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Inspired by the best demos on the ST the High Tech Team

from Holland set out to

show that the 8-bit Atari

could produce the same effects, the result

® MUSIXX

TWO separate music demos featuring
interpretations of the music from a
dozen top Atari games

® GRAPHIXX

THREE great graphics demos that
include lots of scrolling messages,
bouncing effects, sine waves, rainbow
effects and more all with great music

® THE BIG SCROLL

The world record scroll for any Atari
machine - over 60Kb of scrolling
message that takes 3 hours to read!

® SAMPLES

Over half a dozen sampled voices and
instruments that show you that top
quality sampled sound is not the
exclusive preserve of the ST

THE BIG DEMO

DIGI MUSIX
OPTION FOR DOS

® DIGI-MUSIXX

Quite simply the most astonishing
digitised music ever heard on an

Atari 8 bit computer! Two great sampled
and cleverly edited tunes that play on
forever. You won't believe your ears!

All this on one GREAT disk for just £3.95
Available exclusively from PAGE 6 - see the order form on page 49

The BIG DEMO is a double sided disk in enhanced
density and will only run on a XL/XE with 1050 drive
or a drive that can read enhanced density

NOTE: For every disk sold a donation will be
made to the High Tech Team in appreciation of

the best 8-bit demo we have ever seen. If you
like this demo we may be able to encourage
these Atari B-bit wizards to do more!
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SNAKES ALIVE!
An excellent game from

Bill Halsall for up to
twenty players!
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Europe £13.50
Elsewhere {sea} £13.50
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NEW ATARI USER ON DISK

A disk containing all of the B-bit
ﬂru rams from each Iissue of
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UK £24.00
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PAGE 6 welcomes and encourages ils read-
ers to submit, articleg, programs and reviews
for publication. Programs must be submitted
on disk or cassette, articles should wharever
possible be submitted as text files on disk, We
seek to encour your participation and do
not have strict rules for submissions. If some-
thing interests you, write a pragram or article
and submit it! Apﬁlgjpriate payment will be
made for all publis programs and articles.

All original articles, programs and other mate-
nal in NEW ATARI USER is copyright of the
author as credited. All uncredited matarial is
copyright PAGE 6. Unless containing the by-
line “All Hights Reserved any material in
MEW ATARI USER may be reproduced by
User Groups and other non-profil making
organisations provided that the author's name
is included and PAGE 6 is credited as the
original publisher. Permission to publish else-
where should be obtained from PAGE & or the
author. Editors of newsletters reproducing
material are requested to send a copy of the
relevant issue to the Editorial address of
PAGE 6. Whilst we take whatever steps we
can to ensure the accuracy of arficles and
gmgm and the contents of advertisaments,

AGE & cannot be held liable for any efrors
or claims made by advertisers.

ATARI (TM) i=s a registered Irademark of
ATARI CORP. All references should be so
noted. MEW ATARI USER is an independent
publication and has no connaction with Atari
[ or with any other company or publisher.

separately or on subcription. E‘.ingle '

GO NT ENTS

Issue 41 December/January 1989

LIST IF by S.J. Shephard 10
A new command added fo Basic

CONFESSIONS OF AN ADVENTURE ADDICT 14
Allan J. Palmer tells what getfs a grown man hooked?

SNAKES ALIVE! by Bill Halsall 16
A great game for up to twenty players!

THE TIPSTER 20
SPIRO by Derek Thomson 22
Create a variety of pafterns

MACHINE CODE LIBRARY by Stephen Williamson 25
Add the professional fouch with video effects

GARRY’S ADVENTURES by Garry Francis 32
The solution to Escape From Traam

COLOUR DUMP by John Fildes 34
Colour pictures on the Star LC-10

THE SOFTWARE REVIEWS 36

Ninja Commando - Desert Falcon - Cosmic Pirate - Food Fight -
Paintboard - Turf Form - System 8 - Masterchess - American Road
Race

TUTORIAL SUBROUTINES by lan Finlayson 42
Using the screen editor

PICMATICS by Ann O'Driscoll 44
Learning mathematics the fun way

RANDOM NOTES by Mark Hutchinson 46
STARS by Edward Brooksbank 47

SEUIEE - ok

MINI OFFICE PRESENTATION GRAPHICS

53
HiSoft C by Steve Pedler 54
MAKING MUSIC by John S Davison 56
A new column for ail those interested in computer music
INDIANA JONES by John R. Barnsley 58
POSTMAN PAT by John S Davison - 60
DEMON'’S WINTER by John Sweeney 61
DEJA VU il by John R. Bamsley ' ' 62
ST GAMES - 63

Blood Money - APB - Aaargh - Gilbert - Indiana Jones - Paperboy -
High Steel - Shinobi - Jaws - Rick Dangerous - Buffalo Bill

TANKATTACK by John Sweeney | 69
THE STOS COLUMN by Peter Hickman 70
Type-ins, news, reviews and more
Editorial 4 BACK ISSUES 31
Listing Conventions 9 CONTACT 48
News 6 UPDATE 50
Letters 8 RESOURCE FILE 74

I The next issue of
NEW ATARI USER
will be on sale 25th January

Editorial copy date is 6th December (early!)

Editorial address: P.O. Box 54, Stafford, ST16 1DR, ENGLAND Tel, 0785 213928
. Editor & Publisher: Les Elfingham - Advertising Sandy Ellingham
Printed by Stephens & George, Merthyr Tydfii 0685 5351 - Page layout by PAGE 6 - Linotron output
by The Setting Studio 081 232 1517, Origination by Ebony 0579 47880 - Newstrads Distributian by Diamond
Europress, Unit 1, Burgess Road, vyhouse Lane, Hastings, E. Sussex TN35 4NH Tel, 0424 430427
MNEW ATAR| USER is published bi-monthly on the last Thursday of the monih prior to cover date




PAGE 6 PUBLISHING's

Issue 41
December/January 1989

‘The Magazine for
the Dedicated Atari User’

IS5N No. 0952-4967

THE CREDITS

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

Les Ellingham managed to stay awake
long enough to do the editing, layout etc.

Sandy looked after the advertising and mail
order

John R. Barnsley helped out as usual (does
the R stand for Rastus or Elton john?)

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

Mark Hutchinson Matthew ‘]unes
John Davison John Davison jr
John Sweeney Paul Rixon
Damon Howarth Garry Francis
lan Finlayson

All other contributors for this issue are individually
credited alongside their articles or programs.
Thanks to eve for sharing their work and
enthusiasm with other Abari users.

Sorry about the short deadlines Garry!

The cover picture depicts the famous
Indiana Jones from the film Raiders of the
Lost Ark. Two Indiana Jones games are re-
viewed this issue and the picture fits in nice-
ly with our main -ingame. The photo-
graph is copyright Lucasfilms.

Lots of music this time around, i3 that time of year,
Storms from Nanci Griffith is as wonderful as the others, as
iz a very early and hard to come by Michael [ohnson album
called Wings, Tracy Chapman's mew e follows in similar
vein whilst the Eurythmics continue in siyle it not in
strength, A nice live fohn Prime COF with nineteen tracks
proves that very few can write so marny songs of such
ualilty, @ bil of nostalgia there, Big surprise is fean Michel-
e Jarre whose live recording of the Docklands concert
[although it isn't credited as such) is quite surprisingly
brilliant, much better in fact than actually being there on
the night! Most stramge. Also strange is Ancient Beatbay
purchased because of its foik music influences and the fact
that it was pul together on g 10405T. Takes sovre “"ﬁ?
used to! Bob Dylan's is but somewhat subdied a
Kate Bush has managed a lot straighter sound even f fi
the musicians involved should hove made it otherwise. A
these and more played constantly in the backgrowund whilst
the wards came together, Best of all though was Runrlg
wha always were brilliant and on the Page & tumntables
long before anyone bul the few hod even heard of them,

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

The next issue of NEW ATARI USER could
feature YOUR article or ram,
so0 SEND IT IN NOW!

PAGE 6 shows just whal you can do with your Atari. With
the exceprion of fAnal outpur an a Linotren and wse of a
repro cavmera Jor the listings and photos, the magazine is
prepared entirely with Atari based equipment and soffware
- not @ Macinlosh or 1BM in sight! Hardware used Includes
130XE, 1050 disk drive, B10 disk drive, 410 casselte
foccasionally’l, 850 Interface, NEC B023 prinfer, 104057,
SM124 Monitor, Atari SH204 hard disk drive, Cumana 1
meg disk drive, Epson RX 100 printer, Kyocera laser printer,
Microstufer printer buffer, Software Includes Superscript,
Turbo Basic, Kermil, PC Infercomm, TARI-TALK, Print Wiz,
PC Intercomm, STWriler, Protext and Fleet Street Publisher.
Articles and programs submitied on XLAXE disks are sub-
jected to various custom written programs before being
transferred across to the 5T via TARI-TALE. All major
editing s done with Protext and pages are laid out with
Fleet Street Publisher. A disk with the finished pages is sent
up to The Sefiing Studio in Newcastle (a fypesefting bureau
wha really know what they are daimg with the 5T) o be
oulpul on a Linotron 300 and, hey presta, finished poges
are sent back. It really does work - at last! All that is left is
to drop in the listings and phaotos. Well, it's not quite as
easy as that, but you gef the idea!
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AT LAST!

After a very quiet year it seems, at last, as though the world is finally waking up to the

fact that the 8-bit Atari is still very much alive and still selling. In recent months new

software has become increasingly rarer but now with two new labels including the Atari

in their plans we should see dozens of new releases, or re-releases, over the coming

months. Atari themselves also seem to have found a new commitment to the B-bit with
several new titles released and plans to convert many of their 5T titles. It's looking good!

| wonder why it has taken this long for the software companies to sit up and take notice? L
Most have blamed piracy on the Atar, which was indeed a major problem, but many

now feel that the newer breed of Atarl owner does not feel so inclined to pirate software

especially as much of it is now available at budget prices. The pirates seem to have

moved on to the 5T and Amiga leaving the Atari 8-bit market to pick itself up again. One f
thing that will be important over the coming months is that this market does indeed

materialise otherwise these new companies may well join the ranks of those who have

deserted the Atari. The future of software availability really lies in your hands and it is

up to you to go out and purchase as much new software as you can afford. If you don't

you will will end up with a pocketful of money and nothing to buy.

HAWKQUEST - WE DID IT!

It is very gratifying to learn that, through the efforts of PAGE 6, Hawkquest (reviewed in
Issue 39) will see the light of day as a full commercial release. Many people wrote to us
asking why we didn’t release it ourselves, The answer is that it was too good! Whilst we
are quite happy to publish software, we have to recognise that we are not a software
publishing company with access to the distribution channels required to get a piece of
software out to the shops. We could probably sell a reasonable number via the
magazine, but an awful lot more could be sold via the established shops and mail order
suppliers. Strangely, many people will respond to an advertisement, not by buying direct
but by going down to their local shop to buy. We still get calls from people who have
seen our advertisements for things like TARI-TALK asking where they can buy it!

As far as Hawkquest is concerned we would much rather that the authors received as
much in the way of royalties as possible and we felt that an established company could
achieve higher sales. We may have lost the chance to make a few bob ourselves but so
what if the Atari community as a whole gets the benefit.

NEW COMPUTER EXPRESS STINKS!

Nice to see that we recently got a mention in the New Computer Express Atari column

mentioning our public domain library but then they have to go and put in the snide

remark about PAGE 6 being a ‘back bedroom’ publisher. I wouldn't dream of saying that

the New Computer Express Atari column is about the same size as a piece of toilet paper,

would 17 Seriously, though, 1 wonder what makes these ‘big’ mags put down those who

quietly go about their business without all the hype that seems necessary nowadays to

ensure success? Maybe it’s insecurity. Maybe they don't really know what they are doing i
and try to put down those who do. That could be it, for in the very next column Edmund

Blake reports that the Alternative Micro Show is being held in Tamworth on the 26th

November. Totally wrong! What's more he goes on to do the struggling Atari software

industry a great power of good by telling people how to rip off cartridges! The column is

even headed ‘Jolly Roger'.

I was quite pleased that New Computer Express decided to carry an Atari column but it

would be nice if they could actually show that they do really have the interest of the

Atari at heart by accurate reporting and by supporting others and by not condoning the

very thing that has caused lack of suppert in the past. If you feel inclined perhaps you

might drop Edmund Blake a line to let him know how all you ‘back bedroom’ readers

feel. |

NICE TO SEE YA!

Finally it was great to see so many of you at The Alternative Micro Show and to have
time to stop and chat. A nice relaxed show with plenty to see. See you next year. (Thinks
... | just hope that they turn up, since I have to write this about two weeks before the
event!)




HOW TO TYPE IN THE LISTINGS
and get them right!

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

WHAT ARE THOSE CODES?

Each line of a program printed in NEW ATARI USER begins with a
special two letter code. THESE SHOULD NOT BE TYPED IN. They are
used by the program TYPO to check that you have typed each line
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LIST-
ING PLEASE DO 50 NOW. The program can be used as you type in
each line of a program or to check an already typed program. The
code for each line will match but if you have problems check the
listing conventions below carefully, you are most probably typing a
CONTROL character incorrectly. TYPO 3 cannot check whether a line
has been missed so if you have problems in running a listing count
the lines in the program and ensure none are missing. If the TYPO
codes match and the program still does not run, LIST it to cassette or
disk using LIST "C:" or LIST "D:filename”, switch off the computer,
re-poot and then ENTER the program using ENTER "C:" or ENTER
"Difilename”. Save this version in the normal way.

HOW TO USETYPO 3

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

. SAVE or C5AVE a copy of the program,

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

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

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

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

. When you have finished a listing just SAVE or CSAVE it in the

normal way,

You can type in o program without using TYPQ 3 and then check it by
SAVEing or CSAVEing a copy of the program, running TYPPO 3 and
then LOADIng or CLOADIng your program and proceeding as in step
6 above.

Always SAVLE or CSAVE a program before running it and always use
TYPO before telling us that a program will not run.
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OUR UNIQUE LINE BY LINE CHECKER
WORKS ON ALL ATARI XL/XE
and earlier 8-bit machines

L REM
2 REM * TYPO IIT by Alec Benson *
- June 1985 "
I REM ¥ & proofreader for AGNTIC and *
.3 PAGE & based on TYPO IT »
¥ published by ANTIC magazine
4 REM e e
188 GRAPHICS @
118 FOR I=1536 TO 1791 :REAGD A:CK-CK+a:
POKE I,A:NEHT I
120 IF CK<{>3876%5 THEN ? "Error in DaTa
statements = Check Typing':END
138 a-uUsSRIC153I6)
i4g 7 7?7 “TYPD IXI is up and running':
HEHM
1988 DPATA 104,166,8,185,26,3,201,69
1816 DATA Z40,.8,200,2600,2008,192,36,208
10Z0 DAaTA 242.96,200,169,79,15%,26,3
18I0 DATA 208,169.,6,153,26,.3,162.,9
148 DATA 189,08,228,157,79,6,232,224
1858 DaAaTa 15,208,245,169,93,141,83,6
18606 DATH 169,6,141,64,6,173,4,228
1878 DATA 165.06,.141,95,6,173,5,228
1088 DATA 185,0,141.96,6,169,8,162
1098 DATA X,149,283,202,16,251,96.,6
1168 DAaTA 6,8,06,.0,.8,8,8,8
1118 DATA 0.,8,0,8,8,0,32,9%4
1178 DATaA 6,8,72,20L,155,240,55,238
110 DATA 203,133 ,289,138,72,169,0,133
1148 DATA 288,162,8,10,318,208,6,209
1150 DATA 144,7,24,1061 ,2862,144,2,230
1168 DATAa 208.202,268,.239,133.2687,24,1
65
1178 DATA 204,101,287 ,.13X,7204,165,285%,
i81
1166 pDATA 208,133,205,165,706,105,0,13
X
1198 DATA Z06,1P4 ,170,104,408,96,138,72
1200 DaTa 152,72,162,0,134,207,124, 2068
1218 DATA 160,24 ,6,204,38,205,38,206
12728 DaTh 36,267,3I8,208,56,165,2087,723%
1238 DaTha 164,1789,165,208,233.2.144.,4
1249 DATaA 134,7687,13%,208,136,208,227,
162
1258 DaTa 8,165,207 ,133,204,165,208,6
1268 DATH 204,42, 2081,26,144,4,233,26
1278 DAaTA 230,204 ,202,208,242,.133, 205,
169
172690 DATA 128,145,.686,200,197,408,7088.,24
9
12289 DATA 165,204,10%,160,1608,3,145, 488
1iee DaThA 165,205,24,1085,161,2008,145, 06
8
1X1ie DATA 32,69,6;,184,168,76,15X,.6

Iverse Control | nveriv eather codes

LLET Cosmicol

ESC ESC

E3C CTRL

ESC CTRL

ESC CTRL

ESC CTRL

ESC SHIFT CLEAR
ESC DELETE

ESC TaB

ESC SHIFT DELETE
ESC SHIFT IMSERT
ESC CTRL Tab

ESC SHIFT TabB
ESC CTRL 2

ESC CTRL DELETE
ESC CTRL INSERT

EEIoCImOEnI3aR@EE
M<xXEIcC
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INVERSE SPACE
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Just when you thought
Atari software was be-
coming hard to find
along comes a new inde-
pendent budget label
who have not only se-
cured the rights to all of
the Red Rat titles but
also intend to convert ti-
tles from other
machines. Byte Back
have at least eighteen ti-
tles lined up for release
on the Atari 8-bit!

First releases are COS-

MIC PIRATE (reviewed

this issue), which has been con-
verted from the ST, and the
Red Rat titles SCREAMING
WINGS, DOMAIN OF THE
UNDEAD and LITTLE DEVIL.
Later releases will include the
famous, and highly respected,
SPEED RUN. Amongst the ti-
tles being converted from other
machines look out for KENDO
WARRIOR a big hit in the Co4
and Spectrum. All the titles will
retail at £2.99.

The label is the brainchild of

huge stir in the computer
industry is Byte Back's
decision to go outside
the computer press for
their advertising by be-
coming one of the first
companies to advertise
in the Beano and Dandy
comics. Explaining his
reasons for choosing
this novel field of adver-
tising, Richard Bielby
said "At £2.99 budget
software is an impulse
buy and as Byte Back

Richard Bielby who has pre-
viously worked for a company
who handled the distribution for
Firebird and Mastertronic and if
you check in the large multiple
stores and small newsagents
you will find that almost all the
Atari software available in
those outlets is on those two
labels. It would seem therefore
that Byte Back will have no
prablems in getting their titles
out to the customers. One in-
novation that has caused a

will be on sale in local
newsagents and high street
stores we felt that we should
try advertising directly to the
kids who regularly visit those
shops®. Beano and Dandy have
a circulation of over half a mil
lion with a readership probably
double and there seems a
strong liklihood that a good
number of those readers own
computers. So look out for the
Beano and Dandy, now you
have no excuse to be embar-
rassed at buying comics!

ALTERNATIVE
BIKING

PRO MOUNTAIN BIKE is a
new title for the Atari 8-bit
range from Alternative Soft-
ware, You will need a strong
joystick rather than strong legs
in this simulation in which you
must ride your mountain bike
over many obstacles, use the
gears to get up the mountains
and carry your bike when the
going gets too tough. There
are logs, potholes, rocks
swamps, ramps and more to
bar your way as you battle
against a friend or the Atari.
Mountain biking has never
been so cheap, just £2.99
from your usual Atari dealer
and it should be available now.

PAPERBOY
AT LAST?

A brand new label recently laun-
ched will be including the Atari
8-bit in its planned releases and
they have some very classy
games lined up. The label is
Harlequin and is set up by
Stephen Goss and Tony King
who have had long experience
in the distribution side of the
computer industry and are well
placed to ensure that products
on the Harlequin label reach the
end user. Among the many ex-
citing deals lined up are the
rights to the entire Psygnosis
catalogue which will mean that
top class 16-bit titles like
MENACE will be coming to
the &bit Ataril Also in line are
titles from System 3 including
LAST NINJA 2 and the com-
pany are negotiating with Elite
in the hope that they can also
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bring PAPERBOY to the
Atar.

All titles will be available on
both cassette and disk as ‘full
price’ games retailing at £9.99.
The company will also be pro-
ducing titles for the VCS
system.

In order to bring these plans
to fruition, Harlequin need more
confident Atari machine lan-
guage programmers who are
capable of coping with conver-
sions. They already have a
team of three top class Atari
programmers but need others
to ensure that as many of their
games as possible can be con-
verted to the Atari. If you can
program in machine code and
handle conversions from other
machines give Stephen Goss a
ring now on 0734 583062,

HAWKQUEST
RELEASED

Yes, our prereview did pay

dividends as the end of Novem-

ber will see the release of
HAWKQUEST (see issue 39)
by Red Rat Software. This
complex and highly entertain-
ing game will initially be on disk
but Red Rat have the authors
busily working on a cassette
version which will be released
as soon as possible after the
disk version. Red Rat Software
decided that they would like to
release the game after reading
OUr review.

You may remember that
HAWKQUEST is a huge inter-
planetary game with five
planets to explore each of
which has a main game and a
sub-game. The graphics are
outstanding and the game
achieves a brilliant combination
of arcade shoot-em-up and ac-
tion adventure with sheer fun
and addictiveness not seen in
an Atari game since some of

the classic American multi-disk
games of some years ago.
HAWKQUEST will retail at
£19.95 for the two-disk pack-
age which might seem a little
expensive in today’s budget
age but you should remember
that games of this scope and
quality used to cost over £50
when imported from America a
few years ago! The tape ver-
sion will be in two parts due to
the length and complexity of
the game and will retail at
£7.95 for each part.
HAWKQUEST is the most ex-
citing game release for the
Atari 8-bit in recent years and
we highly recommend that you
show your appreciation to Red
Rat by making sure you have a
copy in your collection. New
Atari User are proud to have
been instrumental in bringing a
great Atari game to the mar-
ket, a game that shows just
how good the Atari still is.




NO MORE
LEVEL 9

Level 9's latest release SCAPE-
GHOST will be their last on the
Atari 8-bit as, in a surprising
move, they have decided to
drop out of conventional adven-
turing and concentrate in future
on 16-hit role playing and
arcade games. The Austin
brothers have developed a
games writing system on the
ST which will enable them to
write sophisticated action
games with cinematic effects
which can easily be ported over
to other 16-bit machines.

At the PC Show, Pete Austin
explained that sales of the tra-
ditional adventures had fallen
off over the past few years and
that they had sat down about a
year ago to try and decide
which way the market would
go. They felt that action games
were what the public now wan-
ted and so set out to develop a
system that would allow them
to create arcade style games
that could include some of the
story depth that Level 9 had
become famous for in their
adventures. At least four
games are underway but Pete
would not comment on the de-
tails as publishing agreements
had only just been reached with
an American company. One of
the games being demoed at
the PC Show was RAJ, a game
based on the British Raj and
the sort of depth that Level 9
hope to bring to the game is
shown by the fact that Pete
Austin had read over 20 books
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Level 9's |ast Atari 8-bit release

on the British Raj in order to
develop the story!

Whilst many arcade games
tend to be similar, Pete Austin
is determined that Level 9
games will be packed with fine
detail. One such aspect that he
has spent a lot of time on is
making sure that all of the char-
acters in a game blink!

So we have the end of an era.
Good news, perhaps, for ST
owners who may see some
vast improvement in standards
but bad news for Atari 8-hit
owners who will lose one of the
companies that has always in-
cluded the Atari in the release
schedule of every game they
have programmed.

Reports on Scapeghost are
that Level 9 have kept up their
high standard and introduced a
few new thought provoking
ides. Full review next issue.

A NEW 130XE?

There are reports in the States that Atari have revamped the
130XE by replacing the RAM chips and rewriting the Operating
System to test the extra 64k of memory. There are, apparently,
no changes in the capabilities of the computer so you have no
need to sell up and buy a new one, but it does show that Atari are
still committed to the 8-bit range. They have in fact even gone to
the trouble of rewriting the manual!

We are not sure whether the new versions are on sale in the UK
but as they remain totally compatible with other XL and XE
machines there is no need to worry about what machine you

might have.

Expand The Capabilities Of
Your 8 Bit Atari

Printer
Conncction

US Doubler

SpartaD(5
Construction Set

4

P:R:Connection

Frontier Software
P.O. Box 113
Harrogate
Morth Yorkshire
HG2 OBE.
Telephone
(0423) 567140/
530577.

Printer Connection

ICD's Printer Connection is a Centronics paraliel
printer interface for Atari's 8 bit computers which
plugs into the computer's senal disk drive port
and then directly into your Centronics printer. It
works with most parallel printers and 8 bit software
without the need for special driver software and
includes a built-in printer cable. £29.95.

Us Doubler

Expanding the 1050 disk drive's strength is what
ICD's US Doubler is all about. A true perfarmer in
the area of hardware modifications, this chip set
quickly transforms your Atari into a powerhouse,
radiating with innovative features never before
possessed by a 1050. Features like true double
density for greater storage. single and double
density support, an accelerated /O rate designed
fo triple your speed when combined with
SpartaDOS and full compatibility with existing
Atari software. £29.95.

SpartaDOSs

This Disk Operating System has been widely
acclaimed as the best DOS for the 8 bit Atari
range. SpartaDOS from ICD supports everything
from 810 disk drives through RAM disks to hard
disks. A special menu allows rapid transfer,
erasure and locking/unlecking of files using only
the Space Bar, Option, Start and Select keys.
The utility package supplied also features a 32
character keyboard buffer, intelligent switching
between disk densities, a binary file game menu,
subdirectories and time/date stamping. Ideal for
use with the new XF551. £29.95.

SpartaDOS & US Doubler Pack-Only £49.95.
SpartaD0OS X

SpartaDOS X gives you all of the power of
SpartaDOS, but on a cartridge (with built-in
cartridge port for attaching other cartridges) so
that SpartaDOS is there when you need it. £49.95.

SpartaDOS X & US Doubler Pack-Only £74.95.
P:R: Connection

Mow you're no longer limited to Atari compatible
printers and modems. The P:R: Connection
plugs directly into the serial disk drive port of any
Atari 8 bit computer and provides the user with a
standard Centronics printer interface and two
RS5-232 serial ports. It also draws its power from
your computer which means one less cord fighting
for a power point while its compact size leaves
your work space virfually clutter free.

The P:R: Connection's serial ports use a fully
compatible R: handler and resemble those of the
Atari 850 interface with the same signals and
functions. £69.95.

Frontier Scftware also distribute all 8 bit 0SS
products such as Action! {£459.95). Basic XE
(£49.95), Basic XL (£39.95) and MAC/65 (£45.95)
and their associated toolkits (£19.95) and the
remaining G0 products - Rambo XL (£29.95)
and R-Time 8 (£49.95). Please write or phone for
our catalogue.

All prices include VAT. Please add £2.30 for
postage and packing on orders of less than
£100.00. Frontier accepts VISA and ACCESS
(Mastercard). All products available from all good
dealers or direct from Frontier,
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WHY BUY A DISK
DRIVE?

About six months ago 1 purch-
ased an Atari 65XE and I am
absolutely enthralled by it but 1
was wondering what the
advantages were for buying a
disk drive as [ have a tape re-
corder and can get some good
games on cassette as well as on
cartridge. So what is the advan-
tage in buying a disk drive?

David Congreave
Leeds

It all depends on what you want
to do with your machine. A disk
drive is far more versatile and a
lot faster than using tape and if
you want to LUSe your machine for
programming or maore ‘serious’
things like word processing then
we would suggest that a disk
drive, despite its high price, is
almost essential. If you only play
games then you might not consid-
er the outlay worthwhile especially
as the games you may buy are
going to cost more. A few years
ago there was every reason for
games players to buy a disk drive
as almost all the games available
were on disk as well as cassette
and there were some highly
sophisticated games that were
only available on disk but the
situation now is quite the reverse.
It is now very rare for games to be
issued on disk and quite difficult
to transfer many tape games to
disk so if you are happy to just
play games you may as well stick
to your cassette. What you will
miss out on is the huge number of
excellent public domain programs
in the Page 6 Library and you will
be consigned forever to having to
wait 15 or 20 minutes for a game
to load that would load in thirty
to forty seconds from disk. A disk
drive might not seem an essential
purchase now but we can guaran-
tee that if you do buy one you will
wonder how you ever did without
it!

PORTABLE XL

1 have got a few problems
which | hope you can help me
with. Firstly is it possible for me
to run my 800XL and its acces-
sories, like the XC12, on batter-
ies, and if so, how? Secondly |
was flicking through some back

issues of Atari User when |
came across a chart showing
what each pin in the joystick,
monitor and accessory sockets
did. My interest was aroused
when I saw that the joystick
socket could be used as an out-
put socket. | set to work trying
to write a program which
would control my model train
layout when | came across a
snag. How do you use the joys-
tick socket as an output device?
1 tried STICK(0)=4 but the com-
puter just replied with ‘Error 9"

Simon Lewis,
London

We have no idea if the XL could
run on batteries, does anyone else
know? It may be possible but
brings to mind the joke about the
world's tiniest hearing aid, impos-
sible to see but it takes both
hands to carry the batteries! The
joystick ports can indeed be used
for output but to be effective they
need to programmed in machine
code. We suggest that you get
hold of a copy of Mapping The
Atari which will give you essential
information regarding the mem-
ory locations required to control
the joystick ports and then check
out some of the articles by Len
Golding in back issues of Atari
User. Len was responsible for pro-
ducing many gadgets that can be
controlled through the joystick
ports and you may be able to

adapt some of his routines. Unfor-

tunately we don’t have any back
issues of Atari User available for
purchase and there are no plans
at present to cover this subject in
New Atari User, at least nobody
has submitted an article for publi-
cation,

NOT SO SUPER TYPO

I have typed in your Scrolly
Text editor from Issue 37 and
tried to create the machine
code listing called SCROL-
LY.OB] from it. The program
started to create the file but be-
fore it was complete it came up
with ‘Error 7 on line 70" which
means a number greater than
32767. | typed in the listing
using SUPERTYPO II from Antic
magazine. This program allows
you to type in the checksum
letters as well and tells you if
you have made a mistake by
beeping at you and turning the

screen red. Before | saved the
listing | double checked it with
the preview method from Su-
perTypo 1l and everything was
a match so could you please
explain to me what went
wrong with the listing?

Tom Butel,
Australia

There is nothing wrong with the
listing. If there were we wouldn't
have had all the scrolly messages
we received sent to us. We haven't
come across SuperTypo 11 yet as
Antie suddenly stopped sending us
our exchange copy so can’t com-
ment on its compatibility with
TYPO I but if you say it doesn't
show errors yet the pragram won't
run then there may well be com-
patibility problems. With very leng
programs it is sometimes possible
for the listing to become corrupted
when other utilities are used and
this could be the problem. It
might not show up when you type
the program in but when it is
RUN the program may expand in
memory and destroy part of itself.
We suggest that you use TYPO I
and load in your saved listing,
then list each line to the screen,
move the cursor up and press RE-
TURN to generate the TYPO 3
code and check this manually. If
vou still don't find an error then
the problem must lie somewhere
else. Are you using DOS 37 If so
chuck it away and use DOS 2.5 as
that could be your problem. Are
you using some other DOS? If so
it could take up more memory
than DOS 2.5 and this could be
the problem. Other than that we
give up. Finally, please note that
the offer of an exchange disk for
scrolly messages is now closed so
please don’t send in any more.

BUSINESS USE

1 would like to congratulate
you for making all the efforts to
produce a brilliant magazine.

I hope that you can help me o
solve a problem. I have tried
many times to write an inven-
tory program for my small
shop where I can enter daily
sales by entering an item code,
quantity sold and total price
and then the next item and
and so on for the whole day.
The computer should calculate
the quantity in stock, total
quantity sold and total sale




and then save these on a file
and this file should be updated
by entering the daily sales.

+ Please can you tell me if such
a program is available that will
work on my B00XL and 1050
disk drive and if the magazine
is going to present this type of
program in the future,

Mousa Al-Yousfi
Kuwait

The 800XL can certainly handle
this fype of situation and the
program is not particularly diffi-
cult to write but, unfortunately,
we have no plans to publish such
a listing in view of ifs limited in-
terest. We do know that there are
a number of our readers who use
their XL or XE computers in shops
and businesses so maybe there is
someone reading this who can
help Mousa out with just the
program he needs. I you think
you can help drop Mr Al-Yousfi a
line via New Atari User. We will
pass your letters on.

MIDI, WHAT MIDI?

With reference to your issue 38,
| read the article on Midi and it
said that Midi was available on
the XL/XE as MidiMaster and
would be reviewed in the next
issue. On reading the next
issue, 1 was disappointed not to
find anything about it, If there
is a Midi interface and software
could you please send me
details.

G. ]. Boyce,
5t. Neots

Ah, but you don’t read your New
Atari User properly, do you? If you
checked the bottom of page 50 of
Issue 39 you will find that we had
found problems in getting the
Molex plugs necessary to make up
the interface. There is indeed a
Midi interface for the XL/XE but it
is no longer available from the
original manufaciurers. We have
obtained an agreement to market
MidiMaster, if we can come up
with sufficient Molex plugs. We
have located 32 plugs and are
having this many interfaces made
up. They could be the only ones
made so it might be wise to book
yourself one. The price is likely to
be around £24.95 for the inter-
face and software. Molex plugs
are still available but only in

quantities of 500 up and there
is no way we are going to sell
that many Midi interfaces.
There must be a dealer in the
States from whom these plugs
are available in small quanti-
ties, s0 how about one of our
American readers doing a bit of
research for us?

EDUCATIONAL GAMES

Please could you print me a list
of educational games for the
XL/XE for children aged 10 or
over or for adults and advise
where to get them,

Michael Daw,
Weston-super-Mare

Right, are you ready? The best
game is .... Then there is .... And
of course there are ...

Sorry about that Michael but this
is an area where the Atari has
always been lacking and there are
no ‘games’ of this nature that we
know about. We have published a
fair few listings in the past which
are in the educational area and
program like MCQ TEST from
Issue 3% can be easily adapted for
your own quizzes. There are some

excellent trivia and quiz programs
in the Page 6 Library and we have
recently come across some excel-
lent true education programs that
will be added to the Library in due
course, These are all on disk, if
you want programs on casselte,
I'm afraid you have next to no
chance.

PRINTING PICTURES

I have an 800XL and a Taxan
Kaga KP810 dot matrix printer.
I also have the AtariArtist
Touch Tablet and cartridge. |
have saved many pictures to
disk but I have been unable to
print them out. Is it possible to
print out using the AtariArtist
only or must | acquire a sepa-
rate utility to do so? If so can
you recommend a utility or
program?

I.W. Stockings
Maldon, Essex

Mo you can't print out from Atar-
iArtist, nor as far as we know from
any currently available paint
package. A separate utility is re-
quired and the one you use de-
pends on your printer. The Taxan
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is supposed to be Epson compati-
ble but a lot of printers cease to
be ‘compatible’ when il comes to
printing out graphics. There are
no commercial programs avail-
able but you might like to try Disk
58 - Graphic Construction Set
from the Page 6 Library which
has a program to dump Micro-
painter pictures to Epson, NEC
and other printers. It should work
on the Taxan but we don't have
the facilities to test it. The utility
does not work directly with Atar-
iArtist pictures, you have to save
thern in different format first,
Steve Williamson's Machine Code
Library this issue tells you how.
The disk is available from us for
£2.95 and if you don't have a
catalogue give us a ring for there
are loads of other utility disks
available. We get asked this type
of question quite often and
pbviously can't try out all the dif-
ferent printers so how about read-
ers dropping us a line with details
of what programs they have found
to work on their particular prin-
ters? We could maybe compile an
article for general guidance. If you
have a printer, tell us what does
and what doesn’t work on it,
either commercial programs or
public domain.

I
THOSE LISTINGS!

SMALL BUT PERFECT

I have owned an Atari 65XE for
several months now. As a pen-
sioner with not very good
eyesight, I find your listings
hard to see but I have, howev-
er, managed to get every listing
[ have typed in to work thanks
to your TYPO 111 listing. I had
trouble getting the old Atari
User listings to work so 1 wrote
to E.D. Hughes mention in your
issue 38 and received excellent
service, For £1.50 [ received, re-
turn postage, an Agfa C60 cas-
sette full of Atari User listings.
My thanks to Mr Hughes and
to your magazine for putting
me in touch with him.

T.H. Nott,
Leeds

There you go, all those who write
complaining that our listings
don't work, just use TYPO Il

properly and vou should have no
problems. As for the listings being
hard to see, yes they sometimes
are but that is the only way we
can get so many listings in each
issue. For a solution to the prob-
lem read on.

TAKE UP
EMBROIDERY!

With reference to readers’ com-
plaints about the printing of
listings being too small and un-
readable, 1 would like to offer
the following solution. GO
along to an embroidery shop
and purchase a magnet board
which will be complete with
magnets and also a magnify-
ing bar with magnets attached’
to it. Flace the board behind
the page to be read and then
slide the magnifying bar down
the listing line by line as it is

typed in. It will be found that
small print will be seen much
easier and also the place will be
kept as work progresses, If the
print is big enough to be seen
then the magnets supplied with
the board can be used instead
of the magnifying bar if de-
sired. I use this method all the
time as it speeds up the whole
process of typing listings.

I hope this small tip will be of
use to the older readers who
have difficulty in seeing small
print and get as much pleasure
from typing in your listings as |
do.

Ronald Scarterfield,
Chichester

Thanks for the tip, seems quite a
good idea. No letters please com-
plaining about the lack of support
from embroidery shops in your
area! e
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LIST IF

A NEW COMMAND ADDED TO BASIC

that | really wanted was a BBC, but as they were too
expensive I bought an Atari instead. Now that I have
used my Atari, and also a BBC at school, 1 am pleased |
didn’t waste my money. Yes, BBC Basic has lots more
commands and is faster than Atari Basic (not so much
better than Turbo Basic though!), but the programming
environment is awful! The BBC text editor only allows
you to type in a line at the position of the current prompt.
On the Atari, we would be able to type in a line and have
it entered anywhere on the screen. If we wanted to alter a
line in a program, we would simply move the cursor to
the item we wanted to change, change it, press RETURN
and it would have been done. Not so on the Beeb. You
would have to move the cursor to the relevant line, use
the COPY key to copy the line up to the part to be altered,
change this, move the cursor to skip over the old unal-
tered section and copy the rest of the line. Another
annoying feature of the BBC is that it is very easy to
switch off the CAPS LOCK while switching on the SHIFT
LOCK, and you don't notice you've done it until you try
typing in numbers. And can you imagine programming
without the CONTROL+DELETE and CONTROL+INSERT
keys, without the RESET key, or even the CLEAR key? It
also doesn’t detect syntax errors while you are typing
them in, only when it reaches them in a program, and
unlike the Atari it doesn’t tidy up messy program lines.

It was while using a BEC Master at school and cursing its
inferior programming environment that I discovered one
useful feature which the Atari lacked. This is the LIST IF...
command. What this does is to list selective lines of a
program e.g. the command LIST IF PRINT would list all
the lines of a program containing the word "PRINT"
spmewhere, such as a PRINT statement, a variable name
or in words like PRINTER. This is very handy in long
programs as you can imagine, and it was while com-
plaining to my computing teacher about the BBC's prog-
ramming environment that | was forced to admit that
this command was useful and that I wished 1 could have
such a command for my 800XL. To which he replied
"Why not write one yourself?", You have no doubt already
guessed that my next thought was on the lines of ‘just a
little bit difficult’ but due to the structure of the Atari OS5
and the flexibility of good old Atari Basic | was able to
find a way (and an easy one at that) to do it.

Atari Basic allows you an enormous range of input/
output commands on any device you like. It achieves this
by a construct known as the ‘device string’, that letter/
colon identifier you use in OPEN, LOAD, 5AVE, ENTER
and other commands (e.g. LOAD "D:filename.ext" or
OPEN #1,8,0,"P:"). One other command to use a device
string is the LIST command. If you could create a device
that read a line of a program, looked for a certain word,
and printed the line only if that word was found, you
could LIST a program to it and it would act as a LIST IF...
command. Well, this is what [ have done. The device is
not a hardware device, but is in fact a small machine

I became an Atari user almost by accident. The computer
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code program. Due to the way /O is handled by the Operating
System, you can create such a device and arrange for it to have a
device string of your choice. I chose a question mark (only the
first character is recognized), so that the LIST IF... command is
used by typing LIST "2....". For example, if you wanted to type in

LIST IF PRINT as before, you would type in LIST "2:PRINT". This
has the limitation that quotation marks cannot be searched for
(except in Turbo Basic where you would type in LIST "2 e
which would be equivalent to LIST IF "a").

If you read the APRIL/MAY issue of PAGE 6 ATARI USER then
you will no doubt have seen or even entered the FINDER utility
by Robert De Letter. If so, then you may be wondering why you
need another such utility. Well, the command version is obvious-
ly easier to use, and it also has the advantage that you can use it
on a program in mernory, and also use the norm al editing
commands to edit the lines there and then, rather than having
to load the program in from disk to do so. The really good thing
about this system is that it is not language dependent, and as
long as you can find a safe place in memory for the routine to
go, it should work in other languages. In Turbo Basic it has an
added use with the DUMP command. Youcan use DUMP "2:§" to
list all strings, DUMP "?:(" to list all arrays, DUMP "7:#" to list all
labels, DUMP "?:=" for numerical variables and DUMP "?:PROC"
for procedure names. You can check groups of lines in the
normal way e.g. LIST "?:PRINT", 100,400 and you can still use
CONTROL+1 to halt the listing. You can even use the device in
your own programs if you find it useful, but you must bear in
mind that numbers at the beginning of a string PRINTed to the
device will not be checked. This is because when used with LIST if
you want to find every occurrence of the number 10 then line 10
should not be included as an occurrence, so the device skips over
the line number, Of course, you can always follow Robert’s
suggestion and convert FINDER to a kind of ‘search and replace’
program, then the two utilities could complement each other.

The assembly source code of the "7:" handler has lots of remark
statements-in it so you should be able to follow it fairly easily if
you know a bit of machine code and if I give you a little bit more
explanation. Device names are stored in a table in RAM called
HATABS for Handler Address TABleS. Each entry in HATABS
requires three bytes. The first byte contains the device name,
which, in our case, is "?", so the ASCII code for "?" is stored in the
first byte. The second two bytes point to an address in memory of
another table especially for that device, called a VECTOR TABLE.
This table gives all the addresses to go t6 when you perform I
OPEN, CLOSE, GET, PUT, STATUS, SPECIAL (i.e. XIO commands)
and INITitialisation commands. These entries are cleared on
RESET, hence the need for RESET protection.

Most of these commands are not needed in our application, and |
they should return from some of the routines with an error




ET 1 REM Moo o500 oD 205003
FF 2 REM % LISTIF *
TR I REM = LISTING 1 - ATARI BASIC *
RR 4 REM # by =
HE 5 REM = S5.J. SHEPHARD »
ED 6 REM % —— - *
UF 7 REM % NEW ATARI USER - Decemberg’s »*
EP 8 REM bbb 00560000000 D
AE 3 REM Creates an AUTORUN file uhiih Se

s up the LIST *"7:" command

BF 10 OPEN #1,8,0,"D:AUTORUN.SYS"

FJ 28 READ D:IF D>-1 THEN PUT H1.D:GOTO 2
a

LJ I8P CLOSE H1

Jii 499 REM Header for binary file

Fa S88 DaThA 255,255.0,3I0,199,30

UH 999 REM Machine code data

uJs 1899 pATA 160,8,185,26,3,2408,0,2008, 208
»200,192,3I0,2088,244,96,169,.63,15%,26,3

EX 1818 DaTh 169,45,153,.27,3,169,38,15X,2
8.,2,169,9,133,2,16%,30,133,.3,165,9

IE 1828 DATa 9,2,13X,9,96,.60,30,9%4,30,76,
Z9,89,39,94,38,76,30,76,60,30

CU 1838 DATA 96,24,165,36,105,2,13%,7688,1
65,27,195,0,133,269,160,1,96,160,146,9
B

00 1049 DATA ©,174,60,30,157,192,30,201.1
S59,249,7,232,142,60,30,.168,1,96,162.,8

00 1858 DATA 1427 ,89,38,189,192,308,2081,48,
48,8,.201,58,16,4,232,76,18X,%0,1608,0

Ja 1868 DaTa 189,192,30,201,155,240,224,72
82,288,240 ,4,232,76,118,30,700,177,208
+ 201,22

VP 1878 DATA 248,19,201,18,240,15,232,189
J 122,308,281 ,155,2408,197,209,208, 240,23
I,76,116

MZ 1888 DaTa 38,169,9,141,66,3,169,192,14
1.68,3%,169,30,141,69,3,169,1,141,7Z

ME 1898 DATA 3,162,8,142,72,3,32,686,228,1
68,1,96,9,9,0,0,0,90,8,8

TK 1894 REM Ad just MEMLO and run program

I0 1895 DATA 255,255.231,.2,232,2.8,%2

LR 1188 paTa 255,255,226.2,227,2,8,30

EJ 1118 DAaTa -1

LISTING 1 - ATARI BASIC

LIST IF

EI 1 REM

FF 2 REM % LISTIF »
SR 3 REM %  LISTING Z - TURBO BASIC #*
RR 4 REM * by *
KE 5 REM %= S5.J4. SHEPHARD *
ED 6 REM % —————mmm e e e *
UF 7 REM ¥ HNEW ATARI USER - December8ds =
EP 8§ REM 3600 oE oot e-n-De o b 000
LA 9 REM Creates file for AUTORLN.BAS

ME 1é OPEN #1,8.9,"D:LISTIF.0BJ"

FJ Z8 READ D:IF DP>-1 THEM PUT #1,D:GOTD 2
a

LJ 30 CLOSE ni

o0 499 REM Binary file header

Fa 508 DAaTa 25%5,255,0,38,199,38

UMW %7 REM Machine code data

uJ 1886 DATA 160,8,.185,26,3,248,86,200,200
,288,192,308,288,244,9%96,169,63,153,26,3

EK 1818 DATA 169,45,163F,27,3,169,38,153,2
8,%,169,8,133,2,169,%0,1%X,3,165,9

IE 1828 DATA 9,2,133,9,96,.60,.30,94,38,76,
39,80,30,94,39,76,30,76,60,30

ClU 18I0 DATA 96,24,165,36,105,2,13I3,268,1
65,37,105,08,133,709,160,1,96,1608, 146, 9
B

N0 1648 DATA B,174,80,30,157,192,38,201,1
595,248,7,232,142,80,38,160,1,96,162,8

00 18568 DPATA 147,80,30,189,192,.30,201,48,
48,8,201,58,16,4,232,76,103,30,1608,98

JA 1868 DaTaA 1689,192,38,201,155,248,224,72
89,208,249 ,4,252,76,118,38,288,177,208
s 201,22

VP 1e70 pATA 240,19,201,18,2408,15,232,189
»192,38,2081,15%5,240,197,269,208,248,23
3,776,118

MZ 1868 DATA 39,.169,.9,141.66,3,16%,192,14
1,68,%,169,390,141,69%,3,169,1,141,73

ME 1998 DATA 3,162,0,142,72,3,32,66,226,1
68,1,%96,9,8,0,8,0,8,0,0

Us 1899 REM autorun program

LR 1188 DATA 255,255,226,2,227.,2,0,39

EJ 1118 DATA -1

LISTING 2 - TURBO BASIC

message. You do this by loading the Y register with a 1 for no error
at all, or the error number if there is to be one (in our case
error-146 during PUT and SPECIAL commands). The only com-
mands that have been used are the OPEN command and the PUT
command. The OPEN command simply finds the address in mem-
ory of the string you are searching for e.g. in LIST "»PRINT" it finds
the address of PRINT in memory. It can do this because on OPEN
commands the address of the whole device string is stored in two
locations, and the search string is simply two bytes along from
this. It then has to store this location in two zero page addresses
and return. The PUT routine contains the crux of the program. The
program line is listed to this routine one byte at a time, which is
transferred via the Accumulator. Each byte is then stored in the
line buffer until the end of the line (signified by a RETURN
character) has been reached. When this happens, the program
checks the search string against the program line. If the end of the
search string (signified by two different characters depending on
how the device is used, so both must be checked for) is reached
then it has been found and the line is printed. If the end of the line
is found first then the line is not printed. And that’s all there is to

ASSEMBLY SOURCE
LISTING OVERLEAF

it! The starting address can be changed to suit your language, and
if you have a disk system with Atari Basic or a Turbo Basic system
then you can just type in the Basic listings given.

