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•  Handles any type of cassette format
•  Allows several games on one disk
•  Handles cassettes that require full 64k memory
•  Complete  with chart of exactly how to transfer

the more popular games

TARITALK
THE QUICK AND EASY WAY TO
TRANSFER FILES TO YOUR ST
Now you c an s imply  and easily transfer files to your ST without
the need for a cost ly interface. TARITALK will transfer text files,
database informat ion,  pictures, mus ic  files, BASIC programs,  in
fact any  fi le that has a normal DOS directory entry. Just plug in
the TARITALK cable,  run the sof tware on eac h mac hine and
your files will be transferred c omplet e with full error check ing.

Please note that  TARITALK does not  convert  files - it  is up to you
to mak e any  amendment s  necessary to use the files on your ST

TARITALK is £19.95 complete with cable,
software and instructions

/464 //toof P /495 6
THE BIG DEMO
The best demo ever produc ed for the
XI/XE. Great  graphics,  excellent  music
and the best s ampled sound ever
heard on an 8-bit  Atari (even beats  a
lot of  the ST stuff!)
Can you af ford to miss out  any  longer?

THE BIG DEMO is £3.95
Nene note that some ot scrolling MeSS*95 C0111.3111 wods that
SlYnE mottle Might object to and the disk St1Ould not be
consKlered suttable tor yobng children The 8113 DEMO requires
a 1050 disk drive and will not run fully with any other drive

PAGE 61?3•SToYysloxli!)5
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Now available exclusively from PAGE 6 SOFTWARE
TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE!
TRANSDiSK IV is a simple to use utility that will transfer all your cassette games to disk - easily and quickly!

•  Handles cassettes that load extra levels
•  Use all available memory on XIIXE machines
•  Full step by step instructions included4

MINI OFFICE II
Possibly your lost c hanc e to purchase
the best piece of serious sof tware cur-
rently available for your XL/XE
WORD PROCESSOR - SPREADSHEET
DATABASE - GRAPHS - LABEL MAKER
all in one great  utility
We have just purchased the last remain-
ing stocks of this fine piece of software -
first come,  first served!

OUR PRICE £14.95 (Save .5 on RRP)

Price E19.95

SPELL ME
Let your young ones enjoy
learning with your XL/XE
A delight ful program to teach four to five year olds the alphabet
plus word recognit ion and word and pic ture association. Guide
them with those first steps whilst also teaching them to enjoy  the
Atari as a creat ive tool. SPELL ME has been writ ten by  a qual-
ified teacher and has been enjoy ed by hundreds of Atari
owning youngsters. Why not let your children enjoy  it too?

SPELL ME is available on cassette at £4.95
or disk at £495 exclusively from PAGE 6
SOFTWARE

COMING SOON - MIDIMASTER
The Midi sequencer and music

la e r  for your 8-bit Atari

TIME & MAGIK
Your last c hanc e to purchase a c opy  of
Level 9's t op adventure trilogy. PAGE 6
has purchased the last stocks of this fine
adventure threesome - this will defi nitely
not be re-released!

DISK or CASSETTE £995
(saving £5 on recommended price)

All items on this page may be ordered with the order form on page 49 or by writing to
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR.

Credit cord orders may be telephoned to 0785 213928 of FAXed to 0785 54355



'The magazine
for the Dedicated

Atari User'

Editorial 4 CONTACT 51
News 5 BACK ISSUES 74
Mailbag 6 RESOURCE FILE IBC

UK £10.00
Europe E15.00
Elsewhere (sea) E15.00
Elsewhere (Air) E21.00

UK E25.00
Europe 02. 00
Elsewhere (sea) £32.00
Elsewhere (Air) MA X /

SKIRMISH
Can you control

SIX planes at once?
-
T
y
p
e
-
i
n 
f
u
n

SUBSCRIPTIONS
Annual subscription rates (6 issues)

Oye
,
se a
s  
r a
t e
s  
r
e
fl
e
c
t  
o
n
l
y  
t
h
e  
d
i
f
f
e
r
e
n
c
e  
i
n  
p
o
s
t
a
l  
c
h
a
t
s

NEW ATARI  USER ON DISK

A disk containing all of the 8-bit programs
from each issue of  NEW ATARI USER is
available either separately or on subcrip-
lion. Single price £2.95 per disk, Subscrip-
tion rates (6 issues)

Please make cheques payable to PAGE 6
PUBLISHING and send t o  the Editorial
address shown below

SUBMISSIONS

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

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

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

A r

The next issue of
NEW ATARI USER

will be on sale 24th May
Editorial copy date is 16th April

C O N T E N T S
Issue 43 April/May 1990

GOODBYE, OLD FRIEND by John S Davison
A last look at Flight Simulator it
VERIFY by Phil Cardwell
Make sure your CSAVE has worked
DISPLAY LISTS by Andrew Weir
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HILLSFAR by John Sweeney
STOS GAMES MAKERS MANUAL by Peter Hickman
PD WORLD by Paul Rixon
A new series looking at The best of The public domain
GAMES GALORE by Peter Hickman
Four great games for the price of one
MAKING MUSIC by John S. Davison
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THE CREDITS
All of the usual s tun t5 on page 3 but  here are
he people who made this  issue possible.

Les Effi ngham did the edit ing, layout and
every thing else but  spent most of  the t ime
wondering who decided to only  put  24 hours
In a day and dreaming of doing things that
other people do, like s leepingt

Sandy looked after the advert is ing and mail
order and lots  of other things

John R. Barns ley  fi nally  became legit imate

seey Mitchel l  (hut not for  long) messed
the letters  page last issue by coining back
me. Confused? You will be.

e Regular Contributors ,  who prov ide the
ckbone of the magaz ine and can generally
relied upon to come up with good art ic les
d reviews. are

G a r r y  F r a n d s
M a t t h e w  J o n e s
John Davison Jr
Paul Riz on
Ian Finlayson

I other cont ributors  for this  issue arc  indi-
dually  c redited alongside their artic les or
-
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leis work  and enthus iasm with other Atari
sers.

o messages across the miles  this t ime!
Ve hadn't  quite sorted out the cover pic ture
ehen this  bit  was writ ten,  but  it  should be a
Acture of some planes or helicopters. What-
Ner it is. the photograph is courtesy ofr.R.H. pictures.
:an the inspirat ion be going? Somehow the
(mown of  music thus far has been minimal,
Vhat's  happening? Those who did help in-
:bide Nanct Griffi th (as always). Mark  Knopf
Cr, Dolores  Keane. Joan Baez and a real
)los t from the past, Hors lips. Much of  Horslips
5taff Is now on CD anti the magnifi cent Book
Df Invasions remains  one of  the :
fi n e s t  a l b u m s?ver made. Hard to belteoe I fs  around 15
uears old„ Isn't it  about rime the 1SB Were art
CD'? Time to go back to sleep!

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

PAGE 6 you'l l  know what i t means!
l h e  next issue of NEW ATARI  USER could

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

Mark Hutchinson
John Davison
John Sweeney
Damon Howar th

PACE 6  shawsJust  O la f  you  cart do  with  your Atari.
With the exception °D in a l output on a  Linntron and
use u la  repro m m e m fo r the list ings and photos. the
triagruane is prepared entirety w it h  Ata ri based equip-
ment and software • no t  a  Macintosh or I t t ki in  sight,
flardWare used includes 130XE. 1 050 d isk drive . 810
d isk drive . 410 cassette foreasksta llyn. 850 Interlace,
NEC 5023 printer, .1040ST. SM I  24 Monitor. Ata ri
S11204 hard  d isk drive . Cumana i  meg d isk drtve.
Epson f?.X 100 printer. Kyocera lase r printer. Mica:Ishii-
ter prin ter buffer. Softusure includes Superscript.
Turbo Basic, Kerm it . PC interromm. TAM-TALK. Prin t
Wiz. S
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Art icles and programs submitted on X.1./XE d isks are
subjected to various custom 'mit ten programs before
being t ra rt fe rred  across to the ST via TAR!-TALK. Al/
major edding is done with  Protest and pages w e  loinl
oat w it h  Fleet Street Pubttsher. A d isk with  t h e
v
l in -
isheti pages is sent up to The Setting Studio VI New-
castle ia  typesetting bureau who  rea lly know what
they are doing with  the ST) to be output art a  Linatmit
300 and. hey presto. _finished pages are sent back. it
realty does wo rk a r  la sir Alt  that is tett Is to drop in
the list ings and photos. Well,  it 's riot quite as easy as
thnt, bu t  uou get the Wear

HARD TIMES?
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4 I s s u e  43 - New Atari User

io would have thought ,  round about  six years ago, that  PAGE 6 might  end up as
longest surv iv ing Atari magazine? Well,  we are not  quite but  several magazines

ve come and gone since we started and it  looks as if  we may  well out las t  the two
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ALOG and ANTIC magazines but  fi nally  succeeded in get t ing new subscript ions  to
th - perhaps  jus t  in t ime? ANALOG started life as a dedicated 8-bit  magazine and
ok the ST on board when it came out,  only  to succumb to pressure later to separate
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agazine in the 'States however does not  seem to be the easy opt ion it  is in this
unt ry  and ANALOG 50011 found themselves in fi nanc ial t rouble.  The original owners
Id out  to a new publisher who t ried hard to increase sales on the separate
agazines but  eventually  found that  the best solut ion was to go back to publ is hing a
mbined magazine,  jus t  as we do. Nowadays  it  is very diffi cult  to publish a magazine

apport ing only the 8-bit  Atari and that  is precisely why  we have never considered
parat ing into two magazines. Anyway I received the Dec ember/ J anuary  issue of the
combined ANALOG and was quite impressed, jus t  like the old ANALOG. A splendid

32 pages but  only  13 pages of ads, could they possibly survive wit h such lit t le
dvert is ing support? Apparent ly  not, for several of the U.S. User Group newslet ters
ave since reported that  the publishers  have fi nally  pulled the plug and ANALOG is

ANTIC magazine arrived t hrough the door and was a major shock. This,  once line,
o more.

mont hly  magaz ine has s hrunk  to a mere 48 pages on very poor qualit y  newsprint  and,
if you want  to subscribe, is only  available wit h a compulsory  disk. Again advert is ing
support  is min imal  and ANTIC are obviously s t ruggling hard to keep faith wit h the
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that  inspired PAGE 6 and, whils t  it  is good that  we are st ill going. it  does not  do my
heart  good to see one of the best Atari 8-bit  magazines fading away.
So what  is our own s ituat ion? Well we are s t ill here and intend to be for a long t ime
'
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of our pre-Chris tmas  issue dropped so that  we mus t  soon start  look ing towards
saving some costs. We st ill have our regular advert isers but  not  the extra advert is ing
support  we have enjoyed in the past and it  seems unlikely  that  many  more advert isers
wi l l  appear.  One thing we can do is promote our own products  muc h more and you
wil l  not ice f rom past  issues that  we have begun to do jus t  that.  I mus t  admit  that  I
don't  like to use too muc h of the magazine to promot ing PAGE 6. that  was one of  my
major crit ic isms of  the old Atari User. but  we have to be sensible. I f  this is the way to
survive and prosper then why  not? After all, the products  and services that  PAGE 8
promote are specifically to support  the Atari and the day may well come when certain
products  are only available t hrough dedicated companies like ourselves.
Maybe we will have to cut  the number of pages. we considered that  for this  issue, bu t
if  we can expand our other interests we can support  the magazine as it  stands. That
was the prime reason for s tart ing the PAGE 6 ACCESSORY SHOP and prov iding you
cont inue to give y our support  there is no reason why  we cannot  survive and prosper.

DO THEY CARE?
I of ten wonder whether the major companies really  care about  the end user. We have

t ried to seek out  a number of products for the Atari 8-bit  over recent  mont hs  and,
whils t  the products  are certainly  available,  get t ing t hem is a nightmare.  Several of  the
oilers t hrough the Accessory Shop have been severely delayed. s imply  because it  has
been imposs ible to get the companies supply ing the goods to get their fingers out  and
send t hem to us. The companies concerned never get any flack. i t  is us that  gets the
blame for not  supply ing and it  is extremely f rus t rat ing.  I t  seems that  the only way to
ensure that  goods advert ised are readily  available is to invest  in a lot of  stock which
has to be held for over three mont hs  before it  can be sold. A  costly exercise and one
that  should not  be necessary. I f  we place an order wit h a supplier a couple of weeks
before a magazine is published and we are assured that  the stock is available and wi l l
be delivered. is it  too muc h to expect to receive it  on t ime? .It seems so. [ cannot
unders tand why.
I used to deride all those retailers who advert ised games that  they could not  s upply

but  I am now beginning to unders tand the problems. Give a lit t le thought  before
shoot ing the retailer,  he might  just  be as f rust rated as you!



THE ATARI SHOW IS ON!

I E E  I VI ES Cass Dish

180 2.95
Airwolf 1.95
Arka nold 2.95
Astrodroid 2.95 6.95
Ba llblazer 8.50 9.95
Bla ck La mp 7.75
Blue  Max 4.95
BM X Simula tor 2.95 ••••
Boulderdash  2 2.95 .•..
Chuckle  Egg 2.95
Colossus C he ss I V 8.75 8 .75
Cosmic Pira te 2.95
Cra ck up 1.95
Cops n' R obbe rs 1.95
Dawn Ra ider 1,95
Daylight R obbe ry 1.95 - -
Domain of  Undead 2.95
Dreconus 6.95 9.55
Dre lbs 4.50
Druid 5.95
Encounter 2. 9 5
Exploding Wa ll _ _ _ _ 2.95
Fantastic So cce r 2.95 4.55
Footba ll M a na ge r 2.95 ••••

J us t  as we went to press we learnt  that the long rumoured
Atari Show is on, at  least we think  it  is! Th e  show will be
called ATARI 90 and is  being held at The Novotel
Hammers mith.  London on the 1s t to 3rd June.
Both fl oors of  the exhibit ion hall are to be used with the
serious s luf f  ups tairs  and the games downstairs . We under-
stand that  they are not going to let even a 52051'FM up-
stairs ! One of the gripes Atari had about the last Atari Show
at Alexandra Palace was that the admiss ion price was too
high so ATARI 90 will be .4.'2 to get in or IA for a family  ticket,
whic h means that the k ids  get in free!
All we have to clo now is pray that Atari,  not  renowned for
their organisat ional abilit ies , can get the show on t he  road.
So far the going hasn't been too good because they booked
an advert in this  issue of  NEW ATARI USER and the follow-
ing day cancelled it  without explanat ion! Whatever happens.
if  it's on we'll be there, and we hope to see you all there. I t
could be a good one.

ROLAND SOUND MODULES
Good news for budding composers who own an Atari ST, or

even an Xl../XE with a Mid i interface, is  that Soitscan, one of
our long term advert is ing supporters, have set up a dealer-
ship for the new Roland CM series Stereo Computer Sound
Modules.
The Roland CM is basically a full synthesiser without a
keyboard and can be programmed via any computer with a
Midi interface. Sound quality  is superb and you can create
sonic amaz ing effects. if  you are not talented in the compos-
ing fi eld then you can hear what the professionals can do
with it, because many of the top ST games now have a
profess ionally  writ ten soundtrack  for the Roland. The sound
and the atmosphere of these games is incredible. The mod-
ules are not cheap, s tart ing at £369. but  this  is around half
the price of  a comparable synthesiser so it  could be well
worth a look. Sofi sran have an advertisement on page 55 in
this  issue where you'll fi nd more details.

MONITOR NO MORE
We unders tand that MONITOR the magazine of the U.K.

ATARI OWNERS CLUB. is  offi c ially  dead. Many  people have
been wondering what had become of the magazine strive the
usual long wait between issues got longer and longer during
the last year. Apparent ly  several of the people who ran the
magazine have left the c lub, mak ing it almos t Imposs ible for
the c lub to cont inue to publish.
MONITOR was, without  doubt ,  the fi nest Atari c lub maga-

zine to have been produced in this  country  and it  will be
sadly missed. The eluband the magaz ine had a fi ne pedigree,
being established when the very fi rs t Atari 400's hit  these
shores. I t  was founded by Maplin Electronics, the very fi rst
company to support  the Atari, and was taken over by a
group of employees who remained work ing at Maplins  and
helped the c lub grow to become the biggest Atari User group
in the U.K. The c lub and magazine were run by enthusiasts ,
and not  for profi t. and when most of  the key writers  and
helpers went off to fi nd jobs in other parts  of the land, as
tends to happen nowadays, the end of  the magazine was on
the cards.
We believe that subsc ribers  are being offered software from
the c lub library  in exchange for any money outs tanding on
their subscriptions. Sort ing out s  likely  to take some t ime
though so, if  you have writ ten.  be patient.

AMATEUR RADIO RALLY
'rhe promised mini-Atari show at the Nat ional Motorcyc le
Museum in B irmingham is not tak ing place due to the
organisers failure to get it  together in t ime (their words  and
apologies,). I f  you really  want  to go to the Nat ional Motorcy-
cle Museum though, why  not pop along on Easter Sunday,
15th April.  to the Centre of England Amateur Radio Rally  for
a feast of fun for hackers of all ages and abilit ies . Whils t  not
part ic ularly  for computers, there will be a few there along
wit h  amateur radio and telev is ion and more elec tronic  bits
and pieces than vou are ever likely  to fi nd again in one place.
If you have any interest in  hardware or electronics it  may
well he worth a vis it. Fu r t h e r  details  can be obiained from
the organisers  on 0952 598173. •

CALLISTO COMPUTERS
DEPT A3, PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533

T A R I  8 0 0 / X L / X E
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Beam Rider,  Defender, De signe rs
Pencil, Dreadnaught, Eastern Front,
Galaxians. Hero,  Joust,  Kaboom,
Missile Command. Moon Patrol,  M r
Cool. Pacman, Pitfa ll,  Pitfa ll I I . Pole
Position, R ive r Raid,  Tennis,  U S
Football, Xe nll
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Fort Ap o io co lp yse
Fruit M a chine  Sim  2 . 5 5
Gauntle t   2 . 9 5
Ghostbuste rs   2 . 9 5
Gra nd Prix S im    2 . 9 5
Green Be re t    2 . 9 5
Gridrunne r   1 . 9 5
Gunla w   1 . 9 5
Ha cke r   6 . 9 5
Ha rdba ll   2 . 9 5
Ha wkque st  1 7 . 9 5
H e nry's H ouse    1 . 9 5
Hove r Bo ye r   1 . 9 5
Jo cky Wilso n  D a rt  -  2 . 9 0  4 . 5 0
Joe  Bla de    1 . 9 5
Ke nne dy Approa ch  -  a . i i
Ke nny D a lg lish    7 . 7 5
Las Ve ga s C a sino  -  2 . 9 5
Little  D e vil   2 . 9 5
L ivin g  D a yl ig h t s   2 . 9 5
Lone R a ide r   3 . 5 0
Mad Jo s   2 . 9 5
M e dia tor
M ira x Force    2 . 6 5
M ounta in Bike  R a ce r -  2 .9 5  4 . 5 0
M r D ig    1 . 9 5
M r R obot   4 5 0  6 . 5 5
Nite ma re s
Ninja  C omma ndo 2 . 9 5
Pa nthe r   1 . 9 5
Pe riscope  U p    1 , 9 5
Pha ntom   2 . 9 5
Plane t At ta ck   2 . 9 5
Pogotron   2 . 9 5
Prote ctor   2 . 9 5
Qua simodo
Red M a x   2 . 5 5
Re scue  on Fra cta lus „  . . . .
Revenge  I I    2 . 9 5
Robot Kn ig h ts   2 , 9 5  - -

4.50 R o c k f o r d    1 . 9 5
Rose n's Briga de    5 . 5 0  5 . 5 5
S. D a vis Snooke r 1 . 9 5  - -
Scre a ming Win g s 2 . 9 0
Sha ngha i   6 . . . 5 6
Side winde r   2 . 9 5  . . . .
Solo F light    8 . 7 5  8 . 7 5
Spa ce  Wa rs   2 . 9 5  - -
Speed Ace    2 . 9 5  4 . 5 0
Spe e drun   2 . 9 5  - -
Spe e dzone    2 . 9 5
Spindizzy   2 . 9 5  4 . 9 5
Spy H unte r   . . . .  4 . 5 0
Spy vs Sp y   2 . 9 5  . . . .
Spy vs Sp y isla nd  2 . 9 5  . . . .
Star Wa rs   8 . 9 5  1 0 .9 5

11.50 S u n  Sta r  ,
4.50 T a i l  o f  Be ta    3 , 5 5  4
4 1
3
4.50 T i g e r  At ta ck   7 . 7 5  . . . •
4.50 T w i l i g h t  Wo rld    2 . 9 5  . . . .

..... W a r  C opte r   3 . 7 5  6 . 9 5
Winte r Eve nts   6 . 9 5

5.00 W i z a r d  o f  Wo r
55 : : : :Za xxon   4 .

Zybe x   2 . 9 5  4 . 5 0

A D V E N T U R E S  C a s s  D i s k
6.95
4.50 B a l l y h o o

Gnome  Ra nge r   8 . 7 5
Gunslinge r

4.50 I n g r i d ' s  Ba ck   1 2 . 7 5
Lapis Ph ilo sh .
Sca pe ghost   1 2 . 7 5
Se a sta lke r   .

4.95 S i l i c o n  D re a ms   . . . .
Suspe ct

5.95 T i m e  & M a g ick   1 2 . 7 5....

11.50
8.75
5•95

12.75
5.95

12.75
11.50
12.75
11.50

W A R  G A M E S  C a s s  D i s k

Con, Vie tna m   8 . 7 5  8 . 7 5
Crusa de  In Eu ro p e  _  8 . 7 5  9 . 5 0
D e cision in  D e se rt  8 . 7 5
Knights o f  De se rt 8 . 7 5
N ATO C omma nde r 9 . 5 0

NON-GAME SOFTWARE C a s s  D is k

AC E C  La ngua ge  . . . .  2 . 9 5
Ala riwrite r Plu s
Fig Forth    2 . 6 5  1 7 .5 0
Gra ph I I    4 . 5 0
Home F iling  M a na ge r. . . .  , . . .

Pla ne ta rium   5 : 5 5
5

...,  1 2 .9 5

Printshop   5Syste m a  Po o ls   2 . 5 1 7 9
Touch Typ ing    4 . 7 5  . . . .

._
Turbo Ba sic
Turf F o rm    2 . 5 5  3 ; 5
Visca lc   . . . . 7 i 51

N E W S  S T A  T I O N  2 3 . 5 0
Desktop Publishing System (disk only with
FREE sil program and loot editor

C O L  O U R S P A  C E  6 . 5 0
Jett Minter's Light Synthesiser

Cassette Only

E D U C A T I O N  C a s s  D i s k

Ju g g le s H o u se
My F irst  Alpha be t

Can't find what you want? Then send for out free catalogue of Atari software
All Atari &bit orders include free membership of the Callisto Computer Club

All pr ices include VAT,  postage and packagi ng for  UK or der s over  E4.00.  Pl ease add 40p for  orders under  E4
EEC countr i es add El  per  order .  Non•EEC countr i es add El  for  first i tem and 75p for  each addi ti onal  i tem

Make out cheques and postal  orders to Cal l isto

5,95

New Atari User '
I s s u e  
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Itlailba
Got a point
to make?

Got any
questions
to ask?

Write to
Mailbag
P.O. Box 54
Stafford
ST 16 1DR

6 . 1

ENJOYING IT!
When,  about  t hree years
ago, my  1050 driv e died on
me I  dec ided not  t o replace
It and inv es t ed t he money
In a ST sys tem.  The ST is  a
superb mac hine whic h easi-
ly  overshadows  our offi ce
PC and I get  great  enjoy -
me n t  f rom us ing i t  and I
s hall c ont inue t o do so f or a
long t ime to come.
Last  Augus t ,  f or no appa-

ren t  reason,  I  dec ided to re-
surrec t  my  old 130XE and
sent  of f  for one of  the new
XF551 driv es  and a copy of
1VIYDOS. When i t  arr iv ed I
set i t  up and spent  hal f  the
n igh t  get t ing to grips  wi t h
t he new DOS. Suddenly  I
had i t  and I  was hooked.
The dr iv e is  superb wi t h
t rue double dens it y  s torage
but  i t  was not  t his  t hat  got
me,  i t  was t he sheer joy  of
us ing such a f r iendly  oper-
at ing sys tem on t he 130XE
af ter bat t l ing so long wi t h
t he mons t rous ly  c omplex
TOS and GEM on the ST.
I f  only  more ST convert s

wou ld  give t he i r  old 8-bit s
an air ing.  I  am sure t hat
t hey  would once again real-
ise wha t  a remark able
mac h ine  t hey  have.

Peter J. Kel ly
Manchester

Thai's  precisely what  we
have always  said. glad some-
one agrees.

LONG LINES
I have a 65XE wi t h  a data
rec order and I am hav ing a
lo t  of  problems  t ry ing to get
a game t o work .  The one in
ques t ion is in t he Augus t /
Sept ember issue called
Cat c h Day.  I  have used
TYPO I I I  but  on l ines  430.
825 and 835 the end of  the

l ine does not  c ome up when
I l is t  it .  Can y ou please ex-
p la in  t his  t o me.  I  have
look ed at  t he At ar i  basic
but  c annot  fi nd a way  to go
past  t he beep at  t he end of
l ine 3 and get  t he code to
mat c h  wi t h  TYPO I I I .  I  am
v ery  impres s ed wi t h  the
mac h ine and would like any
in f o rma t ion  t hat  wi l l  help
me.

I .  N U t t O n
liolbeck,  Leeds

Please could y ou give me
s ome adv ice c onc erning the
l is t ing for Whis t  in Issue
32? Line 3800 appears  to
be t oo long and is not
accepted by t he c omput er,
i t  gives ' E r r o r "  wi t h  a block
at  t he end of  the line.

A, Peakes
New Eltham,  London

We have had a lot of  ques-
tions like this recently f rom
new users. The Atari screen
editor only allows  three phy-
sical lines to be typed in on
the screen yet the computer
can interpret  and display
Lines longer than this. How
come? The reason is that the
Atari does not store
'keywords ' like PLOT. SOUND,
POSITION etc. as full words
but rather as nwnerical
tokens whic h it  look up on an
internal table and it  also has
inert
.
) 
s
o
p
h i
s t
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checking that works  out
where spaces should be on a
line. Once you k now this. you
can begin to take advantage
of  it by using a few tricks
when typing in programs. In
the majorit y  of  cases wit h
lines that  end up too long
when listed out, the program
-mer has used abbreviat ions
f o r  keywords such as POS. for
POSMON.  SO. for sound and
GR. for GRAPHICS. I f  you type
these abbreviat ions they wil l
be accepted and stored with

the appmpriate number code
but when you List the line, the
Atari wil l  took up the code
table and subst itute the full
keyword- I f  necessary. it  wil l
s how more than three lines on
the screen.
There are several ways  to
type in long lines. The fi rst is
to use abbreviat ions as
shown, the second is to leave
out spaces, for example just
type lOGR TOR I= I TO 00.
the Atari wi l l  space it out.
Another trick is to move the
Left margin of  the screen by
typing POKE 82.0 before you
start typing your program.
This wi l l  al low you to get
another six characters per
program tine on screen_ One
problem when using these
tricks is  that  the TYPO codes
wil l  not be c o n
-
e d t  
w h e n  
p r e s
s -

ing Return.  What  you have to
do is press Return then LIST
the Line you houe just typed
by typing LIST 100 (or what -
ever) and then use the Con-
t rol-Arrow keys to move the
cursor up and press Return
again. I f  you have typed the
lirte correctly then the correct
code wil l be shown. but  i f  it is
wrong then you have a s light
problem because i f  you t ry to
alter the line you wi l l  lose the
end! The only solut ion is to
use the Control-Delete key to
shorten the keywords  back  to
their abbreviat ions or take out
spaces and type in the end of
the line again.
All of  the lines in printed list-
ings can be typed in, af ter all
someone must  have typed
them in the fi rst place. you

jus t  need to k now how to do
it!

RESCUE REQUIRED
I have t y ped in TO THE
RESCUE f rom Issue 42
us ing TYPO 3 but  c annot
get l ine 3110 to ma t c h  t he
BU code.  I  have t r ied ev ery -
t h ing  on t he k ey board t hat
could poss ibly  res emble

but  no t h ing  work s .
Could y ou please t e l l  me
what  was used so t he game
can run  proper ly .

Mrs  S.M. Gat herc ole
Not t ingham

Cont rol-N



A NEW CASSETTE?

I have an Atar i  85XE and an
XC12 data recorder  but re-
cently the data recorder
hasn't been functi oni ng
properly.  I  have been phon-
ing round to try and fins a
new one but wi th no suc-
cess. As I desperately need
a new uni t,  could you re-
commend anyone who
might have some in stock?

Adam Rober tson
Stockport

We don't  know of  any part icu-
lar retailer who might  have
cassette decks in stock but
suggest that  you give a chap
called Derek Fern a ring on
021 353 5730.  He has all
sorts of  weird and wonderful
things for 8-bit  Ataris.

FS2 AND XF551

I read in your  magazine
that Fl ight Simulator  11 is
not compatible wi th the
X.F551 disk drive.  I  am keen
to buy FS2 but I own the
XF551 and so I was wonder -
ing whether  any solution
had been found which
would make the simulator
run wi th my disk drive.  I
have heard how good i t is
and I would hate to have to
miss somethi ng special.

Bryan Zi l lwood,
Southampton

You certainly are miss ing
something special!  The reason
that FS2 won' t  work  wit h the
XF551 is due to the copy pro-
tection which, we  believe,
checks the speed of  the drive.
The older Atari drives run at
288 rpm but the XF551 runs
at 300 rpm. On the 810 and
1050 drives there is a small
pot which affects the drive
speed and it can eas ily  be ad-
jus ted but the XF551 does not
appear to have this so you
can't  s low the drive down.
There would appear to be t wo
solutions - either a modifica-
t ion which would allow the
XF551 to be s lowed down (t f
this is indeed the problem) or
a sof tware patch that could
zap the FS2 disk so that it

does not bomb out af ter the
copy protect ion fails to recog-
nise the drive. Someone must
k now the solut ion to this prob-
lem. Has  anyone produced a
patch to modify  the copy pro-
tection on FS2 to work  on the
XF551? I f  so send it  in to us
and we can modif y  reader's
disks for them_ Has  anyone
modifi ed the X.P551? Again
send in the details, there are
hundreds  of  frustrated users
who would benefit.

DRIVING YOU MAD

I am a complete novice re-
garding computers,  howev-
er I was lucky to acquire an
Atar i  65XL/ XE  plus several
back issues of PAGE 6. I
read the XL/ XE  manual  and
thought  OK I can handle
this but when I tr i ed to type
in all the l istings and DATA
and RUN I got error after
error (17 at l ine 20 - Syntax
??). Havi ng no idea what a
SYNTAX was (and stil l
don't)  I  decided to tape the
l istings on an audio tape
("Very simple") - place cas-
sette in recorder  (Hi -Fi )
plug in mike,  then read
DATA statements aloud
onto tape.  Play back
thr ough headphones,  no
need to read and type
simul taneously.  I  have be-
come a computer  maniac
over ni ght (I blame Atar i  -
the Commodor e 84 is in the
bin).  I f  you don't reply to
my correspondence,  don't
worry, I  will still  awai t the
next PAGE 8 wi th anticipa-
tion,  tr epi dati on (computer -
isation).

R. Hunter
Glasgow

RS.  I am a 35 year old coach
driver who works  all day and
night  and play my  computer
XL / XE on my  coach through
a 5 inch I V  screen and vol-
(age adapter while s it t ing in
my  bus await ing my  patrons.
I lope to hear f rom you (prob-
ably won't).

Now do you think  we could
possibly  make this up? lAlhat
does it  all mean? Probably
that  you should be careful if
catching a bus in Glasgow!

THE BREAK KEY

I am having a few problems
wi th my programming.  To
pr otect my programs I
mi ght have to disable all of
the keys! How might I dis-
able the Break Key and
keep the rest of the
keyboard? And one more
thi ng how can I  disable the
Reset key so i t won't  clear
the memor y but will not
respond?

Oily Pope
Dork ing

Disabling the Break key is
quite easy. Just  add a sub-
rout ine as follows
POKE 16, 64TOKE 53774,64
This is reset however every
t ime a GRAPHICS command is
issued so you need to GOSUB
to the subrout ine each t ime
you change graphics modes.
Trapping the RESET key Is
more dy licult  and involves a
machine code routine. We
published a rout ine many
years ago but  it does not work
on the XL/  XE machines. This
is a relat ively easy rout ine for
a machine code programmer
to write,  how about someone
sending us a new one?

GARRY GARRY

Please tel l  us readers what
has happened to Garry
Francis.  I  used to really
enjoy reading his superb
adventure column.  I  see
that you dropped his name
from the regular contr ibu-
tors and then put i t back.
Has he sold his Atar i? Di d i t
blow up? Was i t pi nched? I
fear the worst.

John E. Liever
Salford

For new readers. Garry  Fran-
cis wrote some of  the best
adventure columns ever pub-
lished in any  Atari magazine
but  has been sadly  missed
now for many  a long year.
Rumour has it  that  his Atari
was  eaten by a dingo but we
did hear from him a while ago
say ing 'I wi l l  be back*. I  am
only pub/I-shiny this to make
him feel even more guilty!

ONE MORE THING

I have been an Atar i  owner
for  about 7 years and sub-
scribe to New Atari  User. I
wr i te my own uti l i ty soft-
ware in machi ne code and I
have recently purchased an
ISP Plate. Wi th this came
problems d o u b l e  densi ty
and 1050 densi ty.
How can I  format in

machine code using double
and 1050 densi ty? How can
I format the above wi th sec-
tor  skew? How can I read
double densi ty and skew
formats? Do I read 1050 de-
nsi ty in the same way as
single densi ty? How can I
load a machi ne code file
which has an FMS on its
sectors? Where c a nt  get 3
r ing binders from? How do
the Basic SAVE and LOAD
commands wor k? Where
can I get MAC 65 fr om?

Neil  Parker
Southwick

PS.  How can I erase variables
f rom the variable table in
Basic or Turbo Basic?

You can get MAC/ 65 f rom
Front ier Sof tware at P.O. Box
123, Harrogate,  N. Yorks  HG2
OBE. As ,for the rest of  your
questions w e l l ,  er p a s s .
Carl anyone else help?

LOSING TYPO?

Please can you advise me
how l  can protect TYPO 3
from clear ing down when
RESET is accidental ly
pressed, mostl y by my
grandchi ldren's sticky
fingers!

K. Edwards
Runcorn

Although It ceases to work
when RESET is pressed.
TYPO remains  in memory.  All
you need to do is type
A =USR(/ 536) and when you
type in another line the TYPO
code wi l l  reappear. Maybe i f
someone writes  a reset
routine, as  ment ioned above,
It could be incorporated in a
new version of  TYPO? •
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XL/XE CLASSICS

COOLIE, OLD FRIEND
John S Davison takes a
last look at one of  the best
programs ever  for  the 8-bit  Atari

R l o
e g u l a r  
r e a d
e r s  
w i l
l  
k n
o w  
t
h
a
t  
S
u
b
-

gic's Fl ight  Simulat or II (FS2) is
y all-t ime favourite computer

program.  Imagine my horror then, when I
heard that  Sublogic  had lost interest  in
8-bit  sof tware and had destroyed all t heir
remaining stocks of  the 8-bit  version!
Then the good news arrived - Page 6 had
managed to snatch a few copies f rom the
jaws  of  dest ruct ion for its readers! But
what 's  this? Not  only  are Page 6 selling
this  superb fl ight  s imulator,  but  also a
whole bunc h of  scenery disks never be-
fore seen in the UK. In fact, there are
several available which Sublogic  hadn' t
even bothered to announce,  inc luding
mos t  of those out  on the ST1 Sadly,  there
are only  a few of  each scenery disk  avail-
able, so its a case of  fi rst come, fi rst
served. Copies  of  the basic FS2 s imulat or
are, however,  s light ly  more plent iful,  so
it's probably  s t ill not  too late to get one of
these.
I rev iewed FS2 in Issue 21, so don't

int end rev iewing it al l  over again. but  I
would like to remind you what  i f s  all
about .  Then it 's up to you whet her to
pass up the last opport unit y  of  buy ing
the k ing of fl ight  s imulators  for your be-
loved 8-bi t  machine.

SETTING THE
STANDARD
Even today FS2 s t ill sets the s tandard

by whic h all fl ight  s imulat ion programs

1 i t
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are judged. In its 8-bit  vers ion it  s imu-
lates a Piper Cherokee Archer II, a popu-
lar single engined light  aircraf t .  and does
so very, very accurately.  Its author,
Bruce Artwick.  used 47 of  the basic fl ight
charge •?11!-,tics of  that aircraf t  in bui lding
the s imulat ion model,  and his  care and
at tent ion to detail shows everywhere. It 's
so accurate that  people who have learned
to fly it  have often developed the taste for
real fl y ing and have gone on to earn their
Private Pilot 's Licence, In the next  issue
I'll be writ ing about  a man who did exact-
ly this ,  so stay tuned!
FS2's graphics  are excellent. part icularly

the aircraf t 's  ins t rument  panel.  This
shows all the ins t ruments  you'd fi nd in a
real l ight  aircraf t  - and they all work  just
like the real thing!  One of  its most fasci-
nat ing aspects is its  k i l l  range of radio
nav igat ion aids. Again,  they all work  just
as in real life, enabling you to accurately
navigate under I ns t rument  Flight  Rules
(e.g. in had weather).  You can even land
the aircraf t  in poor v is ibility  at airfi elds
equipped wit h I ns t rument  Landing
System,
You v iew FS2's world through the cock-
pit  windscreen,  and you see an accurate
three dimens ional graphic  representat ion
of the real world.  The basic FS2 package
provides scenery data for wide areas sur-
rounding New York. Chicago, Seatt le,
and Los Angeles. wit h over eighty real-life
airfi elds to fly f rom and to. Also, you' ll
fi nd roads. rivers, lakes. mountains ,  and
other geographic detail equally  accurate-
ly located - jus t  check them on any map

if  you don' t  believe me!
Naturally ,  the graphics
here aren't  as s t unning as
on the ST. but  this  is of
secondary importance in
a program of  this type.
The scenery is designed
as an extendable data-
base, and that 's  where
the scenery disks come
in. By  keying locat ion pa-
rameters  into the F
-
S 2  e d i -
tor you can pos it ion your-
self  anywhere in FS2's
world,  and if  you've
placed the appropriate
scenery disk in your disk
drive the program will

load it  in and use it  in place of  the stan-
dard scenery.

CLOUD FLYING
The editor also lets you set weather
condit ions (clouds and winds),  t ime of
year, and t ime of  day. so if  you want  a
real challenge you could fly in thick
c loud and high winds  at 2:00am on a
winter's  morning!  It also lets you enter
the program's  "World War One Ace" game
mode in which you get to fly a WW1
biplane to shoot down enemy aircraf t  and
bomb ground targets!
The 8-bit  vers ion st ill stands up well
when compared wit h that  on the ST.
Admit tedly  the ST has muc h bet ter
graphics, addit ional scenery as s tandard,
fancy external v iewing facilit ies, and the
opt ion of flying a Learjet  as well as the
light  aircraf t .  but  underneath it 's s t ill
basically  the same concept. Don' t  expect
whizbang arcade act ion as that 's  NOT
what  it 's about.  What  you will get is
accurate representat ion of aircraft  fl ight
that 's never been bettered on the 8-bit
machines.
I hope that 's  whet ted your appetite.
Flight  Simulat or I l ls  a rare classic whic h
s imulat ion fans wil l  be proud to own.
Page 6 is giv ing you y our last chance ever
to acquire it. and is also t hrowing in a
free FS2 book to help you get  the most
out  of it. So, you 8-Bit ters ,  you k now
what  to do - call Page 6 soon to reserve
yourself  a piece of  legendary 8-bit  soft-
ware before it  fl ies off into the sunset
forever.

HOME BREWED FS2
SCENERY?
Richard Mart in of  Acton, London has

asked me a quest ion probably  in many
peoples' minds.  Has anyone dec iphered
the format of  scenery data and produced
their own scenery. perhaps  us ing soft-
ware they've writ ten themselves? I f  you
know of something please contact me
(care of  Page 6) and I ' ll public ise any t hing
useful that  t urns  up.  •



FLIGHT
SIMULATOR
Treat yourself to the flight of a lifetime
For E34.95 (recommended price of FS2) we'll
send you the FLIGHT SIMULATOR ll program
and a FREE book worth E12.95

Every purchaser will receive a FREE copy of
LEARNING TO FLY*
5
. t h e  
b o o k  
t h a t  
t e a c h
e s  
y o
u

how to get the very most from FS2.

• We reserve the right  to subst itute another FS2 related book of s imilar value in the event
of this book not  being available

Only the following now available

Scenery Disk 3
Scenery Disk 4
Scenery Disk 5
Scenery Disk 6
all at El 2.95 each

FOR Y O U R  X L / X E  exclusive offer from PAGE 6

RightSimulatortE

-
-

C G I C ,

Flight Simulator II requires  a 48k or 64k Atari
and 810 or 1050 disk  drive. It will not work
with the XF551 drive.

S C E N E R Y  D I S K S
Available exclusively from PAGE 6 - these are the last remaining stocks of these disks
available anywhere - buy now or be forever disappointed!

San Francisco Area STAR Disk
Japan - fly to more exotic lands
at E14.95 each

All other scenery disks are now SOLD OUT

These disks are available NOW and exclusively to readers of NEW ATARI USER. Our information is that
these are the last remaining stocks Sublogic hold so it's first come, first served! See New Atari User issue
40 for reviews of some of these disks

The PAGE 6 ACCESSORY SHOP stocks an extensive range of books supporting Flight Simulator II. Ask for a copy of our catalogue

Use the order form on page 49 or send your written order to PAGE 6, P.O. BOX 54, STAFFORD, 5116 1DR.
Access or Visa orders accepted by telephone orders 0785 213928 or by FAX on 0785 54355
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UBSCRIPTION OFFERS I..SUBSCRIPTION OFFERS

GET REGULAR!
A subscription to NEW ATARI USER is well worth while as it ensures that you are not the one who
is five minutes too late at your local newsagents when the next issue is snapped up and i t helps
us to keep publishing the only magazine to support all Atari home computers. If you love your Atari,
keep feeding i t the best diet around -  NEW ATARI USER every couple of months. If you subscribe,
a copy will drop through your door just when you are expecting it.

Subscribe now - you know it makes sense and a subscription helps to ensure that NEW ATARI USER
continues to bring you the best for your Atari

Subscription prices (for six issues) are E10.00 for UK - E15.00 for Europe, E15.00 for surface mail outside
Europe and E21.00 for Airmail outside Europe. Overseas rates reflect only the difference in postage

MAGAZINE & DISK

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, holding up to 50 disks ABSOLUTE-
LY FREE! This disk box retails at 24.95
but is yours FREE when you take out a
new Disk Subscription.

Name

Address

GET DISKED!
AND GET A FREE ATARI USER DISK BOX*

A Disk Subscription (including the magazine) costs just E25* and that represents a saving of OVER
E3 against buying the magazine and disk separately! Add the cost of the disk box and you are SAVING
AROUND E8! Don't i t just make sense?

Discover th e  fu n  o f  al l  th o se  g reat  DI S K B O N U S  program s from  th e  n ext  i ssu e
- t i ck  th at  b o x  n o w  an d  h a v e  fu n  w h en  th e  d i sk an d  m a g  d ro p s through yo u r  door i

* UK Price. FREE DISK BOX OFFER APPLIES ONLY TO THE UK.
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Please commence my subscription for SIX issues from Issue 44 as follows

D  I enclose Cheque/Postal Order for E

Signature
I 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

•  wish to pay by AccessNisaiMasterCardiEurocard
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XL/XE TYPE-IN
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Phil
Cardwell
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unreliabil i t y  of the data recorders and cheap
apes. is  sorely needed for cassette users - being

able to verify a CSAVEd program.  How many  t imes have
you CSAVEd a program that  has taken hours  to type in
only  to fi nd that  It hasn't  recorded properly? Just  once is
enough but  now you don't  have to worry  at all for this
small rout ine wil l verify a CSAVE leav ing your program
intac t  in memory ,
Type In the lis t ing,  check ing each line wit h TYPO 3, then
CSAVE a copy. When you RUN the program insert  a
blank  cassette, and an autoboot  rde wi l l  be created. The
file is  loaded in the usual machine-code manner by hold-
ing down START and swit ching on the computer followed
by press ing RETURN.
When you want  to type in a program boot this  tape first
and then run TYPO 3 i f  you wish.  When you are ready to
save, CSAVE your program,  re-wind the cassette, press
play and type A=USR(1825).
Af ter hearing the single beep. press RETURN and the
verify process wil l  start.  I f  this is successful. 'Verifi ed OK'
wi l l  appear.  otherwise 'Verify Errorrif  appears In which
ease you should t ry  CSAVEing the program again. What -
ever happens,  y our program will remain in memory  unt i l
you have succeeded in saving a work ing copy.
The rout ine wil l  remain in memory  for use wit h other
programs  unt i l  the computer is switched of f  and it  leaves
page 6 free for other uses such as TYPO 3. •

EN i s  R E M
A R E M  R  C A S S E T T E  V E R I F YOX

LA 2  R E M  A  b y
I X  I  R A M P h i l  C a r d l i A l  IA
TO 4  AFAM
EM S  R E M  filifififillfillfimilimmo
JM fi  R E M  A  M E W A T A R I  U S E R  -  A P R I L  F A  *
EO 7  R E M  • i m * * * * * * * * * / fi * * M 1 0 4 4 * * * * * * * * * * *
MN A  R E M
NO R E M
I F  I • R  R E S TOR E  1 0 R O I T D A  A . 0  T O  I S A I R E A D

1POKE 1 . 5 3 6 4 0 , 5 I R E N T  A
TT 1 1 0  OP E N  1 1 1 .1 1 ,1 2 1 1 ,"C t
.
'
LC 1 2 0  P OK E  5 5 5 . 1 1
ET I R O  P OKE  41112.01P OKE  e 5 I ,
6PA I A A  P OK E  8 4 8 ,1 1 1 fi iP OA E  0 5 7 . 4 1

Tr  1 5 0  R m U 5 A C A D A T . O h h a l L A P ) , L 5 )
LJ  I R O  C LOS E  R I
OE 1 7 0  E N D
ZX 1 6 8 8  D A TA  0 , 2 , 0 . 7 . 1 1 , 7 , 1 0 0 , 0 0 , 1 4 5 , 2 , 2 1

1 , 2 4 , 1 0 , 1 4 1 5 , I O S . I 4 1 , 2 1 1 , 2 . I 5 S , O . 1 4 1 , 4 5
2 , 2 , 1 1 1 0 , 1 !

M t 1 1 1 1 0  D A TA  1 1 3 , 1 , 1 8 5 , 1 , 1 3 3 , 3 , I 4 , N O , I O N ,
1 8 2 , 1 1 2 , 1 4 5 5 , X , 1 5 7 . 1 4 , X . I 6 5 , 4 , 1 1 1 1 , 7 4 , 3 .
1 4 1 0 , 1 2 0 , 1 8 7 . 7 6

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

. 1 6 9 , 7 , I 5 /
I N  1 8 3 0  D A TA  0 6 . 3 , 1 6 9 , 1 0 5 , 1 1 7 , 0 5 , 3 , 1 0 9 , 1 ,

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

PA 1 6 4 •  D A TA  1 4 , 2 2 4 , 1 4 1 , 1 2 4 , 7 , 1 8 2
i
1 I 2 . 1 4 ,

• 1 2 , I 5 7 . 0 6 , 1 , 3 2 , t 5 , 2 2 5 . 1 0 9 , 5 , 1 4 1 , I 8 , 2 1
1 1 , A 7 2 , 1 7 4 , 7 , I 1 4 . / 1 6

em LA WS  D A TA  2 4 8 . 1 . 2 , 1 5 2 , 1 , 2 4 9 , 8 , 1 1 9 , 7 , 1 6 6
. 1 6 5 , 7 0 , 1 7 8 . 7 0 4 , 1 6 5 , 7 , 1 8 1 1 , 1 6 7 , 7 1 , 1 7 1 ,
7 , 9 8 , 0 6 , 1 8 1 . 1 1 4

LT 1 8 6 5  D A TA  1 0 5 , 1 0 1 , 1 0
1
5 , 1 0 5 . 1 0 A , M 7 5 , 7 6

. 1 5 5 , 0 6 , 1 4 1 , I 1 4 , 1 8 5 , 1 0 2 , 1 2 1 , 3 2 , 0 0 , 1 1 4 ,
1 1 4  I l l ,  S I ,  u .  TITI I • •

I L  1 5 7 0  D A T A  7 6 , 1 1 4 . I 0 1 . 1 3 3 , I 5 0 4 I 5 2 . 1 4 5 , 7
6 , 1 7 8
‘
7

PLASTRON =
Pci
tri

Plastron's deadly  defences await .

