n e
t o  h e l p  y o u  i n  t h e  y r t t a g e •  s o u  h e a dii n t h a t  d i r e c t  o n  •

Linda Wright has been writ ing adventures  on other machines  for
many  years. She is highly  regarded in the Adventure world and
many  of her games  hove been rev iewed in CRASH and other
magazines. Her most recent game THE BEAST earned a 91%
rat ing In a world dominated by male writers.. Linda brings a
refreshing new approac h to many  of  her adventures

MUTANT is a more down to earth adventure.  Twenty  years
ago.  on one of the South Sea Islands, the b o mb  was tested.
This small island has since returned to the lush paradise it
onc e was and small villages 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  hav e
heard its hideous cry. You are Mank ind's  last hope of  track-
ing down and destroying this c reature before it is t oo late

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

.Author Jack Lockorby has writ ten over a dozen adventures  on
The Spectrum and Commodore and Is a highly  regarded %lure JP
Adventure circles. Many  of  his games  have rec eiv ed praise f rom
Mike Gerrard. writ ing in Your Sinclair, and  several of his games
have beer) heav ily  promoted by the magaz ine. Jack is a  ret ired
Mining Engineer whose writ ing talents have brought  Joy to
thousands of adventurers over the past 3 years

ORDER F • M  on page 49
TURBO BASIC

Possibly t he best language for your
XL/XE o n d  easy  t o  learn wit h  our
tutorial series. Even your own Atari
Basic programs will run up t o  three
times as  ra g  with Turbo Basic and
the disk  c omes  c ompiete wit h  a
lightning fas t c ompiler that  wilt en-
ab le  y o u r  p ro g ra ms  t o  ru n  a t
machine c ode  speed. Turbo Basic
has revolutionised programming for
many users being very easy to use
far anyone with a little knowledge of
Atari Basic
With a  printed manua  and protec-
tive wallet  - only  horn PAGE 6

Disk onl y £ 3 . 9 5

MINI OFFICE II
Simply t h e  be s t  a l l  r ound
business pr ogr a m  for  y our
Atar i .  W o r d  P r oc e s s or ,
Spr eadsheet ,  D a t a b a s e ,
Label Printer, Comms,  w ha t
more can w e  say? Hundreds
have bought  this hard to find
pr ogr am s o  w e  a r e  c o n -
tinuing our  special  offer

SAVE £5 - SPECIAL
OFFER PRICE £14.95!



PAGE 6 ACCESSORY SHOP
THE VERY BEST IN PUBLIC DOMAIN

PLUS BOOV ,  DUST COW ' n d  AnCESSORIES

A Guide ro
ATARI 400 800Pers. —:'

x i / x i : D U S T  S T
PUBLIC DOM I N  C O V E R S  PUBLIC DOMAIN

The largest selection of Public
Domain software for the XIIXE
available anywhere - only the

very best makes it onto a
PAGE 6 disk!

N E W  X L / X E  a n d  ST
catalogs

NOW AVAILABLE!
Please note our ca ta logs do  not cantam

commercia l software normally ava ilab le
from retailers or advert isers in  the magazine

HUNDREDS OF ITEMS IN OUR CATALOGS

Every imaginable Dust Cover!

PAGE 6 was the very first to
introduce PD software for the ST
and are still first in introducing

many unique programs
Disks from just E2.50

OFFICIAL UK DISTRIBUTOR FOR

SINEWS
THE WORLD'S FINEST

ST DISICBASED MAGAZINE

P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
Telephone 0785 213928 C a t a l o g  HOTLINE 0785 57005

(24 hours answerphone)