If you want to read more about the Atari’s central input/output
system or how to write device handlers, you can find information
in MAPPING THE ATARI (HATABS is at 794) or in ATARI USER
(vol.2 9-12, especially vol.3 no.2, and also vol.3 3-5). RESET protec-
tion is explained in ATARI USER vol.1 no.4. You can also try
looking up all the locations used in the assembly listing in a copy
of MAPPING THE ATARI. All the ATARI USERs mentioned are
unfortunately now out of print, but you may be able to get them
through CONTACT if you don't already have them. MAPPING THE
ATARI may be available from the PAGE 6 ACCESSORY SHOP, as is
Turbo Basic, so buy it now and shut those insufferable Beeb
owners up with pointed remarks about programming environ-
ments or the lack of! L]
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LIST IF ASSEMBLY SOURCE CODE
i1 ; LIST IF Source code 578 SThA BUFF,.M:store line in buffer
2 ; NEM aTamRI USER s86 CMP H155:at end of line?
I ; Pecember/sJanuary 1987 598 BEQ CK5T;yes-check line
S 686 INH; no—add one to index
1@ %=-7680;:;start address 618 STH IMPEX;and carry on
7@ j(change as NeECcessary 628 RET;return
I8 SET;:;set up device handler 638 LDY oi;0K
48 LDY ne;and RESET protect it 648 RTS;
S8 MEXT 6508 CEST:check line for string
68 LDA S3Ii4,¥;Loab acc. wWith HATABS 668 LDM HO;get to start of line
78 BEQ FOUND:branch when space found 678 STK INDEM;reset index
ge IMY:skip I bytes in 688 SKIP
9@ IMY:HATAaBS and 90 698 LDA BUFF,H
i@a INY:on to next entry 788 CHP H4B;check start of line
118 CPY n3Ig;last entry? 718 BMI NHC1l:if there is a line
178 BMNE NEXT;no-chechk again 728 CHMP HS58:number , then Skip
1I@ RTS;yes—no space free 7Z8 BPL NHC1i;the line number
148 FOUMND; free space in HATABS 748 THH
isa Lba m'?:device Name 758 JHMP SKIP
168 S5TA $3Iia,.¥istore in HATABS 768 HWHC1
178 LDA BMVECTAZS55;address of vec tor 778 LDpY ste:start of check sString
188 S5Ta 531B,Y;table for device 760 LDAa BUFF., X
198 LpA BVECT/256;handler is stored 798 CHP #H155;if end of line and no
z@8@ STa 53I1cC.¥;in HATABS @8@ BEQ RET;string found , return
716 LDa HSET&ZS5S g18 CMP (Z88),Y)else Ccompare with
228 STA 2:RESET vector set to set-up 878 BEQ MCHK;string and check again
238 LDA& HSET/ZS56routine at beginning 8I@ IMM;if the first char.is found
248 s5Ta I 840 JMP NECLl;next place in line
258 LDA 3 858 NCHK:check next string char.
268 ORG HWZ;set for cassette boot 868 INY
Zvea sSTa 2 g78 Lba (288).Y
z88 RTS;RESET protect and return 888 CMP NZZ:end of check sString?
298 ;handler vector table 898 BEQ PRINT;ves—print line
Iea VECT 93p8 CHP H#iB;end of check string?
18 .HORDP OPEN-1 918 BEQ PRIMT;vyes—-print line
328 .WORD RET-1:skip CLOSE 928 INR
II8 .WORD ERR-1;noc GET 938 LDA BUFF,H
348 .HWORD PUT-1 948 CHP BISS;end of line?
358 .WORDP RET-i;skip 5TaTUS 958 BEQC RET;yes—-return
3566 .WORDP ERR-1;no SPECIAL 968 CMP (288),Y;compare next char,
I7e JMP INIT 978 BEQ NCHK;of string
I8 INIT 388 JMP MHCL;no-start string again
I9@ RTS! just return 398 PRINT:print line
408 OPEMjopen file routine tees Lba HI;print mode
418 CLC i1@8i@ S5Ta B3I4:set text editor To
428 LDA 36;find address of dewvice 1828 LDA MBUFF&255;print data in
4I8 ADC HZjstring and add 2 to it 1938 STA 836;the line buffer .,
448 STA 208:to get to beginning of 1848 LDA HBUFF/256;until a
458 LDA I7:;string 1o be found 1858 S5TaA BI7;RETURMN is5 reached
468 ADC HO 1868 LDA Hij;or 256 characters
478 STA 2@9;:;store in 288,289 1878 STA 84ijhave been printed
488 LDY 10K j@B@8 LDH #0; (over estimateld
498 RTS 1898 STX B48:M.B. B8 is editor
588 ERR;error routine 11808 JSR SE456;carry out print
5i@ LDY Hi46; fnctn not impl. error 1118 LDY B1:0K
§28 RTS 1128 RTYS;return
538 IMDER 1138 BUFF;line buffer sStarts here
548 .BYTE @:record of index 1148 BRK:Z56 bytes are needed
558 PUT:PUT one byte routine 1158 ;whole routine & buffer fits
568 LDX INDEHX 1168 :into two pages (512 bytes)

®

weene MJAPPING THE ATARI
NOW BACK IN STOCK! Price £17.95

The essential reference for all XL/XE programmers - you won't get far without it! Imported from
America especially for NEW ATARI USER readers - get your copy while current stocks last

L ————

Order from PAGE 6, P.O. BOX 54, STAFFORD, ST16 1TB
or by telephone on 0785 213928. Access/Visa accepted

We suggest you check for availability before ordering as this is a very popular book
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ATARI WORLD IN MANCHESTER

—FOR THE BEST SELECTION OF SOFTWARE —
—FOR YOUR ATARI ST, 8 BIT AND 2600(VCS) —
—HERE ARE JUST A SMALL SELECTION —

ST SECTION 8 BIT SOFTWARE Giytia

PRICE PRICE

GRIELIBON ...oueieriss.. 8. SPEE B B8 EE £24.95 ASTREE DEODIDE G s .. e W e £3.99
KAYDEN GARTH ......=et 2 O . ey W 8 £19.95 AGE OFKERSEN & ... 0. 0 S W I £2.99
N N S e s £19.95 ATTACK OF THE MUTANT CAMELS ....coooeeveeenee.. £1.99
BT e T I T R S S £19.95 | ACTIONBIKER CLUMSY COLIN .......ooccoeerrrermenesnenss £1.99
PRO TENNIS TOURNAMENT .....cooceviiiinrerseernrrsseres £24.95 | BOMB RUSION i i it s ne it £1.99
B R N N ol i L b o it e Sl s £24.95 BROUBLETROUBEE ... 0n.f. i = £1.99
COMNTINEN DAL CIRCUS i oo iiimebiatibii st £19.95 BOWUHLDERDASHIE. ... 50 S5 08 ... Sl 55 N £2.99
ROLLER COASTER RUMBLER ..........ccocovveeeveeererenns £19.95 CHUKIEEGGS: 0M:. (el . i " Sl . £3.99
STRIDER Gt A et sl i S o s £19.95 R R i oo i s e Ol neal o £1.99
RERMONAT, Sl il b M e dbbe Jh LA AL S S0 £24.95 COPSANDROBBERS .............ccoooeememeeereeesovsnnies £1.99
R R L A e i T £19.95 £ 7 e |2l st o R i et L 0 St e £7.95
FERBRRE Shon bl a0, 10 Bometing deail cdusl £8 £24.95 ] o |7, (] S Bonc Bt sttt il e . T LT £2.99
INDY — GRAPHIC ADVENTURE ..........cooooeeernn, £24.95 B I e N £1.99
THUNBDERBERBS: . i i S £24.95 et . i e £2.99
. ) = e ahiet bl nefireliel Nl diunia il feindaillie: £19.95 FOOTBALL MANAGER .......cconcceeiiiiiinnnvimmmnsiosssnsasasion £2.99
2i e, [0 Le) B C e —— £24.95 RN R TR 5. .o R R et e £1.99
FALGON MESSIOM riniia . isssscnsiny suisininsbniassiedssessaston £17.95 LT e N SR - i e o SR R £2.99
R i e e il b AR L i e £19.95 EIRERREE 0 L i R | s fe o a £2.99
SHRERTRONIE ot s it snioh iiasam i s £9.95 HENHYSHREIRE ......dlis N CAEE S o e 28 L1 £1.99
THANBS s s S e e e e il o n il £9.95 I N R e e e cme . L b £1.99
PRECIOREE TR eyl b ilnhin s ibnd b ool £24.95 | JOCKYWILSONSDARTS ... £2.69
BTN AR RRCER .. L £24.95 KENNY DALGLISH SOCCER MAMAGER ................... £9.95
SRR o I T L) Sl T el L e £19.95 Sgag B D8 SRR e S R B £2.99
e r) = A S S R U R £24.95 MONTEZUMAS REVENGE ...........cccooeeeiaemennecrrenssnsnes £9.95
MR N o b e e £24.95 Lo TEETT L e——— o s S £3.99
DUNGEON MASTER ...........coccciueiees ssneemmnmersrormsasanasss £24.95 SYSTEM 8 POOLS PRIDICTOR ......cconmnnesnnccncsiamemnmans £2.99
g e T (R SR e . £17.95 R RN R - i R AR s £9.99
B R e i s i Oy £9.95 TECHNICDLOURDREAM ...t £3.99
NIGEL MANSEL GRAND PRIX ....ccooeeciiieereseee v £9.95 UNINERSALHEROD .ol i e £1.99

PLEASE INCLUDE 50 PENCE TOWARDS POSTAGE AND PACKING
FREE SOFTWARE CATALOGUE ON REQUEST WITH EVERY ORDER
ATARI XE SOFTWARE CATALOGUE OR ST SOFTWARE CATALOGUE

ATARI XE SYSTEM ONLY £59.95 ST EXPLORER PACK ONLY £299

ATAR| WORLD

NFENNEL STREET M [C 4.

ATARI WORLD, 11 FENNEL ST, MANCHESTER M4 3DU
TELEPHONE: 061-834 4941
OPEN SIXDAYS AWEEK MON-FRI10.00 AMTILL6.00PM SAT 10.00 AM TILL 5.30 PM
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CONFESSIONS

hat makes Adventure games so popular? Why
are games like ZORK and The Pawn such big
sellers in the computer software field? There is

no denying the impact that Adventure has
had on the home microcomputer. PAGE 6 has

S

featured articles/reviews on more than 50 different Adventures in
its first 33 issues. These ‘confessions of an Adventure addict’
reflect my thoughts on how Adventures have grown since the
coming of the microcomputer.

I have always had a suspicion that the real catalyst that made
the home microcomputer revolution take off in the early 1980's
was the lure of Adventure. All those programmers, who were
playing the original Colossal Cave Adventure (by Crowther
and Woods) and Dungeon (by M.LT's Zork creators) on their
university or company mainframe just had to have more of the
same stimulating puzzles that the Troll and the Cyclops pre-
sented. Certainly, [ freely admit that Adventure was one of the
reasons why I first contemplated purchasing a home microcom-
puter, especially after reading descriptions of available micro-
Adventure games in issues of the American magazine, Creative

Computing.
Well, when I did purchase my first microcomputer (an Atari 800
- yes, | have owned and enjoyed an Atari for some time), it was
not long before the first Adventure was added to my software
Eadventure ! . library. This was after the memory upgrade, of course - for you
== ' : newcomers out there, the Atari 800 was originally only supplied
with 16K RAM, and you could purchase additional 16K RAM
modules to bring it up to 48K! The Scott Adams’ Adventures
required 24K on the Atari, so the purchase of extra RAM was
necessary. At that time, Scott Adams was the star of the compu-
ter Adventure scene, having created a line of Adventure games
that were available on a wide range of micros.
The first Adventure that I played was Pirate Adventure, and
from then on | was hooked. In hindsight, the basic verb/noun
input, together with brief location descriptions seems rather
rough and ready when compared to the complex parsers with
multiple word input of later Adventures, but in those days, the
very fact that something like Adventureland was available
was most satisfying to all enthusiastic puzzle solvers. Gradually |
made my way through the Adams’™ Adventures, although I still
- have Savage Island Part Il to complete. Mind you, by this
A”ﬂ" _’- Pﬂ’mer descr'bes a time I had gﬂl}f expanded the memory of my Atari 800 u};d
added a 810 disk drive to the system which opened an even

model" n d ﬂy m l-s -S peﬂ t yD" th greater range of Adventures to me.

On this side of the Atlantic, a British software house began to

and confesse S thﬂ't hi S make its mark on the Adventure scene. Level 9 Computing
released Colossal Adventure, a well implemented version of
-
the original Crowther-Woods Adventure that duplicated the
OBSGSSIOH ﬂctuﬂ"y f orced mainframe game and even added a 70-room endgame feature.
H I A review of this game appeared in issue 10 of PAGE 6, the first
h'm to up gr ﬂdﬂ f rom ’ GK' Adventure Special (modesty prevents me from identifying the

reviewer!). Where Level 9 scored over the Adams’ games was
their capability of compressing text in such a way that location
descriptions ran over several lines (in some cases a full screen).
This greatly enhanced descriptive element added more atmos-
phere to the game, which in turn enhanced the enjoyment and
playability. At that time, it was not known how extensive Level
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9's Adventure range would become in the future,

The name of Infocom was already legend as the software house
i responsible for ZORK, the next step up in Adventures. Available
only on disk, thus not constrained by memory limitations like
the cassette based Adams’ games, Infocom Adventures enjoyed a
greater depth. Whereas you could map Adventureland or
Ghost Town on one or, at most, two A4 sheets of paper, with
Infocom games it was generally a good idea to have two or three
sheets of A3 paper available.

When I went to purchase my first Infocom, the shop did not
have ZORK I in stock (a sign of its popularity), so my first
exposure to Infocom was trying to solve the locked room murder
mystery in Deadline. | have to admit that this game still
remains one of my favourites, even now. Perhaps being a fan of
detective fiction makes me biased, but the detail, ability to
interact with other characters, and the possible outcomes have
always endeared this game to me. If you have not played
Deadline, I urge you to give it a try. I believe that recent versions
correct the bug that [ encountered on my earlier version - under
certain circumstances, it is possible for a second body to be
found, then if particular actions are taken,
a living counterpart of the body appears
and shortly thereafter (not surprisingly)
the game locks up and crashes.

The scale of Infocom adventures, their
originality and subtle humour ensured
that more of their products were added to
my growing collection of Adventure soft-
ware. [ played the ZORK trilogy and found
that ZORK II appeared the most difficult,
although review tended to suggest the
final part as being the hardest to crack.
Outer space beckoned aboard the Star-
cross, and the bizarre science-fiction/
humour combination of Douglas Adams
led to the infamous HitchHikers’ Guide
to the Galaxy. | must admit that I al-
ways felt that HitchHikers'.., was a bit too
linear for my liking, you seemed to have
to complete set puzzle one, before moving
on to set puzzle two, before moving on etc. 1 much prefer
Adventures where you can attack puzzles from more then one
direction, or where you are not totally hampered from moving
because there is only one direction to go in. ZORK was most
enjoyable because of the number of different areas available for
exploration.

One other Infocom Adventure that I must mention is Wish-
bringer. This introductory level game written by Brian Moriarty
(who contributed to ANALOG magazine) is a gem, [ wholehear-
tedly recommend this to novice Adventurers and to hardened
veterans alike. It has helpful hints for the newcomer, together
with a well structured plot that is so excellently implemented.
Experienced players may find the game easy, but I quarantee
that they will still find the story compelling with a marvellous
sense of wonder about it that should bring a smile and enjoy-
ment to even the most cynical. Well done Mr Moriarty!

This would seem like a good time to mention the subject of ‘Text
vs. Graphics’. Adventures exploited the textual capabilities of the
original micros. With increased graphics capabilities, software
producers tried to make the apparent dull looking Adventure
games competitive with the flashy, multi-coloured shoot-"em-ups.
Scott Adams' tried it with $.A.G.A. (Scott Adams Graphics
Adventure system) - the original twelve Adams' games had
pictures added for each location, but this did little to really
enhance the product. As you may guess from my tone, [ support
the text-only school and share a view popularised by Infocom
that pictures are unnecessary when they can be created by the
world's greatest microcomputer, i.e the human brain.

I will admit though, that there is one instance where | felt that
graphics did work to a limited extent. The abortive Questprobe

L

g S |l Fatian

R

R R T e
ﬁﬁ%ﬁ’ﬁ@ . %%’%%wﬁw%

%@

S

series from Scott Adams which utilised characters from the pages
of MARVEL Comics seemed a very apposite use of graphics, as
the originating medium of the characters and storyline was in
itself a pictorial system. Limitations in memory restrict the quali-
ty of graphics and this resulted in pictures representative of those
appearing in the comic book medium. Note that this is not
intended to be derogatory regarding comic book artwork. I have
a long standing interest in comic strips and comic books and do
feel that in addition to some dross, there is some superb artwork
appearing therein. As yet, I do not believe that there is adequate
capacity to generate enough pictures of sufficient quality for all
locations and situations to actually enhance an Adventure. Cur-
rent attempts fall short of the mark,

This, almost naturally, brings us on to one of the more recent
stars of the Adventure arena, namely The Pawn. | must admit
that the presentation, with scrolling screen is quite neat and that
the pictures are not bad, but there are so few pictures compared
to locations, and some convey little if any detail beyond the text.
It does not seem right that after taking an object that is visible in
a picture of a location that it still remains there - to enhance the
play, the object should be removed from
the location!

50, where does this bring us in this ramble
through the world of Adventure games?
Well, there are plenty of games that | have
not mentioned. Back in PAGE 6 issue 10
again, Garry Francis and Les Ellingham
produced a list of all known Atari Adven-
ture software - that list ran over two pages
of the magazine, I wonder how many
pages it would take now, and how many
of those software itemns are still available?
Among the ommissions are Sierra On-
Line’s offerings, and the Mysterious
Adventures from the coding sheet of
Brian Howarth that were another British
competitor for the crown of Scott Adams.
Somehow, I am sure that Adventures will
remnain one of the most (if not the most)
popular types of software for all types of
microcomputers the world over.

Certainly, Adventure has created its own subculture amongst
microcomputer enthusiasts. Columns devoted to the subject have
been a regular feature of many a microcomputer magazine.,
Keith Campbell's column in Computer & Video Games appears
to have be the one with the most longevity. Garry Francis
contributed a column to PAGE 6 from issue 9 until recently and
there was once a magazine devoted solely to the subject (hands
up those who remember MicroAdventurer?). HelpLines to assist
those stuck in puzzles in different games crop up regularly - some
are basically correspondence clubs, others may appear as part of
Bulletin Boards. I certainly found it enjoyable when I volunteered
my name for assistance in the Adventure column of Atari User
correspondence was received from all parts of the U.K. together
with several overseas addresses, and (surprisingly?) not just from
Atari owners - Adventure, it seems ignores machine specific
boundaries. And perhaps that is why Adventure is so popular...

Buf we never found out whether Allan outgrew this obsession or
whether he will still be fighting orcs and trving to find secret doors as
he hands over his pension book down at the local Post Office ... ]

e e T S T P W |

Do YOU have a computer obsession that you don’t mind
airing in public? How about Confessions of a Games Junkie
or Confessions of a Hardware Nut or Confessions of a Flight
Simulator Fanatic? If you can write it up well and mention
the good and bad points of lots of different Atari software or

gadgets chances are we’ll print it.

New Atari User - Issue 41 15

ﬁww?wﬁ%ﬁ%g,@ %&m ﬁ-@-,&&éi



i
2o

o
il

»_vu
i i

SR

S

£

2
o

F : e e e e ;b?\.w“‘:'_'_ R
X I—/XE T Y P E I N . fm&y;i-‘x”‘“‘**ﬁ-i‘.* ‘?*iva?d "“kf.%iﬁ*"‘é'?'

Bill Halsall was inspired by a letter in our Mailbag

column asking if there were any games for up to

twenty players and has come up with the answer.
You can’t all play at once though!

SNAKES ALIVE.

angs ain't what they used to be! The snakes move like
lightning, the ladders quickly disappear, and somebody
left some mines lying around which blast you into orbit!
With a choice of 3 rooms in 50 stockades a good memory
also helps! Up to 20 can play in an attempt to get to the
50th and final stockade in the fewest turns possible, this
figure being displayed at the end of the game.

PLAYER DETAILS AND GAME PIAY

The game uses a joystick for all data input and move-
ment of playing pieces. To input the number of players
and their names move the joystick forwards or backwards
to obtain the required number/letter then press the
button.

Contestants take turns to play. In your turn press the
button to determine the number of possible moves then

move the playing piece to the door of the enclosure you
wish to enter. Once inside, move the playing piece to the
exit to take you to the next stockade. Climbing a ladder
will move you up several stockades whilst hitting a snake

will drop you down some. Your turn continues until you m and diti'. users Mﬂd W in I-ﬁtlﬂﬂ 1, SAVE or
exhaust your moves, fail to reach a ladder or hit a snake. CSAVE a copy, m RUN 'Ihl program. The program will
Apart from some random enclosures the contenis of each check each line of data and inform you of any errors.
remain the same for the duration of a game. The same Correct any errors and QWMWMI! untit ait
minefield layout is also used throughout and consists of 4 errors are eliminated. When this is dﬁm answer the
strips of mines stretching between the outposts with a cassette/disk questions WM? to m a boot tape
small gap in each. In a key room touch a key to pick it up or binary disk file.
then make contact with the portcullis to use it. The Cassette users should mm bﬂﬂt tape created by
correct key varies according to the room. Fently removing alt m and then turning on the
At the end of the game press the button to play again. computer While W Sown o START kay (X1 and XE
X P wmﬂmmmldmmnuu}mns-
Answer the ‘same players’ question by using the joystick TURN and ﬂw tape ﬂ* w and run automaticaily.
to move the pointer to ‘Yes’ or ‘No’ then press the button. Disk users M W in m 2 and save it on the
Each game is different. same disk as lﬁﬁﬂﬁlﬂ' file created by Listing 1. RUN the

Listing 2 Wwﬁhm_mmmmmtmw
will load and run automatically.
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REM = SHAKES alLIVE!?! *
REM by -
REM #* Bill Halsall »*
R o e e e e »*
REM % MNEW ATARI USER - Decemberg?s =
FUE M S0P 0 00 0 0
REHM

=TI - T R T I

40

4 REM
44 DIM DPATSC(1008) , HEXC(Z2) :RESTORE 46:FO0

R H=8 TD ZZ!READ MN:HEHI(HI=M:NEKT X:PAS
S5=0:TOTAL=B:TRAP &2:7 "“"CHECKING DaTa™
45 LIMNE=99:RESTORE 168

46 0ATA ©0,1,2,3,4,5,6,.7,8,9,8,0,8,8,08,

9,8,190,11,12,13,14,15

48 LIME-LIME+1:7 LIME:READ DATS:IF LEN
(bATS) ()98 THEMN 76

58 DATLIN=PEEKCL8I)Y4+PEEK(1B4)%Z256:IF D

ATLINCILINE THEM ? "MISSING":CHRSIZS5Z)
IEND

52 FOR X=1 TO 89 STEP 2:Di=asC(DaTH(X,
K1) -48:DZ2=-ASCIDATSCH+1 , H+1))-48:BYTE=H
EXIDLI®1G6+HEN (D 2)

54 IF PASS THEN PUT M1 ,BYTE:NEXT H:REn
D CHESUM:GOTO 48

56 TOTAL=TOTAL+BYTE:IF TOTAL»>999% THEN
TOTAL=TOTAL-1880

68 MEXNT M:READ CHKSUM:IF TOTAL<>CHKSUM
THEMN 76

68 GOTOD 48

62 IF PEEK(i1i95)<{)6 THEMNM 7 "ERROR " ;PEE

K{195) ;CHRS (25Z) :END

64 IF PASS THEN RESTORE 98:FOR X=1 TO
Z9:READ A:PUT BL,A:MEKT H:CLOSE H1:END
66 7 "(DIISK OR C(TYAPE":GOSUB BE:IF K=

ASC[*"D*") THEWN 78

68 7 "READY CASSETTE aMD PRESS RETURN"
iOPEN B11,8,128,"C:":GOTO 74

78 ? “"READY DISK aND PRESS RETURN':GOS

UB 80:IF K{>155 THEN 78

72 OPEN H1,B.08,"D:SHAKES.OBJ"

74 PASSCS1:LINE=S99:RESTORE 180:THAP 62Z:

GOTOD 48

76 T "“BAD DaTa'';CHRSCZS53) (EMD

88 CLOSE H1:0PENM #1.4,.0,"K:":GET H1,K:

CLODSE M1 :RETURMN

98 DATA A7,46.0,.41,46,54,2084,116,10,64
+26,182,158.228,.170,58,196,124,6,92,22
,186,148,28,68,1,0,0,8

188 DATA @RLCEBZAZ7ZOAY0BBDZFAZA9ICEDR

2DIAYBBBDE7RZE5PEAYIBBDERBOZESOFAYZEE5SE

AhP?Z28850B18604C417200808,514

181 PATA 2902960000000 E0000G0020PBE88

BlSIFZEZ420262BI1L1BZETIRLIGIDLA9GEOERQ000

geBegepeooRAPERBREDAREEE . 239

182 DATA OOEFFDFFFFBFFFFEBBFFDFFFFFFDF

FFFOBEFFZF?F7F7F7F FEFFFFFFBFFDFFFFFBOD

ceppceBdFFFFFFORRDDDDDDD 71X

183 paTA PDDDPRDDDGGSAFFBDASGLSAZAGECIY

93CICHICIGHESASASASASASASASABTESFDESATE

808988 R183ICICICICLBLEIC 426

id4 DATA IC7E7EFFFFFFOBBABRBOBICIESSSSS

S/F55 7587555 F55 5555 7F5500000808736EG16

BES57I00GL6CE697665000000, 147

185 DATA GOGABAZZIYAAZZZ9Z2CZCA0ZAZLIZCT

3Z1ZCZCOB00BBZ62FI200ZEZS5I790213471322

90883533253 729088703046CE, 799

186 DATA Z29P023I04Z808XIZ0282Z0262Z06C600ZAB

GBGOGEGAGB6E6860686868686868606410A214

BA4ZBDBADABD1BDOAYIFED, 191

187 DATA BORZ2G6B404BADSC218D1608ADSDZ1E

DeAD4BDL7DAADSEZISDIEDBAYSFADAROZGE48E

SEAES488048AZ07BD 742180, 4
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188 DATA PAD4BDLPDECALBF468AAGR4AB1B1Z]L
4d06080A0CAAASCEFARBCECHBLEGIIFBDOID2AST
PFARBCECILB6IBFEDOLDEZAS, 187

189 DATA CAFOO7CGECA4A4ABDALDZAYZFEDBOE
ZAZ218DB1AZ4CHZE4ABBEDZFOZBDBBDZADBIE
DPEFDZAIBBDOTDABDFA02ZAZ, 953

118 paTaA BOBDOPEAIDAEIBBDERELIDOBIFESD
BF1BDZBZRDOOISEGLOF7A90ZE8DIDDBAIBABDT
88ZAa32160310Z0Z8BBDAIZZ .75

111 DATA PDCAGZCALOF7A?3IAGDEZFEZABT7CAZZ
1A%8720SCE4AYCOBDAED46036562ZA043IACCTOL
ABBABBBATCIIIRBIACHCECE, 558

112 DATA 14DBF728542299083ACBCOFODOFSA
Z05BDABZZNBBDAEZZ99003IA99283A499583A090
193143A993CIACALIAESHABF , 361

113 pATA 79095969B9COABA404080800D0AD22
7031667C660APRRBDLAZIAYIABDLIBZ1AYEDBDS
CZ1AJE4GDSDPZILAPEGADSEZL, 214

1i4 DATA 6ZELIZ6APS56BDSCZ1490085BDBDS
DZ1BDSEZLBDO4DZAEIFOEZTLAT9S54I4ACADBF7AZL
3205422900034 9D4083I5CA10,658

115 DATA F4AZOPAP00B8SCBEBD1AZIADI4ABSCCSE
P1BZ1ASCEIDBBITASCCIDLLIITAGEEZBS4Z2291C
BAB1321CHASCELEGI1485CH, 736

116 DATA PPPZEGCCESESLIDADBGEBDBBITESC
BEBD1137B85CCASBS?LCBGABDERIFPESCEBDLLIITE
SCCBACBBSBOGOEGBIASBIZS 42

117 pATA LFBSBIDO1BAYSZ2B85B2Z203IB23I20482
IAINZE5B520DA22EGBSEB2ODAZZCE6BZDBEYATL
BI8ESBIBRB6ZI90FAN4C2C2T, 92

118 DATA AGBIABPEBDZIBZEDY1AIBESBCHECRAL1ED
BF458A0BAD2ZZILFIGEIREIOFGATCEGEBADBAD Z2
POFIBETRIFEFHO?RLAAGBAD , 4TE

11? DPATA G40IDOFBZOG4AZIADOAQIFBFBGOATA
B8DB3IDZBDOZDZADOABSCOCOEGBIEGBIADBIZR
GAAADBBBDI42099103BEBCE, 251

128 DATA COLBDAFA4ESLBDAGIAZOLBDABI7ASC
BBED11I785CCBDALI7BSCDOBDALZI7ESCEARGLBLC
D21CECBCALIDBF7EBERBFDE , 4X5

1Z1 DATA DCABGLBYZCISFALECINZIDAOBAIBID
PZCISACPEEZICIOIPOOEAINADIIZCISACDEZIAID
BIFZCISCHCOLIDODHYADOADZ, 344

122 PATA 2991DPBDZO3IEBZIB9ZCISDOFBASEZY
FZCIS60AYE0BS5B5AZO1ABBLZBDAZZCBCOLIDOF
BESESLODAFLGOZBFRZIAZOD, 432

123 pPATA ZO4S524AZ2142045240207A9059D483
7AIREID50I7AP0B2DSBI7CALBEEAZBTARBEYEY
p3IVIFIDIGITIDADITEBCALE, 578

124 DATA FZA9818DGOI7EBDGBI7EBD7O3I7EBALOC
PILFEIAIDESIAFDFEIAIDFDIAGOEESE2ASEY2%0
JDOEBAYRBBSBSAEAFITACIV, IDS

125 DATa I7ZODAZZAEST7I7ACIFIVZIODAZZAES
FI7AC473720DAZ2AZZEBDIAI7IDILI7CATIOOBS
AZIB7CIB7DAFBCAACTDZA4AD, 12

126 DATA 99B5BZAAAIEDBSBOBDIOIVADBD48T
7AAZODAZZEGBZAGBZEDLBDOEDAFOBESBZAGB2E
DE@I7BS5B4BDIBTI7ABBD48I7, 847

127 paTA AAADBADZZY9B7CSBAFOF7E5B6CI900F
B1BCYBLIFR1ICILIFOL7CIBIFBOTASE449834CC
PZAESACEFZACB4CEFZ24CA4C, 599

128 DATA EFZ4BB8ZBEYZ2Z2NnSBSIBEYPEBOBGE6E
7B4B0AIOCOSBSZ20DAZZAGBZASB7IDABI7ASBEY
030ITASB64983I90683I7A582, 389

122 pATA 18690585BZCP?16DPOFGEEGB2ASEY 2
981FBF7ASBICYBFFOZ7A%83I85B2A4B2301CEB97
137a8A6B3IFE87AYBEABSBS20, 185

138 DATA DAZZEGADPCEBSBSZODAZICEBZACIS2
SEGBIGOZOFOZIAYAOB5BINZAIZAIBZIIEID7LI
JCALBFGACZIZSZOST7Z29a88C, 995

131 DATA AZPALZAGAZZIGSBSZEDAZZEBESBDDOF
JCEBCORPEDPRECAPREAZOIZOS4Z2285DB528DAZZESE
B18DBFIZOFFZ5ADOADZZIOT7, 443
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1TI? DaTa 3IBESB290FGAABDD72544148466108
186930800 1DOGSE8BDDD25A00008E93IB2ZEIDO
83IDEBCBCALBDOF409I8B561, 788

13Z DATA ADBADZZ901ABCHAB4BIGAIAIAGAGRTD
89870007 6ABBRACASEIFABLAGEIASB610B5CGE

B4CF4ZSEGBACEBICADAFBAS, 461

134 DATA BEBDBLIDOGAAZRBAAIDBBIDESBDAFAL
0aZ00849DBGIFEADBFAGENZOOBAYDAAICIDBAT
BIDAOIEYDABIFEEDOFLI60AT, B41
135 DATA @8ANIDERICESDAFAGBADTERZESBAA
SEAZY981IDBBIZASAZ6NASBAZIRZDRBIZO6626ASE
AZ9040003Z07226A5BAZ908, 360
136 DATA DAB3IZA7EZGGRA4BLICOSAFBFY88648
14CB726A4B1COCBFREDCAB4BLACBTZ6A4B0CHE
CFOELSAB4BO4CE726A4B8CH, 704
137 DATA CZFEeDSCAB4BAAZEBA4BLEDABZADIE
BICCBEBERLGDOFAASEREDOODRGAZA77ZZAZOLA
8822854228585 20DAZ2ZEAER, 794
13I8 paTa GDDOFIZO422849368D02D0AZSEAT4
290BOIEEBAYTEIDOEIEESEBDADBFOBGHFADDAZ
685CAAY816D6F826085CEC0, 530
1I9 pATa DALBADDBZEBSCACEBFAGEFA0E9DO
PIEERSB0AB485C7EGBDGAZ2A9D26AICEBSBS4CH
527209D26A986AEE5AY1985, 216
1490 DATA B2ZAZ2EZ27203I82720DA22C6BZDOF3A
3p085B5A201a01120DAZZCE28DAZZEBEGOSDOF
280 LEDBGAADBADZZIOFL1B69, 304
141 DATA B83AS60ADBADZZI9BFFEF3AAGBABRIA
PAADZZ98FIBE9G490F6LB69019975I768816EDA
Z280ADBADZZ90F IBET04B0082, 996
142 DATA AFEBODAAZLESESC4DBECAE4D003
LEBERCEDBFBAZOBADRADZ29073BEIRZY0F6FOF
49DCBILEBERIZDPECAZIL06,430
143 DATA BEL8ADOADZZIO7E903I6SBECIIZ2TAA
2493190943 7A0D0ADZB9FB3IBEY0I18656BBR02ZA
33830 C6I7CALBDEAIIZEDCS, I6S5
144 DATA 37AZ200BA9DBEI7BDE3IZB186908A0A
98899803 2CA99003I2EBERLADOESSSCFERZOID2Z
6a94685B5AZ01A00628DA22, 344
145 pATA CBCHCBCALZDOFGESBE@LADOEFAIBAE
SEZAPRGAYERESBSAGBZBD75I7AAZBDAZZERZAD
A22EBZODAZZES28DAZ22ZA9CY, 73T
146 DATA BSBSAZA1Z8DA2Z2AZ8FZBDAZZCEBCEC
SBEGBZCE1ZDODREEZ89D26A90FE5B5A0LOAZOZ2
BDAZZEBEBESBERLIDBFE68AY, 698
147 DATH SESSBLASCEBSBOSDLEDDACE7ZEADS
4DEZ298CFBLSASBA4Y8FB5BA2ZE3IS26BD1EDDADE
48008DZAFOAGSCISBALOADE, 365
148 DATA 2Z98iDP87ADBCDAZYB2FALCAGBBEDC
6376SEBEGBDAZABBEOSD2ZBER4D2208162DEBDOF
7BERSDZB6C768ADBCDBZYRL , 513
149 DATA FOZEAGBBEBD943785BDEGBDAYABBDE
1pZa6B1BAESSOBDERDZAPEABPRLICIIROTCCED
8F7201620CAEASLDRE7AYE0, 685
158 DATA BDOLDZ6EASBBCIIODOB4EGBDEGBBE
0zai3I2620502249018DGFO2ZA9B085B0A9COESE
12887268D1EDBASCTDBZEZS, 370
151 DATA 56Z3AZ88a%a88D01DZA%438008D2Z2
9162DBDB1DZ2016ZDCADBEAADBADZ2ZIO7FAFSC
98 7FOF5B5C71869D808DD7I2, 429
152 DATA Z858Z28Z0392520162DADBADBZIEVF
BFEAZEB3I290IFEO62991FRBLCACABSBCEOAGCLE
pB8I785BBACBAZBASBRAGCL, Z16
153 paTa 90803I74CBBZBZA7722A9208DABI4SE
DB43472842280%048D6F028ABDASLZ6OASBEBAAR
A1865BCAABDOOILDOBCADEA, 614
154 DATA DZZ90F3IBEY04Z0F6FOF48SBESAAAR
ponz9685CBEABDIAZ9BSCCECCEBORBRBBCRLSCELR
SpCZYEDZOFFZ90DZALEZAZT , 19
155 DATA ZATBZAAFZABZZI9Z20572920541005B
pEDBSDZFAFG60Z285729287123205A2AA5BDFOF
66870572920F822205A20A05, 258
156 DATA BDFBFGGBZES57Z292006Z24285424205
aZaaS5BDFEFG6GRZES729A90F8SBIZE2I25285A2
AaSBDFAFGEEZRBEZ528E325, 850
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157 DATA Z285AZ2AASBDFOF66OZ209D2620F4264
BZ2DZOEZZ6008DRFA4CSZZAZOIDZGZAFEZGACS22
AZBFDZ6ZODBZ728692A4Z87T8, 385

158 DATA 24ASBDFOFG6OZ89D262Z02C2ZB2OFEZR
AZO9FZ2A20092420692AA5BDFOFIGOZRID26206
92AA5BDFOFY68206D 282058, 388

159 DATA ZB820302620CEZB84C16ZDZBDIZ26205
92872030262098264C1620ADB4ADOZIOZFOLFEGD
pAYLIFSDABDZAYICESCACEEL, 417

168 DATA ZOB72G6ASBLCHFBDAFSZAZ6Z6GASCAD
AFCASC768ASC2DAI0ADBADBAZIBLFOZIZOG4A23A
Z00ASBLIBEYGIFOLOEILEDD, 188

161 DATA OGBE918900GE9189001EBESEAERESS
GCZCABDD4AZAOAAT089DIBI4600BIC7EB4AFOADD
cCoBzZI88FOLDZ2063I28A6B08D, 857

162 DATA C8ILCSCZDOBIZOEPZ6AI4AB65608D0
e0esr1lEDPBAY08885CZ60AZOFBDBEZAIDCAIFCAL
eF 7n98085C249%40BDB30 060, I3

163 DATA 7081Z2B2013260Z13IBDEDZBIDCEIZC
ALOF7ACFCZDZA942BASCSBDDAIZASCHBDDEIZA
CFC2DZOBCZEZOZEZCAIDBAD , 550

164 DATA BBDPADR7BAZCIVEFRBCCISDFOLIADSE
482FOL74CI42BCOL4FBDBEEFCZDACZ4AZBCA0LF
BPLCEFCZDACZ4ZBZO562368,643

165 DATA ZEXSZDZ225I200ZFZ6903I82C21192
5323II1010194213A9009DCEIZCALOFAGBATIBSE
DACBZACIBZDAY1BB5CABSCS, X2

166 DATA BSCHCABBFRLI7AZBICAFGCABSCACL
ADBBBAILIBISCAENBODBEFG64CIC2B502Z0052CA
4BBZO942BAGCIBPEIZEB1867, 757

167 DATA B8AAASCSIDBAIZEBASCEIDEOIZA00
SB0O8I20500%DRBIZ2CABEDOF4GOPEPAL41EZET
Z2ICAG505AG4BE7B82BC76A8, 304

168 DATA AAB4ABEAZCBBDFFILIF7FIDFFILCAD
AF560Z86812Z6AZ07A%009D003 9422090023 2B0C
LZ2CPDCEB3IZCALDEDA4CICEZS, 330

169 DATA 942BASCSBDCFIZASCEBDDOIZGAAZE
7BDEB3IB9DSAICCALBF7ADCOR2Z4%04BDCOOZE0A
99085C1L20052CA00AT80A0A, Z22

170 DATA BALBE93I8BDPBDAZOZEZCZRBCIBADT
B89ZCI9BEFABCCI8DFALCADBAOZFAZBAC4B2ZCEIC
83218699199%C832C23BDODR, BH6

171 DPATA AF2ZE97CAZZDOCIBICEIZIBEFBLIIC
83IZCY1IFLOBCAYIAYICEIZDAB528562ICOAFFa0
ICHDBABABCLBDEIZBAAABDD, 4

172 DATA BIDZ2IZI9DOLIZEBCBCOBGDAF4EGCLA
SCACDFCZDFRBI4CAG2CEO3INZICEL1IIIZ5IZ00082
#B12BAZ1ZBDO3IZDIDCEIZCA, 50

173 DATA 18F7201326AP508DPODOBSCIZAZER
CADB492FOL7AD7BRZCYRBLOBILACDAZCCISTDOE
ARICABLOBDABSCIDOELACSE, 471

174 DATA 23II217D25003B2C213IZSI2IT00T
92533002E2FAY018D1COZADICAZDBFBAS4ADEBA
500885CBABAZI186CCYLICBCE, 389

175 DATA DOFBEGCCESES48DOF4%9B800CACEZ
@DOF66028232D020122220AC242050222013282
G422C204127AZVOEGCFB6CL,I6T

176 DATA BDESZDEDCAGZZOF7ZBAFB88S5C7I04
12928D928206F29204D 29090060850 2ZASBBCII
ZFOLSASC7FOOGCECTFOOLDS, 602

177 pATA DFAGCLEBECFCZDDOCBACS6ZDATIAES
pB3IDZAYICASBZC6BZZIOF72B2068C2B2Z00828208
CZBASBZEDOZDZDOEBBDO3IDZ, 675

178 DATA AZ@SBDEZZDODDZIZCALBF7ALCFIOY
4ZBAZOZBSC45DD9IZ2CALAOFB20562320C22CASC
ICYBADBOTILCSIZDACLALZDI?, 32
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28 REM *as SNAKES ALIVE i
wud LOAD AND RUN ROUTIMNE SN

24 OPEM H1,4,08,"D:SMAKES.DBJ"

26 POKE 858,7!1POKE 852,0:POKE 853,32:P

OKE 856,255:PONE 857,255

28 H=USRCADR " hhhTLVEF") , 162
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920ST-FM SUPER PACK

1Mb DISK DRIVE
£450 OF SOFTWARE
ARCADE GAMES

Arkamobd W ... Imaging £19.95
Beyond The lce Palace = .. Elite £19.95
Black Lamp ... . . . . . Firebird £19.95
. Elite

BariWariors . Elite £1496
Marble Madness . Electronic Arts £24.95

ST

ST COMPUTERS

Quadralien . Logotron  £19.95 _
Ranarama Hewson Consultants  £18.95 @ The range of Atarl ST compaters offers somathing for everyone. From the games enthusiast
Relun ToGenesis .. Firehird £19.95 [ who wanis the challenge of the very best in arcade action, to the businessman wha wants 1o
R Melbourme House make financial forecasts o lauitiess presentations. The ST offers high guality graphics,

sound and speed for the gamer, whils! providing a fast, user friendly and aflordable solution
1o business. The ST is now lirmly established in the home envirenment and boasts a wealth
of users in education, local government, television, and a varigty of diffarant businesses,

- ElBctronic Ars

W S i T, Piekied - eage S SSSE RO it o .
1 Ay ] 5 - e | range sirelches o cover applications as diverse as ENTERTAIMMENT,
s Thundercats Elite £19.95 B ACCOUNTS, ART, COMMUNICATIONS, COMPUTER AIDED DESIGN, DATABASES

DESKTOP PUBLISHING, EDUCATION, MUSIC, PROGRAMMING, SPREADSHEETS, WORD
PROCESSING and mare. For a full list of the softwane availabhe, as well as details of he ST
range, complete and return the coupon below, Al peicie covseet i M Lioe ol poing fo press. ESOE

o | Wizball ; .. Ocean £18.85
: A Xenon Melbourne House £18.95
Zynaps .. .. Hewson Consultamis £19.99

SIMULA
sy s pmtehens 0 s | 5908T-FM_EXPLORER PACK
“%ﬁﬁ“ﬂ:ﬂLﬂ&“%ﬁ“” ﬁr: Seconds Out oo Tynesoft E18.85
[oysticn. 1 you buy the Super Pack st Silca Shop. we wit a4 our swn 57 SUMMer Olymplad'88 . Tynesoft £18.96 WITH BUILT-IN 1Mb DISK DRIVE
Steftar Kl [worth over £200), Fros £¢ Change. Ratum the coupen Tor detsls. SOFTWARE

Organiser Triangbe Publishing £48.95
JOYSTICK
Atarl CX40 Joystick . Alari Corp  £4.99
FREE ATARI BUNDLE VALUE:£458.97

INCLUDING VAT
With SM124 mono monitor: £498 55  With SC1224 colour monitor: e

1040ST-FM PROFESSIONAL PACK

NOW WITH TV MODULATOR

For the serious homa usar and the srmall business. we are
plaased Lo announce a new package based around the
10405T-FM, The 10405T-FM has 1Mbyle ARAM and a
1Mbyte built-in disk drive. In addition, the 10408T-FM
now comes with a TV modulator bullt-in. (The presviously
available 10405T-F was designed for use with a monitor
only and did not come with 8 modulater.) This medulator
allows the 104057-F to be plugped directly into any |
domestic TV set, and comas complata with a lead o |
allow you o do so. The new Professional Pack’ from |
Silica includes the new 10405T-FM with modulator plus |
four high guality software packan?a Iincluding a spraad-
shaat, dalabase, word processor and programming lang-
uaga, This Professional Pack’ software will enable you to |
gt straight down to business with e computer. in
addition to this software (waorth m}, If you buy the
Professional Pack from Siica Shop, you will also recalve
the Silica 5T Starter Wit (worth over £300), Free Of |

[Computer) £499.99

Charge. Raturn the cowpon for further iInformation.
VIP PROFESSIONAL  (Spresdsheet) £149.95

£499

MICROSOFT WRITE . |Word Processor) £149.95
BASIC DISK & MANUAL . (Larquags) £24.98

The value for money offerad by the Atari 5T range is reflected in the Explorer Pack
featuring the 520ST-FM computer with 512K RAM. The S20ST-FM computer now
comes with & buili-in 1 Mb double sided disk drive as well a5 a free mouse controller
and a built-in TV modulator. The new 5205T-FM Explorer Pack includes the S205T-
FM computer, the arcade game Ranarama, a tutorial program and some useful
deskiop accessories. In addition, if you buy the Explorer Pack from Silica, wa will
give you the Silica ST Starler Kit worth over £200, FREE OF CHARGE. Return the
coupan for details of cur Starter Kit and of the full ST range.

£260

+ SM124 mono monitor: £398 55 + 301224 colour monitor: £598 s

WHY SILICA SHOP?

Before you oecide when 1o buy your rew Alan 5T | SIL/CA KIT: Worth over £200, FREE
compuior, we sugoest you consider wery cansfully WHERE | wilh esary Atari 5T computer boaght from Silica
¥ou buy il. There are MANY companks who cin oler | PROFESSIOMAL PACK: Fren business software
wmﬂﬂﬁ; Tew paripherals ﬂ:n“'ﬂwn}i:" salling | wilh MMOST-FM and MEGA ST's bough! from Saica
4 are FEWER companies who can oer 8 wite | pEpsCATED SERVICING: 7 tull-tma At trsined
range al products for your compuber and expert advice | gan with el ufmwmmmmwmn

ard help wihen you need d. There is ONLY ONE THE FULL e H
company who can provide the largest range of Atar| 57 e nlnsllummmmpiamﬁt yaur  Alar
relsted products in the UK, a full fime Alari ST specialst | "0 oments fra

wechrical helpling and in-depth atier sales suppor, inc- #TEH SALES SUPPORT: The sta# at Séica are
liadineg Eroe newsletiers and brochures deliverad to ypur | Sedicated 10 heip you get tha bast from your 5T
doar for a5 long a8 you reguie ster you purchase your | FREE CATALOGUES: Mailed direct 16 your home
compuler. Thal one company is Silica Shop, 'We hawe | 38 600N &3 we prinl tham, feahuing ofes B well
bewn establishad i the home somputer field for ban yaars | 39 81 of the new relases

with an annual furnover in excata ol £8 millon and can | FREE OVERMIGHT DELIVERY: On all hardwars
Pirw Elaim b mest our customens reguirements with an | ©0%ers shipped wihin the LIE mgniars

accuracy &nd understanding which is second fo none. | PRNICE MATCH PROMISE: We will malch comp
Bud donl just 1ake our word Jor ® Complele and retumn | =bbars on a same product saee price bass.

the coupon below for our latest Inermiure and begin to | FREE TECHMICAL HELPLIME: Full time team of
expariencs e Sikca Shop specialist Atar senics. Atari fochnical seperts always af your sevice.

FREE SILIGA STARTER KIT
WORTH OVER £200

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

SUPERBASE PERSONAL . [Dastsbass) £59.95

INCLUDING VAT NORMAL RRP: m
With SM124 mono monitor:  £598%5 LESS DISCOUNT: - £385.82

With SC1224 colour monitor: . £798%55

2Mb & 4Mb MEGA ST

The MEGA 5T computers are atyled as as lightweight keyboard with 8 saparate CFLU,
comhected by a colled talephone style cable. There ane two versions of the MEGA 5T,
one with ZMbytes of RAM and the other with 4Moyies. Each version has a 1kbyie
double sided disk drive buill-in 10 the CPU unit, The MEGA 5T's do nat come with [
madulator built-in ard must therefore be used with & manitar, With avery MEGA 5T [
purchassd, we will add the ‘Professional Pack’ software [worth £384.83) detailed |

P i 2Mb MEGA ST 4Mb MEGA ST

whorey  £899: | £1199:
both Frea Of Changa. VAT o

Apturn the coupon  +mMOnNo monitor=£998 | +mono monitor=£1208 |
for further details,  +colour monitor=£1198 | +colour monitor = £1498 |

DIP PageStream £14

9 +WAT
=E£1T1.35
Desbtap Publishing (DTP) is one of the fastest growing applications dor persoral | * FLAPHICS
compurians. We sre pleased o announoe 3 poeentul low codt packige Jor the Aari 5T | -

oosts only £148 (+MAT=E£171.35) ard, becauss A :mmm-rm'rmin

PROFESSIONAL PACK PRICE: £499.00

PageSiresmn  PageSinsam
works with an Alan 10405T and 8 Sekosha 5921

mmmmwrnmmlwﬂm.ummn‘Mqumﬂum.

DO YOU OWN AN ATARI ST?

Il you already awn an Alar 5T computer and would like 1o be registered on our mailing list & an
ST usar, ol us know. We will be pleased to send you copies of our price lists and newslettars
FREE OF CHARGE as they become available. Comglate the coupon and relusm it ks our Sideup
branch and begin exparincing a specialisl ST sanice that is second 1o nona.

SILICA SHOP:

SIDCUP (& Mail Order) CuE 01-3209 1111
1-4 The Mews, Hatherley Road, Sidcup, Kent, DATd 40X
OPEN: MON-SAT Sarm - 5300m  «LATE mﬁ?ﬂ" FRIDAY 8am - Fpm

... 01-580 4000
WiFP 0BA

N EIN EIN NN INN DN BN BEN BBE BN e e .
To: Silica Shop Ltd., Dept PSIX 1289, 1-4 The Mews, Hatherley Road, Sideup, Kent DA14 400

PLEASE SEND FREE LITERATURE ON THE ATARI ST

MM rs/Ms: Initials: Surnare:

Address:

52 Tottenham Court Road, Lon

OPEN: MON-SAT 8.30am - & LATE NIGHT: NONE P
LONDON 01-629 1234 ext 3914 ostcode:
Seifridges (1st fioor). Oxford Street, Londan, W1A 1AS Do you airsady gwn & computer DTP O
OPEN: MON-SAT Sam - & dpm LATE MIGHT: THLURSDAY Sam - Gpm If s, which one do you own?




ANSWERS GALORE!

ne of the problems highlighted in the last issue

was put forward by Andrew Firby regarding his

copy of ACE OF ACES. According to

Richard Humphries of Wallasey, the solution is

quite simple. While on the STATUS screen, DO
NOT press the joystick fire-button as this resets the game! In-
stead, press the ‘START’ button and you will be returned to the
Practice/Mission screen and no more loading will be necessary!
Richard goes on to help Simon Gildea progress beyond the
crossroads in LOS ANGELES S.W.A.T. At the Crossroads,
walk slightly to the LEFT. When the first grenade is thrown, walk
to the RIGHT and WAIT for another, then immediately walk to
the LEFT and fire forwards. Carry on doing this until the hostage
is brought out, then walk to the RIGHT-hand side of the road.
Position your character so that his left shoulder is EXACTLY level
with the LEFT-hand edge of the paving stone (third from the left).
Carry on firing forwards to kill the "baddie’.

Andrew C. Thompson pleaded for a map of CHIMERA ...
and in drops our own Paul Rixon (read the 8-bit reviews, folks!!)
with not only a detailed map, but also the solution! Thanks Paul
for that. Check out this issue's map.

Ithough unhappily crumbling to pieces trying to solve

A:‘;:RUMHLE’S CRISIS, Dean Chadwick sets his own
roblems to one side and comes to the aid of Mr. Thomp-

son again in dealing with his other problem with the last
scenario of QUASIMODO. After placing the second jewel in
it's case, you must go through Levels 1 and 2 again before you
can get to Level 3. This is accessible from where you found the
second jewel. On the 3rd Level, you are scaling the Castle wall,
fighting off Guards and Guardians that occasionally pop their
heads out of windows - firing arrows or dropping oil. At the top

 This time mmgﬁ mummrmﬁnmm
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Welcome to another episode of Atari game help.
Adventurers will be pleased to learn that me ol’ mate
Garry Francis has returned so all you lamplighters would
do well to heed his words elsewhere - his pet ‘roo has
swiped all my adventure material as it is!

of the Castle wall lies the third and final jewel. (It is NOT
necessary to kill ALL the Guards!). Incidentally, Paul Rixon
further informs me that there aren't really any tricks to make
CRUMBLE’S CRISIS any easier for you, Dean - you've just
got to be good, and he should know!!

A few tips from Paul Brown of Maidenhead, Berks. In TANK
COMMANDER (a real oldie) just use your tank to move
around the screen and collect the agent. Leave all the destroying
to your airstrike. This way there is little chance of losing. In
THRUST on the levels with invisible caves, activate your
tractor beam and you can see them! You can skip rounds in
WINTER WALLY by pressing SELECT on the title screen.
The level you begin at is shown at the top of the screen. Last one
i« THE EXTIRPATOR where you can press SPACE o
toggle between long and short range fire. Also if you allow the
music to play once then press RESET, the game will begin and
you have music all the way through!

A fairly recent release is TWILIGHT WORLD which
Christoper Purveur of Aylesford, Kent has been playing. Are you
stuck trying to go through false exits? Well, every screen with
false exits has the REAL exit at the bottom so, on Screen D go as
far as possible to the RIGHT, then right DOWN to the bottorn.
On Screen | go to the TOF line and then RIGHT until you collect
a KEY. Now go DOWN to the bottom then LEFT and open the 5th
door. Hey Presto!!

Christopher Bevan of Bristol, offers sound advice for those
struggling with B.C.’s QUEST FOR TIRES (if anyone else
ever bought it!), When you come to the turtles and the fat broad
- American slang for ‘large round lady"!! - wait until she has
swung her club TWICE. When she brings the club down for the
SECOND time, jump almost immediately and you will have an
easy crossing over the turtles. Once you have cleared the cliff
(you have to be travelling at 80 m.p.h to clear it), the volcanic
eruption starts. Move to the far RIGHT of the screen and keep
pushing to the RIGHT. Keep your fingers crossed (what, and push
right at the same time, Chris?) that a boulder doesn't hit you
and, when you come to the turtles at the cave entrance, you will
be able to jump whenever you like without drowning or being
killed by the Dinosaur .... the rest is easy!!

QUICKIES!! ..

. QUICKIES!! ...

ROCKFORD (Mastertronic): Press RESET for infinite time on levels!
From Michael Daw & Matthew Finch.