Pilot the Recovery Buggy across
the scrolling levels, collecting fuel pods,
and attempt a rendezvous with
the Supply Ta n k

A T A R I  X L / X E  C a s s e t t e  E7.99
Diskette E9.99

H A R L E Q U I N  Te l :  (0268) 695355
If Plastron is unavai lable through your local
supplier Tel: (0908) 564369

X:)
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PROGRAMMING

designated as follows:

GRAPHICS MODE ANTIC MODE

0 2
3

12 4
13 5
1 6
2 7
3 8
4 9
5 10
6 11
14 12
7 13
15 14

8,9,10,11 15

DISPLAY LISTS
a tutorial by Andrew Weir

A ny one who has ever writ t en a game in BASIC wil l  know
that  the v isual effects achievable wit h the s tandard
graphics  commands  are not  part icularly  spectacular.

In this  art ic le some of  the unk nowns  of  Atari graphics  wil l be
revealed - be warned,  however,  that  mac hine code rout ines  wil l
be lurk ing in every corner!  A reasonable knowledge of  BASIC.
though,  wi l l  get you quite a long way.
Atari computers  are unus ual En that  they do not  have one
CRTC chip,  but  two cus tom ICs, called ANTIC and GTIA, whic h
together maint ain the video display. GT1A apparent ly  s tands
for George's Televis ion Interface Adapter.  inc identally .  The fact
that  there are two chips means  a) that  the Atari machines  have
quite extensive graphics  facilit ies (for 8-bit  machines) andb)
pretty graphics  can be diffi cult  to achieve, s ince there are
forty -eight  registers to t hink  about.  But  don't  be discouraged
yet (there will be t ime for that  later). We' ll take one topic at a
t ime.  Let 's s tart  wit h the old favourite.  Display  Lists.

ATARI'S CUSTOM CHIPS

Before s tart ing any programming,  it  might  be as well to t ry  to
define the func t ions  of  the two graphics  chips. GTIA, as far as
the programmer is concerned, is  there mainly  to deal wit h
player/miss ile graphics.  ANTIC could almost  be described as a
microprocessor;  it  has a variety of funct ions, the main one
being to process a set of  display ' ins t ruc t ions ' whic h determine
exactly how data to be displayed actually  appears on the
screen. This  'program' is the Display  List. I t  resides in user
memory ,  length depending on the current  graphics  mode. Note
that  the lis t  is in RAM (it 's ac tually  copied
f rom ROM by the OS). so it  can be changed wit h POKEs.
Before reading further,  take a look at a Display  List. Type
GR.2, then:

DL . - - P E E K ( 6 1 3 0 ) + P E E K (
5 6 1
)
• 2 5 6

FOR E=DI,  TO DL+23:  ? PEEK(E):  NEXT E

all in immediate mode. Stop the numbers  f rom scrolling too
fast wi t h CTRL-1.  The numbers  you see are inst ruct ions,
executed consecut ively by ANTIC,  to produce a screen which
we refer to as Graphics  2. Locat ions 560 and 561,  in case
you're wondering,  point  to the start  of  the Display  List (this
vector is set up on a mode change, and is user-alterable).
So what  do these ins t ruc t ions  mean? The fi rst  three numbers
in the lis t  (112) each tell ANTIC to display eight  blank  scan
lines. A scan line is the thinnes t  horizontal line the computer -
and the TV - can deal with.  Since the display is non-interlaced,
there are only 312 of these altogether.  Of  these. 192 are
usable.
The next three numbers  tell ANTIC that  the rest of  the display
wi l l  access video memory  (more details  later), and also that
there is to be one Graphics  2 line (that  is, s ix teen scan lines) at
the top of  the display.  There are then a few 7's which indicate

12 I s s u e  43 - New Attni User

POKE DL+6,6

more lines of  Graphics 2, and fi nally  a jump ins t ruc t ion (the
last three bytes) whic h marks  the end of the Display  Lis t  and
tells ANTIC to start  at the beginning of the list when the next
f rame is to be displayed.

CHANGING THE DISPLAY

So what  happens when one of the ins t ruc t ions  is changed?
Try  it. Type (while s t ill in Graphics  2. and wit h 'DL' s t ill a
usable variable):

t hen t ry print ing text at  the top of  the screen; you should fi nd
that ,  alt hough most  of  the screen is the usual Graphics  2, t he
second line down shows text in Graphics  1 size. The POKE
replaced a 7 (the ins t ruc t ion to display a fine of mode 2) wi t h a
6 (the ins t ruc t ion to display a line of mode 1). Try  POKEing
other numbers  (f rom 0 to 15) into this  locat ion,  and observe
the effect. You should fi nd that  the numbers  you POKE bear
no relat ion to the mode number which appears on the screen.
For some unfathomable reason, the mode ins t ruc t ions  were

Int rigued? I f  you've unders tood everything so far, you s hould
be. What 's  that  asterisk doing beside ANTIC mode 3? The fact
Is. Ant ic  mode three has no equivalent BASIC mode - but  don' t
get too excited. Ant ic  mode three must  surely  be one of  the
most  useless features ever incorporated into a graphics  chip
(which is probably  why  Atari didn't  bother mak ing it  accessible
f rom BASIC). Anyway,  In case you're interested. Lis t ing 1 gives
you an Ant ic  3 screen. What  you get is a Graphics  0 screen
wit h each character ten scan lines in height  Instead of  eight  -
whic h might  at fi rst  sound rather useful.  Not  so. Remember a
character is defined by eight bytes, so two of  those ten scan
lines cannot  be defined. What  actually  happens  is t hat  the top



two bytes of  each charac ter are put  underneat h the rest of  the
character, so you need to defi ne a new character set to make
use of the mode. Bizarre I  have actually  seen the mode used.
In a word processor. to give t rue descenders on lower case
letters. The mode was no doubt  prov ided for such purposes.
but  really, i f  Atari are going to give us 'surprise' modes, they
could at least make t hem worth the effort of  accessing them.

OD

OM

MG

NV

AS

NT

HF

BM

10

DO

TF

A I

WC

0 0

10 RE M  * * *  L I S T I N G  1  * *

11 RE M  S e t s  u p  A n t i c  m o d e  I ;  n o t

12  R E M  m uc h u s e  u n l e s s  y o u  r e d e fi n e

13 RE M  t h e  c h a r a c t e r  s e t .  O n  t h e

14 R E M  o t h e r  h a n d ,  s o m e  i m p o r t a n t

1.5 R E M  b a s i c  p r i n c i p l e s  a r e  d e m o n
-16  RE M  s t r a t e d  i n  t h i s  p r o g r a m .

17 RE M

2 0  D A TA  1 1 2 , 2 1 2 , 1 1 2 , 6 7 , 6 4 , 1 6 6

18 D A TA  3 , 3 . 3 , 3 , 3 . 3 , 3 , 3 , 3 , 3 . 3 , 1 , 3 , 3 ,

1 , 1 , 3

40  D A TA  6 5 , 3 2 , 1 5 6

58 G RAP HI CS  S P O K E  5 5 9 , 8 : F O R  E = 3 1 1 6 0  I

0 3 9 9 / 4 : R E A D  D: P O KE  E , D : N E X T  E : P O KE  5 5

9 , 3 4

53 R E M  3 1 9 6 0  i s  t h e  u s u a l  s t a r t  a d d
-
54 R E M  -
r e s s  
o f  
t h
e  
g r
a p
h i
c s  
0

ES
MI
CM
CZ
NJ
WG
MH

NJ

LO

KM

LG

0 R E M  * * *  L I S T I N G  2  * 0 0
1 R E M  1  l i n e  m ode  0 , 1 o t s  o f  m ode  8 ,
2 R E M  a n d  7 5  l i n e s  m ode  1 5 . . .
3 RE M a l l  m i x e d  u p  . . .
4 R E M
10 G RAP HI CS  8 + 1 6
28 O L = P E E K ( 5 6 0 ) + P E E K ( 5 6 1 ) * 2 5 6 : R E M  S t a r
t  o f  d i s p l a y  l i s t
38  P O KE  O L + 3 , 6 4 + 2 : P O K E  O L + 1 2 3 , 2 : R E M  T w
o l i n e s  o f  G RAP HI CS  8
48 FO R  E z O L+ 1 2 4  T O  O L+ 1 9 8 : P O KE  E , 1 4 1 N E
NT E : R E M  7 5  l i n e s  G RAP HI CS  1 5
50 CO LO R 1 : P L O T  5 , 0 : D R A W TO  5 , 1 9 1 : R E M  d
r a w  a  l i n o  t O  s h o w  w h a t ' s  b e e n  d o n e
180  G O TO  1 8 0

LISTINGS 1, 2  and 3

SD 55 REM d i s p l a y  l i s t  ( c h e c h  a g a i n s t FL 8 RE M  * * *  L I S T I N G  3  * * *
LC 5 6 REM l o c a t i o n s  5 6 0 / 1  i f  y o u  l i k e ) . O I 1 R E M  S i m p l e  O L I ;  c h a n g e s  t h e

BO 57 REM OV 2 R E M  b c k g r o u n d  c o l o u r  o f  a  m ode
OX 3 R E M  0  d i s p l a y  h a l f w a y  d o w n  t h eT J 68 REM L i n e  2 8 : t h r e e  b l a n k  l i n e s , a n d RH 4 R E M  s c r e e n . . .

BC 61 REM LMS i n s t r u c t i o n  i n d i c a t i n g OK 5 R E M
PS

TO

62

63

REM

REM

t h a t  v i d e o  m e m or y  s t a r t s  a t

4 0 0 0 0  C 1 5 6 * 2 5 6 + 6 4 z 4 0 0 0 8 ) . a n d

EU 9 D A T A  7 2 , 1 6 9 , 6 , 1 4 1 , 1 0 , 2 1 2 , 1 4 1 , 2 4 , 2 8 8 ,
1 8 4 , 6 4

LA 18 FO R  E = 1 5 1 6  T O  1 5 4 6 : R E A D  D ; P O K (  E . D :
RP 6 4 REM a l s o  t h a t  o n e  l i n e  o f  A n t i c NEXT E : R E M  r e a d  i n  D L I  d a t a
WP 65 REM mode 1  i s  t o  b e  d i s p l a y e d . UP 20 G RAP HI CS  8 : O L = P E E K t 5 6 0 ) + P E ( K C 5 6 1 ) * 2
UN 66 REM L i n e  3 0 ; a n o t h e r  e i g h t e e n  l i n e s 5 6 :RE M m ode  8  a n d  fi n d  s t a r t  o f  D L I S T

L i 67 REM o f  A n t i c  3 .  N o t e  t h a t  t h e
JX 3 0  P O K E  O L + i 6 , 2 4

.
1 2 8 : R E M  
o n e  
m o d e  
8  
l i n

e a n d  e n a b l e  O L I  o n  t h a t  l i n e
VT 68 REM t o t a l  U  o f  s c a n  l i n e s  i s  o n l y ZO 4e P O KE  5 1 2 , 8 : P O K E  5 / 3 , 6 : R E M  p o i n t  t o
OK 69 REM 11* 18=1/410,  b u t  t h i s  v a l u e s t a r t  O f  D L I  s e r v i c e  r o u t i n e
AO 70 REM i s  c l o s e  e n o u g h  t o  1 1 2  t o  b e MO 50 P O KE  5 4 2 8 6 , 1 9 2 R E K  e n a b l e  a l l  O L I s

BE 70 RE M
RP 71 REM a c c e p t a b l e .

OF e e  RE M
AK 72 REM p o i n t i n g  t o  s t a r t  o f  l i S t . V I l e e  R E M  4 1 =5 6 8 0

HO 71 REM N o t i c e  t h a t  s i n c e  t h e r e  a r e va I l e  R E M  P H A  ; s a v e  A

112 74 REM o n l y  1 9  l i n e s  o n  t h e  d i s p l a y ME 128  RE M  LDA U B  ; g r e y ,  l u m i n a n c e
JN 1 3 0  RE M  S TO  5 4 2 8 2  ; w a i t  f o r  h .  s y n cOU 75 REM a nd n o t  2 4  t h e  O S  g e t s  a  b i t GM 148  RE M  S TA 5 3 2 7 2  ; s t o r e  c o l o u r

RU 76 REM c o n f u s e d ,  a n d  w o n ' t  s c r o l l I D 158  RE M  P LA  ; P o p  A
I A 7 7 REM t h e  s c r e e n  p r o p e r l y . OD 1 6 0  RE M R T I  ; r e t u r n

Ue 170  RE M  . E N D  ; t h a t
,
s  a l l  
f o l k s !

FINDING THE SCREEN DATA

But  lees move on to more interes t ing things. You are no doubt
also wondering why Antic 15 represents four BASIC modes,

You wil l have to wonder a lit t le longerl But  all wil l  he revealed
later. For now, we should examine the other ins t ruc t ions  in
the Display  List. Remember the '71' at the top of  the Graphics
2 lis t? This  is ac tually  two ins t ruc t ions  held In one byte: one is
a mode fine ins t ruc t ion,  held in the lower nybble of the byte,
numeric al value 7, the other is held in the high nybble,  and Is
k nown as an LMS (Load Memory  Sean) ins t ruc t ion,  value 64. I t
Is always followed by t wo other bytes (an address); It tells Ant ic
where in memory  it  wil l  fi nd the image data which is to be
displayed on the screen. Normally  the address prov ided is the
same as the address held in locat ions 88/ 89 - the start  of
screen memory  - but  more later.  I t  is  import ant  to note,
Incidentally ,  t hat  if  the screen memory  is about  to cross a 4k
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GE 8  RE M  * * *  L I S T I N G  4  m e *
JW 1  R E M  1 2 8  c o l o u r s  o n  G R .  7 s c r e e n

SG 2  R E M  a w k w a r d t o  u s e  a n d  s e t  u p  b u t
ME 3  RE M  i t s  a b o u t  t h e  o n l y  m e t h o d

JE 4  R E M  p o s s i b l e  i n  m ode s  0 , 9 - 1 1 . 1 4 . 1 5
NK 5  R E M

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

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

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

NO 9  R E M

UM l e  FO R E = 1 8 3 6  T O  1 6 1 4 1 R E 0 0  D I P O KE  E . 0 1
NEXT ( 1 R E M  r e a d  i n  m / c o d e

PZ 3 8  G RAP HI CS  7 + 1 6 1 8 L= P E E K C 8 6 8 ) + P E E K ( 6 6 1
).1258111EN fi n d  s t a r t  o f  D L I S T

MU 3 5  P O KE  D I + 2 , 1 1 2 + 1 2 8 1 P O K E  D I - 1 '3 , 7 7 . 1 2 0 c
FOR E = 6  T O  9 5 : P O K E  D I A
-
E 4 3 + 1 2 8 : N E X T  
E t

REM m o d i f y  D L
MG 4 8  PO KE 6 8 8 , 9 6 1 P 0 K E  5 1 2 . 8 1 P O K E  5 1 3 , 6 0 1

= U 5 R C 1 8 6 3 ) : R E K  i n i t i a l i s e  c o u n t e r  a n d

DI X  v e c t O r , S t a r t  U 8 1
DS 5 8  CO LO R 1 1 FO R  E = 0  TO  1 5 /  S TE P  5 : P L O T

E.O:DRANITO E , 9 8 : N E N T  E : R E M  d r a w  s om e  1
I ne s  t o  s h o w  w h a t ' s  h a p p e n i n g

GM 6 0  FO R E = 8  T O  3 5 : P O K E  E
4 .
3 2 2 5 8 , E : N E N T  
E

tREM l o a d s a  c o l o u r s !
TO 7 8  GOTO 7 0
TN 9 8  RE M  * * *  V I I  * * *

I Z  I S O  RE M  * = 1 5 8 3
N I  1 1 8  RE M  P I A  ; i n i t i a t e  V I I I
SD 1 2 8  RE M  LDA MS S
MN 1 3 8  R E M  S TA 5 4 8

Listing 4

I V  1 4 8  RE M I D A  U S

YO 2 5 0  RE M S TA 5 4 7  ; h i  o f  i n t .  v e c t o r

MG 1 8 8  RE M  R I S  ; g o  b a c k  t o  B A S I C
RN 1 6 5  RE M
NM 1 7 8  RE M P HA ; s a v e  a c c u m u l a t o r

I I  1 8 8  RE M  LO A 8 1 1 2  ; e n a b l e  D I I
,
s
MI  1 9 8  RE M S TA 5 4 2 8 6

J L 2 8 0  RE M I D A  U 2 2 8  ;  c  i n t e r r u p t
U0 2 1 8  RE M S TA  8 4 6  ; Y O C U M  b a c k  t o
RM 2 2 0  RE M I D A  N 1 9 2  ; W h a t  i t  s h o u l d  b e
I D  2 3 8  RE M  / T A  6 4 7

Je 2 4 8  RE M P I A  ; t h e n  c o n t i n u e
GV 2 8 8  RE M  JMP  C 5 4 8 ,  ; W i t h  i n t .  r o u t i n e
DR 2 8 8  RE M  . E N D
Re 2 7 8  RE M
CE 2 8 8  RE M  * * *  D L I  * * *
RF 2 3 8  RE M
JK 2 9 5  RE M  M = 1 5 3 8

OS 3 8 8  RE M  PMA ; l a v e  t h e
LN 3 1 8  RE M  I l l a  ; a c c u m u l a t o r  a n d
T I  3 2 8  RE M  P HA ; X  r • g i s t e r
SY 3 3 8  RE M  LO X  8 8 8  J l O C O t i O n  8 8 0
WC 3 4 0  RE M  DE C 0 0 0  l c O u n t s  f r o m

RM 3 5 8  R E M  ONE O K ; 9 6  d o w n  t o

DG 3 6 0  RE M  LDA U 1 8  ; Z e r o
Cu 3 7 0  RE M S TA 8 8 0
PO 3 8 0  RE M O K S T A  5 4 2 8 2  ; M r / Y e e
X I  1 1 8  RE M I D A  3 2 2 5 5 , X  ; 8 8 8  i s  a l s o
GK 4 8 8  RE M  S TA  5 3 2 7 0  ; u s e d  a s  a n
UC 4 1 8  RE M I D A  3 2 3 5 1 , X  ; i n d e x  t o  t a b l e s
ZM 4 2 0  R E M  S T A  5 3 2 7 1  ; f o r  t h e  t h r e e

LX 4 3 8  RE M I D A  3 2 4 4 7 , X  ; c o l o u r  r e g • r s
TX 4 4 0  RE M  S TA 5 3 2 7 2
MA 4 5 8  RE M P LO  ; r e s t o r e  t h e

ZE 4 8 8  RE M  TAX  ; C P U  r e g i s t e r s
MK 4 7 0  R E M  P L O

T i  4 8 0  RE M  R T I  ; a n d  r e t u r n
Di  4 9 8  RE M . E N D

GM 8  R E M  * * *  L I S T I N G  5  * * *
I T  1  R E M  P r o v i d e s  u p  t o  1 2 8  c o l o u r s  o n
PP 2  R E M  a  g r a p h i c s  7  s c r e e n  ( 0 0 h 1 )
N I  3  R E M
FU 5  D A T A  7 2 , 1 3 8 , 7 2 4 7 4 , 1 1 . 2 1 2 . 1 4 2 . 1 8 , 2 1 2

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

0 6 4 0 4 4 7 8 , 1 0 4 , 8 4
KY 1 8  F O R  E = 1 5 3 6  T O  I 5 6 6 : R E A D  D : P O S E  E A ) :

NEXT E : R E M  D L I  d a t a
EM 2 0  G RAP HI CS  7 4
-
1 8 : 0 L = P E ( K C 5
8 8 ) + P E E K C 5 6
1

I * 2 5 6 : R E M  F i n d  D L I S T

AZ 3 8  P O KE  0 1 + 2 , 1 1 2 . 1 2 8 : P O K E  D L + 3 , 6 4 + 1 3 4
-
1

2 8 :FO R E z 8  T O  1 1 : P O K E  D I A P E 4 3 + 1 2 8 : N E X T

E :RE M M o d i f y  D l i s t
OP 4 0  PO KE 5 1 2 , 8 : P O K E  5 1 3 . 6 : P O K E  5 4 2 8 6 , 1 /

2 :RE M D L I  v e c t o r  a n d  e n a b l e  D L I s

I S  5 8  CO LO R 3 : F O R  E = 8  T O  9 5 : P L O T  8 1 1 , E : DRA
WTO 1 4 , E : N E X T  E : R E M  d o  s o m e  l i n e s . . .

ZC 8 0  FO R  E = 3 2 2 5 8  T O  3 2 2 5 6 . 1 5 : P O K E  E . 1 9 2 ,
( E - 3 2 2 5 6 ) * 2 : N E X T  E 1 R E M  a n d  p r e t t y  c o b  o

urs L i s t i n g  5
KF 7 8  G O TO  8 8 : R E M  e a s y . i n n i t ?
B r  A O  R E M

8G ' a  R E M
V I  1 0 0  RE M  / 1 = 5 8 0 0

GM 1 1 0  R E M  P HA ; s a v e  r e g . r s
MX 1 2 8  RE M  ' M A
FL 1 3 0  R E M  P HA

MU 1 4 8  RE M  LO X  5 4 2 8 3  ; G e t  UCO UNT
RD 1 8 0  RE M  S I N  5 4 2 8 2  ; N S Y N C
AZ 1 3 8  RE M  I D A  3 2 2 4 1 . 1 1  ; U s e  %MOUNT a s
BO 2 0 0  R E M  S TA 5 3 2 7 0  ; a n  i n d e x  -  n o t e

QJ 2 1 8  R E M  I D A  3 2 3 3 7 , 1 1  t h a t  t h e  t o p
X i  2 2 0  RE M  S TA  5 3 2 7 1  ; m o d e  l i n e  i s  a t
He 2 3 0  R E M  I D A  3 2 4 3 3 , 1 1  ; U C O U N T = 1 8 ,
Oc 2 4 0  RE M  S TA  5 3 2 7 2  n o t  z e r o .
ME 2 5 0  R E M  P LO
OD 2 8 0  R E M  TAX

U.; 2 7 8  R E M  P LO  ; g e t  r e g i s t e r s
T i  2 1 8  R E M  R T I  ; a n d  r e t u r n
DG 3 8 0  R E M  . E N D



OG 0  RE M * * *  PAGE F L I P P I N G  * * *
ri? 1  RE M  F l i p s  f o u r  s i m p l e   i c s  2
YN 2  RE M 2  s c r e e n s  b y  c h a n g i n g  t h e
I T  3  RE M  1 / 15  a d d r e s s .  A  b i t  p o i n t l e s s
ED 4  RE M i n  m ode  2  w i t h  s u c h  a  S i m p l e
TV 5  RE M d e s i g n ,  b u t  p a g e  fl i p p i n g  d o e s
OF 6  RE M c om e  i n t o  i s t  ow n  w h e n  y o u ' r e
NP 7  RE M d e a l i n g  w i t h  h i - r i e s  s c r e e n s .
NO /  RE M
GU I S  FO R N = 8  TO  6  S TE P  2
Olt 2 0  G RAP HI CS  2 : R E M  t o  c l e a r  t h e  s c r e e n
PIX 3 8  PO KE 8 0 . 8 : P O K E  8 5
1
. 8 8 4 N : R E M  
0 5  
s c r e e

n p o i n t e r ;  4  s c r e e n s  5 1 2  b y t e s  a p a r t
AM 4 8  P O S I T I O N  0 , 3 : ?  U 6 ; "  1148444116414411*-01-0041*

VALUE NO. O F BLANK
LINES

0 1
16 2
32 3
48 4
64 5
80 6
96 7
112 8

3,4 10
1,2,5,6.14 20
0,7,8,9.10,11,12,13,15 40

O
M

HY S O  ?  U 6 ; "  *  SCREEN • ; N / 2 4 - 2 4 .  ay .
AM 6 8  ?  1:14;"
KO 7 0  NE X T N
OF  8 8  RE M
86 / 0  RE M
T I  1 8 8  G RO P HI CS  2
MO 1 1 8  D L= P E E K C 5 6 0 ) . P E E K C 5 6 1 ) * 2 5 6 : R E M  fi n

d d l i S p l a y  l i s t
SD 1 2 0  FO R N O  T O  6  S TE P  2 : R E M  a n d  d o  t h e

s a l " l o o P , e x c e p t
,48 1 3 0  PO KE 61 . 4 . 4 . 8 :P O KE  DL+5 , 8 8 . 1 4 1 RE M t h i

s t i m e  i t  i s  t h e  I M 5  a d d r e s s  w h i c h  g o t
s a l t e r e d

01 1 4 8  FO R D = 1  T O  2 5 0 : N E N T  D ; R E M  w a i t
HZ 1 5 8  NE X T N
NO 1 6 8  6 0 T O  1 2 8

-ii-oHt41-10411-00-14161***•

L ist ing 6

boundary ,  a new LMS ins t ruc t ion is required.  Hence mode 8
(which uses 8k  of  screen memory) has a second LMS ins t ruc-
t ion halfway  down its Display  List.
The technique of  s toring two ins t ruc t ions  in one byte is used a
lot in Display  Lists: one can only  assume It is a leftover f rom
the era of  4-bit  microprocessors  (anyone remember 4-bit  pro-
cessors!?). I t  can be awkward,  but  works  well enough.
Now, look back  at the mode table. Two numbers  (0 and 1) are
miss ing f rom the 'Ant ic ' column.  They  are not  mode numbers :
0 is one of  a set of  ins t ruc t ions  to insert  blank  lines:

and 1 is  the Ant ic  J UMP ins t ruc t ion.  i t  is always used in
conjunct ion wit h a LMS ins t ruc t ion (64, remember?) and an
address. Thus  at the end of  a Display  List  you may  see a
sequence such as:

65 32 156

whic h tells Antic that  it  should jump back to 39968
(32+156'256=39968) and cont inue execut ion f rom there. Nor-
mally ,  of  course, the address wil l be that  of  the beginning of
the Display  List. in  some instances a jump is required in the

middle of  a Display  List, i f  the list  is about  to cross a l k
boundary  (another 4-bit  throwback),  alt hough it  is unl ik ely
that  you wil l  come across such a problem.
You may  be wondering,  inc identally ,  what  use a 'blank  line'
Ins t ruc t ion has. This  will become c lear later.

THE TROUBLES BEGIN

So far, then,  everything's hunky -dory .  Well,  not  quite.
Alt hough at fi rst  glance It might  appear that  modes can be
mixed at will,  there are rest ric t ions and rules.  The most  fun-
damental of  these is that  the total number  of scan fines
displayed mus t  bc equal to (or close to) 192.  Blank  line in-
s t ruc t ions can be used to fi ll out  a small screen (see program 1
for an example). A large screen (say 200 scan lines) can
usually  be accommodated,  but  if  there are too many  lines the
pic ture starts to squirm.
Then,  you mus t  make sure that  the modes you are mix ing all
use the same number of  b3rtes per line. I f  you are not  used to
the screen format  of Atari machines,  I mus t  digress s light ly  at
this  point  to explain.
I nformat ion on a screen (that  is, characters  or graphics  -

not hing to do wit h Display  Lists now) is held in an area of
memory  s t ruc tured as a two-dimens ional array.  On a Graphics
0 screen, the array  is 40x24,  so there are 40 bytes per line -
obvious really,  s ince there are 40 columns  on a Graphics  0
screen, wi t h  each charac ter us ing one byte. Wit h graphics
screens, however,  it  Is somet imes not  quite so obvious. On a
Graphics  5 screen, for instance, you have 80 pixels across.
wi t h  each pixel us ing a quart er of a byte. So. here there are 20
bytes per line. To save you work ing all this  out  each t ime you
const ruct  a cus tom Display  List, here are the relevant  data:

MODE N O .  OF BYTES

If you mix  modes in combinat ions  other than those shown in
the table, you s t ill get the screen you expect, but  you wi l l  not
be able to use PLOT and DRAI VI O properly ,  s ince the screen
gets shif ted about  at the mode line boundaries .
There are also problems  wit h colour.  Whatever mix  of  modes

you select. the OS wil l not  be able to cope wit h your mix ture;
there is a variable DI NDEX (locat ion 87) whic h the OS uses to
work  out  whether a cursor is out  of  range, whet her a part icu-
lar colour is allowable.  etc. DI NDEX contains the BASIC mode
number  (not an Ant ic  number) of  the current  screen, and is
given an appropriate value by the OS on a mode change.
Obviously, no one value wil l  fi t  a custom screen, and you wi l l
fi nd yourself  having to deal with,  for instance, out -of -range
errors  when (as far as you are concerned) you are st ill on the
screen. The obvious solut ion is. of  course, not  to use any  OS
c ommands  (PLOT, COLOR, DRAWTO.  etc.) and POKE any thing
you want  to appear on the screen. Yes. it 's a bit  of  a pain,  but
somet imes it 's all you can do_

SOME SOLUTIONS

If this  all seems a bit  nebulous.  t ry  typing in Lis t ing 2. As it
stands, this  mixes modes 0,8 and 15. Note that  these three
modes all use the same number of bytes per line, so the screen
is properly  aligned (if  nothing else). But  take a look at the line
whic h is drawn down the left s ide of the screen. I t  seems to be
what  you'd expect: the fine is interpreted as a charac ter on the
mode 0 sections, and appears in the usual colours on the
mode 15 and mode A sections. But  now change the colour of
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OM 8  RE M  * * *  COARSE S CRO LLI NG  * * *
FS 1  R E M  N o t  m uc h  u s e ,  e s p e c i a l l y  i n
LP 2  RE M B A S I C ,  b u t  d e m o n s t r a t e s  a
0
,  
3  
R
E
M 
t
e
c
h
n
i
q
u
e  
w
h
i
c
h  
m
u
s
t  
b
e

KG 4  R E M  m a s t e r e d  b e f o r e  fi n e  s c r o l l i n g
FT 5  R E M  c a n  b e  a t t e M p t e d .
NO R E M
LP 1 0  G RAP HI CS  0
WD 2 0  D I S P = 4 0 9 6 0 : R E m  w h e r e  s c r e e n  m e m or y

W i l l  b e
HJ 3 0  D L = P E E K C 5 6 8 ) + P E E K C 5 6 1 ) * 2 5 6
EJ 4 0  D M I = I N T E D I S P / 2 5 6 ) : D L O = D I S P
-
T D M I *
2 5 6

) : R E M  W o r k  o u t  l o , h i  b y t e s  o f  D I S P
BJ 5 0  P O KE  D L+ 4 , D LO : P O K E  0 L + 5 , 0 1 4 I : R E M  a n d

POKE t h e m  i n t o  t h e  LM S  a d d r e s s
LU 6 0  0 1 5 1
3
= 0 1 5 P
-
t 4 0 : R E M  
M o
v e  
o
n
e  
l i
n
e

HD 7 0  FO R  E = 1  TO  2 5 : N E X T  E : R E M  w a i t
SH 8 0  G O TO  3 0

DX 0  R E M  * * *  O N E - L I N E  S CRO LL * * *
00 1  R E M  I f  y o u  a r e  i n t e n d i n g  t o  M a k e
ZY 2  RE M  o n l v  p a r t  o f  y o u r  o w n  s c r e e n
MK 3  R E M  s c r o l l ,  t h i s  de m o s h o w s  t h a t
OU 4  RE M  i t  c a n  b e  d i f fi c u l t  t o
DR S  R E M  t h i n k  o u t ;  t h e  V S CRO L r e g i s t e r
MO 6  R E M  a c t u a l l y  s c r o l l s  TMO
AJ 7  R E M  o n e  l i n e  h a s  b e e n  c h a n g e d  t o
MO 8  R E M  m ode  1 2  t o  s a k e  t h i n g s  c l e a r e r .
NO /  R E M
ZW 1 0  G RAP HI CS  0 : 0 L = P ( E K C 5 6 0 ) + P E E K ( 5 6 1 ) *
2 56 :P O KE  7 5 2 , 1 : R E M  c u r s o r  o f f
CJ 2 0  P O KE  0 1 . 4 . 1 5
4
4 + 3 2 R E M  
fi n e  
S c r o l l  
o n

l i n e  1 0
MP 2 5  P O S I T I O N  1 5 , 1 0 : ?  . 0 W E R T V "
X I  2 6  P O S I T I O N  1 5 , 1 1 : 7  -
0 W E R T V "EL 3 0  FO R  E = 0  T O  7
KM 3 1  FO R  F = 1  T O  5 0 : N E N T  F
Oc 4 0  P O KE  5 4 2 7 7 , E : R E M  USCRO L r e g i s t e r
NJ 5 0  N E X T E
0 0  6 0  FO R  E = 7  T O  0  S T E P  -
IK1
5 
6
1  
F
O
R  
F
=
1  
T
O  
5
8
:
N
E
X
T  
F

YO 7 0  P O KE  5 4 2 7 7 , E
HM 0 0  N E X T E
S I  / 0  G O TO  3 0

Listings 7 and 8

the line to colour 2. The ent ire line disappears: not  jus t  the
mode 8 section. You would certainly  not  expect such a result
In mode 0 or mode 15. The problem is that  the OS thinks  that
It's dealing with a mode 8 screen - and colour 2 is not  allowed
in mode 8. But  POKE to the lower half  of the screen
(e.g. „POKE 38243,54) and there are the colours i The problems
can somet imes be overcome by POKEing DI NDEX with a suit -
able value, or select ing a dif ferent  mode to s tart  with.  Hut  in
this  case. i f  DI NDEX were given the value 15, you would not  be
able to PLOT or DRAWTO the right -hand half  of the mode 8
section! You really  can't  win,  unless you keep swapping the
value in DI NDEX:  occasionally  this  wil l work .
If you're not  too fed up already. you can by  il lus t rat ing the

other problem.  Change the twos in line 30 of  program 2 to
sixes (mode I  -  twenty  bytes per line). The display becomes
shif ted in places. There is ac tually  a k ludge you can use to fix
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this: add the line:

31 POKE DL+6,6:POKE DL+122, 6

and you should fi nd that  everything is evened out  again.  The
extra lines add more mode 1 lines, such that  two consecut ive
Graphics  1 lines  use up 40 bytes. I f  you don' t  mind modif y ing
y our planned screens like this  to fit in wit h the OS, it  can ease
the programming problems.
Look ing back on what  I've writ t en so far, it  seems as if  it's all

more t rouble than i t s  worth.  The thing to do is experiment .
Some combinat ions  work  well,  some have to be modifi ed a lit t le
to make them acceptable to the OS. In any case, we've covered
quite a lot of  ground in rather a small volume of  text. Look at
the DATA statements in the Ant ic  mode 3 program (the items
of data make up the new Display List) and pick  out for yourself
all the points  that  have been discussed.

MORE INTERESTING DISPLAYS

Now that  the basics have been covered, we can start  on the
esoteric stuff. Let's begin wit h Display  List Interrupts .
You have no doubt  heard of  and possibly used a Vert ical

t hank  Interrupt ;  this  is where the processor uses the t ime left
between drawing one f rame and another to carry  out  some
task other than that  defined by the main program.  I t  is also
possible to generate an interrupt  during the f rame scan period:
In fact, you can generate one interrupt  at the end of  each line.
This  might  appear to be an inc redibly  powerful feature,  but
alt hough you can achieve some nice effects us ing these Dis-
play List  Interrupts .  there is a major drawback:  your int errupt
rout ine has an extremely short  t ime in which to execute.
Usually  there is only  enough t ime to execute a dozen or so
inst ruct ions.  Another problem is that  there is only  one DLI
vector (512/3).  so each DU has to change the vector to point  to
the next  int errupt  service rout ine to be executed.
Sett ing up a s imple DLI, though.  is surpris ingly  s imple.  Jus t

add 128 to the mode ins t ruc t ion of the line where you want  t he
Interrupt  to occur, place the low byte of your interrupt  rout ine
address into 512.  and the high byte into 513. then POKE
54286,192 to enable Display  List Interrupts.  One of  the mos t
c ommon uses of a DLI  is to change a colour part  way down a
screen. Program 3 is  an example of such a rout ine.
You have no doubt  gathered by now that  it 's t ime for the
machine code : the source code for the Interrupt  service
rout ine is given in the REM statements.  and needs some
explaining.  Note fi rst of  all that  before the rout ine does any-
thing,  it  mus t  store any registers it  is about  to use, s ince the
main program will want  them back afterwards. 'The easiest way
of  s toring registers is to push them onto the stack: s ince only
the accumulator is being used here, we only have to inc lude a
PHA. And,  of  course, we have to pop the accumulator off the
stack at the end of  the rout ine (PLA).
The main part  of  the rout ine loads the accumulator wit h a
colour value and stores it in colour register 2. Note, t hough,
that  before the colour register is changed, the ac c umulat or is
stored to 54282 - called WSYNC by the Atari designers_ The
actual value stored here is unimportant :  what  the operat ion
actually  does is cause the processor to halt  and t hen res tart  a
fixed number  of machine cycles before the end of  the line.
WSYNC is, by  the way, one of ANTIC's registers.
Notice also that  it  is the hardware colour regis ter whic h is

altered, not  the shadow register. This  ensures that  only  the
lower half  of the screen appears in the second colour:  the
hardware register is updated f rom the shadow regis ter [706)
dur ing every vert ical blank.  As an exercise, t ry  modif y ing the
program to change to the internat ional charac ter set halfway
down the screen. Hint :  you need only  change three bytes. The
hardware register shadowed by 756 is 54281.



List ing 9

JO 0 R E M  l ow l  L I S T I N G  9  am.mi PR 3 2 8 REM 0E0 CO NT ; s p e e d = l 6 0 0 )
JN I  R E M  F i n e  s c r o l l i n g ,  p r o f e s s i o n a l HO 3 4 0 REM PLA
HR 2 R E M  s t y l e !  u p  o r  d o w n  ( P O K E  8  o r  1 oL 3 6 0 REM PLP ; o t h e r w i s e
KS 3 R E M  i n t o  6 0 2 )  f a s t  o r  s l o w  ( 6 0 I ) . /I_ 3 0 0 REM JMP 4 1 3 7 8 ; r e t u r n
FO 4 R E M  M i g h t  r e q u i r e  m o d i fi c a t i o n  t o MU 4 0 0 REM c oNT L D A  110 ; i f  n o t
UV 5 R E M  w o r k  i n  m o d e s  o t h e r  t h a n  O . YK 4 2 0 REM STA 6 0 8 ; r e s e t  6 0 0
WO 5 D A T A  8 , 7 2 , 1 7 3 , 8 9 , 2 , 2 0 8 , 5 , 1 0 4 , 4 0 , 7 6 , 2 PE 4 4 8 REM LDA 6 8 2 ; a n d  g o  i n

2 6 , 1 1 2 , 2 3 8 , 8 8 , 2 , 1 7 3 , 0 8 , 2 , 2 8 5 , 0 9 , 2 , 2 4 0 , OE 4 6 8 REM BED BACKW ; a p p r o p r i a t e
5 , 1 0 4 , 4 0 , 7 6 , 2 2 6 , 1 9 2 , 1 6 1 UE 4 8 0 REM I NC 6 8 3 ; d i r e c t i o n

NV 7  D A T A  0 , 1 4 1 , 0 8 , 1 , 1 7 3 , 1 0 , 2 , 2 4 0 . 3 5 , 2 3 0 , u0 5 8 8 REM LOA 6 0 3 ; d o  fi n e
1 1 , 2 , 1 7 3 , 1 1 , 2 , 2 0 1 , 8 , 2 0 8 , 5 7 , 1 6 9 , 8 , 1 4 1 , 1 EF 5 2 0 REM CMP ; u n t i l  8  d o n e

1 , 2 , 1 7 3 , 3 6 , 1 5 6 , 2 4 , 1 0 5 RO 5 4 8 REM ONE a l d n

AB 8  D A TA  4 0 4 4 1 , 3 6 , 1 5 6 , 1 7 3 , 3 7 , 1 5 6 , 1 0 5 , 0 , FG 5 6 0 REM LOA 0 8 ; t h e n  a l t e r
1 4 1 , 3 7 4 5 6 , 7 6 , 1 0 5 , 6 , 2 8 6 , 9 1 , 2 , 1 7 3 , / 1 , 2 , UP 5 8 8 REM sTA 6 0 3 ; t h e  L M S
2 0 1 , 2 5 5 , 2 0 8 , 2 2 , / 6 1 , 7 , 1 4 1 , 1 1 LB 6 0 8 REM LOP 3 9 ' 9 7 2 ; a d d r e s s

SE 9  D A T A  2 4 7 3 , 3 6 , 1 5 6 , 5 6 , 2 3 3 , 4 0 , 1 4 1 , 3 6 , 1 DL 6 2 0 REM CLC
5 6 , 1 7 3 , 3 7 , 1 5 6 , 2 3 3 , 8 , I 4 1 , 3 7 , 1 5 6 , 1 7 3 , 1 1 , JU 648 REM ADC 1 * 4 0
2 , 1 4 1 , 5 , 2 1 2 , 1 0 4 , 4 0 , 7 6 , 2 2 6 , 1 1 2 CD 5 6 0 REM STA 3 1 9 7 2 ; ( a d d  4 0 )

LP 1 8  G RAP HI CS  0 SD 6 8 0 REM LOP 3 1 9 7 3
H I 2 0  D L = P E E K ( 5 6 0 ) + P E E K ( 5 6 1 ) * 2 5 6 FR 7 0 0 REM ADC U 8
XK 30 F O R  E = 6  T O  2 7 : P O K E  D I + E , 3 4 ; N E N T  E s P AM 7 2 0 REM STA 3 9 9 7 3

OKE 0 I + 3 , 1 8 J 8 7 4 0 REM JMP a l d n l a n d  e n d . . .
FS 35 R E M  I f  y o u  w a n t  t o  s c r e : i  a n o t h e r  a RP 7 6 0 REM BACKW DE C 6 8 3 ; o t h e r  d i r -

r e •  o f  m e m or y , P O KE  D L + 4  a n d  D L + 5  w i t h NA 7 8 8 REM LDA 6 0 3 s e c t i o n

t h e  a p p r o p r i • t •  a d d r e s s  a t  t h i s  p o i n t BO 880 REM CMP U 2 5 5
I D AO F O R  F r . 1 5 3 6  T O  1 6 5 1 : R E A P  D : f  D : P O K E YE 8 2 0 Rem ONE a l d n ; c o u n t  f r o m

F , O : N E X T  F : R E M  d o n ' t  o m i t  t h e  ' 7 1 ) • ! ! WK 8 4 0 REM LDA U 7 ; 7  t o  8  fi n e
C I 5 0  P O KE  6 0 0 , 0 t P O K E  6 0 1 , 5 : P O K E  6 0 2 , 1 : P O EO 8 6 0 REM STA 6 8 3

KE 5 4 6 , 8 ; P O K E  5 4 7 , 6 R E M  r e s e t  c o u n t e r , RO 8 8 8 REM LDA 3 9 1 7 2
s pe e d  5 , d i r e c t i O n  d o w n , s t a r t  V B I OM 9 8 8 REM SEC t h e n  d o

YU 58 E N D MG 1 2 0 REM SOC U 4 8 s one  c o a r s e
OF 8 0  R E M OH 9 4 0 REM STA 3 9 9 7 2 ; s c r o l l
V I 100 REM R--zs6ee SC 1 6 0 REM LDA 3 9 9 7 3
TZ 1 2 0  R E M  P HP  ; s t o r e  fl a g s LV 9 8 0 REM SSC
RC 1 4 0  R E M  P HA ; a n d  a c c . NC 1 0 0 8 REM STA 3 / 1 7 3
I N 1 6 8  R E M  LO A 6 0 1  ; s p e e d LB 1 0 2 0 REM a l d n  L D A  6 8 3 ; a l l  d o n .
110 1 8 0  R E M  O NE  D O V O I  ; r e t u r n  i f  0 VG 1 0 4 8 REM STA 5 4 2 7 7 JSO s t o r e
GU 2 e e  R E M  P LR NC 1 8 6 8 REM PLA ; 6 0 3  i n  t h e
NH 2 2 0  R E M  P I P I V 1 0 8 8 REM PLP s us c RoL r e g ' r
BC 2 4 8  R E M  J M P  4 9 3 7 8 Bu 1.188 REM J m e  4 9 3 7 8 ; a n d  r e t u r n
BI 2 6 0  R E M  DO O BI  I N C  6 0 0  ; h e r e  i f  n o t GE 1 1 2 8 REM END
CX 2 8 0  R E M  L D A  6 0 0  o n l y  d o  r e s t I K 1 1 4 8 REM
MR 3 8 8  R E M  cm P  6 8 1  ; o f  V O X  i f

Program 3 is a very s imple example;  nevertheless, this  type ol
program is necessary when us ing some mode combinat ions  on
screen. For Instance, i f  you mix  mode 0 and mode I .  the mode
0 line appears in a dif ferent  background colour to the mode I
line. This  can be easily overcome by altering the colour regis-
ters just  before the mode boundary .

KEEPING TRACK

If Fil ls  have been enabled on more than one line, the int errupt
rout ine will usually  have to know which line it  is on. One way
of  doing this is to set 54286 (the NMI  enable register) dur ing
the vert ical blank.  This  ensures that  the DLIs start  running at
the exact moment  at which the electron beam starts scanning
at  the top of the screen. Lis t ing 4 shows how such a method

can be used to give an extended range of colours in mode 7.
Alternat ively ,  the DIJ can use Ant ics  VCOUNT (Vert ical l ine

counter) register,  whic h holds the scan line count  div ided by
two. Obv ious ly  this  is not  of  much use in Graphics  8 if  an
Interrupt  occurs on every line,  but  it  can be used to good effect
in other modes, as program 5 shows, and allows  a more
elegant colour swap rout ine to be constructed.  Bot h lis t ing 4
and lis t ing 5 can be incorporated into your own programs,
perhaps to produce mult icoloured t it le screens or s imilar
graphic  displays.
Notice, inc identally .  t hat  VCOUNT holds the number  zero at

the top of the screen, not  the top of  the display  area. This
means  that  if  you are count ing lines us ing this  register you wil l
have to subt ract  as shown in lis t ing 4 to get a meaningful
value.
The rest is really  up to you. A DLI  need not  be used to create
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v isual effects; it  can be used, for instance, to process data f rom
an input  device where such processing would be inconvenient
to incorporate into the main program.  I once used two DLLs to
update two co-ordinate registers us ing input  f rom a t rakball.

MORE ADVANCED TECHNIQUES

Now let's move onto something dif ferent.  Remember the old
LMS ins t ruc t ion? I implied that  the address it  provides need
not be the same as the screen start  address. 88/ 89.  This  is
because the two values have s light ly  dif ferent  meanings:  t hat
stored in 88/ 89 is used exclusively by the OS for DRAWing.
PLOTt ing.  and so on. The address stored in the Display  List
tells ANTIC whic h part  of  memory  wil l  ac tually  appear on the
screen. Thus  it  is possible to place a des ign in one section of
memory  while ac tually  display ing another,  by altering the
pointers  appropriately .  I t  is also possible. by the same techni-
que. to fl ip rapidly  between pre-const ruc ted screens to achieve
animat ion,  etc.
Program 7 fl ips between four Graphics  2 screens, to show how
it is  done in pract ice. Remember to change the second LMS
ins t ruc t ion if  you want  to fl ip Sk screens us ing this method.
This  'page fl ipping',  as it  is called, is not  really  as useful as
some programmers  make it out  to be - mainly  because of the
huge amount s  of  memory  required to swap a reasonable num-
ber of screens. Also the fl ipping usually  needs to be done
dur ing the vert ical blank  to avoid glitches appearing on the
screen. In any  case, the point  of discussing all this  was to
demons t rate the fact that  ANTIC can actually  display any area
of  memory  you care to direct  it to.  The reason for this  wil l
become c lear in a moment  when we discuss screen scrolling
techniques.

SCROLLING UP

Wel l  begin wit h vert ical scrolling,  s ince this  is the easiest type
to unders tand.  On less advanced machines,  sc rolling is
achieved by mov ing an area of  memory  t hrough the screen
RAM. Wit h the Atari,  however,  the screen memory  is moved
t hrough the user memory :  a subt le dif ference in descript ion,
but  the lat ter is infi nitely  more s imple to do t han the former,
Program 7 demonst rates  how it  is done in pract ice: here the
screen memory  is moved t hrough the ROM. 40 bytes at a t ime.
Most  of  the program is concerned wit h doing t riv ial calcula-
t ions: it  is  the two POKEs in line SO. modif y ing the address
pointed to by the LMS ins t ruc t ion,  whic h actually  effect the
scrolling.
It isn't  very impressive,  is  it? Part of  the problem,  of  course. is

that  the display itself  isn't  exactly inspiring,  and secondly, the
scrolling is jerky:  this  type of  scrolling is referred to as coarse
scrolling.  I n addit ion,  the display  fl ickers every so often; this  is
caused by incorrect  t iming.  and is one of  the problems associ-
ated wit h us ing BASIC for manipulat ing the screen.

smourilarici IT our
To achieve a fine scroll,  two things  mus t  be done. Firs t ,  each

mode line ins t ruc t ion of  the Display  List  mus t  have the value
32 added, the ins t ruc t ion to enable vert ical scrolling.  Secondly,
the VSCROL (54277) register mus t  be altered. This  register
should be POKEd wit h a number  f rom 0 to I S to tell ANTIC
how many  scan lines to t ine scroll.  This  register affects every
line on whic h fi ne scrolling is enabled.  I n practice. since
VSCROL can only be used to move the display t hrough I S
scan lines,  the programmer would arrange for his scroll
rout ine to move the display t hrough eight scan lines (for modes
such as 0, wi t h 8 scan lines per mode line),  t hen coarse scroll
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u2 8
YE 1
MG 2
DP 1
BO 4

NA 5
U0 6
UC 7
VA 8
NO 9  RE M

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

9 2 , 1 5 8
CK 2 8  D I M  0 5 C 6 4 1 , 8 & l 6 4 )
SW 1 0  A N = "  *  T H I S  I S  1

I NE  1  * " : R E M  2 0  s p a c e s
DG 4 0  8 $ = "  *  T H I S  I S  1

I NE  2  * " : R E M  d i t t o
5 8  FO R E = 8  T O  3 7
60 P O KE  1 5 3 6 4 E , A S C C A S C E + 1 , E + 1 2 ) - 1 2
70 P O KE  1 5 3 6 • 6 4 f E , A S C C B S E E
+ 1 ,
E
.
I l
l - 1 2

UN

KB
JO
PH

REM * * *  L I S T I N G  1 8  * * *
REM H o r i z o n t a l  s c r o l l i n g .  A  v e r y
REM s i m p l e  c a s e ,  i n  B A S I C  s o
REM d i s p l a y  fl i c k e r s  l i k e  c r a z y .
REM N o t i c e  t h a t  i n  t h i s  c a s e  t h e
REM d i s p l a y  l i s t  i s  c o m p l e t e l y
REM r e - w r i t t e n ,  a n d  i t ' s  e a s i e r  t o
REM p u t  i t  o u t  o f  t h e  w a y  i n  p a g e  6
REM a n d  P O KE  5 6 6 , 5 6 1  a c c o r d i n g l y .

AU 8 8  NE X T E : R E M  4 8  t o  7 0  r e a d  t h e  t w o  S t
r i n g s   i n t o  1 5 3 6
-
1 5 7 3  &  
1 6 0 0
-
1 6 3 7

TO 9 0  G RAP HI CS  2 4 -1 6
AS 1 0 0  FO R E = 8  T O  2 5  : READ DI P O KE  1 6 5 4 4 1 ( , D

:NEXT E :11EM r e a d  n e w  d i s p l a y  l i s t  i n t o
t o p  h a l f  o f  p a g e  6

AZ 1 1 0  PO KE 5 6 0 , 1 2 8 P O K E  5 6 1 , 6 : R E M  a n d  t e
11 t h e  A N T I C  t h a t  i t ' s  t h e r e

TM 1 2 0  FO R E = 7  T O  8  S TE P  - 1 ; P O K E  5 4 2 7 6 , ( :
FOR F = 1  TO  1 8 : N E X T  F ; N E X T  E : R E M  f 4 0 .
-
S
( r o l l  o n e  c h a r a c t e r  w i d t h

RO 1 1 0  L 0 1 = P E E K C 1 6 7 5 ) : L 0 2 = P E E K C I .
6 7 8 ) : R E MThe  t w o  l o w  b y t e s  o f  t h e  t w o  r e l e v a n t

I NS  i n s t r u c t i o n s
EH 1 4 0  1 0 2 = 1 0 2 4 . 1 : 1 0 1 = 1 0 1 4 . 1 : / f  1 0 1 = 3 1  TH E N

LO 1 = 0 : 1 0 2 = 6 4 : R E M  A d d  o n e  a n d  s t a r t  o v
e r  i f  n e c e s s a r y

WI 1 5 0  PO KE 1 6 7 5 , L 0 1 P O K E  1 6 7 8 , L 0 2 R E M  a n
d p u t  ' e f t  b a c k  a g a i n

OX 1 6 0  GOTO 1 1 8 : R E M  g o  b a c k  f o r  n o r . .

WO 1 8  R E M  * * *  L I S T I N G  1 1  Am *
LW 1 1  RE M  N o n - s t a n d a r d  m ode  de m o;  a
FR 1 2  RE M  m i x  o f  m ode  J.  a n d  m ode  1 . 0
OU 1 3  RE M  W h a t  h a p p e n s  i s  t h a t  t w o
WE 1 4  RE M  p i x e l s  a r e  g r o u p e d  i n t o  O n e ,
FA 1 5  RE M  g i v i n g  4 x 8  c h a r a c t e r s
AR 1 6  RE M  i n s t e a d  o f  8 x 8 .
FJ  2 0  G RAP HI CS  2 : P O K E  6 2 3 . 1 2 0 : P O K E  5 5 1 , 8
WV 3 0  ?  116;"ag:1":REP1 2 n d  l o w e r  c a s e  ' a  a

nd u p p e r  c a s e  ' A *  a r e  i n v e r s e
MA 4 0  '  1
1 6
1 "  
b B ' :
R E M  
a
s  
a b
o v
e

UI  S O  ?  U 6 ; " 0 0 1 " : R E H  d i t t O
YE 6 0  FO R E = 7 8 5  T O  7 1 2 : P O KE  E , 1 4 :NE 1 ' I T E ; P

OKE 5 5 9 , 1 4 : R E M  A l l  c o l o u r  r e g i s t e r s  s e
t  t o  b r i g h t  w h i t e

I F  7 0  FO R E = 1  T O  6 : R E R D  D : FO R  F = 1  T O  3 5 8 :
NEXT F; P O KE  D , O ; N E K T E : R E M  s e t  c o l o u r
r e g i s t e r s  t o  z e r o  o n e  b y  o n e

GA 8 0  DATA 7 0 5 , 7 8 6 , 7 0 7 ,
7 8 9
,
7 1 1 , 7 1 2

1

Listings 10 and 11
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t hrough one mode line,  s imultaneous ly  reset t ing VSCROL.
Before we modify  program 7 for fine scrolling,  take a look at
program 8, whic h fi ne-scrolls  just  one mode line, to demons•
trate how VSCROL is used. Inc identally .  VSCROL is a register
In ANTIC,  and since ANTIC decodes the processor R/ W line in
muc h the same way as an address line, the register does not
behave like a normal memory  locat ion:  you can POKE to it, but
you can't  read meaningf ul values f rom it. This  is a 'feature'
c ommon to most  of  the I / O chips.
But  back to lis t ing 8. You have probably  found that  there is
nothing wrong wit h the scrolling but ,  again,  the screen fl ick-
ers. This  gets worse when we start  mov ing the LMS address
around as well,  and the only  solut ion,  unfortunately ,  Is to alter
the registers during the vert ical blank

PUTTING IT  TO G ETHER

Program 9 is the all-s inging,  all danc ing vert ical scrolling
program. There is an up / down regis ter (601) and a speed
register (602) whic h you can POKE to achieve the effect you
want .  As is s tands it  scrolls t hrough the s tandard mode 0
screen (that  is, f rom address 40000).  but. you can easily adjus t
It as shown to scan t hrough any other area: t hus  you can use
fine scrolling in y our own programs wit hout  even hav ing to
k now what 's  going on.

AND DOING IT  SIDEWAYS

Now for horizontal scrolling - probably  one of  the most  effec-
tive display  manipulat ion techniques. Here you need to add 16
to the Display  List  mode line ins t ruc t ion,  and HSCROL (54286)
is the one to alter to achieve fi ne scrolling.  Horizontal scrolling
is a lit t le more complicated t han vert ical scrolling in that  the
screen has  to be effectively split  into many  separate screens,
wit h an LMS on each line. The reason for this  may  not  be
immediately  obvious, but  imagine shif t ing a one-dimens ional
memory  array  t hrough a two-dimens ional screen: you should
be able to see that  this  would result  in a wraparound rat her
than a sc rolling effect. Study  lis t ing 10. whic h shif ts two lines,
each 64 bytes long. Not ice where in memory  the LMS ins t ruc -
t ions are point ing;  the two lines are stored as if  they are to be
printed on a screen 64x12 instead of  20x I2.  Of  course, only
twenty of  the s ix ty -four bytes ac tually  appear on the screen at
any one t ime:  the two LMS addresses are inc remented to
produce the scrolling effect. Note that  both LMS ins t ruc t ions
have to be altered together.
If it's dif fi cult  to see quite what 's  going on, imagine mov ing a

window along several long printed parallel paper strips: this
provides a useful i l lus t rat ion of  the process.
Because there are so many  dif ferent  effects based on horizon-

tal scrolling,  it  is not  possible to give a general-purpose prog-
ram which can deal wit h all of  them, so you are really  on your
own. But ,  i f  you have a reasonable knowledge of  machine code.
you should have no real problems.  Remember;  each line mus t
be defi ned separately and pointed to by a separate I MS in-
struct ion.  Also note that  the I ISCROL register scrolls one
'colour clock', t he widt h of  TWO mode 8 pixels. This  means
that to move, say. a Graphics  0 character one space to the left.
you change HSCROL by f our (not eight).

BOTH WAYS AT ONCE

And if  you can mas ter all that,  you can probably  mas ter
anything. You might  like to t ry  scrolling a screen diagonally ;
this  involves adding 16 and 32 to the DL ins t ruc t ion,  and
arranging your memory  diagonally ;  it  is rather diffi cult  to
visualise a diagonal screen mapped as a one-dimens ional data

set, and even more diffi cult  to put  a design on a diagonal
c hunk  of  memory.  However,  i f  you can get it  to work ,  the effect
can be most  impressive,  as demonst rated by games such as
Zaxxon.

MO R E TRICKS

That 's  really  all there is to k now about  Display  Lists. But
there are s t ill one or two more tricks, which,  t hough not  really
any thing to do wit h Display  Lists, ought  to be ment ioned.
Now, you might  t hink  that  a total of  seventeen modes is

impress ive for a machine as anc ient  as the Atari.  but  what  is
often kept  a secret is that  you can not  only  combine dif ferent
lines of  each mode, but  you can also (to some extent) roll two
modes into one.
To explain this,  let 's go back to the beginning of this series -
remember the Ant ic  15 paradox? Modes 8,9,10 and 11 al l  have
the same ANTIC mode number.  When you select a GT1A mode
(so called because they are only  available if  the GTIA chip is
fi tted - the fi rst  Ataris  had CTIA. a less sophist icated IC), what
ac tually  happens is that  the OS sets up the Display  List  for
mode 8, then alters locat ion 623. This  register is normally
associated wit h player/miss ile graphics,  but  the upper two
bits are used to select mode 9 (%01,aocooc), mode 10
(%10xxxxmc) or mode 11 (%1 lioaccod.  The interes t ing part
comes when you start  us ing Display  Lists other than the one
for mode 8.
This  is one of those things best discovered by experiment .
since there are 42 possible mode/ POKE combinat ions  - most
of t hem completely  useless. Lis t ing 11 demons t rates  the gener-
al technique,  wi t h a Graphics  12-type display wit h seven
colours instead of  four. Inc identally ,  the most  interes t ing
modes can be ' invented' by s tart ing wit h a text mode rather
than a graphics  mode.
'Dry subs t it ut ing dif ferent mode numbers  and POKE dif ferent
values to 623.  unt i l  you get a mode you might  fi nd useful.

O TH ER  INTERRUPTS

To conc lude this  art ic le.  I t h ink  a word about  Vert ical Blank
Interrupts  is required.  There are many  occasions where it  is
necessary to manipulat e informat ion on the screen wit hout
caus ing fl ickering or other glitches. A VBI is  a short  program to
whic h the CPU switches during the period when the display is
doing effectively nothing.  The screen is re drawn every 1 / 50t h
of a second, and a VBI can occur at the end of  each f rame,
The OS already uses some of the Vblank  t ime for its own
purposes (updat ing hardware registers f rom shadow registers,
reading joysticks etc). When the int errupt  occurs. the OS
executes a , IMP through 546/ 7.  Normal ly  this  vector points  to
the OS service rout ine.  but  it  can be changed to point  to your
own int errupt  rout ine.  Of  course, any  user rout ine mus t  ter-
minate wit h a JMP to the address normally  held in 546/ 7.
While the screen is being drawn,  a second int errupt  rout ine
can be executed, the deferred VBI. This  is vectored t hrough
548/ 9.  and is executed af ter an immediat e VBI, i f  the func t ion
of  the main program is not of  a t ime-crit ical nature (the
deferred interrupt  would not,  for example.  be executed during
disk I /O).
Program 12 contains  an example of  a VBI. All it  does is s lowly

increase and decrease the colour 2 regis ter to give the 'puls ing'
effect of ten used on game loading screens.
A VBI has a muc h longer t ime period t han a DLI  in which to
execute: an immediat e VBI gets about  4000 machine cycles
(that's about  enough t ime for 1000-2000 inst ruct ions),  and a
deferred int errupt  has about  five t imes  that.  This  means  you
can execute fairly  complex procedures and not  cause any
reduc t ion in the speed of  the main program.
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DISPLAY
LISTS

WV
Oh
BD
OF

30 P O KE  1 7 9 1 , 2 P A K E
40 X = U 5 R ( 1 5 9 2 ) : E N D
60 R E M
80 R E M

1 7 9 0 , 2

I C 1 0 0 REM m =1 5 3 6

PC 1 2 0 REM PHP ; s a v e  s t a t u s

I M 1 4 0 REM PHA ; a n d  a c e .

Rs 1 6 0 REM DEC 1 7 9 1 ; t i m e r

U0 1 8 0 REM ONE O K
DO 2 0 0 REM LDA 1 7 9 0
MZ 2 2 0 REM sTA 1 7 9 1
V I 2 4 0 REM LDA 1 7 8 9 ; c h e c k  u p / d o w n

N i 2 6 0 REM BEA DOWN
D I 2 8 0 REM I NC 7 0 9 ; c o u n t  u p

ZJ 300 REM LDA 7 0 1
VP 3 2 0 REM CMP U 1 2 ; c o l o u r = 1 2

VK 3 4 0 REM ONE O K

TR 7  D A T A  8 , 7 2 , 2 0 6 , 2 5 5 , 6 , 2
0 8 , 4 4 , 1 7 3 , 2 5 4 , 5, 1 4 1 , 2 5 5 , 8 , 1 7 3 , 2 5 3 ,

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

1 7 3 , 1 1 7 , 2 , 2
0 1
,
1 2

( 5 8  D A T A  2 0 8 , 2 3 , 1 6 9 , 0 , 1 4 1 , 2 5 3 , 6 , 7 6 , 5 1 , 8 ,
2 0 6 , 1 9 7 , 2 , 1 7 3 , 1 9 7 ,
2 , 2 0 1 , 4 , 2 0 8 , 5 . 1 6 1 ,
1 ,
1 4 1 , 2 5 3 , 6 , 4
0MK 9  D A T A  1 0 4 , 7 6 , 2 2 5 , 1 9 2 , 1 0 4 , 1 6 9 , 8 , 1 4 1 , 1 1
7 , 2 , 1 6 9 , 0 , 1 4 1 , 2 5 3 , 6 ,
1 6 2 , 5 , 1 6 0 1 6 9 , 8 ,3 2 , 9 2 , 2 2 8 ,
9 6SA i l l  G RAP HI CS  0 : S E TCO LO R 2 , 0 , 0

Rid 2 0  F O R  E = 1 5 3 0
NEXT E ; L I S T

TO 1 6 1 2 : R E A D

Listing 12 - the fi nal one

D:POKE E , D :

RU
OF
ZO
ZA
ZS
RV
TO
JC
RI
DA
KS

3 6 0  RE M
380  RE M
400  RE M
420
440
4 6 0
4 8 0
5 8 0
5 2 0
5 4 0
5 6 0

REM
REM
REM
REM
REM
REM
REM
REM

LOA U 0
STA 1 7 8 9
JPIP O K
DAMN DE C  7 0 9
LDA
CMP
ONE
LDA
STA

l A 8 8 0  RE M  RTS
FH 9 0 0  R E M  E ND
AV 9 2 0  R E M

7 0 1
U4
OK

1 7 8 9

l g e s , C h a n g e
; u p / d o w n  r e g ' r
; a n d  e n d
; c o u n t  d o w n

; u s u a l  s t u f f

OK P L P  ; e n d
-
g e t  
s t a t u
s

PLR ; a n d  a c e .
ax  5 8 0  R E M  JMP  4 9 3 7 8  ; r e t u r n
FE 6 0 0  R E M  E ND
AU 6 2 0  RE M
AZ 6 4 0  RE M
RD 6 6 0  RE M
JT 6 8 0  RE M  m =1 5 9 2
GZ 7 0 0  RE M  P LO
GP 7 2 0  R E M  LDA U 8  ; i n i t i a l  c o l o u r
I K  7 4 e  RE M  S TA  7 0 9
JC 7 6 0  RE M  LDA 180
BJ 7 8 0  RE M  S TA  1 7 8 9  ; u p / d o w n  r e g
.
r
20 8 0 0  R E M  LDX  U 6
FZ 8 2 0  RE M LD Y  U 0  ; 1 0
AB 8 4 0  R E M  LDA 226 ; c o d e  f o r  U B I
MP 8 8 0  RE M  J S R S E 4 5 C  ; S E T U B V

The short  program stored at 1592 is used to init iate the VB1,
and needs a lit t le explanat ion.  Normally  to change a vector you
s imply  POKE the two bytes in quest ion.  I lowever.  when dealing
wit h an interrupt ,  there is always the poss ibility  that  the
change will occur just  as the int errupt  is being serviced; when
this  happens  the machine tends to crash. The normal method
of changing a vector is to store the high byte of  the interrupt
service rout ine in the X register.  the low byte in the Y register.
and the vector number in the accumulator,  then call SETVBV
a special rout ine writ t en to set the vector in a cont rolled
manner.  The code for an immediat e int errupt  is 6. t hat  for the
deferred int errupt  is 7_ Numbers  1-5 are for system t imers  110
5. inc identally .
And that 's  it. What  is  perhaps  a not iceable omiss ion is a
ment ion of  player-miss ile graphics  - well,  there you are. I've
jus t  ment ioned them.  But  seriously,  s ince these have been
covered in Page 6 recently. it  seems point less to go over it  all
again. In any case, get t ing to grips wit h Display  Lis ts  should
keep you happy  for a good while yet.

20 I s s u e  43 - New ;Mari User

TYPING IN THE LISTINGS
FROM NEW ATARI USER
AND GETTING THEM RIGHT!
You will notice that the program listings in

fklEAN ATARI USER have a  two letter code be-
fore each line. This code is used by our typing
checker P I N )  3  -  a  program designed to en-
sure that you can type in program lines with no
mistakes whatever. You can type in the listings
as they stand y o u  don't type in the code b u t
we strongly recommend that you use ' IWO 3
to check your viol*.
TYPO 3  is  published from time totirnein the

magazine but if  you do not have an issue with
the listing in, you can obtaina copy by sending
us a  large stamped addressed envelope. Alter-
natively send E1.50, payable to PAGE 6, and we
will send you a  tape or disk with t h e
-
P ( 1
3
0 3

program ready to run and withfullinstructions
for use. Please be sure to state whether you
require disk or tape.
Please note that We will not provide any help

if you have problems with the listings unless
you have used TYPO 3  to type thern
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR
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with the  best vi  a“e rtain me itt waive rs.. The  Pack includes a 521157-FM
wil l  Iktati RAM. a builk-in italb  disk dnve, ove r USD ol lap  swam  wad •
iuysack I t  sou to y the S u m  Pack at SlIce ato p ,  we  will add our otto S7
Starte r All (ooral over CO:Ot F e .  O lt:h u g e  Rolurn the  coupon tor datalh.E3

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

With SM124 mono monitor: E498Z

HOW WITH TV MODULATOR
gov the serious home user and the small business, we are
pleased to  announce a  new package based around the
IOSOST-FM. The  104051- FM  ha s  1M byte R A M  a nd a
IMbyle buill• in disk drive I n  acklition, the  IIM OS T- TM
now mines with a TV  modulator built- In. ( The previously
available 104051-F was designed tor use with a monitor
.onty and did not come with a modulator.)  Thai modulator
allows the  TOSOST•F t o  bin plugged directly  into a ny
doirreabc T V  set, a nd  comes Complete with a  lead to
allow, you to  do  Bo. The  ne w 'Prolessional P ack hor n
Silica includes the  new 1040ST-FM with modulator plus
four high quality software packages including a  spread-
street database wor d processor and programming hang-
.,iage This  'Protessional Peck' software will enable you Io
get straight down to business with your new computer I n
addition to this software ( worth E3134.84), i f you buy the
Prolessional Pack Rom Silica S lop, you will also receive
It,,, S ilica S T  S tarter  K i t ( wor th over  E200) . Fr e e  O f
Charge. Return the coupon for further information.

I N C L U D I N G  V A T
With SM124 mono monitor: £ 5 9 8 %9
With SC1224 colour monitor: 0 9 8 % 5

2Mb & 4Mb MEGA ST
'he MEGA ST computers are styled MS es lightweight keYboard sett e separate CPU.
connected by a coiled m a m m a  style cabin There are two versions col the MEGA ST.
one with 2Mbylee of RAM and the other with 4Mbytes. Each version has a 1Mbyte
double sided disk cirme t o  the CPU unit. The MEGA S Ta do not cove with
modulator built- it and roust therefore be used with a monitor. W O  every MEGA ST
purchased w e  will add the Thatiessenal Pack' software (worth M U LTI  detested
a e ""
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Ica S T  Starter K it
(worth over 1,2130)
both Free 01 Charge
Return the COlapOn'
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for hotter awaitle, f -  colour monitor =E11911 + co lo u r  monitor =c1498

£899:;.

1M13 DISK DRIVE
E 4 5 0  OF SOFTWARE

ARCADE GAMES
arionOld II I m a g i n e
Beyond The See Palace E l i t e
Black Lamp F i r e b i r d
Buggy Boy E k e
Chopper X M a s t e r t r o n i c
Ikon Warriors .  .. .  Elite
Marble Madness E l e c t r o n i c  Arts
Quadrallen L o g o t r o n
Ranerants H e w s o n  Consultants
Return To Genesis .  .  .  F i r e b i r d
Roadwars
Starquake
Test Drive
Thrust
Thundercats
Witha l!
) (ellen
Zynaps

Eddie Echvards Super Ski
Seconds Out
Summer Otimptog3g

4Mb MEGA ST
£ 1 1 9 9

DO YOU OWN AN ATARI M I
If you &heady awn an Atari ST computer end would hike 10 be registered on our mailing list as an
ST user, let oa know. We will be plakked 10 send you copies of our price tete end newsletters
FREE OF CHARGE as they become evader:Ile Complete the coupon and return it to our &drop
branch and begin experiencing a specialist ST service that is second to none

SILICA SHOP:

SPORTS SIMULATIONS

S M C I T P  GU M a i l  O r d e r )  0 1 - 3 0 9  1111
/ 4  The  Mews,  Ha the rte y Road, Side up,  Ke nt,  D At a  AD X

OP E N: M ON- S AT Sam -  5 3 0 pm  ' L A T E  N I G H T : FR iDAY  Sam p m
L O W
-
D O N    
0
1
-
5
8
0  
4
0
0
0

52 Tottenham C ourt  Road, London,  W I P  OR A
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S e l fr idge s  l i s t  fl oor ) , O x f o r d  S tr e e t,  L o n d o n ,  a t l i A  l A B

OPEN.
-  
M O
N -
S A
T  
S
a
m  
-  
e
.
0
0
p
m  
L
A
T
E  
N
I
G
H
T
:  
T
H
L
I
R
S
O
A
T  
a
a
r
n  
-  
a
t
o
m  
i
t
e

Melbourne House
Mandarin

Electronic Arts
Firebird

Elite
Ocean

Melbourne House
Hewson Consultants

Elite
Tynesott
Tynesort

1 MritylrsAMs.
Address:

111

E19.95
E19.95
E19.95
E19,95

E9.99
E14.95
E24.95
E19.95
E19.95
E19.95
E19.95
E19.95
£24.95

E9.95
E19.95
E19.95
E19.95
E19.09

E19.95
E19,95
E19.95

PRODUCTIVITY SOFTWARE
Organiser T r a n g t o  P ublishing 0 1 9 .9 5

JOYSTICK
Atari CX40 Joystick A t e r ,  Corp E4 .9 9
FREE ATARI BUNDLE VALUE:E458.97

With SC1224 colour monitor: E698'Z

1040S1-FM PROFESSIONAL PACK

ATARI 104CIST-FM i C o i n c u t e r !  E499.99
VIP PROFESSIONAL (Spredisheed E149.95
MICROSOFT WRITE ' W o r d  Prncessort E149.95
SUPER BASE PERSONAL t ) e ish a sm  E59 .05
BASIC DISK & M ANUAL La rte me ge ) E24,96

NORMAL ARP: E8114182
LESS DISCOUNT -C1185 82

PROFESSIONAL IMCK PRICE: E499_00

DIP g e S t r e a r n  E149-g;T,35
0 .0 1 0 P PotAishinkl (D I P )  a  o re  o f tte  late n t Onmontl aalalid ato ra to r p an o re t
;mouton We e ,  peened to aanounceepoweeke low coat pediege 101 me Mel St
-shwa PageStream PagittIlreare Poet* c ot OSP OTA T- 0 1
1
3 5 1  a i d .  b e m u s e  
r t

envoi *eh eit Alan 104051 end S olothe  SP-100AI y o u  can be oc and
ranting with  a  dm:aware  No le n  fo r k m  than M o o  So me  o f th e  W a v l e  01
P• 9 • Stive m me  Salad to  the  rig h t i t  ro i l  ad u id  like  h e ave  infornammin on  th ik
ploguir, . . . ve tte  and re nd, the ramme r be low licking the O T P h as in t h e m e *

T EXT F L O W ARO UND GRAP HI CS
RO TATIO N O F  T EXT  G R A P H I C S
SLANT OR TWIST ANY OBJECT
POSTSCRIPT COMPATIBLE
TAG FUNCTION
AUTCOAANUAL KeireteleG I  HYPHENATION
ORCKWalit0 OF OIM ICTS

Do you already own a computer
It so, which one do you own?

ATM
S T  C O M P U T E R S
The range of Atari ST computers Offers something for everyone. From the games enthusiast
who wants the challenge of the very best in arcade action, to the buSinessrnan who wants to
make financial forecasts or faualeSS presentations. The ST offers high quality graphics,
sound and speed for the garner, whist providing a last, user friendly and affordable scauton
to business. The S T is now firmly established in the home environment arid boasts a wealth
of users in education, local government television. a nd a  variety lot ddierent businesses
Software tor  the  range Stretches to  cover applications a s  diverse as  ENTERTAINMENT.
ACCOUNTS. ART. COMMUNICATIONS, COMPUTER AIDED DESIGN. DATABASES.
DESKTOP PUBLISHING, EDUCATION. MUSIC, PROGRAMMING, SPREADSHEETS. WORD
PROCESSING and more Fore  full list Of the software mailable, as well as details of the ST
range, complete and return the coupon below a e o n s .  rook
-
tat t i e  M e a l  p o r e  n a v e  
E I D E520ST-FM EXPLORER PACK

W I T H  BUI LT- I N  1Mb DI S K DRI V E

i tt

The voluo tor money altered by the Atari ST rancie iillie ct u d  in the Explorer Paci.
featuring the  520ST-FM computer with 512K RAM  T h e  520ST-FM computer now,
comes with a built-in 1 M b double sided disk drive as well as a free mouse controller
and a built-in TV rhOdulator. The new 520ST-FM Explorer Pack includes the 520ST-
FM computer, the  arcade game Ranarama, a  tutoria l program and some useful
desktop accessories I n  addition, it  you buy the Explorer Pack from Silica,  we  will
give you the Silica  ST Starter Kit worth over £200, FREE OF CHARGE. Return the
coupon For details of our Starter Kit and of the full ST range.E2

SM124 mono monitor: E398tti + SC1224 colour monitor: E598
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XL/XE UTILITY

EH 8 REM
I C i REM * HEMSAVER 2
NZ 2 REM * Am ended b y  B i l l  H a l s a l l *

OG 3 REM * f r om o r i g i n a l  b y  N i c k  H i g g s *

T8 4 REM *
Em 5 REM
JW 6 REM * NEW ATARI  US E R -  A P R I L  9 0 *

EO 7 REM
NN 8 REM
NO 9 REM
JN 1 8  D I M I N F I L E S C 2 8 l , O U T F I L E

4
(
2 0
) , P R
0
G F I

R I C O I D I F IHEXSAVER
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code loader program I was pleased to see Nick Higgs
superb Hexsaver program which can be easily amen-

ded to produce boot  tapes or binary  disk fi les loaded and run
f rom basic.
Alt hough I have taken the liberty  of  altering Nicks original line
length f rom 40 to 48 I have done this  purely  to save 20% of  the
space required to print  the data lines. In other respects I have
confi ned amendment s  to those necessary.
The lis t ing contains  the amendments  to the Hexsaver prog-
ram.  LIST the lines to disk. LOAD a copy of  the original
Hexsaver program and ENTER the new lis t ing to produce the
completed program.  SAVE accordingly.
The program init ially  runs  like the original I lexsaver but  you
are also prompted to input  the run address of  the binary  fi le
and the t it le of  the fi nal program.  Af ter the basic data program
has been lis ted to disk  the program wil l  produce the disk  load
and run program which wil l  also he lis ted on disk. The lis t ings
produced wi l l  be s imilar to those used prev ious ly  in New Atari
User i.e. Lis t ing I  t o produce the boot t ape/ binary  disk  fi le and
Lis t ing 2 to load and run the binary  disk file. I  have added the
extenders .1-1 and .L2 whic h I normally  use for such purposes
together wit h D a l  for the fi nal binary  file. Amend these as you
wish t ak ing care not  to overwrite any original fl ies especially
y our object code fi le which might  have the same extender.

PROGRAM EXPLANATION

The program loads your original code and writes  a 43 byte
boot tape header in f ront  of  it. The fi nal 3 bytes of the header
form a JMP ins t ruc t ion to the run address of  your file. The
load address (which is calculated f rom bytes 3 and 4 of  your
original disk  fi le header) is  brought  forward to accommodate
the boot  tape header and write over the original 6 byte disk
header. I f  your fi le has been SAVED by the Assembler Editor
Cart ridge or assembled by the Atari Macro Assembler or MAC/
65 the program should work  sat isfactorily.  I f  for any reason
the original fi le header bytes 3 and 4 do not  contain the
original load address the program wil l  not  work  properly .
The sub-rout ine at 700 calculates the length of  the fi le and
the number  of 128 byte records needed for the boot tape load.
Hexsavcr then generates the number  of 48 byte lines needed.
The program produced when RUN loads the machine code into
a s t ring which is printed to tape or disk as required.  Please
note that  by adding the amendment s  to Hexsaver and us ing a
full length s t ring in this  way uses up more memory  than the
original so I have reduced the max imum fi le length f rom 20000
to 8k, whic h should be more t han adequate for a type-in
program of this  type, unless readers are wil l ing to forego more
normal purs uit s  like eat ing and sleeping!
If you want  longer programs or prefer AUTORUN.SYS files
then s imply  use Nick 's original program to prov ide New Atari
User wit h some muc h needed top class programs_
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by Bill Halsall
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L E $ C 2 8 l , L I N E 5 ( 4 0 ) , D I S K L O A D S
( 2 0 ) ,
L I N E O U
T $ C 9 6 3 , M C S ( 4 2 ) , 8 5 0 ( 2 0 ) , T / T L E
5
C
4 0 )

I C  1 5  D I M  C $ ( 2 )
J14 2 0  FO R  A = 1  T O  4 2 ; R E A D  D A ; M C S ( A , A ) = C H R S

CDA);NE HT
HA 3 0  D A T A  1 0 4 , 1 6 2 , 1 6 , 1 0 4 , 1 5 7 , 6
9
.
3 , 1 0 4 , 1 5

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

2 2 8 , 1 6 2 , 16 , 1 8 1 , 7 3 , 3 , 1 3 3 , 2 1 3 , 1 8 1 ,
7 2
,
3 , 1 3 3 , 2 1 2 , 9 6

MR 5 8  L I N E O U T S C I ) = C H R S C 8 1 : L I N E O U T
5
C
9 6 ) =
C H

R 5 ( 0 ) : L I N E O U T 5 ( 2 ) = L I N E O U T S : O S
5
C
1 ) =
C H R
S

C 3 8 ) : 1 3 5 5 C 2 0 ) = C H R S C 3 0 / ;
8 5 5 ( 2 ) = 0 5
$

/I_ 6 0  T R A P  8 8 ; P O K E  7 6 4 , 4 4
DI  7 8  ?  C H R S C 1 2 5 3 ; C H R 5 C 2 9 ) ; C H R 5 C 2 ; "  I N P

UT F I L E N A M E  :  D : " ; 1 3 5 5 ( 1 . 2 ) ; : I N P u T  0 1 6
; I N F I L E 5 ; O P E N  U 1 p 4 , 0 , I N F I L E 0 : G O T O  9 8

WL 8 8  G O S UB 5 9 8 : G O TO  6 8
01.P 9 8  T R A P  1 1 0 : P O K E  7 6 4 , 4 4
Wi 1 8 8  7  : 7  "  O UTP UT F I LE N A M E  :  A :

. L . 1 " ; 0 5 $ ( 1 . 1 3 ) ; : I N P U T  $ 2 1 6 : O U TF I LE 5 ; O P
EN N 2 , 0 , 8 , O U T F I L E S : G
0
T
0  1 2 0

SN 1 1 8  G O S UB 5 9 0 : G O TO  6 8
PD 1 2 8  T R A P  5 9 0
G I  1 3 0  P O KE  7 6 4 , 4 4 : ?  " 4 4  F I N A L  P R O G R A M S '

OUTPUT F I LE N A M E  1  D :  . 0 0 J "
: 0 5 $ 1 1 , 1 4 / ; : I N P U T  U 1 6 : P R O G F I L E 5

PK 1 3 2  T R A P  1 3 2 : ?  ; ?  " I N P U T  R U N  ADDRE S S  C
I N  D E C I M A L ) " ; I I N P U T  R A

HY 1 3 6  TR A P  1 3 6 : ?  : ?  " I N P U T  T I T L E  O F  P RO G
RAM " : I N P U T  T I T L E S

GU 1 4 0  FO R  A = 1 5 3 6  T O  1 6 8 2 ; R E A D  D A ; P O K E  A ,
DA;NE HT A

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

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

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

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

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

Cu 1 8 0  D A T A  1 4 0 , 1 4 6 , 6 , 7 6 , 2 3 . 6 , 1
4 1 , 1 3 0 , 6 , 41 , 2 4 0 , 7 4 , 7 4 , 7 4 , 7 4 , 1 4 1 , 1 4

3
,
6 , 1 7 3 , 1 3 0

UN 1 9 0  D A T A  6 , 4 1 „ 1 5 , 1 4 1 , 1 4 4 , 6 . 1 7
3 , 1 4 3 , 6 , 32 , 1 3 1 , 6 , 1 4 1 , 1 4 3 , 6 , 1

7 3 , 1 4 4 , 6 , 3 2 , 1 3 1814 280 DATA 6 , t 4 1 , 1 4 4 , 8 , 1 6 9 . e . l x 3 , 2 i
2 , 1 3 3, 2 1 2 , 1 6 6 . 2 4 , 1 6 5 , 2 1 2 , 1 1

3
,
2 8 4 , 1 3 3 , 2 1 2 , 1 6

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

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

VH 2 2 0  D A TA  1 8 5 , 4 8 , 9 6 , 4 0 , 4 9 , 4 0 ,
8 8



CS 2 3 0  D I M  A S C 8 1 9 2 3 : A S ( I ) = " 9 " : A S ( 8 1 9 2 ) = " v
" : A S ( 2 ) = A S

OK 2 4 0  7  "4 4 . LO ADI NG  - ; i p i r r L r s
X0 2 5 0  LN = U S R C A D R ( M C S ) , A O R C A S 1 + 3 7 ) : TR A P  4

0 0 0 0 : G O 5 U0  7 0 0
UZ 2 6 0  G O 5 U8  3 9 0
FS 2 7 0  L I N E = 9 1 8 : P O S = - 4 7
OL 2 8 0  L I N E = L I N E 4 1 0 : ?  ' W R I T I N G  L I N E  " ; L I N

J J  2 9 0  ?  2 1 2 : S T R S ( L / N E ) 2 "  D A TA  " ;
RN 3 0 0  L I N E S C I ) = C H R $ ( 0 ) : L I N E S ( 4 0 ) = C H R S ( 0 )

: L I N E S ( 2 ) = L I N ( $
SG 3 1 0  P O 5 = P 0 5 . 1
.
4 8 : P O S 1 = P O 5 4 4
8 : I F  
P 0 5 1 > L
E N

(AS )  T H E N  P O S I = L E N ( A S ) : L I N E S = A S ( P O S , P 0
5 1 ) : G O TO  3 6 0

I T  3 2 0  L I N E S = A S ( P O 5 , P 0 5 1 )
HU 3 3 0  C H K 5 U M = U S R C 1 8 3 6 , A O R ( L I N E S ) , A D R ( L I N

E O UTS ) )
AU 3 4 0  ?  U 2 : L I N E O U T S : " , " ; S T R O C C H K S U M )
Pm 3 5 8  G o T o  2 8 0
I A  3 6 0  C H K 5 U M = U S R ( 1 8 3 6 , A D R C L I N E S ) . A D R C L I N

E O UTS I T
OH 3 7 0  ?  n 2 ; L I N E O U T S C 1 , C ( P O S I
-
P 0 5 4 1 ) * 2 ) ) ;

" , " ; S I RS CCHKS UM O
CO 3 8 0  G O SUO  9 0 0 : E N D
DJ 3 9 0  ?  1 4 2 ; " 1 0  R E M  * * * " ; T I T L E $ ; "  -  L I S T I

MG 1 * * * "
WG 3 9 2  ?  4 4 2 3 "1 2  R E M "
Vv 3 9 4  ?  4 4 2 ; " 1 4  R E M
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v0 3 9 6  ?  1 4 2 2 " 1 6  R E M "
NM 4 8 8  ?  U 2 2 . 2 0  D I M  L I N E S C 9 6 ) , A $ ( 8 1 9 2 ) : L I

N E = 9 9 0 : C N T =
-
4 8 2 T R A P  
1 0 0 : 6 0
5 U 6  
2 0
0 "

I A 4 1 0  ?  u 2 : " 3 0  A S C I T = " 1 , C H R S ( 3 4 ) ; " 0 " ; C H R $
( 3 4 ) 2 " : A $ ( 8 1 9 2 ) = " 2 C H R S ( 3 4 ) ; " 0 " ; C H R S C 3 4
2 1 2 " : A S ( 2 ) = A S "

AT 4 2 0  R E M
I D 4 3 0  ?  U 2 2 " 4 0  L I N E = L I N E + 1 0 : C N T = C N T 4 - 4 8 : R

(AD L I N E S , C M C S U M : ?  " 2 C H R S ( 3 4 ) 2 1
W L I N E  " ; C H R S C 3 4 ) ; " ; L I N E "

VM 4 4 0  ?  4 4 2 2 " 5 0  C H K = U 5 R C 1 5 3 6 , A D R ( L I N E S ) , A
DR( AS ) 4 .
C N T ) "oT 4 5 0  ?  4 ) 2 2 " 6 0  GOSUO 3 0 8 : G O T O  4 0 "

OC 4 6 0  ?  U 2 2 " 1 0 0  I F  P E E K C 1 9 5 ) 0 6  TH E N  ?  -
2 CHRS ( 3 4 ) 2 "E RRO R " ; C H R S ( 3 4 ) ; " ; P E E K ( 1 9 5
) ; C H R S ( 2 5 3 ) : E N D "

KU 4 6 2  ?  U 2 2 " 1 1 0  ?  " 2 C H R S ( 2 4 ) 2
, 0 " ; C H R S C 3 4 1 2 " : T R A P  1 0 0 "
OP 4 6 3  ?  3 t 2 2 " 1 2 8  7  " ; C H R S ( 3 4 ) ; " C D ) I S K  O R

( T ) A P E " : C H R $ C 3 4 ) 3 " : G 0 5 U O  1 6 0 : I F  K = 8 8  T
HEN / 4 0 "

HP 4 6 4  ?  4 1 2 ; " 1 3 0  ?  " 2 C H R S ( 3 4 ) ; " R E A D V  CAS S
ETTE A N D  P RE S S  R E TU R N " ; C H R S ( 3 4 1 1 2 " : 0 P E N

U 1 , 6 , 1 2 8 , " 2 C H R $ ( 3 4 ) 2 " C : " 2 C H R S C 3 4 ) ;
0 2  4 6 5  ?  4 1 2 ; " : G O TO  1 6 0 "
TD 4 6 6  ?  2 4 2 2 1 4 0  ?  " 2 C H R S C 3 4 ) ; " R E A D V  D I S K

AND P RE S S  R E T U R N " ; C H R S C 3 4 ) ; " : G O 5 U O  1 8
8 : I F  K 0 1 5 5  T H E N  1 4 0 "

UV 4 6 7  0 1 2 2 " 1 8 0  O P E N 8 8 1 , 6 , 0 , " ; C H R 8 ( 3 4 ) ; P
R O G FI LE S ; C H R S ( 3 4 )

VU 4 6 6  ?  0 2 2 ' 1 6 8  ?  8 8 1 2 A S C 1 , " 2 F I N 2 " ) : C L O 5 E
U l : E N D "

F I  4 6 9  ?  T 4 2 0 . 1 0 0  CLO S E  811:O PEN 1 4 1 , 4 , 0 . " 2 C
H R S C 3 4 4 2 " K : " : C H R O C 3 4 ) ; " : G E T  4 1 1 , K:CLO S E

M . : R E TU R N "
EN 4 7 0  ?  8 4 2 2 " 2 0 0  F O R  A = 1 5 3 6  T O  1 6 5 6 : R E A D

DIPOKE A . D : N E X T  A : R E T U R N "
DM 4 8 8  ?  U 2 2 " 2 1 0  D A T A  2 1 6 , 1 0 4 , 1 0 4 , 1 3 3 , 2 0 4

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

KI  4 9 0  ?  ) 8 2 2 " 2 2 8  D A T A  1 2 6 , 6 , 1 6 0 , 2 5 8 , 1 4 0 . 1
2 5 , 6 , 1 4 0 , 1 2 6 , 6 , 1 7 3 , 1 2 6 , 6 , 2 0 1 , 4 7 , 2 0 0 , 1 1
, 1 7 3 , 1 . 2 7 , 6 "

CE 5 0 8  ?  1 4 2 . . "2 3 0  D A T A  1 3 3 , 2 1 2 , 1 7 3 , 1 2 8 , 6 , 1
3 3 , 2 1 3 , 9 6 , 1 7 2 , 1 2 5 , 6 , 2 0 0 , 1 4 0 , 1 2 5 , 6 , 1 7 7 ,
2 0 3
,
1 2 ,
1 1 1
, 6 "

SOOT T A P  / O B J E C T  C O .
MAKER -  BAS E D O N  H E X

( 0  5 1 0  ?  u 2 2 " 2 4 0  D A T A  1 0 , 1 8 , 1 0 , 1 0 , 1 4 1 , 1 2 3
. 6 , 1 7 2 , 1 2 5 , 6 , 2 0 0 , t 4 0 , 1 2 5 , 6 , 1 7 7 , 2 0 3 , 3 2 ,
1 1 1 , 6 , 2 4 "

TX 5 2 0  ?  1 8 2 ; " 2 5 0  D A T A  1 0 9 , 1 2 3 . 6 , 1 7 2 . 1 2 6 . 6
, 2 0 0 , 1 4 0
•
1 2 6 , 6 , 1 4
5 , 2 0 5 , 2 4
.
1 0 9 , 1 2 7 ,
6 , 1 4

1 , 1 2 7 , 6 , 1 7 3 "
E l  5 3 0  ?  1 8 2 : " 2 6 0  D A T A  1 2 8 , 6 , 1 0 5 , 0 , 1 4 1 , 1 2 6

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

NJ 5 4 0  ?  8 ) 2 ; " 3 8 0  D L N E = P E E K C 1 8 4 ) * 2 5 6 . P E E K C
1 8 3 ) "

Ex s s e  ?  ) 8 2 2 3 1 0  I F  L I N E O D L N E  T H E N  ?  " 2 C
i s i tS (34);•1111Kg ” ; c H R S ( 3 4 ) ; . : s T R S ( L i m E ) :
" CHRS  ( 3 4 )  a g R O B E I M "  2 CHRS ( 3 4 )  "  E N D "

LR 5 6 0  ?  n 2 2 " 3 2 0  I F  C H K S U M O C H K  T H E N  7
C H R S ( 3 4 ) : " E R R O R  I N  D A T A  A T  L I N E  " : C H R S
( 3 4 ) 2 " 2 S T R S C L I N E ) : E N D "

LV 5 7 0  7  U 2 : " 3 3 0  R E T U R N "
ZR 5 8 0  R E TU R N
UF 5 9 0  T R A P  5 5 0 : P O S I T / O N  2 , 1 6 : ?
TM 6 8 8  I F  P E E K ( 1 9 5 ) = 1 6 2  T H E N  ?

E N O T FO UND

K H A S  N O  F R E E  S E CTO RS
CD 6 1 0  I F  P E E K C 1 9 5 ) = 1 6 5  T H E N  ?

ABOUE F I L E N A M E  CHARACTE RS
Uto 6 2 0  I F  P E E K ( 1 9 5 ) = 1 6 9  T H E N  7

K MO RE T H A N  6 4  F I L E S

I V

HEN I R V  A G A I N

•111

•

MP 6 3 0  I F  p m c ( 1 8 5 ) = 1 7 8  T H E N  ?