OUTRUN (ST version): Type in STARION and you will get loads more
time (after completing the first run) from Stuart Short.

=TT
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Stephen Wilds of the Anglo Computer Club over there in
Pollensa, Mallorca, offers the following tips for devotees of-
STAR RAIDERS II: 1. The Zylon command ships have a
weak spot. Fire at the square in their middle! 2. In need of an
urgent re-charge (in the enemy system, for example)? Warp to
the star and whilst doing so, press the SPACE bar. When you get
there the map will appear. Plot a course to the nearest planet.
Wait until you are fully re-charged and GET OUT! (Yes, Stephen,
Pippin says you can have Gandalf's old badge - he prefers
adventuring anyway!l)

HELP WANTED!

Solutions, hints or maps for SPELLBOUND, DRUID and
FEUD are currently much in demand - as are CHEATS &
TRICKS for a whole host of the latest Atari games, so if you
have progressed well into these games, or found a devious little
trick to ease gameplay, please share your success with a few
strugglers!!

My sincere thanks to all of the readers who sent in maps and
game help recently. Your efforts are appreciated and, space
permitting, we will see a Map Special in the very near future, As
always send in your hints, tips, maps, cheats and cries for help to

THE TIPSTER, NEW ATARI USER,
P.0. BOX 54, STAFFORD, ST16 1DR

Let's be hearing from you!

AND THE SOLUTION

'GET SPANNER (E3) - ELIMINATE FORCE FIELDS AT (B3,
C4, G5 & B1) - GET NUT (C1) - TAKE TO (F5) BLUE
ROOM - GET BREAD (HB) - ELIMINATE TOASTERS AT
(G8 & G4) - GET KEY (H4) - ELIMINATE DOORS AT (D1,
A5 & F8) - ELIMINATE PANDORA'S BOXES AT (A7, D7,
E6 & F7) - GET PADLOCK (G7) - TAKE TO (G6) - GET
TORCH (A6) - TAKE TO (G3) - THEN (B6) - GET PYRAMID
(G2) - ELIMINATE HOUR GLASS (C7) - GET OBJECT (CS6)
- TAKE TO (B7) - GO TO (A4).

Chimera is VERY difficult to complete and you must not make
any mistakes by taking a longer route than is absolutely neces-
sary. Remember to collect bread and water when needed.

ATIPSTER EXCLUSIVE!

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

THE TIPSTER will receive an

EXCLUSIVE TIPSTER badge!

There is no other way you can .

get one of these badges so get writing now. Share your dis-
coveries with all your fellow Atarians.
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XL/XETYPE-IN

SPIRO

by Derek Thomson

SPIRO is one of those fascinating programs that produce
beautifully symmetrical patterns on screen that you can
watch for hours. Using a Graphics 8 screen SPIRO allows you
to input your owns parameters to produce patterns of circles,
diamonds and ellipses in different sizes and combinations to
produce some excellent drawings.

When you run the program you will be asked whether you
wish to centre the drawing on the screen or enter co-ordin-
ates for the screen position. You are next asked for the height
and width of the drawing and the shape will then be drawn.
Drawing can be stopped at any time by pressing the STARIT
key.

If you have a printer and a favourite printer dump routine
you can dump out your creations by adding a printer dump
routine from line 500 onwards. Provision is made in the
program to access this routine by pressing the P key.

Have fun with SPIRO, a nice little program that can provide
hours of enjoyment.

EI 1 REM FRavEvIVECECESISEREES AR IR TS T s 20  akaiakal
CE 2 REM % SPIROD *
LR I REM = by *
UE 4 REM ¥ perek ThoMmsSon *
EL %5 REM M === === s m e e T I T *
UE 6 REM % MEW ATARI USER - Decembers’ ®
E 7 R oo 0 0 - - - D
HN 8 REM

HO 9 REM

aT 188 PR=580:REM
I

TR 118 GOSUB 4489

PC 178 GRAPHICS 6:DIM Aa5¢i) :POKE 710,8:P0
KE 789,15:POKE 712,8:COLOR 1:POKE 7355,
1:DEG :M=168:Y=80:G0=1:TRAP 3158

LG 1XZ8 POKE 16,64 !POKE 57344, 64

PT 148 OPEM H1.4,98,"K!"

QB 158 7 “Kv:? ;? " pRaW FROM CENTER (€Y

} “,II

GT 168 GET Hi,K

RO 178 IF K=89 OR K=121 THEW CE-@:GOTO Z8
"]

OM 188 IF K=78 OR K=118 THEM CE=1:GOTO Z@
e

OM 198 GOTO 1689

¥X zee IF CE=8 THEN GOTO 288

HM 218 7 ViR':32 :% 1 ENTER H €5 TO I14)
si; :INPUT K:IF K{5 OR K>3i4 THEN GOTO 2
1]

IU 278 T MKY:T T oM ENTER ¥ (5 TO 154)
s INPUT ¥:IF Y45 OR Y>154 THEM GOTO 2

18
0Q 238 7 "KH1T 1T U EMTER WIDTH "'} :INP
uT RR

DI 248 IF X—-RR<{1 OR H+RR>»Z19 THEN 7 "K"17
17 *CIrr TO BIG!":FOR D=8 TO Z80:MEXT
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M

MF

G

TH

MJ

HG
Ip

BZ
EL

GV
NI

KF

bF

LY
KT

LY

Y™

PJd

JC

TH

JE

Lv

EH

CH

VI

G5

IN

Iv

BB
LI

p:GOTO 230

258 7 VKT 17 n) EMTER DEPTH "' :INP

UT R

260 IF Y-R<{1 OR Y+R}159 THEN 7 "R":7T 1

2 Q¥ TO BIG!™:FOR D=8 TO 108:MEXT D:G
oTo 2589

278 GOTO I8a

Z88 7 YKY:? 7 “ENTER HWIDTH (1 TO 158)
s INPUT RR:IF RR{1 OR RR>158 THEM &0
TO Z88

Z98 7 “K":7 :7? “ENTER DEPTH (1 TO 7&2
ue: s TNPUT R:!IF R<{1 OR R}>78 THEM GOTO 27

a
88 T YRt 17 b ENTER a WUMBER '';
s INPUT A

I18 PLOT X,Y+R:FOR Z=0 7O 368 STEP 5:D
RAOAWTO H+RR®SIMCZ®A) , Y +R¥COS (Z¥AD iQ=0F1
3Iz0 SOUND 8,0,18,15

330 IF PEEK(SIZ72)=6 THEN Z=I60:50UND
9,8,0,8:0=0:G0T0 IS8

Z48 MNEXT Z:50UNMD B.8,0,.8:0=0

IS8 7 “K":;? :7 "CLEAR SCREEN (¥ / N /
C OR PY":TRAP IS0

I68 GET #M1.K

I70 IF K=89 OR K=121 THEN 7 H6;*'N";:GO0T
o 7ae

I8 IF K=78 OR K=118 OR K=3I2 THEM GOTO
zZea

I98 IF K=67 OR K=99 THEN GOSUB 420:GOT

0 368

408 IF K=80 OR K=112 THEN GOSUB PR:GOT
0 3I58

418 GOTO ZOe

428 IF GO=1 THEN POKE 718,15:POKE 789,
8:PODKE 712,15160:2:EETURH

438 IF GO=2 THEN POKE 710,0:POKE 7893,1
S:POKE 712,8:G0=1:RETURM

448 CRAPHICS O:DL-PEEK(S568)+PEEK(561)%
256 :POKE 752Z,1

458 SETCOLOR 2,9,90

468 POKE DL46,7:POKE DL+7,.6!POKE DL+8,

G:POKE 82,8

478 POSITION 7,1:7 "SPIRO":POSLITION 28
L1:7 HE:"by":POSITION 5,2:7 #6;" AT

B

4808 POSITION 22Z,Z:7 "Spiro will draw

different shapes at any part of the
screen. It will draw stars, '';

498 ? “circles and many other Shapes
You can also mix them. When Yyou
start you will be asked for the';
588 * " K, Y positions this is for
the center of the shape, this will
not be asked if you choose to ";
518 7 "“"draw from the center of Tt
he screen. Then the width and hei
ght, if you want to stop drawing";
528 T " fe.g the shape is going b
ack oOver it's s5elfd press START
. Once the shape has been *;
538 T "“"drawn you will be asked i
f you want to cClear tThe sCcreen
, by pressing ¥ or N or SPACE. "y
548 7 “"The shapes are drawn white on b
lack. But if you press C it will ch
ange to hlack on white. P to *;
558 7 "print.":POSITION 28,21:7 “"{IOEE
| SPACLC TO CONTINUER
568 IF PEEK(764) {)>3X THEN GOTO 568
578 POKE 82,5:RETURM
588 7 "Kv:? 17 "] NO SUBROUTINE FOR
PRIMTER":FOR D=8 TO Z88:MEXKY DIRETURN
L ]




THE GAME “ATARIUSERS MAY NEVER SEE”
S HERE!"

“IN TERMS OF

RUXE GRAPHICS,
PLAYABILITY AND
g8 | ADDICTIVENESS,

‘A new C

'J \

of the hl?:ist possible S H ﬂ}‘gﬁ LFJ! lEJ E$
“Eiv ATA ; OUTST AN DI N G

R | PACKAGE”
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Available from November 30th CASSETTE USERS! HAWKQUEST is designed for Disk-based

De luxe systems but the authors are preparing an
Double interlinked Twin Cassette version

. Disk containing ALL THE BATTLE GAMES OF o
Package. THE ORIGINAL. Available Mid-December.

RED RAT SOFTWARE LIMITED, 15 FENNEL STREET, MANCHESTER M4 3DU, ENGLAND.



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

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

MAGAZINE & DISK
Buurs for nothing when you take out a new D I s K I I l

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

isk Subscription.
A Disk Subscription costs just £24* and AND GET A FHEE ATAH' USER D|SK BOX
that represents a saving of OVER £4 2
against buying the magazine and disk LAST CHANCE!

* UK price. Overseas subscriptions are £13.50 for Europe or Surface elsewhere or £21.00 for Air Mail outside Europe.
holding up to 50 disks ABSOLUTELY

FREE! This disk box retails at £4.95 but is

separately! Add the cost of the disk box

and yous are SAVING OVER £91 It makes Sttt

sense. MUST GO UP NEXT ISSUE

Discover the fun of all those great DISK BONUS programs

-
* UK Price. Overseas subscriptions are £30.00 for Europe or £40.00 outside Europe “ﬁn%?i‘
FREE DISK BOX OFFER APPLIES ONLY TO UK

----------------------------I
YES | want to show my commitment to Atari by subscribing to NEW ATARI USER

Please commence my subscription for SIX issues from Issue 42 as follows

BN e A SR o NSNS s
[] 1 enclose Cheque/Postal Order for £

B o i ) & RS e he y

"""""""""""""""""" D | wish to pay by Access/Visa/MasterCard/Eurocard
.................................. Card No:

.................................. EEEEEEENEEEE .
ORDINARY SUBSCRIPTION UK £9.00 Europe £13.50 Expirydate: [ ][ |[ ][]
Elsewhere Surface £13.50 Elsewhere Air £21.00 ;
DISK SUBSCRIPTION UK £24.00 Europe £30.00 Please debit my credit card with the amount shown above
Elsewhere £40.00

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

Please feel free to photocopy this form or write your order (clearly please!) if you do not wish to cut the magazine



PROGRAMMING
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Part 5 and Stephen Williamson shows you how to add

video effects to give you programs some sparkle

AW Jo— e ————

I8 JMACHINE CODE LIBRARY

I8 by STEve Millisamson

4@ ;for MCH ATGRT USER

58 [PORT 5.1 VIDED EFFECTS

60 FADE INSOUT

78 = o

a8 LT

8 {OPT OBJ

ai88 CI0 = EN454

BLIA COMMAND = B34

#1268 DUFFER = BI6

BLI8 BUFFLEM = &d8

8148 alM = B4z

B158 AN = DaF

@168 COLORE = 7aa

GL79 COLORL = 78%

L1888 COLORZE = 7i@

81%8 COLORI = 71

8288 COLOR4 = 717

BIie §

822§ |-———-—mmmmsss—am——

8238 ;SET GRAPHIC SCREEN

BRAR e e

BIGE

BIG8 LD HEZF

BzTe Lba uIY

L] 1] STA COMMAME , H

azra L& ue Clear screen
azas STa AN, X

alle LEa LS GBraphic 15
azze STa AUMEI.H

size LEA HMAHMELISE

wian 3Ta BUFFER,H

aisa LBd HMaME IS8

BI6E STA BUFFERSL,. K

LR ] JS5R CIOD

azne

BI¥B o

2488 LO0AD PICTURE

T

LLF{ B

LER Y] LOH Hi6 Open IS0 Cchanpel
nan LOa BMAMELLZSE

LEE: ] 5Ta BUFFER,H

B4ER Lba HMAMEL-TSE

a47e STa BUFFERTL, N

LEL.L) LA HI

LrE ] S5Ta COMMGND , ¥

LETL] LOa &l

aEL8 T4 BN, M

@sIe LOG e

a5Ie STA AUNZ.H

LETT JSR CEQ

BEEE |

BEE® LA WLFE Set all colours
asFa 5TA COLOR® to backhoround
LT ] 5Té COLORLI colour.
BETE 5TA COLDRZ

BEBR iTa COLORZ

aGLe 5TA COLOR4

anza ;

anIa LBH Hi& iLoad picture
BEdd LEa 88 jtile starting
L-1-1 5Ta BUFFER.M at top of
BEER LA &Y JECFeEn.
[y ] S5TA BUFFER+L.¥

LT LA HESS

BETH STA BUFFLEM,H

L] LEA R2ES

LEET:] S5Th BUFFLEM#1,M

arze
arIe
aran
arse
L LT ]
arre
arse
arIe
LI
LTET:]
eaze
LR
[LET ]
LLE ]
BEEH
aaTe
LT
LIET]
aree
arie
asza
L]
[ 1]
L3
LELT]
a3 e
111
ayya
Lane
Laie
ieze
1838
1848
1868
FL LY ]
iave
fL T2 ]
1898
1188
1ii@
Liz®
LLY®
1148
1168
iiaa
117w
Line
11%a
1288
1710
LiZae
1238
FEIT ]
1268
igaa
1278
1288
198
L1388
131@
13Z@
1338
1348
1358
168
i137e
LIma
1398
14w
idie

Lea @7
5TA COMMAND , H
J3R CIOD

LEH #i6 Clase I-0
Loa miZ Channel .
STA COMMAMD ,H
JIR CID

i

jEmm———

BRIGHTEN

Lba COLORE Brightest color
CHP H10D first.
BER FADE
INC COLORY
L1 Lba COLORL
CHPF EH184
BEQ L2
INC COLOR1
LZ LDA COLORZ
CHF Q186
BEQ LE
INC COLOR2Z
L3 LDA COLORE
(=
BED L4
IMC COLORS®
LDY HIES
L4 LEK HLS6
LS DEW
BNE LS
DEY
BEE L&
LEA HZES
BHE BRIGHTEN

LA COLORIE Drightest colowr
[ rirst.
BEQ ENIT
BEC COLORT
Lpa COLORZ
CHP 176
BEQ L&
BEC COLORZ
LE LDA COLORL
CHP 176
BEQ LY
BEC COLORL
Ly LA COLORS
CHF H176
BEO LS
OEC COLORS
LD LDY HIES
LY LBXK S158
Lig BER
BNE Lie

BNE LY
L& HISS
BME FabE
EHIT JMP EXIT
WAME .BYTE *"5:™
NAMEL .BYTE “D:PICTURE"™
SBYTE @, 8,8,.0,.8,8,8

deo effects are commonplace now
VH television whether on Top of the

Pops or in current affairs programs.
Video images are stored in digital form
then squeezed, shrunk, moved around and
altered in a multitude of ways. This issues
machine code library routines explore the
world of video effects,
Compared to BASIC, machine code is very
fast, but if you want to manipulate whole
screens of data at speed then you will find
that the 6502 processor at the heart of
your Atari is just not fast enough. The
Atari 5T uses a 6B000 processor which does
work faster, but if you want to rival Top of
the Pops digital video effects then you
must first of all rob a bank or sell your
house to buy a dedicated digital video
effects generator! Despite the limitations of
a 64k home computer however, you can
still add impressive video effects to your
programs to give them that professional
touch. These video effects routines are
especially useful for title pages or as part
of a slide show program.
The source code listings can be used with
standard Atari assembler programs such
as the Atari Assembler/Editor or MAC/65.
They can be used as they are with little or
no knowledge of machine code. To use the
data versions that are called from BASIC
programs requires no knowledge of
machine code at all.

USING STANDARD FILES

The routines use standard 62 sector pic-
ture files that art programs such as Micro-
painter or the public domain program
Paint use. Atari Artist, the software that
comes with the Atari Touch Tablet does
not use 62 sector picture files as standard
but, in an undocumented option, can save
62 sector pictures by pressing the > key
and can load 62 sector pictures using the <
key. The pictures are displayed in graphic
mode 15.

continued overleaf

Listing 1
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WL RER ST s e

WM 70 REM MACHINE CODE LIARARY

WP 3G BEM by STephen Hillsawson

KX 48 BEH for MEH aTaRi USER

HH 58 RER PART 5.2 YIPLD EFFECTS

TE 68 REM BASIC PICTURE LODADER

WE Ty AEHC e R e

HE 89 CO=7@B8:CL=783:CIZTL6

YL 98 CI=TLL:C&=742

aY 180 COL@=iDZ:COLI=L04:COLZ=186

TH 118 COLI=1BE:COLA=LTE

GG 128 SCREEMBUFF=Z4708

PH 138 GRAPHICS 15+16

HE L4 REM SET COLOURS TO BACKGROUME COLD
uR

MM 158 FOR IO TO 4

L% 168 POKE CR+1,COL4

GF 178 WEMT T

TH LBE GOSUE 4I8

pr 190 GOSUD 25@0:REM DELETE LINE IF HOT U
SING SCREEMRAM LOADER

16 7808 GOSUA Ii81REM RELETE LIME IF WOT W
SIMG SCREEM BUFFER

CJ 208 GOSUB I90:REM DELETE IF STARTING E
FFECT WITH COLOURS DA

HS 728 GOSUB S00;:REM JUMP TD EFFECT SUNRD
UTINE

BA 230 GOTO ZI61REM JUNF TO OTHER ROLUTINE
% FROM HERE

aM 248 REM LOAD PICTURE TO SCREEWNRAM

pD 258 OPEN HL,4,8,"0:PICTURE"

EW 268 POKE BUFFER,PEEK(B8):POKE BUFFERSL
(PEEK [B%)

KC 270 POKE CMD,7?

MU ZE@ POKE BUFFLEN,Z55:POKC BUFFLEM®*L, 1%
B

P 298 A=USR(ADRCHMCEP) iCLOSE HicRETURM

Fg X688 REM LOAP PICTURE TO BUFFER

DM Zi8 OPEM Hi,4,0,"D:PICTURE"

PF IIB HIBYTE=IMT (3CREEMBUFF /2562

0 ¥I8 LOBYTE-SCREEMBUFF-HIBYTEMZISE

HE 348 POKE BUFFER,LOBYTE:POKE BUFFCR*L.H
IBYTE

JZ I58 POKE CHD .7

ME I6@ POKE BUFFLEM,255 (POKE BUFFLEM+L,25
5

AWM IT® ATUSE (ADR (HCS$3) 1CLOSE HA:RETURNM

GE IB8 REM SET COLOURS

#0 I%E POKE C8,COLBIPONE Ci,.COL1:POME C2,
coL?

Uz 488 POKE C3.COLS:POKE C4,COLM4:RETURN

EL 418 REM SETUP IS0 PARGMETERY

C¥ 428 DIM MESC1@)

LR 4318 BUFFER=B5I:BUFFLEN-85E6

ZU 448 AUM=BEIICMD=HSE

LM 458 FOR Iz=i TO 7iREAD &

HT 468 MCHLL, I2SCHRS (A

Y A78 NEXNT I:RETURN

¥C 488 DaTa 184,182,16,76,86,228,9%6

Gz 4%8 RECM ADD VIBEC EFFECT ROUTINEY FROM
LINE SR8

MY 588 GCOTO S88

If you purchase this month's issue disk
then a 62 sector picture file will be found
on the disk as well as the program listings
for this article. Also included is a machine
code program that demonstrates some of
the video effects used.

THE FADE

Ome of the techniques used in film mak-
ing is where an image gradually brightens
or gradually fades to darkness. Listing 1 -
FADEIN/OUT - mimics this type of effect.

LINES 260 TO 370 contain a standard
routine to set up a graphic screen and is
similar to the BASIC Graphics command.
A value of 8 is used at line 290 to clear the
screen and display no text window. A
value of 24 adds the text window to
graphic modes that can support them. A
value of 40 does not clear the screen and
does not display the text window. 44 adds
the text window and does not clear the
screen.
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JC 498 HEH W& MACHINE CODE LIBRARY =W
me %.1 UIDCO EFFECTS L
#% FADE TIMAOUT ROUTINES ia

on Sed GOSUE S30:REM JUMP TO FADEIN SUBRD
UTINE

PJ %18 GOSUD S4R:REM JUMF 10 FADEOUT SUBR
DUTIME

I% BL% RETURN

CC S0 REM DRIGHTEW COLOURS

LM S%@8 FOR I=4i76 TO 106

54 548 IF PEEKCCE) {}COL@ THEM POKE CB,I

UC 558 IF PEEKIGL)<*COLL THEW POKE Ci1,I

MU S68 IF PECKECEY{}COLEZ THEM POME ©2.1

ab 570 IF PEEKECII{}COLY THEM POKE €I, I

pH SE@ IF PEEMCCA){}COL4 THEM POKE C4.1

WD 598 FOR DELAY=L TO 30 :MEKT BELAY

FH BOB MEWT T

MU 610 FOR DELAY=1 TO SU:NERT DELAY

IG 628 RETURN

HH G308 REM DISSOLVE

KI 64@ FOR I=192 TO L76& STEP =L

UZ &58 IF PEEKLCA) {}176 THEM POKE CB8,PEEK
ey -1

ZL 66@ IF PEEK(ELI4}L176 THEW POKE C1,PEEKE
(CL)-a

CH &70 IF PECKCCZI¢3L76 THEM POKE CZ,PEEK
CE21 =1

GJ 688 IF PEEMEICI}(}L76 THEM POKE C3I,PLEK
ECEF=1

JU 698 IF PEEK(CA)<FL7E THUM POKE C4,PCEE
CCa¥=1

MM 7B@ FOR DELAY=L TO SBIMERT BELAY

FZ 718 MEKT I

IH 728 RETURM

YU 498 REM ®® MACHINE CODE LIBRARY WN
s 5.5 VIDED EFFECTS -
L SAUEETE L
Y5 588 FOR I=8 TO I8l
0P 518 READ &:POKE I5I8+1, A:tHERT I
EQ HI8 ASUSRILSIED i RETURN
PC 538 DATA L84, 165,80, 13%,.214,133,283%,1C
5,89,133, 705,433, 204,16%,68,133, 216,13
1,286,163
FT S48 BATA ??.III;ll?.l!!.l'ﬁ.lﬁ!*!BJISl
L2LE, AB%, 8, 160,08, 162, 8,52, 165,6,32,189
GE 558 DATA 6,232,2274,76,2680,245,162,8,16
B,8,177, 214,141,201 ,6,177,.20%, 141,152,
[
MWE 5858 DAaTa XI2,165,6,32,477.6,173,1%2,.6.1
A5, F14, 073, 108,6,14%,20%,52, 153,656,312
IO G778 DATA 18%,6,208,19%2,48,208,219,228,
Z18,249,10,232,32,153,6,32,187,6, 76,48

af 588 DATA 6,169,8,168,8,145,214,145,283
LEBB, 19,48, 708, 247,190, 718, 165,218, 78
1,8

WT S9R GATE 248,15, 165,808,13%,114,1%3,283
LAES, 8%, 133, #1415, 13%,284, 78,38, 6, 32,477
B

BEH GA@ DaTA L69%,8, 168,08, 14%,Z03 200,192, 4
W, 708, 249,96,08, 56,165,214, 237, 40,176,2

HE BLE DATE 198, 215,13F,214,9%6, 34,165,214
LLBS, 48, 144,7,250,215,033,214,96,56,16
5,281

0B 638 DATA 2Z33,49.176,2.1%0,2084,133,183,
S5, 74,165,208, 185,48, 144, 2,210, 204,133
283

TY 6X%@ DaTa 26,.0,.8.6,.8,8

Left - Listing 2

Centre - Listing 3
Right - Listing 5
Listing 4 opposite

LINE 310 sets the graphic mode to 15.
Any other value sets the appropriate
graphic mode.

LINES 430 TO 540 open an 1/O channel
to load the picture file. For a fuller descrip-
tion of how to load and save files see Part
2 of the Machine Code Library series in
issue 38 of New Atari User. All the listings
are designed to work with disk files but
can be adapted to cassette files, Again see
Part 2 for ways in which this can be done-
LINES 560 TO 610 set all the colour
registers to the background colour which
in this example is 176 (dark green). This
means that you cannot see the image
being loaded.

After the picture has been loaded, lines
850 to 1080 increase the colour so that the
picture gradually appears. The brightest
colour value is used in line 860. Most
commercial picture files contain the colour
values in the file - so it is possible to
extract the information directly from the
file. To make thing simple | have set all
the colours to a shade of green (values 176
to 188) - obviously lines 850 to 1080 can

be adapted to use any colours you like.
The speed of the routine is controlled by
lines 1010 to 1070. The speed can be al-
tered by modifying the value loaded to the
X register in line 1020.

LINES 1100 TO 1390 perform the oppo-
site procedure by gradually darkening the
picture. As before, the colour values can be
altered and the speed changed by mod-
ifying line 1310.

LOADING PICTURES

The BASIC PICTURE LOADER in Listing 2
is a BASIC program that loads screen files.
All the BASIC versions of the video effects
are added to this routine from line 500
onwards. This routine accesses the Atari's
input/output part of the Operating System
and is based on routines used in Part 2 of
the Machine Code Library series.

LINES 100 TO 110 can be modified to
change the colours registers.
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I8 [HMACHINE CODE LIBRARY
I8 by Steve Hillisamson
48 :for NEW aTaRI USER

58 PART 5.4 VIBED EFFECTS
&8 SOUEEZE

e b b
aa w= o008

e «OPFT OBJ

8180 CI0 = 56454

8110 COMMAND - B34
8128 BUFFER = BI6
8138 BUFFLEN = 848
aL40 aux = Bz
8158 AUMI = DAl

8168 COLORA = 788
8178 COLORL = Tay
@188 COLOR: = Ti@
#1%8 COLORY = 711
@88 COLOR4 = TEZ

9218 SCREENBUFF = T4709
#ize Re = 83

8238 RL = 284
|T48 RT = 08
9158 RI = 08
SI88 R4 = 287
aI7Te RE = ze8
aIB@ RE = 283
az¥8 RY = iie

@I00 COUNTER® = 27
#3108 COUNTERL = 2a8

B83ze

3II8 j----rmmersscsmsas o

8348 |3ET GRAPHIC SCREEN

LE1 1 I

L k1.1 B

LErd ] LBM ®3Z

azsa Lba HI

kil ] TR COMManND ;N

LEL 1) Loa HE Cledr EEF@&n
adia 5TH AUM, N

a4za LDAa HLE Graphic 18
@438 5TH AUME,N

LETT ] LD HMNAMEAZIBE

[ TL.1] ATa BUFFER, K

ad4Bl LDA BMNAMESZES

ad7e 5Ta BUFFER+1.M

L EL.1-} J3R CID

[ L5 1 B

A8 |-—mmmmesmmmeamcmecaeaaea

9518 LOGD PICTURE TO SCREEN

asze | el

asIe

LTl ) LDH HiB apen IS0 channel
(1317 LBa ENaMELEZES

LELL] 5Ta BUFFER,HM

aE7e Lba WNAMELSIEE

117 ] 5Th BUFFER+L,X

wETE LDa BE

asaa 5Ta COMMAMD, H

LY Loa e

BEID iTA aux,x

LiEd ] LDa He

BEdB ITEH GUNE, M

HESE J3R CXI0

aned ;

L4 ] Lb& Bi76 S8t all colours
aEaa AT COLODRE® To bachkground
L1502 ] 3Té COLORL colowr.

Ly L) %Ta COLDRZ

LESE ] 3T COLORE

BrIe 5Th COLOR4

.B7IE |

B7dg LOK MiG iLoad picture
a1 LEBG B8

87ea T BUFFER.H at top of SCreen
arza L& B9

a7ne 5Ta BUFFER®L, N
arya LEi H8

L1120 5Ta BUFFLEM, M

anla LA nIa

anze 5TaA BUFFLEM#L, X
enIa LbAa w7y

L2 1 ST COMMaMD, M

ansa J5R CID

BEEE ;

#a7E LDH HiG Close Is0
Baope LDA ®LT Channel .
aaya ST COMMAOND W

a3aa J5R CIo

arLe ;

L ettt

8¥I8 SET COLOURS

L | e e

8358

LR T LA HiBZ

eyre 3TAa COLORG

arae LA Z1B4

erra 3Ta COLORL

1888 LbA H186

ieie 3Th COLORE

iwza Lbn sias

1838 4TA COLORI

led@ LbG HiTH

114} aTh COLORA

1088 J3R EFFECT

1878 STOP JMP ATOP

iA988 NAME .BYTE "Sp%

LB%8 NAMEL ,BYTE “DiPICTURE'™
i1i1e@ SBYTE B, 8,0,0,0,8,8
L11e EFFECT

FE S L B e bbb e s nescon dmbeegarde dhg i
1138 (IOUEEZE/IMVERT EFFECT
114®

LiE® AB = TLL

iie® Ry = i1z

1178 Ri@ = 213

ilig® RiL = ZL4

Li%8 RiZ = 18

1288 Ri1Y = 48

1218 Rid = AT

1228 COUNTER = ZiB

1238 DCOUNTER = IL1Y

1249 LDn B8

1258 3Ta RiL

1268 3Ta RE

1278 Loa 8%

i1i8@ 5Th RALZ

198 5Ta R1i

L1iee LDA HSCREENBUFFAZIBE
1318 3Ta RLE

1378 3Ta RE

1330 Lba HICREEMBUFF/IBE
L340 ATa RL4

1i58 5Ta BRI

1388 LDa MY

13178 4Ta COUNTER

i13n@ Lba HE

LI%8 LDY HE

1480 STaART LEON @8 Find middie
ldi@ L1 JSR apb of screen.
1428 J58 AL

1430 INX

1448 CPH oY

Ldsa BNE L1

1468 LDN ma

1478 LZ LDBY ua8

1488 LI LEPA (RLL).Y LOoad data on Scan
Laa 5Ta STOPEL line to stores
1588 LEa [R@),Y

151i@ 5Ta STORE

i15z8 J5A app Find next line
1538 J50 SUBTRACTL

1548 LEB#& STORE

1554 3Ta fRLILD.Y Store top scan

15689 LA STOREL line data in

157R 5Ta €A@Y bottom and

1588 J5R SHBTRACT wiSa wersa.

15%8 J5R ABDL

1688 INY

1618 CPY 148

1628 BHME LI

1638 CPH COUNTER

1648 BED EXMI

J ST INK

1668 J3R SUBTRAECT

i6TE J5R ADDL

1609 OMC JHP L2

1698 EXKI LDA HO

ET ] LEY Ha

1718 L& STa C(R1LD,.Y

irie 5Th TREI.Y

irie INY

1r40 CPY pmap

17ER BNE L4

i7ea BEC COUMTER

1FFe Livd COUNTER

iree CHP B8

1798 BEQ Omp

is8@ Lba a8

isie 5Ta R11

iaze 5Ta RE®

18318 Lba 8%

1848 STA RiR

1888 3TA AL

1888 JHF START

41879 OMD JSR SUBTRACTL

i009 LbA B

i8%8 LBY BE

A%88 LE STA CRAQD,Y¥Y

ivi@ InyY

1928 CPY maR

1738 BNE LB

i%48 RTS

419860 STORE BREK

1968 SUBTRACT

i197e SEC Subtract and add
ract

180 Lba RLL roUtings add/subtras
T

19989 SBC Ha® 48 bytes or 1 scan

Zane BCY ERd 1in®.

z@1e PEC RLI

200 EM4 5Ta mii

b B 1] RTS

za4w abp

zasa cLC

k{11 LA RLIL

ava ADE HaB

2e88 BCC EHAB

zev@ INC RiZ

Zie@ EXS 3Th RLIL

Iiie RTS

Zi13e SUBTRACTL

Zi3e SEC

2149 Lea BB

159 SBC HeR

2168 BCS ENG

ZiFa DEC Ri

2189 EX6 3Th RS

170 RTS

ZIBER apbl

2218 CLEC

22E0 LA B8

2238 apc mae

2Td0 BCC EX?

EIGE INC R1

2760 EX7 STh R@

zzFe RTS

IZ88 STOREL DREK

SCREEN FADE IN BASIC

Listing 3 is a version of the screen fade
routine written in BASIC. Because speed is
not an important factor in the routine
there is no need to call a machine code
routine to perform the fade and brighten
operations.

Because the routine needs to start with the
colours all the same as the background
colour, when using this routine with the
BASIC picture loader, delete line 210. The
BASIC picture loader includes a routine for
loading a picture file to a screen buffer
(this will be explained later). Because the

FADE IN/OUT routine does not use this
feature line 200 can be deleted when
adding the routine to the BASIC picture
loader.

THE SQUEEZE

The effect which I have called SQUEEZE
(Listing 4) gradually ‘squeezes’ the image
and flips between upright and inverted.
The routine uses a number of zero page
addresses that are used as registers to con-
trol the routine.

In a graphics 15 screen there are 192 scan

Listing 4

lines 40 bytes wide. The routine alters each
scan line to produce the effect. Lines 1960
to 2280 are routines for adding and sub-
tracting 40 bytes so that the address in
RAM of each scan line can be calculated.
Listing 5 contains the SQUEEZE machine
code routine that has been converted to
data statements so that it can be accessed
from BASIC. Because of the nature of the
routine it is not relocatable so must be
loaded from address 1536 onwards, This
routine must be added to listing 2, the

BASIC picture file loader.

Apart from listing 5 all the machine code
data for use in BASIC programs are loaded
to string variables so that they will not

New Atari User - Issue 41 27



R

ok o
et

R AR e
&xyn;$$¢ﬁ**ziur¢ww%”*§y.
SRS e s I

R s R S

EEEmEEE e
e “'?{E* e

i

Mg

A

—
o

R

T8 iHACHINE COCE LIBRGRY
3@ by Steve Hillisamson
48 ; for MEH aTaARI UsER

%8 :PART S.6 UIPED EFFECTS
&8 ;PLCTURE LOGGER

78 jene=

Be

L L .OPT OBJ
#1868 CIO =  EB4S4

8118 COMMAND = B34
8128 DUFFER = 836
B138 BUFFLEM = 848
Bi48 AUW = Baz
BLEE AUMI = B84F

#i6@ COLOWE = 788
BL78 COLORL = #@%
#i88 COLORZ = 718
BLY8 COLORY = 711
82e8 COLOR4 = 7LZ

Arie SCREEMBUFF = Z4¥R8

e1z8 A@ = 83
SE3I8 ML = z04
BZ48 RZ = 785
ezs8 RY = 06
8Z68 R4 = 7
8zZ7@8 RS = ELL
@ZB8 RAE = n?
228 R7 = i@

BI8R COUMTER® = 287
B8I18 COUMTERL = Z@8

aive LDM mEZ

axsa LEd HI

k&1 5Té COMMAND, K

WdRE LbA HE Clear SCreen
BdLB 5TA UK. N

wd TH LA miS Graphic 1%
TET STA AUMT.H

LTI LEA HNAMELIES

B45a $Ta BUFFER, X

adE@ LDd HMAMESZEE

ad7Te 5Ta BUFFER+L, N

[ TT.1] J3R CID

498 }

PERE |=mmmmm——————s e s s mmm————————

@518 jLoAD PICTURE TO SCREEW BUFFER

LEK HL16 gpen IF0 channel
LbGa EWAMELEZSS

5Ta BUFFER,HX

LBA HMAMELAZSE

5Ta BUFFER+L, X

LBA BI

5Ta COMMANE K

LBA B4

5Ta alx,®

e
3Té BUKE.H
J3R CID

LEa uiYe Set all colours
5TA COLORE to background
3Ta COLORL colour,

1Th COLORE

5TA COLORT

5Th COLOR4

LDH His JLoad picture
LESs WSCREEWBUFFAZSS file
5Ta BUFFER.H

LA BSCREEMBUFF/ZTE

5Té BUFFER+L.M

LDA B2EE
5Ta BUFFLEN,H
LEA HIES
5Ta BUFFLEN+1.R
LEA B7?
5Ta COMMAMD, K
J5R CIO
f
LB ®L1E close Is0
LbA BLE Ehannel .
STA COMRAND, N
J&R CIO

i
1
1
1
1
1
]
E
]
1

SET COLOURY

Lb& @182

5TA COLORE

LbG BLBA

5TE COLORL

LBA HIBE

STé COLDRZ

LD miss

5Th COLORT

LDpA HIFE

5Ta COLOR4

J5R EFFECT

STOP JHP STOP

MAME .BYTE *5:"

WA&MEL .BYTE “p:PICTURE"™
LBYTE @, 8.8,8.8,8,8
EFFECT

Ihdd video effecT routineds) hers

1178 iMACHINE CODRE LIDRARY

1138 ;5.7 OPEN OULT

e e e

Lis@

ELGR | s s e s S e
1178 ;Calculate middle of screen
LB )= ey e s e e

i1 Lba 88

LT08 5Ta R@

irim Lea 8%

LZ28 5TA Ri

1738 LpA OSCREEMBUFFAZES
1248 5TaA BRI

L1758 LD HSCREEMBUFF - 256
L1268 5Ta BRI

iEFa LBY H@

41288 LL LDA RO

1298 cLE

AZaa abe dds

AF1W BCC DMi

i13te INC R1

iX3@ ONiL S5TA RB

1348 LEA RZ

LI58 cLC

1368 ADC Wa@

1378 BCC OMF

1388 INC RT

1378 ONT 5Té RZ

Laga INY

idia CPY mY6

1420 BNE L1

1438 LEA RE

Llaam ;

e e e e

1468 jTransfer picture data From
1478 (screen buffer to screencas
1488 ;one line AT a Time starting
1498 jthe middle o0f the Screen

LR =ee—nnnas A S R R
LELG Ta R4
15T@ LBa RL
1538 3TA RS
1548 LPa RZ
1558 5Ta R&
1568 Lba BRI
LST8 5Th R7
AEBS LDN i

15%@ LZ LODY &8
1688 LT LDA CR2I,Y

1618 ATa fRE¥.¥
16Z8 LE& TR&I.Y
LE38 5T (R4D,Y
LEAE InY

LEES CPY 48
LT EME LY
i67a LB R4
1688 cLE

1698 ABC H4B
L1788 BCC OMI
1718 INC RE
1728 OMI 5Th Ra
LTIE Lpa RE

LT 48 cLC

L1758 Apc B4l
i7ee BCC ON4
17T INC R7
i788 OM4 5TA RE
1798 LDa BB
1m80 SEC

iaLe SEC B4B
iaze BCY OME
1818 DEC R1
is4n ONS 5T4 RE
i858 LbE RZ
LBAR SEC

1878 SOC W48
ip8@ BCS OME
1898 DEC B
i8R ONGE STa RZ
1918 THR pelay loop
1928 FHA

13T8 THa

1348 PHE

1958 LBY HIES

1368 L4 LDX 858
1978 LE  DEX

1388 BHE LE
13%8 DEY
zane BME L&
zaLa PLS
zRZ8 TAY
2a18 LA
FLTY ThR
2aE8 INK
ARG CPRH H6
za7a BME LZ
ZHBe RTS

28
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Left - Listing 6
Above - Listing 7
Right - Listing 8

L1260 ;HACHIME CODE LIBRARY

1138 jE.8 CLOSE IM

LR - e

1158

L et —————
1178 :Transfer screen buffer to
LIB@ ;SCresnram,

LB E e e s e oy
L2860 LEa B8

LZILE 5TH BB

L2I0 LDAa B3

1238 576 RL

L2448 LBH B8

125e LbA BICHEENBUFFEZSS
L0 sTa B2

AZTH Lba HUSCREEMBUFF# IS6E
1288 T4 RE

1298 LOH #8

1368 L1Aa LEBY RE
iFi@ L¥& LB& (RZD,¥

AZZ8 sTa (Ra).v
1338 IMY

iTda CPY w4l
1TE8 BHE LZ&
1I68 Loa RZ
1E7E cLE

FE 11 ADC MA@
L1398 BCC OM1
1488 INC BT
L4419 (Wi 5Ta RZ
L1420 LbA RE
L8 cLE

1448 ADC mA®
L4568 BCC DMNZ
1468 INC R1
1478 ONZ 5Ta RE
1488 INK

148 CPH H192
LEan BHE Lig
isié »

1528 ;

1B F == iy i =L e i i,
1548 jCalculate bottom of SCreenram
1988 ;———-——smms——————sosoamses—osos
1568 LA &8
1678 4Ta R@
1508 LA BY
1590 5Té RL
1688 LY ol
1618 L1 LOA RE
1628 ELE

1638 ABC B8
LEA® BCC OM3
LE58 ING RL
1668 OMI STa B8
LE78 INY

L1e08 CPY BH192
L1E6%@ aEE L1
i7ed )

A7 IR == mum e -
1778 ;Transfer reros To Screen Fan
1736 :one line at a Time starting

1749 ;at top and batTtom.

L7898 ——-ssmmm——————osasamms————ss
1768 LDA B8
rrra 5Té REZ
1708 LbAa BY
178 5Ta RI
1888 LBH mé

i818 LT LDY B8
ipzé LY LD& B8

18349 5Ta (R8I, ¥
TTT] 5Ta (RE).Y
1858 INY

1868 CRY 4B
ia7e BME LT
L] LB& RT
pa%a CLEC

1988 apc maB
1918 BEC OWd
1928 INC BRI
L7380 OM4 5TA RZ
1348 Lba RO
LBE8 SEC

1968 SOC AR
1978 BLS OWS
1388 EEC R1
1990 OMS STa RE
T8 THa Belay loop
2818 PHA

raze Y&

8T8 PHa

LT LEBY HIEE

ZoSe L4 LDH B2
968 LS PEX

TaTe BNE LS
FLT.T pEY
a8 BHE L4
z1m8 FLA& .
Fidd ThY
z128 PLA
ZLIN TaH
2148 THR
Tine CPR BT
Z168 BME LT
ELTW RTS

. Yda



e
%‘v@e%%fmg e %ﬁgﬁgﬁﬁﬁ M

S

SQUEEZE

SQUEEZE
SQUEEZE

S cCouUuIuEE=ZEFE

clash with any areas of RAM used by the
BASIC program.

SCREEN BUFFERS

The PICTURE LOADER (Listing 6) intro-
duces the screen buffer technique. The pic-
ture data is loaded, not directly into the
screen display area of memory, but into a
buffer area which, in this case, starts at
24900, The data can then be copied into
the screen display area. This means that
no matter how much the screen display is
manipulated, there is always a complete
copy of the picture data in memory which
can be re-copied to the screen display.
The remainder of the source code listings
are designed to add on to the end of the
loader routine starting at line 1120,

IN AND OUT

OPEN OUT (listing 7) builds up the picture
gradually by copying data from the screen
buffer to the screen display one line at a
time starting at the middle. This gives the
effect of the picture expanding from the
centre of the screen.

CLOSEIN (Listing 8) is the opposite of
listing 7. The picture is removed one scan
line at a time.

Listings 9 and 10 are the OPENOUT and
CLOSEIN routines that can be used with
the BASIC picture loader. Delete line 210 of
the picture loader when adding Listing 9.

RANDOM FADE

RANDOM FADE IN (listing 11) randomly
copies pixels from the screen buffer to the
screen display so that the picture gradually
takes shape. RANDOM FADE OUT per-
forms the opposite, randomly erasing pix-
els so that the picture gradually disinte-
grates. Listings 13 and 14 are the BASIC
versions of these routines. Delete line 210
of the BASIC picture loader when using
Listing 13.

That's it for this issue. Machine code prog-
rammers should be able to expand and
adapt the programming techniques con-
tained in the source code listings to create
other visual effects and everyone should be
able to include some of these routines in
their own BASIC programs to give them
that more professional look. »
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G5 A% WEM M@ MACHINE CODE LIBRGRY #*m
% 5.% VIDED EFFECTS -
L OFEM OUT L
OIM DUTSC158)
FOR I=1i TO L4B:READ A
OUTHCD, ITX=CHREE (a)
MEXT T
S48 ASUSE CADR COUTSI Y : RE TURN
558 DATA 184,165,88,133,283, 16%, 8%, 131
204, 16, 68, A1, T08, 167,97, 133, 286, 166
B, 1ES, 20T
YT S68 PATA 24,005,408, 544,2,210,204,133,2
BE, 165,705, 24, 105, 40, 144, 2,730, 206, 13T
113
I ET0 DATA Z89,19%2,96,.7688,229%, 165,203,117
B, 207,165,204, 153,700, 165,205,133, 289,
165,206,137
Go8 DaTa 18, 1062,.8,160,08, 177,205, 145,32
03,177,209, 145,207, 200,192, 40,208, 243,
i6E, 2a7¥
PH 598 DATA Z4,105.40,344,7,230,788,133, 7
BF, 165, 289, 24,105,408, 144,37, 258,218, 133
S 289
6GB8 DOTA 165,20%.56,235.40,176,2,19%8,2
w4, 133,203,165, 205,56, F33,.40,176,2,198
» 26
Gi8 DATA LIX, 295,158,77,152, 72,168,255
162,%8,202, 708,253, 136, 200, 748, 104, 16
B L4, 178
IL &20 DATa 232,234,986, 700,174,96,8,8,8,08
B0, 8, 8,0,8,0,8,8,8

L
Sie
el
SIe

RS

L L

K 498 HEM ®#% HACHINE COPE LIBRARY e
W 5. 08 VIDED EFFECTS L
LT ELOSE N L
BIH IMS (L1O)
FOR Iz1i TO A8Z:REaD a
IM% LI, I3=CHES (A)
MEXKT I
ATUSEEADE (CIMSID : RETURM
S0 558 DATA 104,165,688
DPF GE@ DATa LIN, Z0F, 165,09, 13%,204, 168, 8,
LEG, 203, 24, 105, 40, 144, 7,230, 704,137, 28
I.0n
570 DATA L¥2, 192, 288,248,165, 80,137, 20
S, 065,09, 135,206, 167,80, 168,08, 169,80, 145
J2BE
S80 PATH 145,205,200, 192,40, 200, 245, 16
G, T05, T4, 105,48, 144, 7,270, 206, 133, 2405,
185,287
5L 599 DATH 50,237 ,40,176,2, 1968, F04,133,2
9X, 138,77, 05,72, 169,255, 162, 26,202, 28
8,253
TE 688 DarTa L56, 200, 748,184, 168, 104, 178, 2
T2, 224,97, I08,198,.96,.9,0.8,0,0,8,.0

JH Gibé
PR Gi8
S GEe
LE SIf
HO G4aa

L

e

Above top - Listing 9
Above centre - Listing 10
Right - Listing 11

Below left - Listing 13

Below right - Listing 14

LE 438 REM #% MACHIME CORPE LIDRARY wu
e B .13 VIPED EFFECTS L
"% FADE INSOUT BOUTIMES 8

Qo 588 COSUB SI0:REM JUMP TO FAREIN SUBROD
UTINE

Pd 518 GOSUBS 648:REM JUMP TO FADEDUT SUBR
DUTINE

Z3 515 RETURM

CC 528 REM BRIGHTEM COLOURS

LM S3I8 FOR I=176 TO 186

S5J S48 IF PEEKCCE) {}COLE THEM POKE C@,I

WG 558 IF PEEKICLY«C}COL1 THEM POME CL.I

MU 568 IF PEEXKCCINCICOLZ THEM PORKE CZ,I

A0 578 IF PEEKICIY{>COLI THEM PONE C3,I

DH 588 IF PEEKIC4DY {)COL4 THEM POKE Cd4,.I

WO 538 FOR PELAY=1 TO S@iMENT DELAY

FH G588 MERT I

MO 418 FOR DELAY=1 TO S@MEHT DELAY

ZC 638 RETURN

HH EX8 REM DISSOLVE

KI G40 FOR I=17Z TO 176 ITEP -1

vz 858 IF PEEMECAY X176 THEN POKE C@,PEECX
[Ccel=1

ZL BER IF PEEMCCLICIITE THEM POME Ci,PEEK
ICi1y=1

CH 678 IF PEEKICIIC)LTEG THEM POKE CZ,PEEK
[CI¥-L

G 88 IF PEEKICIIC)LI76 THEM POKE CI,PEEK
ECId -4

JY 598 IF PEEKIC4){}176 THEN POKE Cd.PEEK
tCad-1

HM 78® FOR DELAY=1 TO SA&:MEKT DELAY

FI 718 MEXT I

ZH T8 RETURM

1128 ;MACHIME COCE LIBRARY

LLXH :5.01 HANDUM FADE IMW

e

ISR LOA BESS Set counters

1Lre T8 COUNTERR fto requared nao

L1049 Loa mE of loops

11%8 5TE COUMTERL

L78E L1 LDA BB

1218 5Ta WA

i13ze LBa 89

1Z19 T R

1249 LEA HICRECMDUFT RZSS

1Z58 5Ta R2

1168 LDE NSCREEMBUFF 256

LETE 3Th R

1Z6B8 LEM H8

1290 LZ LBY EIF7O Load ¥ with

T LB& (RE},¥Y random value and

1%L 3T (RA2 .Y plot pixels to

1128 INC R1 SEF B,

PR EL INC BRI

1X40 INH

1358 CPK BI8

168 BHE L2

1378 LEY HIEG

1388 LI LD BSa

13%8 L4 DEH

1488 BME L4

1418 bEY

1AT@ BEE LI

L4F@ PEC COUNTERS

1448 LEA COUMTERE

LA58 BME L1

1468 Lba HISS

i1aFa %Ta COUNTERS

L4088 PEC COUMTERL

L1498 LBA COUNTERL

1588 BNE L1

151w LoA 82

13ze 4Ta Re

15T8 Lba BY

1548 Ta R

LSSH L ESCREEMBUFFEZSS

1568 5Ta R2

1578 LA BICREEMBUFF/2EE

1588 Té RE

1598 LOH i Piot rest of

in@8 LS LDY @8 SCreen.