MU 6 4 8  P O S I T I O N  2 , 2 2 : ?  "

ERROR .
ERROR D I S

ERROR I N

ERROR D  S

ABOVE F / L

H I T  A N ' .  K E Y  A N D  I

PK 8 5 0  P O KE  7 6 4 , 2 5 5 : C L O S E  $41 :CLO S E  U 2
JO 6 6 0  I F  P E E K C 7 6 4 1 = 2 5 5  T H E N  6 6 8
MA 6 7 8  P O KE  7 6 4 , 2 5 5
ZS 6 8 0  R E TU R N
A f  7 0 8  L t i r . i l s c c a S ( 4 8 , 4 6 » . 1 . 2 5 6 * a S C C A S C 4 1 , 4 1

I )
X44 7 1 8  RE S TO RE  7 2 0 : F O R  A = 1  T O  4 1 1 R E A D  D a ;

AS c r i ono=c m RS c ptotNE X T A
R I  7 2 8  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 1 6 9 , 0 , 1 4 1 , 4 7 , 2 , 1 6

9 , 6 0 , 1 4 1 , 2 , 2 1 1 , 1 6 9 , 0 , 1 4 1 , 2 3 1
I X  7 3 8  D A T A  2 , 1 3 3 , 1 4 , 1 6 9 , 5 6 , 1 4 1 , 2 3 2 , 2 , 1 3 3

, 1 5 , 1 6 9 , 0 „ . 1 3 3 , 1 8 , 1 6 9 , 0 , 1 3 3 , 1 1 , 2 4 , 9 6 , 7 6
KU 7 4 0  0 V T E = L A
-
4 3 : G 0 S U O  
8 0 0 : L A L
O M = L O M I
L A H

I = H / 2 4 $ ( 3 , 4 ) = C S : B Y T E = L A
-
4 : G O S U B  8 0 0 ; A S
( 5 , 6 ) = C 6

UN 7 5 8  8 V T E = L A - 3 : G O 5 U S  8 0 0 : A S C 3 2 , 3 2 ) = C H R S
( L O W ) : A S ( 3 6 , 3 6 ) = C H R S ( H I )

PK 7 6 0  8 Y TE = R A : G O 5 U 0  8 0 0 : A S ( 4 2 , 4 3 ) = C $
VA 7 7 0  A = ( L 1 1 4 3 7 ) / 1 2 8 : I F  A O I N T C A )  T H E N  A =

I N T ( A ) 4 1
MA 7 8 0  A S C 2 , 2 ) = C H R S ( A ) 2 F / N = A * 1 2 6 : A = F I N / 4 6

I F  A O I N T ( A )  T H E N  A = I N T C A ) 4 1
VV 7 9 0  A S = A S c 1 , A * 4 8 2 : R E T U R N
I K 8 0 0  H I = I N T ( O V T E / 2 5 6 ) : L O W = O T T E
-
H I * 2 5 6 2 C

$ ( 1 . 1 3 = C H R S C L O W ) : C S C 2 , 2 ) = C H R S ( H X ) : R E T U
RN

OU 9 0 8  ?  C H R S ( 1 2 5 ) ; " 5 A 5 I C  L I S T I N G  CO UP LE T
E " : ?  "P RE P ARE  D I S K  F O R  L I S T I N G  2  : - " : ?

"THE  D I S K  LO A D  A N D  R U N  P RO G RAM"
GU 9 1 0  T R A P  1 4 0 : P O K E  7 6 4 , 4 4
PS 9 2 0  ?  " 4 4  D I S K  LO AD P R O G R A M S " : ?  " F I L E

N A M E !  D :  . 1 . 2 “ ; 8 5 $ C 1 , 1 3 1 ; : n i P U T
11161.DIS im ocipt

DW 9 3 0  CLO S E  TH. :CLO S E  U 2 : 0 P E N  n 2 , 8 , 0 , D I S K
LO ADS :G O T°  9 5 0

LP 9 4 0  G O SUB 5 9 0 : 0 0 1 0  9 2 8
HE 9 5 8  ?  U 2 2 " 1 0  R E M  LO AD A N D  R U N  R O U T I N E

FOR " : T I T L E $
PA 9450 ?  U 2 ; " 2 0  O P E N U 1 , 4 , 0 , " ; C H R S ( 3 4 ) ; P R

O G FI LE S ; C H R S ( 3 4 )
DM 9 7 0  ?  1 2 2 ; " 3 0  P O KE  8 5 0 . 7 : P O K E  8 5 2 , " ; L A L

o i c " : p o K E  8 5 3 , " 2 L A H I ; " : P O K E  8 5 6 , 2 5 5 : P O
KE 8 5 7 , 2 5 5 "

MG 9 8 0  7  1 4 2 ; " 4 0  N = O S R C A D R C " ; C H R S ( 3 4 ) ; " M M O
L V M " : C H R S ( 1 4 ) 1 " ) , 1 6 ) "

PS 9 9 0  ?  1 1 2 ; " 5 0
,
C L O S E  
2 4 1 : X = U S R
( . I . L A - 3 ; "
) "

:RETURN
•
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usual general game help and cheats, from this
issue onwards I will be feat wing one complete

Adventure solution each time (well, okay. seeing as the
post from Australia takes so long! Ed.). I have a good
stock of these solutions - thanks to your generous contri-
butions - but "new* solutions are always welcome
especially those covering our very own Page 6 adven-
tures or PD adventures. You know, we very rarely hear
any more about these games once we send them out!!
This issue's prize goes to Kevin Campbell of

for  his comprehensive help on COSMIC PIRATE, devious
cheating with the ladies attire on STRIP POKER and a
little trick with PRO MOUNTAIN BIKE SIMULATOR.
Well done Kevin! Without further ado. jump into your
cockpit. fasten your safety harness and take off into the
murky depths of w i t h  COSMIC PIRATE!!!

RED
GREEN
YELLOW
PURPLE
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one since
the game packaging

carries rathersparse ins t ruc -
t ions! Fi rs t  of  all, go to the
PLAY SIM icon and play  the
free s imulat ions .  Instead of

fl y ing around shoot ing,  remain facing in one direc t ion and
shoot very carefully.  Once there are only  a couple of  Aliens left,
press ESC to ret urn to the main menu and play  the free
s imulat ion once more.  Repeat  this  procedure unt i l  your shoot-
ing accuracy increases to between 20-25.
Now launch and fly towards  the crosshairs.  You wi l l  arrive at

a Space Stat ion.  Fol low the crosshairs to the centre of  the
Space Stat ion and a MAP will appear.  There are 2 Pirates on
this  map - one is YOU and the other is the an enemy. Choose
one of  these sprites and move it  one square closer towards  the
Space Truck .  I f  the enemy doesn't  move then you mus t  be the
OTHERI
You wi l l  now be back in space and can, again,  enter another
Space Stat ion,  mov ing your ship closer to the Space Truck
again - but  FIRST you have to shoot  a few waves of  Aliens
otherwise you wil l  be charged 1000 credits when you pass the
Space Stat ion.  There  are also icons which you can collect
whic h replenish Shields,  deplete Shields.  add to Score and
collect Smart  Bombs:

COLOUR OF ICON M E A N I N G
Automati c Smar t Bomb
Bomb
Extra Points
Decrease Damage

You c an  c hange t he c o lours  of
the game screen. Unfortunately,
this can only be done once the
game has started so play it in
2-player mode. Both players
should wait and change colours,
then start at the same time. To
change the colours press keys
1 -3.

5 7 R I P  PO'KER
Wanna strip the girls with the greatest of ease?!!
Simply load in a normal DOS (say 2.5) then insert your
Strip Poker disk.
Press *A' for DIRECTORY then RETURN and RETURN

again. The Strip Poker files will now be displayed. You
will see the files OP1 to 0P6.
Unlock the tiles then re-name 0P6 to OPI and OP1 to
OP6. Now, when you play the game, the girl will be
starkers! (Remember to write down what you have
changed so you can easily change it back again).

1
On the game MAP, the BLACK squares are toll-free, but  the

GREEN squares require a toll:

DARK GREEN = 1000 Credits
LIGHT GREEN =- 2000 Credits

Once you gain access to the Space Stat ion and the MAP
appears, move another square unt i l  you arrive at t he Space
Truck .  Then destroy it  by shoot ing at the vital points  when
y our crosshair is over them.
You will then be presented wit h the message "MISSION COM-
PLETED" and you wil l  be awarded money. Now select anot her
miss ion and repeat  the procedure.  this  t ime wit h BIGGER
Space Trucks .  I f  you are lucky enough to win more money.  you
can buy  more shields, etc.

Fur ther  COSMIC PIRATE tips from Rhys Har r i s

1. Once you start  earning credits. DO NOT buy a larger gun as
this  wil l  tend to hinder you by mak ing the s imulat or pract ic -
ally  impossible!

2. Blas t  every thing regardless of your
shoot ing accuracy hi the actual
game (auto-fi re recommended!)

3. You have to accumulate over 6500
points  if  you want  to make a profi t. ,

4. The No.2 s imulator is the easiest
one to play.  DO NOT shoot the
heads st raight  away as this reduces
the amount  of  points you can earn.



rit.w.fire

F i g  1_  T h e  r o u t e  t o  t h e  I n n e r  C i t y

A r e a s  w h e r e  r a d i a t i o n
i s  e n c o u n t e r e d .  Mo v e
q u i c k l y  h e r e  a s  y o u r
s h i e l d  d e c a y s
r a p i d l y !

From P.Zografaxis of  Greece

ALTERNATE REALITY:THE CITY
Load the game as usual and select a t emporary  character.

When the loading procedure ends, press RESET. Load a disk
copier into memory  and us ing this  copier, you can copy DISK
2, SIDE I  o f  the CITY to any blank  disk,
You are now ready to do the following trick, Load the game
(using your ORIGINAL disks) as us ual and create a NEW
CHARAL I E.R. As players of this game will know,  when you
enter ANY Guild for the fi rst  t ime,  you are given an increase in
one of  your •STATS'.
Enter any Guild,  t hen leave and press •P' to PAUSE. Then

Insert  the NEW disk (NOT any of  your original disks!) and
press •S' to SAVE your character,  I f  you carry out  the foregoing
procedure,  y our character will be able to enter Guilds  and
increase his / her STATS as many  t imes as they require!

ALTERNATE REALITY:THE DUNGEON
When you pick  up the GOLDEN APPLE it  adds 15 to your
Hit -Points ,  Unfortunately ,  it  then disappears  so when you fi rs t
pick It up immediately  drop it. pick  it  up again then drop it
again. You can do this  as many  t imes as you like,  but  you have
to he quick  and SAVE regularly  (only AFTER you have dropped
it).

A R K A N O I D  from Tom McCabe
Has anyone e ve r seen the  FINAL SCREEN of this game? We doubt itbecause on some of  the la te r screens the  blocks have to be h it  10 -20
times!! We ll. here  is •  great cheat to  give  you infinite  live s and enable you
all to finish the  game,

1. M a ke s back up of your origina l game and work on the  bock-up.
2. Using a sector editor,  make  the  following changes to Byte s 55, 5 9  and BOof SECTOR B9-

BYTE No.
58
59
00

ORIGINAL
CE

31

CHANGE TO
EA
EA
EA

THE L A S T  V S

ALTERNATE CHEATS!! Z O R R O

F i g  2 .  T h e  I n n e r  C i t y ;
Ro u t e  t o  t h e  S c i - B a s e

Thanks  to Stephen Garbett for the following solut ion. Collect the
BRAND, heat it  at the Forge and brand the OX—after this  you can
collect the item next to It.... collect the BELLS from the Hotel and put
them at the top of the Church.. . .when both bells  have been put  in place.
a grave will open.,. IX,) NOT enter it yet
, c o l l e c t  ( h e  
T R U M P E T  
f r o m

the Hotel and s tand on the see-saw then press the FIRE ',Minn. . . .a
GUARD will appear and fall onto the see-saw, thus  c atapult ing you into
the air....move along the pole, go UP and collect the BOOT., -collect the
HANKY then go down the Well and get the GOBLET. . .now enter the
grave and collect the BAGS OF MONEY.. .when you reach the room with
the flashing Icons, go to the FAR LEFT and push the barrels into the
Cellar where you obtained the goblet—return to the Hotel and collect
the FLOWERS....re enter the tomb by the cellar and go UP into the
Jail..  ..free the PRISONERS whils t  avoiding the bullets — the prisoners
will form a plat form to jump on to the low roof....enter the next room
and then work  your way across it . . . .enter the other room and make
your way to the SENORITA at the top. ,  .you will automat ically  give her
the FLOWERS and the HANKY— she will k iss you and mus ic  will
play..._and you have jus t  completed ZORROM!

FREEBIE TIME
The Tipster has already given the game away about

who received last issue's prize of
TEN BUDGET CASSETTES so now it just remains to tell
you what's on offer this time for all theose HINTS,
TIPS and CHEATS that you send in for the next issue.
We have a CASIO SA-1 ELECTRONIC KEYBOARD with
29 keys, 4 preset sounds, 10 auto rhythms and 100
note memory. Complete with batteries. Annoy everyone
in the family for the price of a few hints and tips!
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ADVENTU1U
SOLUTIO1No.
1

This issue's ADVENTURE SOLUTION takes you all the
way through DALLAS QUEST t h e  directional com-
mands are as you input them, but the vertl'noun input is
simply coded in reverse to help prevent those of you
who do not want to see the answers yet, from accidental-
ly glancing at the text! (i.e. FORD VENOM = DROP
MONEY!!).

FIORD VENOM - E - EKAT LLA - N - EKAT SESSALG - N -
EVIG SESSALG - RETNE NRAB - PORD LWO - EKAT
L E V O H S - S - S - S - W - E K A T E L G U B
-
W
- W - W -

WOLB NROH - GID - KOOL - DAER ENOTS - E N  -
NEPO KSED - EKAT HCUOP - N - N - W - W - N
-  K O O LENALP EVIG  STEKCIT - EKAT KCAS - NEPO KCAS -
TUP GNIR - EKAT ETUHC - ESOLC KCAS - ESU ETUHC -
(or 'PMUJ').
NEPO HCUOP - EVIG HCUOP - ESOLC HCUOP - S - S -
KOOL EGUH - ELKCIT ADNOCANA S  - S - RETNE
TAOB - NEPO HCUOP - EVIG HCUOP - ESOLC HCUOP -
WOR TAOB - WOLB NROH - S - LLUP TIATRUC - EKAT
RORRIM - PORD ELGUB - EKAT THGIL NEPO  HCUOP -
EVIG HCUOP - ESOLC HCUOP - PORD LEVOHS - PORD
ETUHC - NEPO KCAS - TUP HCUOP - TUP RORRIM -
EKAT EPOR - EKAT SREDNEPSUS ESOLC KCAS -
FORD EPOR - PORD SREDNEPSUS - PORD KCAS - NO
THGIL.
BMILC REDDAL - PORD THGIL E  - S - EKAT KCAS

BMILC REDDAL - EKAT THGIL - W - FF0 THGIL NEPO
KCAS EKAT  GNIR - EKAT OTOHP - EKAT HCUOP -
PORD KCAS - WOHS OTOHP - EKAT LLA - W - NEPO
HCUOP - EVIG HCUOP ESOILC HCUOP - EVIG SGGE -
EVIG ROR RIM - EVAW GNIR TAEH SGGE - NO THGIL -
PORD GNIR - KOOL - EKAT PAM - ON - EVIG
PAM t o  complete your DALLAS QUEST!!

I have been asked on many occasions to give a hint as
to what the next Tipster column will cover. Much as I'd
like to do this. it  is not possible in practice as this
particular aspect of the magazine is  very 'topical' and
varies considerably, depending on new game availabil-
ity, readers requests and, of course, your own contribu-
tions over the weeks in between issues, so send some-
thing in NOW!
Thanks again for all your efforts - keep 'em coming -

and do YOUR bit for your fe llow Atarians R E -
ME MBE R- no-one ever wins the  ma in prize TWICE -
The Tipster sees to tha t!!

Send i t all in to
THE  TIPSTER, NEW ATARI  USER,

P.O. BOX 54, STAFFORD, ST16  1 DR
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and a ful l  map from Roald Sund of Norway
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PI O

S r i l ka tTAIRC
....an S-bit cheat from Stephen Garbett.

If you wis h to have 100 lives, hold down the PAUSE keys
(SHIFT + PI jus t  AFTER you have lost your LAST life. Keep the
PAUSE keys depressed and move the JOYSTICK DOWN.  You
wil l  now be mov ing very s lowly  and the creatures wil l  move
fast.
Get yourself  k illed at this  stage, but  keep press ing the PAUSE

keys. The reading will show '00' but  in reality,  you wi l l  have
100 LIVES!!
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TADET D E L T A

H I N D I  T R A I D

GWANG P E N T A

ROSEA K E R M A

SOLON A T A R I

GWORE W H O L E

KALED S A L C O

DAUM) M I N I M

BORN° A R G O N

I S O I N  C O S E C
FLIE D  C R A S H
NIC44A S E C O N

LUANG W I C

CHING Z . A . P
SOCHI Q U A R K

A TIPSIER EXCLUSIVE!
Every reader sending in a NEW hint,
tip, cheat or map will receive THE
TIPSTIR's unique badge, whether
the contribution is used or not. The
only qualification is that the tip
must not hove been used before in
this column (ripping pages out of
old Atari User mags doesn't count
either!). Please note that we cannot indicate whether your hint or tip
will appear in a future issue i t  might, it might not - depends what
The Tipster had for dinner when he comes to type up the column.



A COMPLETE SERVICE IN COMPUTERS SOFTWARE

GAMES

TOP 10 DISKS

GAMES

TOP 10 ROMS

MACE CARTRIDGES

JOYSTICKS

BUDGET CASSETTES

Kick-Off 7.95

Cass. Dis k

12.95

Cass. Dis k

8.95 Cheetah 125+ 9.95
Atari Aces

Kick-011 7.95 11 95 Mia Alley Ace 9.95 Pole Position . . . . .  • 12.95 Space Lobsters 2.99
Leaderboard 11.95 Pinball Construction Kit 9.95 Millipede ... . . . . . 12.95 Planet Attack 2.99
Summer Games 12 95 Music Construction Kit 9.95 Typo At tack 12.95 As i r

-
o r b
-
o ld  
.
.
.

2.99
Smash Hits 1 - 5 & 7 (each) 6_99

12.95 H.E.R.O.

Star Raiders 9 . 9 5 Gauntlet . . . . . 2.99
Living Daylights
Trenal Pursuit

2.99 9  95
12.95 14.95

Skywriter
Star Raiders 11

9.95
1 4 . 9 5

Exploding Wall
Nightmares

2.99
2.99ADVENTURE STRATEGY

Mercenary Compendium 9,95 12 95

Leaderboard

Cm .  Disk Loderunner 14.95 Microrythym 2.99
Spy vs Spy Arctic Antics 4.99 6_99 Duestron 9.95 One on One Basketball 14.95 Robot Knights 2.99
Sp v vs Spy Trilogy 8.95 9  95 Field of Fire 7.95

Miner 2049

14.95 Survivors 2.99
Fig ler Pilot 10.95 Ballyhoo 9.95 David's Midnight Magic liP [loan) 14.95 Nucleus . .  ..,, ........ 2.99
Aztec .............. . . . . . . . 4,99 6 9 9 Hollywood Mimi 9.95 Archon ............ 14.95 Up, Up & Away ..... • 2.99
Polar Pierre 4.99 6.99 Jimder 14.95 Rescue on Fractulas 14.95 Cosmic Pirate 2 . 9 9
Mr Robot
Bela Lyrae

4.99 6 9 9
4.99 6.99

The Pawn
Lancelot

14.95
11.95 11.95

BallblazerBlue Max 14.95
14.95

Last VS
Grand Prix Simulator

2,99
2.99

Hits Vo l. 1 . . . . . .  . . . . . . .
Boulderdash 2

4.99 6_99
2.99 6  99

Tine H.. Magik
Lurking Horror

11.95 11.95
11.95

Defender
Galaitian

9.95
9.95

Footballer Of the Year
Mr Dig

2.99
2.99

Arkanoid 9.95 Ingrid's Back 119511.95 American Football 9.95 180 2 . 9 9
Trailblazer 995 Guild of Thieves 14.95 Tennis 9.95 Whirlynurd 2.99
Solo Flight 8.95 11.95 Knight Ors 11.95 11.95 Moon Patrol 12.95 Warriors of Ras . . . 2.99
Silent Service 8.95 11 95 Cloak of Death 2.99 Robotron 2084 12.95 Tapper 2,99
F-15 Strike Eagle 8.95 11.95 The Gulden Baton • 2 99 Ms Pacman 12.95 Death Race 2.99
Spyllunter
The Eidolon

699
9.95

Alternate Reality City
Alternate Reality Dungeon

14.95
14.95

Joust
Final Legacy

12.95
12.95

Pro Mountain Bike Simulator
Spellbound

2,99
2.99

Mirax Force 2.99 8  95 Gunslinger 9.95 Hero 8.95 Zaxxon 2,99
Hacker 4.99 6.99 Eternal Dagger 14.95 River Raid 8.95 Super Zaxxon 2.99
Rescue on Fractulas 699 Saigon 3 Chess 14.95 Mega Mania . . . . . . . . . . . . .  • 8.95 Mad Jax 2.99
Ballblazer 699 Theatre Europe 11.95 Dreadnought Factor 8.95 War Coptor 2.99
Rampage 699 War in Russia 16.95 Pitfall 2 ,.......,...,.. ............ • 8.95 Space Wars 2.99
Shoot 'em Ups 4.99 Carrier Force 16.95 Designers Pencil 995 Speedrun 2.99
Platform Pertecbon 4.99 Battle of Antietam 16 95 Rally Speedway 8.95 Astrodroid 2.99
Spindiny 2.99 6.99 Panzer Grenadier 16.95 Miner 2049er 895 Invasion 1.99
International Karate 6.99 Battlecrusier . . . . . . . .  ....... 16 95 Mr Cool 8.95 Daylight Robbery ....... ............. 1.99
Touchdown Football 6.99 16.95 Eastern Front 1941 8 95 Spooky Castle 1.99
Spitfire 40 4.99 6.99 16 95 Food Fight 8.95 Molecule Man 1.99
Draconus 6.95 9.95 Colonial Conquest 16.95 Forbidden Forest 1,99
Druid. . . . . . . . .  . „.  . .
Brian Clougb's FoOtbail
Pooyan

4.99 9.95
8.95 12.95
4.99 4.99

Sans o f  Liberty .............
2218 Baker Street
Jewels of  Darkness

16 95
9.95

11 95

UTILITIES Pothole Pete
Feud
Crack Up .................................,

1.99
1.99
1.991.99ROM Disk

American Roadrace 5.99 Vietnam 9.95 Mini Office I . . . . .  . 18 50 River Rescue 1.99
Strip Poker 6.99

................ .. ...........
Conflict in  Vietnam . . . 11.95 14.95 Atari Writer . .    2 9 . 9 5 Crystal Raider 1.99

European Super Soccer • 895 12.95
, ......

Crusade in Europe 11.95 14.95 Atari Writer Pius 29.95 Stormi 1.99
Hard Hat Mac 4.99 Decision in  the Desert 11.95 14.95 Macro Assembler 19 95 Gunlaw 1.99
New York City 4.99

........
Colossus Chess 4  . 8.95 12.95 Microsoft Basic li 19.95 Action Biker .......... .....,.. ..... .... ..... .. 1.99

Crumbles Cris 4.99 Kennedy Approach 8.95 12.95 Silent Butler • Personal Finance ,. 16 95 Desmonds Dungeon 1
Freaky Factory 4.99

....... .....
Hawkquest . . . .  ................. ..... 16,95 Planetarium .. .. ... .. •..,.... 16.95 Leapster 1_99

Starouake 4.99 Cutthroats 9.95 Special Delivery 1 99
Preppie 2
Laser Hawk

4.99
4.99

.. ......... ..........
Zork 1 ................................
Spellbreaker

9.95
9.95 BUDGET CASSETTES Joe Blade

fanium
1.99
1 99

Rockford . . . . .
System 8 Pools

2.99
2.99

Colossus Chess 3
Sidewinder

4.99
4.99

The Count ..........................
Pirate Adventure

499
4.99

Powerdown ,
Gridrunner

1 99
1 99

Joe and the Nuclear Caverns 4.99 Scapeghost . . . . . . . . . .  .......... 12.95 12,95 Green Beret 2.99 Sub Commander 1.99
Nuclear Nick 499 Scott Adams adventures on cassette at BMX S i m u

l a t o r
2.99 Dawn Raider 1.99

Knockout Boxing 4.99 E2.99 each -  phone Phantom 2.99 Soccer 1.99
Sunstar 2.99 Transmutor 2.99 Bomb Fusion 1.99
Cuthbert Goes Walkabout
Fort Apocalypse

2.99
2.99

Panic 2•99
2.99

Periscope Up
Dilly  Dice

'1.99
1.99XL XE CARTRIDGES

Missile Comrnand . . . . . . . . . . . .
Donkey Kong
Donkey Kong Jn r

9,95
12.95

Pro Golf ............. _..._...
Jocky Wilson's Darts •
Little Devil

2.99
2.99
2.99

Milk Race
Winter Wa lly
Kick Start

1.99
1.99
1.99....

Pengo
Dig Dug

12.95
12.95

Screaming WingsDomain o t  the Undead
2.99
2.99

L.A. SWAT
Rogue

1.99
1.99

TOP 10 CASSETTES TOP 10 DISKS TOP 10 ROMS JOYSTICKS

Kick-Off 7.95 Summer Games 12.95 River Raid 8.95 Cheetah 125+ 9.95
Atari Aces 4.95 Carrier Force 16.95 Galaxian 9.95 Pro 5000 Black 14.95
Druid 4.99 Mini Office II 16.95 Defender 9,95 Atari Trakball 7.95
F.15 Strike Eagle 8.95 Draconus 9.95 Food Fight 8.95 Cheetah Starprobe 14.95
Shoot 'em Ups 4.95 Mercenary 12.95 H.E.R.O. 8,95 Pro •Glo• Pink 16.95
Star Wars 7.95 Battlecruiser 16.95 Pacman 9.95 Ouickshot 129F 11.95
Draconus 6.95 Leaderboard 11.95 Joust 9.95 Ouickshot II+ 9,95
Time and Magik 11.95 Pitstop II 11.95 Megamania 8.95 Ouickshot II Turbo 12,95
Spitfire 40 4.99 Hawkquest 16,95 Miner 2049 8.95 Konix Navigator 14,95
Black Lamp 7.95 Spyhunter 6.99 Robotron 12.95 Ultimate 18.95

TOP 20 BUDGET CASSETTES
Ninja Commando ...... 2,99 League Challenge 1.99 Bombfusion 1.99 Red Max 2.99
Sub. Commander ........ 1.99 Ninja 2.99 Pro Golf 2.99 Death Race 2.99
Arkanoid 2.99 Boulderdash IV 2.99 World Soccer 2.99 Mad Jax 2.99
Speed Run 2.99 Ghostbusters 2.99 Hardball 2.99 Zybex 2,99
Island Caper 2.99 Fantastic Soccer 2.99 Protector 2.99 Speed Ace 2,99

envezd FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK

219/221 Cannock Road, Chadsmoor. Cannock,
Staffordshire, WS11 2D0

Telephone (0543) 466577/8/9 =

Add 50p to orders less than E 5.00. All prices correct at
time of going lo press. Access or Visa orders welcome.

Please add El per dem for overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE"
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CS 1  RE M

0 0  2  R E M  i s
LT 3  R E M  a
SV 4  R E M  N
SP 5  R E M  U
SH 0  RE M  N

TExTvI E14
by

J ua n J o s e  R o d r i g u e z
C a r a c a s ,  V e n e z u e l a

LT 7  RE M  N  NE W  A T A R I  US E R F e b r u a r y  9 0  N
CZ 0  R E M

HP J O  D I M  L I N E 5 l 0 0
,
, L I N E O U T S (
4 0
)
1 0
P E N  
N I ,

8 , 4 1 D : T E X T V I E 1 4 . 0 0 J "
KA 2 0  L I NE = 9 9 4 1 i TRAP  1 0 8 : G O S U B  2041
MR 3 8  L I N E S C I ) = " 0 " : L I N E S ( 0 0 ) z " 0 " I L I N E S C 2 /

= L I N E $ M I N E o u T S = L I N E S 4 1 , 4 0 ,
KP 4 8  L I N E r - L I N E 4
-
1 8 : R E A D  
L I N E S , C H K
S U N :
1  
•

MaMMEIMM L I N E  " ; L I N E
NZ 5 8  C H K = U S R 4 1 5 3 6 , A D R C LI N E 5 ) , A D R 4 L I N E O U T

$13
HE 6 0  GOSUO 3 0 0 ?  N I 4 L I N E O U T S 1 1 , L E N C L I N E S

/ / 2 / ; : G O T O  3 0
SP 1 8 0  ?  N I : C L O S E  1 4 1 ; ?  •  1 E 1 1

MO 2 8 8  FO R  0 = 1 5 3 5  T O  1 4 5 5 6 :RE AD D : P O K E  A , D
:NEXT A : R E T U R N

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

2 7 , 6 , 1 4 1
LH 2 2 8  D A T A  1 2 8 , 6 , 1 5 0 , 2 5 5 , 1 4 8 , 1 2 5 , 6 , 1 4 8 , 1

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

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

I S  2 4 8  D A T A  1 0 , 1 0 , 1 0 , 1 4 1 . 1 4 1 , 1 2 3 $ 6 , 1 7 2 , 1 2 5
, 6 , 2 0 0 , 1 4 0 , 1 2 5 , 6 , 1 7 7 , 2 0 3 , 3 2 , 1 1 . 1 , 6 , 2 4

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

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

8 , 9 6
YL 3 8 8  D L N E = P E E K 4 1 8 4 2 4 4 2 5 5 4
.
P E ( K C 1 8 3 )
RV 3141 I F  L I N E O D L N E  T H E N  ?  " 1 E 0 3  " J S T R S 4

LINEW
, 
m o
n a
l m
—
E N
D

oz  3 2 0  I F  CHKS UM O CHK T H E N  ?  " I R R O R  I N  DO
TA A T  L I N E  " ; S T R S C L I N E I : E N D

2 F 3 3 0  RE TURN
PP 1 0 0 0  D A TA  FI FFF6 0 3 4 9 1 1 3 7 1 8 0 9 8 1 8 D4 4 0 2 4 4 9 2 1

continued •
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TEXTV E
V
II

A utility to examine sectors
on disk to find text or other
information. Use Textview
f o r  cheating at adventure
games!

TEXIVIEW is a short machine language program that
lets you view all the text contained on any disk, in
single or enhanced density. The initial idea of TEX-
1VIEW was to serve as an assistance tool in the transla-
tion work to Spanish of the commercial software that I
own but TEXTVIEW may also be useful to find hidden
clues or secrets messages in adventure games like Star-
quake, Hacker, Spellbound. Never Ending Story and
many others, or Just for quick inspection of your tex t
files.

EASY!
TEXTVIEW is so easy to use. Here are the commands:

START F o r w a r d  one sector
SELECT B a c k w a r d  one sector
OPTION F a s t  advance in the last

direction selected
HELP S e t  BLUE MODE (filtered mode

ideal for text files)
CTRL+HELP Return to YELLOW MODE

When you are looking at any sector, press the SPACE
BAR to activate the automatic system that toggles In a
periodic fashion throughout four different ATASCII
modes. Press RETURN to stop it in the desired mode.
This unique feature enables you to find hidden words
that are unreadable in the normal mode.
The current sector (in hexadecimal) and the mode are
Indicated on screen at all times.

TEXTVIEW combined with a good sector editor makes a
powerful team. Try it! I send a salute to all Atar i 8-bit
people around the world and may this  program be
useful for all.

Juan Jose Rodriguez
Caracas



TEXTVIEW
8 D 2 4
,
0 2 0 1
0 8 4 3
D 3 8 0
2 A 9 3
6 8 D 3
1 8 2 0
2 8 4 8
D 7 4 3
5 9 O

C 4 8 2 C A 1 8 1
,
7 2 8 3 0 , 3 9 8
6

JL 1 8 1 0  D A T A  3 6 E A 2 8 5 8 3 7 2 0 C 5 3 4 2 1 0 4 8 3 5 6 5 8 8 C 9
0 6 r e e e c / 0 5 1
,
0 F 8 c 1 8 3 D e E
F 4 5 8 1 D O E 8 2
0 D C 3 4 4 c

A A 3 4 1 4 9 0 1 0 5 8 1 c E . 4 / 2 4
GP 1 0 2 8  D A T A  0 0 1 0 3 A D 0 A 0 3 c 1 f FD 0 0 3 c E 8 8 0 3 8 D 8 0

0 1 4 c 1
,
4 3 4 0 9
0 8 8 5 8
1 E E 8
A 8 3 D
0 0 3 E
E 8 8 8
3 A 0 0
1 9 8 4

c 1 8 4 0 0 0 A A D 8 4 0 3 , 3 4 2 6
EV 1 8 3 0  D A TA  c 9 1 1 D0 8 3 2 8 5 8 3 7 AD8 4 3 4 0 3 1 a 6 9 1 0 8 D

A A 3 5 A D 0 A 0 3 4 8 4 A 4 A 4 4 4 A 2 9 8 F1 8 6 9 1 8 c 9 1 4 1 8 8 2
6 9 0 6 8 D A 8 3 5 1 8 2 9 , 3 1 8 5

DL 1 8 4 8  D A TA  8 F. 1 8 6 9 1 8 C1 1 A/ 0 0 2 6 9 0 6 4 3 DAC3 5 A5
4 4 8 c 9 0 3 D8 8 9 2 0 5 C3 7 E 0 E AE AE AE A6 8 2 8 5 3 E 4 A2 7 f
B1)84313438E 90090 , 4480

Tv 1 8 5 8  D A TA  0 0 3 8 c 4 1 8 F4 6 4 3 2 8 E 8 3 6 ADFC8 2 C9 8 C
F0 8 3 2 0 6 E 3 6 ADDC8 2 c 9 1 1 D0 0 3 2 8 2 8 3 6 C1 1 1 0 8 0 4 3
2 8 3 9 3 5 4 1 9 8 0 0 0 DC, 4 4 2 0 6

TO 1 8 6 8  D A TA  0 2 Al 2 A8 DC4 4 0 2 AD1 FD0 6 4 3 2 ACA8 8 4 4
O0 3 4 0 7 8 0 8 8 8 0 8 1 8 0 8 0 8 8 8 0 0 0 2 9 2 E 3 3 2 5 3 2 3 4 1 8 0
2 4 4 2 9 3 3 2 4 3 8 D3 0 3 2 , 2 1 1 /

8A 1 8 7 8  D A TA  2 5 3 3 3 3 0 0 1 3 2 4 5 8 4 8 5 8 2 AE 0 8 8 0 0 8 4 3 8
8 0 8 0 e 8 3 3 2 5 2 3 3 4 2 1
,
3 2 8 4 1 1 4 1 1 8 1 1 0 8 e 0
8 8 0 0 8 8 0 8

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

2 4 7 5 6 1 6 E 8 0 2 A 6 F 7 3 6 5 8 8 3 2 6 1
,
6 4 7 2 6 9 6 7 7 5 6 5 7 A
0 4 3 8 8 8 8 8 0 0 8 8 0 0 8 , 1 9 8 5

KM 1 8 9 8  D A TA  8 8 8 0 8 8 8 0 8 8 2 3 2 1 3 2 2 1 2 3 2 1 3 3 8 0 0 e
3 6 2 5 2 E 2 5 3 A 3 5 2 5 2 C 2 1 8 8 8 8 0 0 0 0 8 8 8 4 3 8 8 7 0 7 8 7 8
7 0 7 9 4 6 A 9 3 5 6 0 4 8 , 1 6 7 8

MS 1 1 9 8  D A TA  C 6 3 6 7 0 4 2 0 0 3 8 3 0 6 2 3 9 0 2 3 0 9 2 2 0 4 6
C 6 3 6 7 0 4 6 5 8 3 6 4 0 4 1 8 7 0 7 8 4 7 8 8 3 5 7 8 8 2 0 2 4 1 8 8 3 6
A9 1 1 4 8 8 C4 8 2 2 8 1 C, 2 1 2 3

sT 1 1 1 0  D A TA  3 7 6 0 8 9 0 0 9 9 0 0 4 2 7 r 4 9 0 9 6 D 0 9 3 8 C A
1 8 F8 A2 2 8 1 4 D8 0 3 5 9 D0 8 3 1 3 CA1 0 F7 ADFC8 2 C9 8 c D0
1
,
1
6
8
0
8
8
8
8
0
8
.
8
8
,
5
7
2
3

s s  1 1 2 8  D A T A  8 0 0 8 8 8 2 D 2 F 2 4 2 5 8 0 2 1 8 4 3 8 8 8 0 0 8 0 8
8 0 8 8 8 0 8 8 0 8 8 0 A / 0 8 8 D 4 0 3 5 A / 2 1 0 0 6 2 3 6 2 8 D 7 3 6
A D FC 9 2 C 9 A C 0 8 8 1 . 2 2 7 9

SA 1 1 3 0  D A TA  6 0 A l 2 8 8 D 4 9 3 5 A 1
1
2 2 8 0 6 2 3 6 2 9 D 7 3 6

A D F C O 2 C S 0 0 0 9 9 1 6 6 4 9 4 9 8 D 4 0 3 8 4 , 2 3 6 0 8 2 3 8 2 8
D 7 3 6 A D F C 9 2 C / 9 C , 4 2 2 8

M6 1 1 4 0  D A T A  D 8 6 1 6 9 A 6 8 0 8 D 4 0 3 5 4 / 2 4 6 0 0 2 3 8 2 6
D 7 3 6 A D FC 6 2 C S O C D 6 9 1 9 9 2 1 1 1 C 3 7 0 6 r FFTN W FF
F F F I W I W N W F , 6 9 4 3

NM 1 1 6 8  D A T A  P W F F F V F 0 0 2 9 3 6 3 5 2 6 E 0 3 8 A 6 8 0 9 6
1 4 4 5 1 4 C 9 6 9 D 9 r A 8 6 9 0 9 9 0 8 4 2 7 F 9 D 8 6 3 8 C 9 2 9 F 6

1 F C 6 4 9 r 6 1 9 C 6 8 0 , 4 7 9 8
CK 1 1 8 9  D A TA  f 0 / 7 C 1 0 0 , 1 0 1 3 C 9 A 8 F 0 0 F C 6 C 9 F 9 9 0

C 6 E • F9 0 7 9 D 0 9 3 8 C 4 1 0 0 1 1 8 9 4 1 9 6 9 0 8 0 3 0 C 4 1 8 D 2
6 0 1 1 2 7 F 6 0 9 0 3 4 M 5 1 8 8

LL 1 1 7 0  D A TA  9 8 F 9 2 2 C 6 2 1 , 9 1 A C 6 4 0 6 6 1 8 C 9 4 1 9 6
1 2 C9 6 8 / 8 9 8 CV C1 5 6 8 4 CV E 8 1 1 9 9 6 3 8 E 6 2 0 / D0 8 3 0
C 4 1 9 0 9 6 9 A / 8 8 9 0 , 4 6 8 4 1

I P  1 1 9 9  D A T A  9 8 3 8 C A 1 8 C r 6 0 A 2 0 7 B D 7 8 3 5 9 0 9 4 6 3
C 0 1 0 F 7 8 6 A 2 7 f 4 1 8 8 1 D 9 0 3 4 6 D 0 9 3 8 C A 1 9 F 6 A / 0 0
O DDCA2 W9 2 A9 DC4 , 4 2 6 6

DI  1 1 1 0  D A TA  9 2 4 2 1 9 9 0 8 2 3 7 9 D 8 2 3 8 9 0 9 2 3 4 C 4 1 0
f 4 6 8 3 3 1 4 2 1 3 2 3 4 0 8 2 r 3 2 0 8 3 3 2 5 2 C 2 5 2 3 3 4 8 8 3 4
2
F
8
8
2
3
2
F
2
E
3
4
2
9
•
2
4
8
9

EY 1 2 9 8  DATA 2 E 3 5 2 5 0 E E 8 8 2 E 1 8 2 8 0 1 4 . 7 0 3

Expand The Capabilities Of
Your 8 Bit Atari

Printer Connect ion

ICD's Printer Connection is a Centronics parallel
printer interface for Atari's 8 bit computers which

-rim P r i n t . . plugs into the computer's serial disk drive port
and then directly into your Centronics printer. It
works with most parallel printers and 8 bit software
without the need tor special driver software and
includes a built-in printer cable. E29,95.

This Disk Operating System has been widely
acclaimed as the best DOS tar the 8 bit  Atari
range. SpartaDOS from ICD supports everything
from 810 disk drives through RAM disks to hard

SportaDOS d i s k s .  A  special menu allows rapid transfer,
Construction Set erasure and lockingiunlocking ot 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 timeidate stamping. Ideal for
use with the new XF551. E29.95.

Now you're no longer limited to Atari compatible
printers and modems. The P:R:  Connec t ion
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
RS-232 serial ports. It also draws its power from

Pit :Connec t ion y our  computer which means one less cord fighting
for a power point while its compact size leaves
your work space virtually clutter free.

US Doubler

Expanding the 1050 disk drive's strength is what
ICD's US Doubler is all about. A true performer in
the area of hardware modifications, this chip set
quickly transforms your Atari into a powerhouse,US Doubler
radiating with innovative features never before
possessed by a 1050. Features like true double
density for greater storage, single and double
density support, an accelerated1.0 rate designed
to t riple y our s peed when  combined wi t h
SpartaDOS and full compatibility with existing
Atari software. E29.95.

Frontier Software
P.O. Box 113

Harrogate
North Yorkshire

HG2 OBE.
Telephone

(0423) 567140i
530577.

SpartaDOS

SpartaDOS & US Doubler Pack-Only E49.95

SpartaDOS X

Sparta DOS X gives you all of  the power of
SparlaDOS. but  on a  cartridge (with built•in
cartridge port for attaching other cartridges) so
that SpartaDOS is there when you need it. E49.95.

SpartaDOS X & US Doubler Pack-Only £74.95.

P:R: Connect ion

The P:R: Connect ion's serial ports use a fully
compatible R: handler and resemble those of the
Atari 850 interface with the same signals and
functions. E69.95.

Frontier Software also distribute all 8 bit  OSS
products such as  Action! (E49.95), Basic XE
(E49.95). Basic XL (E39.95) and MAC165 (E49.95)
and their associated toolkits (E19.95) and the
remaining 1
9
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and R-Time 8 (E49.95). Please write or phone for
Our catalogue.

All prices include VAT. Please add E2.30 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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John Sweeney
looks back to
the origins of
today's top
role-playing
games and asks
whether games
on computer
can compete
with the real
thing
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ungeons &Dragon!
"ONCE UPON A TI ME long, long ago
there was  a lit t le group known as the
Cast le and Crusade Society. Their Jan-
tctsy rules were published and, to this
writer's  knowledge.  brought  about much
of  the current interest in fantasy wargarn-
Mg. For a t ime the group grew and pros-
pered, and Dave Arneson decided to
begin a medieval fantasy campaign game

f or  his active Twin Cit ies club. From the
map of  the ' land'  of  the 'Great Kingdom'
and environs - the territory of  the C & C
Society D a v e  located a nice bog wherein
to nest the weird enclave of  'Blackrrioor,
a spot between the 'Great Kingdom a n d
the fearsome 'Egg of  Coot'. M
-
o m  t h e
CHAINMAIL fantasy rules he drew ideas
f o r  a f ar  more complex and excit ing game.
and thus began a campaign which st ill
thrives as of  this writ ing!  In due course
the news  reached my ears, and the result
is what  you have in your hands  at this
moment. While the C C  Society is no
longer. its  spirit  lives on. and we believe
that ail wargarners  who are interested in
the medieval period. not  just fantasy
buffs. wi l l  enjoy play ing DUNGEONS and
DRAGONS. Its possibilit ies go far beyond
any  previous offerings anywhere! "
So went  Gary Gygatt•s int roduc t ion to

the original DUNGEONS & DRAGONS on
November 1st 1973.  Prophet ic  words,  eh?

I doubt  that  in his  wildes t  fantasies Mr.
Gygax could have dreamt  just  how far his
Dungeons  & Dragons  would go!
D&D and Chainmai l  (a set of  rules by
Gary Gygax and Jeff  Perren for play ing a
wargame us ing medieval miniatures )
were published by an American company
called Tact ical Studies Rules - you have
probably  only ever heard t hem called
TSR1
Unfortunately ,  those fi rst  versions of
D& D were writ ten for wargame fi ends
who already unders tood all the concepts
of tabletop miniat ure warfare.  To the av-
erage person they were completely  in-
comprehensible( Those of you who have
grown up wit h D&D may  have diffi culty
unders tanding how diffi cult  it  was to get
into it  back in the Seventies.
Apart  f rom the D&D manuals  hav ing
been completely rewrit t en a couple of
t imes since then to make it  muc h easier
to get started,  the bias of the game has
also changed since those early days - t he
original D&D was subt it led:  "Rules  for
Fantast ic  Medieval Wargames Cam-
paigns Playable wit h Paper and Penc il
and Miniat ure Figures".  Now it  is s imply
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D&D booklets don't  ment ion RPGs at all -
the name hadn't  been invented then!  The
1983 version states "A group game is
best wi t h 3-6 players." in 1973 it  said "At
least one referee (Dungeon Masterll and
f rom four to fi fty players can be handled
in any single campaign,  but  the referee to
player rat io should be about  I  :20 or
thereabouts."
So somewhere over those fi rst  ten years
D&D became an RPG. But ,  what  is an
RPG? One defi nit ion I have seen is "A
Role-Playing Game is a game system that
wi l l  enable you to const ruct  an alter-ego.
You create a character,  perhaps  quite
unlik e yourself, to enter a world s t range-
ly dif ferent f rom your own."
Assuming you have a good group of

f riends to play with and a good Dungeon
Master who has set up an interes t ing
Dungeon,  your fun at play ing face-to-face
is further enhanced by the interac t ion
between the characters  and the fact that
you really  can try ANYTHING!  The DM,
being a human being (presumably ) is
capable of unders t anding ANYTHING you
want  to try, and dec iding how he is going
to handle it.
So, this  is where c omput er games come

0



4 in. Over the years many,  many  games
have come out  based in some way on
D&D.  But  they all have two major fail-
ings. inherent  in the fact that  they are
computer programs.  Firs t
*  s i n c e  
t h e y  
a r e

all fi nite in their programming and t heir
resources, you are always limited to
being allowed to t ry  only  those things
that  the program has been writ t en to
handle.  Second, you can never really
make y our character behave jus t  as you
want ,  you have to play the character in a
way that  has been pre-determined by the
programmer in order to win.
Count less computer games come out
these days labelled as RPGs, but ,  unt i l
we have computers  like The Hit chhiker's
Guide to the Galaxies' Deep Thought  or
Asimov's pos itmnic  brains,  none of them
wil l  ever give you enough f reedom in your
character development  to really  be RPGs.
The only  real way  to achieve the k ind of
interac t ion you get when you play  face to
face wit h real people is, not  surpris ingly ,
to use real people! This  is exactly what
happens when you indulge in one of the
many  Mult i -Us er Dungeons  that  are
springing up all over the place. You use a
modem and telephone line to l ink  into a
remote c omput er which plays the part  of
the DM and allows  you to interac t  wit h
all the other people who are linked in and
exploring this  fantasy world.  I  have never
played one of  these - have any of  YOU
played them? How about  writ ing an art i-
cle for us about  MUDs ?
So, i f  we can't  have the f ull RPG aspect

of  D8rD what  can we have? What  else is
there in D&D that  we can replicate on
today's computers? Some of  the ingre-
dients  of a good Dungeon are deadly
Monsters to fight. interes t ing NPCs to
interact  wit h (an NPC is a Non-Player
Charac ter - i.e. any  other inhabitant ,
who may  help or hinder you. but  that
you don't  necessarily  have to destroy!),
Magic  and Combat  Systems that  work.
Treasures and Artefacts (some of  which
should be useable -  poss ibly  magical -
and relevant  to the game in some way).
places to explore and map (with mazes
maybe), puzzles to solve, and sub-quests,
the complet ion of  which wil l  in some way
help you towards  your fi nal objective.
And normally ,  as your character pro-
ceeds through the game, there is some
mechanism for meas uring his or her
progress and rewarding h im or her suit -

ably  wit h enhanced capabilit ies  -
strength,  hit  points,  etc.
Dungeon Master was so successful be-

cause it  achieved all this  (apart  f rom
NPCs) and had superb graphics  AND had
the best mouse interfaces I have ever
seen for cont rolling your characters. I t
was not, however,  an RPG in the sense
defi ned above - you have no say in your
character's personality  development  nor
In his  interac t ion wit h other denizens of
this  world - you jus t  k ill them!
The fi rst widely  available D&D related

c omput er games were the text adven-
tures whic h grew up alongside I A D  in
the late Seventies: Adventure,  Zork .
Adventureland,  etc, By the early Eight ies
the power of the mic ro had grown suffi -
c ient ly  to al low crude graphics.  D&D
fanat ics quick ly  took advantage of  this
and by 1982 we had Sir-Tech's  Wizardry.
Origin's  Ult ima,  and Epyx's Dunjonques t
(The Temple of Apshal). They all used
crude line drawings,  used the keyboard
as the main interface, and prov ided long.
diffi cult  games wit h quite a lot  of  depth to
them. They all had mult iple sequels,
whic h grew in sophis t icat ion as the
machines  grew in power and the prog-
rammers  and games designers learnt  to

use that  power.
The Ult ima series is one of  the best.
Ul t ima IV covers all the aspects of  DelD
ment ioned above, inc luding NPC interac-
t ion,  You have to converse wit h count less
characters us ing single word prompts  to
glean informat ion.  I t  also goes f urt her
than any  game I have yet seen in prov id-
ing an element  of  RPG. I f  you want  to win
you have to play  a good guy  and achieve
perfect ion in eight  v irtues, so every thing
you do is affected by these personalit y
requirements .  Ul t ima V has fi nally  been
released on the ST and should be
another winner.
Recently another player had entered the

arena. Strategic  Simulat ions  Inc., bet ter
k nown as SS!. f or years a specialis t  in
wargames.  s tarted produc ing some excel-
lent  D&D series - The Wizard's  Crown,
for the keyboarders.  wit h so muc h detail
that  a s ingle fi ght  could last  half  an hour
and Phantas ie for those who preferred to
use a mouse,  have fl ashy graphics  and
have the computer to draw the map on
the screen for them!
By the late Eight ies M R  had decided to

enter the Comput er Rat-Race and were
look ing for a partner with the right  com-
puter skills. They  chose SSI and laun-
ched the very fi rst  TSR-approved D&D
c omput er games in 1988.  Pools of
Radiance has st ill not  reached the ST, so
Init ially  we had only  Heroes of the Lance.
This  was basically  an arcade game in a
!MED set t ing - you jus t  hack  your way
round a fairly  s imple maze against  some
pretty dumb monsters  then zap a dra•
gon. Part  II - Dragons  of  Flame - is out
now and promises  to be a lot  better! We
also have Hills far - A Forgot ten Realms
Act ion Adventure - see the rev iew in this
Issue.
As wit h so muc h mass media these
days. you have to look hard to fi nd the
gems amongs t  all the dross on the shel-
ves, but ,  bas ically  D&Ders  have never
had it  so good - and the best wil l  surely
continue to get better!
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be on top of  the world,  able to accomplish the house-
hold chores wit h ease, complete the Times  crossword

over breakfast  and generally  be in c ommand of  things whils t
on ot her days you're constant ly  mak ing mistakes and can't
seem to get y our brain into gear? Well,  alt hough many  factors
cont ribute and interac t  to affect one's well-being,  i t  may  be
that  biorhy t hms  are f undamental responsible.