L1818 LG LD& CRZY,¥Y

1e28 STa (REB,Y

16Z8 INY

1648 CPY m4B8

LESH BHE LB6

1668 LA R

1678 cLe

1688 GG R

198 HEC OWL

LFan INC BRI

L7LE ONL 5Ta B2

A7Z8 Lba R#

1738 CLE

1748 abc Hab

1758 BOC OWEZ

1768 INC Hi

LF7a OMZ 5Ta mRe

1708 INX

1798 CPN H1%2

18849 BNE LS

1o1e RTS

Listing 12 overleaf

HZ 498

M
HC
HT
(]
™
W

EW

¥J

FZ

REH #4 HACHINE CODE LIBGRARY s
! "% %.14 VIDED EFFECTS =

=¥ RAMDOM FAbE oUT -
PIN RAMDOUTS CL28)
FOR I=i TO L16:0E4D &
BANDOUTS LI, T3 =CHRE (a4l
NEXT I
S48 ASUSRCADR (RAMDOUTEY) : RETURM
558 DATA L0d, 189, 255,133,287 ,16%,2,13%
208, 165,88, 13X, 208, 169,89, 133, 204, 169
88,133,265
S60 DATA LOT,97,137,.206,162,8, 172,18,
18,169, 8, 145, 703, 230, 204, 232,274, 38,28
0,242
578 DATA 168,25%,162,58,282, 2688, 257,17
G208, 248, 190,207, 105, 787,200, 2008, 169,
IS5, 133, 2687
588 DATA 178,200,185, 2080,2088,1%8, 165,48
B,133,283,165,89, 135, 204, 162,0, 108,0,1
.8
538 DaTa 145,.28%.200,19%7,48, 288,247 ,16
F.20X, T4, 105, 48,144, 7,258, 204, 133,703,
32,224
6B8 DATa 192.208,.27%,.96.08.8.0,8,0,8,8,
9,8,8,8,8,8,8,8,8

ELL
Ei@
S28
38
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g e e i i o = e o o e i - G e e G
L e W‘”m&%ﬂ’@%maﬁ@‘-ﬁ@@%ﬁ%‘%mﬁ@%-wﬁﬁﬁﬁﬁa Lo
1170 !MACHINE CODE LIBRARY 1628 5Ta RZ
1150 (5.12 RANDOM FABE ouf L&A Lpa HSCREEWBUFF S 256
S EHE e e LG4l aTh BRI
1158 ! 1658 LEH @8
R e e e i S iGgEE L4 LBY SIF7a Laad ¥ wilh
Li7E jTransfer screen buffer to L1678 Lpa #e random value and
1188 ;SCreencam. 108 sTa (REI Y plot pixels to
R s ke et o ST LB HE Bi ECrEen.
L7808 LDA B8 L7ee TN
1218 5Ta Re irie CHH M58
LzI@ LEa &8y i7za8 BHE L4
1238 5TA AL 1738 LEBY BISS
L2480 LDa BSCREENDUFF&ZSS L7480 LS LODH nSA
L1258 sTa RET 1758 LE DEX
P LT6@ Lba BSCREEMBUFF S ZS6 1768 BME LS
iE7@ iTh B3 L7TE DEY
iz88 LOH HB 1788 BHE LE
1798 L1 LDY W8 i798 PEC COUNTERS®
1788 LI LBa CREX.V FE-T. 1] LOA COUNTERS
1310 T CRE, ¥ 1m1@ DME L3
Y 1328 INY LBER LD HZES
1338 CRY Bl iBIa@ 4%Th COUNTER®
1348 BME LZ LE848 DEC COUMTERL
1368 Loa RE 1858 Lb& COUMTERL
1380 cLE 1868 BHE LI
1378 ApC m4e AR e i
1zae 8CC OML 1888 (Clear rest of sScreen
1398 INC RE L89B |=m———mm s —mmm———
ACT'ON 1409 OML 3TA B2 pakind SEny
Ldia@ Lba B8 FE L] STh R@
ACTI ON 1420 cLe 1728 Loa B9
1410 AR HA® 1958 5T RL
ACTION Laaw BCC ONZ L¥an LONH H8
ACTION s i st
1468 OWMZ 3To RO 1968 L0 LDA M8
ACTIO N i478 N 1370 5TA CREI,Y
id88 CPK B1%1 1988 InyY
ACTION iase  owe L : i3 cey me
LR - e e i e eSS e T FL L] BHE LB
1%L8 (Plot random Ieros to SCrREnCan FE1E Loa HE
A et e e IRTE CLE
1538 Lba HZSS Set counters TEL] AOC BAB
TH L548 5T COUNTERE to redquired no
Tad48 BLE OMI
l“ll.”“-ll 1558 Len Hi of Loops 2058 ING L
LEG8 5Ta COUMTERL 868 ONI 5Ta R
1578 L3 LDA OB ZOTR INK
iR-1.1} 5Ta RA za88 CPM B1%Z
1598 Lpa B3 zaoe BME L7
4 1688 STA RL Z108 TS
Listing 12 1618 LbA BSCREENBUFFAZSS °

ST ACCESSORY PACK
THE IDEAL GIFT

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

Recommended Price £39.95

OUR SPECIAL PRICE £30

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

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

1. Paintboard has many powerful features which are su pported by its
30 commands. Commands include zoom, fill, colour, line, box, circle,

. SIS

that makei any Basic tape
THE ALCHEMIST

[Frgram i @ baotigad wersipa, plis much mees -

3 Multi-Usiey disc al an unbefavable price!
XL/XE DISC £9.95

Traraiers siagie and mallisiage semarcial tape paras i

hank drec! Pays far (teed owr and aver againl

oa 18 hack into Adweslure an

€ Aicadn games with wain! Pawertal pal masy 1o use

It will probably drive you mad while trying to solve it.

PAINTBOARD PACKAGE £6.99

KASS-KOPY XLXE TAPE 0,05 METWORK & KING'S PERIL £1.99
Tho UCTIVATE casene iy for jour T Coael L e, e, o CLAWE 2 WODKY s . e i COUNTER-SLOT £2.99

eriems liks & dise secioe sdior, allowin
!m geeal fun foal (EALER PAIGE :1115'.}&:.:\;#

PROGRAMMERS PACK XL/XE DISC

e, carriage. M order 10

£14.85

Everylhing yoe mamd 1 wiile jamas on Be Kari K
Cusicmizsd multiccioured Characiers Seix, Mesi and Somd FE, Exitable fof Basic ard
CAN writs 4 lagsic! Oetailed irstrustions imcluded with This Pei Sak pack.

Ml prices ligted Inchide UK pasiega - owersedi paase add £F
—— T

e
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TEnables yau 1o desigrianimale: PlayarMizsiles, FlaylisduTime Sorean,

S4nd Cheguai®.D. fo; SOFTSCAN. P.0. BOX 84, Hewlord HR4 GYU. Or imphoas tr ardes using AGCE3S, Prame (M31-S0E3E

chisa-Code ografmirs - pow you

18 yoer order

e

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

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

e ; : airbrush, pen, load, save, gallery etc. Supplied on TDK cassette with
R - Y, T T e : T e A TR mao pi 5 ilit my
TR AT LRI ITIAE 10 RLL READER: OF NEl RTART DGER Po———— de pectures e wkility programs i
XL/'XE GAMES DISC and CASSETTE 2 The Network & Kings Peril are two separate puzzles which will keep
(05305 CHESE 4 [N, 0] - A W W () - EUR 7 S0CCER 1, T i ing'
F15 STRNE EAGLE mﬁﬁc&hd 'fﬁ' ez APPROAs 74 36 (6] m'f'liulr't:ﬁ“ LG FUBHT 13,16 :tf%ﬁ. ?1[“ i busy for hours! (A knowledge of chess useful with the King’s
STAN WARG T9.66 5} £12.85 (0] - TIME & WADIC £14.88 {50 - TRIVGAL PURSUIT DENUS EDTION £14.95 (CIETRSS (D) Peril)
SCANDISC XL/XE DISC £14.85 . 5 — by
Festras Tnciutc: Tee vacior capler, a0 Gucioe Gredlny, GIngie siage Tagn 10 Diss capir, Disa 1n Tape cogler, Tage 1o Thie | 3. Counter-Slot is a ‘simple to understand but difficult to solve’ puzzle.
Cogier, Dige Secter Editor, Diss Mapper, Game Meau Systen (hat can pul up 9 Inn games o8 ore dise! Aulohoal casseile maket
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BACK ISSUES

PAGE 6 back issues represent an excellent way of increasing the enjoyment of
your Atari with articles to enlighten you, programs to type in and reviews of
sofiware to guide you. Almost all of the conlent of past issues will be as fresh
and relevan! loday as when it appeared - increase your enjoyment now, before
it's too late! Disks are available for all issues, containing all the 8-bit programs
from each issue ready to run, and they often include bonuses not found in the
magazine.

Limited numbers of the following are still available - see earlier issues for full
description of contenis

ISSUE 20 [El-TeNelalliy
- Includes a Gulde To Error Codes. DISK ALSO AVAILABLE
[N 3R] - Includes a type-in spreadshest. INSK AVAILABLE WITH BONLS
- Includes utilities XREF and VERIFY. BONUS DISK AVAILABLE
- SOLD OUT
The following issues are still available

lw - Another biggie! A must for 1029 printer owners with 3 great utilities
inglu a SCREEN DUMP, A super Japanese chess game called SHOGI, a type
in REVISION C BASIC, a lull leature on disks and more. For 5T, type in OTHELLO,
reviews of LEADER BOARD and MEAN 18, Hints and Tips and several other
reviews and articles.

DISK AVAILABLE - ALL THOSE 1029 PROGRAMS
READY TO GO!

. 2 - SOLID MODELLING is one of the best non-game programs we have
puhlluhad Be creative! Other programs include SOURCE WRITER for machine
code programmers, FLEXIBLE FINGERS to help you type, NUTS and more.
Reviews of TRIVIAL PURSUIT, DVC/65, SPEEDSCRIPT and much, much more. ST
users can learn all about HARD DISKS, FAST BASIC, TYPESETTER ELITE, DEGAS
ELITE and read reviews on a whole lot more software.

DISK AVAILABLE - DOUBLE SIDED! TWO full sides
with BONUS SCREENS for SOLID MODELLING!

[EEITT3FF - Some cracking listings for the B-bit. In GREAT BRITAIN LTD. you
can be the Chancellor and help run the country. COMPUTER GAMMON is a great
Atari version of backgammon and there's ANTS IN YOUR PANTS, DISK COMMAND
and others. There is a feature on word processing and stacks of reviews. The 5T
gsection includes an In-depth review ol ART DIRECTOR and a neat little program
to put scrolling stars on your screen! Lots of reviews including HABAVIEW,
K-SPREAD 2, K-WORD and many more.

“ DISK AVAILABLE - some L-0-N-G LISTINGS!

[EEITTSFT] - Extend the incredible original Munchy Madness with the MUNCHY
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS with a friend, teach
your children with MOST HEART MATHS or make up some crosswords with
XWORD. A long feature on flight simulation programs, hints on ZORK and loads
of reviews. For ST users, the firsl in a series of USING GEM from C plus FLIGHT
SIMULATOR Il reviews, new books from COMPUTE! and a whole siack of reviews.

DISK AVAILABLE - Also contains the winning title
screen from our competition.
[EESEE] - SOLD oUT

(=101l - A great follow up to Solid Modelling allows you to animate 3-D
objects. Try 3-D ANIMATOR. How about a puzzie with LETTER CASTLE or an
arcade style shoot-up from ANTIC called DESERT CHASE? Articles inlcude an
In-depth lock at GUNSLINGER, Genealogy With Your Afari and First Steps on
saving screens. Loads of reviews including AUTODUEL and P:R: CONNECTION.
The 5T section has the continuing GEM series, CYBERSTUDIO, ZOOMRACKS Il
and lots of games and serious reviews Including GFA BASIC, K-Rogel, Jupiler
Probe

DISK AVAILABLE. DOUBLE SIDED with BONUS
MACHIME LANGUAGE ADVENTURE only on the disk!

m - Our massive survey on all the WARGAMES avallable for the 8-bil
Atarl heads this izsue which also Includes a great type-in synthesiser listing called
ORIGINAL SYNTH. Other listings include FONT FACTORY, a nice character editor
and a challenging game called BOWL TRAP. A fealure on 551, more Tuforial
Subroutines, a long feature on THE NEVERENDING STORY, reviews of ROADWAR
2000 and THE DUMGEOM plus many more are alsa In this |ssue, ST SECRETS,
a new series on ST programming begins with a look at sound and the ST reviews
sectlon Includes IMG SCAN, BASE TWO, TEMPUS and many more.

DISK AVAILABLE - All the extra files for ORIGINAL
SYNTH set up ready to run plus all the other listings.

sEISEFE - A great card game for B-bit users called, rather uninspiringly, WHIST
plus a two player game of TENHNIS and a GRAPH MAKER that works on the 1028
printer. A new series starts on EXPANDING YOUR ATARI and there is an excellent
program/tutorial on BUBBLE SORTING. Reviews include THE PAWN, GUILD OF
THIEVES, SPARTADOS/U.S. DOUBLER and many more. ST users can find oul
about programming graphics with ST SECRETS and can read all about the TURBO
DIZER, PC DITTO plus reviews of Tanglewood, Defender of The Crown, Winter
Olympiad, PROSPERD FORTRAN and more.

DISK AVAILABLE - DOUBLE SIDED with BONUS
MACHINE CODE ARCADE GAME only on this disk.

ISSUE 31 and earlier
now in short supply!

(EEIUEEY - Many readers have said this is our best issue yet with an extensive
feature on choosing a printer for your Atari, plus HEAVY METAL, a superb type-in
machine language arcade game. Other type-in listings include another game,
CRYSTAL CRISIS and two utilities, COLOUR TUNER and SOFTKEY, the latter
being a super keyboard ‘macro’, utility. ST owners can find out more about
PROGRAMMING GEM with anolher article in the series and there are loads of
reviews Including MASTERPLAMN, GUNSHIP and SPECTRUM 512. There's much
morne in this issue besides, including some greast music for the 8-bit.

DISK AVAILABLE - including TWO BOMNUS GAMES
that are mot In the magazine.

= An ADVENTURE special to delight all fans of Atari Adventuring.
Exclusive and extensive interview with LEVEL 9, two TYPE-IN 8 bit ADVENTURES,
games reviews, bumper A-Z HINTS AND TIPS for all kinds of adventures, a survey
of almost every known Atari adventure and much more. Other items include DAVE
T'S DISCO, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT
and the regulars. ST File includes a round up of ST adventures, a review of
DUNGEONMASTER, hints on adventures and stacks of general games reviews.,

DISK AVAILABLE - Includes TWD BOMNUS
ADVENTURES only to be found on this disk.

[EE[SED] - SOLD OUT. DISKE WITH ALL PROGRAMS AMD BOMUS
MACHINE CODE GAME STILL AVAILABLE

us HEADBAMNGER, alse in machine code, MUSIC BOX and SYMTH Il to
type in. MAPPING YOUR ADVENTURE shows you how to succeed in adventures,
850 SPLIT reveals secrets about the B50 interface, DESIGNER KEYS allows you
to customise the keyboard. Then there's BEGINNER'S BASIC plus a new sarias
on TURBO BASIC, reviews of MERAK, Draconus, Joe Blade and more. For the
ST we have B BOOT to allow you o bool from drive B, STOS reviewed, TRIP-
A-TROMN, SPELLBOOK, SUPERBASE PROFESSIOMNAL all reviewed and you can
find how to never get lost again with AUTOROUTE. All this plus much, mueh more.

DISK AVAILABLE - includes BONUS MACHINE CODE
UTILITY to add 128 colours to Atari Artist or Micro-
painter pictures.

W - Another cracking machine language game from Paul Lay called STAR
p

- Some excellent listings including SCROLLY TEXT EDITOR, a superb
utility for creating scrolling messages on the XL'XE just like thoge on the ST, plus
BLASTCOM, a fast and furlous blast ‘em up, and SUNPLOTTER which shows you
the pogition of the sun and times anywhere in the world. Also FINDER for
searching your programs, the first part of MACHINE CODE LIBRARY and the
CASSETTE DATABASE. Loads of reviews, as usual, including SpartaDos X. ST
File includes the first part in the MIDI serles and coverage of PROTEXT and FLAIR
PAINT plus reviews of HEADCOACH (where have you seen that reviewed else-
where?), SPRITE MASTER and a whole host of games. Lot's more besides.

DISK AVAILABLE - includes BONUS program UNDER
STARTERS ORDERS, a superb horse racing game for
gll the family

- & super educational program, MCG-TEST, for revision, homewaork
of fun. The MACHINE CODE library looks at saving and loading memaory, a utility
lists a REAL TIME CLOCK for your XL or XE and THE PODZ iz a greal scralling
game. There are several more listings. The TIPSTER begins and articles include
THE GAMES THEY NEVER RELEASED and more on Turbo Basic, ST owners can
enjoy type-in routines for graphics, reviews of MINIX, FUN SCHOOL 2, POLICE
QUEST Il plus loads of games. The MIDlots guide continues and John Sweeney
looks at KINGS QUEST and LEISURE SUIT LARRY.

DISK AVAILABLE - includes GALACTIC CRESTA a
BONUS MACHINE CODE GAME previously released
commaercially!

- The first type-in fishing game for the Atari, CATCH DAY, heads the
way with MOUSE PARTY and a NUMERICAL CONVERSIONS UTILITY also to type
in. Other features include PAGE MARSHAL, HAWKGQUEST, the MACHINE CODE
LIERARY on Player Missile Graphics plus, of course, THE TIPSTER and reviews
ol B-bit games including STAR WARS. The ST section includes reviews of THE
JADE STOME and DOMES OF SHA, the Midiot's guide to the SEQUEMNCER, a new
column on STOS PROGRAMMING plus many, many reviews including GOLDRUSH
and GALDREGON'S DOMAIN.

DISK AVAILABLE - includes PRO GOLF as a BONUS.
Superb 18 hole action with all the options plus a
construction kit to build your own courses

IW - Read all sbout Sublogic, the company that brought Flight Simulation
to 1 tarl. Programs include SHIFT IT, a mind boggling sliding puzzie game and
MEAN MOTOR for fast racing. A simple educational program is LEARN TO READ
which you can easily adapt and K-TYPE will improve your touch typing. All these
plus the Machine Code Library, Casseite Database, The Tipster and much more.
For ST fans the STOS column has type in listings and there are reviews of
ARMADA, JET, BATTLETECH and many more. Also the final part in the Midiot's
Guide to Music.

DISK. AVAILABLE - includes BONUS machine
language game GRIDWARS

Disks are still available for many issues which
are sold out. These contain all the programs from
the issue but not the relevant articles. Please
enquire if you are interested.

BACK ISSUES are £1.50 each in the UK, £2.40 for Europe or surface mail elsewhere and £3.50 for Air Mail outside Europe. Prices include postage.
ISSUE DISKS are for any 48k or 64k B-bit Atari. Each disk is £2.95. Postage FREE in U.K. Overseas add £1 per order (any number of disks)
Send your order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND. ACCESS and VISA accepled. Telephone 0785 213928
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Garry Francis has promised to return to the pages of
New Atari User shortly, maybe in another guise, but in
the meantime he can’t resist those adventures and comes
to the rescue of a couple of wayward adventurers from
last issue’s Tipster column.

ESCAPE FROM TRAAM

In the last Tipster column, Michael Wood asked for some help
with Escape from Traam. I'm not surprised! Jyym Pearson writes
terrible adventures which are really hard to complete unless
you're ‘in tune’ with his warped ideas and shocking parser.
Here's a few general hints before presenting the full solution.

The game starts in the cockpit of a small space cruiser (indicated
by an 'S’ on the map). Save the game before leaving this room.
This may sound silly, but there's a good reason for it. If you are
killed or type QUIT, you do not restart at the beginning as you
would expect, but are placed in an otherwise inaccessible room
(indicated by an ‘R’ on the map). This is not a problem in itself,
but the locations of objects aren't re-initialised either! Your
inventory usually (but not always) stays intact and other objects
stay where you left them. This may not be what you want. In
fact, some objects may then be completely inaccessible. The only
way to restart would normally be to reboot. However, if you have
saved a game at the start, you can load this to effectively restart
from scratch. This is much quicker and easier than rebooting.

HINTS ....

LOOK in every room and repeat this over and over again until
you're satisfied that you've received all possible responses. You
can also use LOOK to kill time,

Also try commands like CLIMB and LISTEN in every room.

LOOK at every object listed in room descriptions and the respon-
ses to LOOK.

TALK to every character you meet and repeat this over and over

again until you're sure you've drawn out every possible scrap of
information.
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An action will occasionally trigger something at a distant
location. If you're stuck, re-explore old territory.

If something works once, try it again - perhaps at a later time
in the game.

Use the alphabet in the dictionary to translate the Krillig
language by writing the Krillig alphabet on one line and the
English alphabet from A to Z underneath it.

Your inventory is limited to six items. Use the full object descrip-
tion when picking something up or putting it down. For exam-
ple, GET SILVER KEY will work, but GET KEY will not.

Whenever E is a valid exit, you can also use NE or 5E to take you
to the same room. Similarly, whenever W is a valid exit, you can
also use NW or SW. I consider this a bug due to the funny way
Jyym Pearson’s parser works, hence only the cardinal directions
are shown on the map.

Avoid the Traams.

The pendant buried with the creature under the mound has no
use other than to get you killed. Leave it alone.

Escape from Traam includes sufficient clues to allow you to
solve the game without cheating, but they are sometimes very
hard to find. The following solution includes enough informa-
tion for you to find these clues, but once they are known, the
game can be solved in far fewer moves. I did it in 124 moves.
Can you do better?

e O
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... AND THE SOLUTION

LOOK - LOOK - LOOK - LOOK - LOOK - LOOK - LOOK -
LOOK SHIP - GET NYLON ROPE - MOVE SHIP - GET LASER
- S - LOOK CLIFF - TIE ROPE TO BUSH - CLIMB - E-S-
CLIMB - W - LOOK STREAM - GET FROND - E-N-W-W
.- LOOK - LOOK - LOOK - FEEL OBJECT - CLIMB - LOOK
INSCRIPTIONS - DIG WITH FROND - GET STONE CUP -
LOOK ALTAR - DIG WITH FROND - GET HELMET - DROP
FROND - W - N - N - LOOK - CLIMB - LOOK SHIP - GET
SILVER KEY - S - CLIMB - E - S - CLIMB - FILL CUP - GET
CUP OF LIQUID - N - W - W - CLIMB - W - N - N- CLIMB
- § - CLIMB - UNTIE ROPE - GET NYLONRROPE-E-S-W
- W - CLIMB - W - N - N - CLIMB - LOOK - POUR CUP - GET
GOLD BALL - S-S - E - N - E-CLIMB - LOOK - UNLOCK
TRUNK WITH KEY - DROP SILVER KEY - OPEN TRUNK -
GET DICTIONARY - READ DICTIONARY - DROP DICTIONARY
- GET ALPHABET - LOOK ALPHABET - DROP ALPHABET -
N - N - TALK - TALK - DROP GOLD BALL - LOOK - CLIMB
- TALK - TALK - TALK - TALK - TALK - TALK - TALK - TALK
- TALK - S - PUSH STATUE - LOOK - PUSH STATUE - LOOK
- GET INSECT - § - LISTEN - CLIMB TREE - E - CLIMB DOWN
- S - LISTEN - LOOK BUSH - CLIMB - § - § - § - CLIMB -
LOOK - LOOK BLUE DOOR - PUSH PIN - LOOK - KILL
HUMAN - WITH LASER - LOOK - GET UNIFORM -S-S-8
- CLIMB - LOOK - TALK - KASTAMAN - OPEN - MOVE
CABINET - OPEN - W - LOOK SHELVES - READ BOOK -
BREAK LOCK - READ BOOK - E-S-S-E-S-5-L0O0K
- DROP INSECT - LOOK - LOOK - LOOK - LOOK CRACK -
PUSH BLOCK - CLIMB - CRAWL - CRAWL - CLIMB - LOOK
OBJECT - TIE ROPE TO SPIKE - CLIMB - CLIMB - CLIMB -
UNHOOK AUTO PRESSURE - LIFT DECOUPLING RING -
PUSH THRUST BAR - LOOK INSTRUMENTS - PUSH BUTTON
- LOOK - [THE END]

SAVAGE ISLAND PART 2

Both Michael Wood and Andrew C. Thompson asked about the

password for entry to Savage Island Part 2. Savage Island was
the first (and probably the only) true two-part adventure ever
published. It is absolutely essential to finish part 1 before you

can play part 2. This is true for two reasons. Firstly, you need to
complete part 1 to get the password for part 2. Secondly, if you

don’t play part 1, the ‘story’ is incomplete and part 2 doesn't
make much sense. Because of this, | really don't think it's fair
publish the password for part 2. Nevertheless, if you insist...

IF YOU REALLY WANT TO CHEAT!

to

There are actually two passwords depending on whether or not
you correctly complete part 1. They are 123 and 474. I'll let you
work out which is which. If you haven't completed part 1
because it was too difficult, it's unlikely that you'll complete part
2, as it's really, really hard. If anyone wants hints, maps or
solutions to Savage Island Parts 1 and 2, please let me know as
soon as possible (via the editor, if you wish) and I'll put some-
thing together for a future issue.

by Garry Francis

You can write to Garry Francis at
26, Baringa Road, Earlwood,
N.5.W. 2206,

Australia

DOUBLE

DISK BONUS

Two great machine language
games as the BONUS
on this issue’s disk

TRACKSTAR
by Bill Halsall

Trackstar is an athletics simulation for 1 or 2 players using
1 or two joysticks and has five separate events in which you
may compete. These are 100 metres, long jump, hurdles,
javelin and high jump. You must obtain as many points as
possible on each of these events. Game play is similar in
each event with the joystick being moved between left and
right to run and the button being pressed to jump or throw.

In the final event, the high jump, you first set the height by
moving the joystick until the requisite height is reached,
then press the button to select it. You cannot subsequently
reduce this height.

A new game may be started by pressing the joystick button
and carrying out the on-screen instructions. There is a short
pause between each event to give you a chance to get your
breath back or apply first aid to your joystick!

BLOKHEAD
by Peter Lister

BLOKHEAD is a simple to play yet challenging machine code
game with some excellent smooth scrolling. The object is to
simply collect a key from the pile of blecks on the left hand
side of the screen before moving over to the right hand side
to open a lock and so proceed to the next level.

Sounds easy, but there is only a certain way to reach the
key and lock and we leave you to figure it out. There are 8
levels of increasing speed and difficulty which should keep
most players occupied for some time.

Blokhead

Trackstar

These BONUS programs are only available on the Issue
41 disk which Disk Subscribers will have received with
their magazine. The issue disk, with all of the 8-bit prog-
rams from this issue ready to run and the TWO BONUS
GAMES may be obtained separately for just £2.95. See the
order form on page 48.
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COLOUR DUMP

for the STAR LC-10 colour printer

»
by John Fildes €x 1 Rew

GB Z REM % LC1eDUMP L
RO 3 REM # by »*
PF 4 REM ®* John Fildes *

The STAR LC-10 must be the finest value colour printer around A L B e e e e e .

at a price matching many single colour printers, but a colour UE 6 REM % NEH ATARI USER - Decembersdy

printer is not much use unless you have a printer driver is it? EQ 7 REM MNEMMMNNNNNNNENRKENNNREE RN N

This program will enable Atari 8-bit owners to load in standard NN 8 REM

62 sector picture files and then toggle the colours to match those HM 18 REM STAR LC 18 COLOUR DUMP

available from the printer ribbon and then dump out the whole OE Z@ REM FOR 62 SECTOR PICTURE FILES

picture in up to eight colours. The printer is capable of printing JT 25 GOSUE 4086:REH INSTRUCTIONS

seven colours but the program allows the user to also specify WE I8 GDSUB 1000:REM INITIALISE

white, being the colour of the paper. Keys 1 to 4 are used to NL I5 GOSUB 5000:REM USR ROUTIME CODE

increment the colour registers and each key controls one register
with successive keypresses cycling through the colours available.
Once the colours have been chosen, pressing any other key will
start the printer.

The picture loading routine comes from an article by Mike Rowe
in the February 1986 issue of Atari User with several added

HR 48 GOSUB 2Z888:REM LOAD PICTURE

YK 58 GOSUB 3888:REM ALLOCATE COLOURS

KH 188 REM MAIN LOOP

SF 118 FOR ROW=START+I9 TO START STEP -1
0H 128 A-USR(ADR C(MCS) ,ROM, ADR (BUFF4%), 4DR

routines to drive the printer. The program uses a machine code C(BUFF35) , ADR (BUFF2%5) , ADR (BUFF1%))
routine to scan the screen, one column at a time, and to allocate JC 288 LPRINT SPACES(1,3):REM NO LINE FEE
the contents to one of four buffers. The line feed is switched off o

on the printer and the four strings representing the contents of LC 285 IF SCRO=22 THEM Z15:REM SKIP IF WH
the buffers are then printed out together with appropriate colour ITE

selection information. The printer line feed is then switched back TL 218 LPRINT COL1S5;INITS;BUFFL$

on and the program loops back for the next column. ML 215 IF SCR1=22 THEM 225:REM SKIP IF WH
The picture is printed at the maximum speed of the printer and ITE

the total time taken depends on the colours chosen. Each pass of VE 220 LPRINT COL2S;:INITS;BUFFZS$

the print head is for one colour but some of the colours available
are made up of two ribbon colours and thus some picture lines
could take up to eight passes of the print head. If white is chosen
as a colour then that pass is skipped. The routine prints at single
density, i.e. one dot represents one pixel on the screen. The

MU 225 IF SCR2Z=22 THEN 2I5:REM SKIP IF WH
ITE

HH 2I8 LPRINT COLIS;INITS;:BUFFIS

LD 235 IF SCR3EI=ZZ THEN Z50:REM SKIP IF HH

maximum resolution for four colour pictures such as those pro- 1TE

duced by the AtariArtist and Micropainter programs is 160 by Y@ 240 LPRINT COL4S;INITS;BUFF4%

192 which gives a picture size approximately 110mm by 80mm UJ 250 LPRIMT SPACES(4,6) :REM LINE FEED _
but, for anyone who may be interested, | am hoping to produce FF 268 MEXRT ROW !
a routine that will double the dimension of the pictures. In the AL 278 LPRINT R5TS

meantime, your STAR LC-10 might at last come alive. Try it! OH 2868 END

BM 1088 DIM F5{28) ,SPACESC(G) , INITS (43 ,RS5T
$02),5E5C24) ,MC5(325) ,COLSC24) ,COLA5(3
1,COLZ5C3) ,COLISCI) ,COLASCEY

FD 1818 DIM BUFF1%5(192) ,BUFF25(C(192) .BUFF3
SC192) ,BUFFAS (192) tBUFFLS=""v":BUFF15(1
923 =BUFF15:BUFFL15(2) =BUFF15

IT 16280 BUFFZS5=-BUFFL15:BUFFIS=BUFF15:BUFF4
S=BUFF1%

HD 18%8 FOR X=153I6 TO 1L58%:REaD A:POKE X,
AIMEXT H:REM ROUTINE TO LOAD DISK FILE

AG 1849 DATA 104,1904,.104,141,9,6,162,16,1
69,7.157,66,3,165,88,157,68,.3,165,89,1
57,69,3,169,.0

It really is in colour on the LC-10 - promise!
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IV 10580 paTa 157,.72,3,.169,31,157,73,3,32, C{3ES(5CRZ+1,S5CRZ+1))
86,228,16%,172.157.66,3,.32.86,226,96.0; AL 3320 COLIS-COLS(CSCRZ,SCRZ+Z):GOTO 3830
8,8,,0,86,8,0,8 MC 3408 SCRI-SCRI+I:IF SCRI>Z4 THEM SCRI:

WG 1068 FOR M=1 TO 24:READ A:COLSCH,M)=CH 1
RECAY :NEXT H 5H 3410 SETCOLOR 2Z,.ASCISESC(SCRI,SCRI)).,AS

MM 1070 DATA Z7,014,.@,27,1104,4,27,114,2,2 C(SE5C(SCRI+1,S5CRI+1))
7,114,3,27,114,4,27,114,5,27,114,6,27, CP 2420 COLAS=COLS(C(SCRHI,SCR3+2):GOTO0 3036
114,8 AL 3588 RETURN

K5 18868 FOR H=1 TO0 6:READ a:5PACES (H,H)=C RK 4880 GRAPHICS @:POSITION 6.5
HRS CA) :NEXT M:REM LINE FEEDP COMMONDS VE 4818 7 "S5TAR LC.18 COLOUR DUMP*

OoC 1098 DAaTA 27.65.8.27.65.68 GC 4820 POSITIOM 18,7

b4 1188 FOR H=it TO0 4:READ &H:INITSCH.HI=CH O 4838 7 ""by J.Fildes - 19§97
R5CA) :NEHT H:REM SHITCH PRINTER TO GRA AW 4040 POSITIOM Z,9
PHICS MODE MHE 4858 ? "lUse keys 1-4 to cycle through"

b ME 1110 DATA 27,75,192.8 Jb 4868 7 "the available colours"

GHW 1178 FOR XM=1 TO Z:READ H:RSTSIH,H)=CHR PT 4878 2% M- e "

$C(n) :NEXT H:REM RESET PRINTER oY 4888 ? '"Press any other key to prant.'
d MO 1138 DATA Z7.64 BN 4898 7 :? "Inatialising Machine code d

IF 1148 FOR H=1 TO Z4:READ A:SES(X,H)=CHR ata...."ry
£CA) :NEHNT X:REM SCREEM COLOLRS AE 4180 RETURM

MR 1150 DATHA ©0,0,0,X,2,0,6,2,0,4,2,0,1,8, JP 5008 RESTORE 5168
5;2.4;0.10;2;019;14,5 Uz 5818 FOR H=1 TO 32Z:READ ﬁ:“cﬁ(.ﬂ,"l:ﬂ"

AT 1168 RETURNM R5CA) :NEHT H

ZJ TO9@ REM ATARI USER FEB.1986 faJ 5828 RETURM

SG 2018 7 "Enter file name™:? (7 "“2.9. D WD 5188 DATA 104,104,1%3,62,164,133,61,18
tPICTURE" 4

GC Z@8Zp POSITION 7,20 TU 5118 pATA 13X,60,104,133,59,1084,133,58

FC ze@3I8 INPUT FS5 G 5120 DATA 1084,133,57,194,133,56,104,13

DE 2835 IF F5=""" THEMN F%="D:PICTURE" 3

NP Z8d48 IF FSC(1,2)<}"D:" THEN GRAPHICS 8: MH 5138 DpATa 55,104,133 ,54,1904,133,53,216
GOTOD 2818 TH 5148 DATA 162,0,160,08,169.0,145,53

YN 2050 GRAPHICS Z4:POKE 559,90 UF 5158 DATA 145,55,145,57,145,59,177,61

BJ) 2868 DLIST=PEEK(SG60) +256MPEEK (5612 EG 5168 DATA 13X,63,165,63,.441,3,208,9

X0 2870 POKE DLIST+I,78 ZK 5178 DATA 24,177,53,105,192,145,53,144

o Zea® FOR I=DLIST+E TO DLIST+138 oA 5180 DATA 42,165,63,41,2,208,9,24

0oL 28099 IF PEEK(I}=15 THEM POKE I,14 FA 5198 DbaTa A77,55,185,192,145,55,144,27

G0 Zi1i8@ IF PEEK(I)=79% THEN POKE I,78 HR SZ@e DATA 165,63 ,41.1,208,9,24,177

WT 2118 MEXT I:POKE 559,34 YV 5218 DATa 57,185,192 ,145,57,144,12,24

DF 2128 CLOSE H1:0PEN #11.,4,08,F5 KO 5228 DATA 177,59,185,192,145,59,144,3

¥T 2iI8 O=USRI1536,7) ZF 52ZI0 DATA 24,144,1685,165,6%,41,17,208

MY 2148 CLOSE Hi ZF 5Z48 DATA 9,24,177,53,185,48,145,53

0OH 2158 START=PEEK(B88)+25G6NPEEK (82) JK 5258 DATA 144,43,165,63,441,8,288,9

all 7168 RETURM KL 52680 DATA Z24,177,55,185,48,145,55,144

US Zees COLLIS$=COLS5C(1,3) :COLZS=COLS(16,18) RT SZ70 DaTa 28,165,6X,41,.4,208,9,74
ICOLIS=COLSC19,21) :COLAS=COLSCT,9) IG 5288 DATA A77,57,105,48,145,57,144,1Z

JH I818 SCRO=1:SCR1=16:5CR2=19!S5CR3I=7 YD 5298 pATA Z24,177.59,1905,48,145,59, 24

ZD 3015 SETCOLOR 4,8,8:5ETCOLOR 8,2,4:5ET LF 5388 DATA 144,3,24,144,195,165,63,41
COLOR 1,18,Z:5ETCOLOR 2,6,2 0OH 5318 DATA 48,208,797 ,24,177,.53,185,12

HS 3820 CLOSE H1:0PEN H1,4,90,"K:" DU 5328 DATA 145,53,144,42,165,63,41,32

GZ 3838 GET H1,K IG 5330 pAaTa 208,9,24,177,55,1085,12,145

! U¥Y 3848 IF K{4% DR K>52 THEN I580:REM EXI LD 5348 DATA 55.144,27,165,63,41,16, 208
T YL S350 paTh 9,24 ,177,57,105,12,145,57

LK I058 K=-K-4B ZY 5368 DATA 144,12,.24,177,59,185,12,145

¥YM I0G0 DM K GOTD I100,3208,3300, 480 Ut SI70 DATA 59,144,3,74,144,196,165,63

ME X108 SCRE=SCRA+I:IF SCRO>24 THEN SCRe= MZ S53I88 DATA 41,192,208,%,24,177,53,185
1 QR 5320 pATaA 2,145,53,144,42,165,63,41

AH Z118 SETCOLOR 4,ASCC(SES(SCRO,5CRE)),AS TM 54880 DATA 128,208,9,24,177,55,185,3
CE(SESISCRe+1,5CR8+1}) OM 5418 DATA 145,55,144,27,165,63,41, 64

WD X170 COL1S=COLS (SCR®,SCRO+Z):GOTO I0ie V) 5428 DATA Z08,9.24,177,57,185,3,145

PM 3288 SCRI=SCR1+3:IF SCR1>24 THEN SCRA= TC 5430 DATA 57,144,127 ,24,177,59,185,3
1 OC 5448 DATA 145,59 ,144,3,24,144,196,24

EY I218 SETCOLOR 8,A45CC(SES (5CR1,5CRLY) , A5 HH 5450 pATA 165,641,105,40,133,61,165,62
CESESC(SCRLI+1,5CR1+1)) DB S468 DATA 105,8,133,62,230,53,208,2

YH IZZ0 COLZS=COLS(SCRL,SCRL+2):GO0TO 3I83a BI 5478 DATA 230,54,238,55,7Z08,2,230,56

S IIO8 SCRZI=-SCRZ+I:IF SCR2)Z4 THEN SCRZ= LI S4886 DATA 238,57,208,7,.238,58,23I8,59
1 00 54%8 DpATn 2Z98,2,230,60,232,274,192,708

L¥ TX18 SETCOLOR 1,ASCC(SESCSCRZ.SCRZ)),AS BH 5588 DATA 211.96.8.8,8.8.,08,8 .
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! eppelin Games look set
Z to top the charts once
more with the latest su-
perb addition to their incredl-
ble budget range - NINJA
COMMANDO,

The game is basically an
arcade adventura, the idea
being for you to manoesuvre
the Ninja Commando - master
of the rmartial arts - through a
sefles of horizontally scralling
levels by jumping and running
across various platforms and
structuras. The Commando
starts off without any weapons
and must rely on his amazing
acrobatic akilities to jump on
the nurmerous enamies he
meets, Later on, with several

Title: NINJA COMMANDO
Publisher: Zeppelin Games
Price: £2.99 on cassette

Players: 1
Loading: 15.5 minutes

Reviewed by Paul Rixon

T GET 3

tari's support for the XE
Sames Console con-
tinues with another

new ROM in the top-priced
range. DESERT FALCON is a
sort of Blue Max adaptation
set in the mysterious depths of
the Egyptian desert. You are
the Desert Falcon, questing for
the hidden treasures of long-
forgotten pharcahs.

The garme uses the diagonal-
ly scrolling graphics fechnique
that was made famous by
Sega’s Zaxxon and was later
used in the classic Blue Manx.
The scrolling In Desert Falcon
isn't guite os smooth as it

New Atari User - Issue 41

RAB YOUR SHURIKEN

successful “kills” under his belt
your character acquires death
stars, grenades, flame throw-
ers and maching guns.
Enermy ninjas appedr ran-
domly frorn openings in near-
by bulldings but fortunately
they are ‘non destructive’ for
the: first few seconds. If the
Commando gets caught he
loses his weapons and must
resort to the jumping fechni-
que before obtaining any
more, The nasties become
more of a handful as you go
through the levels. To begin
with they move in predictable
paths and are easily avoided
buf later become more mo-
bile and harder to out-wit.
There are eight levels, each
with a different graphical
backdrop. Needless fo say.
the scenery Is up to the stan-
dard of Zeppelin’s previous
softwiare with the distinctive
shading found in Draconus
and Zybex used again to
goaod effect. One point that

FLY ME TO THE PYRAMIDS

HIFFI!:EiS . g

could be but the overall effect
is quite pleasant and the
graphics are enhanced by
several nice touches. Anima-
tion of the Falcon, for inst-
ance, is excellent and sha-
dows are used to good effect.
Sound - although nothing to
get exclted about - i5 beyond
major crificism.

Your alm is to collect the
Pharoahs’ lost trecsures - enor-
mous gems, siver eggs and
gleaming ingots. To pick them
up you must swoop from the
sky and hop on top of them -
not the easlest of manoeuvres
when you're being aftacked

= ENEEEEEnA s

deserves a mention is the
super animation of the MNinja
Commando. Although rather
confusingly coloured to blend
in with the background scen-
ery he is very easy to control
and can perform some incre-
dible somersaults to jump be-
tween the platforms. Music on
the tile page Is, again, excel-
lent although sound effects
elsawhere are noticeably
lacking. This seems fo have
become a trend in Zeppelin’s
recent games and | can’t
work out the reason for it,

An apparent difference be-
tween Ninjo Commando and

by waves of angry nasties!
Yes, you guessed it, the trea-
sures are guarded by swarmns
of flying - and crawling -
beasts, Burrowing Uwes crawl
out of the sand and Vultures,
Warrior Phleas, Scarabs, Flying
Fish (and even little pink Player
Misslle graphics) attack you
fromn the sky. Being no ordinary
Desert Falcon you can retall-
ate by firing arrows or you can
dodge behind the ancient
structures to avoid them. At
the end of each desert trek
lies a howling Sphink which
can only be destroyed by a
direct hit between the eyes.
Removing the Sphinx gains
you access to a bonus round
where the objective is to
obtain as many treqsures as
possible in the limited time
allowed.

By collecting hieroglyphics
scattered in the sand you can
gain special powers such as
air bombs, decoys, warps and
omnicide copabilities (smart

previous Zeppelin Games is
the somewhat easier starfing
level of difficulty. | was able to
progress quickly after a cou-
ple of attempts - which Is
more than | can say for either
Zybex or Draconus. Of course,
the game becomes more
challenging on the higher
levels and this is just how it
should be. Finally, you may be
wondering If the price shown
below s a mis-print - well, it's
notl Zeppelin have fiumphed
yet again and deserve your
support for confinuing fo show
the world which 8-bit micro Is
best - you know the onel

bomis to you and mel). Unfor-
tunately, on the higher levels
you can also pick up super
problems - but that's allin a
cleay’s work for an expert De-
serf Falcon. Four levels of diffi-
culty from Novice to Expert
are included.

Feelings of nostalgia surroun-
ded the testing session of De-
sert Falcon. Atari seem to be
churning out games on ROM
that have all the feel and
atmosphere of those early
ROM classics - not a bad thing
in itself, but unfortunately
they ve also stuck with that
equally early hablt of overpric-
ing software. If you don't mind
ihe expense, Desert Falcon Is
well worth checking out.

Title: DESERT FALCON
Pupllsher:muri Corp.
Price: £14.95 ROM
Players: 142

Confrol:  Joystick

Reviewed by Paul Rixon




INSTANT PLAY
XL/XE ROM
CARTRIDGES

ARCHON

BALLBLAZER
BATTLEZONE

BLUE MAX

DESERT FALCON
DONKEY KONG
DONKEY KONG JNR
DREADNAUGHT FACTOR
EASTERN FRONT 1941
FOOD FIGHT

H.E.R.O.

JOUST

KABOOM!

MINER 2049er

MISSILE COMMAND

M5 PACMAN

MOON PATROL

MUSIC COMPOSER
PACMAN

PITFALL

PITFALL Il

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

XL/XE CASSETTES

ACE OF ACES (64K)

BLACK LAMP

COSMIC PIRATE

CRACK UP

DAWN RAIDER

DOMAIN OF UNDEAD
DRACONUS (B4K)
EARTHQUAKE

ENCOUNTER

ESCAPE FROM TRAAM
FOOTBALL MANAGER
GAUNTLET (64K)
GHOSTBUSTERS

GRAND PRIX SIMULATOR
GREEN BERET

GUNFIGHTER .
HARDBALL 285
JOCKY WILSON'S DARTS 295
K. DALGLISH SOCCER 8.95
LANCELOT (G64K) 1295

LAS VEGAS CASINO
LITTLE DEVIL

NINJA COMMANDO
NUCLEUS

PERISCOPE UP
POGOTRON

PRO MOUNTAIN BIKE SIM
SCREAMING WINGS
SHOOT EM UPS (54K)
SLINGSHOT

SOLO FLIGHT

SPEED ACE

STAR WARS

SPY VS SPY TRILOGY
SUPERMAN
TECHNICOLOUR DREAM
TIGER ATTACK

TIME & MAGIK (63K)
TURF FORM

ZYBEX

ACCESSORIES

XC12 TAPE RECORDER

PADDLES (PAIR)

PRO LINE CONTROLLER
QUICKSHOT Il TURBOD
SPEEDKING AUTOFIRE

TAC 5
DISK NOTCHER

INPUT/OUTPUT CABLE

29.95
9.95
7.95

12.95

12.95

12.95
3.95
9.95

2600 VCS CARTRIDGES AVAILABLE
ST SOFTWARE AVAILABLE

XL/XE DISKS

ARKANOID

ASTRO DROID

BLUE MAX
BOULDERDASH Il
CONFLICT IN VIETNAM
FOUR STAR GAMES |
GUILD OF THIEVESéE‘IK]
KENNEDY APPROACH
LANCELOT (64K
LIVING DAYLIG
MINI OFFICE Il
NEW YORK CITY
NATO COMMANDER
QUASIMODO

RED RAT DOUBLE PACK |
SILENT SERVICE

SOLO FLIGHT

SPEED RUNM

SPY VS SPY TRILOGY
SPYHUNTER

STAR WARS
TECHNICOLOUR DREAM
TIME & MAGIC (64K
TOUCHDOWN FOOTBALL

TS

HAWKQUEST

" A classic in the making"

£17.95

Disk available from

30/11/89

Two cassetle version available

December - £6.95 each
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PLUNDERING THE UNIVERSE

OSMIC PIRATE is the
first release in what
will hopefully be a

long line of budget games
from Byte Back. 1t's a shoot
‘am up but borders on being
an adventure by virtue of the
lack of meaningful insfructions
supplied with the package.
The less detemined player
rmight throw the game away
In frustration!

Wiy is there an options
menu? Why doesn’t ‘launch’
have any effect? What are
the simulators for? What's all
this about pirates and credits
and space trucks? Eventually,
after several attempts. some

Title: COSMIC PIRATE
Publisher: Byte Back
Frice: £2.99 cassette
Players: 1

Loading: 15.5 minutes
Reviewed by Paul Rixon

T he game begins.
‘Once upon a time
there was a fellow cal-

led Charley, More than any-

thing. Charley loved to eat. 5o

when he went to the camival

ane hot sumrmers day, he
headed straight for the food
fight contest...’

FOOD FIGHT, is described by
Atari as ‘every school kid's
dream come true’, They don't
indicate the infended age
group In any other way, but to
my mind it's definitely aimed
at the younger player. It's
actually one of the simplest
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of the pieces fall into place. It
seams that you are a Space
Firate who makes his living
flying through the Galaxy and
plundering ‘space frucks’ for
their cargoes. In each sector
of the galaxy you must fight
off a variety of aliens to eamn
credits, The credits may be
used to pay for weapons,
launch tax, toll tax (no, not
poll fax!), and the price of mis-
sions. You'd hardly expect a
Firate to seftle all his taxes but
this Cosmic Pirate doesn’t get
a choiceal The toll must be
paid to gain access to o map
screen showing the relative
positions of space trucks and
your own ship. A pleasant
plece of music - in contrast to
the bulk of the sonics else-
where - plays while you de-
clde which sector to move
inta, The general idea is to get
closer and closer to a truck
and hence the awdaiting pile
of loot,

games |'ve seen for quite
some time and it brought
back memories of those primi-
tive arcade conversions of the
early 1980's.

All the action tfakes place on
a largely blank screen with an
overhead viewpoint, not un-
like the old hit Robotron 2084,
At the beginning of each
level, Charlay is positionad on
the right hand side of the
screen, To the left of the char-
acter is a large. beckoning ice
cream cone and between the
two there are piles of food,
dangerous manholes and sev-

The shoot 'em up is 8-way
scrolling and the dliens come
in a variety of forms. You are
encouraged fo consenve
ammunifion as your ‘accura-
cy' rating Is adjusted every
fime you hit the trigger. In-
deed, bafore you can even
embark on g mission you must
practice using the battle simu-
lator to bring your rating up to
an acceptable levell Further
options from the fitle screen
allow you to select particular
rnissions, view your curent sta-
tus, kit out the ship and load or
save previous games 1o fape.
Sraphics are a bit fuzzy In

places but for the most part
are acceptable.

| hope Byte Back will provide
some decent instructions with
their forthcoming soffware Qs
the lack of useful information
supplied with Cosmic Pirate
does great damage fo ifs
playability. Perseverance re-
veals an inferesfing shoot “em
up variety and no doubt some
surprises that I've yet to dis-
cover, This game has been
converted from the 5T so if you
know an ST owner with Cosmic
Pirate you might be able fo
get some more clues on how
to play.

A REAL GUSTARD

eral unfriendly chefs!

Charley has thirty-twio
seconds to reach the cone
before it melts - aveolding, of
course, the chefs and man-
holes. In defence, he can
grab the leftover food and
throw it at the chefs for a short
reprieve. Points are awarded
for chefs walloped, cones
consumed and leftovers lef-
tover (groan!). Depending on
the level, Charley may have
three to fifteen lives in hand.
Bonus lives are earned at infer-
vials of a hundred thousand
points. Al this may sound like o
pretty easy challenge, and 1o
be honest, it is - but full playing
hints are included on Atari’s
custornary instruction pam-
phlet anyway! Visual and
sonic effects are basic
although there are a few
good touches - such as the
dazed expression on Charley's
foce when he's clobberad by
d chefl

Atari's cutput of B-bit games
has bean quite prolific recent-
ly and much of this has been
high quality stuff. Sadly. Food
Fight isn't up to the sarme stan
dard, Not only this, but I'm sur-
prised and disappointed that
they've released the title as
an expensive ROM cartricige. |
see no justification for the cost
of this game when Atar are
seling excellent cassettes such
as Black Lamp and 3ling Shot
for considerably less. Atar
may be dble to get away with
a fiffeen pound price tag for
the likes of Rescue on Fracto-
lus or Ballblazer but | doubt
whether Food Fight will eamn
thern any respect at all.

Title: FOOD FIGHT
Publisher: Atari Corp.
Price: £14.95 ROM
Players: 1/2

Confrol: Joystick

Reviewed by Paul Rixon




- eeling creative? If so,
Amethyst could have
just the thing you need|

Although it's been on sale for
some time PAINTBOARD, unlike
many arcade games, is one of
those programs that will not
cate,

It's a drawling program
which, despite being the pro-
duce of a small independent
software publisher, contains a
wide range of powerful fea-
tures. There are no printed in-
structions supplied with the
package but the program it-
self has a fairly comprehensive
in-built help facility. Most func-
tions can be carried out by a
single key press. You can cre-

Title: PAINTBOARD
Publisher: Amethyst Software
Price: £6.99 cassefte
Loading: 9.5 minutes
Control:

Reviewed by Paul Rixon

wo separate but re-

lated programs from

budget software spe-
clalists Blue Ribbon designed
to help you make ‘loadsa-
money’ - TURFFORM is a horse
racing forecaster for UK Flat
and Mational Hunt races and
SYSTEM-8 is a Football Pools
predictor covering the four En-
glish and three Scottish foot-
ball divisions.

Of the two releases, TURF-
FORM is the most straightfor-
ward, It comprises, quite liter-
ally, of six guestions which you
are required to answer by
obtdining the relevant infor-

WHEN | PAINT MY MASTERPIECE

ate your arfwork using a joys-
tick, a trak-ball (with true "TB'
mode) or even a standard 5T
mouse. There are two full-
screen drawing areaqs so you
can duplicate your master-
plece in memory before
attempting any drastic altera-
flons - a convenient safe-
guard. You could also use the
second area fo keep a liorary
of commonly used shapes or
syrmbols, and copy them
across when reguired.

Maost of the commands are
familiar ones - box, circle, line,
mirror, two-stage zoom are just
d few of those included. You
can also add text to your pic-
fure, move pieces around the
screen, flip sections upside-
down and even switch on the
cassette drive for musical in-
spiration from your favourite
audio tape! The program
makes use of DL's (like
Sraphics Art Department) so
that any one ‘pen’ can have
a different colour at each ver-

4]

mation from a newspaper.
After selecting a racecourse
and naming the participating
horses you must supply detalls
of each horse’s last race - the
location, prize money. dis-
tance, weight, placing and
time elapsed since. The prog-
ram then uses its *highly de-
veloped and accurate predic-
tion routineg® to place the run-
ners in descending order of
their likelihood to win. Fitness
and speed ratings are also
aiven. If the fitness rating is
wery good’ or 'excellent’ and
the speed rating greater than
the fixed figure for the course

tical screen position. 128 col-
ours are possible, although
others can be formed by mix-
ing the existing shades. A vari-
ety of different brush sizes and
speeds are provided plus an
Alrbrush effect for that artistic
‘spray can’ look!

Paintboard is supplied, as all
of Amethyst's soffware, on a
TDK D&0 cassette, Side one of
the tape contains the rmaster
machine code program fol-
lowead by several demonstra-
tion pictures. On the reverse
side there's a collection of util-
ity routines written in Basic
which can be adapted for use

then the horse concemed can
be considered to have o
good chance of winning.
That's baslcally all there is to it
- gpart from a colourful draw-
Ing of a horse displayed after
the loading seguence. Defl-
nitely the graphical highlight
of the package!

Mo such gimmicks in SYSTEM
8. When you boot up the
program you are prompted to
ingert a cassette confaining a
database of past results.
Obviously you won't have cre-
ated this until after the initial
run so a ‘'dummy’ set of data
is included after the main
code to get you started. From
the subsequent menu screen
you can initialise the leagues,
input past results into the
database, save the data to
cassette, create match lists
ard Instruct the computer to
make selections. These can be
directed to the screen of an
Epson compatible printer in
either list or tabular form - for

15h BEHoom

tore Hn:ﬁa_}

in your own programs. One
such routine converts files be-
tween Paintboard and con-
vantional formats and another
allows you to dump pictures in
colour to an Atari 1020 plotter
- the results are good for those
prepared fo walt lterally hours
for this process o complete!
Overall, I'm impressed by the
depth and gquality of Paint-
board. My only criticism is that
it doesn't support a disk drive
- perhaps a worthwhile enhan-
cement for the future? For all
those cassette based owners,
this has to be a 'best buy’ for
Christmas "8%9.

HOW TO BEAT THE BOOKIES

direct copying to the Pools
coupan, The selection process
uses past performance to pre-
dict future results, so at least
four weeks of previous match
data must be entered before
any level of accuracy can be
expectad,

Like Turf-Form, System 8 is a
relatively simple program
which carries out its duty in an
unavoidably unspectacular
fashion. Both packages carry
the neceassary waming that
Blue Ribbon don’t guarantee
any financlal gain through the
use of thelr software but hope
you will gain some amuse-
ment by experimenting. My
advice is to have a go at wirit-
ing your own program first!

Title: TURF-FORM/SYSTEM &
Publisher: Blue Ribbon

Price: £2.99 each cassette
Loading: 7 mins/3.5 mins
Control:  Keyboard

Reviewed by Paul Rixon
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NO MATCH

ASTERCHESS isn't @

new releqse but it de-

serves a mention
nonetheless, if only because
it's one of the few software
releases |'ve ever seen with
completely accurate descrip-
tion printed on the packaging!
Mastertronic summarise the
game as a ‘no frills chess play-
ing program’ and, indeed,
that's exactly what it is!
According to Mastertronic,
the possibility of a 3-D display
was investigated at the time
of development, but later dis-
carded for reasons of memory
consumption. Instead, the
graphics are in a more tradi-
tional overhead perspective

Title: MASTERCHESS
Publisher: Mastertronic

Price: £1.99 on casselte
Players: 1
Control: Keyboard only

Reviewed by Paul Rixon

FOR BORIS

and, whilst this is anything but
spectacular, it is also reason-
ably clear and not too wear-
ing on the eyes. Shame about
the sound though - an initating
beep every time a piece is
moved!

Thera aren’t any levels as
such but the difficulty factor
can be adjusted by specifying
the allowed quota of compu-
ter “thinking time’. This can be
sat at almost any whole num-
ber, athough redlistically you
have got to seek a comprom-
ize between the skill of the
computer and the length of ifs
response fime. If you get tired
of waiting you can intemupt
the computer’s thinking and
force it to play its best move
at that time. You can also fog-
gle a display of the captured
pleces on and off as you wait.
standard algebraic notation
is used throughout for entering
moves. Although I'd would
prefer a ‘user-fiendly” joystick
option, the keyboard method

ay'o (-{ane 7

Fueal f.-f-" m
N rived from the Silver-

bird stable recently
but it presents an opportunity
to look back at a previous re-
lease which might otherwise
have gone unnoticed. Re-
member The Great Amercan
Cross Country Road Race, first
reviewed in PAGE & issue 217
Did you know that you can
now pick it up for under two
pounds, thanks to Sliverbird?
Urlike its more aged rivals, the
AMERICAN ROAD RACE is not
bosed around a frack but, as
the name suggests, involves a
dash across the states of

othing new has ar-
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doesn’t take too much getting
used fto. All of the usual chess
moves are implemented, in-
cluding castiing and en pas-
sant. Set-up mode enables the
simple construction of any
board layout - useful for solv-
ing those ‘white to mate in
two’ type problems. Unfortun-
ately. the program doesn’t
check to see whether your
set-up Is entirely sensible, so if
you decide to resume a game
with five kings on the board
and no opposition, the com-
puter simply locks up In a state
of confusion! Reset can be
used to escape on such occao-

sions. The remaining options
allow you to load and save
game positions - a neceassity in
a game of this nature - and to
view an instant match replay.
Thera's nat really a lot more |
can say about Masterchess,
except that it works and that
it's well worth checking out,
You wouldn't expect 1o find
the advanced features of Col-
ossus or Chessmaster at this
price and you don’t gef them
but you do get a highly play-
able, straightforward chess
garme. What's rore, you may
even be able to beat It too!

TREKKING ACROSS THE USA

rdu"..rr'

America. From the start
you've a choice of four diffe-
rent routes, from a straightfor-
ward run from West to East fo
a more time consuming round
trip through all the major cities.
A map is displayed 50 you can
select the most appropriate
route, bearing in mind the
weather ond road conditions
and the time of day,

The screen view Is pretty simi-
lar to the much guoted Pole
Paosition, although buildings on
the horizon - which change to
reflect the particular locafions
- and general scenery in the
background gives Road Race

a clear edge over its prede-
cessors. Not quite so remark-
able is the definition of the
rmany vehicles involved,
although, as you attempt o
weave past other motorists at
up to 240 miles an hour, the
paintwork of your motor will
hardly seem important! Listen
out for the Police siren and be
ready to take evasive acfion
or you may be detained for
reckiess driving! You should
also keep a watchful eye on
the fuel gauge as you'll need
to stop for a filup at frequent
imtervals in the race.

The driving controls are more
advanced than in previous
race games - you not only
have steering and brakes to
contend with but four gear
selections as welll Forget to
watch the revs closely and
you may end up ‘pushing’
your cor fo the nearest gar-
age! It's also important not fo
let that huge excess of power
get the better of you as any

contact with other vehiclas is
bound to cause considerable
delay. There are plenty of dials
on the dash to keep you
pccupled and varying pat-
terns of traffic ensure that
you'll never hit a dull moment
as you race for a slot in the
highscore table. There are
many more featuras to the
game than | could possibly
describe here, but all are ade-
quately explained in an in-
struction sheet included.
American Road Race is. with-
out doubt, one of the all-time
greats of Atarl programs and
due credit must go to Silver-
bird for bringing it back to the
market at an almost giveaway
price. Don't hesitate - buy it!

Title: AMERICAN ROAD RACE
Publisher: Silverbird

Price: £1.99 on casselte
Players: 1
Control:  Joystick

Reviewed by Paul Rixon




STARS

by Edward Brooksbank

This small program creates a three speed, full screen starfield
using only one sprite and runs in the display list interrupt. Just
type in the program, SAVE a copy and then RUN it. A counter
will appear and when it reaches zero your screen will turn into a
starfield.

Here's what each line does

Line 1 - POKEs the machine code for the DLI (Display List
Interrupt) into page & of memory

Line 2 - contains the DATA for the DLI

Line 3 - sets up the sprite information and has the remainder of
the DATA statements

Line 4 - POKEs data for the actual stars into memory, along with
random horizontal values for each star

Line 5 - activates the starfield by turning on the DLI

QUICKIES

EX 1 REM
FY Z REM 1
BT 3

IF 4 REM &
FBE 3 REM

OKE S4Z86,192

FG 18 7 CHRSC125) :POKE 710,0:FOR A=1536 T
0 1536+IZ:READ B:POKE A.B:NEXT 4:POKE
512,81P0OKE 51X,6:POKE 53256.9

€8 11 DATA 72,162,216,189,9,129,56,253,0,
138,157,0,129,141,10,212,141,90,208,42,
41,249,9%,15,141,18,208,202,224

YD 1Z POKE S4279%,128:POKE 53277.3:POKE 55
?,62:POKE 623,1:D=PEEK(568) +256%PEEK (5
GL) :POKE 7S2,1:DATHA O,208,227,184,64

Uo 13 POKE D,143:FOR A=32Z768 TO I30Z2I:POK
E A+256,PEEK{SI778) :POKE A+512, INT(RND
CO)%I}+1 ! POKE A+10824,1

oy 14 7 "“e33Z023I-A3"

TO 712:POKE A,B:MEXT A:POKE S53I774,0:P

S5TaRs H
REM ## 4 WNEW ATARI USER OQUICKIE n
by Edward Brooksbank "

"INEXT A:FOR A=7Voe8

CALLISTO COMPUTERS

DEPT A2, PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533

SOFTVWARE AT DISCOUNT PRICES
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-
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Con. Vietnam
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Eastern Front
Knights of Desert ....
NATO Commander ..
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Gnome Ranger

Golden Baton

Ingrid's Back
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Wax Works ..

NEWS STATION 23.50

Desictop Publishing System Mlit only) with
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2
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NON-GAME SOFTWARE Cass Disk

ACE C Language ....
Atariwriter

Systemn 8 Pools
Touch Typing
Turbo Basic ...
Turf Form ...
Viscale ..o

BASIC COMPILER

(Disk only) - Converts BASIC
wh machine code. With FR

11.75

rams fo high
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ATARI ST SOFTWARE
at bargain prices

Addictaball .......ccoemmmmen
Alien Syndroame

American Pool

Black Lamp ..

Corruption .....

Football Manager

lce Hockey

Masumund 5‘
Marble Madness
Music Construction
Screaming Wings ..
Skylox Il

Soldier of Light
Starquake

Thai Boxin

Thunder Wing .
War Blaster ........cccocovemenmens
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Can't find what you want? Then send for out free catalogue of Atari software
All Atari 8-bit orders include free membership of the Callisto Computer Club

All prices include VAT, postage and packaging for UK orders over £4.00. Please add 40p for orders under £4
EEC countries add £1 per order. Non-EEC countries add £1 for first item and 75p for each additional item
Make out cheques and postal orders to Callisto
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TUTORIAL SUBROUTINES

“THE
SCREEN
DITOR

Thi,s time 1 am not actually going to produce any useful

subroutines, but 1 hope the tutorial will be useful anyhow

as there is little documentation around to help the begin-
ner find quick ways of doing some often simple tasks. The screen
editor of the Atari 8 bit computers is quite a powerful tool and
can be used to facilitate some of these tasks. It has capabilities
that users of office PCs don’t have in their MSDOS environment.
*What is a screen editor?” you may ask. It is the interaction of
keyboard and screen display. You are using it when you type in
a Basic program, for instance. I will assume you are familiar
with the fundamental controls which move the cursor, insert and
delete lines and characters and clear the screen as these are
included in the very meagre handbook that comes with the Atari
computers, and going on from these will try to show you some
useful short cuts.

MULTIPLE LINES

In many programs there are guite a few lines which almost
repeat each other. It seems pretty tedious to have to type them
again and again and there is an easier way. Try this example.

a. Type one line as follows:
10 REM *** THIS IS LINE 1

b. Now hit [RETURN] then move the cursor with the CON-
TROL key and ‘up arrow till it is over the 1 of "10°, type 2 over
the 1 then move the cursor right till it is over the 1 of "LINE 1"
and overtype this with a 2 as well.

c. Hit [RETURN] again. It appears that we have replaced the
line 1 we first typed with one that reads:
20 REM *+* THIB IS LINE 2
’ d. Type LIST and hit [RETURN], and you will see that the
original Line 10 has not been deleted.

e. Repeat b to generate lines 30,40,50 and 60, then clear the
screen ([CONTROL]+[CLEAR]) and LIST again to display the
lines.

This process works even when the lines that are repeated are not
immediately one behind the other. If you get to a line anywhere
in a program listing that is close to one that has already been
typed, just bring the previous occurrence back onto the screen by
LIST (linenumber), then edit it in the same way as the example
above, One word of caution, do not forget to change the line
number as well as making any changes to the text within the
line, otherwise you will find that you have changed the original
line instead of generating a new one - it may sound stupid but it
is quite easy to make this error, particularly when generating a
whole lot of lines which are very similar.
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Having problems with your
listings? Ian Finlayson gives
some tips for easier typing
and debugging

The technique of overtyping one line to generate another is
particularly useful in generating screen layouts. Take care in
laying out the first line that is to be displayed, and then use this
method to ensure that all subsequent lines are spaced the same
way.

SELECTING SPECIFIC LINES

If you wish to pick up specific parts of one program for use in
another this can be done by LISTing the lines to tape or to a
disk file and then ENTERing them back into the new applica-
tion. This is satisfactory if all the lines you require are in one
block, but is more tedious if you want to pick up several lines
which are not together. The screen editor can help here as well,
as long as the lines you require can all be displayed together on
one screen. Follow this example:

a. Clear the screen and then LIST the previous example (lines
10 to 60).

b. Type NEW [RETURN] and then LIST [RETURN] to show the
program lines have all been deleted from memory.

¢. Now move the cursor up to line 10 and hit [RETURN], then
move the cursor to line 30, hit [RETURN], and line 50
[RETURN].

d. Clear the screen and LIST. You will see that the lines on
which we hit return have been captured that is 10,30 and 50
while those which were merely cursored over have remained
deleted.

DIRECT MODE

The editor can also be used effectively in direct mode. For
example if you wish to load a file from disk and save it to
another disk just type in direct mode:

LOAD "D:FILENAME EXT"

When the file is loaded, swap the disk over, move the screen
cursor up and overtype LOAD with SAVE and save the file to the
new disk with the same file name.

If you are a disk user you can even use this technique when in
DOS. Perhaps you have typed L to load a binary file followed by
FILENAME.EXT and you get ERROR 170 (File not found). It is
likely that you have typed in the name wrong so cursor up to the



L and hit [RETURN] then move the cursor and overtype any
corrections to the file name. Hit [RETURN] again and your file
will load - as long as the spelling is now correct and the file is on
the disk! This can be quicker and easier than typing the whole
filename again.

DEBUGGING

Now to diversify a little. Whether you write your own programs
or just type in the programs that are given in magazines some
means of finding bugs when the program does not run will be
useful. There are some utilities available which allow you to
trace through a program and follow the progress of all the
variables, but here is an alternative that will allow you to home
in on those parts of programs which cause errors or anomalies.
Despite what I said in the opening paragraph of this article [ will
use a very short subroutine.

If you look at the listing the first line (100) is merely there to
point to the subroutine. This line must be renumbered to go into
your program a few lines before the place where the problem
seems to be occurring. Choose a line number in between the line
numbers of the program so that the program itself is not in-
advertantly changed.

The subroutine at line 32000 simply clears the screen using a
Graphics 0 command, and then prints out the program vari-
ables. You will have to change the A,B,C and A$,B$,C$ and
insert all the relevant important variables in the program you
wish to debug. Once the variables are printed the STOP com-
mand is encountered, which prevents the program running on
before the values of the variables have been studied.

S50 when you RUN the program it will jump from line 100 (or
whatever you have renumbered it) to the subroutine which
displays the current value of all the variables. A close compari-
son of the variable values against the expected values will
usually give a clue as to what is going wrong.

If nothing seems to be wrong, move the exit point (the original
line 100) to another position a bit further through the program.
This can be done by listing the line, overtyping the line number
and then deleting the old line number, thus using the screen
editor to help with your debugging!! (You were wondering what
all this talk about debugging had to do with the screen editor,
weren't you?). Once you find the offending line it can be amen-
ded in a similar way.

In some simple programs it is possible to go on from the point at
which the program stops by typing CONT [RETURN], but usually
the GR.0 call will disrupt the program flow to an extent that
means you have to RUN again from the beginning.

TAPE DATABASE UPDATE

Now a totally different subject, back to the database of the last
four tutorials. Thank you for the many letters that you have sent.
[ hope that [ will have replied to all who have sent return
stamped envelopes with their queries by the time this is pub-
lished, and I apologise that some of you have had to wait a
while for replies. Only one correspondent found the mistake in
the last listing - look at line 3026 - the GOTO linenumber (3005)
is nonexistant. It should be 3020!

Cuite a few of you have had the program crash in the sort
subroutine. In most cases this has been because you have tried to
sort zero or one record! If there are two or more records in
memory it works OK. To stop the problem here is a crash
proofing fix, change line 3000 to read as shown in the inset. This
will prevent the program from trying to do a sort if there are less
than two records.

P s

EI RE M 300D oo e M -
WP REM #* TUTORIAL SUBROUTINES bl
KC REM = 14. DEBUG -
LS REH = by *

»* Ian Finlayson "

REM ¥ ———comm ————
REM % NEW ATARI USER - Decemberd?y =
B A o o o

WO® N N kW K e
=
m
=

Ug 108 GOTO IZ000:REM RENUBER THIS LIME
HITH LINE # CLOSE
BEFORE ERROR OCCURS
HY 32660 GRAPHICS @8:7 "440 = ";4,"B = ";B
e e LR
M) 32818 7 "'ﬁ.i = B A%, VBE = Ve vCE = g
cs
AY 32628 STOP RETURN

Above - the subroutine to help with debugging
your programs

REM % MEHW ATARI USER - Decemberss =
FUE B o e o o ol o e

ET 1 REM e o-ef-o-pE--- - ookt
HP Z REM = TUTORIAL SUBRDOUTIMNES -
BI 2 REM ¥ ADDRESS BOOK AMENDMENTS *
LS 4 REM = by E ]
HL 5 REM = Ian Finlayson *
BN R e s i S e e e B S -

7

a

9

ED ZI800 N=LEN(DATSI/L15:IF N*i THEM I00Z

ou 881 T R4+4CAN NOT SORT LESS THAM THO
RECORDBS":7 "444PRESS a4 KEY TO CONTIMU
E"

¥YI Z86Z GOSUB KEYPRESS:RETURN

WY 3883 7T K7 o b SORT HEMWL |
L7 17

PR T0Z6 GOTOD 3928

Amendments to the cassette database

Well, that's it for this time - keep those letters coming. [ would
be pleased to hear from you concerning the Tutorial articles and
any problems you have with Basic programming. Please don't
ask me to help with assembler and machine code, it is a waste of
your letter and stamp!

My address is: lan Finlayson,
60 Roundstone Crescent, East Preston,
West Sussex, BN16 1DOQ
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X L/x ETYPE-IN

PICMATICS

EDUCATIONAL FUN
FOR YOUNGSTERS

icmatics is an educational program
aimed at young computer users or older
ones who like the challenge of numbers.
The program presents three levels of diffi-
culty on each of the main four mathematical disci-
plines, addition, subtraction, multiplication and di-
vision. If you answer a question correctly a little bit
of the picm grows, while a wrong answer means
that the Atari's picture grows. The aim is to try and
finish your picture before the computer. The prog-
ram uses 2 pictures - a boat and a robot - which are
generated randomly. These are drawn on a mode 7
screen and each takes 12-14 turns to complete.
That’s all there is to Picmatics but it should prove
both entertaining and educational to your children.

THE ATaRX

by Ann O’Driscoll

bt New Atari User - Issue 41

EX
JC
RO
NI
EEC
UE
ED
MM
CH
SN

CH

G

Zn

HG

Y

&R

uJ

NI

HY

FE

PY

P

oJ

YH

HI

DL
M
S5V

FL

EM
op

vy

Ip

1 REM oo D
2 REM * PICTURE HATHS *
% REM % by L
4 REM ¥ ann D*Driscoll b
R e b e e R e »*
6 REM % MEW ATARI USER - Decemberss *
7 REM 033NN MMM DI 2SI 30 3 00
B8 REM

FLM -3 SET UP aHD MENU S50 - 230

58 DIM MAMS (18) ,45¢(16) ,BS(9) ,BL5(39),5
TGNS (6 . G5 (6 :BLS (1) =" ":BLSCIFI=" '":1B
L5 C2)=BLS:GS5="HELLD *"":B5=""THE aTARI'
68 ASK=I00:BREK=I58:RIGHT=400:HRONG=458
1PIC=500;:GRAPHICS @:POKE 702,64:POKE 6
94,8;:c05UB BRK:GO5UB 1006

78 DATL=@:DATZ=DATL:DAT=DATL:II-INT (RM

pCAIXZI+Z INFOSIIN1IBEE

£#8 GRAPHICS 17:GO0SUB BRK:DL-PEEK (5683 +

ZEEMPEEK(561) : FOR N=7 TO 9:POKE DL+N,2
iHEXT MW:POKE DL+X,71

98 POKE 786,9Z:POKE 7089,206:POKE 719,0
sPOKE 711,138:L=1;:Y=12:G05UB ZI@:PO5IT

ION @,8;:IF GR THEM GS="'OK "

i@8 7 H6:G5:a5:7 BM6:7 HE:"What kihd OF
sums would you like? Press SELECT for
a category or OPTIOM for a"

118 7 #6:'"new level. Press STaAaRT 1o be

gin,":POSITION 5,12:7 #6;"adding*:? H6

T subtracting'

1Ze * ne6;" Mmultiplying':? #6;"
dividing":COLOR F:PLOT 4,19 :DRAWTOD 4,

ZZ:DRAWTO 15,2XZ:DRAWTD 1%,19

iT8 DRAMWTO 4,192:COLOR 1Z1:PLOT Z,10:DR

AWTO 2, 17:DRAMTO 17,17 :DRAMWTO 17,10:DR

AWTO 2,10:POSITION 4,Y:T7 HG;'w

148 IF PEEK(S3Z279)=6 THEN 259

158 OM PEEK(53IZ279)=5 GOSUB 280:0M PEEK
(53279)=3F GOSUB 228:GOTO 148

288 FOR D=1 TO 15:S0LUND ©,20,18,10:MEX

T DISOUND ©,8,8,8:YY=Y+1:IF ¥¥Y>15 THEN
Y¥y=12

2i8 POSITION 4,¥!7 ®6:;" ":POSITION 4,Y

¥i? HE;"H Y=YV IRETURM

228 FOR D=1 TO 15:5S0UND ©,50,10,1Z:MEX

T B:SOUND ©0,8,8,8:L=L+1:IF L>3 THEN L=

1

230 POSITION 7.Z21:GOTO ZIO+L%Z

232 7 o6 BEE:L1=15:L2=10:L3=6:iLES2Z
1RETURM

2%4 7 Be;; A 1L1=35:L2=-25:1L3=18:LE

=9 :RETURM

236 ? HB ™ w1 7SILZ=6SLI=LZILE

Z1X:RETLURN

758 GRAPHICS 7:DL=PEEK(S68) +Z56%PEEK (S

61) : SC=PEEK (88) +2S56%NPEEK(E) : POKE DL+3
,71:POKE DL+&,6!POKE DL#+85,71

268 FOR N=88 TO 90:POKE DL+N,G:NEXT M:

POKE 706,14:P0OKE 7909,56:P0KE 710,28:P0

KE 71Z,8:6G05UB BRK

270 FOR M=1i TO LENCAS) POKE SC+M-1,A5C
(ASCN,NY)=-3Z :NEXT N:FOR N=1 TO 3:POKE

SC+1B+H,ASCIBSIN,; NI ) —JZZ:NEXKT M

280 LNZSS8+(Y-11)%58:G0T0 LM

PRI AS5K SUM ROUTIME 3J06-TI18

I8 TRAP Z10:POKE 764,255:7 CHRSC125)3;

ML:SIGNS;MZ; ;' = ";:INPUT AaM5:RETURN

I18 7 CHRS(253):7 CHRSC(L25);:7 "number

s only please ;FOR D=1 TO SO68:MEHT D:G

oTn Iae

YT TN SOUMD + DISABELE BREAK 158

IS8 POKE 16,64:P0KE 53I774,64:FOR P=199
TO @ STEP -4:S0UND O,P,10,12:HEXT PR

ETURMN

eI RIGHT OR WRONG 400 + 4580

400 DATL-DATI+18:DAT=DATL:H=@:H=J:P=58
GOSUE PIC:GOTO .LM

458 DATZ=DATZ*10:DAT-DATZ:H-GO:H=-2:P=2

a@:GOSUB PIC:FOR D=1 TO B88:NEHT D:GOT

0o LM

FEER N DRAW PIC ROUTINE S80-550
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BE e e
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s %‘&'-g-ﬁ'%'w$$=ﬁ§ﬁ-ﬁ'ﬁgﬁ-ﬁ$mﬂ#'x'x A

KY 500 COLOR H:SOUND @,P,18,17 :RESTORE Da CaPITALS only please? ey -
T+INFO:READ R:IF R{B THEN S5Zz6 FOR D=1 TQ 700:MEXT D v
UM 518 READ R2Z:FOR N=@& TO R2:READ A,.B:PLO NO 18%8 POSITION 8,19%:7 BLS;BLS:GOTO 1860 o
T A+K,. R-N:DRAWTO B+H,R-M:NEHT N PP 1100 MEHT MN:AS=MAMS:RETURN e
KR 528 IF R=5 THEN COLOR B:FOR N=1 T0 3:R WO 2088 REM .
EADP aA4,.B:PLOT a+H,B:FOR M=1 TO 4:REAQD C ML 7Z@18 DATh 6G4,7,16,60,15,61,14,62,13,63 .
D:DRAHTO C+X,.D:MNEXKT M:MEXKT N ,12,64,11,65,16,66,9,67 .
UX 538 IF R{4 THEN READ RZ:COLOR 1:FOR MN= EK 2028 DATA S6.9.8.68,7,69,6,78,.5.71,26, o
1 TD RZ:READ A,B,C,D:PLOT A+H,B:DRAWTO 50,76,50,26,50,26,50,26,50,26,58 .
' CHH,DINEXT N MU 2030 DATA I,68,38,46,38,4,39,46,39,4,40 .
; RL 548 FOR D=1 TO ZO:MEXT D:50UND ©,9,.9.8 46,48 ,4,17,64,59,64,6,53,708,53,26,46, .
:IF R{*B THEN RETURN 50,46,26,52,26,47,50,52,50,47 i
, NP 558 POP :GOTO G8a ZI 2040 DATA 5,29,50,32,50,32,48,29,48,.29 i
i HM 599 REM BHGEEENI TN ;58,36,56,39,50,39,408,36,48,36,50,4X,5 i
LJ 688 NLI=INT(RND(B)®L1)+LE:MNZ=INT (RND (0) B8,46,50,46,48,43,.48,43,58 -
| WLZIHLE:IF M1+MZ=ANS THEN G688 DG 2058 DATA 44,11,4,35,5,35,6,37,7.37.8, i
VI 618 SIGHNS=" + ":GOSUB ASK:IF AMS=NHL1+NZ 15,9,35.10,35,.11,35,12,35,1X,.35,14.,35, :
X THEN GOTO RIGHT 15,35 .
y LJ 628 7 CHRSCLZS) ;ML;SIGNS;NZ;" = ":NL+M AE 2068 DATA 32,9,16,35,17,35,18.35,19,35 -
Z2:GO0TO HROMNG +28,35,21,35,22,35,23,35,24,35,25,35 -
1 CC 658 NI=INTCRMD (B)®L1) FLEMZ:NZ=INT CRNDC ¥0 2670 DATA 22,9,26,35,27,35,28,35,29,35 :
r GIMLZIHFLE:IF NL{NZ OR MW1-NZ{LE DR M1i-W ,38,35,31,37,32,37,3%,35,34,35,35,1315 .
=ANS THEN 658 JS 2080 DATA 36,7.4%,74,4%,73,41,72,41,71 :
; ZHM 668 SIGNS="" - ";GOSUB ASK!IF AMS=-N1-M2Z ,43,70,43,69,43,68,43,67 :
- THEN GOTO RIGHT RE 2099 DAaTA 28,7,43,66,43,65,43,64,43,63 :
UN 678 7 "+ :HL1;STGHNS;NZ; ;" = ' ML-NZ;BLS: s43,62,43,61,43,60,43,59 :
3 GDTO WRONG EE 2188 DATA 20,7,43,58,43,57,43,56,41,55 _;
. Y0 788 NA=INTCRMNDCO)®LI)+L®Z:NZ=INT CRND (8 s4%,54,43,53,43,52,43,51 -
I®LIIFL+LIIF NLMMZ=ANS THEN 788 PZ 2118 DATA 12,7.43,.58,43,49,43,48,43,47
M 718 SIGHNS='" X ":GOSUB ASK:IF ANS-HNLI®™NZ sAL, 46,41, 45,43 ,44,43,43 i
. THEM GOTO RIGHT LTI 2170 DATA ©O,11,4,44,35,13,74,36,43,5,13 =
QP 728 7 "$';NL;SIGNS;NZ;"™ = ":Ni1MMZ:BLS: 1,4,37,4,31,4,31,7,31,7,37,7.16,64,5,5 fz
y GOTO HRONG 3,60,64,71,53 i
y BT 790 MAI-INTCRND COIYMLII+FI:NZ=CINTI(RND (O] EN Z1Z5 DATA 43,36,43,5,35,44,35,13,4,44, i
HLIIFTINNL:IF HNZAMLI=ANS OB MZ AML{=L%2 Jd,.44,44,36,74,36 R
THEN 758 PY 3888 REM :
y HJ 768 SIGNS='"" INTO ":GOSUB ASK:IF ANS=MNZ 0I X810 DATA 72,11,70,39,20,30,22,29,22,2
#W1 THEN GODTD RIGHT 3,24,28,23,29,23,29,23,29,23,29,2X,29,
") WY 778 2 Y4 MLjSIGMSINZ;"™ = ":NZ/M1:BLS: 23,29,24,28
] GOTO HRONG KF 3828 DATH 72,11,32,42,32,.42,.33,.408,33,.4
ZK 799 REM HEE T T IR 0,34,38,33,39,33,39,35,39,3%,%9,3%,.39,
'3 HO 688 FOR P=188 TO 8@ STEP —Z:PP=PEEK(788 33,39,34,38
J1S0UND O,P,18,12:POKE 708,PEEKL(7O9) 1P JI X830 DATA 608,11,24,28,23,29,23,29,23,2 :
¥ OKE 78%,PEEK({718) 9,2%,29,23,29,24,20,24,26,23,29,23,29, i
= YL 818 POKE 710,PP:MEXT P:MAMS-AS:IF DATZ2 23,29,2%,29 :
ZDAT THEN NAMSZ=BS EZ I848 DATH 60,11,34,386,33,39,33,%9,.32,3 ;
UL 828 7 CHRSCLZS5) JNAMS;'"™ MWINS!'"':FOR D=1 ?,33,39,33,39,34;,38,34,38,33,39,33,39, :
7 TO I8@:NEXT D:? CHR$CLZS);"PLAY AGAIN 35,39,33,39
Y/ /N3y 2m GT 058 DATA 48,11 ,20,42,20,42,19,4%,19,4 :
E NP BI8 FOR D=1 TD Z08:IF PEEKC764) (>IS AN 2,20,42,20,42,19,43,19,4Z,19, 43,199,432, :
P PEEKI(7642{>4Z THEM NEXT D:GOTO 826 19,43,28,42
E IJ 648 POP :IF PEEKC(764)=43 THEN GR=1:POK Kf I06Ge DATH 36,11,20,42,19,43,19, 43,194
E 764 ,255:G0TD 78 3,19,43,19,43,18,44,16,44,22,40,30,32,
x PT 850 POKE 764,255:POKE 82,2:GRAPHICS 0: 29,X3,38,32
1 END : OT 3870 pATA 39,11,12,16,12,16,11,17,11,1
JL 999 REM BT TSSO YT 1160 F,12,16,12,16,12,16,12,16,12,16,18,17,
s oV 1888 DL=PEEK(S68)+256%PEEK(S561) :POKE D 18,17,19,17
0 L+6,5:POKE DL47,7:PDKE DL+18,6:POKE DL OX Z088 DATA 39,11,46,50,46,50,45,51,45,5
*12,7:POKE 752,1:POKE B2.8 1,46,58,46,50,46,50,46,50,46,58,45,52,
C BD 1818 POKE 708,14Z:POKE 789,222:POKE 71 45,52,45,52
: B,8:POKE 711,138:POSITION 14,0:7 ""HWELC YA 3998 DATa 51,11,484,17,11.,17.,17,16,12,1
OME TO":POSLITION 23,1 6,12,16,12,16,12,16,11,17,141,17,12,16,
JH 1828 7 "PICTURE MATHS"™:POSITION 2,4:7 12,16,12,16
“*test your brain't:POSITIOM Z1,5:7 **aga BT 3188 DATA 51,11,45,51,45,51,46,50,46,5
: inst the EXEIET:POSITIOCN 4,9 B,46,50,46,50,46,50,45,51,45,51,46,50.,
OB 1838 7 “"The ATARI will ask you sSome su 46,58 ,46,50
r ms. Type your answer and press RETURM UK 3118 DATA S,24,30,38,30,36,36,24,36,24
' =If you are'; +»30,24,44,24,39,28,39,20,44,24,44,38,4
UI 1848 ? "right your picture will grow, 4,38,39,34,39,34,44,36,44
but if youget a sum wrong then the aTa YO Z120 DATA 24 ,14,29,.33,21.41,21,41,728,4
I} RI's picturegrows, "; 2,20,42,21,41,21,41,21,41,21,41,21 .41,
R JY 1858 ? Y"hecause it knows all the answe 19,43,19,43,21 , 41,21 ,41,2%,39,26,37
rs.Try to finish your picture fipstio Ka 3138 paThA 5,24,22,X8,22,.38,20,24,208,24
¥C 1860 POSITION @,17:7 "pPlease tupe your +»22,.24,12,28,12,78,16,24,16,24,12,3%34.1
1] name and press RETURN":7 :INPUT HLG:M 2,38,12,38,16,34,16,34,12
AMS 1 IF MaAMS='""" THEN 1060 EZ X148 DATA ©,9,28,.72,30,72,32,72,42,72,
ol AW 1878 FOR N=1i TO LEMCMAMS) :IF ASC (NAMS( Z24,9,38,.9,20,4%,42,49
T MW, NM)JI231 aAaMD ASC CHMAMS CM,M3) {91 THEN 11 RT 3145 DATA 11,.51,17.51,45,51,51,51,26,3
ae 3.36,33,26,.14,76,14,36,14,%6,14
UB 18386 7 CHRSC(ZS5I) :POSITION 0,19:7 "Use *
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his has really been a bad month for me. Yes, Murphy's
Law still rules - if it can go wrong it will. First | had the

news that I was booked for a residential course at the
same time as the November 8-bit show, which I will now have to
miss, then my Blackthorn interface died and it is sorely missed, a
heavy bout of flu and finally the news that some of my mail had
disappeared.

I had a letter asking about some previous correspondence. The
first letter 1 did not get so some problem has occurred with the
post. The only outstanding letter (as I write this article in the
middle of October) is from Mike Balderstone, who would have
had a reply by now if my interface was working and I could write
some routines for him (something I do not do unless [ can test
them), so if you are still waiting for an answer to an SAE you will
have to write again, I'm afriad. I did not receive your first letter.
If I get a replacement interface then [ will test your program and
write to you Mike, but one of your problems was answered in the
last edition.

computer is well and truly deceased. ATARI has sold the

number 400 to IBM for an undisclosed amount. ATARI
seemed to hold the copyright for this number and 1BM wanted
no disputes about their own 400. For some reason known only to
ATARI, the 400 was originally called ‘Candy’ and the 800 was
endearingly called ‘Coleen’. [ wonder if the ST had such a name
during the research stage, anyone know?

I read in the computer press recently that the ATARI 400

keyboard connector? Sometimes my keys just will not

work and I know it is the edge connection but I do not
fancy the idea of working with this flimsy bit of plastic. I would
love to use a proper edge connection and hard wire ribbon cable
system but the plastic ribbon and keypad matrix are all one.

It has been really fascinating reading the last few issues of the
magazine, Here 1 sit all alone hammering away at an article
having no contact with anyone else, yet when my article is
printed, the comments I make are answered by other articles in
the same magazine. Do 1 suffer from prescience? Or do we have
an excellent Editor?

D oes anyone have a solution to the dreadful 130XE

my column to see just how much the ‘Lord and Master’

has changed it. | also look at the CONTACT column and
have been wondering why so many 8-bit systems are for sale. If
you nice kind people would fill in the next reader survey we
could maybe establish the cause of this sudden surge in 8-bit
sales. Can the Contact Column be so successful? Are these people
getting out of computing? Getting away from the 8-bit? Or are
they getting away from ATARI altogether? Actually, sometime
soon, | shall be having a sale of a lot of hardware and software
items that | never use now. They take up much needed space
and it seems a shame that they just lie around the house, so you
might just see my name in the CONTACT column.

Talking of taking up space, hands up those who have been
caught out by the vapourware trap. Thankfully this practice is
not as prevalent as it once was, but if you know of a firm who
practises this then drop us a line, Sometimes the shop cannot get

T he first thing 1 do when the magazine arrives is to read

the goods as promised so it is not their fault, but sometimes they
play on this.

ne of the things that [ will be locking forward to is a
report on the November show. There will be many

people who will not attend but will wonder what it was
like. PAGE 6 has a policy of telling how things really are but
many readers do not believe that. Would they believe other
readers? Why not give us your impression of the show? After all,
this really is a milestone for ATARI 8-bit users in the U.K.

but the liogns are too noisy most of the time - insider joke!

- take note PAZ!). | know a lot of people are interested in
this so I will be sending the Editor a list of BES telephone
numbers sometime soon. They are for both the ST and 8-bit
machines so, if you are interested, you could always send him an
SAE and get dialling.

I still log on to the ‘Gnome At Home' BBS (and CYMRUTEL,

computer magazines in the course of a year, absolutely

free. Most of these have a cover price but the advertising
revenue usually pays so well that they can become freebies. One
of these is ‘APPLE BUSINESS - for Macintosh solutions’ a very well
put together magazine with a cover price of £2.00. When, 1
wonder, will we see an ‘ATARI BUSINESS magazine for the
serious ST user’ appear?

B eing a confirmed computer user, | receive dozens of

ATARI users in N. Ireland. The situation can be summed

up in words like - abysmal, bleak, non-existent etc. Not to
be deterred, Gavin would like to set up a user group. 5o [ would
like to take this opportunity to mention that if anyone is interes-
ted in helping him out then please write to him. He would also
like to hear from Matthew Tideman of Lea Valley Users. On the
same subject, Steven Wilds has set up a user group in Spain and
would appreciate some new members. They can be contacted at
the following addresses:

I have had several letters from Gavin Moran about the

Gavin Moran Steven Wilds
398 Canterbury Way  c/payesas
Stevenage 30 Pollensa 0746
Herts Mallorca

SG1 4DZ Spain

Tari-Talk so that I could port my word processor files over

to the ST. A pity it did not work both ways - that would be
security! This will also give me the opportunity to port some
programs to try out the 8-bit emulator.

1 really must go now, all that talk about the ‘Friday, 13th’ virus
has reminded me that I really should back up my hard disk
again and not take any chances. | hope that no ATARI users
were tempted to spread this malignancy!

P inally, a hearty thank you to Sandy for the loan of

Write to Mark Hutchinson, at:
1 Hollymount, Finaghy, Belfast, BT10 OGL

46 New Atari User - Issue 41




TOP 10 CASSETTES

Black Lamp . 1.88
Star Wars ......coerveree  1.95
F-15 Strike Eagle ...... 8.95
Tiger Attack ... 695
Silent Service ............. 8.95
Kenny Dalglish Soccer .. 7.95
Atari Compilation ....... 4.95
Spy vs Spy Trilogy ... 895
Mercenary Comp. ...... 9.95
Atari Aces 4.99

TOP 10 DISKS

9.95
11.95
14.95

Draconus ...
PRSopI s
Eternal Dagger ...........

Carrier Force .............. 16.95
Flight Simulator 2 ...... 29.95
Alternate Reality -

The Dungeon ............. 14.95
Planetarium ........cern. 16.95
Mini Office ll ................ 16.95
Star Wars ......ccevusenns 12.95
Silent Service . 1195

A COMPLETE SERVICE IN COMPUTERS & SOFTWARE

TOP 10 ROMS

Pole Position ............. 12.95

Galaxians ........ooee.  9.95
Defendar. .................... 9.95
Rally Speedway 8.95
Designer’'s Pencil ....... 9.95
Pacman ......coeee. 995
Donkey Kong Jnr ........ 12,95
River Raid .. B8.95

Ms Pacman ................. 12.95
o e el L L

JOYSTICKS

Pro 500 clear/black ......14.95
Cheetah 125+ .......coeser.. 8.95
Konix Navigator ............12.95
Quix Shot Turbo ...........12.95
Pro 5000 extra J16.95
Atari Standard ............. 4.95
Pro 5000 ‘Glow" ............16.95
Konix Speedking ......... 9.95
Konix Autofire ............10.95
Euromax Elite ................ 9.95
Euromax Autofire .......11.95
Atari Trackball .............. 7.95

LTI

TOP 20 BUDGET CASSETTES

Ghostbusters ........... 2.99
Encounter ......ewn. 2.99
Thunderfox ............ 2.99
Football Manager ...... 2.99
Boulderdash 2 299

GAMES

Cass. Disk
Laaderboard ........coeeemns 11.95
Summer Games ...

Gauntlet

Smash Hits 1 - 7 [Ei.l:h:l 65,99
Living Daylights ................. 299 9.85
Trivial Pursuit  .........ocociinees 12.95 14,95
Mercenary Compendium ... 9.95 12.05
Spy vs Spy Arctic Antics 499 ©.499
Spy vs Spy Trilogy .. B9s5 9405
Fightar Pilot ............... v 1,95 10,95
L e e R A e 4.99 609
Polar Pierre  ......cccenecinen.. 4.99 699
Mr Robot ... .. 499 5909
Beta Lyrae 499 699
Hits Val. 1 . 499 6199
Boulderdash 2 299 689
Arkanoid ... 299 9095
Trallblazer ... 905
Solo Flight ........ccooccovvi00e. 895 11,95
Sllent Service ... ... 8.95 11,85
F-15 Strike Eagle ............... B.95 11.95
Spyhunter o 6.99
FLLCE S L L 9.95
Mirax Fores ... 204 B35
LT el i A 499 6.98
Aescud on Frachulas ... 6.99
Ballblazer ............ 6.99
Rampaga ... L 6.99
Shoot "em Ups ... 4.99

Platfarm Perfection 4,99

Spindizzy e 299 599
International Karate .......... 6.99
Touchdown Football ... 6.99
Spitfire 40 -.........ccoecerceeee. 499 6.99
Draconus .........cccceceveeen.. 6,85 8,05
Druid ... 4899 8985
Brian Eluughs Football Fort. 8.95 12.95
a0 T Bl ol L i 99 499
American Roadrace ... 5.99
ST Podeer i 6.99
European Super Soccer ..., 8.95 12.95
Hard Hat Mac ? 4.99
Naw York City 4.949
Crumbbes Crisis 4.99
Fraaky Factory 499
Starguake 4.99
Freppie 2 e 4.99
Lasar HaWK ............cccocevinen 4.599
Colossus Chess 3 ... 4.90
SIOBWINDET _......oeor e eermrrenars 4 949
Joe and the Nuclear Caverns .. 499
Nuclear Nick  ..............cooveens 45949
Knockout Boxing ... 4.99
LI e et 2.949

Gunfighter ...
Chuckie Egg .....ccvenuee.
Ninja Commando ........
Slingshot ....cccnvviisee 299
Pitfall 2 2.99

GAMES

1.99
2.99
2.99

LT TR R TP P T

Cass. Disk
Cuthbert Goas Walkabout . 299
Fort Apocalypse ............. 290
AWK i e 11.95
Pinball Construction Kit ... 9.95
Music Construction Kit ... 9.95
ADVENTURE/STRATEGY

Cass. Disk
Balbhoo ... 9.95
Hollywood H|||r1a ..... 9.95
Jirsdar ... 14,95
The Pawn . 14.895
Lancalot ...... . 11.95 11.95
Tine & Magik .. 11851195
Lurking Horror o 11.95
Ingrid"s Back ... - 1185 11.85
Guild of Thieves it 14.95
Knight Ore  ....coveevveee .- 11,85 11,95
Cloak of Death ........... 299
The Golden Baton 2499
Alternate Reality City ... 14.95
Altermate Reality Dungaon . 14.95
GunElinger it 9.95
Elernal Dagger 5 14.95
Saigon 3 Chess 1495
Theatre Europe |, 11.95
War in Russla 16.85
Carrier Force ... 16.95
Battle of Antietam 16.85
Panzer Granadier 16.95
Battlecrusiar ... 16.95
Warship e 16.95
Mech Brigade ............. 16,95
Colonial Gonquest 16.95
Sons of Liberty ... 16.95
Flight Simulator 2 ... 2005
F52 Scenery Disk - Japan 14,95
F52 Scenery Disk

- San Francisco 14.95

FS2 Scenery Disk - No. 7 14,95
2218 Baker Street ... 9.95
Jewels of Darknass 11.85
Vietnam ... § 9.05
Auto Duel ... E 14,95
Conflict in Vietnam . 11.95 14.95
Crusade in Europe .. . 11.95 14,95
Declsion In the Desert . 11.85 14.85
Colossus Chess 4 ... B8.95 1295
Kennedy Approach ............ B.95 12.85

XL'XE CARTRIDGES

Misslle Command  ........ooooeeeee 9.85
Conkey Kong ... 12,95
Dronkey Kung A W S e [ L
F'Elngn .

Dug ...
F'n 2 Position
Millipede ....................

FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK

Boulderdash ............ 2.99
Speed Ace ...coovereren. 2.99
Speedzone ............ 1.99
League Challenge .... 1.99
River Raid g 28

XL/XE CARTRIDGES

Typo Aftack :
Slar Raidars !
Skwwriter ............ d
Star Raidars Il 3
Lodaminnmr 1 :
One on One Basketball . e 14.95
Battlezone ... 14.95
David's Midnight Maulc -:Plnl:uallll . 1495
Archon ... 2k 14,95
Rescua on Fraciulas v 14.95
Ballblazar 14,95
Blue Max . 14.95
Defender . 0.95
Galaxian 085
Real 5|:|u::-r15 Football ... EE 495
N e eodunsarntin i ik v

Moon Patrol |
Robotron 2084
Ms PECTEN .oocvveervicnsians
AEIRE S RN L s
Final Leqaw :

HA RO bl e s

River Raid ...

Mega Mania ...
Dreadnought Fact
BRI
Designers Pencil
Rally Speedway ..
Miner 2049er ...
Mr Cool o
EaSTEM FIONE 1941 woorooer e

UTILITIES
ROM Disk

b ...
FRRERRSERER

0 50 0 0 1 &0 00 & 0o 6o

LT TN 3 | 18,50
AIar| WREAF ... coiniiinin 20.95

Afari Writer Plus ................ 29.95
Macro Assemblar ... 19,95
Microsoft Basle Il ... 19.95

Silent Butler - Personal FII‘|3I'I|:E 16,95
Planetarium .........occcoeees

BUDGET CASSETTES

RoBkioeds 2. 2. 2 v e 2,098
System 8 Pools g
Graen Beraet ............ 2.99
BMX Slmulatur 209
PRAMIOM ........ooorvneraneens e 2,99
TIRARBIIMIGE - cii s niibaanin sttt 209
| e e T - |
T e e R S 299
Pro Golf ... . |
Jocky Wilson® & Dans 209
Little Dawil Sag 3 2,49
Screaming Wings ... 2,99
Dromain of the Undead 299
BUNVIVIPR. .. ieinesasea s 2.9
Fiead M =l e el 290

219/221 Cannock Road, Chadsmoor, Cannock,
Staffordshire, WS11 2DD
Telephone (0543) 466577/8/9

_— BN

Add 50p to orders less than £ 5.00, All prices correct al
time of going to press. Access or Visa orders welcome.
Please add £1 per item for overseas

Please make Cheques or Postal Orders payable to:
*MILES BETTER SOFTWARE"

Henry’s House ............ 1.99
Y e e e £
Las Vegas Casino 2.99
Hardball ......ccsnisioiniae 299
Superman 2.99

BUDGET CASSETTES

LU L g, s i el e 2.99

Up, Up & Away 2,99
Cosmic Pirate 289
Cygnus X1 2,09
Revenge 2 ... 2.89
| T o T T 8 G ey 2,99
Grand Prix Simulator ... 299
Footballer of the Yaar ..., o 299
T U e et R

| FE R A
Whirlynurd

Warriars of Ra

Tapper ..........

Twilight World

[eath Race ... 2.
Pro Mountain Bike Simulator ... 2.99
Spellbound ... ‘ 2.99
Bemmre e e ke L M S T 2,89
Super Zaxmon IR s ek 2.99
IR R e e o 1.99
Daylight Robbery | 2.99
Spooky Castle . 2,89
Malecule Man ..........ccccviciiinnee,. 2,98
Forbldden Forest ... 2,80
Cops & Robbers .........covceiiiiiie. 2,99
Video Classics .. 2.89
Fothola Pete 2.98
Bl . 2.99
Crack Up 2.99
River Rescua ... 2,49
Crvatal RAMEF  ...occioceisiaim: e 2.99
(SRR ekl eancs, St b et 2.99
Storm TR P NN AR ) -
Gunlaw 2.99
o Dy R 2,90
Action Biker ............. B el

Desmonds Dungeon ... 2
Leapster ................ TN
Micro Rhythm 2
Thrust ...... R N,
Space Shuttle 2
Special Delivery .. A
Joi Blade ... el
Double Trouble 2
Tanium ;B2
b e e R T 2
GHAFUNNBE ..o i rrans 2
Callfornia RUN. .....cociommimserin i 2.99
Sub Commander ...

Dawn Ralder
BOCCAL o
Bomb Fusion
Periscope Up
Dizzy Dice _.......
Milk Race ....
Winter Walky
Maonkey Magic
Kick Start ......
L.A. SWAT ...
Stratosphera
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FOR SALE

XE SYSTEM: 65XE with enhanced cariridge
interface, XC12 recorder, joystick, games
tape, manual. Boxed and used once, E50,
Also new & bowed XC12 recorder, £20. Tel
Ray on 01-528-8140 atter 5pm.

MODEM: Industrial specification - 300 &
1200 baud; suitable for most computars with
RAS232 cable, £75.00 (postage extra). Datan
intartace plus software (for XL/XE), £25.00
axtra. Phome Howard on: 0423-879533 after
Gpm or weakands.

HARD DISK SYSTEM: Supra 20mb Hard
Digk, Spartados, BOOXL, 1050 DvDrive, 1028
Printer, 1010 Recorder, Pro 5000 joystick,
Mini Office Il plus other software and books,
£450 a.n.0. Phone Clive an Starringtan,
West Sussex (0903)-743402,

B-BIT HARDWARE: Atari 1020, £BD, new
Touch Tablet, £30, 1010, £15, G00XL - faulty
with no leads - offers? 1064 Ram Pack, £40.
Boxed with manuals, etc, Tel. Pete on
0923-673553 alber Gpm

XL SYSTEM: B00XL, 1050 disk drive and
1010 tape recorder (pauss button problam),
complete with joystick, lockable disk box
with ten brand new blank disks (Inmac),
covers and onginal instruction books. A very
good selection of games on disk, tape and
cartridge (over 45 vanad gameg) plus 30
Atari Users from as far back as March 1986
- Wiol.1 No.11. Everything in brand new con-
dition and all boxed, £160. Phona:
01-948-7104 after 4,30pm.