WHAT ARE THEY?

Biorhy t hms  (literally  the rhy t hms  of life) are biological clocks
whic h func t ion as regularly  as digital t imepieces f rom the day
we are born to the day we die. We all possess internal clocks
whic h regulate our highs and lows on a daily  basis Jet -set ters
are made aware of  this since high speed t ravel into another
world t ime zone doesn't  allow the clock suffi cient  t ime to reset
so result ing in jet-lag. Shif t  workers  suffer s imilar effects.
The program presented here is concerned wit h three cycles
operat ing on an approx imately  monthly  basis and whic h affect
our physical.  emot ional and intellec tual or mental states. Each
cycle can be cons idered as a s ine wave ris ing and falling
cont inually  and it  is the port ion of this curve on whic h we fi nd
ourselves which affects the way we feel. I f  we happen to be on
the ris ing part  of the curve we experience a feeling of well-
being but  if  we are on the dec lining section we don't  feel so
good. Between these two regions are the so-called c rit ical
phases when the wave is changing direct ion.  Dur ing these
t imes (each las t ing couple of  days) we are prone to mak ing
mis takes either t hrough over-confi dence at the end of  our
'good' phase to poor concent rat ion at the end of  our 'not  so
good' phase.  Rash decisions can be made at these t imes -
indeed i f  all three curves happen to bot tom out  s imultaneous

-

I ' ,  t hen watch out !

HOW BIORHYTHMS
ARE CALCULATED

The calculat ions  are very s imple to make but  become tedious
and error prone if  a series are to be made j u s t  the job for a
computer which,  so far as I know,  does not  experience the
electronic equivalents  of  the effects we are look ing at, All you
do is work  out  the number  of days you have been alive, mak ing
leap year correct ions as necessary. t hen div ide that  number by
23 for physical.  28 for emot ional or 33 for the intellec tual
cycles. Ignore the result ing whole number.  whic h only  informs
us of  the number of complete cycles which have elapsed since
birt h.  l i t h e  dec imal port ion of  the result  lies between 0.1 and
0.4 we are into the 'good' phase of the corresponding cycle; if
between 0.6 and 0.9 we are into the period when things  don't
go so well,  The two intervening areas are the crit ical ones.
between 0.4 and 0.6 indicat ing a 'high' and between 0,9
t hrough zero to 0.1 mark ing  a low' .  Both periods require
addit ional care to be taken when mak ing decisions.
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M Q N
USING THE PROGRAM

A short  pause wil l  follow the RUN command.  When the display
appears, s imply  input  your birthdate and the present  date via
the keyboard.  Erroneous  entries wil l be t rapped automat ically
but  if  you want  to correct a mistake.  jus t  press the backspace
key (no shif t  required) to erase an entry, press it  twice to erase
both dates. There is no need to use the 'Return' key since the
ent ry  logic wil l  recognise completed fields and blank  an ent ry  i f
imposs ible dat e/ mont h combinat ions  are input .  The program
now calculates the three cycles and displays them In dif ferent
colours  over a three mont h period around the current  date. To
make a f urt her entry. c lear the graphs wit h the START key,
Prov iding you enter dates at least one year apart(!) the program
wi l l  correct ly calculate and display both past and forecasted
informat ion.

HOW IT WORKS

For those of you who like following list ings the REM state-
ments  should prove adequate. In following the calculat ion.
note that  variable L which holds  the total of days between bi r t h
and present  is adjusted to the start  of  the previous mont h in
order to ease the graphing process for the three mont h period.
Mode 7.5 is used here interleaved wit h text, whi ls t  s imple PMG
and DLI  techniques enhance the presentat ion.  The use of
variables as f requent ly  used constants is not pr imari ly  a mem-
ory-saver here but  to reduce loading t ime which becomes of
value to cassette users,

SOME PARTING THOUGHTS
On a fi nal point ,  it  should be stressed that  the dif ferent  cycles

we've been analys ing interact  to a degree. For example.  one's
emot ional state mus t  affect the other two and this  should be
taken into account  when t ry ing to correlate the inf ormat ion.
Fasc inat ing as biorhy thms  may be, art ic les on t hem are hard
to come by and perhaps  some of you may be able to t hrow
addit ional light  on the subject. I have heard that  they are used
by airl ine pilots to determine fl ying schedules and by  athletes
to opt imise performance during t raining - very diverse purs uit s
indeed! Is this  t rue? What  triggers these clocks in the fi rst
Instance and why  do cycle lengths correspond to a precise
number  of  days? Is there a solar or lunar infl uence whic h
locks the frequencies into this t ight  23-28-33 sequence?

by Dave Hitch ens
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OG 1 0 2 5  RE S TO RE  1 8 3 8 : F O R  N = 0  T O  1 3 1 R E A 0  D
:MCN)=Di NE NT

114. 1 0 3 8  D A TA  3 1
„ 3 1 , 2 0 , 3 1 ,
3 0 , 3 1 , 3 0 , 3
1 , 3 1 , 3

O, 3 1 , 3 0 , 3 1 , 3 1
CO 1 8 4 8  G RAP HI CS  2 4 S P O KE  5 5 3 , 0 1 P O K E  8 2 , 0 :

POKE 7 5 2 , I s D L = P E E K ( 5 6 0 ) + 2 5 6 * P E E K C 5 6 1 ) :
S C=P E E K(8 8 ) * 2 5 6 * P E E KCO 1 )

CO 1 0 5 0  F D A  N = S  T O  1 1 2 : P O K E  O L * N , 1 4 : N E M T

VM 1 0 6 0  FO R  Nz ::/  T O  2 7 : R E A D  D T , D : P O K E  0 1 . + 0
T, D; NE X T N

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

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

SO 1 8 8 8  P O KE  D L . 1 2 3 , P E E K C 5 6 0 3 : P 0 K E  O L. 1 1 2 4
, P E E K ( 5 6 1 ) : P O K E  0 1
. 1
1 0 6 , P ( E K C 1 0 6 )
-
1 6

AC 1 8 1 0  GOSUO 2 8 8 0 : P O K E  5 3 2 7 7 , 8 1 :DO KE  6 2 3 ,
T: A= US RCADR( "E / M  ‘ M h • " ) )

I V  1 1 8 8  P O K E  5 1 2 , 0 : P O K E  5 1 3 , 0 + 8 : p O K E  5 5 5 ,
46 :P O KE  5 4 2 8 6 , 1 5 2

C V 1 1 1 0  P O K E  8 7 , 0 : P O S I T I O N  " g t O M M M O U
( O MI E E FI E D•

ET  1 1 2 8  S C I = S C : S C 2 = S C 1 + 1 3 4 0 : 5 C 3 = S C 2 4
,
1 3 4 8 :

5 C4 = 5 C3 + 1 3 6 0 : S C= 5 C4 : 5 0 S UO  N I 8
BZ 1 1 5 8  P O S I T I O N  0 , I : ?  l i m n =  - 1 1 . 5 s o .onEmm
UK 1 1 6 8  ?  " P H Y S I C A L  E M O T I O N A L  I N

T EL L EC T U AL 1 1 1 1 4 T - 1 1

wrrittrirrirp•
SA 1 2 0 0  G O T O  3 5
JM  1 5 V Y  R E M  mmOOM
R1 2800 DIM polmscs82,pmGs....emaammrmrmmmm

PL OT  B I O S

ESPOT I R A P

continued •
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G E M I 2 C 1 1 1 2 1 = w 7 A I N I N I N W~ M \ WA V
NJ 2 0 0 5  P M G = P E E K ( 1 0 6 )
-
4 0 : P O K E  
5 4 2 7 P M G : P

MG=256*PMG
NH 2 9 1 9  FO R Nm 7 8 4  T O  7 1 1 : R ( A D  D: P O KE  N . D ;

NEXT N : D A T A  2 2 0 , 2 2 0 , 0 , 8 , 5 6 , 2 0 0 , 2 3 4 , 1 9
NE 2 9 2 0  FO R N z 5 3 2 4 0  TO  5 3 2 5 9 : R E A D  D; P O KE

N, D: NE X T N I D A T A  4 0 , 1 7 2 , 0 , 1 9 2 , 0 , 8 , 0 , 0 , 3
, 3 , 0 , 3

SU 2 0 3 0  I F  P E E K C 1 5 3 6 ) = 7 2  TH E N  RE TURN
PX 2 0 3 5  FO R  D = 2 9  T O  7 6  S TE P  2 8
AU 2 0 3 7  FO R  14.
,
-0  T O  
0 : P O K
E  P M G
+ 9 1 0
4
A
- 1 -
0 , 2 5 5

:NEXT N
DU 2 0 4 0  FO R  N = I  T O  2 5 : P O K E  P MG +5124 . D4N, 84
- A s c ( P N G S t N , N » : N E N T  N
OD 2 0 5 8  FO R  N = 2 6  T O  5 9 : P O K E  P M G
-
1
-
6 1 5 4
-
0 4 4 1 , 0

4 .
A
S
C
(
P
M
G
$
C
M
,
N
1 )
:
N
E
X
T  
N

DF 2 0 6 0  N E X T D
Kb 2 0 7 0  R8=746 . 1P MG :P O KE  R 0 , 8 4 H : P O K E

84H:P O KE  R 8 4
,
5 „ 1 3 + H ; P O
K E  
R 1 1 4 .
6 , 0 4 H

PO 2 0 0 0  FO R N = 0 1 5  T O  0 4 2  S TE P  2 7 : P O K E  PMG
4
,
N
,
0
:
P
o
R
E  
P
m
6
.
0
4
1
.
0
.
I
,
E
t
N
E
X
T  
N

ER 2 9 / 9  RE M  M I M I .
GU 2 1 0 8  RE S TO RE  2 1 1 8 : F O R  Nr
-
. 0  T O  5 4 : R E A 0  
D

;POKE 1 5 3 6 4 1 1 , 0 : N E X T N
PM 2 1 1 9  DATA 7 2 , 1 3 8 , 7 2 , 1 7 4 , 6 4 , 6 , 1 0 3 , 6 5 , 6 ,

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

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

LY 2 1 4 0  FO R  N O  T O  1 l : R E 9 D  D: P O KE  1 6 0 0 + N ,
D:NE X T N

SA 2 1 4 5  D A TA  9 , 1 1 8 , 2 2 0 , 1 1 0 , 2 2 0 , 1 1 0 „ 2 2 0 , 0 0
•
1
9
,
9
,
1
1
8
,
1
7
2
,
1
7
2
,
1
7
2
,
1
7
2
,
1
7
2
,
1
7
2
,
9
,
0
,

8
AE 2 2 0 0  RE TURN

BIORHYTHM
B I O R H Y T H M  M O N I T O R

IP' NEE CREME 4.1 C a l a  nor—
_

Z1C Int l i r  841 i 0 1 6  N O N  110.
0
' 4 2 0  N E N  .
0
'  J E L  
i l x  
4 N N  
N E N

l i r  NERCO AMO I N E  4E1 4 2 0  J 1 L  11P 11P 410

t
l
i
V
a
c
.
A
-
1
1
;  
M
L
I
—
W
a
-
c
A
L
I
A
A
S
I

SEE PREVIOUS PAGE
FOR DETAILS
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ATARI8BIT SPARES AND REPAIRS
SPARES FOR MOST ATARI 8 BITS

Including reconditioned 1050 drives
1010 buttons 1 3 0 X E  keyboards

power packs I / O  cables
upgrade kits d i s k  software

and lots more

Contact Derek Fern for details
021 353 5730
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XL/ REPLACEMENT ST
XE

EXTENSION CABLES
BROKEN JOYSTICK?

Nine out Ed 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 fi t other joysticks although the
rugs may need replacing

REPLACEMENT JOYSTICK CABLE £258

OTHER CABLES FOR ST

HARD DISK REPIACEMILNI CABLE
HARD DISK EXTENSION CAKE it NENE)
2 METRE FLOPPY DISK DRAPE CABLE
2 METRE FLOPPY DISK DRIVE EXTENS0Cti CAKE
1040ST(52051RA TO MONITOR WITH SCART
SOCKET
520ST TO PHILIPS 8533 MONITOP
MOWOLDIR SWITCH UNIT
Alms nxrxi and colnir witcrs to war
Onneetel and W 0
PAIR OF COILED MO, LEADS

E15.95
£14.95
E15.95
E1495
E1195

MOVE YOUR PRINTER
You don't need to keep your printer so
close to the computer. An extension cable
will fit between your existing cable and
your printer to enable you to place the
printer almost anywhere you want. Don't
be restricted! Fits any Centronics setup.

2 metres E7.95
3 metres 01.95

El9 95

ST JOYSTICK/MOUSE
EXTENDER

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

E5.95
CABLES FOR XL/XE

XL1E 1 METRE REPLACEMENT
SERIAL cull
LIE TO MOND MONITOR
LIE TO SCARF
MAT. TO COMPOSITE 'k'IDECI

All cables are top quality
for faultless data transfer

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

E13.95

Port and packing inn irt UK. Send cheque or P.O. or Quote AccatsAnsa number to

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1 DR
Telephone orders by Access or Visa accepted. Tel. 0785 213928

E8.95
E2.95
E5.95
El 95
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DOUBLE DISK BONUS
ASTRO WARP
A 2 PLAYER SPACE FIGHT
in 100% machine code
by Peter Caddock

ASTROWARP is a two player game and two joyst icks are
required.  Boot  up side 2 of this issue's disk and away you go!
Once at the t it le screen press either of the joyst ick but tons or

press START to 'act ivate' the warp drive which will send you
and your opponent  to your batt le ground.  The two ships (an
'Eagle' c lass fi ghter and a 'Saucer') are pilot less and are con-
trolled by remote via the players us ing joysticks. The game is a
'tug-of-war' in space but in this case you push your opponent
backwards towards  his back markers instead of  pulling him
towards yours. This  is achieved by hit t ing your opponent  with a
blast f rom your magna-laser.  Each hit  against  your opponent
scores 1 f or you and pushes him backwards,  the background
scrolls away f rom him.  The object  is for you to hit  your oppo-
nent as many  t imes as poss ible without  being hit  yourself ,
(almost impossible!).  Eventually  successive hits will make your
opponent  pass the boundary  markers  and he cannot  be pushed
any further,  at this point  one of two things may happen. The
game may end or he/she may fi ght back in t ime and push you
backwards towards  your boundary  markers. A cup will occa-
s ionally  appear showing who has the advantage and at the end
of the game it will show who had the last advantage. The score
will show the winner.  At the end of the game both remote crafts
will fall and explode on the planet surface.
Of course the game is not quite so s imple as it at fi rs t  appears.
Set in a s t range solar system, the game is played above a
planet surface in one of five sectors: ALPHA, BETA, CORON,
DEROL, ZETA. Fuel is magnet ically  charged and loses its
charge at dif ferent  rates depending upon which sector you are
in. ALPHA discharges your fuel very quick ly and as a result  the
t ime you have to beat your opponent  is shortened.  BETA
discharges fuel at a s low rate, game t ime is lengthened and so
dif ferent tactics have to be applied.  The fuel level is shown at
the top of the screen and is ident ical for each craft so only  one
display is necessary. As a back-up, a SYSTEM guide is display-
ed at the bot tom left  of the screen showing three levels of
urgency. 'GREEN' is fuel at opt imum charge, 'YELLOW' means
fuel is  discharging,  and 'RED' indicates that fuel is almost
completely discharged.
As both players have an unlimited stock of  remote crafts at
their disposal no display is required.  Magna-lasers on the other
hand can only  be recharged, to a max imum of 5 blasts, when
both craf t  reach zero. Therefore an element  of strategy comes

SOUTH SEAS TRADER 1906 b
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South Seas Trader is a trading s imulat ion set in the South China Seas at the turn of the
century. You begin the game owing 5000 big ones and have 12 years (one month at a t ime)
to repay this, and end up in the black. You trade at various ports  in fi ve commodit ies , each
subject to infl ation or indeed defl ation. Addit ionally , at each port  there is  one other opt ion
ranging f rom borrowing money to taking on board refugees!
The game can end in one of many ways which inc lude k illing yourself at Russian Roulette

and imprisonment for Opium dealing. Each ending has its appropriate mus ic  - either
'Happy days are here again' or the obligatory  'Death march'.

THE DISPLAY

into force, if  you deplete your magna-laser charge to zero but
your opponent  st ill has some charge left he is likely  to take
advantage of the s ituat ion and 'unleash' his  remaining lasers at
his leisure, put t ing undue stress on you! Each players ' laser
charge is displayed at the bot tom of  the screen. When both
reach zero they are automat ically  recharged to 5.
Addit ionally  gravity  affects play by pulling both players to-

wards the planet surface. Below a certain specifi c height  the
players will lose control as gravity becomes too st rong for their
engines to cope. This  will result  in crashing and exploding on
the surface below and scoring 1 f or the opponent.
As the game progresses it will become apparent  that the

players are not  alone in space. Indeed they constant ly  have to
avoid collis ion with rotat ing space rubble,  meteors, satellites,
and an of fensive storm c loud which is attracted by the magnet ic
fuel on board each craft. The c loud unleashes lightning towards
an unsuspect ing player as it  orbits above him. These annoyan-
ces may appear at any t ime and often cause t rouble when you
are least expect ing it.
It has to be said that there is a deliberate weight ing in the game

and players  who tend to be better at games are asked to pilot
the saucer craft. The weight ing is s light  but  it exists.
Other items of interest inc lude a pause ON"OFF facility via the

space bar but orbit ing objects do not  stop for anything so
beware! Fly ing your craft direct ly in f ront  of any of the back-
ground planets is likely to be bad for your health - correct ion IS
bad for your health! (well I did say it was a strange solar
system!). The final scores are displayed during the t it les and
the highest  score of the day is also displayed.
The game was originally  devised by my cous in Gary P. Tinsley

who had a couple of BASIC games listed in the old ATARI
USER. It was originally  writ ten in BASIC and st ill exists in that
form. This  machine code version takes the original ideas a lot
further. For best results turn the lights out, the colour and the
contrast up, and the brightness down so that black is black and
watch for the subt le two level parallax scrolling!
I hope you enjoy it!

The screen display consists of a mult icoloured G13.0 screen div ided into three parts - tvoo
for display purposes and one for inputimessages. As all input  is v ia the keyboard, the
BREAK key is  disabled though RESET should stop the program in its tracks. The data for
the DLI's used to produce to two extra colours, can be found at line 6040, with the new
Display Lis t data at 6050, While I'm on the subjec t,  the 'fl icker' caused by keyboard
input is eliminated on XL.XE models by the POKE 731,255 at line 4070 which turns off the
keyboard speaker. 400800 owners will just have to persevere I'm afraid.

My thanks to Mutley for his constant support and encouragement, and also thanks to
Bonehead for the Cheese and Pickle sandwiches.
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Ian Fin layson's

12001 RE M DELETE THIS LINE
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INTRODUCTION, CORRECTION
AND APOLOGY!

SUBROUTINES

ADDRESS
BOOK
REVISITED
It seems f rom the amount  of correspondence I have received

that  you prefer the meat ier programs to the short  t utorial
subrout ines  and so I have writ t en an addit ion to the cassette
database that  wil l  allow you to search for a part icular item.
But  before we get onto that  I mus t  make a big apology to those
of  you who have had some diffi culty  wit h the program so far.
At fi rs t  when I had one or two let ters f rom readers who could
not  make the database work  I t hought  it  was all ' l inger t rou-
ble', but  I got several more let ters whic h all seemed to have
problems  in the same area. I went  back  to my  archives and
rebuil t  the total program f rom the separate parts  and it  all
worked OK, so I went  to the versions that  came back f rom New
Atari User wit h my  disk subscript ion and bui l t  it  up again f rom
that. This  t ime It did not  work ,  and a close comparison of the
two versions revealed the problem.  In the fi rst  part  of  the series
I set up  a f ramework  for the program.  and then in later parts
found that  one or two lines had to be deleted so I put  in
program lines like this:

These should have overwrit ten the unwant ed program lines,
thus  effectively delet ing them. What  happened next  is pure
surmise,  but  I t h ink  that  our very thorough and hardwork ing
Edit or did a very comprehens ive job of  proof reading my
submiss ion.  When he got part  way t hrough my  lis t ing he saw a
few lines which said "REM DELETE THIS LINE" and t hought  to
himself :  "Poor old Ian. rus hing to get his  work  in on t ime
again.  I le's  forgotten to get rid of  those lines he marked for
delet ion." So he helped out  by remov ing t hem before they were
published!  (Good try. Ian. but  the Golden Rule is never to play
around wit h the listings. Ed.)Th u s  there are some five unwan-
ted lines  whic h could be lurk ing in y our version of  the program
caus ing problems.  All you have to do is ensure that  lines 6001,
7001, 8001,  12001 and 12002 are removed f rom your typed in
versions of the program and it  wil l  work !

SEARCH SUBROUTINE

One or two of you have Indicated in your letters that  it  would
be handy  to be able to search for a part ic ular record. One way
of doing this  fairly  quick ly  on a small database would be to
sort the database on the field you wish to search by, and then
go to VIEW record 1 and step t hrough wit h the -1- key to fi nd
the one you want .  Because of the s imilarit ies  between sort ing
and searching I have chosen to combine t hem under one
heading in the main menu.  This  would be part icularly  approp-
riate If search rout ines  were always preceded by a sort. I had
originally  intended to do this, but  decided to go for the s im-
plest poss ible search whic h should be adequate for this  appli-
cat ion where the total number  of records will not  normally  be
very high.

PROGRAM ANALYSIS

Line 1020 - this  amends  the old menu it em to inc lude the
SEARCH func t ion
Lines  3003 to 3018 - change the old sort  submenu to inc lude
selections for searching. I have chosen to search the same
three fields as were used for the SORT funct ion.
Lines  3025 to 3028 - these extend the branches that  result
f rom the keypress. Depending on which key is pressed the
variable OFF is set and the s t ring SEARCHS. The former is the
same offset value as was previously  used in the SORT sub-
rout ine,  that  is the number  of characters f rom the start  of  the
record to the start  of the fi eld to be searched. SEARCHS
contains the name of  the field being searched.
Lines  3200, 3205 - Prompt  for an input  of  a s t ring to be
searched for (FINDS). It is  not necessary to input  the whole
item,  and this  can help by mak ing searches more general.  For
instance input t ing "JO" would fi nd JOHNS, JONES or JOI IN-
SON if  they were in the data (but  not  Johns as the search is
ease sensitive). The input  is left very general.  wit h no error
t rapping.  as a nonsensical ent ry  does no harm.  I t  jus t  fails  to
fi nd a match in the data. The variable R (record number) is
init ialised to zero.
L ine 3210 fi nds the posit ion in DATs (the database) of  the
start of  the field whic h is being compared to FINDS.
L ine 3215 is where the comparison is made. I f  there is no
match we jump to 3240.  Otherwise the program cont inues  to
3220.
Lines  3220 to 3235 - Firs t  print  the record number  where the
match was found on screen. then prompt  for a Yes or No to
search the database further.
L ine 3235 I f  no further search is required the program
RETURNS to the main menu,  otherwise it cont inues .
Lines  3240 3 2 5 0  increment  R by one to take the search into
the next record,  then checks, and it  the end of  the data has
been reached prompts  for a keypress and returns  to the main
menu.  I f  there are st ill more records to go line 3250 loops back
to 3210 and die search cont inues.
L ine 12001 is  an extra line in the setup part  of  the program
whic h is used to init ialise the two new variables SEARCHS and
FINDS.



ET  1  R E M

MP 2  R E M  *  T U T O R I A L  S U B R O U T I N E S
AU 3  R E M  *  A D D R E S S  8 0 0 K  -  A D D I T I O N

. E F  5  R E M  *  S E A R C H
EN  6  R E M

UA 7  R E M  *  N E W  A T A R I  U S E R  -  M A R C H  9 0  *
EP 8  R E M  * * * * * * * * * * * * * * * - 4 - w w w N N
NO 9  R E M

I X  1 0 2 8  ?  "  g -  S O R T  O R  S E A R C H  D A T A B A S E

GU 3 0 0 3  ?  " N " : ?  "
ligNmorm17.

ZN 3 0 1 5  ?  " 4 4  4 .  S E A R C H  F O R  S U R M A
M E "

TM 3 0 1 6  ?  " 4 4
O D E "

OF 3 0 1 7  ?  " 4 4
WI  3 0 1 8  ?  " 4 4  s s s CHOO E  A  MUM;E R

S .  S E A R C H  F O R  P O S T C

6 .  S E A R C H  F O R  D A T E "

* * " ;
US 3 0 2 0  GOSUB K E Y P R E S S : I F  K E Y = 4 1  TH E N  O F F

-
-
-
-
1
5
:
G
O
T
O 
3
0
4
8

I S  3 0 2 5  I F  K E V 7 . 5 2  T H E N  o F F = 1 5 : 5 E A R C H S = " 5 U
R N AM E ":G O T O  3 2 8 0

FG 3 0 2 6  I F  K E Y = 5 3  T H E N  O F F 8 7 : S E A R C H S = " P O
STCODE":GOTO 3 2 0 0

LT 3 0 2 7  I F  K E Y = 5 4  TH E N  O FF= 1 0 9 : 5 E A R C H S = " D
ATE":G O TO  3 2 0 0

Plie 3 0 2 8  G O T O  3 0 2 0

CM 3 2 0 0  ?  " 0 4 4 T Y P E  I N  T H E  " FS E A R C H S " "  T O
SEAR C H  F O R " ;

VG 3 2 0 5  I N P U T  F I N D S : F = L E N C F I N D 5 1 - 1 : R = 0
EC  3 2 1 0  5 T A R 1 = O F F 4 1 1 5 * R 4 1
AK 3 2 1 5  I F  F I NDS O . DATS CS TART, S TART4 F1  T H E

N 3 2 4 0
DR 3 2 2 8  ?  : ?  F I N D S : "  FO UND I N  RECO RD " ; R 4

1 1 ? " C O N TI N U E  S E A R C H ? " '
MR 3 2 3 8  G O S U B  K E V P R E S S
VD 3 2 3 5  I F  K E V 0 0 1  A N D  K E Y 0 1 2 1  T H E N  R R 4

I :  R ET U R N
PR  3 2 4 8  R = R 4 1
EJ 3 2 4 5  I F  R = L E M ( D A T S ) / 1 1 5  TH E N  ?  : ?  " E N D

OF D A T A  -  P R E S S  A  K E Y  T O  c o u r i m u ( " : G o
SU B K E N
,
P R E S S
: R E T U
R N

PO 3 2 5 0  G O T O  3 2 1 0

KY 1 2 0 0 1  D I M  S E A R C H S C 8 ) , F I N D S ( 1 5 )

FU R TH ER  DEVELO PMENT

The search I have listed here is, as I said, very simple, but it
should be adequate for a small data set. There are quite a few
different ways of doing a search which you can find in some of
the more erudite books on programming, and some use clever
algorithms which are difficult to follow. One way of speeding
things up if you are doing a search in a large data pool is to sort
the data into order first. Once the sort is carried Out it is no
longer necessary to search through every item of data. You can
jump straight to the middle record of the database for the first
search comparison. If it equals the search criteria the search is
complete straight away. If it is less than the required value then
the first half of the list can be discarded and the search continues
with a jump to the middle of the remaining data (that is the mid
point of the second half of the data). Similarly if the middle data
set is greater than the required set the second half of the data
cannot contain a match and the search continues in the first
half,
You can see that in this method the amount of data left to be

searched is halved after each iteration, so the search homes in on
the required record very quickly. This method is effective where
the data set is large and an efficient sort routine is available, or
if  the records are always kept in a sorted order.
The power of this type of sort is shown by the fact that 2,400

records can be comprehensively searched with only 12 compari-
sons, 10,000 records with 14 comparisons! The search can there-
fore be very fast, but the time taken to sort the database before
searching is an overhead that must not be forgotten.
As always. I am prepared to help if you get into difficulties and

if there is something you would like to see in future articles
please write. Send a SAE if you want a reply - send a cassette or
disk lithe problem is complex, I will return it. Please be patient if
you don't hear from me immediately (my work keeps me away
from home more than it used to) but I will get round to you
eventually_

Write  to: I a n  Finlayson
60 Rouncistone Crescent

East Preston
West Sussex
BN16 1 D g

HALF PRICE
OFFER!to COMPUtER ADVENTURE GAMES

Computes book with solutions to some of the best of the more recent adventures
including Guild of Thieves, Jinxter, Kings Quest, Knight Orc, Plundered Hearts etc.
Recommended price 06.95
SPECIAL READERS OFFER PRICE just E8.50! while stocks last
PAGE 6, P.O. BOX 54. STAFFORD, 5116 10R. Tel. 0785 213928. Access and Visa accepted

HINTS MAPS & SOLUTIONS
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PROTECT IT!
BUILD A SWITCH FOR YOUR 1050 DISK DRIVE

efore you read any  further,  please bear in mind that  any
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other than that  completed by authorised service agents,
renders  any guarantee nul l  and void. But  i f  your equipment  is
more t han 12 mont hs  old or you want  to modify  and "risk  it",
t hen read on.
This  modifi cat ion to your 1050 disk drive wil l al low you to
writ e to both sides of a disk,  wit hout  hav ing to remove the
writ e protect  tabs - just  t hink ,  no more sticky glue marks  on
y our disks, and you can forget about  notchers,  hole punchers
and razor blades. I t  makes  writ ing to the disk  easy as pie. but
beware - as wit h all good things  there is always a snag!! It is so
easy to use you can forget to check the LED colour and
overwrite your master disk!! Disaster!! ! .
For those dedicated Atarian's  who are s t ill wit h us and who

haven't  chickened out ,  I can say that  I have used this  protect
switch set up for the last  two years wit hout  los ing a s ingle disk
of  data.

TOOLS YOU WILL REQUIRE
Small 15 wat t  soldering iron and solder
Pointed nose pliers
Small crosshead screw driver
and,  most. important ly ,  a c lear work  bench

A parts  lis t  is shown at  the end of  this art ic le, descript ions  are
given together wit h the code number  of each item, whic h can
be f ound in the current  1990 Maplin electronic  component
catalogue.
The fi rst  task is to const ruct  the switch and LED wir ing
harness and then to fi t it  into the drive. Take the length of  10
way  ribbon cable and separate 3 wires  f rom it. cut  f rom this  a
three inch length,  t r im the 3 wires  for about  half  an inch at

Ha t

FI GURE I
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CONSTRUCTION

each end of  the 3 inch piece. St rip the insulat ion back about  5
min on each wire (at both ends) and t in the wires  wit h solder
ready to be soldered in posit ion.
Cut  eight quarter inch pieces off  the heat s hrink  sleeying, and
put  3 of  them onto each wire.  (at one end only), well back  down
the wire so that  the t inned part  s t ill shows.
FIGURE 1 shows the mult icoloured LED wit h its pins  marked
I, 2 and 3. Note also the pos it ion of the fl at  on the LED's  case,
Solder one end of  the wires to the legs of  the LED. one wire to

leg 1. another wire to leg 2 and the remaining wire to leg 3.
Slide the heat shrink  down over the joints,  apply  a lit t le heat
and the sleeving will shrink  and protect  and insulate each
joint .  Each leg of the LED mus t  be isolated f rom the others.
Take the remaining length of  three wires  and cut  off 16 inches
if  switch and LED are to be fixed externally  or 12 inches for
Internal fi t t ing.  St rip and t in the wire ends as before, both
ends. On one end solder the three Minicon terminals  and
Insert t hem into the Minicon hous ing.  Figure 2 shows the
correct posit ions for the 3 wires  in the 4 way  housing.  You
should now have an LED wit h 3 wires  attached and a Minic on
connector wit h 3 wires  attached.
Now you mus t  connect these to the switch.  Referring to Figure
3 you can see where the six wires should connect  to the
switch. Firs t  though.  locate the wire designated 2 on the LED
and the wire designated 5 on the Minicon and twis t  the two
t inned ends together. solder them into one connect ion.  Now
you only  have 5 wires  to connect to the switch whic h can be
seen in Figure 3. Take the remaining 5 sleeves and push t hem
over the 5 wires  (inc luding the paired wires).
Now solder each wire to the switch in its designated place. Be

very careful here, make sure you get it  right .  As you solder
each wire in place, pul l  down the sieeving and heat  s hrink  in
posit ion. You should end up wit h a completed assembly as
shown in Figure 4.

FI GURE 2
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At this  stage you can either fit the assembly ins ide the 1050
case or fi t it  into a box that  can be at tached to the side of  the
drive wit h double sided pads.
To fi t  internally ,  t urn your drive ups ide down and remove the
4 cross head screws located on each corner of the base. While
holding case together t urn the drive right  way  up and remove
the top cover by lif t ing f rom the rear.
Look ing into the drive f rom the front,  you wi l l  see 5 brown

connect ing blocks at the left rear (they have lots of wire going
to t hem f rom the top mechanism).  Locate plug J I1,  its the one
nearest the front.
Carefully  remove plug J11 wi t h  a pair of  long nosed pliers - do
not pull  it  out  by the wires,  they are very delicate. Once
unplugged you can jus t  leave it  disconnected, it  should not
interfere wit h the operat ion of  the drive. You could tape it  to
the side if  you are worried.  Insert  the MiMc on plug you have
Just made into J11, ensure the pegs on the base of  the Minicon
hous ing are point ing inwards  to wards  the centre of  the drive.
Remove the dark  grey f ront  s urround plate and lay to one

side. Us ing Figure 5 as a guide, decide on the best pos it ions for
the LEI ) and the switch.  Dr i l l  a 3 /  16 inch hole for the switch
and a 9 / 32  inch hole for the LED holder.  Insert  the switch into
it 's hole and fi x wit h the nuts  supplied.  insert  the LEI ) holder
into its hole in the f ront  plate and fix wit h the washer and nut
f rom the rear. Place the f ront  s urround back in pos it ion and
reassemble the drive case.
If fi t t ing the mod externally ,  feed the cable f rom the switch

around the ease and enter via the drive select switch at  the
rear,  t hen insert  the plug as described earlier.

TESTING

Power up thc drive, the LED should either be RED or GREEN.
If not your connect ions may  be suspect. Move the switch unt i l
the LED shows RED_ Insert  a DOS disk  and t ry  to format ,  if  all
is well it  won' t  be able to do this,  and wil l  error outti.  Now set
the LED to GREEN. now when you format  all should be
normal.

Remember  RED IS PROTECTED,  GREEN IS UNPROTECTED.

Page 6 acknowledges Derek  Fern as an 'expert ' on Atari hard-
ware and has no hesitat ion in recommending this modifi cat ion,
however we cart accept no responsibility  for any damage
caused i f  any reader should at tempt this modifi cat ion.

PARTS LIST
MAPLINS code numbers as shown as their 1990 catalogue

MULTICOLOUR LED
LED HOLDER
ULTRAMIN DPDT SWITCH

Y H
-
7 5
S

YY4OT
FH99H

MINICON HOUSING 4 WAY H B 5 8 N
MINICON TERMINALS 3 OFF Y W 2 5 C
RIBBON CABLE 10 WAY 1 METRE XR06G
HEAT SHRINK SLEEVE B F 8 7 U

2

Rear v ie w o f  switch

NC

FI G URE  3

FI G URE  4

FI GURE 5

Article by
Derek Fern

BUILD IT OR BUY IT?
All the components used are readily available
from your local stockist, or you can try Maplins, I
have quoted their part numbers to assist identifi-
cation. I f  however you are not the type to build
your own kit. contact me and for £6.50 plus £1.00
postage and packaging. I will supply you with a
ready built and tested kit.
Telephone 021-353-5730 for further details.
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software that I have never heard of or have
never tried out. I always recommend that

ATARI owners do not ask me but try to get in touch
with local ATARI user groups but this is easier said
than done. I know that some do exist: I have a lis t of
about fifty groups, but this is an old lis t. It would be
nice if  the organisers would get in touch with us
and let us know if they are s till active. For instance.
Mr. R. Leith of Brighton; Mr. R. Payne of Daventry,
Mr. R. Kahn of Cardiff: Mr. K. Matthews of Kent and
Tony Cox of Thames Television, where are you now?
At the same time we would like an up to date lis t of
any U.K. bulletin boards for ATARI (8-bit or Si'). I t
would be nice if you have tried the boards and could
let us know what they are like. Some boards have
only a skeleton service as they are fronts for pirating
operations.

I must say sorry to anyone waiting a reply this
month. I  have been away to sunny, but oh so blus-
tery and wet, Bournemouth on a training course.
Also an apology to Colin Hunt, I  did not have the
time to ,find your house in Wimboume Road.

Some time ago I received a letter from D.C. Gill
from South Shields (what a friendly town, I love to
holiday in that area). He spoke about add ons for
the 8-bit computers. I am sure that PAGE 6 Pub-
lishing would be willing to help out in any ventures
that are workable. i will send a copy of your letter to
the Editor. I f  you read this  then please get in touch
with Les as soon as possible.

Did you notice the Silica Shop advert in the last
edition of the magazine? Did you spot the item about
the mailing list? I have sent away several times for
their price list and have been promised many. many
times that I would be put on their mailing list, both
ST and 8-bit, and that I would receive a list any time
a new one was printed. So how come I have to keep
asking for this list? Does Silica Shop tear up their
mailing list every so often? Has anyone tried their
free technical helpline? if  so. please let us know how
you fared. Again, i f  you have had recourse to the
Advertising Standards Authority for any reason,
please let us know the outcome. I am sure that many
readers would be interested.

So far I have had no tips about word processors
from the readers so I have shelved this  project for
the time being. Maybe next issue - hint, hint! Re-
cently I helped a fr iend out with Word Perfect on a
Commodore PC. This brought back memories of
using a s imilar product on the 400. Anyone remem-
ber Model WP Station (Letter Perfect, 80 column.
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Got any interesting gossip?
Write to Mark at

1, Hollymount, Erinvale,
Finaghy, Belfast BT10 OG1,

Dalsywriter and amber monitor)? Letter Writer, Text
Wizard or Tiny Text? Many people believe that the 8-bit
computers can only handle Basic or assembler.
WRONG! How about Forth (seven types in 1983 inc lud-
ing Fig-Forth), LISP. PASCAL (ISO draft standard),
PILOT (a LOGO type language) or an obscure turtle type
called WSFN? Whether they can be obtained now or not
is another matter.

Now for some recent iii-bits gleaned ,from all those
computer magazines I have received this month

It looks as though there might yet be an ANSI standard
for the C language and it could well be totally  interna-
tional, as opposed to American. Great for all those C
programmers. If  this has interested you then how about
a course of ten 30 minute videos on C? O.K. if  you can
afford £850! Better still, how about version 4 of Flight
Simulator for only E45? With this one you can design
your own plane dimensions and propulsion system and
a dynamic weather generator which 'helps you crash
more easily'. Unfortunately, this  will be for the PC.
However, we do hope the ST will not be forgotten. Again
for the PC at the moment is Lattice C development
system V6.0.

i f  you are a LISP programmer. how about the Europal
90 LISP conference on the 27-29th March in Cambridge?
Call Applied Workstations Ltd - 0306 889485.

Two recent books to come out are 'Out Of The Inner
Circle', by Bill Landreth (once known as The Cracker')
who was one of the most well known hackers a few
years ago. This second edition from Microsoft Press
(L8.50) tells about data, computer and network security
as well as viruses. The other side of the coin is a book
called 'Preventing Piracy' by Ernest Keet (Addison Wes-
ley. Y.33.95). Probably more for a fi rm or data manager.
but very cheap if you can find it in the local library!

Believe it or not. I  still do not know one thing about
music. synths, sequencers etc. etc. So. please send any
musical enquiries to John Davison who may be able to
help you. Nor do I know anything about weird and
wonderful disk drives, printers, monitors and such. All I
can suggest is that i f  you buy something o r  your system
make sure you see it working first on an ATARI computer
system and make the shop send a written guarantee
that it is compatible or that you will get your money
back.

I have always wondered why people suddenly stop
computing. Dur ing the past year I have suffered from a
surfeit of keyboard bashing and any spare time I get at
the moment is spent away from the computers. I think
the best thing would be a good long holiday away
somewhere so if you don't see me around for a while.
you will know that I am off on a long earned rest. Any
idea where exhausted Atari owners go to recuperate?
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G I V E  I T  S O M E
POKEY!

Phil Cardwell presents a neat little demo to show
the incredible sounds that the Atari POKEY chip can make

Fancy some great music wi th a  good back beat? Just type in this  l is ting and s ta r t ta pping your feet!
The  l is ting is in Basic a nd wi l l  create an Object fi le  on disk  tha t should then be run w i th DOS option L.

Type in the  l is ting a nd SAVE a copy, run i t and the n use DOS to run the  .OBJ file created.
Tha t's  a ll,  but i ts  nice to l is ten to!

EN 8  RE M
D I  1  RE M  *
LA 2  RE M  *
ZN 3  R E M  *
TO 4  RE M  *
EH 5  R E M
JW 6  R E M  *  NEW A T A R I  US E R -  A P R I L  9 0  *
EA 7  R E M
MN 8  RE M
NO R E M
JU 1 8  O P E N U 2 , 0 , 0 , " D : M U 5 I C , 0 6 J "
Go 2 0  FO R  A l  T O  5 3 3 : R E A D  O ! P u T  U 2 , 0 : N E N T

A
LU u t  CLO S E  U 2
VS 4 0  E N D
AU 1 8 8 9  D A TA  2 5 5 , 2 5 5 , 2 2 4 , 2 , 2 2 5 , 2 , 1 8 2 , 1 2 7 ,

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

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

F I  1 0 2 0  D A TA  1 2 7 , 2 , 2 , 5 5 , 1 2 5 , 1 2 7 , 2 0 ' 9 , 2 1 0 , 2
1 0 , 2 1 0 , 2 1 0 , 2 1 8 , 2 1 8 , 2 1 0 , 2 1 0 , 2 1 0 , 2 1 6 , 2 / 8
, 2 1 0 , 2 1 0

NW 1838 DATA 1 9 7 , e , e , e , a , 0 , e , e , 0 , e , 0 , e , e ,

AT 1 8 4 8  D A TA  8 , 8 , 0 , 8 , 0 , 0 , 2 5 2 , 1 2 8 , 1 7 5 , 2 3 9 ,
2 3 5 , 2 2 9 , 2 4 9 , 1 2 8 , 1 7 3 , 2 4 5 , 2 4 3 , 2 3 3 , 2 2 7 , 1 2
a

KE 1 0 5 0  D A TA  2 5 2 „ 8 , 0 , 8 , 0 , 0 , 8 , 0 , 0 , 8
o
0 , 8 , 0 ,

8 , 6 , 8 , 8 , 8 , 9 , 0
DJ 1 0 5 0  D A TA  6 , 0 , 0 , 0 , 8 , 0 , 2 1 8 , 2 1 8 , 2 1 0 , 2 1 0 ,

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

MI  1 8 7 0  D A TA  1 9 5 , 0 , 9 , 0 , 8 , 6 , 9 , 8 , 6 , 0 , 0 , 0 , 0 ,

ND 1 8 8 0  DATA • , 8 , 0 . 8 , 0 , 0 , 2 3 4 , 2 3 4 , 2 3 4 , 2 3 4 ,
2 3 4 , 2 3 4 , 2 3 4 , 1 5 9 , 3 , 1 4 1 , 1 5 , 2 1 8 , 1 5 5 , 9 9

OF 1 0 9 6  DATA 1 4 1 , 0 , 2 1 8 . 1 6 9 , 1 , 1 4 1 , 6 , 5 , 1 5 9 ,
0 , 1 4 1
t
1 p 6 p
1 4 1
•
2 , 6 , 1
4 1 , 7 ,
8 , 1 6 9

P O KE Y  S O U N D

by
P h i l  C a r d * 6 1 1

f t

f t

VS 1 1 8 9  D A T A  2 , 1 4 1 , 3 , 6 , 1 6 / . 2 5 5 , 1 4 1 , 5 . 6 , 1 6

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

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

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

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

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

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

OH 1 1 6 0  D A TA  1 4 4 , 2 , 2 3 0 , 2 9 4 , 1 7 7 , 2 8 3 , 1 4 1 , 2 ,
2 1 8 , 1 7 8 , 2 3 2 , 1 3 6 , 1 4 1 , 5 , 2 1 0 , 2 3 6 , 2 , 5 , 9 5 , 1
59

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

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

NC W O  D A TA  1 4 4 , 7 2 , 1 4 4 , 1 4 4 , 7 2 , 1 4 4 , 1 4 4 , 7 2
, 1 4 4 , 7 2 , 1 4 4 , 1 4 4 , 7 2 , 1 4 4 , 1 4 4 , 7 2 , 1 4 4 , 7 2 . 1
4 4 , 1 4 4

OU 1 2 8 8  DATA 7 2 , 1 4 4 , 1 4 4 , 7 2 , 1 4 4 , 7 2 , 1 8 2 , 9 1 ,
9 1 , 1 6 2 , 9 1 , 9 1 , 1 8 2 , 1 1 , 1 4 4 4 4 4 , 7 2 , 1 4 4 , 1 4 4
, 7 2

P t  1 2 1 8  D A T A  1 4 4 , 7 2 , 1 2 1 . 6 0 , 6 0 , 1 2 1 , 6 0 , 6 8 1
2 1 , 5 8 , 1 4 4 , 1 4 4 , 7 2 , 1 4 4 , 1 4 4 , 7 2 , 1 4 4 , 7 2 , 1 5 2
, 8 1

NA 1 2 2 9  D A TA  0 1 , 1 6 2 , 8 1 , 8 1 , 1 6 2 , 6 1 , 1 7 3 , 7 , 5 ,
2 0 8 , 1 5 , 1 7 3 , 1 0 , 2 1 0 , 2 0 1 „ 5 , 2 4 8 , 1 , 9 5 , 1 5 9

KP 1 2 3 8  D A T A  2 5 5 , 1 4 1 , 5 p 6 , 1 4 1 , 7 , 6 , 1 7 3 , 4 , 6 ,

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

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

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

MI  1 2 6 0  D A TA  9 4 . 1 2 9 , 1 0 2 , 1 2 9 , 1 0 , 5 , 1 4 1 „ 5 , 2 1
6
,
2
0
6
,
0
,
5
,
9
6
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FANTASTIC SOCCER
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what  FANTASTIC SOC-
CER is about !  Zeppelin

Games are well and t ruly
geared up for the World Cup
and to prove it  they've pro-
duced a graphical s imulat ion
of a soccer match in progress.
Most such s imulat ions  in the
past have centred on an
angled '3-D' v iew of the pro-
ceedings, but  Zeppelin have
broken away f rom t radit ion
and opted for a direct  over-
head perspect ive of  the sta-
dium.  No 'st ick man'  players.
cheering crowds or advert is ing
boards  - jus t  a window f rom
above prov iding you wa l l  an
approx imately  one-tenth
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Publisher Zeppelin Games
Price: £ 2 . 9 9  cassette
Players: 1 / 2
I oading:  16 minutes

Rev iewed by Paul Rixon

scrolling view of the ent ire
pitch.
The inherent  problem wit h
computerised football is that,
as everybody knows,  i f s  a
game for two teams of  eleven
players and, no mat t er how
hard you try, it 's  just  imposs i-
ble to have t hem all cont rolled
by two joysticks! To overcome
this  problem.  you have to rely
on the computer to decide
whic h man you have com-
mand of  at any part ic ular
t ime, and it 's not  always the
one that  you hoped for. In
Fantast ic  Soccer, the 'active'
player is highlighted by a con-
spicuous arrow and the com-
put er keeps your other team
members  on t heir toes as you
t ry  and keep up wit h the ac-
t ion. Fortunately ,  it  seems
reasonably  helpful in pos it ion-
ing the other players and also
supplies you wit h a suitably
gifted goalie.
Firs t  t hing to do is select the

number  of human players and
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laboratory  suffers a
-atast rophic  accident -

and is overrun by hordes  of
uncont rollable organic  mut a-
t ions. Cris is  looms as a failure
develops in the air c irculat ion
system and the lives of  resi-
dent  scient ists are endan-
gered. Armed wit h a com-
pressed gas can, you bravely
dash to the rescue_ Hardly  the
most  c redible of  plots. and
when I add that  this  is a game
called HEARTACHE on the
inlay  card and 'Heart  Break'
when you load it  in,  you' ll
appreciate that  Atari haven't
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exactly done a terrifi c job on
the documentat ion!
Overlook ing the rather

obscure reason for it  all,  t he
aim of  Heartache is to guide a
heart -shaped "c learance pod'
t hrough a series of corridors
whic h are supposedly  infested
by the dreaded mutants .  To
clear each corridor you have
to successfully *blow' the pod
f rom one side of the screen to
the other,  ens uring that  it
doesn't  come into contact wi t h
any walls  or nasties. To
achieve this  aim,  our  jet -pack-
ed hero mus t  pos it ion himself
carefully  behind the c learance

1 6 . 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1  I 1 0 1 1 1 1 1 1 1 1 1 1 M I C I a i l l
114.111P- 1 1 1 • 4 1 . .  to I ts

lik I I  •  WO- S e l l i r ol l ue ul l  t h i S i e
OrAtiollAno 1 1 1 -  S i r  M O M

the length of the match - f rom
a quick  nmaround over ten
minut es  to a f ul l-blown ninety
minut e slog. Then,  choose a
team f rom the eight  alterna-
tives. decide on a format ion,
hit  the t rigger and you're oft)
You have full cont rol over
tackles, t hrow-ins  and corner
kicks. The joyst ick but ton is
used to alter the s t rength of
shot. The controls  are quite
easy to manage although,  like
other football s imulat ions ,  the
overall concept does not  lend
Itself  to a single player game.
Find some opposit ion of  the

human variety  and the whole
exercise becomes  mu c h  more
excit ing.

Fantast ic  Soccer is  probably
the neares t  You c an get to the
real t h i n g  on y our  At ari  (and
that 's n o t  v ery  n e a r  a t  all! ).
Zeppelin have, yet again, come
up wi t h  a  novel approac h t o
an age-old t heme and done so
wit h t he h igh s tandard of  pre-
sentat ion t hat  we have almos t
come t o expect f rom them.  I 'm
pleased t o  say  t hat  Fant as t ic
Soccer does  live u p  t o its  less
than modes t  t it le!

AFFAIRS OF THE HEART
pod before let t ing rip wit h the
compressed gas. The pod then
shoots off at a speed roughly
corresponding to the strength
of the gas and,  mishaps  ex-
cepted, you're all set for
another blast. Each screen
has a t ight  t ime l imit  applied
so you can't  af ford to hang
around!
Some of  Atari's recent re-

leases in the 'Act ion Games'
series - Speed Hawk  and Tiger
Attack, for example - have
been not hing less t han su-
perb. Alt hough by no means a
disaster. Heartache isn't  quite
in the same league. For inst-
ance, the main character,
whose movements  do not
seem at all natural,  is poorly
defi ned and coloured.  An irri-
tat ing (albeit  quite well prog-
rammed) t une plays con-
t inuous ly  t hroughout  the
game and the fact t hat  you
can't  t urn it  of f  has a negative
effect on the all- import ant
playabilit y  factor.

It seems to me as t hough
Atari may  have ignored the
author's  original intent ions
and released Heartache wit h-
out  any consultat ion,  Fre-
quent  references to someone
called 'Lisa* during the game
suggest the intended story
was perhaps more of  a roman-
tic rescue. This  could explain
the feeble plot  and t it le incon-
sistency between program and
packaging.
Not one of  Atari's best - but

not  to worry !  The company
apparent ly  have several new
goodies in the pipeline and if
their recent out put  as a whole
Is any thing to judge by. these
should be well wort h wait ing
for. Start  sav ing today!

Title: H E A R T A C H E
Publisher: Atari Corp.
Price: £ 7 . 9 9  cassette
Players: 1
Loading: 13  minutes

Rev iewed by Paul Rixon
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GREEN BERET
magine Sof tware are bet-
ter remembered for the
games that  they didn't

release on the Atari t han those
that  they did. Despite c hurn-
ing out  games for the lesser
brands of  micro, they only
ever managed to produce a
couple of  t it les for the best
machine of  the lot.
One of these was GREEN
BERET,  a conversion of  the
Konami arcade game in whic h
you c ommand a highly  t rained
combat  soldier wit h a s imple
yet challenging miss ion - to
Infi lt rate a series of strategic
defence installat ions.  Your ob-
ject ive is to cont rol the Green

Title: G R E E N  BERET
Publisher: The Hit  Squad

(Imagine)
Price: £ 2 . 9 9  cassette
Players: 1
Loading:  15.75 minutes

Reviewed by Paul Rixon

WHO D R  I DO LE D I  I  P A S t  I I *  D I  I T  FIDEOS
T W  C R O W D  H U R L  E c %  I A A S  H I  ° L A I
THE  K E E P E R  1 0  P O  I O N  B A L L  I N  T H E
P I GHT C O R N E R  t *  M E  N E  1
I N  T H E  4 4 T H  P I  ' M i f f
THE A R S E N A I  N O  I t  I  u m  I H E
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managerial game! I f
you didn' t  fancy shell-

ing out  nine pounds  for Zep-
pelin's Kenny Dalglish Soccer
Manager (KDSM - rev iewed
last issue) there's now a
budget alternat ive f rom the
same company  - and to me it
looks every bit  as good!
WORLD SOCCER has you
managing a Brit ish football
c lub (you can choose your
favourite team f rom a lis t  of
fifteen) t hrough the leagues of
the ult imat e World Soccer
compet it ion.  Like KDSM,  the
game is graphically  orientated

Beret t hrough each mil i t ary
base avoiding bullets,  mort ar
bombs  and miss iles  as you go.
The biggest obstacle is the
sheer number of enemy sol-
diers who dash across the
screen and even follow you up
ladders  should you contem-
plate escape. One way out  is
to perform an enormous  leap
via a fl ick of  the joyst ick, but
more often than not  you'll end
up landing in a dangerous
s ituat ion wit h no t ime to
react. Alternat ively ,  you can
eliminate the opposit ion wit h
y our t rusty  fi eld knife - but
this  requires perfect t iming
and the success rate isn't
high.  Get it  wrong and the
game jolts  to a dis turbingly
sudden halt .  Bullets  are best
avoided by a duck ing tactic,
but  again this  leaves you open
to at tack f rom other quarters.
Your t riplicate lives don't  last
for long!
The background scenery isn't

wit h all player interac t ion tak-
ing place via a joyst ick *poin-
ter' - there Is no keyboard
input .  There are ten princ ipal
opt ions to choose f rom, whic h
are represented by carefully
shaded icons s urrounding an
equally  art is t ic  drawing of  the
cup. Mak ing a select ion
couldn't  be easier - jus t  point .
click, and you're away!
The Bank  Manager is a gener-
ous fellow and wil l  cheerfully
give you an enormous  loan to
pay for those muc h needed
extra team members,  when
offered by  the Scout. I f  the
bank  balance gets too low, you

had at all,  cons is t ing of lots of
interes t ing objects for you to
c limb,  jump and hide behind
as you explore the various
levels. Unfortunately ,  the
scrolling is a t rifl e on the jerky
side and the joyst ick response
is less t han perfect. Sound?
Well,  apart  f rom an atmos-
pheric  d rum beat all the way
t hrough and a s iren at  the
start  of  each level, there isn't  a
lot  of  it to speak of.
When Green Beret  was re-

leased as a f ull priced game, I
v iewed it  as a big disappoint -
ment .  Aside f rom the unspec-

tacular graphics  and sound,  it
is ridiculous ly  diffi cult  to mas-
ter the fi rst screen, let  alone
progress to the second level.
However, like all challenging
games it 's possible to beat
wi t h patience, det erminat ion
and, especially.  pract ice. So, i f
you're a pat ient .  determined
person wit h a good deal of
t ime to spare, Green Beret
could be the game you need. I f
not, keep an eye open for Im-
agine's Arkanoid on the same
label.  Check out  the rev iew in
Page 6 issue 31.

WORLD SOCCER
can easily sell unwant ed play-
ers. The Scout wil l assign your
team a rat ing for defence, mid-
field and attack, and suggest
ways of improv ing its perform-
ance, The Medic  wil l  keep you
up to date wit h the progress of
Injured players and decide
when they can ret urn to work.
You can choose to have de-
tailed tex tual commentaries
dur ing each match f rom Joss
MacDonald,  'ZEP TV'S top
sports reporter' (good graphics
here!), o r  you opt  for an in-
stant  display  of the match re-
sults. Subs t it ut ions  can be
made at half  t ime should a
player be injured - prov iding
you have previously  desig-
nated an appropriate man in
the team selection.
Furt her opt ions allow you to

store unfi nished games on
cassette for later re-loading.
v iew the league tables and
current  team format ion,  and
select players for the forth-
coming match based on their

age, abilit y ,  speed and fitness.
Before you proceed wit h the
match,  you are advised of  the
strengths and weaknesses of
the oppos it ion and can there-
fore decide whet her or not  to
go back and revise your for-
mat ion.  Af ter the match,
there's a round up of  the other
results  for the day.
Hav ing compared WORLD

SOCCER with KDSM I have to
say that  apart  f rom the 'goal
highlights* of  the lat ter,  there's
not  really  an awful lot  to
choose between the two -
apart  f rom the price, t hat  is.
I've lit t le doubt  that  this  de-
serves to be another winner
for Zeppelin.

Title: W O R L D  SOCCER
Publisher: Zeppelin Games
Price: £ 2 . 9 9
Players: 1
Loading 1 6  minutes

Reviewed by Paul Rixon
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pelin that  has not hing
o do wit h football?

MOUNTAI N BIKER RACE is a
s imulat ion of  all-terrain cycl-
ing in a-s imilar mould to the
recent release f rom Alternat ive
Software. No split  screens in
this  one t hough - it 's  s t ric t ly
for the solo cyclist.
A jazzy t heme tune kicks of f

the proceedings (nice to hear
some sound effects f rom Zep-
pelin!) and a press of  the t rig-
ger takes you s t raight  to the
act ion - a horizontally  scroll-
ing, s ide-on v iew of  the int re-
pid mount ain biker.  The cycle
Is cleverly animated and the

Title: M O U N T A I N  BIKE
RACER

Publisher: Zeppelin Games
Price: £ 2 . 9 9
Players: 1
adding:  15 . 5  minutes

Reviewed by Paul Rixon
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B,Ware by the 'Daz'
rogrammers  who

seem to writ e most  of  the in-
house sof tware released by
Hinck ley  based c omput er
dealer B.Bytes. Like other
programs  in the range.
ESCAPER is supplied in a disk
wallet  wit h a c rudely  produced
Inlay card bearing a has t ily
writ ten(?) scenario for the
game. Every expense spared,
you might  say.
It t ranspires  that  the Eart h is

about  to be zapped into a zil-
l ion pulsat ing cosmic ecto-ato-
mic  part ic les (or rocks. even)
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scenery nicely drawn,  wi t h
digital read-outs  at the base of
the screen indicat ing the cur-
rent  score, cash balance and
t ime remaining for the section.
Joyst ick  controls  are relat ive-
ly s imple - push f orward to
speed up.  pul l  back to s low
down and press the t rigger to
perform a ' jump'  (who said
any thing about  realism?!),  To
prevent  the biker f rom ending
up in a heap, you have to
negot iate each obstacle at pre-
cisely the correct speed - dead
s low for walls,  top speed going
up hill.  and s lower coming
down.  I n addit ion there are
swamps,  rocks and spikes re-
quir ing sk ill and accurate t im-
ing to avoid a disaster. Get it
wrong and you' ll lose a lot  of
t ime recovering f rom the mis-
take - and s t ill be forced into a
second at tempt.  At  the end of
a sect ion you're awarded wit h
a cash bonus  based on the
Lime outs tanding.  You can use

but  you've been granted a
chance to escape by the evil
Zargoid,  who seems to t hink
that  anyone intelligent  enough
to own an 8-bit  Atari is
obv ious ly  worth preserving?
Zargold has  t ransported you
to the long lost city of At lant is
and challenged you to defeat
his elaborate defences. Suc-
ceed in the miss ion and you
can escape t hrough an ejector
tube to a safe galaxy. Simple,
eh? Unfortunately ,  what  isn't
ment ioned in the plot  is the
at roc ious racket whic h accom-
panies every second of  the
game. enough to make even
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the money to buy  various
goodies which can hopefully
assist you in the following
stages. These inc lude a pun-
cher repair kit, whic h seems
to protect  you agains t  one par-
t icularly  defl at ing problem
(groan!), and a t ime boost -
useful for the later, more diffi -
cult  sections.
That 's  essent ially all there is
to Mount ain Bike Racer. It 's a
s t raight forward race against
the clock for one player and
can't  really  be compared wit h
Alternat ive's release whic h has
many  more opt ions and more
complex controls. The game

relies heavily  on the v isual
effects for Its appeal.  but  like
most o f  Zeppelin's  sof tware,  i t
succeeds o n  t h i s  f r o n t  w i t h
style. Onc e y ou s tart  t o  prog-
ress t hrough the init ial stages,
the game becomes surpris ing-
ly addic t ive.

I t 's  g o o d  t o  s e e  Ze p p e l i n
Games not  only  c ont inuing to
produce a s teady  fl ow of 8-bit
software, b u t  also maint aining
the except ional s tandards  that
have bec ome a  t rademark  o f
the company .  Zeppelin's  prog-
rammer  I an Copeland is  to be
congratulated f o r  yet  anot her
super game.

E S C A P E R
the s implest  objective a pain-
ful experience! When I tell you
that  the sound is bad, I really
mean BAD?!
Escaper is basically  a plat -

form game. the idea being for
you to manoeuvre your char-
acter t hrough various screens.
opening 'code locks' as you go,
whic h permit  your progression
onto subsequent  locations.
Ens uring that  the task isn't
too s t raight forward,  there are
lire pits, mid-ai r  explosions
and an ext remely  annoy ing
'blob' whic h chases you
around each screen, zapping
energy f rom your limited
quota.  All of these nast ies are
c learly  best avoided!
Aesthet ically speaking there's

not  a lot  to get excited about
but  most  of the graphics are
quite well done and some
thought  has gone into the de-
sign of  the ten dif ferent  loca-
t ions. On the negative side
there are signs of sloppy prog-
ramming.  such as "At t ract

Mo d e  colour cycling not  hav-
ing been disabled after joys-
t ick Input .  I t 's also possible to
crash the computer by press-
ing certain keys on the
keyboard.
Although this  is obv ious ly  a

relat ively amateurish prog-
ram,  I have to say that  i f  it
were not  for the ridic ulous
sound effects I would almos t
consider it  a recommended
purchase. &By t es  deserve
thanks  for their 8-bit  support ,
but  I do hope they won' t  neg-
lect the qualit y  cont rol aspects
of the bus iness  in order to get
a mass of products  on the
market .  Yet more f rom B.Ware
next issue.

Title: E S C A P E R
Publisher. 13.Ware Software
Price: £ 5 . 9 9  cass/disk
Players. 1
Loading: 1 . 25  mins (disk)

Reviewed by Paul Rixon
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ACE OF ACES WWI 2.95 KICK OFF (64kI 9.95
ASTRO OROID 2.95 KNIGHTMARES 2.95
BOULOERDASH CONSTR. KIT 2.95 LAS VEGAS CASINO 2.95
COSMIC PIRATE 2.95 LITTLE DEVIL 2.95
CRACK UP 135 MAD JAX 2.95
DAWN RAIDER 1.95 NINJA COMMANDO 2.95
DOMAIN OF UNDEAD 215 NUCLEUS 2.95
ORACONUS 16410 8_15 PERISCOPE UP 1.95
ENCOUNTER 2-95 PLANET ATTACK 2.95
EXPLODING WALL 2-95 PRO MOUNTAIN BIKE SIM 2,95
FANTASTIC SOCCER 2,95 SCAPEGHOST 12.95
FOOTBALL MANAGER 2.95 SCREAMING WINGS 2.95
FRUIT MACHINE SIM 2.95 SPACE WARS 2.95
GHOSTBUSTERS 2.95 SPEED ACE 2.95
GRAND PRIX SIMULATOR 2.95 SPEEDRUN 2.95
GREEN BERET 2.95 STAR WARS 835
GUNFIGHTER 1.95 SPY VS SPY TRILOGY 835
HARDBALL 2.95 TECHNICOLOUR DREAM 835
HEARTACHE 1.95 WAR COFFER 2,95
JOCKY WILSON'S DARTS 2.95 WORLD SOCCER 2.95
K. DAIGLISH SOCCER 8.95 ZYBEX 2.95

INSTANT PLAY
XL/XE ROM

CARTRIDGES
ARCHON
BALLBLAZER
BEAM RIDER
BLUE MAX
DESERT FALCON
DESIGNERS PENCIL
DONKEY KONG
FOOD FIGHT
H.E.R.O.
JOUST
KABOOM!
MASTERTYPE
MINER 2049er
MISSILE COMMAND
MOON PATROL
PACMAN
PITFALL II
POLE POSITION
REALSPORTS AMERICAN
FOOTBALL
RESCUE ON FRACTULAS
RIVER RAID
SPACE SHUTTLE

14.95
14.95
9.95

14.95
14.95
9.95

12.95
14.95
9.95

12.95
9.95

14.95
9.95
9.95

12.95
12.95
9.95

12.95

12.95
14.95
9.95
9.95

TENNIS 9 . 9 5
ZENJI 9 . 9 5

L A N G U A G E S
ACTION! 4 9 . 9 5
BASIC XL 3 9 . 9 5
BASIC XE 4 9 . 9 5
MAC/65 4 9 . 9 5

XL/XE DISKS
A R K A N O I D
B L U E  M A X
B O U L D E R D A S H  I I
C O N F L I C T  I N  V I E T N A M
F I G H T  N I G H T
G U I L D  O F  T H I E V E S  ( 6 4 K )
K E N N E D Y  A P P R O A C H
K I C K  O F F  ( 6 4 k )
L A N C E L O T  ( 6 4 K )
L I V I N G  D A Y L I G H T S
M I N I  O F F I C E  I I
N E W  Y O R K  C I T Y
N A T O  C O M M A N D E R
Q U A S I M O D O
R A M P A G E
S O L O  F L I G H T
S C A P E G H O S T
S P E E D  R U N
S P Y  V S  S P Y  T R I L O G Y
S P Y H U N T E R
T E C H N I C O L O U R  D R E A M
T E M P L E  O F  A P S H A I  T R I L O G Y
T I M E  &  M A G I C  ( 6 4 K )
T O U C H D O W N  F O O T B A L L

1 1 . 9 5
7 . 9 5
5 . 9 5

1 6 . 9 5
7 . 9 5

1 6 . 9 5
1 2 . 9 5
1 2 . 9 5
1 2 . 9 5
1 2 . 9 5
1 6 . 9 5

3 . 9 5
1 2 _ 9 5

7 . 9 5
7 . 9 5

1 2 . 9 5
1 2 . 9 5

8 . 9 5
1 2 . 9 5

7 . 9 5
9 . 9 5

1 2 . 9 5
1 2 . 9 5
1 2 . 9 5

S
U
!  
1  
0

f r
ete feettcorae choice

/* IA" 4
1 4
0
4
A e l l t
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XL/XE CASSETTES

ACCESSORIES
P A D D L E S  ( P A I R )
P R O  L I N E  C O N T R O L L E R
O U I C K S H O T  I I  T U R B O
S P E E D K I N G  A U T O F I R E
C H E E T A H  E X T E R M I N A T O R
C R U I S E R

2600 VCS CARTRIDGES AVAILABLE
ST SOFTWARE AVAILABLE

9 . 9 5
7 . 9 5

1 2 . 9 5
1 2 . 9 5

5 . 9 5
9 . 9 5

HAWKQUEST
"A classic in the making"

Disk E17.95
Available NOW!
Cassette E9.95

(Release to be confirmed)

AL
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New Mori User - Issue 43 4 5



XL/XE TYPE-IN

SK

46 I s s u e  43 - New Atari User

1 SH!

I
n  
a  
s
t
r
a
n
g
e
,  
d
i
s
t
a
n
t  
l
a
n
d  
a  
r
i
v
a
l  
p
o
w
e
r  
i
s  
s
e
c
-

retly amassing an invasion force. Your leaders
have discovered this and think that a small

pre-emptive strike will give them second thoughts.
You are in command of the squadron detailed to
carry out this attack. Your 5 bombers must destroy
as many tanks, rockets and buildings as possible
while your fighter defends the bombers from the
dangers of aerial mines, missiles and enemy
fighters. •
Ail your planes are controlled simultaneously
using a joystick, the plane under control being
highlighted in white. The bombers fly in strict for-
mation but the fighter can be moved vertically.
Move the joystick left then vertically to select the
required bomber and press the button to drop a
bomb. Move the joystick right then vertically to
control the fighter, pressing the button to fi re an
air-to-air missile.
To pause the game press SELECT then press the

joystick button to continue. The game ends when
all your planes are gone. Press the button to play
again.

Only one player but six planes to control
in Bill Halsall's new game!

SCORING
Aerial mines, missiles and fighters

10 pts
Buildings
20 pts

Tanks and rockets on the ground
100 pts

TYPING IT IN
Both cassette and disk users should type In List ing 1. SAVE or
CSAVE a copy. then RUN the program. The program will cheek
each line of data and inform you of any errors. Correct any errors
and RUN the program again unt il all errors are eliminated. When
this is done answer the cassette/disk questions accordingly to
create a boot tape or binary disk file.
Cassette users should load the boot tape created by firstly
removing all cartridges and then turning on the computer while
holding down the START key (XL and XE owners should hold down
OPTION as well). Press RETURN and the tape will load and run
automatically.
Disk users should also type in List ing 2 and save it  on the 5ame

disk as the binary file created by List ing 1. RUN the List ing 2
program with the disk in drive 1 and the game wil l  load and run
automatically.



E N  g  R E M  141.HH( 1.111- 1*** * *S H4- 01*11H*4H.HCI.H.H***11144- 144*

RO 1  R E M  *  S K I R M I S H

FS 2  R E M  *  b y  B i l l  H e l s e l '
TA I  R E M  *
SH 4  R E M  *
EM 5  R E M
JW 6  R E M  *  NE W  A T A R I  US E R -
E0 7  R E M
NH 8  R E M
NA 1 4  R E M

AL I l e  ?

MAKFR -  BAS E D.  ON.  HENSAVER
BY M I C K  H I G G S

WORKED O KAY

L i s t i n g  1

" : T R A P  l e o

APRTT. / 8  *

OK 1 6  R E M

PD 2 0  D I M  L I N E S ( / 6 ) , A $ C 8 1 / 2 ) : L I N E = 9 1 0 1 C N T
=
-
4
8
:
T
R
A
P  
1
0
0
:
G
O
S
U
B  
2
0
0

114 3 8  A S C I 1 8 " : A S ( 8 1 9 2 ) = " 0 " : 4 5 ( 2 ) = A S

RG 4 8  L I N E = L I N E + 1 0 . C N T -  : R E A D  L I N E S ,
CHNS UW ? " g l o g e o m m  L I N E  " ; L I N E

I N  5 8  C H K = U S R c 1 5 3 6 , 4 D R ( L I N E S ) , A O R ( A S ) + C N T

0 1  6 8  G O SUB 3 8 0 : G O T O  4 8
VH 1 0 0  I F  P E E K ( 1 1 5 ) 0 6  T H E N  ?  "E RRO R " ; P E

E K ( 1 / 5 ) ; C H R S ( 2 5 3 ) : E N D

RX 1 2 0  ?  " C D ) I S K  O R  ( T ) A P E " : G O S U B  L 8 0 : I F
K=6 8  T H E N  1 4 8

A N . 1 3 0  ?  " R E A D Y  CAS S E TTE  A N D  P RE S S  RE TURN

":O P E N U 1 , 8 , 1 2 0 , " C : " : G O T O  1 6 0
KV 1 4 8  ?  " R E A D Y  D I S K  A N D  P RE S S  RE TURN": G O

SUB 1 0 0 : I F  K 0 1 5 5  TH E M  1 4 0

EB 1 5 0  O P E N W 1 , 8 , 8 , " D : S K I R M I S H . 0 0 J "
YN 1 6 0  ?  U 1 ; A 5 C 1 , 2 0 1 6 ) : C L O S E  O I : E N D
zH 1 0 0  C L 0 5 E  1 1 1 :0 P E N 0 1 , 4 , 0 , " K : " ; G E T  $ 8 1 , K

:CLOSE X I I R E T U R N
MO 1 0 0  F O R  A = 1 5 3 6  T O  LO BO :RE AD D : P O K E  A , D

:NE X T A : R E T U R N

I X  2 1 0  D A TA  2 1 6 , 1 0 4 , 1 0 4 , 1 3 3 , 2 0 4 , 1 0 4 , 1 3 3 . 2
0 3 , 1 0 4 , 1 3 3 , 2 0 6 , 1 0 4 , 1 3 3 , 2 0 5 , L 6 9 , 0 , 1 4 1 , 1
2 7 , 6 , 1 4 1

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

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

15 2 4 0  D A T A  1 0 , 1 0 , 1 8 , 1 0 , 1 4 1 , 1 2 3 , 6 , 1 7 2 , 1 2 5
,6 .2 0 0 ol4 e ,1 2 5 ,6 ,1 7 7 .2 8 3 ,3 z,1 1 1 ,6 ,2 4

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

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

V I  3 0 0  D L N E = P E E K C 1 8 4 ) * 2 5 6 + P E E N t 1 8 3 )

RV 3 1 0  I F  L I N E O D L N E  T H E N  ?  " g p M g  " ; S T R S (
LINE); " 1I)412111111-; END

AZ 3 2 0  I F  CNKS UM O O CK T H E N  ?  "E RRO R I N  D A

TA A T  L I N E  " ; S T R S C L I N E ) : E N D
ZF 3 3 8  RE TURN
KU l e e s  D A T A  0 0 1 6 0 0 2 0 2 7 2 0 A 9 0 0 0 0 2 F 0 2 4 / 3 C 8 D

0 2 0 3 4 5
1
0 0 8 D E
7 0 2 8 5 8
E A 1 3 8
8 D E 0 8
2 8 5 8 F
A 9 2 0 0
5

0 A A l 2 8 8 5 8 8 1 8 6 8 4 C 6 C 2 A 4 8 8 4 4 8 A 6 8 C , 4 1 8 4

SKIRMISH!
Hm 1 0 1 8  D A TA  8 0 5 F 2 0 8 D 0 I 0 0 0 D 0 0 0 4 0 D 5 5 2 8 8 D 8 A

D4 8 D0 AD4 8 D8 AD4 8 1 7 1 3 DO E 8 E 8 8 0 0 0 8 2 A2 0 8 0 6 8 C

6 8 A4 6 0 4 0 DADCDADCDADCDADCDADC3 0 , 6 6 3 2
FE 1 0 2 0  D A T A  3 0 4 8 4 0 5 0 5 0 4 0 4 0 3 0 3 0 A 5 B 0 F 8 1 c A 5

B E 3 8 E 9 8 1 2 9 0 3 8 5 0 E 8 D 0 4 D 4 c / 8 3 D 0 e c 4 2 0 8 F E 0 8

3 4 E 8 E 8 E 0 E 8 4 5 D 8 F 6 A / 2 8 0 0 0 0 0 2 4 9 2 0 , 5 4 5 0
GM 1 0 3 0  D A T A  8 1 ) 0 1 0 2 4 C 6 2 E 4 7 8 4 6 8 8 3 4 4 2 4 0 3 0 D 4

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

AN 1 0 4 8  D A T A  5 6 0 4 0 0 5 0 0 4 0 0 5 4 5 4 0 0 5 C 5 4 8 0 5 E D 4
8 8 6 0 0 4 0 0 6 2 5 4 8 8 6 4 5 4 0 0 6 6 5 4 0 8 6 8 5 4 0 0 6 A 5 4 6 0
6 C 4 2 D 0 3 8 4 1 0 8 3 4 5 5 5 7 6 0 6 8 6 8 6 0 F E F F , 4 1 4 9

TO 1 0 5 0  D A TA  9 E 7 9 E 7 9 E 7 9 E 7 / E 7 / 5 5 A A F F 5 5 A A F F

55FF66613686066606136BAAAAAAAAA4AAAAAA70
DE B7 E D7 O DE 8 1 E D5 5 6 9 9 6 5 5 5 5 6 1 9 6 5 5 ,  7 2 5 5

LP 1 8 6 0  D A T A  5 5 5 5 4 A A A A A A A F F F F 5 5 5 5 6 A 6 4 6 4 6 A
7 F F F 5 5 5 7 A 8 0 0 A 8 0 8 E F F F 8 e 0 F 2 A 2 9 5 5 2 9 2 0 0 F 8 0
F C A A 6 A 6 A 6 A A A F C 0 0 8 2 0 9 2 6 0 9 0 2 0 0 0 0 , 5 2 0 4

OH 1 0 7 0  D A T A  2 4 4 8 5 5 5 5 5 5 A 8 2 A 0 O F F F F F F F F F F F F
FI FFF8 8 1 4 7 8 FE 4 BE CF3 3 C0 8 2 A1 C7 F1 C2 4 0 8 0 0 8 0
F 8 F 8 7 C 7 C 3 E 3 E F F F F 3 E 3 E 7 C 7 C F 8 F 8 0 0 , 6 2 5 5

ZH 1080 DATA eeeece7erE3Frc7eceeeeeeee8e7
3 FE A 3 F8 7 0 0 0 8 8 0 8 0 0 E 1 C 7 FFF7 F1 C O E 8 0 0 0 0 8 8 8
0 0 0 7 0 F 3 F 0 E 1 C 3 D 7 F F F 7 F 3 D I C A E 3 F 0 F , 3 0 2 4

RO 1 0 9 0  D A T A  8 7 8 0 8 8 8 8 2 2 3 9 8 0 2 2 2 9 2 c z c 8 0 2 8 2 1
2 C 3 3 2 1 2 C 2 C 0 0 2 6 2 F 3 2 0 8 2 E 2 5 3 7 0 0 2 1 3 4 2 1 3 2 2 1

0 8 3 5 3 3 2 5 3 2 3 3 2 0 2 1 3 2 2 D 2 1 3 3 2 0 3 3 2 3 , 1 6 7 1

MO 1 1 8 0  D A T A  2 E 3 2 2 5 0 0 2 0 2 9 2 7 2 8 8 0 8 8 1 0 1 0 1 0 1 0
1 0 1 0 A 9 0 0 8 0 2 F0 2 2 8 1 1 0 2 9 2 0 8 E 2 2 4 2 2 1 8 D 8 4 2 1 9 D

A 7 3 0 C 4 1 0 F 7 A 2 0 7 8 D D 6 2 1 7 0 0 8 3 4 C A 1 0 , 3 8 5 6
UN 1 1 1 0  D A TA  F 7 A 2 5 1 0 D 9 6 2 8 9 D 8 8 3 4 C A I 0 F 7 2 0 D D

2 2 2 0 2 9 2 3 4 2 0 5 A 9
1
1 8 5 D D C 3 0 6 D E A 2
1 9 D F 1 3 0 8 D D E

2 1 9 0 1 ) 6 3 0 8 D E 4 2 1 9 D F8 3 8 C A 1 0 E 6 A 9 0 0 , 5 9 9 2
MU 1 1 2 0  D A TA  8 5 0 0 2 0 6 E 2 6 0 9 6 0 8 D 0 0 0 0 8 5 0 1 2 0 E 8

2 4 A 9 3 8 8 D 8 7 D 4 8 D r 4 0 2 A 2 0 8 8 D 8 0 E 0 9 0 0 0 3 8 6 D 0 0

E I 9 D 0 8 3 1 E 8 D 0 FI B D E 0 2 0 1 1 D 8 0 3 A E 8 E 8 , 5 9 1 7
SO 1 1 3 0  D A TA  8 0 D 0 F 5 A 9 8 3 8 0 1 D 0 0 A 9 8 1 8 D 6 r 0 2 8 D

O CD0 A9 8 0 8 5 8 C8 0 . 8 8 0 2 A9 0 3 8 D0 F0 2 A9 E M8 D3 0 0 2
A 9 3 4 0 D 3 1 0 2 A 2 0 8 0 D 0 5 2 2 1 0 C 0 0 2 C A 1 8 , 5 2 1 1

ZU 1148 DATA F7A93FeD2F4324869A22811m7285c
E 4 A 9 C 0 8 0 0 E D 4 6 0 0 E D C 0 0 8 8 2 C 2 8 0 4 7 4 4 6 A 9 0 0 A 2

0 F 9 5 5 8 5
,
5 C 0 C A 3
0 F / A /
0 0 0 1 8 8 5
C O A 2 3 0
, 5 3 5 8

DC 1150 DATA a6cc91icse501recoceer7Der46842
0 e l l 0 0 e s / 7 0 7 1 9 / 2 8 3 0 , 4 8 3 0 5
,
9 6 8 3 1 ) / 9 8 e 3 0 1 /
AO 3 DE O CO CAI AD0 E 8 E 0 5 0 DO E 2 6 0 A9 0 0 , 6 8 0 9

UA 1 1 6 0  D A T A  8 5 C 0 6 6 C C 8 1 C 0 6 8 A 0 0 A 0 2 2 5
,
8 7 1 8 6 5 .

0 2 6 8 A D 8 A D 2 2 9 1 F3 8 E 9 0 1 1 0 F6 1 0 6 9 8 FA A 6 9 A D 8 A

D 2 3 8 E 9 0 A 9 8 F 8 A 8 6 0 2 8 2 D 2 4 A 9 0 3 8 5 0 2 , 5 4 2 1
JH 1 1 7 0  D A T A  A 9 C 1 8 5 0 3 8 5 0 4 8 5 8 6 8 5 8 7 A 9 C 2 8 5 8 5

2 8 0 E 2 3 E 6 0 5 4 5 0 5 C 9 C 8 D 0 F 5 8 5 8 3 0 5 0 7 A 9 C 1 8 5 8 4

A 9 C A 8 5 8 6 2 8 B E 2 3 c 6 B 2 0 0 D 4 4 9 1 4 0 5 0 2 , 7 7 1 3
BG 1 1 e 0  D A T A  A 9 C C 8 5 8 4 4 9 C 8 0 6 8 3 2 0 4 3 2 3 A 9 C E 8 5

84a9cD058329A323c6e2D9csA886288323ceDe
F 8 6 0 4 / 8 0 0 5 C 8 8 5 C D A 2 7 8 8 6 C c 4 / 4 0 8 5 , 6 9 5 1

DN 1 1 9 0  D A T A  CE BI CO 9 I CDE 6 CE 9 I CDE O CCE 6 CE E 8
E 8 8 7 D O E F 6 8 2 0 1 0 2 3 2 0 1 F 2 3 2 0 F E 2 2 0 8 r 5 C 8 2 0 F E

2 2 D 8 E F A 5 0 4 9 1 C 6 0 8 4 5 0 3 9 1 C 6 6 8 2 8 1 8 , 7 3 1 2
NE 1280  DATA 238508288773658e85892e1r2365

0 4 2 0 0 7 2 3 6 5 0 A 0 5 0 0 A 9 0 8 0 5 C 0 4 6 8 8 A 4 8 A 4 5 8 4 2 8

continued o r
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SKIRMISH!

YZ 10 REM L OAD  A N D  A L M  PO U 1 1 0 4 1  l o f t
W I R H I S H

GJ 26 OPEN U 1 , 4 , 6 9 . . D : 6 K I R M I 5 H . 0 0 J "
OC 3 0 POKE 8 5 0 , 7 : P O K E  8 5 2 , 0 : P O K E  0 5 3 , 3 2 ; P

OKE 6 5 6 , 2 5 5 P 0 K E  8 5 7 , 2 5 5
SN 4 0 M = U S R ( A D R ( T h h h W A N C " ) , i 8 )
80 5 8 CLOSE N I : K = U 5 A ( 8 2 3 2 )

2 8 2 4 C 6 A 5 0 3 2 0 2 0 2 4 C 0 C 4 0 0 0 0 F 8 A 5 8 6 , 5 8 2 3
VD 1 2 1 8  D A T A  2 0 2 8 2 4 E 8 A 4 6 A A 5 6 4 2 6 2 8 2 4 C 6 A 5 6 5

2 0 2 8 2 4 C 8 C 4 8 8 D 8 F8 A 5 8 6 2 0 2 8 2 4 E 8 E 4 0 9 0 0 E 4 A 4

8 A A 5 8 4 2 0 2 8 2 4 A 5 8 7 C 8 2 0 2 0 2 4 C 8 C 4 8 8 , 6 4 1 4
EN 1 2 2 0  D A T A  P 0 F A A 5 8 6 2 8 2 8 2 4 6 6 8 6 C C 1 1 C 0 6 0 4 1

0 6 0 5 8 A 2 8 1 0 2 3 6 6 8 2 8 6 8 6 2 0 4 D 2 4 2 8 6 0 2 4 A 5 B 8 C 1
E 0 0 6 F 4 2 0 4 D 2 4 4 6 8 2 2 0 6 3 2 4 6 0 A 5 8 A A 8 , 5 7 1 /

OK 1 2 3 8  D A T A  1 8 6 1 2 6 0 5 6 8 2 0 6 2 2 4 C 0 C 4 O 8 D 8 F 0 8 4
N A 6 0 2 0 1 0 2 3 6 6 8 1 4 6 6 0 E 4 8 1 F 0 1 4 3 0 6 A 2 0 8 2 2 4 C A

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

2 6 2 8 2 4 ( 6 2 8 2 8 2 4 0 8 2 6 2 0 2 4 C 4 6 8 A C 0 8 3 4 2 0 8 3 2 3

6 0 4 5 8 0 D0 7 1 AD7 8 0 2 2 1 0 3 4 D0 0 E A5 CAD6 , 5 8 8 2
ES 1 2 5 0  D A T A  A A A 9 0 1 8 5 0 0 2 0 6 4 2 5 4 C 1 F 2 5 A 0 0 5 3 6

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

TO 1 2 6 6  D A T A  1 8 6 9 0 2 0 5 8 1 2 0 E 0 2 4 4 C F C 2 4 A 2 0 6 A 4
8 1 8 D0 0 2 1 1 1 6 8 3 CC8 E 0 E 8 0 CD0 F4 6 0 4 5 8 F0 . 0 1 FAD

8 4 0 2 0 6 2 A A D 0 5 3 0 D 0 1 5 4 9 6 7 8 5 8 F A 6 8 1 , 5 1 3 6
U0 1 2 7 0  D A T A  6 6 C O O D 8 5 3 0 0 / 8 2 9 D 8 5 3 8 4 1 1 0 1 8 0 0 6
. 3 0 4 6 8 F F 0 O C E 8 0 8 F 0 0 / E 8 E 8 E 8 8 6 8 F 8 E 8 4 D 0 6 0 A /

6 8 6 5 0 F A 6 C O O D 0 5 3 0 2 1 F C 9 D 6 5 3 0 6 0 A 5 , 5 7 / 5
KL 1 2 6 0  D A T A  8 0 F 6 7 0 A D 7 0 8 2 2 1 0 0 D 8 0 D A D 0 5 3 0 0 8

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

8 1 D 8 1 2 4 4 C 4 F 0 2 6 8 8 6 4 C 4 6 1 0 6 3 0 D 8 F 4 , 5 1 0 8
OK 1 2 9 0  D A TA  2 0 6 1 2 6 4 C 9 C 2 5 A D 7 6 0 2 2 1 8 2 D 0 1 F A 4

C 4 C 0 0 4 F 0 1 2 C 0 0 4 C 4 0 5 0 0 3 0 0 0 F 2 4 C 7 0 2 5 4 D 0 0 3 0
DO E AFO DO 4 D0 4 3 0 D0 CAFO D4 A5 CI DO I E , 8 0 6 0

UN 13041  D A T A  A D 8 4 0 2 0 0 5 6 A 6 C 4 8 D 0 0 3 0 D 8 1 2 8 D 5 1
2 6 8 5 C 2 8 D 5 6 2 6 8 5 C 3 8 0 5 8 2 6 8 D 6 0 2 6 0 . 8 8 E 4 5 C 1 F6
3 3 C 1 2 8 F 0 3 0 2 1 8 1 F 6 0 2 E 6 C 3 E 6 C 2 A 5 C 2 , 6 1 8 1

OE 1 3 1 8  D A T A  8 D 8 5 V 8 A 4 C 3 A 2 8 0 8 / 0 6 3 8 2 1 F 3 1 0 4 C
2 6 1 9 8 6 3 8 C 8 E 8 E 0 6 5 0 0 E FA 5 C 1 6 4 8 D 8 2 D 2 A 1 4 6 6 D
8 3 0 2 E 6 C 1 6 0 2 8 2 1 2 A A 4 C 3 A 2 0 0 6 6 C 1 0 E , 5 1 8 6

CV 1 3 2 0  D A T A  6 2 D 2 0 E 0 3 0 2 8 1 0 6 3 8 2 1 F 3 1 1 0 6 3 8 C 8
E 8 E 0 0 5 D0 F2 A5 C2 3 0 E 5 0 2 0 E 5 0 E 4 A4 A1 8 8 0 0 0 3 4 0 6

C 0 A D 6 0 2 6 8 5 C C A 0 0 0 A D C 0 0 2 0 5 0 4 0 D 1 A , 5 5 7 1
UT 1330  DATA 0881csiese3e1E9c89e062e8F294c

43262813211e5•v1ceE6Cc91cs698688846488
3 6 4 8 5 8 4 8 3 8 2 8 4 0 6 6 0 8 A 0 4 8 5 0 5 8 6 0 6 8 , 4 6 7 6

OR 1 3 4 0  D A TA  4 0 2 0 7 7 2 6 A 5 C 4 8 0 A A A 1 8 E 1 D 5 5 2 8 6 0
2 8 7 7 2 6 A 1 8 E 8 D C 0 0 2 6 8 A 2 0 8 4 9 D A 1 D 5 5 2 0 C A C A 1 0
F 1 A 1 C A 8 D C 0 8 2 6 0 A D 0 E 3 8 2 1 8 1 F 8 F 6 A 6 , 5 3 6 2

OX 1 3 5 8  D A T A  C 5 F 0 0 3 4 C 0 6 2 7 2 8 7 4 2 7 2 8 1 4 2 A 4 D 8 E
30reE6Apec304085e2apeE3ec9e1De1ea96e85
C D A / 2 1 6 5 C E A 1 0 1 6 0 8 7 3 0 4 C D 2 7 6 4 1 0 C , 4 / 7 7

F8  1 3 6 0  D A TA  8 5 C D A 1 1 2 1 8 5 C E A 1
0
0 2 0 0 8 7 3 0 A 5 C A F O

• 3 E E 0 7 3 0 A D 0 A D 2 2 /
1
0 F 0 D 0 0 3 0 4 0
0
3 E 8 5 C C A 0 0 8 A 0

O A D 2 2 9 8 7 A 4 8 0 5 6 2 7 1 6 6 0 6 8 3 0 8 5 C 8 1 8 , 4 1 6 1
OA 1 3 7 0  D A TA  8 2 E 6 CC5 1 CD1 1 C8 C8 C8 0 7 1 9 8 F7 C6 8 2

115a21e08c9re85c5a5c538ED873885c5ep02De
6 D 0 3 D 8 A D 0 8 D 0 2 1 8 C F0 0 8 2 0 3 0 2 5 A 4 C O 3 6 6 1 6

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

4 C 5 E 2 7 A D 0 C 0 6 2 1 8 C F0 0 A 2 8 9 0 2 7 0 1 4 8 1 . 4 7 8 0
LH 1 3 1 8  D A T A  8 8 8 0 4 C 5 E 2 7 6 0 7 8 3 4 5 4 6 E 8 E 8 0 A 2 0 C

emeaav9ro3o5/F83ein5eaEo1aper42096298D
1 E 0 0 6 0 2 0 7 4 2 7 4 C O 5 2 7 A 9 0 0 4 2 2 0 D 0 0 , 5 5 2 0

I C  1 4 8 0  D A TA  3 E E 5 0 0 F A 6 0 A 9 8 0 4 2 2 0 9 D 0 8 3 F E 8 0 0
P A8 8 A2 8 0 8 AA4 0 1 1 1 0 0 3 CCO E 8 E 0 0 E D0 F7 DE I ADO
8 E 0 5 3 0 8 6 0 0 A 5 C A D 0 0 3 2 0 6 4 2 5 6 0 2 0 7 8 1 . 6 0 7 4

ZP 1 4 1 0  D A T A  2 7 A / E C 8 5 C 5 8 D 0 9 3 0 2 0 3 7 2 8 8 5 C 6 6 8
ADO E 3 0 C1 8 2 0 6 F8 AD0 9 3 0 0 6 0 8 2 6 1 4 2 AAD8 E 3 8 F8

E 8 2 8 A E 2 7 A D 0 1 3 0 F8 F0 A 5 C 5 C 1 2 0 F8 E A , 5 6 9 7
I C 1 4 2 0  D A TA  C 6 C 5 2 0 5 6 2 8 A 5 C A FO O ZC 6 C 5 A 2 8 0 4 4