XL SYSTEM: 400 and BOOXL both In work-
img order and good condition. 400 lape ra-
corder and one other recorder, 1050 disk
drive including home filing disk, DOS 2.5,
blank disks, plus games on disk. Carlridge
games Incluge Track & Field, HE.R.O. and
Pole Position. Joystick, around 30 Atari User
mags, all leads and plegs, Phone
01-T78-0757 afer §.30pm.

ATARI USER: 1 complete set from the first
Issue to the last (Mov. '88), mint condition.
Ary offers? Write to: P.O.Box 8556, GR-
10010, Athens, GREECE. All letters will be
answarad.

XL SYSTEM: 800XL with Phonemark cas-
getta recorder, £40 worlh of software on
cassefte plus Cheetah 125+ joystick, £100.
Telephone; 0536-62221 after Gpm. Buyer
must collect (Morthants area).

XE SYSTEM: 130XE campuler, 2 x 1050
disk drives - one with 1.5, plate - 1010
cassette, Gramlin grabber, Syncale, Mini
Oifice |1, loads of software, accessarias and
gamas on disk, cassette and cartridge. All
with dust covers and original packaging as
new. Set of Atari Lser and Page & maga-
zimes (all issues) and joysticks. All for £300.
Phona Paul on: 0268-414108 after Gpm.

PRINTER INTERFACE: Graphix AT cenlrg-
nics for 8-bit Atari, E25. Phone Gravesand
(0474)-332980.

XL SYSTEM: B00XL, 810 disk drive and
1050 disk drive. Many games and utilities,
E140. Phone (0634)-362378

ST SYSTEM: 5205TFM with half-mag disk
drivie, mouse, joystick. In v.g.c. and fully
boxed plus quality games including Lombard
RAC Rally, only £240 o.n.0. Phone Kar on:
0625-861346

PRINTER/PLOTTER: 1020 colowr version
with spare s&t of pans. In brand new condi-
fion. ldeal starter printer for listings, E30
FLUS p/p. Phone Peter on Macclasheld
[0625)-20782,

DATA CASSETTE: 1010, boxed as new.
Used anly twice, £15 o.n.0. PLUS £2.00
pastage if you cannot collect. Phane:
0543-3744596 (Wast Midlands).

|CONTACT

XE SYSTEM: 130XE, 1050 disk drive and
disks, including Turbo Basic and Transdisk
IV, ¥C12 cassette deck with a few cassst-
tes, also Atari Lisers, Page &, New Atari
User magazines plus reconditioned colowr
T.W. Offars around £150. Buyer collects and
will not split. Phone Bilston (0902)-43309
after Gpm.

B8-BIT BARGAINS: Page 6 issues 10-20.
Ariy offers? Alan disks, cassattes and car-
tridges. B0 differant games for sale, worth
£280 new. Sell in as new condition for £130,
Telephone Barry Archer on 0268-751333
after Gpm. Buyer collects.

SEGA MASTER SYSTEM: With light gun.
Two gamas for the system and three for the
gun. Worth £148.85, sell for E100.00 o.n.o.
or swap for an XF551 disk drive + DOS, Is
anyone in the TELFORD AREA interested in
setling up a user group? Phona Sacha on
0952-595184,

XL SYSTEM: BOOXL + Omnimon, 1050 +
US Doublar, XC12, all with onginal hand-
books, Hi-res mono monitor (with audio
amp), 2 joysticks, 160+ gamas, ulilities, elc.,
(100 disks in box), cassettes, 100 Paga
E/Atar Liser magazines, official Atari publica-
tions (user notes, OF listings etc), Mapping
the Atari, Youwr Atarl Compuler, spare
BOOXL, cassette, joystick, games and PSLU -
all working. Absolute bargain at £250 (may
split) or swap for TANDY 120 LAPTOP or
w.h.y. (anything electranic). Phone Dave an
Tyneside (091)-454-4805 after Spm for furih-
ar detalls,

XL SYSTEM: 800XL, 1050 disk drive, 1010
tape recordar, 1020 printer'plotter with spare
paper and pens, with around £100 woarth of
software. Genuine reason for sale, £200
an.o, Telephone: Q373-812062 (Evenings).

XL SYSTEM: BOOXL, 810 & 1050 disk
drivas, 850 interface module, 810 casseite
recorder, Touch Tablet and Atar Arist, Lots
of software including Text and Spall Wizard,
Al good condition. Mo splits please, £325
o.n.0. Phone 0256-473246 (Ansaphons).

XL SYSTEM: 800XL and 1010 recorder,
leads, ovar B0 games, 2 joysticks, Atari User
magazines from kssue 1, manuals. Original
boxes, excellant for baginnar, £90.00 o.n.o.
¥F551 disk drive, 3 munths old, fully baxed
with eads, some games including Allemate
FRaality 1&2 and Draconus, Transdisk IV,
£140 o.n.0, Phone Andrew Green on
0602-201198 or write 1o; 45 Downham
Close, Amald, Mattingham NG5S 6PR.

ATARI USER: Magazinaes far sale, Novem-
ber 1985 to May 18688, £10 incheding a few
Page 6 magazines and p/p. Graham Had-
field, 9 Birch Way, Haywards Heath Wast
Sussex AH1T TSG.

XE SYSTEM: 130KE, XC12, XF551, 850
intarface, printar cable, trackball, Proling
joystick, Quickshot 2 Turbo joystick, speaker
gystem video cable, £500 worth of disk soft-
warne and cartridges such as 5.A M. Brand
figw all boxed with manuals and in perfect
condition, plus mags, books and years sub-
scription to Atari Explorer in the LLS.A., will
deliver, £E380 o.n.o. Tel. 0295738738

1027 LG PRINTER: In excellant conditian,
complete with all manuals, leads, ink rollers,
@le., £80,00, Tel. 0482-502556 and ask for
Chris.

XL SYSTEM: 300XL with Happy-anhanced
1050 disk drive, also joystick, mags, manu-
als, disk box, £200. Tel: 061-338-6724.

XE SYSTEM: 130XE, 1050 disk drive, 1029
printes, Touch Tablet, Editor/Assembder,
joystick, some software, technical bocks and
magazines, £200. Also RacalTandy CP2123
Intelligent Modern V21, V23, Bell plus Datari
interface and software, £120 o.n.o. Tel,
0283-T62033.

XE SYSTEM: 65XE with XC12 cassstte,
manual and joystick with about 75 games,
£150. Phane: Lee on Loughborough
(D509)-217855. (Must ba able 1o collect),

8-BIT BARGAINS: BOOXL - no power supply
- fit for spares only, £10. 800XL + power
supply, working order but needs a replace-
ment joystick port, £30. ROMs:- Basic,
£5.00, Mountain King, £4.00, Boulders &
Bombs, £4.00, also some cassettes. Plaase
send SAE for list. A. Large, 24 Alfinch
Cloza, Liverpaol L14 BYG

TAPE DECK: 1010 in original packing with
all manuals and leads, good working condi-
tion but stop & pause keys damaged and
require repair, £10.00 o.n.o. Box of software,
100+ programs - no splits (ring for details),
£70.00. Phone: 0364-T3473 after 6pm (ax-
capl Friday & Saturday) and ask for James.

XE SYSTEM: 130XE with box, leads and
manuals, only used for college reports, great
Christmas present, 72 x 5.25" disks and
lockable box, primter interface and Atari Wri-
ter Plus, Basic XE cartridge and disk, first
twio volumes of Atar User and other 8-bit
publications. Any offers? Wil split. Tele-
phone: Holbeach (0406)-26150,

XL SYSTEM: 800XL, £30; XC12, £15; 1029
Printer with paper feeder and software, £70;
Commadone 1901 Monitor with Atari 8-bit
lead, £140; 65XE, £50, Graham Whittle, 37
Wactfiald Road, Bilston, West Midlands.

ST SYSTEM: 5205T in mint condilion, pust
ower ane year old. 1 meg internal disk drive,
disk box, mamy games, dust cover, mouss
miat Fro 5000 joystick with joystick/mouse
ports extender, only £260 o.n.o. Telephone:
01-542-3480,

XL SYSTEM: 800XL, 1050 disk drive, 1010
cassette recorder, joystick, paddias, car-
irdges, loads of disks including Utima (1,
Phantasie, Autodusl with over 60 maga-
zines, all baxed, £150 but buyer must col-
lect. Contact Colin an: 031-554-7046
[Evanings).

XL SYSTEM: B00XL with 1050 disk drive,
Printer (Epson compatible), joystick, lols af
saoftware and magazines, £210. Phone:
0772-435254,

B-BIT SYSTEM: 800 (naot XL) plus 410 cas-
sefte recorder with leads and over 35 games
on cassette, £50. Phone: 051-638-6843 after
4pm,

PRINTER BARGAIN: 1029, boxed and in-
cludes manual, disk copy of 10-PRINT and
disk of utilities for printer (Dump15,
Dump1028, Font, List, Print 1029, elc),
£75.00 o.n.o. Writa to: Mr.G.D.Wead, 4 Mat-
lock Drive, Chadsmoor, Cannock, Siafts,
WS511 2EM or Phone: 05435-5086.

MIDI MODULE: Roland MT-32, ideal for ST.
Multi-tirmbral synth urit with drum sounds,
£250. B-bit software: File Manager 800, Visi-
calc, some gamas, also printer inertace and
Datari modem interface - offers? Phone
Q702-610424.

PRINTER/PLOTTER: Atari make and in ax-
callent condition, onty £60.00. Tel,
01-574-6249 (Soauthall, London),

XE SYSTEM: 130XE, 1050 disk drive, XC12
tape deck, 40 disks and 25 casseties of
games, some old classics, Atari Liser mags
Mos. 1-38, Page & Nos. 6-40, dust covers
and manuaks. Will not split, buyer to collect,
£250. Tel. 061-633-7785 (Cldham)

ASSEMBLER/EDITOR: Cartridge and
mamnual. Other manuals:- Operating Systam
Listing (400/80:0), De Re Atari (Training
manual for professional programmers), Atari
Basic, plus 8502 programming text books
(2}, £E20.00. Phone: O734-472478, evenings
[Raading).

XL SYSTEM: 800XL with full sat of brand
new ram chips, 1010, ¥C12, Cuickshot 11
joystick, over £200 worth of software, all
manisals, partly boxed and in parfect condi-
tian. Will deliver, £80 o.n.o. Tel. 02985
738738,

WANTED

GET IT RIGHT: Original checking program.
Gan type it in myself if somacne will lend it
1o me. Mr.J.Simpson, 10 Ballot Hill Crescent,
Bilsbomow, Nr.Preston, Lancs. PR3 0RX.

DISK DRIVE HEAD: Help!! My 810 disk
drive head has finally died and | need a
replacement urgently. It is an early 810 and
Is described in the B10 field service manual
as 'The Head Garrlage Assembly’. | would
alse ke 1o swap hints, ideas and programs
with usars fram all aver the world. Write 1o
lam Duncan, 1 Pearson Streel. Clarance
Gdns., Adelaide, South Australia.
AUSTRALLA,

PAGE 6 BACK ISSUES: Mumbers 1 - 18
pleass, Reasonable price paid. Ring Phil on:
051-355-1834.

TECHMICAL HELP: Doas anyona know a
source of supplier for the 13-pin ‘D’ socked
{lor use an home-obuilt interfaces) and plugs
1o sulf for the serial port on XEXL machines
pleasa? Ring Harry on: O7E7-473136

GRAPH-IT: On cassetfe please. Also ATARI
LOGO on ROM. Phone Pete on: 0604
TaTo2.

DISK DRIVE: 1050 or XF551 in good condi-
tion. Phone Duncan an: 027879 2531
{Essex) after Tpm

TAPE DECK: 1010 in GOOD conditicn.
Contact Matthew on Reading (0734)
574167,

XF551 DRIVE: Has anyone bought one of
thesa drives in recent months? | am irying 1o
trace the whereabouts of drive serial num-
ber: 01 7B3000020. Reward for any usatul
information. Contact Mick. 23 Sybil Road,
Wisbech, Cambs. PE13 3NG or phona:
0945-587564,

ATARI ARTIST: Wanted on cariridge and
with Touch Tablel. Telephone Barry Archer
on 0268-751333 atter Bpm.

1050 DISK DRIVE: Must be in very good
condition with all leads, manuals and some
software. Better still if in Deroy or Chester-
fiedd area. Write quoting price required to:
Steven Wilds, C/Payesas 30, 0746 Pollensa,
Majorca, SPAIN.

PRINTER/PLOTTER: 1020 wanted, prafar-
ably with instructions, pens and paper. \Write
to: John Robinson, Lady Hall, MILLOM,
Gumbria LA1E SHR or Phone; 0229-T16363.

FOOTBALL/RUGBY SOFTWARE: Any of
this software for 65XE on cassaefie, cartridge
or disk (XF551) that you would be willing to
sell. Phone: 0874-730034 or write with list
1o: Daniel Aobinson, 17 Penconuin, Llangy-
midr, Nr.Crickhowell, Powys NP8 1LT.

ARCADE MACHINE (Broderbund): Must
be in good condition an cassetie and with
origingl instructions. Reasonable price
please. Phone: Chester-Le-Straet
[Co.Duwrham) 3886154 on Mondays between
Spm and 5.30pm.

PAGE 6§ BACK ISSUES: Numbers 1 1o 18
inclusive. Vary genercus offer made. Con-
tact: Phil at 22 Rochester Driva, Ellesmens
Port, South Wirral or phone 051-355-1834
after 7.30pm.

DISK DRIVE: £20.00 + postage offered for
DEAD 810 drive (must be complate with
PSU). If you have such a beaste please
write to: Dawvid Hoare, Flat 5, 50 St.James
Roed, Leicester LE2 1HO. [Pleasa include
your daytime telephone number it possibli).

More CONTACT on page 50
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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 bit system to your 5T without the need for a costly
interface. TARITALK comes complete with interface cable
and software to transfer text files, database information,
pictures, music files and more to your ST

TARITALK is just £19.95
and is available exclusively from PAGE 6

- use the order form or felephone us for credit card orders

Let your young ones enjoy learning with your XL/XE

A delightful program to teach four fo five year olds fhe alphabet
plus word construction and word and picture association. Guide
them with those first steps whilst also feaching how fo enjoy the
Atari as a creative tool. SPELL ME has been written by a qualified
feacher and has been enjoyed by hundreds of Atari owning
youngsters. Why not let your children enjoy it to?

SPELL ME is avallable on casselte af £4.95 or disk at £46.95 axclusively
from PAGE é. Use the order form or telephone for credit card orders

XE  REPLACEMENT °'

EXTENSION CABLES

BROKEN JOYSTICK?
Nine out of ten ‘broken’ joysticks require
only a replacement cable 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 fit other joysticks although the
lugs may need replacing
REPLAGEMENT JOYSTICK CABLE £2.50

ST JOYSTICK/MOUSE
EXTENDER

Mo more fiddling about underneath Four

1040 or 520. This short extender allows

both joystick and mouse to be connected

a short way from the sockels. Saves wear

on the plugs and sockeis and makes

swapping of joystick and mouse easy
£5.95

CABLES FOR XL/XE

XLE 1 METRE REPLACEMENT

OTHER CABLES FOR ST

HARD DI5% REPLACEMENT CABLE £15.05
HARD D15 EXTENSION CABLE {1 METRE) £14.05

SERIAL CABLE PR
2 METRE FLOPPY DISK DAINE CABLE F15.95 e
7 METRE FLOPPY DISK DANE EXTENSION CASLE  £1495  XLIME TO MONO MONITOR €%
1405 T/S20STFM T MOKITOR WITH SCART 185  XLME TO SCART 1)
SOCKET HL/KE TO COMPOSITE VIDED w1
03T T0 PHILIPS 533 MOWETOR 1185 i

MONOCOLOUR SWITCH LsIT P985 ;

[kiows Fana and nlour maniiars b reman All cables are top quality
conmicled and switched) for faultiess data transfer

FAIR OF COILED MIDI LEADS £7.95

READERS orrers

See this page and inside back cover for details

FOR YOUR XL/XE

THE BIG DEMO £3.95
ISSUE 41 DISK (with DOUBLE BONUS) £2.95
ISSUE 40 DISK (with GRIDWARS) £2.95
ISSUE 39 DISK (with PRO GOLF) £2.95

UNDER STARTERS ORDERS
Cassette
Disk (Issue 37 disk)

TURBO BASIC (Disk)

SPELL ME
Cassette £4.95
Disk £6.95

MINI OFFICE Ii £14.95

FOR YOUR ST

STOS BASIC £21.95
STOS MAESTRO PLUS £49.95
STOS SPRITES 600 £10.95

THE JADE STONE £9.95
DOMES OF SHA TRI-PAK £9.95
TARI-TALK £19.95

CLIP ART COLLECTION 1 £10.00
CLIP ART COLLECTION 2 £10.00

£2.95
£2.95

£3.95

000 O ({00 0(0

LOOoL oo

Postage included in U.K. Europe add £1 per order.
Isewhere in the World add £2 per order.

MName

e LT R PR T T P

D Cheque/Postal Order enclosed for €
EI | wish to pay by Access/Mastercard/Eurocard/Visa

card No.[ ][I0 T CICICIC] CICICIC] LT

Please debit my credit card above with £

ol G ML 5 s o i e e v e e
Send your order to

Exliﬁvdata:
CIL00
PAGE 6 PUBLISHING

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

Please allow up to 28 days for delivery
Please feel free to photeopy this form or write your order if you do not wani fo cut the magazine

MOVE YOUR PRINTER

You don't need to keep your printer so
chose o the computer. An extension cable
will fit between your existing cable and
your printer to enable you to place the
printer almost amywhere you want. Don't
be restricted! Fits any Centronics setup.

2 metres £7.95
3 metres £11.95 5 melres £14.95

ost and packing free in UK. Send cheque or P.D. or quote Access/Visa number fo

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR
Telephone orders by Access or Visa accepted. Tel. 0785 213928

ST to 850 NULL MODEM CABLE

i Ijl.-l:lu already have an 850 interface or

Connection you can now hook your
HLTE up to wour ST and transfer files
with amy comms program. This cable
simply plugs between the interface and
ST modem port. Use Kermit (available on
both machines) or similar to transfer files

£8.95

UNDER STARTERS ORDERS
NOW AVAILABLE ON TAPE for jusi £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

* T races per meeting

* Name you own horses o
vt sl g e Do-you really want fun software on cossetfe?

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

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

extra

PENPALS

8-BIT USERS: | would like to hear from B-bit
cassatte users from around the world to
swap hints, tips, etc. | own a 130XE « XC12
data-recorder. Please grab your pens and
write to: Tony Glbson, 52, Edinburgh Awa-
nue, Leigh-on-Sea, Essax.

XL USER: My name is Ray and | have an
BO0XL, 1050 disk drive and 1010 tape unit. |
am interested in all types of software,
arcade, adventure, etc. All letters will ba
answered, Write to: A.Robertson, 19 Littleb-
ury Green, Bazlidon, Essex 5513 1PA

XL USER: Is there anyonea out there who
would like to swap hints, tipa, etc? | have
just bought an 800XL and am hoping to get
a digk drive, If interested please write to:
James Anderson (aged 14yrs), 7. Hinching
Brook Close, Woolon Ride, Kings Lynn, Nor-
folk PE30 3TY. (Preferably aged between
12-16yrs!).

FINMISH B8-BIT GROUP: We are a small
8-bit growp in Finland loaking for contact with
other groups and individuals. All information
and advice very much appreciated. In fum
we will sand PD and'or souvenirs, YWe would
also like to join as many International clubs
as possible. Used books, periodicals and
equipment as well as educational, utilities
and demo programs most welcome, Write
io: Esa Ruoho, Kotikonnuntie 6 B31, 00340
HKI, FINLAND.

ATARI USERS: My name is Garry and |
want to get in fowch with ANY Atari users
with programming ability as | need your help,
Wirite to: Garry Smith, 76 Balield, Digmoar,
Skelmersdale, Lancs WHNS 9H..

B-BIT PENPALS: Wanted anywhere in the
world. | have an BOOXL, 1010 tape wnit,
1050 drive, 1020 printer and monitor. | am
imterested in all types of software, Write 1o;
Barry Archer, 05 High Road, Benfleat,
Essex 580 5R2Z.

CONTACT
enthusiost for contacling ot
excepl those offer

ix FREY of charge

ing items for sale commerciall
notice receivied at his discresion.
Send v

HTie 1R

part of a letter.

g soltware only for

COMTACT notice to CONTACT.
Flease w Fite your nolice on o S roale

ST CONTACTS: Wanted to exchange help
and information on the use of my new ST.
All latters answared, | am also looking for
the ORIGINALS of any of the 551 D&D
R.P.G. Anyone got any for sele? Please
write to: Jason Bradwell, 157 Crosby Road,
Grimsby, South Humbersice DN33 1LY, Tel:
04 72-Ta584,

8-BIT USERS: | would like to hear from 8-bit
anthusiasts from all over the world to swap
hints, games, programs and ideas. | am 14
years old and have an 800XL with 1050 disk
drive. Please write to: 2 Lilus Mah, Mudarris
Salih Rustul, Bey Sok, Huzur Apt.D16
Etikerl, ISTANBUL, TURKEY.

ANGLOVSPAMNISH 8-BIT USER GROUP:
Anyone interested in joining? Would e 1o
contact tape-based users anywhere. Has
anyone got an adventure compller on tape?
All letters answerad, Write to: Steven Wilds,
C/Payesas 30, 0746 Pollensa, Majorca,
SPAIN.

XL PEMPALS: | have an 800XL with a
XC12 caszette and over 160 games. Would
you like to exchange some of yours for
mine? Please write with lisi. All latbers
answared, Contact: Dean Chadwick, 138
Townsfiold Road, Wasthoughton, Mr.Bolton
BL5 2NT.

XE¥L PENPALS: My name is lhab, | have

an XE cassette-based system. | would like to

hear from any XL/XE users anywhasa in the
workd. | have lots of software and utilities
and wish to swap ideas. Pleass hurry! Write
fo: lhab Aboudaya, 74 Esher Park, Lucan,
Co.Dubdin, IRELAMD.

ST USERS: | am kooking for penpals in the
U.5.A. and‘or Canada to exchange game
tipahints. Are there any ST wsers in those
countries who are nterested? If 5o, just drop
me a latler. Write to: Kees Maas, Van
Pedestraat 14, 5622 BG Eindhowen, THE
MNETHERLAMDS.

aind may be used by any genuine Atari
' OYWNErs

ncluded
offer

Any notice may

sale or exe ange or by

The Editor reserves the right to omit any

PAGE 6, I.0). Box 54, Stafford
sheel ol paper, nol ax
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} 8 -BIT SOFTWARE |

MO0R SHUTTLE *
MOALOCE TOWER

MR ROBOT AND FACTORY
HEW YORK CITY

THE MIGHTMARE

DNE D8 DNE

[ RILEYS MINE *

PACIFIC CORET HRGHWAY *
PHANTDM

S
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SPELLBREAKER

b |

SMAEH HITE 7

TAIL OF BEAT LYRAE
APPER

TRINIAL PURELIT

TUMBLEBUGE

DESIGHER'S PEMCIL
DOOGE RACER
ORASONS EYE

EMCHANTER

E3CAPE VULCAM |ELE
FOOD FIGHT

F-13 CONSTRUCTION SET
HACKER

HARDEBALL

HOLLYWOOD HLINX
JEEPERS CAEEPERS

JURD FRET
KING AATHUR'S HEIR
LABYRINTH

-

IDAK 1

IDAK B

FOCOM 'IWMSICLUES
DATASDFT BASIC COMPILER
ATARPHITER PLUS
SPRATADDS X

PRINTEHOP

TIMEWISE

FAMILY FIRAMEE
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ROGRAMS WANTE

Your programs are wanted as BONUS programs for
our issue disks. What we need are machine code
games or utilities that would be too long to print as
type-in listings. Programs that have lots of support
files to read in or things that fill an entire disk. How
about games that were released commercially but are
now long gone. If you are the author and have the
rights you can earn yourself a few bob more. We will
pay you up to £100 for BONUS programs depending

on their complexity and nature. There must be dozens

of programs out there waiting to see the light of day,

50 send them to us.

Make sure your disks are clearly marked BONUS and
that the programs are adequately documented. Send
them to PAGE 6, P.O. BOX 54, STAFFORD, 5T16

New Atari User - Issue 41

UPDATE

CATCH DAY (ISSUE 39): A few more amendments and
comments on this program have been received from Robert De
Letter in Belgium. Robert comments as follows:

In line 14 a zero is poked into location 729 (no auto delay
rate). This will not work on the old Atari 400/800 computers.
Line 976 must be renumbered to 1000 and then the original
line 976 should be deleted.

In line 9220 the program reads 223 DATA statements (FOR
[=0 TO 222) and there are only 222 items in lines 2310 to
9317 so the first item of line 9320 is added to the FOR/NEXT
loop in line 9220! Line 9220 must be changed to FOR =0 TO
221.

PRO GOLF (BONUS ON ISSUE 39 DISK): A letter
from M. |. Bennett in Surrey solves a little problem with this
game which we knew about but were not sure whether it was a
'feature’ or a bug! If you slice a ball, it sometimes flies off
backwards at high strength but this can be amended so that it
is sliced at an angle of about 12 degrees and at only a propor-
tion of the strength selected. Just add a couple of brackets to line
360 amending the line as follows

60 IF IMP<14 OR IMP=16 THEN ¥ "SLICED":
STR=INT(STR-8TR/(RND(QO»*Q3+Q1)): DG=D3-12:
IF IMP=>16 THEN DG=D3+24

Mr Bennett goes on to say that the GOLF program is the best
game he has ever played. We don't disagree with that!




This issue, the serious stuff. Arnor have a new data-
base program to compliment Protext, still the finest
5T word processor. PRODATA includes all the stan-
dard features of a database and has the added
facility of being totally compatible between the ST
and PC versions. Arnor claim that you can simply
take the disk out of your 5T and insert it in the PC!
Price is £79.95 but you might just catch it at the
introductory price of £55. Software Express mean-
while have an excellent point-of-sale package called
CRICIT which will enable any small business to have
full stock control, invoicing and customer records
with a standard ST. The software can read and
create barcodes and, as shown at the PC Show, it
was very impressive and looks like being something
any shopkeeper should consider. Price is £249 plus
VAT and you can get further details from Mike Jones
or Peter Fellows on 021 643 9100. FONT DESIGNER
is a new top quality program that allows users to
design new Postscript fonts as well as logos and
symbols. The program will also convert to GDOS
fonts. Maybe a little specialised but a top quality
serious program. If you are interested contact Barry
Parkinson of PCG Computer Software on 0229
36957, Fast Technology have a little product called
TURBO 16 which incorporates a 16Mhz CMOS 68000
CPU together with 32k of cache memory to provide
significant speed improvements on all ST and MEGA
machines. Over 60% speed improvement is claimed
on all types of software but it will set you back a
hefty £299. Details from FAST Technology on 0734
784933, On the Education side a new package is due
called PLAY AND READ which comes complete with a
set of five reading books and a story cassette. The
program has been available on the BBC for some
time and has been extensively used in schools where
the success rate in teaching slow to learn pupils is
said to be very high. Prisma Software have many
testimonials from teachers regarding the success of
the program and, in bringing it to the ST, hope to
encourage parents to help their children at home.
Further details can be obtained from Jason Salisbury
at Prisma Software, P.0. Box 211, Chester, CH1
3NJ. Telephone 0244 26244. Frontier Sofiware
have, meanwhile, dropped the price of its Xtra-RAM
memory upgrade kit to £299.95, a saving of £100.
This new board will expand any 5T to 2.5 Mb and the
MEGA 2 up to 4Mb. Just the job for those who might
want to run the Ultrascript option on the new Fleet
Street Publisher - we might have to send in an order
soon! Frontier can be contacted on 0423 567140.

INDIANA JONES
THE ADVENTURE
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"'NVENTORY CONTROL ...
at CASH REGISTER PRICES!"

ST e -

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 lists 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

£249 + VAT e BEETE
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COMPUTER SYSTEMS LTD
212-213 BROAD STREET.
BIRMINGHAM, B1S 148
Telephone: O21-643 Y100
TeleFax: O21-643 8358
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NOW AVAILABLE

CLIP ART 2

for use with Fleet Street, Timeworks, Easy-draw,
1st Word Plus, in fact any ST desk top publishing
or layout program

B

@ Hundreds MORE images on four

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 cartoons; <o -
borders, headers, classic art, whimsy, holiday;

XXHHHAAANX
FOUR DISK collection just £10!
CLIP ART COLLECTION 1* still available at £10

Ask for CLIP ART COLLECTION 1 or 2 available only from
PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR

cheque/postal order, Access or Visa
one orders welcome on 0785 213928

Toleph

Many other general public domain disks are available from
the PAGE 6 ST LIBRARY, please ask for a copy of our catalog
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A588 BAT-PACK

IHCLUDES 2
BATHAM THE HOUVIE
ZFEALAND STORY
Fi8 INTERCEFTOR
*O0* PAINT I1II
HORKBEMCH 1.3
EICESTRART 1.3
AMIGA BASIC
DESETOF UTILITIES
MEM TUTORIAL FACE
TV HODULATOR

£369.008

g

symbols and much more - give your work real class!

HITH TEMSTAR FACK
£399.88 ’J

HEHW T
EPSON PRED SERIES
ST VERSION = £129.09
AMIGA WVERS - £129.09

CUMANA HICRODRIVES

ST VERSION - £94.98
\ AHIGA VERS - £84.98

[ os )

1 MEG UPGRADES-({94 .55
3.5 DS-00 DISKES
1@ = d7.45
3 = i32.29
182 = £62 .30

Zee £129 .08
mOD £8.%0 FOR 108
LN 5.5 DISK BON

.; ( aAHI GA uE

| STARTERKIT
EINDHDORDS HORD-FROCESSOE

HITH 108,888 OMLIME SFELL CHECKER

478,808 HORD THESAURUS
COLDUR GRAPHICS AMD PROFESSIOMAL TYFEFACES

ELFPORTS LC1O
Ak ROVANCED FEATURE

FUSIOM PRIMT

CRAZY CARS # HIHIATURE GOLF -~ SUFER SKI
THREE ToOP QUALITY ARCADE GAHES

= L_ 3N ALL PACKED IM OME PRESENTATION BOX MK _J

XHAS

COLOUR FRINTER

FRCEKED ART PACKAGE

f PRINTERS &

5 T AR
LE=18 BFH - £154 .88
LC-18 1T ==-- £178.82
LC-1@ CoLoum- £1987.80
LCEa-1@ LQ -- {2BE.80
LCiS BFFEED= (3@85.08
LC2d=158 Lg == iS85 .0
FR=18 3R@CPS=- L[355.0
¥B24 48P EHU=- f459.28

CITIIEM
|L'|2lb B --== L1E4.88

528 STFH
FOHER PRACK
£347 .88

S28 STFH
EXFLOREE FACKE

£269.00

imas STFH
HYPER ART PACK
HITH BORRODIND
30 STRATEGY GAHE

£439 .88

5T HEGA
BUSINESS FACK

£519.88

SHi1Z4 HONITOR

e £609 .80

-

FEEEE] UTILITIES

SOFTHARE BLITTER,

B8 DIsk EOOT COMSTRUCTION SET,
§ CLUSTOM FORMAT DIFK DUFLICATOR,

B8 pC CONSTRUCTION SET, SYSTEH SELECTO

: R, RAM/PRINT SFOOLER,

™.

et 11 T R LA ET T E LA LR LR L Ll
» ATAR| B8 BIT DISK NEW RELEASES

-l-l-I----l----4ll--l--hlhil.lihl-!!Il--l-n-dI|llq-lll.l-lll-l-ll-l-dl'l'lllilli-lln!ll

AHD TOOLS PACK HWITH EVERY £T PURCHASE

FROM B.WAR

=T DIAGHOSTICS, DISK EDITOR # CUSTOM FORHATTER,
ALARM CLOCK, QUICK FORHATTER, CALCULATOR,
FRINTER CLUSTOMISER TOOL, DESKTOR GMHES , [
%, SEFED HE SHITCHER AND SYHCRONIZERES
HORD-FROCESSOR AND HUCH .

F|||.|.|q|l-..l.il'..l-lihli-l!l

E SOFTWARE - B.BYTES

ZOLTAN ESCAFE E 5.89 ARG E 5.889
ESCAPER £ 5.99 CYBOR-STIEN E 5.08
A-IONE E E.99 B.BASE 1 E 12.85
FIVE DICE E 5.89

FLEASE NOTE = GCASSETTE VERSIOMS WILL BE AVAILABLE ON REQUEST

.ql-..‘-..‘.il.q.|.‘.HIlp{lllI.'q--pq...‘..l[-.l}|||I-lll-l:4lll-'lll-lihl'l!lIl-

L ATAR] ST MEW RELEASES FROH B.WARE SOFTWARE - B.BYTES

|.|,|qq|.-|-|.4.||.-|--...,44-l-.--....Ilnn-o--dhllll-llllu

PENGUIN E
BILLY BOUNCE E

lrinnnqnnlalt---hbdlIntqpo--lllllnllnd-lll-lll-d-illlllllIII-III'I-'Ill-i-dﬂ

18.93
4.88

SUPER TARD
JUHF JACK E

EERAEREAERA AR

E 24,95
4.88

L ATARI 5T EDUCATLONMAL FROH B.UARE SOFTWARE - B.BYTES

FEEESREERE BN R E R

.l.||-||||ql-lll-ullul-lll""lIl“--II'Pl"l"l"lllllll"lIlll

B.5PELL E 14.9%

PLAY SPELL E 14.9% KIDSOFT
COMSTUCTION SET E 9.85 AMTHALS
BIRDS DATA DLIBK Z E 9.9% B.SPELL

OVER 100 ATAR1 & BIT

ATAR] S20STFM EDUCATI

PROGRAMHES M STOCK #+ BODKS AND ACCESS0RIES

OHAL FACKE

ATAR| 5205TFH EDUCATIONAL + GAMES PACK

B.WARE SOFTWARE/B.BYTES

18 SO0UTHFIELD RD
HINCKLEY

LEICS LELD 1UA
TEL ©&a55 &13377

VIEA

ACCESS STATE COWPUTER
OFEH 8 - &
AM EXPRESS HON TO SAT

B.BASE 2 VER 1.5

E 14,95
HATHS E 14,98
DATA DISK 1 E 9.85
+ COMST SET E 19.9%

E355.00
£388. 00

PRICE LISTS AVAILABLE
PLEASE RING OR WRITE

]
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Home &Business

Mini Office Professional

ieﬁ Hi!

Presentation Graphics

TE 8 T

t&u aCreen  3i108s Beip

n lssue 39 1 gave a
cautious thumbs-up to
the first two modules of

the Mini Office Professional . s
range. This month, | have been

looking at the latest release - -
Presentation Graphics. Presen-

tation Graphics (hereafter PG) -
comes in the same style of i

small box, containing a ring- .
bound manual and two disks.
One of the disks, in addition to

R Ee -

Hip: Mfhice 3

use it for writing your message.

£ct qata serls)

the utilities common to all the
series, contains the mono-
chrome resource file. The other
disk contains both the program
files and sample data files
which are useful for familiar-

File: B PREFTTE GR4

Once you have your finished
graphs, you will want to show
them to an audience. To help
you with this, PG will either
print your screen in one of
three sizes (5.5" x 5.5", 7" high
x 18" wide, or 7" high x 9" wide
on my Epson), or it allows you
to build up a slide show. The
slide facility is aimed at both
live presentation and standing
demo. The latter is supported

by a timer, to specify the delay.
The former uses the mouse but-
tons to allow you to step for-
ward or backward through the

[k fiti LT3 Br‘qgh; ‘.ib:riirt $ligus falpt

‘slides’. Personally, [ would like

isation. The manual is of simi-

ST i
%(,__ BEE Tt

o BLCH UP G BiAE T

Hinl B0y §T

to see an additional cut down

e o
SR

lar good quality to the others.
Mini Office PG is aimed at the STRIEE L i Relpsigs castient
person who wishes to present L LS8
: : ot iy
numerical data using graphs. = | e e
PG allows you to load in iy Ty & §
spreadsheet data files, or ::reute ek /Eﬁﬁﬁ jﬁﬁ _; T
your own, and then display £ i
Mmﬁ.n*wiﬁﬂﬂ:?é.. T

them using one of five types of
graph. You can choose from:
Bar or Pie charts or Areq, Line

e i il et i e

or Scatter graphs. Each of these

:: !ﬂ. FERCIL (BULLET RUBBER

DEL Eflterial contasy
BB Harket Share

has many options. If, for inst-
ance, you wished to create bar
charts to display three figures
for comparison, you could have

hhhhh
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LINE & FILL
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version of this program which
just did slide presentation. As it
is, you must ensure that you do
not go past your last slide since
it will leave your audience
locking at the distracting con-
trol windows.

CONCLUSION

Mini Office Professional Pre-
sentation Graphics is not what
hd I would consider a full presen-
tation graphics program, since

the bars side by side, stacked on

top of each other, or drawn ‘3 dimension-
ally’. You can configure the colour and fill
pattern with which they are drawn, axis
labelling, scaling and the display of a grid.
Patterns can be chosen from 100 prede-
fined ones, which include such designs as
cats, cake slices and hearts. If you do not
find one to your liking, you can define
your owrn.

DIFFERENT TYPES

Database have done a lot of thinking
about the possible types of graphs, and
have covered many common requirements.

Title: Mini Office
Presentation Graphics

Publisher: Database Software

Price: £24.95

Reviewer: Matthew Jones

Since you have on hand the ability to
create many different plots, they have
thoughtfully included a table to help you
decide which are best for particular pur-
poses. A check-list of all the items you
should have included is also helpful,

A basic graph will probably not convey
the complete message, so after you have
created your graph you mowve over to the
Art Screen. This (under-documented) facil-
ity allows you to add text, basic graphics,
and a pattern key to your graph. The key
facility is especially useful when labelling
Pie charts, which do not have automatic
labelling. If these basic art facilities do not
satisfy you, then you can do further crea-
tive work in other graphics programs since
PG saves using the standard PI2 or PI3
format (according to the graphics mode -
it works in both colour and mono). As
added flexibility, PG will plot the graph
restricted to a portion of the screen, so that
you can plot up to four graphs to the same
screen. By leaving an area blank, you can

it does not give good support
for straight text slides. You can produce
text but there is no auto-alignment avail-
able. Since PG uses a standard file format
which other programs could create, it is
not, however, a serious drawback., There
are a lot of different modes in the prog-
ram, allowing you to enter data, select
groups for graphing, and more, but they
are well designed and easy to move be-
tween. Neither PG nor any of the other
Mini Office programs have ever crashed
on me, which for a first release shows good
programming and careful design. As a re-
sult, Presentation Graphics is a program
that is well worth buying if you have any
numbers that would be easier to under-
stand as a graph - whichever style you

fancy.

Review by
Matthew Jones
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languages

HiSoft C

Finding C too cumbersome or difficult to learn?
Steve Pedler has discovered a version that makes it easy

C is a compiled language. To pro-
duce a program, you type it in
using a text editor, the text is

then converted into machine language by

the compiler and, to produce a working

program, this must then be linked to a

pre-written library of functions by a sepa-

rate program, the linker. Only when you
have done all this can you actually run
the program, and if it doesn’t work you
have to go through the same edit- com-
pile-link cycle all over again.

This process will have put off many peo-

ple who would otherwise like to have

learnt C. For this reason HiSoft's new C

interpreter (from the French company Lori-

ciels) is to be welcomed. This version of C

functions just like a BASIC interpreter, you

type in your program and when complete
just select ‘Run’ from the drop-down
menu. No compilation, no linking and if
an error occurs you are simply returned to
the editor.

THE PACKAGE

HiSoft C comes on two single-sided disks,
one containing the interpreter and associ-
ated files, and the other help files, source
code and examples. The editor and inter-
preter are fully integrated and the libraries
are memory resident so do not have to
loaded when your program is run. There is
a thick (339 page) spiral bound manual
which has a useful section for newcomers
to C. The manual is generally very good; it
has been translated from the French and
contains a certain amount of Gallic
humour which thankfully is not too intru-
sive (see page 14 of the manual for a good
example). It does contain a number of
spelling errors and the occasional mistake
but this should not cause problems,

The editor is fully GEM-based and quite
good. It is not as good as Tempus (few
editors are) but is better than many pro-
vided by compiler publishers. Among its
features is the ability to contain up to
eight programs (‘modules’) in memory
simultanegusly. These can be treated as
entirely separate programs or as one large
program, thus allowing you to build up

Title: HiSoft C
Publisher: HiSoft
Price: £49.95
Reviewer:  Steve Pedler
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libraries of frequently used code. The edi-
tor has an auto- indentation feature -
when entering code for if' or ‘while’ loops,
it will automatically indent the code in
these loops and provide opening and clos-
ing braces. Usually this is very helpful, but
on occasions it can prove a real pain in
the neck, especially when you decide to
enclose some already written code in a
loop. Simple syntax checking is also pro-
vided, the editor will not let you leave a
line containing a string without both the
opening and closing inverted commas, for
example,

HiSoft C does have one or two problems.
The main one is that the program will not
run in low resolution. This means that
those users who do not have access toa
compiler will not be able to write low re-
solution programs at all. The
maximum line length is only [
127 characters, which is rather
short if you are typing in long
strings, although it is easy
enough to work round this
problem. Finally, the editor
saves programs in its own file
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ming GEM easier; the source code for this
is included and may be modified or com-
piled. The libraries are said to be almost
completely compatible with Lattice C and
this does appear to be the case. There are
some very good and easy to use debug
facilities provided and the interpreter traps
the TOS exceptions so that crashing the
machine with bombs on screen should
occur much less readily. If desired, com-
piled C and assembly language modules
may also be incorporated into your
program.

The manual says that it should be
straightforward to compile programs writ-
ten in HiSoft C. From personal experience
this is certainly true, [ had no difficulty
making the small changes necessary to get
my Lattice compiler to accept programs
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pile a program. To get round PR s 0k gy :
this, the editor can be switched leward = Wi; =

into ‘text editor’ mode which
will load HiSoft C files and resave them in
ASCII format, but while in this mode you
cannot run the program! [ cannot help
feeling this is unnecessarily complex.

THE INTERPRETER

This is a pleasure to use, although just
clicking on ‘Run’ and seeing it happen is
very odd at first if you are used to a
compiler. The version of C implemented
here is almost a full K&R C, with one or
two minor differences. The main one [
found is that global character arrays can-
not be initialised outside a function, while
local arrays can be initialised inside a
function - both directly contrary to K&R. I
suspect this is due to the very different
demands of an interpreter as opposed to a
compiler.

The libraries provided are extensive and
include all the usual C functions plus GEM
and TOS routines (the latter built directly
into the interpreter rather than as macros
obtained with the osbind.h header file as
is usual with a compiler). There is also a
GEM ‘toolbox’ designed to make program-

written with the interpreter. Programs can
be ported in reverse direction as well, but
HiSoft warn that this may be more
complex.

CONCLUSIONS

The principle advantage of this system is
the short development time and interac-
tive debugging it makes possible. I think
this should considerably increase produc-
tivity and make program writing more en-
jovable. It does have some disadvantages.
Programs written in HiSoft C will invari-
ably run slower than their compiled
equivalents (a problem inherent in almost
any interpreter) and it will not produce
PRG files executable from the desktop -
the interpreter must always be in memory
if you want to run a HiSoft C program.
Mevertheless, beginners to C will find it less
of a culture shock than using a compiler
for the first time, while more advanced
programmers will appreciate the speeded-
up development time and debug facilities.
I can heartily recommend this program.
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Sixteen Bit Superdeals from the Sixteen Bit Specialists !
CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier.

X 520 STFM Power Pack Amiga A500 BAT Games Pack
£359.00 £399.00 ‘ g .
Inc. VAT and Next Day Delivery

Power Pack includes: Inc VAT and Next Day Delivery

E‘ED SI;—1FM 512K Keyboard with Built-in 1 Megabyle disk drive and TV BAT Games Pack includes:
odulator : ek g WY : ,
Over £550 worth of games software, including OutRun, Gauntiet 2, * Amiga AS00 512K Keyboard with Built-in 1 Megabyte disk drive.

R-Type, Space Harrier, Super HangOn and 16 more Top Games * Free TV modulator worth £24.59 allowing you to use the Amiga with
%ﬁ;aniser Business Software including WORDPROCESSOR, a normal TV,

PREADSHEET and DATABASE. * DELUXE PAINT Il and PHOTON PAINT Graphic Packages
First BASIC and First Music Utility Software WORTH over £100!

FREE JOYSTICK AND FREE USE MAT WORTH £4.95 !
Al leads, manuals PLUS MOUSE and free mains plug! * FREE, only-just-released BATMAN - THE MOVIE games software.

REMEMBER! Many ST's do not come with BASIC - ours come with * NEW ZEALAND STORY arcade games software.
ST BASIC REV D by Metacomco. # F16 - INTERCEPTOR - amazing 30 flight simulator software.
* A further £230 worth of Games Software, including BUGGY
520STFM Explorer Pack BOY, MERCENARY, BARBARIAN, WIZBALL & six more games.
£279.00 « FREE MOUSE MAT worth £4 .95
* Amiga BASIC, Amiga EXTRAS 1.3, Workbench 1.3 PLUS the

* Explﬂrar F'_i_'ac:a Inchudes S205TFM 512K Keyboard with built-in 1 Megabyte Dk Amiga Step by Step Tutorial.
fve and Modulatar .
# 1 FREE Game, ST Tutorial and METACOMCO Basic worth £25.00 * All leads, manuals PLUS MOUSE and mains plug!

+ All Leads, Manuals PLUS MOUSE and FREE Mains Piugl + Free mouse mat worth £4.55

1040STFM Ultimate Art Pack
£439.00 Amiga A500 Btésinass & Eames Pack

+ Includes 1 megabyte keyboard plus Hyperdraw, H int, Organisar Business
Software, First Basic, £ ‘u'uucﬁ:Jf toward 3 Atari Mams and Metacomco Basic 4 9'

* includes everything in our Amiga Games Pack PLUS a Comprehansive
1040STFM Business Pack Suite of Business Programs including, Scribble I| WORDPROCESSOR,
£439.00 Analyze || Spreadsheet and Organise Database.

Business Pack Includes:
* Atari 10405TFM Keyboard with 1 meg memory and 1 meg built- in disk drive

plus TV modulator.

#* D3RS worth of Business Software including MICROSOFT WRITE word processor (£150), AMIGA 1 MEG!
SUPERBASE PERSONAL Database (£60) and VIP PROFESSIONAL Lotus 123 £499.00
Spraadshest donae (£150). Metacomco Basic (£25.00)

+ All leads, manuals and mousa.

Announcing the new Amiga 1 meg-an A500 system with fitted 1

m e memory axpansion and clock card PLUS TV Modulator
Aﬁ%aggAGDN'S'ZAIH a six disk 1 meg megagame!

MEGA Egl.zﬁglgsg PACK
Features: " AMIGA 1 MEG “

+* Separate Keyboard and System Unit
* All the Software included with 1040 STFM Business Pack. £519.00
+ Blitter chip installed for faster graphics

Jic S IoN MaRa Motior..... 209800 Our Amiga 1 meg + also includes the £230 worth of games software

normally given with our AS00 Games Pack.
ACCESSORIES
Quickshot || Turbo Joystick £9.95  Branded Memorax 3.5° DS DD Disks
Competition Pro 5000 Joystick ...£13.95  BOX 0f 10.....c..ccoveeeresrrvrccnnerrn £13.95 EXTERNAL DISK DRIVES
Competition Pro with Autofire .....£14.95  Memorex Disk Box Atari SF314 1
Konix Speedking Joystick : For 40 3.5 Disks i Amiga A1010 1 _
Red Mouse Mat with Amiga logo...£5.95  Amiga 1/2 Meg Expansion........£119.95 | | Cumana 1 Megabyte Atari or Am

Plain biue Mouse Mat................£495  Conrol Centre Atari or Amiga : NEC 1M e Atari or Amiga

; ; . Atari Megafile 30 Hard Disk
Contriver Amiga and ST Mouse with FREE Holder and Mouse Pad £20.95 New! Commodore A590 20 meg hard disk
PRINTERS

Star LC24-10 24 pin incl. lead ST/Ami

Star LC10 including interface lead for miga M ONITO HS

Star LC10 colour including interface lead for ST/Amiga......

Citizen 120D including interface lead for ST/Amiga Commodore Amiga A1084 Stereo colour Monitor inc lead
SEIKOSHA 80 COLUMN PRINTERS - A NG PRICES Atari SC1224 Colour Moniter inc lead

Seikosha 9 pin NLQ including interface lead for STMmiga Atari SM124 Mono Monitor including lead

CREDIT CARD ORDERLINE 0908 378008 = -

To order: either call the credit card order line above with your Access/Visa credit card details or make a cheque/PO payable to Digicom Computer Services Lid.
and send it with your order to the address below. We've moved to larger premises - Callers most welcome!

_ _ DIGICOM R
Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ VISA
All prices include VAT and next day delivery by courier | -
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John S Davison’s
regular guide to
all the ways
of making music
on your favourite
computer

ant to make music with your computer? If
so, this new regular feature should be of
interest to you. It takes over from the
‘MIDIot's Guide to Music Making' concluded
in the last issue, and is designed to cover any
aspect of making music with a computer. Although MIDI
now plays a leading role in musical applications on a
computer, [ don't intend to concentrate exclusively on
that topic. In fact, if it's music related I'll be happy to
include it here - whether ST or 8-bit based!

In future issues I'd like to cover the topics YOU are
interested in. Please feel free to write to me care of Page 6
Publishing (see Contents page for address) with sugges-
tions for things you'd like to hear about, or with any
music related questions or problems. | can't guarantee to
know the answer to everything, but I'll do my best to
help where possible. If you'd like a personal reply PLEASE
enclose a stamped, self addressed envelope with your
letter.

BARGAINS GALORE!

There couldn’t be a better time to get started in the
wonderful world of MIDI music making. As I write this
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Yamaha are busy introducing new home keyboard and
synthesiser products into the shops and are offloading
remaining stocks of last year's models at crazy prices.
For instance, I've recently seen the PS5-480 and PS5-680
keyboards on sale for £99 and £129, over a third off
their normal prices! They've been replaced by the P5S-
580 and P55-780 models, which are virtually identical
to their predecessors apart from cosmetic detail and a
few changes to the automatic rhythms. I've already
sung their praises in the MIDIot's Guide so I won't
repeat it all here. At these low prices they're irresistable!

Further up the range there are similar whopping re-
ductions on models from Yamaha's PSR and DSR series,
with savings of up to around £200 depending on the
model. Again, they've been superceded, but this time
by completely new models. The newcomers use a new
form of synthesis technology called DASS (Dual

Architectural Synthesis Systern), which uses a mixture

of digitally sampled sound together with an advanced

version of Yamaha's FM (Frequency Modulation) synth-
esis method. Whatever it's called it produces some very
nice sounds, to my ears anyway!.

If you want to move out of the self contained "home
keyboard’ area and get something a little more profes-
sional, then models from the ¥5 and DX synthesiser
series could interest you. These have none of the ‘fun
features’ of the home keyboard, i.e. no automatic
rhythms and accompaniments, nor do they have built-in
amplification facilities. Their FM technology may be old
hat by today's standards, but they're still capable of
producing stunningly beautiful sounds. As an example,
the YS-100 has just been cut from £599 to £349, and its
bigger brother the ¥5-200 is down from £699 to £449.

There are a few Casio keyboard bargains around, too.
Most notable is probably the discontinued CZ-2305 home
keyboard, now selling for just £119 in a number of
specialist music stores. | don't believe it’s as good as
Yamaha's P55 models mentioned above, but some people
prefer the Casio sound to Yamaha's. It's worth a listen if
you can find one,

Mot all music stores are carrying these offers, so you
might have to search around to locate them. Your best
bet is to read the adverts in specialist music magazines
such as Music Technology or Sound On Sound. All the
big companies advertise their special offers here, so
they're a good place to start.

OK, I'll come clean, | just couldn't resist Yamaha's
offerings, so I've added a Y5-200 to my trusty P55-680 on
which I've served my MIDI apprenticeship for the last
year or 0. It's now connected to the 5T along with the
PSS-680, and first impressions are that ['ve entered a
whole new ballgame! I'll tell you more about it next
time.

THOSE SHOWS!

It's currently fashionable to moan about computer
shows, but one of the great things about attending them
is discovering unexpected bargains. The downside to this
is that it usually results in a severe pain in the wallet!
I've long been a fan of Steinberg’s legendary musical
application software for the 5T, but the high prices have
always kept me at bay. Until the last Atari User Show,
that is! One of the stands was selling the Steinberg Pro-12
sequencer for £49.99 instead of its normal price of
around £130. OK, so it's a cut down version of the
Pro-24, but real Steinberg quality for less than £507
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Unbelievable, but true!

I've been using Pro-12 for a couple of months now, and
I must say it's living up to expectations, give or take the
odd bug. After happily using Activision's Music Studio
(which [ still like as an inexpensive step-time sequencer)
the change to real-time sequencing with Pro-12 was
sormething of a culture shock, However, it also has step-
time facilities so you can continue using this method of
note input if your musical keyboard skills aren't up to
playing in real-time!

While we're on the subject of shows you may be interes-
ted to hear that plans are afoot to mount a specialised
show aimed at the MIDI enthusiast! Westminster Exhibi-
tions Ltd. have just announced that the MIDI Music
Show will take place in London at the Novotel Hotel,
Hammersmith on 7-8 April 1990, It's aimed at both
amateur and professional musicians involved in electro-
nically produced and stored music. [t sounds as if this
will be a major event for everyone interested in MIDI, so
note it in your diary now.

LEARNING HOW

If you're REALLY serious about learning how to use
computers for composing, performing, and recording
music then you may be interested in a company called
‘Dutycell Ltd." It's run by Danny Brunton, a professional
computer programmer and MIDI specialist, who's recent-
ly been working with UB40 in preparation for their next
album. Dutycell are currently advertising a couple of
MIDI courses designed to provide you with basic theory
and practical experience of MIDI instruments and com-
puters,

The Basic MIDI Course costs £160 for two days tuition,
and is aimed at musicians and trainee recording en-
gineers who need to acquire basic experience of using
computer driven MIDI instruments. It consists of three
major topics: MIDI, computers, and sequencing. Basic
theory and terminology of the respective topics are dealt
with, followed by practical aspects of recording, editing,
and playing music using a master keyboard, synthesiser,
and drum machine - plus an Atari 5T running appropri-
ate software, of course!

The Advanced MIDI Course costs £240 for three days
tuition, and is designed for those already familiar with
MIDI equipment who wish to know more about the
technical details of MIDI, sequencing, sampling, and the
use of computers for advanced MIDI applications, It
covers details of most of the MIDI message types, includ-
ing such things as MIDI Time Code and Song Position
Pointers. The sequencer section covers topics such as use
of MIDI Files, System Exclusive Data Dumps, drum
machine programming, and SMPTE synchronisation.
The sampling section covers the operation of a sound
sampler, including the loading of samples; making sam-
ples from scratch; filters, envelopes, and loops; and man-
agement of voices, banks, and keyboard setups.

I've not been on either of these courses, but they sound
quite good, if a little pricey for the amateur. If you want
more details contact Danny Brunton at Dutycell Ltd., 21
Argyll Mansions, London W14 800 (phone
01-603-9014).

If funds don't run to professionally run courses, then
vou could always educate yourself by reading a few of
the many books now on sale. These are available on all
aspects of computer based music making, from basic
information on MIDI through to writing your own MIDI

A. Penfold, a prolific author on electronics and computer
topics for many years. He's recently started writing about
computer based music, and already has several volumes
to his credit.

The first is called ‘Computers and Music’, published by
PC Publishing (ISBN 1-870775-07-4) and costs £7.95, It's
aimed at the complete beginner to computing and MIDI,
Its 174 pages lead you gently into the world of computer
based music, covering computer basics, storage media,
ports and peripherals, ‘real computers’ (including details
of the Atari 5T, amongst others), MIDI, music software,
and MIDI instruments. It also has a 19 page glossary
which clearly explains all the jargon you're likely to
come across, plus a detailed index to help you find your
way around. It's good value, especially for the musician
contemplating making his first foray into the world of
computers and MIDI,

The second book is ‘Musical Applications of the Atari
5T's', published by Bernard Babani (ISEN 0-85934-191-7)
at £5.95. This one's written specifically for the 5T, and
assumes you already have a basic grasp of how the 5T
works. The first chapter does give a detailed description
of the ST's internal sound chip and how to program it,
but after that the accent is heavily on MIDL. Its 90 pages
cover MIDI connections, MIDI modes and messages,
MIDI application programs, 5T MIDI Add-Ons, and MIDI
processing. Also included are plans for simple MIDI
accessories you can build yourself, and sample BASIC
program code for MIDI data manipulation (such as
channel shifting and harmonising). This is the book to
buy if you understand computers, but want to know
more about MIDL.

STOP PRESS!

I've just received a diskful of 5T MIDI software designed
for use with the Yamaha PSS keyboards! This was written
by David Gymer of Louth, Lincs., and was sent in re-
sponse to my plea in the last issue for software of this
type. David has written a Patch Editor, a System Exclu-
sive Librarian, a Drum Machine program, a Guitar Tabl-
ature Sheet Printer, and a MIDI demo for Ozzy Osbourne
fans! The Patch Editor allows you to get at far more
sound generation parameters than the nine available
from the P55's front panel, opening up a whole new
world of sound for the PSS owner!

Mot content with this, David has placed all the software
in the public domain, so it will appear shortly as a Page
6 FD disk. Unfortunately, there just wasn't enough time
to try it all out before the copy deadline. Full details will
be in the next issue.

That's it for this time. Don't forget to write in with those
suggestions and queries. And if you go looking for some
of those bargains - happy hunting! =

LRE FAGE 6 FoS DisK

The PAGE 6 PSS DISK containing the Patch
utilities mentioned together with a number of
Music Studio songs specially arranged for the
Yamaha PSS series is available from PAGE 6
PUBLISHING, P.O. Box 54, Stafford, 5T16 1DR
price £2.95.
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ADVENTURE

INDIANA JONES

& THE LAST CRUSADE

The Graphic Adventure

ou've read the book, seen the film,
Yno doubt played the arcade game
.... and even if you haven't, here

comes the Adventure Game! It is very
slightly advantageous to have seen the
film but certainly not necessary as,
although the plot is relatively similar,
many new additions have been incorpo-
rated by way of logical, and sometimes
devious, puzzles and there's certainly
enough here to keep the adventure fans
busy for many nights.

The packaging consists of SIX single-sided
disks, a copy of The Grail Diary (which is
not exactly CLEARLY written!), booklet of
translator tables and a special red acetate
strip viewer, the latter being necessary to
read certain random codes from Indy's
notebook when prompted. You have just 3
chances to get it right or the game will
proceed in so-called ‘demo mode’ (Save &
Load features disabled) and vital informa-
tion and clues will be missed as the game
progresses. This is a common copyright
protection procedure and it certainly
works!

Your quest, as Indiana Jones, is to seek
and rescue your lost Father, Henry, and
locate the genuine Holy Grail before the
Nazis seize it for the Fuehrer treasure col-
lection. Some characters will help you on
your travels across Europe and some will
positively impede you - one lady in parti-
cular is a wolf in sheep’s clothing!

The adventure is entirely mouse-control-
led - with the exception of the fight scenes,
where defined keys are used - and the
player selects the input/action from a table
of key words and actions below the
graphic display window and combines
them with other words or items to con-
struct the required input. Where the oppor-
tunity to talk to other nearby characters
arises, so the ‘TALK' icon will be highlight-
ed, and the ‘TRAVEL' icon likewise becom-
es available when and where appropriate.
The use of other defined keys in place of
the mouse is optional but I think you'll
find this option more confusing! Current
inventory is displayed in contrasting col-
ours at the bottom of the screen.

Title: INDIANA JONES & THE
LAST CRUSADE

Publisher: U.S.Gold/Lucasfilms

Price: £19.99

Reviewer: John R.Barnsley

&8 New Atari User - Issue 41

A useful tip whilst
finding your way
around each loca-
tion and looking
for suitable objects
is to select the
"WHAT 1§’ icon
and move the cur-
sor cross around
each scene - not-
able objects will
thus become high-
lighted on the
command line,
sometimes allow-
ing you to man-
ipulate them.
There is a fair amount of scenery, though,
so be prepared for a long session!

Before seriously attempting to solve this
adventure, TWO important aspects must
be understood. Firstly, your Father's Grail
Diary, which you will find buried beneath
the regular post in your office, is an essen-
tial aid in understanding the majority of
the puzzles encountered. You will be
allowed to look at this diary at selected
locations and be subsequently presented
with a full-screen view of two of it's pages
which will yield vital graphic, numeric

and poetic clues, although somewhat cryp-

tic. Secondly, a good work-out in the Col-
lege Gymnasium is good training for fu-
ture fights! (Read your game instructions
to take full advantage of this training).
There are many ‘set pieces’ - as I like to
call them - where the program goes off on
it's own for a while, but once you have
seen them, pressing the ESCape key will
cut them out and speed things up some-
what .... which leads us neatly into the
major criticism of this software, SLOW-
MNESS OF PLAY! Not only is the adventure
spread over six disks but different sections
of some scenes/events are further spread
over several disks. This wouldn’t be that
bad if we had something to watch on the
screen while all this disk-swapping/load-
ing was going on, but NO .... complete
blackness! Just as the drive finishes load-
ing in the next part you are prompted to
insert yet another disk. Whilst checking
this game out for the first time, [ had all
six disks spread over the back of the com-
puter with two 'SAVE' disks as company
and, to be quite honest, I lost track on
more than one occasion of what [ was
doing in the adventure!

SAVE and LOAD routines are relatively

easy to carry out yet I cannot understand
why, when loading in a restored game,
EACH DISK - from which different parts of
vour saved game came has to be loaded in
separately. On one occasion, whilst restor-
ing a game, I had to change disks six
times: 3, 4, 5, 2, 5 and finally 4!

However, having expressed my personal
disappointment of it's implementation,
there is very little else to fault this game.
The puzzles are many and varied, requir-
ing the combination of more than one
object on some occasions. The animation
is neat and effective though not as refined
as, say, the latest Sierra games (though it's
more puzzle-orientated). Pleasant music is
included and this ties in nicely with
appropriate scenes. There is also a liberal
sprinkling of humour to savour as you
progress.

STARTER'’S TIPS

® Work out in the College Gymnasium to
altain peak fitness.

® To deal with the studenis blocking the
door to your Office, select the sentences
which inform them that vou will see
them in strict order.

® Pick up the Junk Mail, Letters and Papers

from yvour desk to find a useful package.

The Jar can be opened but not moved, so

bring a ‘sticky’ problem here to be

‘solved”.

Use the Office window for future access.

After meeting Walter Donovan, TRAVEL

to Henry's house.

Pull the toppled bookcase and look on the

back for the key to another problem.

Use the small picture in Henry's bedroom

as a future ‘substitute’,

Try to take the tablecloth to gel the small

plant pot moved.

The chest will only open if you have

‘solved’ that sticky problem earlier!

Now vou can TRAVEL to Venice.

e ® @ & @& 09

g

SEW F3isw, 35PN E5 L. BWR|

]
=




Thés company bas i|'|'tﬂ vears of full sepport %o computer wsers Trom thelr premiues m 33
aad fully dested prior 1o purchase 1o cnvere thel retuned goads are now a1h|r|u of 1|1r
VAT AND DELIVERY on orders over £100 {Mainfand LU'Klinest dav defivery +§

Midistudio New Price £49 9'9'

| pri

' 7.1 T 28 | TR
uammm EEELEEEEEEEEE

NG Lil w2 a3] d4] sap and ael Re] B8] D%

icey are comecl_al time of gedsg te press and are wubjed bo chan

Ladbroke Computing

Inrernartional
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Atart 2600 VOS5 with jovatick £30.50
Atari 65 XE starter pack Games, jovstick and cita
revorder. £79.99
Atari XE VGS Games, jovslick, light gun £99.99
130ME starter puck Games, jovstivk amd dats recorder.,

ware-Soltware

£119.99
XF551 525" Disk Drive XE, XL svalems £169.9%9
ACIZ datn revorder £27.50

We hold stock of approx 300 titles for the atari & bit

o

machines in cartridge, disk and cusselle formats, Please
send SAE for full catalogue. We also stock the full
range of Atari B bit peripherals, prinfer interfaces oo

FPhone for best prices

Free delivery (Mainland UK only) on orders over £40, for
orders wnder £40 add £1.50. Send SAE fer catidogue

Midistucis 5w wltractively prived 20 track Midi Seguencing package. It wan

Dcmnnstratmn dﬁl: (low res) £3.99 (£2.00 rchmanc}

record up o BED bors per phraselpatiernd on up to 10U phroses. Any phrass
can be pleved on any track, Trocks can be soloed and muted and tracks and
phrases van b n.xnu'd. Prn:mf.m: nembers can be displaved in o variety of
win's including 0-127, 1-128, in banks from al11-h83 or aD1-bE4. The desk
festures sliders to set relative volumws on ench track and vou an even do
i mix on the flv. Midistisde alio has a clock to display the length of the
last plavback, Midistudio his step timw note edit fumtions including vopy,
split. merge, append, and trarmpose, velocity editingfinduding o huessnizse
functien!, full controller editing, quantizing and & buffer which will store a

A4 Flat bed Scanner £499 99

Fhese A4 Flst bed sempners soom af S The
mechamixg?  weivois & thermal printer which con Be
wredd iy conjuaciion wilh Me scenocr o pholo copy

docugiends of ¥ & st afone printer. The scanmer
comes complcie with scaaning and graphies ediiing

The Image Scanner can provide high guality grophivs digitising for 4 tenth
of the wost of olher digitisers. This simple unit plugs into the cartridge port
of the 5T and acoepts scanmed information via optical cables which fix easily
to the head of any printer, Scanned images can be saved in raw dats, Degns
Mo wnd IMG foem: its. Best results are schieved with phote copies. The
Software HLpparts s anning resolulions of T5,150,216,300.360 snd 1000 dols
per tnch horizontally, r'l.l'l example disk s av H:Iﬂ\. which contains a slide
show of low resolution imnges scanned with this product. The cost of this

dizk = £3.99, £2.00 of which i3 redevmable on purchase of a scanner.

copy of w phrase for revall afler destructive editing. Demo disk £3.99 software Jfor the ST or dwige foeal for OTE

Midistudio Master, 70+ new features £14999 | Limited offer ex-demo £349 99 | Scan af up fo 1000 DPI for Only

Hard drives Disk drives

Sar LC 10 £ 165.99 * Vortex J0MBIST & ignt 459, Cumana slim 1Mg DeivedST............ £80.90  _—"
Star LC 10 Colowr £ 219,90 * Megadile 30 .;5]]-;. o ﬁ:ﬁa Cuninnag internnl [Mg Drive(ST) ol

Sar LC 24010 £ 25599 " Megafile &0 (ST £555.00 tkil or fived) . ITGWH

Epean LS00 £ 319.99 ~ Supra JIMB (ST} £474.50 Plesse note ST's case needs “cuitting for ':%
Citizen 100D £ 1399 ° Third Coast 65 MB (ST) £590.05 above inteenal drives,

SLM 804 Laser £1099.99 includes 90 davs on :-I[L WIITHAY Amigl  £659.90

* All these printors carry a 12 months on sile warransty and come

Cismana 1Mg slim Drive, dis, switch, tl"r\msh ]J-Qfﬂ -'l,rmg.n.:- — N '9"-}
E LE24,
complele with cnb g _vwprroniy LK Maindand onlv.

We are offering m renge of high yuality ST hard drives '-|I ridiculowsly AIB boot switch ilined ST,
low priced. All ke the Tollowing specification. Full swial caesame
al)-.fw{mr ;3 "!in:-l. iT. If»l'_l wall PEL, room for sevomd nx\h-u'u;.rn_
The low power controller i full SCS1 and allows up o 8 drives on
ore controller. The seftware includes Autopark, Avioboost from umy

Monitors & Peripherals

|J-|rtt1:m| iliod siee up o | Gigabyte, any mumiber of partitions,
el ) " "

_?:.- Laser primter ‘S. 1 MPHHhét; RAM as standard upgradeable 1o 1005 AHDIL 32 compatible driver, wrile prodest ans partition. ;‘d llf: ?EI'ET.?W fzggg :Ramﬁtﬁn;l:lmk f;-!):}??
&rﬂkinaw;?hﬂ:)muifh' gt P oo P | | 4OHD 42 Mb formatted, 11Ms average access time, | | Phitlis 885 Colowr  £249.99  Duomr suanlics joyslick £9.99
Smr FR-10 © pin £ 390.99 64K on board cache memory. . . ... ..£549.99 i e e e ELE
g"r EB!L{”}S-.E P £214.09 oo gg_-!—,:% SOHD 48 Mb formatted, 30Ms. . . . . .£499.99 ‘un:.r: spnﬂl:ﬂs s T £234.99 SﬂﬂIL;LU disk _mr;"wl-' I‘é‘]"?
Sir XBIWIS 15" 4 pin £699.99 colourf 739.99 8SHD 83 Mb formatted, 28Ms. . . . . .£699.99 | |Other Tvs phone  Dustovers from  £2.99
These Star prinfers have 12 mnths on site warranty (UK. Mainlund) 180HD 180 Mb formatted, 20Ms. . . . . £1299.99 All monitors come with scart 10 ST Amign.

Repair Centre & Upgrades New Low Price Quality Disks

All owr disks are top qualitv Sony, Maxcell or Kao preducts, net cheap imports. All disks carry an
vnvemEtional lifetime guarantee. Plesse add 60p postage and packing For each ponk of ten disks

Qur Atari Trained engineers can repair all hardware, ine Amigns, in minimum time st competetive prices,

UPGRADES EX-STOCK

1 Mg 5TM (fited) (ST £9499 ©  Board + | Mg upgrade Uined) ST) £120.99 | Quantily 35" DIS Boxed 5.25"DIS Boxed
I Mg STFM (kity (3T E 6999 °  Board + 2.5 Mg upgracle (fitbad? (ST} £299.99

STPM upgrade fining service £ 15 Beoard = 4 Mg upgrade (fined) (5T £45% 05 Iﬂ EE'qq Eq"qg £4‘5ﬂ £5‘5ﬂ
STFM Blitter chip upgrade (ki) (STIE 3999 © STFM Bliner chip upgrade (fined) (5T) £ 4999 ¢ 100 £79.99 £82.99 £40 £45
512 K RAM Extension Llu.cﬂl.-\rrligﬂ.lf 10,99 RAM Extension populated LAmig) £ 89.0% Sﬂl’l}l’ Bra"dcd

RAM Extension board+clocki Amigal £ 29,99 RAM Extensson+cleck populated (Amiga) £ 9999 10 £ 10.99

* Plense check machine configuration before ordering. Fitliﬂg prives guoted for machines not previously 100 £99

fampered with, Due to the complexity of the frstallation we musl install and upgrade the ST beond for

voi, All upgrades nnd repairs carry our 3 monihs peris and lnbour guaramice,

Fhone for differcal capacity disk boxes and disk carc kils.

o ax k£ 3

** New Low Prices
DTP Facks Lphone

This pack consists of Mega M or 4, external 3.57drive
! or 30 Mb hard drive, SLM304 Lascr printer, Mono
moniter, seftware, 90 days on sitc mainienunce.

Altari Portfolio(pocket pc)f249 99
This smazing hand beld computer is fully MS-DOS
compatible and has buill in soflware including address book
» bext editor, diary and 4 Lofus 123 file compatible spread-
shect, 128K frec RAM, 256k ROM

Fiq99

Atarr PC 4 (50256)

The PC 4 bns an 80286 proceasor running at 8 or 12 MHz,
1 MB of RAM,G0 MB hard drive, 5 AT and 1 XT ex
sion slots, For Mono monitor add £ 100. Phene for others,

Atarr PC 5 (50756 12599

The LU 5 has an 80386 processor running at 16 MHz, math
coprocessor sockel, 64K cache memory, 2 MH RAM

60 MH hard disk with high performance l:un1ml|.cr. 4 AT
aod 1 XT slots. For Mono moenaitor add £ 100,

203166 Fax 561071

Ladbroke Compuiiss laterenlicnal is » irading same of Walion Marketing Limived,

320 STFM Explorer Pack

Includes Atari 520 5TFM with 112 Mg
and mouse. Inclistdes tulorinl disk,

£279.99

Memory, 1 Mg drive '] mpiiter W
ﬁ:n:tu: puth I"hnbnn pain and ijul,utw

Afari Mepa ST 1+Mono Mon  £3599.99

The new Mega ST 1 includes scparate keyboard and cpu, Blitier
chip . clock, 1 MB RAM, mouse and a business sofiware pack
v luding ihllbﬂpc wud peoceasor, speadihect and BASIC sof tware.

Atard Mega ST 2+Mono Mon  £599 99
The Mega ST 2 includes seperate keyboard and cpu, Blitter chip,

2 MB RAM und mouse. The Mega ST 2 also includes a

baticry backed clock and business sofiwarc.

Atari Mcga ST 4+Mono Mon  £17199.99

The Mega ST 4 includes seperate keyboard and cpu, Blitter chip,
4 MH BRAM and mouse. The Mega 5T 4 alse includes a
battery backed clock and busincss softwarc.

1 My d.rnl:. mouse,

ik

M'Jr Fnr e

moise,
Firat B

1040 STFM
Includes Atari 1040 STFM with 1 Mg Memory, 1 Mg drive,

mouse and Busines pack which consists of B |,|,.'mq.-|;|1'|: Write, Super
base personal, VIP Professional and Metscomeo Basic.

" wilh B L
Iéu::.-'allll:i‘- and sc-fl-nn, pack consisling l:ul' organiser software
SIC, First Music and a sclection of 20 top quulity games.

L449. 99

i upgraded i Memory
mouse wilh software pack. !'hu. pack = equivalent to aIlJ-lu 5TFM
with Power Pack sofiwarc,

& aEeiel S e pn-t.:.'.
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POSTMAN PAT

postman pat, postman pat and his black
and white cat .... la, la, la-la,laa,la

ove him or loathe him, you can't
I deny that Postman Pat has been a

big commercial success. Following
the TV shows, videos, books, and all man-
ner of merchandise we now have the com-
puter game! While it's aimed at the youn-
ger games player, there's a harder version
included to challenge older players too.
And, as a bonus, the author has added
three extra games in the form of Snap,
Ludo, and Snakes and Ladders - all with a
Postman Pat flavour.
Your job is to use the joystick to control
Pat’s van as he makes his morning rounds
delivering parcels and letters to his friends
in the village of Greendale. He must be on
some sort of productivity scheme as he's
been given a time limit to complete all the
tasks. If he fails it's Game Ower. If he
succeeds the process starts again, but with
a shorter time limit and more letters to
deliver. Points are awarded for correct de-
liveries, and for successfully completing
various odd jobs he gets asked to do while
on his rounds. These include tasks such as
recapturing Peter Fogg's sheep which are
currently rampaging around his garden,
and picking up a prescription from Dr,
Gilbertson and delivering it to Miss
Hubbard.
You get a bird's-eye-view of the proceed-
ings, each screen showing a section of
road plus features of the local landscape,

Title: POSTMAN PAT
Publisher: Alternative Software
Price: £9.99

Reviewer:  John § Davison
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such as buildings,
bridges, trees, etc.
Scrolling messages
are displayed at
the top of the
screen telling Pat
what to do next.
You have to steer
the van along the
road, the screen
quickly flipping to
show the next sec-
tion when you
reach its bound-
ary. If you stop at
the house of one of
the main charac-
ters, Pat jumps out of his van and you
have to control him with the joystick to
perform the allotted task.

First stop is always the Post Office, where
Pat collects the mail from Mrs. Goggins.
Each delivery consists of either a number
of letters or a parcel. The letters may be
delivered singly to any house with a
flashing door(!) by stopping the van level
with it and pressing the fire button,
although with practice you can do it with-
out actually stopping, which saves time!
The letter flies out of the van into the letter
box if your aim was good, but if you miss
you have to make Pat get out and pick up
the letter before you can try again.

To make life more difficult there are
oil slicks on the road which play
havoc with the already rather diffi-
cult van steering controls. Also, you
have to contend with Miss Hubbard,
whao's forever wobbling along the
village streets on her old push-bike.
Driving over her doesn't seem to
cause any physical damage either to
her, her bike, or to Pat's van, but it
does cost you valuable game points!

To get anywhere with this game
you have to know the layout of
Greendale, so it's wise to spend
some time exploring the roads and
finding out where the main charac-
ters live. You really need to draw a map
too, to help you until you've memorised
everything.

The Ludo, Snakes and Ladders, and 5nap
games have nothing to do with the main
game - they're just there as freebie extras.
The first two are straight implementations
of the old favourite board games, playable

»4

.DELIVERIES OO
“"SCORE 00000

Watch out
Miss Hubbard!

by up to four people. Snap is a one player
game using pictures of the principle char-
acters from the main game. Each charac-
ter is split in half at waist level, and their
top and bottom halves are scrolled across
the screen at different rates. When the two
halves of the same character coincide, you
indicate Snap by pressing the fire button.

@® SOUND - the Postman Pat theme
music quickly becomes tiresome,
but can be turned off and re-
placed by very simple sound
effects

® GRAPHICS - the bold, colourful,
cartoonlike backdrops and ani-
mated sprites are well executed
and should prove attractive to
children

® GAMEPLAY - very young children
{and most adults!) will have
problems with the controls, but
older kids should eventually get
the hang of it

@ VERDICT - a good budget level
children’s game, but younger
players will need help to get the
most out of it




ROLE PLAYING

DEMON'S WINTER

Are you experienced enough?

nother successful D&D type game
A from 551. If you enjoyed Galdre-

gon's Domain or Times of Lore
and would like something with a little
more meat to it, or if you are fan of the
Ultima series and still waiting for Ultima V
to finally appear on the 5T, then this could
be just the game for you. It is an excellent
Fantasy Role Playing adventure set in
Ymros, the same mythical world as 55I's
earlier Shard of Spring.
You start the game by creating a party of
five adventurers to investigate the burning

you are attacked
you get a close up
of the local terrain
with all your char-
acters and the
enemy shown as
individual icons.
On his or her turn
each of your guys
can, with the right
skills, use their
speed points to
attack the enemy,

Before

4388 Pro:190¢ $s=
1 h

WhamE
]

e L4 S AW
oo i R |

you is a fabulous workshop

of a small village by a horde of Kobolds.
You can choose any mix of Humans,
Elves, Dwarves, Dark Elves or Trolls; yvou

move around, cast
spells, use magical
items, turn un-

where
enchanted by

with

eanlng Weapons are being
||

arven Basters.

Character item to enchant?

get to ‘roll dice’ for their Speed, Strength,
Intellect, Endurance and Skill, then you
must choose to which of the ten classes
{from Barbarians to Wizards, and from
Thieves to Scholars) you wish each of them
to belong.

A large window shows you an overhead
view of your characters and the surround-
ing terrain; other windows and menus pro-
vide extra information and allow you to
drive most of the game by mouse.

The wilderness is enormous, with many
different terrain types, infested with a vari-
ety of wandering monsters. Towns, Temn-
ples and Colleges are plentiful - all activity
in these is menu driven. And there are
dungeons, full of puzzles, traps, and lots
and lots of monsters.

Normally you only see a single character
representing your whole party, but when

RF
44
55
pii
54

. what spell:

Title: DEMON'S WINTER
Publisher: SSI

Price: £24.95

Reviewer:  John Sweeney

dead, pray for
help, leech spell points from enemy magic
users or dodge. They can also, if they have
the right skills, examine the enemies to see
how strong they are or who they are plan-
ning to attack. The detail is superb, with
lots of different weapons (though no
ranged ones), and dozens of different
spells.

Battles at sea, against Ghost Ships, Sea
Monsters or Pirates are a little different
and add a nice touch of variety.

Victory in the fights brings the usual re-
wards - Experience Points (which you can
use at Guilds to increase your characters'
capabilities), Gold (so you can buy all the
weapons, healing, tuition, ships, provi-
sions, magic, etc. you need to survive), and
a random selection of weapons (some of
which may prove magical)!

It is worth cheating a little on the
Guilds: always save before using them
and make sure that your characters
get worthwhile increments to their
skills - if not, restore and try again!
Intellect is particularly important
since it determines how many skills
you can learn. There are over thirty
different skills, including five classes
of spells and three classes of weapons,
esoteric ones such as View Mind,
Summon, and Berserking plus lots of
standard ones like Disarm Traps and
Priesthood.

Your quest leads you from the ruins
of the village to a Kobold camp,
where you discover that darker things may
be afoot - it seems that a minor demon
was behind that attack, but when yeu
finally defeat him you discover that there
is a more powerful demmon behind him! As
you unravel the plot you will find yourself
questing to the far corners of the earth in
order to defeat the Demon-God Malifon

and save the whole world!

There are some nice little puzzles that you
need to solve with the various artefacts
you will find in the dungeons, and you
will need to learn how to translate runes if
you wish to succeed; but generally, as long
as you follow the plot and don't wander
off into the nastiest dungeons too early in
the game, most of the problems are fairly
straight-forward. The plot does develop,
the world changes, and your characters
improve rapidly as the game unfolds - you
get a nice feeling of satisfaction as you
complete each sub-quest, only to find the
next one is a lot harder! Learn how to
Wind Walk and you will always be able to
escape to somewhere you can buy a new
ship!

@ GAMEPLAY - Lots of depth, plenty
to do, should keep your interest for
a long time if you are into Fantasy
Role Playing. Lots to explore, de-
tailed fights, and plenty of sub-
quests make for a good balance.

® GRAPHICS - Not fantastic, but
more than adequate for this kind
of game.

® SOUND - Minimal, but adequate
for this kind of game.

® VERDICT - I thoroughly enjoyed
it. As long as you can handle the
extra-depth and are prepared to
study the manual a little you will
get a lot more value for your
moeney than a lot of the stuff on
the shelves these days!
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Deja Vu i

(Haven’t | been here before?)

ou're in big trouble, pal! Remem-
Y ber the time when you woke up in

the bathroom of that sleazy bar
with no memory and found out you'd
been framed for Joey Siegel’s murder?
Thought you could rest easy after clearing
your name? Not a chance! Seems Joey,
who was working for Las Vegas mobster
Tony Malone, left 112,000 dollars un-
accounted for upon his demise, Now
Malone wants his money and has you
figured as the thief. He's sent several of his

.. BT .., friends to ‘persuade’ you to come
up with the dough - or else!!

Deja Vu II is the sequel to Deja Vu: A
Nightmare Comes True, the first entry in
Icom Simulations award-winning series of
graphic adventures (which includes Unin-
vited and Shadowgate), Once again you
play second-rate detective Ace Harding,
and once again you start off in a
bathroom.

This time you've been kidnapped by
Malone's thugs, brought to his hotel/casi-
no in Vegas, grilled, beat up, tossed in a
bath and given a deadline of just 7 days to
hand over the missing funds. Just to keep
you on your toes, one of Malone's boys
follows you throughout the game, keeping
an eye on your actions and popping up
every now and then with grim warmings to
remind you how little time is left.

The interface will be familiar from all the
previous Icom adventures. On screen you
have separate windows for graphics, text,
exits, commands, ‘self’ and inventory. The
command window offers eight options -
Examine, Operate, open, Close, Go, Hit,
Speak and Consume - while the Exits win-
dow shows all currently available {and
some impossible!) ways of leaving your
present location.

Maost items shown in the graphics window
are really ‘there’ and can be manipulated
with the mouse by pointing, clicking, drag-
ging and so on. Containers of various
kinds can be selected and ‘opened’, bring-
ing up a new window that shows their
contents. (Anyone remember ‘opening’ the
corpse of Joey Siegel in the original Deja
Vu?l).

Title: DejaVu 2 (Lost in
Las Vegas)

Publisher: Icom/Mindscape

Price: £24.99

Reviewer: John R. Barnsley
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- File Special
To get dressed in
the gpening scene, T - SPERK -
for example, you W | oPERATE | 6o JHIT | consume m
can select the pair & E FLRTEDEN
of pants, drag ja e

them to your in- _ ]

ventory window
and then Operate
them on yourself,
Select and Open
the pants to find
your wallet and
some important

papers. Operate
the cold tap on it-
self to run some

880353504 An

b L b
ou're standing on a train platform.

conductor well
RD1'" about three feet

“ALL

water in the sink,
and Hit the mirror for the thrilling sound
of shattering glass.

There are also plenty of shortcuts. Double-
clicking on most objects will give you a
description of them. One double-click on
an unlocked door (or the corresponding
square in the exit window) opens it, and a
second click takes you through it.

Make sure that you take the pants, tren-
cheoat and cigar ring from the hotel room
when you leave, because it locks behind
you and you'll need the items later. Stop
first to admire the artwork in the Casino
lobby, which may give you an important
hint on how to win the game, then head
for the blackjack tables and look for an old
friend (you may have to prod his
memory!).

Here, for the first time, you get to see the
major enhancement in this second Deja
Vu instalment: the authors have included
some clever animation as found in Unin-
vited and Shadowgate. The dealer may
wink at you before he lays down the cards;
later on, you'll watch the trains arriving,
gaze at passing scenery through the train
window, or see birds flying across the
desert,

Speaking of trains, once you've won
enough money at the gambling tables you
should head directly for the station and
travel back to your old haunts. In fact, a
better subtitle for this game might have
been ‘A Tale Of Two Cities', since you
spend almost as much time in Chicago as
in Las Vegas.

Back in Chicago, you'll return to the scene
of the crime (changed in subtle ways since
the first Deja Vu) and visit a number of
new locations as well. This time your taxi
driver is deaf, so you'll need written mes-
sages to get where you want to go to. Little
by little you'll find evidence connecting

‘the authors have
included some
clever animation ’

the lost money with someone back in Las
Vegas, where you must return for the final
showdown.

You won't end up any richer, but with
luck you may at least escape with your life
and if your printer is on when you finish
the game, you'll have something to show
for all your work. You'll also find the same
kind of tongue-in-cheek humour as in the
original Deja Vu, and even some of the
same characters and locations. The ani-
mation and more extensive use of sounds
are major improvements, as is the fact
that you die less frequently.

There are only a few really difficult puz-
Zles, the worst coming at the end as you
try to figure out how to misdirect your
enemies. As before, there is an over-
abundance of red herrings - many exits
that can never really be used and dozens
of objects that have no purpose except to
clutter up your inventory.

The only drawback with this game is that
some commands, ‘Speak’ and '‘Consume’
for example, seemed totally unnecessary
to complete the game and ‘Hit’ is only
used in a specialised sense for blackjack.
The package comes with general instruc-
tions as well as machine-specific reference
cards. So, if you enjoyed the first instal-
ment of Deja Vu then you should not be
disappointed with this one - it's like Deja
Vu all over again! &
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BLOOD MONEY

B lood Money is the latest
release from Psygnosis
and is the long awaited
sequel to their previous classic
shoot ‘'em up, Menace. The
stary behind the game s that
you, a young law abiding
Venusian named Spondulix,
have entered the ASP "Alien
Safar’, where you must enfer
one of four worlds and totally
annihilate as many alien crea-
tures as you possibly can,

The game basically consists
of four worlds, Gibba, Grone,
shreesk, and Snuff fo do battle
in, Gibba is the planet of the
lowest level of difficulty and
will cost you 100 credits to
enter. Each successive level
beyond this costs 100 credits
more than the previous, When
you start the game you have
200 credits at your disposal
and can enter either of the
first two levels. To enter levels
three and four you must first
complete the lower, much |less

FACTS

Title: APB
Publisher: Tengen
Price: £19.99

Reviewer: John Davison jnr

SIGHT & SOUND

The graphics are of poor quali-
ty, although the scrofling is very
smooth indeed. The sound is
nothing special at all

"GAMEPLAY

I couldn’t get on with it at all, if
was both frustrating and
annoying

Nof my cup of tea af all

challenging levels.

Upon entering a
‘world” you are
presented with a
verny colourful
scroling backdrop
over which the annihilation
takes place. Many weird and
wonderful creatures will be en-
counterad, both large and
small, as you fravel through
the maze-like cavems and
passages of each world des-
troying just about anything
that mowves. Some creatures,
ance destroyed, will leave be-
hind a credit token. These can
be collected and saved up to
buy various pieces of equip-
rment for your craft at the
weapons dumps, which are
distantly spread throughout
the maze,

The game Is basically just
very hard and incredibhy well
presented shoot “em up. As
with many Psygnosis games
the presentation s stunning!

P &a-
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PB. or "All Points Bulle-
fin' o use its full name,
is a verically scrolling

driving game converfed
(apparently) from an arcade
machine of the same name.
You play the part of an Amer-
ican traffic cop whose instruc-
tions are to arest anyone who
is breaking the law. Various
different offenders are colour
coded according to their
crime and what you must do is
dash up and down the high-
way apprehending them.

To 'nick’ people is a relafively
simple task. In front of your car
as you fravel along is a small
steering wheel shaped icon,
which, If you are fravelling
slowty is near your front bum-

B
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The graphics are some of the
best | have ever seen and the
sound and music is also of an
incradible guality. Not only is it
‘good looking” it is also very
playable, and offers a number
of interesting fectures includ-
ing an optional ftwo player on
screen facility. This aliows two
players to fight fogether
against the strange creatures
of the four worlds, which can
make progress much easler to
achieve!

Cwverall, | find it difficult to
fault "Blood Money'. It is
beautifully presented, very
playable, and of a sufficient
level of difficulty o be hard
without being too frustrating,
as seems to be the case with
many recent releases.

per and when
you're travelling
fast is a way in
front of the car.
The trick is to posi-
tion the icon over the offender
you want to ‘nick’ and sound
your siren by pressing the fire
button. Once you have made
you quota of armrests you must
returm to HE and prepare for
the next day.

As you progress from day to
day (If you are good enough)
you will be assigned missions
to catch major crimincls as
opposed to minor offenders.
These criminals include drug
users and hookers who rmust
bea chased and in some cases
forced off the road

There is plenty to keep you
busy throughout the game
and there are various ‘power
ups’ which can collected and
aftached to your car, such as

FACTS

Title: BLOOD MONEY
Publisher: Psygnosis
Price: £19.95

Reviewer: John Davison jnr

SIGHT & SOUND

Absolutely fantastic! The
graphics are very colouful and
the scrolling and animatfion is
super smoofh. Music and sound

is of very good quality

GAMEPLAY

Addictive and really quite diffi-
cult without being frustratingly
50

Frobably the best release lo
date from Psygnosis. A fruly su-
perb game, both in presenta-
tion and playability. Highly re-
commended

extra speed or brakes. Also on
later levels a gun is fitted to
the front of the car to deal
with the more troublesome
offenders.

My personal opinion of the
game is that it Is not very
good. | found it frustrating to
play and not terribly enjoy-
able. The graphics are of guite
poor quality, although the
scrolling and animation is very
smooth, In terms of sound, the
music and sound effects are
generally poor, although some
of the sampled babbling
speech heard from time to
time can be guite amusing at
first. As you can probably tell
I"'m not at all impressed by

* APB. | don't think it's worth the

asking price of £19.99, but you
rmight think differently. Try be-
fore you buy.
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AAARGH!
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his garne is subtitied

'The Monsters Revenge”

and the theme is a re-
versal of the normal roles
found in arcade games. As
such it is gquite refreshing. i is
the role of the player (or play-
ars since thare are two player
options for this garme as corm-
petitors) to take a monster,
ravage a town, obtain the
Roc's eqgg and keep it safely.
The population of the towns
do not lke being frarmpled
and eaten and thus they and
several unpleasant marauding
insects try to stop you. This is
where all the fun comes in,
the monster, be It fire brea-
thing lizard or halitosis ridden
Ogre, can eat people, bash or
bum down buildings and gen-
erally create carnage.

Obviously all this work takes

its toll and thus much eating is
necessary to maintain the
strength of your pet monster.
This cornes in the form of

FACTS

Title: GILBERT: ESCAPE

FROM DRILL
Publisher: Again and Again
Price: £19.99

Reviewer; John Davison jnr

SIGHT & SOUND

The graphics are very colourful,
and prefty much everything
has putrid green snol dripping
from it! The music Is very good
but the sound effects are awfull

I found it a bit boring, buf no
doubt young children would
find it good fun

L VERGIET

I can't help feeling that this is
yel another game which ends
up being just a ‘cash-in’ on the
name of the main character
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either fast food In-
side destroyed
buildings or hu-
mans on the hoof,
very nippy but
much rnore ten-
der. Of course some places
also hide refueling staflons for
your breath weapons and
sorme have the eggs of super
horseflies that deliver a most
unpleasant sting. It would
seem that there really is no
major problem in getting the
egg, sadly keeping if is some-
what harder since the second
portion of the game Includes
a duel with the second mons-
ter to rmaintain possession of
the hard wor egg. All this s
good clean fun,

Melbourne House have pro-
duced a garme that is fun to
watch and although the con-
trals are someawhat unwisldy
and on occasion precise con-
trol is most frustrating, the feel
of a jolly good romp is main-

ibert, the disgusting
slimy and snotty alien
television character

has finally made it to the
world’s computer screens!
Every parent’s least favourite
alien now has the chance to
spread his lavatorial humour to
the very depths of every
child’s imagination. The thing
is though, no matter how
much some people complain,
it is difficult not to find sorme of
it very amusing.

There is no doubt that Gilbert
is wery definitely a cult charac-
ter with the non-children of this
world, and in this game he has
retumed to his home planet of
Crill and is feeling very pleased
with himself, Unfortunately. the
rest of his fellow Drillians are a

tained. The sprites are large,
colourful and humorous and
although the demise of your
creature is a grisly blood-
soaked affair it malntains a
cartoon view of things. The
loading screan is well drawn
although the music could be
better, on the ather hand the
saompled monster statements
‘Food!’ or 'Power” are excel-
lent ond sound as though they
are lifted from Scoolby Doo
adding further to the fun.

| enjoyed playing this game
enormously and although it
may pall a little after long
playing the novelty value will
ensure repeat plays at regular
intervals, The premise is diffe-
rent and such criginality
should be encouraged.

little less pleased
and are appa-
rently green (aond
slirmy Dy with envy,
as Gilbert has been invited
back to Earth to do a new
television series. To prevent this
and further inflation of his
already incredibly huge ego
the Drillians have removed
parts of Gilbert's ship. the Mil-
leniurn Dustbin, and have
spread them around the
planet. You control Gilbert as
he searches for these parts
(what a surprisel) and have
only twenty four hours to find
therm.

What you must do is roam
around the planet arcade
adventure style and beat the
Drillians at a nurmiber of
arcade machines which are
dotted around the place.
These simple games have
some wonderful names such

Tifle: AAARGH
Publisher: Melbourne House
Price: £19.99

Reviewer: Damon Howarth

SIGHT & SOUND

The sprites and bockdrops are
well defined and the sampled
volces are good. The music,
while bestial,
leaves much fo be desired

| GAMEPLAY |

A colourful riof with cccasional
hiccups in joystick confrol,
generally good fun fo play

A good fun game that is worth
putlting in someone's stocking

GILBERT:

ESCAPE FROM DRILL

as "snot Fight At The OK Cor-
ral’ and other equally disgust-
Ing ones. Completing an
arcade game will give you a
clue as to where the missing
parts of the ship are.

Whilst this mmay sound a great
deal of fun, the game doesn’t
capture the overall cbnoxious
oftitude of Gilbert. On TV he
has to be seen to be believed,
but this game seerns 1o do lit-
tle more than cash in on the
character. The 'arcade
games’ are no more than very
simple old games such as
Space Invaders or Snakes. The
idea had trermnendous pofen-
tial, but it never seems to hold
my attention for long enough.
and because of this | have not
managed to get very far. Most
of the time | felt | was just mowv-
ing Gilbert around varous pas-
sages aimlessly frying to give
him something to do.

™
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INDIANA JONES

o the striking and

famous chords the

loading screen 1o this
spin off game comes up and
the faithful reproduction of the
sound heralds a game that is
worthy of the licence.

There Is always a danger that
film licensed games fry to get
by on the name of the film
and put in scrappy game play
and ideas but this 5 not one of
those sort at all. A four part
gama it follows some of the
rmcjor events in the film and
does it with the panache that
the Jones Boys would be
pleased to associate themsel-
ves with. Even the copy pro-
tection routine is cleverly
embedded in the depths of
the game.

sadly the games are very dif-
ficult and with prevailing
deadlines | have not com-
pleted all of the action but
the distance | have gone con-
vince me the game is well

worth continuing,
The first portion
of the guartet in-
volves young Indy
mcking his first
contact with the
Cross and meeting his nemesis
in & platform and ladders
game which involves a lot of
tricky timing problems. The
lighting of this level depends
on torches picked up on the
way and culminates in a dash
across the frain as in the film,
I the next level, the adult
portion of Indy’s game life, the
copy protection is revealed as
the choice of doors to the
vaults is listed only in the in-
structions and it all depends
on the days date. Successful
completion of this entails o
climb to a subsequent new
level. This one involves the
escape on the aiship and the
hunt for the Grail diary com-
prising a pick up and search
game. Finally the actual hunt

for the Grail is necessary to
save Mr. Jones senior but |
have not reached this part
yet. Each level is infreduced
by a sfill from the film repre-
senting the part of the plot
invalved with that particular
lewel,

| have enjoyed this game
and it is of high quality In
graphic and music tones, defl-
hitaly better than previous
Indy adventures and it should
be enjoyed by most arcade
addicts. It is a pity that the
early parfs are so difficult to
come to terms with although
were they easy the game
may not have the necessary
long term appeal. A good
game to buy younger meam-
bers of the family.

Title: PAPERBOY
Publisher: Elite
Price: £19.99

Reviewer: John Davison jnr

SIGHT & SOUND

The graphics are very colourful
and close fo the arcade origin-
al. The sound consists of a
pleasant littie ditty playing in
the background

GAMEPLAY

In my opinion - too hard.
However, those of you who are
experfs at the original will prob-
ably find it acceptable

Certainly not the most wonder-
ful arcode conversion, buf fans
of the original will enjoy it

any pecple expec-
M ted this particular

arcade conversion
to be released on the 5T ages
ago and have been waifing
patiently for some time. It's fin-
ally here and it is not bad at
all.

You play the part of (guess
what?) a paperboy, who must
cycle through a typical Amer-
ican suburb slinging his papers
from his bike to the various
houses in the neighbourhood,
This may sound very simple,
but to hinder our young hero's
prograss there are many diffe-
rent hazards he must avoid,
such as lawnmowers, remote
controlled cars. dogs and
pedestians, all making the de-
livery much maore difficult,

Each ‘level’ of the
game is one
maming of the
week, i.e. you
start on Monday and work
your way through. If you man-
age to complete a whole
waeak’s deliveries then you
mave on to the next, more
difficult street. At the end of
each level or street is a small
park which must be cycled
through as fast as possible,
leaping over ramps and
throwing all the remaining
newspapers at fargets dotted
along the side of the frack in
order fo score bonus points.
Paperboy is basically a di-
agaonally scrolling affair with
some good graphics. Unlike
many arcade conversions it is
actually guite close to the ori-
ginal, both graphically and
also in the way it plays. The
arcade machine was difficult,

FACTS

Title: INDIANA JONES AND

THE LAST CRUSADE
Pulisher. Lucasfilm Games
Price: £19.99

Reviewer. Damon Howarth

SIGHT & SOUND

The sound Is o good sample of
the theme together with sfrong
spot effects, lighting and sprife
affects are also creditable

GAMEPLAY

Difficult but addictive, the
sprites are well handled and re-
sponse to confrols is good

VERDICT

A good game for those with
strong arcade skills or who like
the Indy adventures. Frobably
well worth a look

PAPERBOY

as 5 its home computer
cousin, In some ways though |
wiould say that this version is In
fact too hard. It is very difficult
to succeassfully complete one
morning’s delivery without
being knocked off your bike
by something or other, So far |
have not managed fo get
past Thursday on the lowest
level of play, ‘Easy Street’. and
when you just can't get any
further with a game due fo
the difficulty | find it frustrating.
Whether or not it was worth
the wait I'm not sure. | was a
big fan of the arcade original
and whilst this brought some
of its ‘magic’ to the ST | can't
help feeling that there is some-
thing missing. It is, however, g
commendable conversion
frorn an impressive arcade
game and | would imagine
that many people will enjoy it.
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HIGH STEEL

he Instruction to High
T Steel seem far too

short to convey what
seems fo be a complicated
message but happily the
game mada sense after o
couple of attermpts and after
a few more fries | found It pos-
sible to go somewhere in it

It is the players job 1o con-
struct levels of a bullding using
bricks and girders by planting
the girder. climbing it and
laying a brick. this task is made
harder by gremling dropping
from the invisible overhead
crane and also by the assor-
ted banana skins and un-
pleasant mothers who can kil
on contact. It Is also necessary
to deduce the loading systern
of the overhead crane to en-
sure that upwardly mobile
buildings are a possibility.

The game can be described
as a simple pick up and
place, build your own, plat-
form and ladder game but

Title: SHINCBI
Publisher: Virgin Games
Price: £19.99
Reviewer: Damon Howarth

SIGHT & SOUND

The sound mainly works on spot
effects and is very Jackie

Chan, the sprites are large and
adeguale and fairly average

GAMEPLAY

More than adequate although
at times a little samey and nof
as quick as it could be

Not bad as far as if goes, befter

than many although nof the
best, try if firsf
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that is really not a
fair description.
Personally | felt it
to be a fast mov-
ing strategic
game which also
needed a swift hand on the
joystick, | found the graphics
quite enchanting and even
though the game is available
on popular 8 bits the standard
of sprites is high. Some crea-
tures appear to have come
from meamarias of old Huck-
leberry Hound shows and that
exemplifies much of the ac-
tion. The sound effects and
sights of the various falling ob-
jects together with the stun-
ned looks of the builder add
to the charm of a very good
game and while | do not see it
ranking with the so called
Mega Games this one has a
cham and feel dll it's own.

It is probably a good thing
that the screen is as helpful as
it is since the Instructions can

tend to confuse the user and
indeed once the basic con-
cept is grasped that only one
thing at a time may be car-
ried and that girders can only
be securely planted on empty
spaces the game is self expla-
natory.

Both sound effects and music
are pleasant and adegquate
to the ear and some spot
sounds are in fact essential to
the enjoyment(?) of your own
dernise. This is another good
and original game that deser-
ves a great deal of success. |
found it hard to stop playing
and the addictive factor was
high. A game that could end
up keeping you occupied
much longer than your first irm-
pressions lead you to believe.

his is a SEGA coln-op
T conversion and so will

be familiar to those of
you who haunt armusement
arcades. The plot is quite a
simple one of saving the lost
children from the marauders
as one of the MNinja Schoaol's
most lllustrious heroes,

The game proceeads in the
fraditional manner with a
good response 1o the joystick
and some very strong spot
effects. The screen scrolls slow-
Iy and some of the action can
be a little Jerky. although in the
main the whole piece is of an
acceptable standard,

It Is disappointing that there
searm to be so few levels as
although | only managed to
reach the third locafion

before meeting
my fate there did
not seem to be
any option to
progress past level
four except for the probability
of starting again at the begin-
ning and working harder the
second time through,

The screens are colourful and
can be quite busy, and It
seems that your ninja has an
inexhaustible supply of Shur-
iken although these are prom-
oted to more dangerous mis-
siles as bonus points are amos-
sed for saving children. Some
of the more esoteric parts of
this game come from the use
of Ninja magic to help the
hero escape from lethal prob-
lerns and also the relative in-
action of the opposition unless
they are belng directly con-
fronted. The only real danger
comes from the men with
guns who are quite capable

FACTS

Title: HIGH STEEL
Publisher: Screen 7
Price: £19.99

Reviewer: Damon Howarth

SIGHT & SOUND

Sound is more than adequate
while the graphics are humaor-
ous and colourful

Fun, fast and furious. As fthe

lavels rise so does the Blood
pressure and fun. Good joystick
recognifion foo

VERDICT

An original game well worth
buying. Aparf from the insfruc-
fions, wonderful

off scraan. The twa level jump-
ing feature which enables the
fighter to travel and kill on
rooftops needs using with
some timing and care and
can prove to be a lifesaver.
Shinobi is probably as good
as many of it's rivals and cer-
tainly better than others but
on the other hand it does not
generate the feel of the very
best of it's genre and so |
found It slightly disappointing.
The inlay card that describes
the kidnapping of the children
shows more promise than 1s
actually manifested. The
garme is workman like in its
construction and as such
probably reflects the original
quite well. Where it puts in
special effects, as in the Ninja
magic sequences it does it
very well but the rest of the
game is fairly pedestrian,
Maybe o game of interast
only to the enthusiast,

|
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ging a 'Jaws’ fan, | was
B anticipating an enjoy-

able action/strategy
game s | viewed the impress-
ive loading sequence ... ina
cinerna, with the familiar bass
lines of the Jaws theme
pounding out and the scene
of a shark happily digesting an
unwary swimmerl However,
I'm afraid that - for me - was
the best part of the game.