C6 8 0 1 4 2 1 1 9 8 0 3 E C0 E S E 1 0 0 CDO F4 A5 C5 8 0 8 2 DO AD

0 0 0 6 2 9 0 4 FO O C A 5 C 5 8 5 C FA 5 C 6 2 0 6 A 2 8 , 6 4 3 3

PV 1 4 3 6  D A T A  4 C 2 A 2 8 A D 0 C D 0 2 9 0 4 F 0 6 6 2 8 / 8 2 7 4 C
2 4 2 8 A D O O D 0 2 9 6 4 F0 0 F2 0 3 0 2 5 2 0 7 4 2 7 0 D 1 E D 8 8 D

0 9 3 0 2 0 9 6 2 9 6 0 A 5 C A F 0 0 D A D 8 A 0 2 2 9 8 F , 4 1 7 7
MY 1 4 4 0  D A TA  D0 0 4 A5 8 1 1 1 0 6 CAD0 AD2 3 8 E 9 7 2 1 0 F0

6 1 2 0 2 1 FE 8 0 0 A 3 6 6 8 A 5 C 6 3 8 E D O A 3 8 F0 0 8 1 0 0 3 C 6
C 6 6 6 E 6 C 6 6 0 2 6 3 7 2 6 6 0 3 0 0 6 4 5 C F 3 8 E 1 , 5 7 5 4

T/ 1456 DATA 284c7132845cr49rr1869794A4A4A
4a85c9AcirEee3e8ps626a8A908AA99e13D9981
3 FC0 E 8 E 0 0 E DAF4 6 E 1 AD8 A5 C1 C5 C4 0 8 , 6 8 4 0

JM 1 4 6 0  D A TA  0 E A 5 8 0 F 0 0 4 2 8 5 0 2 A 4 5 C A D 0 8 3 2 8 6 4
2 5 6 0 ADO E 3 8 C9 8 4 F8 0 6 AD0 8 3 8 1 , 0 6 E 6 O AD8 1 3 8 0 0
6 8 2 0 1 4 2 A A D O E 3 0 F0 6 6 2 0 A E 2 7 A D 0 9 3 8 , 4 5 3 1

GD 1 4 7 8  D A TA  FO F6 A 5 C 5 C 9 8 8 F8 O C C 6 C 5 2 1 8 1 D 0 8 6
A 5 C A F0 0 2 C 6 C 5 2 0 5 6 2 8 4 2 0 8 4 4 C 6 8 D A 0 2 1 1 1 0 8 3 E

C6 E 8 E 8 1 . 4 DO F4 A5 C5 O DA2 0 8 ADO 6 3 0 D0 , 6 6 5 7
JZ 1 4 6 0  D A T A  2 9 A 5 C 5 C 9 0 0 D 0 2 3 2 0 0 5 2 7 A 1 8 1 0 D 0 6

3 8 A 4 C 6 8 4 C 8 A 1 3 0 1 / 0 4 3 F 1 9 0 E 3 F A 1 C 0 9 1 0 9 3 , 8 D
8830A98685c781)8308ape830r013a5.5342

TE 14500 DATA c738E9e385c78De30ec928Doe5ir9
8 8 6 D 0 8 3 6 A D 0 8 D 8 2 1 8 4 F 0 8 F 2 0 7 A 2 7 0 0 0 9 3 0 7 0 9 6
2 5 0 D 1 E D 0 2 0 3 0 2 5 A D O D D 0 2 5 0 0 F0 1 1 4 5 , 4 5 5 4

GC 1 5 0 0  D A TA  C 7 0 5 C F A 5 C 0 6 1 0 F 2 0 6 4 2 0 2 0 2 1 2 A 0 D
I E D D A D O C D 0 2 9 0 0 F0 1 7 A 2 0 0 A 4 0 1 0 4 9 9 0 2 3 FC 8 E 0

E 0 0 7 D 0 F7 2 0 9 0 2 7 2 0 2 1 2 A 8 D 1 E D 0 6 0 4 2 , 5 3 2 1
1AG 1 6 1 8  D A T A  8 4 D 8 8 5 2 0 1 6 2 5 4 2 0 6 C A FE D C 3 O 8 D D C
3 8 C 1 . 1 4 0 0 0 / 4 9 1 0 / 0 0 C 3 0 E 0 0 0 D 0 E C 2 0 2 1 2 A 6 0 A 2
0 8 3 8 8 D D C 3 O F D E A 2 1 F 8 6 4 9 0 1 4 8 6 0 6 E 8 , 5 7 2 1

00 1 5 2 0  D A TA  ( 0 0 6 D 0 E E 4 2 0 0 8 D D C 3 0 1 D E A 2 1 E 8 E 8
0 6 0 8 , 5 6 8 A 5 C A D 0 0 6 A 5 1 3 2 1 0 7 D 0 3 3 E 6 1 3 A D 9 E 3 0
9 D8 8 3 6 D0 2 1 ADO AD2 2 1 0 3 AA0 D1 6 2 A6 D, 5 6 0 4

CO 1 6 3 8  D A T A  C2 0 2 8 DC3 0 2 E 8 8 E 0 E 3 O E E 0 C3 8 ADO C
3 0 8 D 0 D 3 0 2 0 7 4 2 7 6 5 C 5 6 D 8 2 D 0 8 5 C 7 5 D 0 3 0 0 6 0 3 0

8 A8 CO O ADAD3 O F0 0 4 CE O D3 8 6 0 8 DO E 3 8 , 4 7 6 1
OW 1 5 4 0  D A T A  6 0 4 1
1
3 C 8 D 8 F 3 0 8 D 0 4
0 2 6 0 A D 0 F 3 0 r 0

DO CE O F3 0 4 A4 A8 0 0 5 D2 AD0 6 3 0 1 . 8 1 DA9 0 8 5 DO 1 D2

E E 0 6 3 0 0 D 0 6 3 0 2 9 0 7 8 D 0 6 3 0 0 A 0 A 0 4 0 0 . 4 3 5 3
LP 1 5 5 0  D A TA  0 8 D 2 D 0 0 3 8 D 0 1 D 2 6 8 A 2 0 4 6 0 0 8 3 0 F 6

8 CCA1 8 F0 8 6 CAA1 0 0 0 5 6 0 2 0 6 E 2 6 6 8 1 1 1 0 0 8 DDC3 8

2 0 F 0 2 1 4 1 0 1 8 5 8 D 6 5 1 3 4 1 0 1 8 D 1 C 8 2 2 0 , 4 1 8 0
OZ 1 5 6 6  D A T A  0 2 2 9 2 0 A 2 2 4 2 8 3 F 2 5 2 0 1 6 2 4 2 0 0 0 2 6

2 8 8 E 2 7 2 8 6 0 2 8 2 6 2 A 2 A 2 8 5 8 2 A 0 D 0 F 3 0 8 0 6 6 3 8 0 8

0 / AD0 5 3 0 2 5 CAF0 0 2 0 0 2 5 AD1 CO 2 D0 r 0 , 3 5 1 6 3
DM 1 5 7 0  D A T A  8 5 4 D A D I F D A C 1 0 5 D O C I A 1 0 0 8 5 6 0 6 0

AI D2 8 D9 3 D2 8 D8 5 D2 AD8 4 8 2 D8 FO E 6 8 0 4 C7 A2 0 1 0 1 9
0 0 8 5 8 0 A 1 3 2 8 D 1 C 8 2 0 D 1 C O 2 D 0 F8 A 0 8 4 , 6 0 5 5

CO 1 5 0 0  D A TA  6 2 0 0 F 0 4 C 7 1 2 A 6 6 0 0 6 8 6 6 6 6 8 0 0 8 0 0
0 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 8 0 0 0 8 0 0 0 0 0 0 8 0 0 8 0 0 0 0 0 8 0 0 0 0 0 . 6 9 2
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SUPPORTING YOUR ATARI READERS OFFERS
See this page and inside covers for details

FOR YOUR XL/XE
I 1  T R A N S O I S K  I V E l  9.95

S P E L L M E
I I  Cassette E 4 . 9 5

Disk E 6 . 9 5

E J  MINI OFFICE II E 1 4 . 9 5
TIME & MAGIK E 9 . 9 5

7  THE BIG DEMO E 3 . 9 5

•
El
•
•
•

ISSUE 43 DISK (with ASTROWARP) E 2 . 9 5
ISSUE 42 DISK (with BRIK-BAT) E 2 . 9 5
ISSUE 41 DISK (with DOUBLE BONUS) E 2 . 9 5
ISSUE 40 DISK (with GRIDWARS) E 2 . 9 5
ISSUE 39 DISK (with PRO GOLF) E 2 . 9 5

T U R B O BASI C(Disk)E 3 . 9 5

-
FLI GHT S I MULATOR

SCENERY DISK 3 C12_95
SCENERY DISK 5 E12.95

S A N FRANCISCO£14 . 95

Please note that many Scenery

I (with
_

disks

FREE BOOK) E341 . 95

SCENERY DISK 4 £12.95
SCENERY DISK 6 £12.95
JAPAN £ 1 4 . 9 5

are in very short supply

FOR YOUR ST
T A R I - T A L K  E 1 9 . 9 5

fl  ST TYPING TUTOR E 2 . 9 5

r i

S T O S  B A S I C  E 2 1 . 9 5
S T O S  M A E S T R O  P L U S  E 4 9 . 9 5
S T O S  S P RI TE S  6 0 0  E l  0.95
G A M E S  G A L O R E  E l  4.95

SPECIAL ADVENTURE OFFERS

E l
T
H
E  
J
A
D
E  
S
T
O
N
E  
E
4
.
9
9

DOMES OF SHA E 7 . 5 0

C L I P ARTCOLLECTION1 E 1 0 . 0 0
1 I  CLIP ART COLLECTION 2 £ 1 0 . 0 0
fl  CLIP ART COLLECTION 3 E 1 0 . 0 0

Name

Address

Postage included in U.K. Europe add El per order.
Elsewhere in the World add E2 per order.

Che que / P os t a l Or der enclosedfor E

I wish to pay by AccessMastercardiEurocard/Visa

Card No OFT1 177111 LU 11
-
1 
M

Please debit my credit card above with E

Signature

Send your order to
PAGE 6 PUBLISHING

P.O. BOX, 54, STAFFORD, ST16 1DR
Please allow up to 28 days tor delivery

Please feel free to pholcocy tiles lorm or mile your order il you do riot went to

Ex
Il

cut the

pl y
-

megazale

date:

UPGRADED TO ST?
Don't throw your old files away use

I M A M
The most effective way of transferring files from your Atari
8 bi t  system t o  your  ST wi thout the  ne e d for a  costly
interface. TARITALK comes compl ete with interface cable
and software to transfer text files, database information,
pictures, music files a nd mor e to your  ST

TARITALK is just £19.95
and is available exclusively from PAGE 6

- use the order form or telephone us for credit card orders

B L A N K  D I S K S
LIMITED OFFER

FIFTY
BLANK 3.5" DISKS

E35
CERTIFIED DOUBLE SIDED JAPANESE UNBRANDED TOP QUALITY DISKS

BOXED IN FIFTIES no labels
Order from PAGE 6, P.O. BOX 54, STAFFORD. ST16 1OR

Credits card orders accepted on 0785 213928 or by FAX on 0785 54355

TRANSDISK IV
Now available exclusively from PAGE 6 SOFTWARE

NOW YOU CAN TRANSFER YOUR CASSETTE
GAMES TO DISK WITH EASE

TRANSDISK IV is a  simple to use utility that will
transfer all your cassette games to disk - easily
and quickly!

•  Handles any type of cassette format
•  Handles cassettes that load extra levels
•  Allows several games on one disk
•  Use full memory on XL/XE machines
•  Handles cassettes that need 64k memory
•  Full step by step instructions included
•  Complete with chart of exactly how to trans-

fer the more popular games

TRANSDISK IV is E19.95
exclusively from PAGE 6

Post an picking trot in IBC Send cheque or P.O. or quote Access/Wm number to

PAGE 6, P.O. BOX 54, STAFFORD, 8116 1DR
Telephone orders by Access or Visa accepted. Tel. 0785 213928
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XL/XE CHEATS

T H E

Mauro Maestromzi updates
last issue's program with

cheats for even more games!
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that  program_
Whils t  the original TAPSTER works  fi ne on the games it  was
intended for there are one or two problems  in us ing it  for other
games. For example the program uses page 6 in memory  so
that  any game whic h uses this  area, such as NINJA COMMAN-
DO, wi l l  not  work  wit h it. Secondly it  left BASIC enabled so
that  games whic h need to run wit hout  BASIC wouldn' t  work
correct ly. This  enhanced version wil l  switch off BASIC and
move itself  f rom page 6 to the to end of  memory  thus  leaving
page 6 free for those games that  need it.
The ins t ruc t ions  for use are the same as the original but ,  to
recap, you should type in the lis t ing and CSAVE it  then remove
the REM f rom the line referring to the game you wish to play
leaving only  the word DATA and the numbers  following.  Note
that  for THUNDERFOX you wil l  have to do this  to two lines_
Now place your tape in the cassette deck, press PLAY and RUN
the TAPESTER program.  Your game wil l  be loaded, modifi ed
and run.
One peculiarit y  wit h TI -IUNDERFOX is that  the display wil l

Indicate when you have lost y our fi rst  life but ,  af ter that,  you
wi l l  have infi nite lives and the display wil l  not  change.
Finally  t hank  you to Daniel Welch for the original program on

whic h this  version is based.

TAPESTER Mk II CHEATS
NINJA COMMANDO Infinite lives!
THUNDERFOX I n fi n i t e  lives!
TRANSMUTER 2 5 5  lives!
AIRSTRIKE 2 2 5 5  lives!
OLLIES FOLLIES 2 5 5  lives!
SCOOTER 2 5 5  lives!
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T A P E S T E R  M k  "  THE T APEST ER  M k  I I

EA 0  RE M
OF 1  R E M *
sz  2  R E M *
NU 3  R E M *
TO 4  R E M *
EM 5  RE M
JH 6  RE M  *  NE M A T A R I  US E R -
CO 7  RE M
MN 6  RE M
NO 9  RE M
AS 1 0  G RAP HI CS  A l ?  “ P LE AS E  W A I T
LP 2 0  RESTO RE 8 6
UR 3 8  TRAP  4 8 : R E A D  A : P A K E  1 5 3 6 + 1 , 4 : 1 = 1
. 0
1 :

GOT° 3 8
EA 4 0  I F  6 = - 1  THE N RESTO RE 5 0 : F O R  G = I 6 7 4

TO 1 6 8 5 : R E A D  A:P O KE  G . A : N E N T  G : P AKE  1 6
7 5 , P E E KC1 7 0 6 )

( J  5 0  DATA 1 6 1 . 6 , 1 4 1 , 8 6 . 3 . 1 6 9 . 1 2 0 , 1 4 1 , 8
8
,

1 , 1 6 1 , 3
SA 6 6  ?  “ LO ADI NG . • fi
MA 7 8  Z = U 5 R C 1 5 1 6 )
DX 8 0  DATA 1 6 1 , 2 5 6 , 1 4 1 . 1 . 2 1 1 . 1 6 9 , 8 , 1 3
3 , 2 03 , 1 6 1 . 1 9 1 , 1 3 3 , 2 0 4 , 1 6 1 , 4 2 . 1 3 3 ,

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

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

2
,
1 6
,
1 4 1
,
8

2 , 3 , 3 2 , 8 6 , 2 2 8 , 1 6 / , 3 , 1 4 1 , 8
2
,
3
,
1 6 9

SH 1 8 8  DATA 6 7 , 1 3 3 , 2 6 3 , 1 6 9 , 5 8 , 1 3 3 , 2 8
4
,
1 6 9

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

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

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

3
,
1 6
/
, 4 , 1 4 1 ,

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

7
,
2 4
,
1 8 5 , 4 , 1 4

1 . 8 4 , 3 , 1 6 5 , 2 8 8 , 1 6 5 . 8 . 1 4 1 . 8 5 .
3FZ 1 3 6  D A TA  1 6 1 , 2 5 5 , 1 4 1 , 8 8 . 3 , 1 4 1 , 8 1 , 3 ,

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

AR 1 4 0  RE M  MUMEM D A T A  1 6 9 4 3 9 . 1 4
1 , 3 9 . 5 , 1 6 1 , 1 9 1 . 1 4 1 , 4 0 . 5 ,
7 6
,
1 3 4
,
4
.
1 6 9 , 2

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

SA 1 5 0  RE M  D A T A  1 6 2
‘
3 1 , 1 8 9 , 1 4 1

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

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

ED 1 5 8  RE M  a m m m o u  DATA 3 2 . 1 3 4
. 6 . 1 8 9 , 2 3 4 , 1 4 1 , 2 6 , 1 1 1 , 1 4 1 .
2 1
.
1 1 3 , 1 4 1 , 2

2 , 1 1 3 , 7 6 , 6 4 , 3 8
LL 1 7 0  RE M D A T A  1 6 9 , 1 3 9 , 1 4 1 , 1 0

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

4 1 , 1 7 4 , 8 0 . 7 6 , 0 , 8 8
CO 1 8 6  RE M

1 3 , 4 4 , 7 6 , 1 3 4 , 2 7

by M a u r o  M a e s t r a n z i

THUNDERFAX

COMMANDO

THUNDERFON

TRANSAUTER

, 2 5 5 . 1 4 1 , 1 0 9 , 4 5 , 7 6 . 5 1 , 4 4 ,
- 1NA 2 9 8  RE M  . ,COOTER D A TA  3 2 , 6 , 3 6 . 1 6 9 , 2 5 5 , 1
4 1 . 4 6 , 1 1 6 , 7 6 . 1 0 2 , 1 1 5 ,
- 1

*6

g  DATA 1 6 9 , 2 5 5 , 1 4 1 , 1

AC 1 9 8  RE M  o L L I E 5  r o L L I E s  D A T A  3 2 . 6 , 6 , 1 6 9

1



contact.., contact contact a. contact

FOR SALE

PRINTER: 1029 plus descender
font ROM and spare ribbon, Little
used. Cell Multi-viewterm with
Xmodern software plus Datatari
Serial interlace, E40. GP101 Printer
Ekrtrer I7K byte) and interface (ae-
nal port to Centronics). E40. Black-
thorn printer interface (tor daisy
chaining aerial port and giving
Centronics output), E30. Sparta-
DOS Construction Set with manu-
als, E17. Phone Keith on
0245-269030

XL SYSTEM: 600xL, OS Con-
troller Card. 'Yorkie ' 256K memory
expansion. 1050 drive with US
Doubler Sp a rt a DOS 3, 850 inter-
face, books magazines. etc. Also
Juki 5510 printer trio headl. Tel:
0506-55992 after 7pm

XL SYSTEM; BOOXL, 101a data
recxyder. 1050 disk drive. 1020
printetplotter plus joystick, Centro-
nics interface and broken 1027
printer, Much software including
Alan-Writer database, Home Filrng
Manager. Turbo Basic, Assembler.
F15 Strike Eagle, Trivial Pursuits
and many more Also  complete set
of Atari User and many Monitor
arid Page 6 magazines as well as
Your Atari Computer and Assemb-
ly Language Programming books,
E250 o.n.o. Te l: 0625-5311044

XL SYST EM : e00XL_ 1050 disk
drive XC1 2  tape deck, touch tab-
let, over E200 worth at software
(mostly games), a ll boxed and im-
maculate. ElgO. Tel: 0442-53933
(Hemel Hempstead).

MAGAZINES & GAMES: Over
2 years or Atari User magazines.
period condition, also over 150
games on tape and cartridge in-
cluding Star Raiders, Star Raiders

Bruce Lee, Gauntlet Leader-
board, Star Wars plus many, many
more, a ll onginals. Please phone:
0506-8471 38 alter 4pm,

8
-
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T  
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tablet, E25. Alphaoom 81 Printer
Atari interface A t a r i  Writer Plus
(on disk), E65. Books: De Re Alan,
Mapping The Atari, Your Atan
Computer. Atari Basic, Atari Sound
& Graphics. Basic Reference
Manual. Software: Bandits, Way.
out 3D, Racing Destruction Set,
Beach Head, Fun with Art plus
others. 48K Atari 400 in ego.,
Offers? Contact Mauro on
01445 1696 (Finchloyl.

)0tE SYSTEM: 130XE, 1050
disk drive, 1027 printer, 1010 tape
deck, all cables, PSLIS ele plus
books and software, E200 o.n.o.
Call: 01-6367218 (London,
Marylebonel after 7pm Mon.fri
°therms
,
/ 
A n s
a f o
n e .

PRI NTER: 1029 dot matrix in
good condition. complete with
leads, E100 o.n.o. Tel.
0792-795369.

I  SYST EM ; 800XL, 1050 disk
dave. 1010 tape recorder, com-
plete with joystick, lockable dish
box with 30 new (3M) disks. Ori-
ginal instruction books, good
selection of games (over 1701 On
disk, cartridge and tape, p lus 11
Atari User magazines, E150.
Phone: 021-382-4456 M e t  lpm .

PRINTER: NLO MicroP, Dot
Matrix printer (103(30 cps), st ill
boxed, EBO; Printer interface for
Atari 8-b4t, E20; De Re Atari, ES;
Mapping The Atari, E3: Technical
User News 400800 series (0 .8 .
and Hardware), E5 each; Inside
Atari Dos, E3; Several other books.
Antics &  A nalogs  C o n ta c t Rus s
Ford on 0623-750203 Nottingham
areal

XL  SYST EM : 800XL, 1010 data-
corder, 810 disk drive with Pilot
Prop'. 43 garnes on disk, 34 on
tape and 5 on coinage, plus 2
joystickS, ues  o.n o J M Crab
,tree. 66 Barnfield Road, Belve-
dere, Kent. (03224-40634

XL SYSTEM: 600XL (boxed),
1050 disk drive. 1010 cassette
player. 1029 dot matrix printer, a l
manuals and leads, Computer
House hardware Mod (never lifted)
with software 8 manuals. over
E500 worth of software, E240
o n o. Telephone: 0933-664165
after 5prn

8-BIT INTERFACE: Will con-
nect any Centronics type printer to
any 8-tal Alan 400 800, XE. XL,
etc Needs no software lo lly trans.
parent. complete as new with in-
struotions coa l E50.00. Offers to-
M Rouse, 4 Duda Road. Canvey
Istord, Essex SSB 7JP.

XE SYST EM : Including
keyboard, lignigun. joysticks. XC12
datacorder and 1020 printer
Ineeds slight repair), over 100
games and many lop titles, basic
programs on tape arid some
books. Have upgraded to ST and
Deed money to pay back loan!:
Cost new approx E360 will sell for
E160 o.n.o. Call Joey on:
021-457-7706.

XL  SYST EM : 800XL, XC12 re-
corder. 2  x let-lighter style ioys-
licks. about 30 games (worth
E70,), loads of magazines cover-
ing about 3 years, only £100 o n e
Call: Winchester 10062-084567
Buyer collects.

800 48K: With Atari Writer ROM
Basic ROM. 1027 Printer, 1010
cassette, a ll leads, power packs,
etc, E80 or sp lit  810 Disk Drive,
read but no write function, E35.
Tel: 0932-344410 (evenings).
Weybrodge, Surrey.

XE SYSTEM: 65XE. XC12 data
recorder. GX40 joystick, over E200
worth or games on cassette and
cartridge Included are many
books and magazines. Used over
just one year. All games are boxed
and in excellent condition 'Bu ye r
must collect). Phone Boris on
0268-747565 after 5pm except
Sundays.

XL SYSTEM: 000XL XC12 data
recorder, a ll leads and original in-
strutftion books plus software
worth over E850, Atari User maga-
zines. Otters over E200, buyer
must collect (Midlolhian area). Te l:
031-660-5275 after 6pm.

PR I N TER : 1029 dot matrix with
dust cover, 7  re-inked nbbons,
numerous programs to use with
1029, including 10-Print. Word
Processor. Digital Edam • hun-
dreds of icons and 100 sheets of
fanfold paper. E100 o.n.o. Buyer
collects. Phone
- 
0 9 1 - 5 8
6 6 7 9 5

(Peteriee. Co. Durham).

XL  SYST EM : 800XL. 1050 t isk
Drive, 410 Cassette, ley'atiCk, and
trackball. ROMs - Star Raiders,
Eastern Front, Assembler Editor,
Microsoft Basic and Atari Basic.
Casks:- Ultima III & IV, F15. Mer-
cenary, Paint, Super 3D plotter.
Voicemaster Samper. BASIC
Compiler. Alternate Reality, many
adventure, graphic, and flight
games. Technical manuals:- Map-
ping The Alan I & II . Compute'
cooks. E200 the lot, may split. Also
1029 Dot Matrix Printer with
graphics capability. E80 o.n.o. Call
David on 01-590-7771 evenings
only.

BLANK DISKS: Due to sale of
my ST I have 60 x 3.5 DS,00
Dysan disks for sale, all brand new
and in sealed packs. E20 lor 20 or
all 60 for E50 Including postage'.
Cal: 0524-54003 lor details.

XE SYST EM : 130XE, XC12
tape deck. 32 cassettes. 15 car-
tridges, E115 o.n.o. XF551 Disk
Drive, disk box, 3 adventure
games, Transclisk IV and several
other disks. E120 ono 15 Alan
User magazines, E7, or complete
package for E220. Phone:
0733-71832. (Buyer collects).

XL SYSTEM: 800XL 410 recor-
der, loads of software and maga-
zines including the VERY FIRST
edition of Atari User irorn 1985 All
manuals for computer included.
Low price for quick sale, only E90.
Phone Tall''
,  o n :  
0 1 - 9
0 3 - 0
3 9 4 .

XL SYSTEM: 800XL, 1050 Disk
Drive, 1029 Printer. all manuals,
jo ys
-
l ick
,  
s
p
a
r
e  
r
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o
n
s
,  
d
u
s
t  
c
o
y
:

erS b o x of paper, games. extra
disks and many other extras, a ll in
good condition. E220 o.n.o. Phone:
01:991-0120 (Adrian Laurence).

D I SK D R I VE: INDUS GT with
80 d isks,  manuatt and instruc-
tions, dust cover, etc E150
Phone 0472-750855

XE SYST EM : 130 XE. 1050 disk
drive. 1029 printer. 1010 cassette
recorder and joystick. Lots of
diskslapeatartridges including Si-
lent Service. Hitchhiker's Guide To
The Galaxy, Trivia l Pursuits, busi-
ness utilities such as Mini Office
Complete with manuals, leads, full
box ot printer paper and drah
boxes. In very good working order,
[310 for quick sale. Contact Domi-
nic after 5pm on 0229-57929.

XL  SYST EM : 800XL. XC12 re-
corder and 25 games on cassette,
Joystick, E80. Excellent conaition
Tel: al-574-6249

XE SYST EM : 130XE, XC12
cassette recorder. 2 joysticks,
E200 worth of software. E100
worth of utilities inotuding Assemb-
leciEditor, back-up cassette sys-
tem, books worth over e150 includ-
ing Mapping The Atari, Computers
Vol 2. 2.'4 & 3rd Book of Atari,
magazines including Page 620 -
present issue. SOrrie Monitor &
Analog Al l  in perfect condition.
Open to otters, Please write to:
'mat Aboudaya. 74 Esker Park,
Lucan, Co. Dublin, Ireland

PRINTER; 1029, in good as new
condition. includes connector lead,
new ribbon, cover and Alan Wider.
In original packing, E70 Phone

Alan on 0734868540 weekends
or after 7 pm weekdays
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Controller card, E99.00, 800XL, old
and unused for ages. E25.00: 1050
disk drive, double-density, E80.00,
1050 dish drive, double-density
archiver. E95.00, 1020 Pnnter,
£35.00; 1010 cassette, old and un-
used tor ages. E10.00; 1027 Pnn-
ter, broken, £3.00. 850 Interface.
including Atari to PC cable.
E60 00: Panasonic KXP1081
Epson compatible printer. E100;
plus tots la' games and utilities on
Disk and ROM arid several useful
items of hardware. Contact • Roger
Bowering, 23 Priory Close. Dart-
ford. Kent DA1 2JF (0322.79509 •
Home: 01 356 9970 - Work).

XE SYST EM : 130XE. 1050 Disk
Drive with Hyper drive chip, XC l2
recorder, speech synthesiser, over
E60 worth of magazines. E120
worth Ot software, disk holder and
blank disks, a ll worth over E500
arid selling for £300 Bu ye r col-
lects P h o n e : COventry
(0203).441832 after 5pm.

GAMES CONSOLE: Alan
2600 Games Machine complete
with all leads and Joystick, Centipe-
de game also included. Unwanted
prize, so brand new Bargain at
only £30. PhOne: 0737-772116

PRINTER BARGAIN: 1029.
boxed and includes manual and
Dump 1029 utility. Also includes
Atari Writer Software, E75 Write  to
Peter Graham, 4 Sionadaia came,
Pool-in alhartedale, Otley I521
1 0 i  or Tel: 0532-e43390.

XL  SYST EM : BOOXL, excellent
condition, boxed "original' with
manuals, etc, ideal replacement.'
backup E3 5  . E2 postage. Also
1050 Dsk Drive, immaculate con-
dition. boxed with manualsdisks.
eloo •  E3 postage. Tel: Shrews-
bury 249094,

XL SYSTEM: aooxi IController
card lilted). 1050 disk drive IUS
Doubler', both in excellent condi-
tion incruding all packaging, etc. 2
x joysticks. over £900 worth soft-
ware on disk. Technical Reference
Notes and 130XE handbook, Any
oliters
7 
R i n
g  
J
a
m
e
s  
o
n
:

0364-73473 alter 4pm.

XE SYSTEM: 13oxE, xcil,
1050 disk drive. 1029 Printer, 1020
Plotter. loads 01 software Including
Turbo Basic, Mini Office II. many
games. books including De Re
Alan. Technical Reference Notes,
Revised Mapping The Atari and
many more tapes, disks and
books, too many to list! All boxed
with manuals. etc, E400 °Arno.
Tel: Pete Stray on 0923-673553
after 7pm

XL SYSTEM: BOOXL 1050 disk
drive. 1010 cassette, joystick,
loads of software on disk, cassette
and ROM including many S.S.I.
and Microprose titles), magazines
including EVERY issue of Alan

User), a ll in perfect working order
most in original boxes. offers
around El 75 (Buyer collects) Also
ICO Printer connection. E15; Mini
Office II. Ell); Print Shop, E12; 2nd
800XL (faulty but complete with
power supply,' for spares - any
offers? Telephone
- M  
N e w m a
n .

102771-264626 (daylimel, or
10245-268063 /evenings)

XE SYSTEM: 65XE, XC12 oata
corder, XF551 d isk drive, Trans
disk IV. 70. top guaMy games On
cassette and disk including Speed
run, Kenny Daighsh. Trivial Pur-
suits. etc Disk box and loadsa
mags worth E450. asking E249
o.n.o. No splits. Ring: Woking
(0483)-720533.

XL SYSTEM: 800X1. 1050 disk
drive, 1010 recorder. 1027 printer.
822 printer, software, books and
manuals, Any Oilers considered or
exchange for ST hardware. Phone:
Exeter 57301.

PRINTER: Star LC10 colour
printer in excellent condition. cam
plete with all manuals and printer
Interlace (Graphs ATI. Still in box,
offers above E150 accepted. Tel:
0844-53815. Buyer must collect
(Chirinor. Oxon).

XL  SYST EM : BOOXL. 1050 disk
drive, complete with Cluck Shot
loysiick and paddles. around E103
worth at software. Assembler car-
tridge. MappHng The Atari Revised,
sell lor El ea o.n.o. Contact
- S t e v eHolmes, 5  Whitmore Avenue,
Grassmoor, Chesterfield, 842 SAE

XL  SYST EM : 800XL, 1050 disk
drive with joystick, leads, P.S.0
and manuals plus DOS, Prinrshop
and blank disks All boxed and in
mint condition, only El 20. Tele-
phone Kevin  on 0789-772185

XL SYSTEM: 2 x 800XL compc
tars. E36 each, 1050 disk drive.
E80, 1010 cassette recorder, E10.
Philips 7502 composite video
green-screen monitor Ito suit
above). E40. Graphix AT parallel
printer interlace. E20. Miracle
Datatari modem interfacesoftware
E25. Mini Office II, Eta Ring
0703-736191 after 6.30pri

XL SYSTEM: 800XL with Con-
troller Card 1050 disk drive, 1029
printer, cassette deck, touch tablet

ot software including busi-
ness and utilities, spare disks, etc
All in superb condition. E350
oar_n_o_ Phone John on.
0354 -54018.

256K UPGRADE; Yorky 256K
memory upgrade tor Atari 600XL
or 600XL. Brand new unused, E70
Write to. Mr.S. Young, 94 Man-
gravel Avenue, Maiostone, Kent
ME15 98E.

VAR I OU S: 1029 Printer. £60,
Man Wrie r,  FleelsyStern II, MMG
Data Manager, Visicalc. E5 each;
Mapping The Atari (Rev). Atari
BASIC Source Book, E8 each: 19
x Page 5 tissue 16 onwards). Atari
User lissue 1 onwards), Antic
(issues 2:3 & 2:8). offers. Tel
0747-870409.

XE SYSTEM: 66XE, datacorder.
disk drive. 2 ?oysiicks. over E200
worth OF software and magazines.
Will not split, E250. Te l:
01-804-7020 alter 6.30pm,

XL SYSTEM: 800XL wit built in
Omnimon. 1050 disk drive with US
Doubler power packs and cables
• over 30 d isks with a wide range
of games. £150 on o Write to:
Gary Wafters. 13 Logan Way,
Livingston, West Lothian EHS4
OHF or Tel: 0506-30232.

MORE OVERLEAF' cw'
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contact extra

FOR SALE
XE SYST EM : 130XE, XC12
cassette, 2  Joysticks plus over
E150 worth of ROM cartridge and
cassette software. All boxed as
new and in perfect order, El 75
o h o . Tel David  on 01-622-9386.
:N.B. STD code will be 071 after
6th May 1990),

XL SYSTEM: 800XL. 1050
drive, 1010 data reCarder. CX40
joystick, a ll boxed and in excellent
condition. Also  1029 Printer. soft-
ware including: Mini Office II. Basic
Tutor Pack, Draconus Joe Blade,
Red Max -  many others, Alan
User maga E250 O.n.o. No splits.
Tel Warlord  835775 or Uxbridge
55940.

WANTED

DISK DRIVE: 1050 in good
wonring order at E50 or under_ Tel.
Craig on 0253-691259.

WATSON'S NOTES: Third
book in me series. 'Making Basic
Work
- 
b y  
0  
K
e
d
e
m  
a
n
d  
I  
K
a
t
'
K
y
.

Must be ed good condition, will pay
good price for ii. Ring Trystan on
0872-77972 on weekdays in the
evening.

PROGRAM HELP: Can any
one help me with the problem I
have in running a program on the
65XE for word processing use?
Torn E. Sieggall, 84, CovenlOn
Road, Aylesbury, Bucks, HP19
3ND.

DI SK D R I VE: 1050 for XE sys-
tem Must  be in working order and
at a reasonable price (London
Area). Te l: 01-866-6952 or write to
I R . Bu rt  142. Easicole Road. Pin-
ner. Middlesex HAS lEZ .

M AGAZ I N ES: I  want to com-
plete my magazine collection I 'm
searching for Page 6 1-18, Atari
User 12/85 - 2.8.6 and Analog Nos,
20. 29, 30, 32 and 36 Reasonable
price paid. Make an oiler to: Bodo
Jurss. Awauciasts 5 0  D-2000,
Hamburg 36 West  Germany

DISK DRIVE & PRINTER:
Must be in good working order. will
pay up to E70 for either Write  to
S. Brooks, 10 Oak Close. Sum-
morbid, Wrexham. Clwyd L i l l
4HP o r Phone: 0978-756464.

DISK DRIVE: 1050 in reason-
able condition and under E40 Also
any type of disk-based software
Phone R. Harris on 0926-640029
or write to: 15 Green Farm End.
Kineton IA/arks. cv3 5  DID.

KYAN PASCAL: Any informa-
tion on this needed for the 8•811
Atari. Where to obtain a  copy Of
the compiler and-or the Kyan Sys-
tem utilities. Any help will be
appreciated. Thank you C . Skip-
soy. 16 Durivegan, Vigo. Bialey,
Co. Durham DH3

DEAD DISK DRIVES!: 1050's
in any condition considered. uP 10
E20.00 •i• postage will be paid. Any
other Atari hardware considered
Please telephone Mike on 10734)
833006 or write to M  Hattord. 98
Hunters Hill. Burghlield Common,

5 2  I s s u e  4 3  N e w  At a r i User

PRINTER: 1029 for around
E50.00 Telephone: Mr Martlew on
0704-894893.

MORSE CODE TUTOR: For
800XL.disk. Te l
- 
0 9 3 2 - 3
4 4 4 1 0

(Evenings'. Waybridge. Surrey.

D I SK D R I VE: 1050 in working
order. Atari Writer plus disk 'origin-
alt. West Midlands area, Win also
Consider other 600XL equipment.
Phone: 021-502-1037 early
evenings.

T APE D EC K: Desperately re-
quired! Any model 1400, 1010.
XC12, XC11) but must be in good
condition with leads,power supply.
El 5,00 offered. Phone Oliver on
Maidstone (06221-861664 after
6pm a r y day.

D I SK D R I VE: 1050 in good con
ddion. any reasonable price paid.
Write 10: D. Chadwick. 138 Town-
she'd Road, Westhoughlon, Nr.
Bctlon BL5 2NT

PAGE 6 BACK ISSUE: Num-
ber 33 wanted. Please contact
Andrew Williams, 8  Cartax Close,
Lewsey Estate, Luton, Beds LU4
OSA or Tel: Luton 605860 between
gpm-7pm

TOUCH TABLET: With Atari
Artist warted. Telephone Chris
Hudson on' 0436-71961

PRINT SHOP COMPANION:
Wanted preferaba with instruc-
tions. Though riot necessary.
Please phone Stuart on:
0302-831821

DI SK D R I VE: 1050_ must be
Cheap and in working order.
Please write to: Robert Morris, 213
Monmouth Drive, Sutton Coldfield.
West Midlands 673 6JS.

BRODERBUND's ARCADE
M AC H I N E: Ary condition on Oli-
v a '  cassette Also  any other'
game designers ton cassette or
K W h  programming books. Fe n -
ger /cassette' and cartridges.
Please write (wilt" SAE) to: Amjid
at 53 piffle Street, Keighley. West
Yorkshire 8021 2ET.

SCENERY DISKS: Flight Sim It
disks for Japan and Western
Europe_ Phone Richard Martin on:
01-992-9655.

SPAR T AD OS X: Must be in ex•
ceeent condition. Good price paid.
Wilt collect or pay postage. Phone:
(Dublin) 01-280129 any time

TAPE RECORDER: XCl2
wanted Reasonable price paid
Write to: Maria Adams. 19 Pattison
Street. Delves, Walsall WS5 4PD.

STM  5 2 0 : Pius 1 Meg external
drive. TOS 1 09 or less. dooms
E180. Phone: 09747-655212,

EDUCATIONAL SOFT-
WAR E: Wanted urgently for
15.year-old 800XL user ton cas-
sette) Anything considered. Con-
tact Urlan on: Redhill 0737-772116
or write to 108, London Road
Redhill, Surrey Ra t  2 ilit

PR I N TER : Compatible w i t  the
130XE. would like instructions.
paper not essential, Wilt  pay p-p .
Ring Stuart on Dublin 211040 after
5pm or write to: 12. Carlton Road.
Marino, Dublin 3, Ireland.

SPAR T AD OS X: With R• Time
8, L ght pen & mouse lboth with
Software', Class COPY & Issue
Disks 35-42 inclusive Al l  must be
in good condition, reasonable price
paid Te l: 01-260129 (Dublin)

TRACKBALUTOUCH TAB-
L ET: Wanted In good working
order Write  to: M r.& Young, 94
Margravet Avenue. -.a .-slo re .
Kent ME15 9BE

DI SK D R I VE: 8-bit compatible in
good working order with all cables
and connections Good price paid.
Wnle to: R. Espro ,  35 Chaucer
Road Peterborough, Cambs. PEI
3LN

M AGAZ I N ES: Issue 25 o l Page
6 and January 1986 (Vol 1 No.9)
of the OLD Atari User. Will pay
reasonable price plus postage or
swap for Cut 'n Paste. It not then
any offers for Cut 'n Paste  original
On disk? Tel: Richard on
0302.784642.

TRANSDISK IV: Needed with
instructions, reasonable price paid
Contact: Harry at 30, FraMtield
Road. London N5 1UU
01-359-1177 Ansaphone).

DISK DRIVE: 1050 in good con-
dition and E30 or less. I  am a
beginner and if  possible would like
DOS 2  5 thrown in ()kis some hints
and tips Te l: 0482-859959.

GAME INSTRUCTIONS: I re-
Cently purchased Mediator (English
Software) from a Mend but it  had
no instructions with 'I . Please help.
Write 10: Avrarn Dumitrescv, 190
COfinntal, Poleglass. Ounmurry.
Belfast Nt re la rd  B1
-
1 7  ° A U .EXCALIBUR LOST: is anyone
able to vovide  me with a copy of
the instructions for playing this old
Apex game? Mine have dis-
aopeared under water! Phone:
07324342094 /Evenings).

TANDY ADAPTOR: Memory
plus expansion adaptor for Tandy
1000HX computer [Callao
25-1062) andor Tandy Plus RS-
232C Upgrade Beard (Cal.No.
25-10311. Call: 01-636-7218 (Lon-
don, Marylebonel alter 7pm Mon.'
Fri otherwise Arsalone•

BASIC HANDBOOK: The
BASIC laandbook by David A. Lien
(Compusolt). atso Atari User &
Monitor magazine disks, Machine
Language 1st & 2nd. Ron James,
8 Lauderdale Road Ribblelon,
Preston P82  6RO. (Tel:
0772 7914704

DATACOI1DER: X012 wanted
for use with 1300XL. Write to: Ger-
rard Griffin. 11 Carrell Lie. Shan-
non. Co. Clare, Eire

D I SK D R I VE: 1050 in good
working order. Phone Ekester
(013891 346939 after 6 00pm on
weekdays

PENPALS

8 -BIT U SER S: Hi! My name .s
David. I am a 23-year-old Atanan .
My set-up is as follows: 800XL.
1050 enhanced drive and 1010
tape unit_ I am interested in simula•
tons. adventures. shoot 'em ups
and flying games. All letters
answered Also . can PAUL RIXON
and LUIS EDWARDS please con-
tact me as I have moved from
Birstall. Write to: David Foggita 21
Fairview Road, Cartinghow, Bailey,
West Yorkshire WF I? 8EH.

6 5 XE U SER S: I  wOuld like  to
hear front anybody who Owns a
65XE computer and likes playing
software or doing own programs
from the manuals with the compu-
ter. Paul Ellis. 15 Blacklhon Read.
Witham. Essex CM8 2X.Z. (Tel.
0376-511278).

AUSTRALIAN PENPAL: My
name is Glen Ivey and I am an
18-year-old Atari user with 800XL,
1050 disk drive. 1050 Duplicator.
300 BPS Modem. 1010 tape recor-
der and disks. I  am interested in
any sport or athletic leisure so if
you own a disk drive arid speak
English, you can write in English
from anywhere in the world_ Write
to: Glen Ivey, 630 Hamilton Road,
W. Chermsde 4032. Brisbane.
Queensland. AUSTRALIA.

PRINTER HELPITNPALS:
Help!' Can I connect an 8056 ther-
mal printer to my XL? II so. how?
Any advice welcome I  would also
like to  co ile d  8-Bat tape and d isk-
based users around the world.
am into Phil Collins, Tolkon.
James Herbert and Tom Clancy.
Grab your pens or printers and
write to: Steven Wilda  or!Payesas
30. 07460 Pollensa. Mallorca,
SPAIN Al l  letters answered
.
WAN TED ! ! : Ata ri ST viruses
1Bocasector or link type) for dissec-
tion & research. Also  required.
American contacts into GFA Basic
programming and-or role-plarng
games!! Please write to: Mike Mee,
'Anncolt, Hylas Lane, Rhuddlan,
Clwyd Lath; 5AG. (It any virus kil-
ler authors want to swap hints,
e tc... get in touch pleaseal.

8-BIT CONTACTS: I am look-
ing for reliable 8-bit enthusiasts to
exchange programming ideas
(machine code or BASIC. e lc) I
would especially like to hear from
any XL .XE owners or a user group
In the Manslield area. All letters
will be answered. Please enclose a
S.A.E. Write to Steve at 112. Beck
Crescent. Mansfield. Notts NG19
6SW

H EL M ! : Anyone out there got
Submarine Commander or Power-
star-Pandora Adv. (both on car.
tridgel, p lus any stralegy(RPG'
adventures? Te l: 0743-24909
4IShrewstai ryl

ST PEN PAL S: Contacts wan-
ted, all letters answered Write  to:
Sigur-Dur G Gunnarsson, Eskihild
4 550  Sau O a r
-
Vo l e ,  
l C E L A
N D

XL/XE DISK-BASED
U SER S: I would like to gel in
touch with any cask-based Atari
users to swap tips. etc Write  now
to: D. Moore 6  The Almonds.
Bearsted, Maidstone, Kent ME14

8-BIT PEN PALS: Wanted any-
where, i  have an 800XL. XG12
and some software. I  like all types
ol games. Write to Urfan
Mehmaed, 108. London Road,
Redhill, Surrey RH1 21.1, England.

XL  U SER S: I  have an 800XL
and 1050 disk drive. I  would like to
Swap hints. tips and programming
ideas with anyone - anywhere. All
letters answered. Write to: Cohn.
11 South Crescent, East Dane.
Rotherham S6 5  2XB

8-BIT USERS: Does anyone
know of a word processing prog-
ram for the 800XL which will drive
an EPSO N
-
t y p e  
p r i n t
e r  
( c o n
n e c t
e d

using an 850 interlace) so that I
don't have to worry about inserting
various control code sequences
when I'm typing in text? I have had
problems using a Tandy LP7 prin-
ter with my Atari. Write to: Rick
Yuan, Dept General Education.
South Australian Institute of Tech
nology, North Terrace, Adelaide.
SA 5000. AUSTRALIA.

- IMPORTANT ANNOUNCEMENT!
CONTACT is now getting out of  hand.  In future all
notices will be  limited to

35 WORDS MAXIMUM
(50 words allowed on PENPALS)

Any notice exceeding this limit WILL NOT APPEAR.
CONTACT takes a long time to prepare and we do
not have time to edit entries so make sure you stick
to the limit otherwise i t will go straight in the bin
(really!). I t  you have already sent a notice which
you feel might be too l ong please resubmit it mak-
ing sure that you identilty as a  replacement.