You play the part of Brodie

and the object of the game is
to hang on 1o your job as Am-
ity's Chief of Police, by keep-
ing as many beaches open as
possiole and the swimmers
death toll at a minimum, whilst
searching for the equipment
and special weapon to deal
with the shark, You must first
recover the four sections of
the gun and the special bul-
lets from the nastie-infested
covermns below the reef,

FACTS

Title: RICK DANGEROUS
Publisher; Firebird
Price: £24.99

Reviewer: John Davison jnr

SIGHT & SOUND

The graphics are colourful, de-
tailed, and well drawn in an
amusing carfoon style. Sounds
are all high quality samples
used to good effect.

GAMEPLAY |

One of the most enjoyable re-
leases for the 5T | have ever
seen, I is totally addictive.

VERDICT

Absolutely Brilliant!

Much of the
garmeaplay in-
volves the ex-
ploration of an
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aquatic maze

in a submersi-

ble contraption, popping mis-
siles ot all and sundry, When
your special weapon is assem-
bled. one member of your
party has to attermpt to des-
tray Jaws with the weapon.
The chosen member then has
a time limit of just BD seconds
of air and four special bullets
to do the business.

There is a certain strategy
element involving the opening
and closing of several
beaches, but this Is very basic
and makes very litfle differ-
ence to the player's progress.
Your degree of success during
the game is presented by way
of a "Mayorometer’, which In-
dicates the Mayor's reaction

his latest releass from
T Firebird is possibly the

most enjoyable game |
have played in a very long
fime. I'm not nomally o sucker
for ladders and platforms style
games, but this is most defi-
nitely an exception.

The year is 1945 and you play
the part of Rick, the Indiana
Jones style intrepid explorer,
who must move around the
various tombs and femples
armed with a revolver, dyna-
mite, and his "big stick” collect-
ing freasure. Throughout the
levels Rick will encounter a
large number of traps and
guardians who are out fo stop
him from completing his mis-
slon, which is to solve the puz-
Zles and collect all the frea-

fo beach closures and deafhs.

Sounds simple, yet the game
lacks playability and sustained
interest. The animation is jerky
and uninterasting with the
sound effects - apart from the
loading sequence - being very
basic indeed. The pulse does
race a little when old Jaws
enters your current playing
screen, but that's about alll

The Jaws concept, via book
and subsaquent films, was a
huge success and the compu-
ter game should at least equal
the exciternent generated.
Sadly, this Is not the case and
with software at 5T prices we
have come to expect better,
A great disappointment,

sure he can safely
lay his hands on.

Throughout the
game there are
many amusing lit-
tle moments which add to the
overall enjoyable "atmos-
phere’ of the game. Rick Dan-
gerous is a game which is
genuinely fun to play, some-
thing which can not be said
about many releqasas over the
last couple of years. Whilst the
idea behind the game is not
exactly orginal the way in
which it Is executed is fruly su-
perb. There are four missions 1o
complete each consisting of
thirty scrolling cavems and
passages. Rick's exploring
takes him from Aztec femples
to Egyptian tombs - all of
which have cunning fraps and
puzzles which must be over-
come using the few resources
at his disposal.

The graphics are really su-

FACTS

Title: JAWS
Publisher: Screen 7
Price: £19.99

Reviewer. John R. Bamsley

SIGHT & SOUND

Poor background graphics and
flickery animation. Apart from
the opening sequence, the
sound is out of place for a
1é-bit machine

GAMEPLAY

Shows promise Inifially but en-
thusiaosm soon wanes as the

game progresses

|

At this price, forget it - buy a
goldfish instead!

RICK DANGERQUS

perb, all of the characters in
the game, although very
srnall, are very well detalled in
an amusing ‘cartoon’ type
style. The sound effects are all
sarmpled and are used to ex-
cellent effect and some, cou-
pled with the graphics and
animafion, could only be de-
scribed as tastefully 'cute’
(check ouf the little Aztec war-
riors when yvou shoot theml).

There just isn't enough room
here to say how much | en-
Joyed this game. It Is not very
often that a game comes
along which | take the
greatest pleasure in reviewing.
but Rick Dangearous is definite-
v one of my all time

favourites. It Is simple but in-

credibly playable, while re-
maining challenging enough
to guarantee your addiction
foit. If only more games were
of this calibre life as a reviewer
would be much more funl
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BUFFALO BILL’S

WILD WEST RODEO SHOW

68

uffalo Bill is another
B entry in the age old

‘multi event’ sports
game format. This particular
incarnation, as axpected from
the fitle, is based around a
"Wiid West' theme. It includes
six events in all, ranging from
knife throwing fo steer wrest-
ling. The game comes on
three disks and the different
events are confrolled using
either the joystick or, in some
instances, the mouse,
Such a large game readlly
needs more space than avail-
able here fo do it justice so |
will just briefly take you
through each of the six events
The first event to load is the
knife throwing. This can be
controlled with the joystick, or
more accurately with the
mousa. The view of the pro-
ceedings is a 3D view from just
behind your contestant’s right
arm. In the background is c
large rotating disc onto which

Title: CHUCKIE EGG Il
Publisher: Pick and Choose
Price: £19.95

Reviewesr: John Davison jnr.

SIGHT & SOUND

Drab graphics to begin with
giving way to some nicely
drawn and animafed screens
but the music is best furned off
as are the sound effects!

GAMEPLAY

Tough! Whilst the gome is well
thought out, the actual conirol
will fake a lot of mostering. At
least you have a lot of lives to

play with

A game for the hardened
addict. If you want a real chal-
lenge, this will give you one but
less than excellent players
might soon give up
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is tied a young
maiden. You con-
trol a cursor to
airn your knives,
which can then

SLCONDS |

e

TINE: 01

be thrown by pressing the
mousa/joystick button, The
closer the knives land fo your
assistant the higher score you
receive,

The next event is the frick
shooting, which is divided info
two separate parts. The first
has you using your sights 1o
alm your sixshooter at targets
which ‘pop up” around the
desert landscape. Part two
has you shooting bottles,
which are thrown into the air
by your assistant,

The events that follow are of
a very different style to the first
two. Bronco riding has you sit-
ting astride a mean bucking
bronceo, on which you must
desperately try fo remain sea-
ted| Stage Coach rescue in-
volvas chasing a stagecoach,

his is a sequel fo the ori-
T ginal Chuckie Egg game

that was available on
the Atarl 8-bit and varlous
other computer formats. The
intrepid hero, *Han House
Hary" has now moved into
the manufacture of chocolate
egqs. He has to collect all the
Ingredients to make the
‘Choccy Eggs’ and also the
components of the toys that
go inside them
Before doing these things in
the factory, you have fo
actually get info the place
first, This is o challenge in itself
You can soon work out what
you use to distract the guard
dog protecting the entrance
o the factory. however, get-
ting to this object involves

which has been hijacked by
an Indian. You have fo sove
the stagecoach and ifs occu-
pants by climbing onto the
top of the coach and beating
the Indian senseless. The fifth
evant, calf roping. involves rid-
ing aleng on horseback trying
to lasse a nimble footed calf

Finally, steer wresting has you
batting away trying to wrestle
a steer fo the ground.

The graphics throughout are
nothing short of stunning! Each
screan obviously has far more
than sixteen colours and all of
the pictures and sprites are
drawn fo an extremely high
standard. In terms of sound
the game has some supert
sampled spot effects, but the
rmiusic is quite painful in places.

negotiating a
maze guarded by
creatures that
pose Q sefous
problem if your
abilities with a joystick are nof
up to scratch! Once inside,
you move along the platforms
and up and down ladders col-
lecting and using the various
objects scattered around the
reputed 120 screens.

The game at first appears fo
be of very low guality graphic-
dlly. considering the 5T's capo-
bilities. However, when you
are inside the factory, the sim-
ple ladders and platforms are
set against more impressively
drawn background pictures.
The sound consists of a repeti-
tive, annoyingly nauseafing,
bouncy little tune, which for-
tungately can be tumed off,
only to reveal the equally irri-
tating sound effects.

After spending several 5&5-

17—

Title: BUFFALO BILL'S WILD
WEST RODEO SHOW

Puplisher. Tynesoft

Price: £19.95

Reviewer: John Davison jnr

SIGHT & SOUND

The graphics are incredible!
The colours displayed on
screen are simply astounding.
Music is dire, alfhough sound
effects are great

| GAMEPLAY

A bit tedious and not very
addictive

A very good graphics demal If
shows very well the quality of
the 5T's graphics capabiiifies

CHUCKIE EGG Il

sions testing out this game |
sfill find many aspects con-
cerning its playability as frus-
trating as on the first occasion
| played it. The precise control
of Hen House Harmy's move-
ment around the screen is
ultra-critical and extremely dif-
ficult, He has a nasty habit of
bouncing into every obstruc-
tion around the place. Fortun-
citely, you start off with more
than the average number of
lives for a game of this type.
My overall opinion 15 that
Chuckie Egg Il is virtually un-
playable. It is one of the few
recently released fitles that is
genuinely frustrafing. Itis a
long fime since a game has
made me want to hur the
|oystick through the screen-
|Depending on the type of
person you are, this can be
good If you enjoy a real chal-
lenge. but should be avoided
if you are a bad loser.
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1. Tankattack is NOT a computer game in the
normal sense. It is a computer/board game,
wherein you and your friends play a board
game with lots of little plastic tanks and
armoured cars on a colourful board. The com-
puter acts only as gamesmaster, resolving
combat and ‘throwing dice’ to decide on vari-
ables such as the weather.

2. There is no solo option. You cannot play
against the computer - you need 2-4 people to
play the board game; the computer just helps
run the game and provides some pretty pic-
tures - it never actually plays the game itself.

At this point I suspect most of you will
have lost interest, [ can’t really blame you!
Especially when you realise that the com-
puter doesn't even keep track of the posi-
tion of your pieces on the board! This
means that YOU have to work out all the
rules regarding movement across different
types of terrain, YOU have to work out
whether or not it is legal to fire on a
particular enemy piece, and then YOU
have to tell the computer which type of
tanks are fighting and at what range! The
least I would have expected in a game of
this nature was that the computer would
have done all those things to save you all
the hassle and to enforce the movement/
range rules, so that you didn't have to
worry about details like whether you are in
line-of-sight of your target and whether or
not a particular tank has fired yet on this
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LIGHT TANE UNIT
i EAZaLDIS UNET
‘ LIGHT TAMNE UNIT
- : HGE 3

Title: TANKATTACK
Publisher:  CDS Software
Price: £24.99

Reviewer:  John Sweeney

The game itself is
a fairly standard
war game played
on a map of about
22 % 23 hexes.
There are some
rivers, mountains
and villages which
affect your ability
to move and fire
and each of the
four nations has
two Repair Depots
and a half share

in a Rebuilding
Yard. There are
predefined allian-
ces between Armania and Kazaldis, and
between Sarapan and Calderon, so even
with four players there are only two sides
involved - you are not allowed to attack
your allies. Each player gets one or two
armoured divisions to deploy, each consist-
ing of Z Light Armoured Cars, 2 Medium
Armoured Cars, 2 Light Tanks, 3 Medium
Battle Tanks, and 3 Main Battle Tanks.
(You tell which tank is which by counting
the number of plastic dots on the back!)
S0, if the computer doesn't do any of the
useful hard work, what exactly does it do?
Well, it shows you some nice graphics - the
icons which you use are animated - a very
nice touch! It works out what the weather
is like and keeps track of how many units
you have left in action (or being repaired/
rebuilt) and also your morale. It uses this
data to decide how many move-
ment points you get on each turn,
For each fight that you tell it about,
it shows you a nice animated scene
of your tank grinding across the
screen and firing at the enemy, fol-
lowed by an on-screen printout of
the result (at which time it may
allow you to send a tank for repair).
And it shows a page of a newspaper
at the end of each round giving
some indication of the state of the
war and the weather forecast, com-
plete with meteorological chart!
Unfortunately there are a couple of
problems with the implementation
of all this:

Every time you enter a command to the
computer, or it wishes to report on an
event, it insists on playing it back to you
on a simulated teletype for confirmation,
wasting about eight seconds each time.
The animated fighting sequences have
some nice graphics and there are a few

minor variations, but basically they are so
similar every time that they soon get very
tedious. The newspaper looks good to start
with, but obviously has a fairly limited set
of standard phrases to juggle with and the
novelty quickly wears off.

And there are a few bugs: e.g. the news-
paper sentences are often garbled or repe-
ated; if a repair is complete but you had
two identical tanks being repaired it
doesn't identify which one is now ready;
and despite the fact that there are five
different classes of tank it doesn't ask you
which one you are using when you attack
the enemy HQ (the object of the game!) -
whereas it needs to know to resolve any
ordinary battle!

If you want a good Tank Board Game
then I suspect there are better ones on the
market than this that don't need a compu-
ter, and the implementation on the com-
puter is so slow that you could throw your
own dice and look up a Combat Resolu-
tion Table a lot faster!

® GAMEPLAY - Fairly standard
war game - [ personally did not
feel enough use of the computer
had been made to make it worth-
while.

® GRAPHICS - Excellent, but li-
mited - no interaction.

& SC_JUND - Minimal effects.

® VERDICT - Could have been a lot
better. Probably not a bad little
computer-aided war game, if
that’s what you're after.
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full game to

type in, a useful
subroutine, lots
of news plus a
review of a new
flight simulator
program written
in STOS and
more besides!

- Peter Hickman
has been busy!

his issue’'s column, is a real mish-
mash of news, reviews and type in
listings. Since the last issue so much

has happened with STOS it's hard to know
where to begin.

FIRST THE NEWS

Chris Payne (marketing manager of
STOS) has sent me the latest issue of the
STOS User Club newsletter and what can |
say except it's great. | was one of those
cynics who really did not believe that
Mandarin would be supporting STOS for
very long so I never even bothered to send
off my registration card, which was a great
mistake because the newsletter is both well
written and packed with useful informa-
tion (a bit like this column!!!). So if you
want more STOS info than [ can provide in
these few pages send your cheques and

10 rem GUARDIAM

20 rea BY P.J.HICKMAN FOR NEW ATARI USER

30 i

40 kmy off ¢ curs off ¢ click off : hide on : mode O

50 reserve as screen & @ logic=é&

&0 cls physic : cls logic

7O A=50 : ¥=50 1 SC=0

B0 XEWN=150 : YEWN=130

0 [Fﬁ‘u-rnd {2001 +30 @ YFRU=rnd {100} +50

100

110 'Iprl.tl 5.0,100,% ¥ move & 5,701 ,4,79341,-4,79¥1" 1 anie 5,"{5,5) 16,30L"
120 sprite 4,15%%,0,7 ¢ move y 4,"(1,4 4'?.'!{1,--4 4%9)1" 3 anim 4,%17,5)(8,51L"
130 anim on 1 m =)

140 sprite 1,XFRU,YFRU,4

1590 sprite 2, XEN,YEN,1

160 sprite 3,X,Y,2

170 wait whl : scresn swap @ walt whbl ¢ cls logic

180 timer=0

190 =

200 repeat

Z10 if jleft then X=X-5

220 if jright then X=XN+5

230 if jup then Yey-35

240 i jdown then Ysy¥+S

250 2

250 {F X>XEN then (EN=XEMN+&

270 if ALHEN then XEN=XEN-&

2B0 if YIYEM then YEN=YEM+L

290 if Y<YEM then YEN=YEN-&

300

Ti0 if A<D then i=310 else if X>T10 then A=0

320 i Y40 then Y=165 elee if Y>1E3 then Y=0

30

340 sprite 1,XFRU,YFRU,.4

I50 sprite 2,XEM,YEMN,I -

340 mprite 3,0,Y,2 :

70 unt whl 3 screen meap 1 wait vbl r cls logic

380

390 H:T-;plnd-ts 14,16

R00 li HIT=2 then bell : inc 5C ¢ XFRU=rnd (200 +350 @ YFRU=rnd { 100 ) +50
410

A20 u.nti.:l. (HIT=d or HIT=1& or HIT=32) or timer: =1000

&30 iF timer »=1000 then MESS$=" TIME UF!" wiss MEESS="YDL ARE DEAD"
440 boos : wailt 20 @1 sprite off : locate 12,10 3 print MESSS 1 locate 12,12 :
print "YOU BCORED")EC @ scrsen swap

450 wait key @ default

GUARDIAN - See also the table on the opposite page
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postal orders for ten pounds (that's for six
issues) off to Aaron Fothergill who is the
new editor of the newsletter (his address
can be found at the end of the article next
to mine). The release of AMOS (the Amiga
version of STOS) has, alas, been delayed
until January, I have seen the specifica-
tions of the new language and without
hyping it too much AMOS locks pretty
mindblowing.

What next? Ah yes, more news, Mandarin
are hoping to launch various new STOS
products over the next few months, these
have been designed to complement the
existing STOS range and allow you to add
extra fancy bits to that next mega game
you are writing (you are writing a mega
game I assume??). Seriously though the
first release is the 5TOS Gamespack which
contains four of the top entries for the
recent STOS competition (including one
from Aaron Fothergill), each game has
been compiled but the source code will be
on side two of the disk so everybody can
dissect, disembowel, cut up and generally
mutilate the games to suit their own taste.
The second autumnal release is 5TOS
Musician, a full featured music editor simi-
lar in design to programs like the Music
Construction Set by Electronic Arts or the
Music Studio by Activision (only much bet-
ter], this editor will run as an accessory
and will include a MIDI input option.

By spring "90 Mandarin will also have a
version of the Vidi ST Digitiser (by Rombo
Productions) with all accompanying soft-
ware written in $TOS, imagine grabbing
video images and turning them into
sprites for that forthcoming mega game.
Wow! Last but not least is STOS 3D which
(surprise surprise) is a 3D extension for
STOS and includes features such as full
animation and collision detection for any
3D object. Oops, [ almost forgot Stephen
Hill (author of the pretty ok, not too bad,
better than most I've seen, STOS manual)
has a book coming out (it should be in the
shops as you read this) titled- GAME MAK-
ERS MANUAL: ATARI ST and STOS BASIC,
it will be published by Sigma Press and
has a provisional price of £11.95, the ques-
tion is will it be Fing bound? As these
products become available 1 will be doing
full reviews including a VFM (value for
money) guide based on how badly you
need these extra's in order to write decent
software. The only thing is I'm going to
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ORIGINAL FILENAME : GUARDIANM.MBK
BANK NUMBER : 1
BANK LENGTH : 1280
i Adrs | Datas { Check |
need an upgrade to fit all of these extensions | 0000 : 1986 1987 0000 0012 0000 OA7C 0000 OA7C | O3C17 !
into memory.... AAAAARRRRGGGHHHH! i 0010 | 0008 #0004 O00&4 0110 #0004 0104 010D #0004 | 30398 !
{ DO2B ! 0186 0110 #0004 0226 0110 #0004 02C6 0105 ! 2099F |
! 0OO3C (#0004 O2ZF8 0105 =0004 0324 0110 *0004 O3CA | 30COD !
! DOSZ | 0110 0000 5041 4CS4 0000 ObL&s 0070 0000 ! OAATE !
AN EXCLUSIVE REVIEW ! 0062 ! 0770 0420 0430 0450 0555 O333 0733 0373 | 0273E |
! 0072 ! 0773 0337 0737 0377 FCIF FOOF EO007 EOO7 ! 3C1B4
ok e : L ! O0B2 ! COO3 COO3 8001 8001 #0004 2000 BOOS FBOF ! S4820 |
Heredt s, the excluive (well Bt mmi 5 } 0094 ! FCIF FE3F FF7F 0000 O3CO 0000 O03CO 0000 | 301SD i
review of Skystrike Plus, one of the first STOS ! 00A4 | OFFO 0000 OFF0 O00A0 1FSE O0A0 1IFSE 0050 ! 04020 !
games to be released independently of Man- | OOB4 | 1IFAB 0030 1IFAB OCO0 3354 OCAB 3304 1800 | OD&RO |
darin. Skystrike Plus is a WWII fighter pilot | OOC4 | 2478 1984 2600 1800 4602 19FC &&02 OCOO ! 1&FFC !
o 0 SRS ! 0OD4 | 7326 OCD8 7326 COO1 3IFFE 0000 3FFE FFFF | 33320 !
game written by that clever chappie Aaron | ODE4 | 3FFC 3FFC 3FFC CFFF 0000 IFFC 0000 A7FA | 1FTE9 i
Fothergill of Shadow Software (he gets every- | OOF4 ! 0000 OFF8 0000 O3IFO 0000 O7F0 0000 O1EC | OIDBE !
where doesn't he!), and believe me if the ¢ 0104 | 0000 O3EC 0000 O0OCO 0000 OICO *000& OO0BO | 104E& ¢
- ; 4 ! 0118 ! 0000 FO3IF COOF 8007 BO0O7 0003 0003 O003 ! 2BO&S |
program did not have ‘STOS’ plastered all ! 0128 ! 0003 0003 B007 8007 COOF FOIF 0000 OFCO | 20022 |
over the credits you would be forgiven in | 0138 | 0000 OFCO 0140 35B0 0940 3EBO OOAD &FS8 | OFF98 |
thinking Aaron is a assembly language | 014B | 10A0 7FSB 0000 SEAB 2150 7EOB 0000 DCF4 | 2&AEC |
WhiEE | 0158 | 2308 FCO4 0000 FCO4 O3FB FCO4 0000 FEAC | 41958 |
et ) ! 0148 ! O1BO FE4AC 0000 FFFC 0000 FFFC 0000 FFOC ! 3FFO0 |
The game is quite large and comes on two } 0178 1| OOFO FFOC OOFO 7E00 OIFB 7EOO 0040 7FOB | 27EAC !
disks so loading is a bit slow, although a nice ! OIBB | OOF0 7FOB 0000 3F90 OO0&0 3IFF0 0000 OFCO | 10F3E |
digitised soundtrack and loading screen make i 0198 i 0000 OFCO FFCF FFBF FFIF FF3F E107 CO0O3 | SAESS |
! O1AB ! BOOI B00O1 *0006 8001 BOOL COO3 EO0O7 FBIF | S9833 |
up for that. Once you get through the fancy | OIBC | 0030 0000 0030 0000 0070 0000 0070 0000 | 00180 |
bits such as the vertically scrolling credits on | OICC ! OCEO 0000 OOEQ 0000 O0OCO 0000 OOCO 0000 | 00340 !
a horizontally scrolling background you swap i OIDC | 00BO 1EVE OQOB0 #0004 3FFC #0004 0038 7FE& | 2DF9a |
disks and are faced with a nice menu with | OIFO | 0038 000D O0O0IC 7FF2 0O0IC 0000 OO0IC FFF3S | 18071 |
; il . ! 0200 ! 0OIC 0000 OOOC FFFB O00OC 0000 OOOC FFFB | 20034 |
various options including a demo mode and i 0210 | DOOC 0000 0004 7FFE 0004 #0004 7FFE #0004 | 3I001A |
instructions. The interesting thing about the I 0224 1 3FFC #0004 1FFB *000& OFE0 #0004 FFC7 FFOF | S&73A |
menu is that it hovers above an airfield and ' gg;g | FF1F FF3F FEEF FE7F FE3F FCIF FBBF EIC3I | 7D0OC |
. : e ! ! CIC1 #8004 CIC1 EJIEZ 0038 0000 OO3E 0000 ! 3E7DB |
occasionally o plane will do a fly past, it's | 0264 | 0070 0000 0070 0000 OCEQ 0000 OOEO 0000 | 0O2A0 !
things like this that turn an average program ! 0274 | 00CO 0000 OOCO 0000 0180 0000 0180 0000 ! 00480 |
into something special. | 0284 | 01B0 0000 0180 0000 OICO ©0000 OICO 0000 | OO&BG |
After selecting the play game option the : gi:: : 3350 ?Eﬂ?g gzng Dg:}o 0?73 c:;EogEo 0770 gﬁogEﬂ : g;:::h '
: 220 iICiIC 00O QOO0 I
screen clears and the game begins. In Sky- | 02B4 | 0000 7F7F 0000 7F7F 0000 7F7F 0000 7F7F | 1FDFC |
strike Plus your plane, a versatile spitfire, is ! 02C4 | 000D 7F7F 0000 7F7F 0000 3E3E 0000 3E3E | 17B7A !
viewed from the side and gives the game a i 02ZD4 | 0000 1CIC 0000 ICIC EFBE C71C 9249 3I8EZ | 2BAZE |
- ; : ; ! O2E4 ! 7DF7 #0004 1041 #000& 3BEJ #0004 6DB&6 %0006 | SI4ET |
e i anlstding | 0302 | C71C #0006 B208 0000 7DF7 3BEI 9249 C71C ! 45949 |
off, the spitfire uses the "push up to rotate ! 0316 | EFBE #0004 5208 #0006 C71C #0006 &DB& #0006 | GAGAE |
clockwise’ method of manoeuvering and 1 | 0334 | 3IBE3 #0004 1041 0000 3IFFF 9FFF CFFF E7FF ! 3E126& |
crashed while attempting my first take off! : g:;g : CFFI; 9FFI; g;i gﬁ L'.‘FF“:' E7FF CFFF :ﬁrs | 577FB :
. , 3FFF  9FF #0004 COO0 #0006 &000 | SBEOS
Once the controls are mastered (it soon be- | O36E 1#0006 3000 *000& 1800 #0004 3000 #0006 &000 | 4DB18 !
comes second nature) it's off to attempt your | O38E #0004 COO0 #0004 4000 #0005 3000 *000& 1800 | S6B18 |
first mission- shoot down two enemy fighters i O3ZAE #0006 3000 #0006 &000 #000& COO0 #0004 LO00 | SBO1G |
ttacking vour ranway. Your plane mimics ! O3CE #0004 3000 #0006 1800 0000 E7FF CFFF 9FFF | 4A009 |
tuh = htgytt : }r.tﬁ tp o | O3E& ;| IFFF 9FFF CFFF EJFF CFFF 9FFF 3FFF 9FFF | 4E7FB |
e fight pattern of a spitfire to a reasonably ! O3F4 | CFFF E7FF CFFF 9FFF 3FFF #0004 1800 %0006 ! SB8005 |
accurate degree, occasionally it will begin to I 040C | 3000 #0004 LOOO *000& CODO #0004 &O000 #0004 | SBOIB |
lose speed and you will have to do a quick : o42c : 3000 #0004 1800 #0004 m-g #0006 AO00 *000& : 4DB18 !
. S O44C | COOO #0006 4000 #0004 3000 #0004 1000 #0006 | S&818 |
climb and dive if you do not want to stall. If | 044C ! 3000 #0006 64000 %0006 COO0 0000 0180 FBI1F ! 449AB |
you get damaged during the dogfight (you ! 0484 | FC3F BF77 0180 7C3E FC3F DF&F 0180 3C3C | 4S2DE |
cannot be killed by one hit, first individual i OA%4 | JC3E 7F6E 0180 1818 3IBIC 3IBSC 0180 0004 | 1BA4O |
systems fail then you die) you will have to | O4A4 | 0000 0034 F2EE AOA4 FEOO 0000 0028 2CFE | 2BEEE |
Yk landi tyt}}r'dD s i 04B4 | 0000 0010 2CFE #0004 2CFC 0000 0001 202C ! 17ASB |
L T epinen haca Thig ! OACé | FEOO #0004 2CFE %0004 2CFE #0004 0004 4C4F | 4P4SB |
mission is completed you guide your plane ! 04DC ! 4F50 0000 0010 0008 4552 S25F 444C 4147 | 16EAC |
back to base and land (which is a whole job i OREC #0004 B344 3224 0003 AID4 OOBZ2 4424 0003 | 29DEE !
in itself) and you are given another mission. | D4FE | AIDS 0000 0000 0000 0000 0000 0000 0000 | OALDS |
There are fifty six missions in all, dogfights, END OF BANK
bombing runs, trains to disable, there is even

a railway tunnel to fly through, other features

The Makebank table for GUARDIAN
continued overleal
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include the ability to bail out of your
wrecked plane (useful if shot over enemy
lines), extra weapons, turbo acceleration,
you can even collect a falling fire exting-
uisher (weird!) to put out any on board
fires.

There is so0 much that has been put into
Skystrike Plus it really does represent a
good buy, it's no Xenon II but then it's not
twenty five quid either. At £11.95 (£9.95
for STOS club members) this game repre-
sents great value for money. If you want to
see what can be done with STOS send
those cheques and P.O.s off to Shadow
Software (address at the end of the article)
now, and no I'm not on commission it
really is a fun (and at times frustrating)
game.

MAESTRO PLUS

In the last issue Damon Howarth did a
review of STOS Maestro, unfortunately he
did not have the Maestro cartridge so he
could not do a complete review of the
whole package. I recently went to the PC
Show at Earls Court in London and man-
aged to get one at a very reasonable price
50 here are the bits missing from Damon,s
review,

The cartridge itself is a sealed ‘nearly
Atari grey’ box and measures a very com-
pact 55mm x 84mm and is about 22mm
deep so it does not suffer from the all too
common cartridge droop problem. Once
plugged in the unit looks almost like part
of the 5T so if you are into office/bedroom
coordination this ones for you. The sound
is input via a single standard female
phono socket, but unfortunately there is
no audio out socket on this version of the
Maestro cartridge. As yet I have had no
compatibility problems with any software
that I regularly use so it gets full marks
there, and just to clear up one point put
forward in Damon's review the cartridge
does not work with any other sampler soft-
ware (unless you know different?).

The pieces of software that Damon could
not try are really just icing on the cake of
Maestro. The disko program lets an incom-
ing sound go through the TV/Monitor
speaker but also samples it and plays it
back straight afterwards, this produces a
weird effect somewhat similar to having
two identical records playing at almost the
same time but with a very slight delay
between thermn. The Phaser program is not
quite as fancy as disko but gives a sweep-
ing effect to all sound that is input, some
really spooky sound effects can be
achieved with it, unfortunately the
graphical front end of Phaser lets it down
(there isn't one!).

MNow for the real nitty gritty, just how well
does Maestro perform compared to
another device? Well 1 am currently work-
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100 kay off 1 click off 1 curs off 1 hide on : mode O
110 INPLEN=10 : rem input 10 characters

120 KINPUT=1% ¢ ¥YINPUT=11 : rem position of input

130 locate 10,0 1 print "Plemase Type Your Mame"

140 gosub &000

150 locate (40— {len{INFS$)+&1) 52,21
1460 print "HELLO “jINPS

170 wmait key

SPE0 rem s

SO0 [NFg="S

L0100 COUNT=0

L0220 SCANPRESS=0

SOZ0 NIMNPUTZ=XINFUT

&040 lTocate NINPUT,YINPUT
H050 print space${INPFLEN+1}
AOB0 3

4070 Frepeat

4080 locate XINPUTZ,YINPUT
&090 pen 7 1 print *_" ¢ pen 1
&100 locate XINPUTZ,YINPUT

&130 &

4150

&170 locate XINPUT,YINPUT
&1B0 print spaced{INPLEN+1])
H1T0 return

&200 1

&210 2

L2240 rem wes
4240 repeat
4270 PRESEEEY$=upper# (inkey¥)

4280 SCANPRESEsscancode

L300 return
6310 »

180 end

1% g

200 @

=40 rem P e e e e s e R R R R R R R R LR R e R L bl b bttt
S750 rem *E# FORM IMPUT ROUTINE FOR MAME ENTERING EE
S5P40 rem L e R R L T R E et S b L bttt
5970 rem #8% paraseters - inplen ( length of input text ) b

winput,yinput { coords of inputted text ) a8
SHG0 rEe SEEESEEEEEREE R RSN R AN RN RS R AR S AR AEA AR RN

5110 gosub 4220 1 rem sssss GET KEY sssswe
120 if (PRESSKEYS3=" " and PRESSKEYS{="~"] and COUNTCINPLEN then print
PREGEKEY#; : bell @ IMP$= INPS+FRESSKEYS 1 inc COUNT @ inc XINPUTZ

5180 1§ SCANPREEE=14 and XINPUTZIXINPUT then dec COUNT @ dec XINPUTZ : locate
XIMPUTZ,YINPUT ¢ print " “; & bell 1 INF®=] gft# [ [NP# , COUNT

4140 until (SCANPRESS=28 and XINPUTZ:XINPUT)

&ZT0 FEm '*III"'“"**WIII"Il-.ﬂi-.-“—l“-.—ll-lllII'l.-I-IHH-'F“"I'I'II!I"i*
4230 rem ##% LITTLE ROUTIME TO BET A KEY PREBE, PUT INTO PRESEKEYS w®as
AND SCANPREESE T
ADEC W S .

&290 until val (PRESSKEY#1< >0 or SCANPRESSC >0

Program 2 - An input routine

ing on some educational software (plug-
anybody interested?) where samples pro-
vide an integral part of the communica-
tion link between computer and student,
Before Maestro came along [ was using a
popular sampler of the printer port variety
(not the ST/AMIGA Format one) and in
order to obtain an audible speech quality [
had to sample at around 10khz, the Maes-
tro cartridge managed to come up with a
quality very close to the 10khz samples at
between 5khz and 7khz which resulted in
a typical memory saving of about
15%-30%.

Although my tests were totally non-scien-
tific and only produced over a period of

two hours | think my results are pretty
conclusive, Maestro Plus is the best sam-
pler available for STOS owners and gives
excellent quality samples, unfortunately it
is slightly expensive compared to the other
STOS products, so my overall VFM rating is
80% . If you can afford it (it's cheaper
from MNew Atari User!!) rush out and buy it.

A TYPE-IN GAME!

Time for the programs, in the last issue [
said that a game might be appearing in
these pages, well | am now proud to pre-
sent- Guardian (see Program 1 and Table
1). The program is really a bare bones
game which you can play with and beef
up, it involves guiding a little round ball
type creature to’ collect fruit and avoid
electric sparks and the guardian!!

Enter the listing as follows-

1) Load the INPDATA ACBE accessory from



e
-

your STOS backup disk.

2) Enter TABLE 1 and save it as GUAR-
DIAN_MEK.

3) Type in PROGRAM 1 and then type
LOAD GUARDIAN.MBK and the sprites
will automatically load into their cor-
rect bank.

4) Resave the program.

5) Run it

HOW IT WORKS

LINE 40 is a standard ‘clear the screen’
line that should be used in most programs
LINE 50 reserves a temporary screen
which will be used to plot the sprites invis-
ibly before transferring them to the screen
LINE 60 clears the screens

LINES 70-90 sets the variables for the
initial positions of the player (X,Y), the
guardian (XEN,YEN), and the fruit
(XFRU,YFRU)

LINES 110-130 tell 5TOS to use sprites 4
and 5 as the electric shocks, where to move
them around the screen, and finally how
they should be animated

LINES 110-170 plots the sprites in their
initial positions on screen 7 (invisible to
the player), the screen is then swapped
with the one that is being displayed and
the sprites appear instantly with no flicker
LINE 1B0 resets the internal timer

LINES 210-240 read the joystick and in-
crement or decrement the variables hold-
ing the players position by +5 or -5

LINES 260-290 if the player moves left
then move the guardian left, if the player
moves right move the guardian right only
the guardian moves one pixel further than
the player with each move,

LINES 310-320 if the player goes off the
right of the screen move it onto the left
hand side, if up then make it appear at
the bottom etc.

LINES 340-370 prints the sprites in their
new positions on the invisible (LOGIC)
screen 7 and then swap it with the screen
being shown.

LINE 390 tests to see if anything has
collided with the 14x6 border around the
player and puts its value into the variable
HIT

LINE 400 tests to see if the fruit has been
hit. If so the fruit is moved to another
position and the score is incremented.
LINE 420 repeats the whole thing until
the player hits something nasty or the
timer reaches 1000

LINE 430 decides whether the player ran
out of time or got killed and prints an
appropriate message.

LINE 440 prints the score

The way Guardian was programmed cer-
tainly wasn't very efficient but STOS is so
fast my coding does not have to be perfect.
There are so many different ways to get
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good fast smooth animation in 5TOS and
that was just one example, perhaps you
could provide some more?

AND AN INPUT ROUTINE

Have you ever used a really good prog-
ram written in sorne language or another
only to find it has been let down by the
way data is input, you know the sort of
thing a question mark on the screen and if
you press return without typing anything
it throws you out of the program with a
nasty error. If you do not want that to
happen to your programs then look no
further, Pete to the rescue,

The second (and last) program for this
issue is a user definable input routine, it's
especially useful for educational software
(check out Treasure Search). Go type in
PROGRAM 2.

HOW IT WORKS

LINE 104 this one clears the screen
remember?

LINES 110-120 set up the variables
needed for the routine

LINE 130 asks for your name

LINE 140 calls the routine. The input data
is returned in the string INP$

LINES 150-160 works out where to place
the text and prints it there. It would have
been easier to use CENTRE "HELLO "+INP§
LINES 6000-6050 moves to where you
want the text to go and clears a space for
it

LINES 6080-6120 print the cursor and
makes sure the key being pressed is an
alphanumeric. If you wanted to extend the
range of characters allowed you would
have to change line 6120.

LINE 6140 handles the delete key

LINE 6160 keeps reading until the return
key is pressed AND something has been
typed

LINE 6180 cleans the screen of the input
LINES 6260-6300 read the keyboard until
something is pressed, the value of that key
is then stored in the variables SCANPRESS
and PRESSKEY$

PROGRAMS WANTED

I still want your 5TOS programs for the
P.D. library and smaller ones to include in
the column, but don't forget to include an
5.A.E. when you send me your disks other-
wise it could be quite a while before you
get them back. By the time you read this
there should be quite a few new 5TOS
public domain disks in the PAGE 6 library,
including a disk with all the STOS prog-
rams from issues 39,40,41 and an educa-
tional disk with software called Treasure

Search (by me!) and Multimat (by Jim
Flewker) on it, Write to Page 6 Publishing
for full details.

A CHALLENGE

Challenge time, hands up all those people
who think they can write a small assembly
language program that will change the
value of a colour register several times a
second to give the impression of loads of
scrolling colours on screen (a bit like the
old Atari rainbow effect on the 8-bits). First
person to send me such a program will
receive a collection of STOS public domain
programs. Oh and it must be possible to
pass the number (0-15) of the colour you
wish to rainbow to the routine,

That's about it from me this issue, and if
you are wondering what happened at the
PC show this is it - NOTHING! Mandarin
were not there (and [ don't blame them, it
was dead boring!). My thanks go to Chris
Payne and Aaron Fothergill for being all
round nice chappies and getting all the
stuff to me before New Atari User's dead-
line. Next time I want to start presenting
shorter routines that people can include in
their own programs, things like form input
routines, graphical effects, sound effects,
anything reasonably small that can be
used to jozz up a program, so if you have
any programs like that send them to me at
the address below.

SKYSTRIKE PLUS is available for £11.95
from SHADOW SOFTWARE, 1 LOWER
MOOR, WHIDDEN VALLEY, BARNSTAPLE,
NORTH DEVON, EX32 BNW

Anyone wishing to join the STOS CLUB
should make out a cheque or postal order for
£10 payable to Aaron Fothergill (STOS
CLUB) and should send it to the above
address remembering to mark the envelope
‘STOS CLUB".

Write to Peter Hickman at
36 CLEVERLY ESTATE,
WORMHOLT ROAD,
LONDON W12 OLX

sws A PAGE 6

'nm will be. ﬁﬁm@ﬂr new 5‘!@&‘
disks added to the PAGE 6 LIBRARY
this issue including a disk of all the
mm-mwmmmm
column and Peter Hickman's educa-
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- The RESOURCE FILE

where to find support for your Atari

The Resource File is a service provided by
PAGE & to help Atari owners find sources of
information, help and supply. An entry in
this feature does not necessarily imply any
endorsement b}r PAGE 6. The retailers shown
are those whorare known to have supported
Atari for some time but things change and
readers are advised to check for themselves to
ensure that the information is still current.
We would ask any readers who find informa-
tion to be inoccurate or out of date to let us
know so that an entry may be amended or
deleted,

RETAILERS

ATARI WORLD
15, Fennell Street
Manchester

M4 3DU

Tel. 061 B34 4941

BRIGHTON COMPUTER EXCHANGE
2, Ann Street

B n

BN1 4GP

Tel. 0273 570240

COMPUTER ADVENTURE WORLD
Bank Buildin

1A, Charln‘?

Birkenhead L41 ﬁE]

Tel, 051 666 1132

CAPRI MARKETING LTD.
24a, White Pit Lane
Flackwell Heath

High W'

Bucks HP10 9HR

Tel. D6ZBS 31244

COMPUTER CAVERN
22, Morley Street
Swindon

Wilts

Tel. 0793 485608

COMPUTER CAVERN
21, Harris Arcode
Readlng

F.Gl 10N
Tel. 0734 583062

COMPUTER CEMNTRE
174, High Street
Homchurch

Essex -
Tel. 04024 75613

GAMER

71 East Street
Brighton

Sussex

BN1 1HOQ

Tel. 0273 72B681

GLASGOW COMPUTER CEMNTRE
Virginia Galleries

irginia Street
Glas
61110
Tel. 041 552 1522

HI-FI WESTERN LTD.
52, Cambrian Road
Mewport

Gwent

Tel. 0633 62790

INTOTO

1, Heathcoat Street
Hockley

Molts,

MNGL 3AF

Tel, 0602 410987

LADBROKE COMPUTING LTD.
33, Ormskirk Road
Preston
Lancs.
PR1 ZOP
Tel 0772 21474
LIVINGSTOMN COMPUTER CENTRE
AL —
ralgs opping Centre
Liwvin n

West Lothian
Tel. 0506 36978

MICRO-TRONICS
27a, Market Street
Tamwaorth

Stafls

Tel. 0B27 51480

OMNE STEP BEYOMND LTD.
1la, Castle Meadow
Morwich

MNR13DG
Tel. 0603 663796

ABC

Contact Mike Donoghue, 135, 5t
Leonards Road, Leicester, LE2 3BZ, Tel.
0533 700190. Retailer and both 8-bit
and 5T user groups.

A.C.E. USER GROUP

Contact Martin Sharpe, 28, Brooklyn
Court, Bradford Road, Cleckheaton,
West Yorks, BD19 4T|]. Tel.0274 851131
{24 houwrs). Monthly meetings, newslet-
ter, trips, discounts etc.

A. U, G. (IRELAND)

Contact Mike Casey, 3, 5t. Kevins Park,
Kilmacud, Co. Dublin. lreland, Tel. 01
881830 or BBS 01 BA5634 (24 hours),
Monthly meetings and newsletter.

BESTWOOD 8-BIT USER
GROUP

Contact David Taylor, 60 Stevenholme
Crescent, Bestwood Park, Mattingham,
NG5S 5[W. Tel. D602 203735, 8-bit local
users only

BOURNEMOUTH AND POOLE
ATARI USER GROUP

Contact Colin Hunt. 248, Wimbome
Road, Cakdale, Poole, Dorset. 5T, 8-bit,
hardware and software development.

BURY 5T. EDMUNDS USERS
GROUP

Contact Gary Brummage, 22, Ridley
Rewad, Bury 5t Edmunds, Suffolk, IP33
3H5, Flease send SAE for details,

BBS

Mame: THE VILLAGE
Mumber: 01 464 2516

Hours: 24 Hours/7 days

Baud: V21, V22 V2ZBIS, V23
Features: & I;|-1t area, 5T urea. CP'M

aredq

Nome: INFOMATIQUE
Number: 0001 764942 (Dublin)
Hours: 24 Hours

Baud:  300/300and 75/1000
Features: ATARI 5$1G and program

librory

Mame: LEICESTER CENTRAL
MNumber: 0533 700914

Hours: 24 Hours

Baud: 300 and 1200475
Features: 8 bit area and 5T area
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COLCHESTER ATARI USER
GROUP

Contact Mike Harrison, 172, Harwich
Road, Colchester, Essex, CO4 3DD.
Meets fortnightly, supports all Atan sys-
temns. Tel. 0206 867931 or 0206 42900

CLUB CENACLE

Contact Michel Breton, Club Cenacle,
B.P. 49, 95110, Sannois, FRANCE. XL,
XE and 5T users, newslatter, PD library,
contact with users and user groups any-
where in the world welcome.

Fa5T (Fast ST Basic Users
Group)

Contact Simon Rush, 42 York Road,
Rayleigh, Essex, §56 85B. Tutorials in
Bosic and 6000, SAE for full details.

FLOPPYSHOP 5T

Contact Steve Delaney, 50, Stewart Cres-
cent, Morthfield, Aberdeen, AB2 558,
Tel. 0224 691824,

The GATEWAY CLUB

Contact Phil Herberer, 164d Radcliffe
Road, Lakenheath, Suffolk. Tel. (Eris-
well) 2363, All computer club with Atari
section. Meets once a month,

LACE (LONDON ATARI
COMPUTER ENTHUSIASTS)
Contact Glenn Leader, 143 Richmond
Road, Levionstone, London, E11 48T.
Tel. 01 556 0395, XL XE, 5T users. Great
newsletter and PD library

Mame: CHARLY

Number: 0451/31642 Germany
010/49/451/31642 from England
Hours: 24 Hours/7 days

Baud: 300, 8nl

Features: Atari 8-bit and 5T areas.
P.D. software. Some German
required!

Mame: THE ARK

Mumber: 021 353 5486
Hours: 24 Hours/7 da

Baud: 300 or 1200/7
Features: & bit with Downloads,
hints, swaps etc.

Mame: CRYSTAL TOWER BBES
MNumber: 01 886 2813
Hours: 24 Hours

Boaud: 300 to 2400
Features: Atarl section which
needs your support!

LUG'S (LEEDS USER GROUP)
Contact Dave on 0532 717712 anytime.
1050, 810, cossette users welcome. Send
SAE to P.O. Box TR7, Leeds, W. Yorks
1512 5PG

LVAUG (LEA VALLEY ATARI
USERS GROUP

Contact Matt Tydeman, 125 Cadmore
Lane, Cheshunt, Herts, EMB 9TH. Regu-
lar meetings and pewsletter, 8/16 bit.

MACCLESFIELD COMPUTER
CLUB

Contact Peter Solomon. Tel. 0625 207682
evenings and weskends, All computer
club with Atari section. Meets fort-
nightly.

NORTHERN ITALY 5T FANS
Contact Carle Bianchini, Viale Argonne
12, 27100 PAVIA, Ttaly

ROCHDALE ATARI COMPU-
TER ENTHUSIASTS (R.A.C.E.)

Contact The Secretary, P.O. Box 1, Roch-

dale, Lanes OL12 8TQ. SAE appreciated.
All Ataris, meetings fortnighitly

SIGATARI

Contact Glenn Leader, 143, Richmond
Roqd, Leytonstone, Lonmdon, E11 4BT.
Tel 01 556 0395, For those interested in
more unusual applications.

5T USER CLUB

Contact Tony, 8, Ethnard Road, Peck-
ham, London, SELS 1RU. Members with
double sided drives

PEATS ELECTRONICS
197, Parnell Street
Dublin 1

Ireland

Tel. 0001 727799

SOFTWARE EXPRESS
212, Broad Street
'E-irminghum

B15 ZA

Tel. 021 643 9100

SOFTWARE EXPRESS
9 Exeter Street
Plymouth

Devon
Tel. 0752 265276

WHITEROSE COMPUTERS
Brooklyn Court

Bradford Road
Cleckheaton

W. Yorks BD19 4T]

Tel. 0274 B51131

A5 WOOTTON & SON
116, Edleston Road
Crewe

CW2 THD

Tel. 0270 214118

YORK COMPUTER CENTRE
9, Davygate Arcade

Tel. 0904 641862

USER GROUPS

STOURBRIDGE ATARI USER
GROUP

Contact Les Taylor, 99, Bredon Road,
Stourbridge, Wets Midlands, DYB 4LA.
Tel 0384 379757, Meetings once a
michth for 8 bit computers.

5. W.AG. (SOMERSET WEST
ATARI GROUP)

Contact |, Evans, 14, Plein Street, Some-
rset West, 7130, Cape Province, South
Africa. 5T and B bit user group offering
help and assistonce to users in South
Africa including township schoals,
Warldwide support appreciated.

VTE ATARI COMPUTER CLUR
Contact Christian Delabarre, Hekstraat
7, 9050 Evergem, Belgium. Tel.
091/26.29.29. For X1LXE,ST. Organised
talks, visits etc.

WESTMORELAND ATARI
COMPUTER ORGANIZATION
(W.A.C.O.)

Contact Chuck Rosso, 209 Emrose Dr.,
Pittsburgh, FS 15235, 1.5.A, Covering
&-bit, large P library catalog, will mail,

WORLD ATARI PENPALS Int.
User Group (WAF)

Confact Max Terveen, Magerhorst 8,
Alphen a/d Rijn, 2402 LF, The Nether-
lands. Tel. 01720 45583, Members in
UsA, Canada, France, UK., Greece, Ger-
many, Soudi Arabig. Have droulating
disk (8-bit and 5T). Mail only.

Mame: THE GNOME AT HOME
Mumber: 01 588 8894

Hours: 24 Hours/7 days

Baud: V23 viewdata

Features: 5T aren frame *1632.04.
ST Babble starts on frame
*1632.94

Mame: CBABBS
Mumber; 021 430 3761
Hours: 24 Hours/closed Thurs-

5

Br.l{ld: 300

Features: 5T/B bit, Email to USA
and Canada

PAGE 6 reserves the right
to delete any entry from
this feature for any
reason. Inclusion does not
imply any endorsement
by PAGE 6 and PAGE &
can accept no responsibil-
ity for the accuracy or
completeness of an entry.
Please tell us if you find
any entry out of date.




Iwo great games for the ST!

— Confrasting in style but both offering lightning-fast action, spiced with
fouches of humour, fypical of Jeff Minter's programming.
Now Available as a Twin Pack at £15.95!! (£9.95 each, separately)

Based on a classic arcade game — at least one
reviewer found it impossibly difficult — but the
player Hi-scores speak for themselves!

% as with all Llomasoft games, Andes Atfack
s ufferly fanfastic... incredibly fast, fremendous fun
and a frue bargain... ” New Atari User

DEFEND OR DIE!

An updated and massively enhanced
version of the game that was a worldwide
success on 8-bit machines!

64 levels of play with a different challenge
(and different graphics) in every one!

 griliant pure arcade zapping...no-one
produces games like Liamasoft...takes ifs

place amongst my favourite games — mr::gr'c!”
ST Action

A BLAST and a Half!

49 Mount Pleasant Tadley Hants 0734 814478



PAGE 6 ACCESSORY SHOP |

THE VERY BEST IN PUBLIC DOMAIN
PLUS BOOKS, DUST COVERS and ACCESSORIES

Disk Drives: | T T, 1 ey

[ Coen ol
Persai o

HUNDREDS OF ITEMS IN OUR CATALOGS

ST

MAIN PUBLIC DOMAIN
= s e ”;-f Es by

The largest selection of Public
Domain software for the XL/XE
available anywhere - only the
very best makes it onto a
PAGE 6 disk!

PAGE 6 was the very first to |
introduce PD software for the ST '
and are still first in introducing
many unigque programs
Disks from just £2.50

OFFICIAL UK DISTRIBUTOR FOR

ST NEWS @

THE WORLD’S FINEST

NEW XL/XE and ST
catalogs

NOW AVAILABLE! s
Flease note owr cotalogs do not contain E"'er?f IMEgInahle DUSt cnver! ST DISK BASED MAGAIINE

commerciol software normally avallable
from refailers or odvertisers in the magazine

P.0. BOX 54, STAFFORD, ST16 1DR, ENGLAND
Telephone 0785 213928 Catalog HOTLINE 0785 57005

24 hours answerphone)