CONTACt iN l u l l  c h a r g e  und m a y  be  used by any genuine Atar i  enthusiast
for  coul d( l ing ot  bur owners.  Any  notice may be included except those offer ing
software only tor  sale or  exchange or those offer ing items for  sale commercial-
ly. The  Edi tor  reserves the  r i ght to om i t a ny  noti ce received at his discresion.
Send your  CO NTACT notice to CONTACT.  PAGE 6, P.O. Box  54,  Stafford,  ST16

10R, Please w r i te  your  notice on a  separate sheet o f  paper ,  not  as  pa r t  o f  a
letter,

FOR SALE WANTED P E N  PALS ADVICE HELP



nies seem to be springing up once
moth with g a m e s  for the ST. PHOENIX SOFT-
WARE have an educational program called TEACH ME TO
READ consisting of eleven programs that take a child
through the various stages of learning to read. Price is
E9.99 with additional data disks available at £5.99 each.
Further details from Phoenix Software. 4, New Forest View,
Cowbridge, South Glamorgan, CF7 7ET. SW/TCHSOFT have
launched a new paint program (haven't had one of those for
a long time) called PAINTPOT at £19.95 which works in
colour or mono and can save pictures as JMG files as well as
other popular formats. They also produce THE LIMPET
SMTCHBOX for El 9.95 to swap between mouse and joys-
tick. Details from Switchsoft, Hawthorn Farmhouse, Stowe-
by-Chartley, Staffs, ST18 OLG. &WARE, already somewhat
more established, have SUPERCARD which they claim is a
completely fresh approach to home and small business
databases, as easy to use a a card index file and priced at
E24.95. ELWARE also have some new games, PENGUIN at
E19.95 and BILLY BOUNCE and JUMP JACK at just E4.99.
More details from B. Bytes Computer Systems, 19, South-
field Road, Hinckley, Leics. Tel. 0455 613377. Over to the
big boys and the mega-games, Firtsly, we have KLAX from
Domark at 119.99, a tie-in with a new coin-op and released
simultaneously. It will be interesting to see whether this has
as much success as other coin-op conversions which can
rely on the established popularity of the arcade version,
CYBERBALL is another from Domark, American Football
played by robots live times the size of human beings! Set in
the year 2022 after the last human player has been elimin-
ated from the game. This issue's award for the longest title
goes to Domark for ESCAPE FROM THE PLANET OF THE
ROBOT MONSTERS, a coin-op conversion featuring comic
strip, sci-fi action on a strange planet Electronic Arts have a
fantasy role-playing game called STARFLIGHT set in an enor-
mous galaxy of 270 star systems and 800 planets with a
claimed 1.5 billion possible locations! Price is £24.99.
Another strategy game from EA is IMPERIUM which is based
in the year 2020 and simulates the next 1000 years of
human development. On the cheapo side, 16-BLITZ have
HUNTER KILLER a WWII submarine combat game plus CON-
FLICT, a Middle East political simulation and GRIMBLOOD a
gothic whodunnit, all at just E4.99. infogrames continue in
their own way with THE TOYETTES, a small race of purple
rats that are the heroes of a new world after the apocalypse.
You control the rat leader searching through an under-
ground labyrinth! Also from infogrames, FULL METAL PLA-
NETE, a wargame played on the familiar hex system. More
cheapies from SMASH 16 include the ex-infogrames titles,
MACADAM BUMPER, PROH1RMON and CRASH GARRETr as
well as Acnon SERVICE and, wait for it CAPTAIN BLOOD at
an incredible E4.99! Back to Domark again for CASTLE
MASTER set in 1601 Century England where you rescue a
captive Prince or Princess (true equality!) from a many
floored and roomed tower. This one is produced in associa- -
lion with incentive and features their famed 'Freescape• 3-0
solid graphics. U.S. GOLD, through its many labels, have -
several interesting ones including CHAMPIONS OF KRYNN
part of the Dragonlance series, BLACK TIGER, an arcade
follow-up to STRIDER and PINBALL MAGIC from Loriciet To
finish up, news of a new French label launched by Virgin
called CRY° which sends out press releases in typical
French fashion - nothing to do with any software, just a
fanciful story about CRY() 'asleep Inside a self-support
cryogenic container, she is passing through our time on her
way to another age. What does her destiny hold in store?
Can she safely be woken from her timeless sleep? What is
the mysterious fascination she exercises on all those who
approach her?' Remember this is not a game, this is just
label! Will the software be as good?

•
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he powerf ul TSR/SSI  team. Lots
f excellent graphics,  on screen

maps, five arcade sequences. joyst ick
driven (although I prefer the cursor keys
in some of  the arcade sequences). choice
of  character class, mult ip le sub-quests  -
lots of fun, but  not  a lot of  depth.
You choose to be a fi ghter.  thief ,  magic -
user or cleric (or combinat ion - if  you are
of  a suitable race), t hen set off  f rom your
campsite to seek adventures in the city of
I lillsfar, You only  get to play  one charac-
ter at a t ime,  but  if  you get stuck you can
save that  charac ter and start  a new one -
each class has three quests to complete,
so you can have four dif ferent  games
running at once.
A full screen map of  the count rys ide

allows you to select y our route to I fi lls far
• t here is only  one. but  once you get to
Hills far you can choose other routes to
exotic locat ions such as the Wizard's
Laby rint h and the Dead Dragon.  The fi rst
arcade sequence is the ride to Hills far -
you mus t  cont rol the speed of  your horse
and leap all the obstacles along the way-
you may  be able to buy  a bet ter horse at
the Trading Post later If you don' t  like
this  one!
Firs t  you mus t  enter Hills far and locate

y our guild in order to get y our fi rst quest.
Hills far is shown as an on-screen map,
wit h nearly  all places of  interest already
mark ed in the accompany ing booklet.
Once vou have found your guild,  the

I
T
i
t
l
e
:

Publisher:
Price:
Reviewer:

HILLSFAR
TSR/SSI
£24.99
John Sweeney
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HILLSFAR!
Guild Mas t e r  wi l l
set  y o u  a  l i t t l e
task. E a c h  ques t
requ i res  y o u  t o
v is i t  b e t we e n  6
and 1 6  loc at ions
to gat her informa-
t ion and  work  out
where t o  go next .
You w i l l  hav e  t o
v is it  t h e  v a r ious
pubs  a n d  s h o p s
(all m e n u  dr iv en)
a n d  c h o o s e  t h e
r ight  ac t ions ,  o r
prove y ours e l f  i n
the a r e n a  ( qua r -
ter-s taf f  fi ght ing - arcade-sty le - wit h a
variety of opponents - lis ten in the pubs
for hints  on how to beat each one!) or the
archery range (another arcade game wit h
various  mov ing targets - how come when
you get a perfect score you s t ill don't
win? - have a long chat  wit h a store-
keeper!). or break into various  places
when they are closed (N.B. the int erior of
a locat ion is COMPLETELY dif ferent  de-
pending on whether it  is during opening
hours  or not), or search the various loca-
t ions outs ide the city.
Each journey  outs ide the city involves

you in horse-riding s o me  of the routes
have some nasty obstacles (helps if  you
have found a blas t ing rod!), plus  low-
fl y ing birds  and snipers" arrows  to avoid!
Once you reach the Ruins.  Hermit 's

Place. Shipwreck  or whatever you
enter another arcade game. All
these locat ions are s imilar in style,
as are the interiors  of all the city
locat ions you break  into. You get
an overhead v iew of a Gaunt let -
style game, wit h a l imit ed t ime to
rus h around,  opening chests to
fi nd your next c lue or a lit t le gold,
avoiding guards and locat ing the
exit.
The fi f th arcade sequence is Lock-
Pick ing - necessary on certain
buildings  and mos t  chests. You are
presented wit h a lock wit h 3 to 8
tumblers ,  and mus t  pick  the right

end of  the right  lockpick for each t umb
ler. of ten in a very short  t ime! I f  you are a
thief  you get a set of  10 double-ended
picks. otherwise you have to hire an NPC
in the city to help you. Even wit hout
picks you can s t ill get in us ing Knock
Rings, Chimes  of  Opening, or just  Brute
Strength - but  be careful you don't  set of f

a trap!
You don' t  need to draw maps  or make

many  notes, jus t  the hint s  you pick  up,
plus  details of  how the enemy fi ght in the
arena. You don't  even need to remember
what  you are doing in your current  quest
- the computer will remind you if  you
press RI (S. P. Esc. E.  F and Z all do
useful things  in various c ircumstances -
make sure you check the manual! ).
The only  real c rit ic isms are that  there is
no WAI T command,  and that  occasionally
you have to do things (e.g. CHARM BAR-
MAID) whic h last t ime you t ried t hem
sent you to the arena, but  are now the
right  t hing to do!
There is lots of  local colour - s it  in the
pub and you may  be told "You look  into
the ale of  the person next to you and
notice a dead rodent  in the bot t om of  the
glass!" - and it  is easy and fun to play. I f
you want  something sophist icated save
up your pennies for Ult ima V. but  as an
int roduc t ion to fun computerised D&D
you'll fi nd it  hard to beat!

•  G AMEPLAY - Well implemented
A r c a d e
-
s t y le  
D &
O

•  G RAPHICS Excellent

•  SO U N D  - Lots o f  nice sounds

•  V E R D I C T  -  G reat  beginner's
Ntuff. Fun for everyone. Don't ex-
pect too much depth an d  you
won't b e  disappointed. Good
value for money
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Billy Bounce / Jump Jack i  SAM Each
Demo Disc 10016d06 B Spell P leyspell, a lila te  2 end Superteed tot only C 3.00

Full refund on return of demo disc well first purchase of aware Software

Access. A mencan Express and v,sa tide pnono (0455)613377 9-6, Mon-Sat

KtdSOlft I  B We re

Trade, Deradee ettd Sch o o l
tot:mine s We lco m e .

Plea Se M ake  che que s pa ya ble  to
EI .Bytes Compute r Syste m s

And se nd to  B.Wa re  Softwa re . 19
Southfie ld 14040, H inckle y,  LOICS,

L EI °  I LI A T e l  (0 4 5 5 ) 613377.

SI

FOR ALL YOUR ATARI NEEDS

S O F T WA R E
EXPRESS

B I R M I N G H A M
212-213, Broad Street

Birmingham
B15 2JP

Tel: 021 643  9100

P LY M O U T H
9, Exeter Street

The Viaduct
Plymouth
PL4 9ACI

Tel: 0752 265276

AND NOW IN COVENTRY!
Telephone our Birmingham shop for details

THE ATARI SPECIALISTS

CLIP ART t
COLLECTION 3
NOW AVAILABLE
You already know how good
the PAGE 6 Clip Art Collec-
tions are. Do we need to say
any more except that Collec-
tion 3 is available now and
comprises FOUR DOUBLE
SIDED DISKS for the same
price of E10

'V

This collection has many more LARGE scanned im-
ages and well as many useful smaller clips. Hun-
dreds of images for use in Fleet Street, Publishing
Partner, Calamus, 1st Word Plus etc.

NG converter included - clips are in TINY format to
save disk space, but now you can convert directly to
IMG or DEGAS with the utilities included

PAGE 6, P.O. BOX 54; STAFFORD, ST16 1DR
Pay by chequetpostal order, Access or Visa
Credit card orders accepted on 0785 213928

or by FAX on 0785 54355
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viewers, and indeed Mandar in
themselves the main c rit ic ism of

STOS is that  the package does not  teach
the basics of  games programming.  This  is
perhaps the only  point  in whic h STOS
loses out  to dedicated games writers  like
The Shoot -Em-Up Cons t ruc t ion Kit  and
STAC. Not  any more t hough because
Stephen Hi l l  (author of  the original s
-
r o s
manual) has writ t en a book  ent it led The
Game Maker's  Manual - Atari ST and
STOS Basic.
The book is a port ly  282 pages, contain-
ing eleven chapters  suitable for STOS
users f rom beginners  to Assembly Lan-
guage programmers .  The s t ruc ture of the
book is laid out  in such a way  that  total
beginners  wil l  enjoy reading f rom the
very fi rs t  page and people who already
have sonic knowledge of  software crea-
t ion can start  f rom Chapter seven where
some of the more advanced techniques
are discussed.
The fi rst  chapter int roduces new prog-
rammers  to established programming
techniques such as pseudo-code. modu-
lar cons t ruc t ion and opt imizat ion by dis-
sect ing the popular PD Asteroids variant
- Megaroids.  Stephen uses possible cri-
t ic isms of Megaroids to construct  a game
called 'Pathfi nder'  whic h could easily be
implement ed in STOS. One of the more
Interest ing points  in this  chapter is the
fact that  details  about  memory  usage in
STOS are revealed. so no longer do you
have to guess how muc h room a sprite or
an array  is going to consume, you can
work  it  out!
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ATARI ST AND STOS BASIC
by Stephen Hill
Published by Sigma Press
Price £11.95
ISBN1-85058-158-4
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BOOKS

At the s tart  of  Chapter Two
things  get really  interest-
ing. f rom here specific
game types are examined
In depth.  Chapt er Two is all
about  Space invaders.
Chapter Three covers
Breakout .  Chapt er Four is s imulat ions .
Chapter Five features role play ing games
and Chapter Six is all about  adventures.
I don' t  want  to ru in  the book for all you
prospective readers so I wi l l  not reveal
muc h about  the content in these parts,
but  each Chapter contains a brief  history
of  the game type under discussion, and
Chapters  Two and Three contain detailed
breakdowns  of Zoltar and Orbit ,  so you
can all see how bri l l iant  Francois  Lionet 's
programming techniques are!
Chapter Seven starts to deal wit h more

advanced topics by of fering a thirt y  page
Int roduc t ion to drawing 3D wire f rame
graphics. Some of  the things  contained in
this  chapter are very advanced and I
mus t  admit  to get t ing a bit  lost amongst
some of  the lis t ings,  but  then as Stephen
right ly  says- 'Thank f ul ly  you don't  really
need to unders tand any of  these equa-
t ions in order to use them in your own
programs. "
Chapter Eight  takes a look at all of  the
dif ferent ways that  animat ion can be
achieved us ing STOS, colour cycling.
screen fl ipping etc. Alt hough the other
chapters all contain sample lis t ings this
is the fi rst  in whic h there are lots of
examples whic h can be entered in under
a minut e each, so you can have some
real f un wit hout  hay ing to work  too hard!
For those of  you wit h the STOS Maestro

cart ridge Chapter Nine contains some in-
terest ing new things for you to do wit h
your sampler.  I f  you have ever wanted to
produce alien speech (Captain Blood
style) then check out  this  book.
The penult imate chapter is all about
scrolling and shows how to use those

incredibly  awk ward 'Scroll' c ommands
wit h muc h more finesse than you ever
thought  possible. Also in this  chapter is a
breakdown (and a bit  of a re-write) of  the
STOS map editor,  inc luded are rout ines
to speed up the plot t ing of the maps  to
near Instantaneous speeds and code to
demons t rate scrolling maps.
The fi nal chapter (what  else could be

squeezed into this  book?) is for really
advanced users who wish to add t heir
own c ommands  to STOS. I t  contains
essential inf ormat ion on the cons t ruc t ion
of extensions for both the STOS interpre-
ter and compiler.  Also revealed here are
facts about  'undocumented features' in
STOS (bugs to you and me!) that  could
rest ric t  the potent ial extens ion writer.
This  book is really  fabulous.  Stephen's
writ ing style t hroughout  is interes t ing
and wit ty  and, perhaps  more import ant -
ly, he does not  ramble on about  one
thing for too long. Alt hough not  a re-
placement for the STOS manual  The
Game Maker's  Manual  supplements  it,
superbly.  It 's jus t  a shame that  Mandar in
did not  have the foresight  to inc lude in
the original manual  inf ormat ion s imi lar
to that  contained in this  book.
My only  real c rit ic ism is  that  the book is

not  ring bound,  t his  makes typing in the
lis t ings a real one-handed headache. I f
anybody at Sigma Press is reading this
perhaps they could rect ify  this  fault  for
the second edit ion?

Reviewed by
Peter Hickman
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Atari SF314 1 Megabyte E139.00
Amiga A1010 1 Megabyte E109.00
Cumana 1 Megabyte Atari or Amiga E89.95
NEC 1 Megabyte Alan or Amiga £79.95
Atari Megalile 30 Hard Disk E 4 3 9 . 0 0
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£369.00
A590 Hard Disk • Memory Upgrade installed .Phone

Commodore Amiga A1084 colour Monitor inc lead £229.00
Atari SC1224 Colour Monitor inc lead E259.00
Atari SM124 Mono Monitor including lead ..C119.00
Philips CM8833 stereo colour monitor inc. lead tor ST or Amiga E259.00

Sixteen B it Superdeals from the  S ixteen B it Specialists!
CUS TOME RS  PLEASE NOTE ! Whe n c ompa ring prices  re me mbe r  ours  inc lude  fa s t de l ivery  by courier.

5 2 0 STE P ow e r  Pack
E 359. 00

Inc. VAT and Next Day Delivery
Power  Pack i ncl udes:
•  520STE 512K Keyboard with Built-in 1 Megabyte disk drive and TV

Modulator
* 4096 Colour Palette
* 8 Channel digital stereo sound
* 4 Joystick Ports
* Over E550 worth of games software, including OutRun. Gauntlet 2.

R-Type, Space Harrier, Super HangOn and 16 more Top Games
*Organiser Business Software including WORDPROCESSOR.

SPREADSHEET and DATABASE
* First BASIC and First Music Utility Software
t  FREE JOYSTICK AND FREE MOUSE MAT WORTH E4,95
*  A!! leads, manuals PLUS MOUSE and free mains plug!
REMEMBER!  Many ST's do not come with BASIC • ours come with S

BASIC REV D by Metacomco

NEW
STE

520STE Explorer Pack
E 279. 00

•  Explorer Pack includes 520STE 512K Keyboard with
built-in 1 Megabyte Disk Drive and TV Modulator.

* 1 FREE Game. ST Tutorial and METACOMCO Basic worth E25.00.
* Al! leads. Manuals PLUS MOUSE ana FREE Mains Plug!
•  Free mouse mat worth E4.95.

1040STE BUSINESS PACK
E 479. 00

•  Includes the new 1 megabye 1040STE keyooard plus FIRST WORD
wordprocess
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NEOCHROME graphics package. Also includes Melacomco BASIC, Mouse
Pad, all Leads. Manuals and Mouse

•  1040STE keyboard without Software C 4 3 9 - 0 0

MEGA', BUSINESS Pack
£529 . 00

Features:
*Separate Keyboard and System Unit
* Inc. all software supplied with 1040 STE Business Pack
*Blit ter chip installed for faster graphics

Inc SM124 Mono Monitor E 6 2 8 . 0 0

ACCESSORIES
Goichshot II Turbo Joystick £ 9 . 9 5
Competition Pro 5000 Joystick  E13. 95
Competition Pro with Autofire  E 1 4 . 9 5
Konix Speedking Joystick..  E 1 1 . 9 5
Red Mouse Mat with Amiga logo ....E5.95
Rain blue Mouse Mal    £ 4 . 9 5

Branded Memorex 3 5" DSDD Disks
Box of 10  C 1 3  95
Memorex Disk Box
For 40 3,5" Disks E 8 . 9 5
Amiga 1/2 Meg Expansion E l l  9.95
Control Centre Atari or Amiga .C44 95

Contriver Amiga and ST Mouse with FREE Holder and Mouse Pad £20.95

PRINTERS
Star LC24-10 24Pin Inc], lead STiltimiga  E 2 4 9 . 0 0
Star LC10 including interface lead for STiAmiga E 1 6 9 . 0 0
Star LCIO colour including interlace lead for ST/Amiga £ 2 1 9 . 0 0
Citizen 120D including interface lead for STIAmoga E 1 5 9 . 0 0

SENCOSHA 80 CO LUMN P RI NTE RS - AMAZI NG  PRICES
Sekosha 9 pin NIO including interlace lead for SFArniga    E 1 3 9 . 0 0
Seikosha 24 pin tO including interface lead for STrAmiga  E 2 3 9 . 0 0

AMIGA A500
BAT GAMES PACK

£399.00
Inc. VAT and Next Day Delivery

BAT Games Pack i ncl udes:

*  Amiga A500 512K Keyboard with Built-in 1 Megabyte disk drive.
lir Free TV modulator worth E24 99 allowing you 10 use the Amiga with

a normal TV
* DELUXE PAINT II GRAPHICS PACKAGE.
*  PHOTON PAINT II graphics package with animation worth E70.00,
*  FREE. only-lust-released BATMAN • THE MOVIE games Software,
*  NEW ZEALAND STORY arcade games software.
•  F16-INTERCEPTOR - amazing 3D flight simulator software
*  A further E230 worth of Games Software, including BUGGY BOY,

MERCENARY, BARBARIAN, WIZBALL & six more games.
*  FREE JOYSTICK. MOUSE MAT AND 10 BLANK DISKS,
*  Amiga BASIC, Amiga EXTRAS 1.3, Workbench 1.3 PLUS the

Amiga Step by Step Tutorial.
*  All leads. manuals PLUS MOUSE and mains plug'

AMIGA 1 ME G
BAT GAME PACK

£529.00
Meg Bat  Games Pack i ncl udes:

*  Fitted I Megabyte Memory Expansion + Real Time Clock Card
*  Everything listed for the A500 Bat Game Pack
*  DRAGON'S LAIR 1 MEG MEGAGAME!

AMIGA A500
CLASS OF THE 1990 S

BUSINESS + E DUCATI O NAL PACK
E 549. 00

FEATURES:
*  Amiga A500 + TV Modulator
*  Midi IMerface + Software
*  Kind Words II word processor
*  Page Setter DTP
*  Super Base Personal

Database

MONITORS

044

044

•  Maxiplan 500 Spreadsheet
*  Amiga Logo. BBC Emulator,

Deluxe Paint II
*  Mouse mat, 10 blank disks

and disk wallet

EXTERNAL DISK DRIVES

CREDIT CARD ORDERLINE tr 0908 378008 (Mon -  Sat gam -  8pm)
To order  ei ther  cal l  the order l ine above w i th your  Credi t Cord detai ls OR m ake a cheque or  P.O. payabl e  to:

Digicom Computer Services and send it with pour order to the address below. Callers aro also most welcome at the address below.
DIGICOM

Unit 36, Whartside, Fenny Stratford, MILTON KEYNES, MK2 2AZ.
All prices include VAT and delivery by courier
Written derails on request APR 34.5% Variable.
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tar feature of  the magazine
dedicated t o  P u b l i c  Do -

ma in  s of t ware o n  t h e  ST.  E a c h
issue I  I nt end t o  focus  on a part i-
cular t opic  and  present  a  round
up and,  where applicable.  detailed
reviews o f  t h e  re lat ed programs
available f rom t he extensive PAGE
6 l i b ra ry  (and may be elsewhere!).
There a r e  c u r ren t l y  a lmos t  3 0 0
disks i n  t he l ibrary  wi t h  subjec ts
as f a r  r a n g i n g  a s  p r o g r a mmi n g
languages ,  a r c a d e  g a me s ,  a r t
programs  a n d  d e s k  accessories
and I  h a v e  a l r e a d y  i d e n t i fi e d
enough categories  to take us up to
issue 751! I 'd be interested to hear,
however,  wh a t  y ou  wou ld  l ik e t o
read i n  these pages. I f  you want  to
suggest a  t opic  f or  discussion,  re-
c ommend a part ic ular program or have
any comments  at  all relat ing to the Pub-
lic Domain  then please do drop me a line
(via the PAGE 6 address). Don' t  forget to
enclose a s tamp if  you would like a per-
sonal reply  and please note that  I CANT
supply  you wit h the sof tware - see the
end of  this art ic le for details of how you
can obtain the disks f rom the PAGE 6
Accessory Shop.

START THE BALL
ROLLING

To launch the proverbial ball on its
meandering voyage I've been s if t ing
t hrough the library  disks and sort ing out
those programs  belonging to not  only  the
largest  and most  exc it ing category of un
copyrighted sof tware,  but  that  which
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mus t  surely  convince anyone who hasn't
yet experienced the Public  Domain to
t hink  again and join in the fun.  I 'm refer-
ring.  of  course, to demonst rat ions,  whic h
have evolved f rom spectacular begin-
nings  to an almost  unbelievable height  of
qualit y  and yet s t ill are get t ing better!
There are literally  hundreds  of demos in
the Public  Domain and they fall roughly
into three main areas. Commerc ial soft-
ware and sampled mus ic  demos wil l  be
covered in future art icles, so that  leaves
the huge range of  specialised graphics
and sound demos, specifi cally designed
to impress  and amaze onlookers  wit h the
immense power of the ST.

Steel yboink I nc redib le bouncing baits

MORE BALLS!

Despite the increas ingly  sophist icated
demos arriv ing regularly  f rom the Cont i-
nent .  there are many  programs born in
the early  days of the ST that  remain as
sat isfy ing to watch now as they were all
those years ago. COLOUR DEMOS,  one
of the fi rst  disks added to the library ,
contains a wide range of early work,  in-
c luding the famous 'Boink ' demo - a
bounc ing,  spinning.  chequered ball cast-
ing a shadow on a grid in the back-
ground.  I f  you have a mono monitor,
check out  SILVER BALL for a great ball
demo guaranteed to as tound your f riends
(or at least, those who don't  own all ST1).
If you enjoy  this  sort  of thing, STEELY-
BOI NK is quite impressive wit h half  a
dozen bubbles  swirl ing around in a box
and refl ect ing the s urrounding messages.
BALL & BI RD DEMOS features a glass
marble bounc ing on a mirrored surface

wi t h  superb shading.  and also inc ludes a
magnifi cent  animated demo of  a bird
fl y ing past a coastal landscape. You
won't  believe how realis t ic  it  is! I f  your
head is s pinning after all this.  t ry  coming
down to earth wit h THE SNOWMAN is a
s t unning and enchant ing sequence tell-
ing the delight ful story wit h some bril-
liant  digit ised pic tures  and Walk ing In
The Air' mus ic  captured us ing Microde-
al's Si'  Replay system, In my  opinion,  it 's
one of  the mos t  professional look ing
demos there is.

MINE'S BETTER
THAN YOURS!

Several groups  around the world
are cont inuous ly  s t riv ing to out -do
each other and produce the 'ult i-
mate' ST demo. Probably  most  re-
vered of  all the recent demos is
THE  UNION DEMO which Is a re-
markable achievement  by the best
of Europe's  talented hackers. I t
won't  run on a 520STE but  will,
wi t h a few glitches, run  on a
1040STE and on every other ST
made so far. I t  comprises ten fabu-
lous demos wit h crazy scrolls, ex-
cellent  digit ised mus ic  and even a
copy rout ine enabling you to dupli-
cate the disk - wi t h  non-s top mus ic
throughout !  Then there's the

amazing CAREBEARS CUDDLY DEMO,
whic h improves on many  of the ideas
used in THE UNION DEMO with fancy
scrolls, great  music  and the best
graphics around.  Also f rom the Carebe-
ars is THE WHATTAHECK DEMO,  a
masterpiece of sight and sound t hat  wil l
surely take some beating.

AND THE MUSIC IS
REALLY GREAT!

If you enjoy lis tening to t unes  f rom the
top ST games there are over four and a
half  hours wort h in the amaz ing B. I .G.
SCROLLER plus. of  course. some really
s tunning psychedelic graphics.  scrollers
and more digit ised music .  Another good
one is THE LOST BOYS DEP DEMO from
this count ry  whic h has six dif ferent



demos combined into one. I nc luding
some great interact ive sprite manipula-
t ion. All these demos arc becoming ever
more complex and I would love to dedi-
cate more space to these incredible feats
of software engineering in a future issue

A FEW SURPRISES
Things  aren't  always what  they seem.

Take the OMEGA DEMO,  for example.
This  was described as a *pretty s tandard
graphics  demo' and at fi rst,  this  did seem
a reasonable assessment. However,  the
Swedish creators had incorporated an
unexpected bonus  - whic h was  so well
hidden that  it  s lipped past many  people
unnot iced!  h i t  the reset but t on during
the 'melt ing chrome' graphics  display
and some peculiar things begin to occur

a st range pic ture b o m b s  b u t  wait !
They move! a n d  fi nally ,  t he main
screen for another of  those great sc rolling
message demos. There's  mus ical accom-
paniment  f rom s ix ty four tunes and the
opportunit y  to select f rom seven dif ferent
demos (us ing the cursor keys wit h Help
and Undo).  One of  these features what
mus t  be one of  the tallest scrollers ever.
There's even a two-player game whic h is
very s imi lar to Atari's  Nuc leus  on the
8-bit .  Some 's tandard' demo!
There are quite possibly many  more sur-
prises lurk ing undiscovered amongst  the
library  disks and it 's always a good idea
to t ry  press ing every key before dec iding
you've seen and heard it  all.  Reset t raps
are quite c ommon (t ry the TEx  DEMOS
and THE ULTI MATE DEMO for example)
but  also check the func t ion keys and
cursor keys - in fact any key you can
t hink  of! You may  well s tumble on the
unexpected and,  i f  so. why  not  write in
and share your knowledge wit h everyone!

E FOR EXCEPT?
If you've recent ly  bought  a new ST the

chances are that  you opened up the box
to fi nd a mysterious  'E' where the 'FM'
used to be. Atari's  enhanced machines
boast 4046 colours, stereo sound.  plug-
in memory  boards and a bui l t - in Wit ter -
not  to ment ion the latest rev is ion of  TOS.
Great s tuf f  in theory,  but  unfort unately
TOS 1.6 int roduces  something of a com-
pat ibilit y  nightmare!  Many  commerc ial
games have been giv ing problems  and
some Public  Domain sof tware has been
s imilarly  affected. A few programs  will
not work  at al! ,  and others  - such as THE
ULTI MATE DEMO-  wi l l  run but  do not
operate correct ly.  The affected disks are
marked up on the latest Accessory Shop
leaflets so if  you have an STE cheek care-
fully before mak ing your selection. Also.
if  you haven't  yet picked up Atari's  patch
for the medium resolut ion bug then bear
in mind that  some disks may not boot  up
in the way  they were intended.

Enough o f  t he  depress ing
news ,  n o w  f o r  t h e  g o o d
stuf f ! !  J o i n i n g  t h e  l i b r a r y
t h is  i s s u e  I s  T H E  S T E
DEMO wh i c h  wi l l  defi nit ely
have n o  p rob lems  r u n n i n g
on t he STE!  The mac hine is
equipped wi t h  an 8-bit  pulse
c ode m o d u l a t i o n  s t e r e o
sound s y s t em and t his  fi rs t
demo, I ' m s ure one of many,
combines  graphic s  wi t h  a n
excellent ex ample o f  its  use.
Of  c ours e,  y o u ' l l  n e e d  t o
hook  up  some twin speakers
to achieve t he des ired effect.
If you have a Philips  CM8833 monit or
then a suitable stereo s c A Rr  lead (not
the s tandard type supplied by many
dealers) wil l  do the t rick  nicely. Other-
wise, you' ll have to run some phono
leads f rom the STE's output  ports  to y our
hi-fi .  Then,  pump up the volume, and
lis ten to possibly the best mus ic  yet ema-
nat ing f rom an Atari micro!

A REAL STUNNER!
I said earlier that  I wouldn' t  ment ion any

commerc ial games demos but  I have jus t
loaded one of  the new disks in the library
and I s imply  can't  believe how good it  is!
SPACE ACE is an advert isement  for a
game writ ten by Don Blut h and pub-
lished by Readysoft Inc. of  Canada. I t  has
already caused quite a s t ir on the Amiga
(the what?) and is ev ident ly  now lined up
for release on the ST. I have to say that  it
contains the most  inc redible animated
cartoon sequence that  I have ever seen
on a personal computer!  Nor only  are the

ST2 - COLOUR DEMOS
ST19 - BALL & BIRD DEMOS
ST47 - TEX DEMOS
ST90 -  &LG. SCROLLER
9T162 -  THE UNION DEMO
ST175 -  THE LOST BOYS DEF DEMO
ST195 -  THE WHATTAHECK DEMO
ST204 -  THE CAREBEARS CUDDLY DEMO

THE SNOWMAN
the perfect combinat ion of
sound and graphics -
beaut iful pictures and an
excellent sampled tune
make this one of  the most
interest ing demos around

SPACE ACE t h e  most impressive demo of  all?

graphics  almost  indis t inguishable f rom a
real televised cartoon, they 're accompa-
nied by a great digit ised sound t rack  de-
scribing the hero Space Ace, "defender of
just ice,  t rut h and man of  Earth" and his
valiant  quest  to rid the Earth of  the Evil
Commander  Wart.  I unders t and the re-
tail price for this  game may  be something
like £45 but .  i f  the demo is a realis t ic
representat ion then it  mus t  be wort h
every penny.  Why  not  t ry  the SPACE ACE
demo and see for you rselfl

WHAT A CHOICE!
That 's  it, I 'm out  of  space! There are lots
of great demos that  I haven't  had room to
ment ion so they wil l have to wait  for a
future column.  I hope you have enjoyed
reading this  art ic le as muc h as I have
enjoyed exploring the PAGE 6 library
and, i f  so, I wi l l  be back  next issue to
discuss a completely  dif ferent  subject  (I
haven't  decided whic h one yeti). Don' t
forget to write wit h your suggestions! •

HOW TO GET THEM
AP of the disks referred to in this arhcie are availabie from the PAGE 6 PD library. Each hes a unique reference

number which you should use when ordering or enquiring about the software. Please contact PAGE 6 If you
don't have a copy of their Accessory Shop leaflets and check the system requirements for each disk. The
programs Wa rre d to in this article are:

ST249 - ATARI STE DEMO
ST251 - TH E  ULTIMATE DEMO
ST252 - SPACE ACE
ST57 - STEELYBOlNK
STS15 -  SILVER BALL
s
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5T537 - OMEGA DEMO.

Prices are £2.95 each disk or .U.50 each for 10 or more  Write  to PAGE 6, P.O. 9 0 X 54. Stafford, STI6  I DA.
Telephone 0785 213928 or FAX 0785 54355 with credit card orders.
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GAMES

GAMES GALORE
0  v e r  the past few months  many

sof tware companies  have re-
leased compilat ions,  hoping to

squeeze more money  out  of the public  by
fl ogging off what  would prev ious ly  have
been considered 'dead' t it les. Games Ga-
lore is dif ferent  though.  it  contains four
brand new games, but  can it  survive in
the tough world of  the compilat ion?
The pack contains two s ingle sided
disks, each one holding two games. The
fi rst game of  the pack is SKYSTRI KE,  a
horizontal/ vert ical shoot  'em up set in
WWII.  This  game is an eight  level vers ion
of  Skystrike Plus whic h was reviewed in
Issue 41's  STOS column.  and if  you have
read that  then you wi l l  know how in-
f uriat ingly  addict ive this  game is. The
concept is  so s imple all you have to do is
pilot  an old spitfi re around a fl ip screen
landscape and complete each miss ion
that  you are assigned to, these range
f rom shoot ing down enemy aircraf t  and
going on bombing runs  to doing low level
swoops under a bridge. Your aircraf t  is
v iewed f rom the side and is ext remely
manoeuverable wit h it 's nine dif ferent
throt t le sett ings and st range (but  useful)
cont rol method.  I f  you are shot down by
the enemy you have no alternat ive but  to
bail out,  and it  can be quite interes t ing
, t ry ing this  at dif ferent  heights  jus t  to see
how low you can go wit hout  going SPLAT1
The game inc ludes  extra weapons and
lots of other lit t le features that  I 'm not
going to tell you about  because it  wil l
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Price:
Reviewer:

GAMES GALORE
Mandarin Software
L19•95
Peter Hickman
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spoil the fun.
On that  same

disk  is YOMO
whic h comes f rom
the same stable
as Skystrike and
Is described as an
arcade wargame.
Set in a future
cont rolled by
ty rannical robot
brains  Yomo is
s imilar in many
ways to Skystrike
but  adds a strate-
gic element  wit h a
very intelligent
computer opponent .  The idea behind the
game is to destroy the TBR (Tyrannical
Brain Robots) bases on Earth.  the Moon
and Mars  by dropping marker flags be-
hind enemy lines and calling in bombers,
tanks and demolit ion squads, whi ls t
t ry ing to complete a sub-miss ion that  is
given to you at  the beginning of the level.
This  could range f rom collect ing lost nuc-
lear bombs (and these robots are sup-
posed to be intelligent ! ) to rescuing hos-
tages. You have a choice of  dif ferent
ships, a grub which is a s low bombing/
parat roop assault  vehicle and also dou-
bles as a Star Wars type walker at the
press of a but ton,  and there is the silver-
fish whic h is incredibly  fast, can carry
eight heat  seeking missiles but  is almost
imposs ible to land in a confi ned space.

Like Skystrike, Yomo allows extra
weapons to be collected such as a
nuc lear bomb,  ext ra missiles,
t urbo speed and greater fi repower.
Each one brings  a new element  of
strategy into the game as the
choice between weapons can some-
t imes be a curse during hectic
at t ac k / bombing runs.  This  game
takes a while to get into but  once
you do you are going to love Yomo,
it's like a cross between Defender,
ChopI lit er and Capture The Flag.
On the second disk  is a vert ical
scrolling game called SKATE-
TRI BE,  this  lit t le gem is centred

around get t ing a lit t le (well quite large
actually) Skateboader through nine levels
to reach an outpost  wi t h which com-
munic at ion has been lost. The screen
scrolls f rom bot tom to top and is quite
smooth,  all of  the graphics  are very large
and give the game a very Impressive feel
but  the overwhelming feature of  this

game (apart  f rom it 's playability ) is the
high qualit y  of  the mus ic  it  contains,
twenty  five tunes each of  which fi ts per-
fectly wit h it 's associated level f rom racy
hard hit t ing beats during the game to
c harming dit ty 's when bonus  points  are
awarded.  As you work  your way t hrough
the levels enhancements  are added to
y our skateboard whic h give it  t urbo
speed, high-tens ile base plates and other
such unus ual accessories. This  is a real-
ly nice game and inc ludes the best
graphics  on this  compilat ion but  is a bit
hard for this  humble reviewer.  I 'm going
to have to pract ice at t his  one!
The last game on Games Galore is called
Mou t h t rap  and is so s imple even my
mu m and eight  year old cous in wanted to
play  i t  The documentat ion gives the
usual at roc ious ly  silly story about  a giant
mout h being let loose in the largest food
store in the land but  don't  let this  fool
you into t hink ing that  Mout ht rap is a
Pacman clone. You cont rol a mout h that
has to go around munc hing up f ruit  (not
in a maz e)  whils t  avoiding the germs
that  pat rol each screen, the backdrop
changes for every level as do the f ruit ,  so
you fi nd yourself  munc hing things  as di-
verse as cherries and mi lk  cartons. Now
this  may  sound like Pacman to you but
it's not.  The mouth you cont rol moves
wit h moment um so when you release the
joyst ick  it  does not  stop s t raight  away
and, as if  that was not  enough,  the
mout h also moves s light ly  f rom side to
side in a very errat ic  manner so gaining
full cont rol over it  would be wort h a
Nobel prize for sheer brilliance.  There are
loads of  other features such as the man-
datory bonuses like a big POW symbol
whic h makes y our mout h grow and
allows you to eat the germs, and an apple



that appears occasionally  whic h is used
to build up an ext ra life. This  game is one
the whole family  wil l  enjoy (mine didt)
wit hout  becoming bored or too f rus-
trated. Ric hard Vanner of Mandarin Soft-
ware has managed to get a massive 2.7
mil l ion point  high score, see if  you can
beat that  (I couldn't ).
If you have not  already guessed I was

interested in rev iewing this compilat ion
because all of  the games were writ t en in
SIDS,  but  believe me if  they did not
advert ise that  fact you would be none the
wiser, Each game wit hin this  compilat ion
contains that  certain something that
seems to be miss ing f rom 99% of  sixteen
bit  games at the moment .  I cannot  quite
put  my  fi nger on what  it  is perhaps  it 's
plavability ,  or perhaps  it 's the fact that
all of  these games are actually  f un to play
and don't  demand too muc h f rom your
t rigger linger (great for everybody suffer-
ing f rom joyst ick itus.  or who, like me,
suffer f rom 'fi re but ton fi nger' after a five
hour Xenon II session).
As a bonus  Mandar in have inc luded a
new STOS extension wit h these games
called STOS Squasher,  this  allows users
to compact  (and decompact) any type of
memory  bank  f rom wit hin STOS thus
saving disk space on any  programs you
may write,  i t  takes a while to compact
things  but  decompact ion is almost  in-
stantaneous. As if  that was not enough
on side two of  the disks (accessible by
double s ided drives only) is the source
code for the games so you can see how
they work ,  you can also change the
graphics to suit  your own tastes, or use
the exist ing graphics  and mus ic  f rom
wit h in your own programs.
To s um up I would recommend you buy
this  compilat ion even if  you do not  own
STOS, the games on it  are really  fun to
play and offer good value for money when
you cons ider that  it  works  out  to about
five pounds  for each program.

•  SO U N D  -  a l l  t h e  games  hav e
some really  nice music, the best
being pr es ent  o n  Sk atetr ibe.
Sound effects are ok, w ith some
of the games us ing pretty dear
samples.

•  G R A P H I C S  -  t h e  graphics  o n
Skystrike ar e a  b it  Jlickery but
well d r aw n.  A l l  o f  the o ther
games contain the  s tandard o f
colourful graphics that are expec-
ted o f  all present day  software
releases.

•  G AMEPLAY - the most outstand-
ing po int  o f  this  compilation is
that y ou  (and the  res t o f  your
family) w i l l  s t i l l be  play ing the
games long into 1990.

•  V E R D I C T  - i f  Mandarin keeps re-
leasing products as  good as this
they w i l l  never get a had review.

SPORTING
TRIANGLES

You don't have to be Emlyn Hughes
to have a go at a television quiz game

John Barnsley tests his knowledge

Thi s i s the  computer  game based upon Centr al  Tel evi si on's quiz  game of
the same name.  As wi th t he  tel evi si on pr ogr amme,  three players compete
wi th e a c h ot he r  ( or  t he  computer )  i n  seven r ounds of  spor t-or i entated
questions,  e a c h contestant  special ising i n one  par ti cul ar  spor t -  a nd t he
program ki ts  out  the  pl ayer  i n t he  appr opr i ate gear !

You i ni t i al l y  sel ect one  o f  twelve di ffer ent spor t i ng categor ies as your
specialist subj ect and y ou are gi ven t he  opt i on t o set a ny  l ength of  time
l imi t for  the  answers. Ther e are seven di fferent rounds and these are i n l ine
wi th t h e  tel evi si on show,  T h e  fi r s t  t w o  r ounds  ar e  s tandar d quest i on
rounds,  w i t h e a c h pl ayer  receiving a  single quest i on i n a ny  of  the thr ee
players special ist subjects (or  general  spor t i ng knowledge).
Two poi nts are awar ded for  a  correct answer  - but the strange thi ng about

this game i s tha t  y ou are not  gi ven the  opt i on t o type i n the answer but
fi nd t he  answer displayed on the screen and are asked i f it is r i ght or  wrong!
Thi s obvi ousl y makes i t  ver y easy t o cheat a nd win every time - so what's
the poi nt? Wel l  i t  i s onl y a  game and good fun nonethel ess!
The next  r ound is Hi t  For  Six where the player  has six attempts to answer

according t o t he  gr adual l y hel pful  clues. The quicker  you answer,  the more
poi nts y ou earn.  Mor e  standar d questi ons t he n t he  Ji gsaw Pi ctur e r ound
where a  graphic is gradual ly formed on the screen. The final  r ound is a l i ttle
fairer where y ou hi t  your  al l ocated 'buzzer  k e y  to have the oppor tuni ty of
answer ing t he  quest i on.  The s e  'buz z er '  k e y s  a r e  onl y  ac t i ve  w he n t he
questi on i s compl etel y displayed on the screen. Again,  i t seems rather  silly
when the  answer  is displayed a nd you are asked i f  you were r ight n o w
what k i d (or  Dad!) i n hi s r i ght m i nd is gonna press 'NO'?!!
Once y ou have completed the questions,  fair ly or  otherwise,  the  end of the

game is r eached a nd the  wi nner  is dul y  congr atul ated.  You then have the
opti on t o pl ay again - al though you must choose di fferent spor ts than those
selected for  the  pr evi ous game.
Spor ting Tr i angl es is,  t o be fai r ,  r easonabl y fun t o pl ay yet I  feel there is

l i ttle goi ng for  i t  i n ter ms of  exci tement.  Al though the pr ogr am is r eputed
to contai n 2 5 0 0  questions,  t he  same question is repeated all too often and
they soon become wel l  known t o all players. I t's just too easy to cheat but.
i f you'r e i nto spor ts or  any other  tr ivia,  t he n I  don' t  t hi nk  you'l l  be  t oo
disappointed.
I must  ment i on the  monotonous  copy-pr otecti on 'device' - a sheet of 780

darkly col our ed squares whi ch relate t o a colour  request from the program
upon fir st l oadi ng of  the game.  The  need for  this ki nd of software secur i ty
is appr eci ated but  do those col our s real ly need to be so hard to define? I n
artificial  l i ght -  when most  games are played - i t  can be extremely di fficul t
to tel l  'dar k bl ue' f r om 'black',
Overall, a n enj oyabl e few hour s of  sporting fun (and cheating!).  but I  don't

expect t ha t  I ' l l  be  pl ayi ng i t  agai n for  some t i me,  unl ess mor e questi on
modules become avai lable (how about  i t ,  CDS?).

•  S I G H T  &  SOUND - Nothing special but adequate  for  this
type of game

•  CwAMEPLAY - More  fun w i th 2  or 3 'huma n* players tha n
solo aga ins t two computer contestants

•  V E R D I C T  - Ini tia l  curios ity  soon disappears once a l l  the
answers are  known. An option to create home-made
questions would be useful

SPORTING TRIANGLES - CDS Software - £19.99
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SEQUENCING
n the last issue I discussed what  you can expect
when mov ing upmark et  f rom a basic *home
keyboard' to a more sophist icated synthesiser. This
t ime I 'd like to do the same wit h software, in part i-
c ular look ing at the sequencer. To save space I 'll

assume you all read my  'MIDlot*s Guide' series in Issues
37 to 40 last year, so you already know the basic
concepts and Jargon of  MIDI sequencers_ I f  you missed
the series and want  to know more,  back issues are s t ill
available so call Page 6 for details.
The sequencer is the heart  of  any MIDI  based system.

as it 's this  whic h enables you to record and playback
mus ic  wit h your MIDI  equipped synthesiser.  Mos t  people
start  wi t h something fairly s imple and inexpensive, such
as Mus ic  Cons t ruc t ion Set, or  Mus ic  Studio.  They  may
be s imple,  but  they're capable of  good results  and are
ideal for beginners.  They 're both 's tep-t ime' sequencers,
whic h means you enter mus ical notes into t hem one at a
t ime,  a rather laborious  operat ion.  Virt ually  all other
MIDI  based sequencers operate in 'real-t ime'.  i.e. you
actually  play the mus ic  in f rom the synthesiser's
keyboard,  alt hough s tep-t ime Input  is often inc luded as
an opt ion.
Af ter us ing several dif ferent  real-t ime sequencers I fi nal-
ly f ound happiness  wit h Twelve by Steinberg. This  is a
cut  down vers ion of  the legendary  Steinberg Pro-24, a
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superb 24 t rack sequencer now in use by profession-
al mus ic ians  the world over. Twelve is of ten k nown by
the nickname of 'Pro-12', as it 's very s imi lar in looks.
facilit ies, and operat ion to its  big brother.  At  £129 it 's
not  exactly low priced, but  you can get it  muc h
cheaper by shopping around.
So. what  makes Twelve so good? Well.  I fi nd it  very
easy to use; i t  seems to have v irtually  all the fac ilit ies
I need; and every thing works exactly as expected -
give or take the odd bug. Naturally ,  hav ing used It for
a while I can now t hink  of  things that  could usefully
be added, but  then I could always upgrade to Pro-24
(but don't  tell my  wife!).

MAKING TRACKS
As you might  guess Twelve has twelve tracks, al lowing

you to record up to twelve independent  polyphonic
mus ical parts,  whic h can then be played back s imul-
taneously.  Each t rack  can be assigned to a dif ferent
MI DI  channel,  permit t ing each to produce a completely
dif ferent sound.
A t rack may be built  up f rom sect ions (called pat terns)

of  any chosen length,  and each pat tern recorded inde-
pendent ly.  When recording you can loop the pat tern.
allowing the same part  of  the song to be recorded
repeatedly wit hout  s topping unt i l you've played a ver-
sion you're happy  with.  You can record at any speed
too, permit t ing diffi cult  bits  to be recorded s lowly  then
be speeded up to the correct  tempo on playback - great
if  your keyboard sk ills  aren't  too good! i f  your rhy t hmic
t iming's  a bit  out  there's a quant ise facility  to pul l
notes back onto the beat (UND0able if  you don't  like
the effect). Unwant ed MIDI  data (e.g. pit chbend.  af ter-
touch, etc.) may  be fi ltered f rom the incoming MIDI
datas t ream as you play, to reduce data storage require-
ments.
Af ter recording, each pat tern can be modifi ed in sever-

al ways. This  inc ludes  apply ing MIDI  velocity changes
to alter the volume and t imbre (overall tone) of  the
sound; shif t ing the t iming of playback forward or back-
ward to create special effects: t ranspos ing note pit ch
up or down;  and set t ing the voice the synthesiser uses
to play the pat tern.  Pat terns may be saved/ loaded
t o/ f rom disk, copied wit hin a t rack or f rom one t rack  to
another,  and s t rung together in any sequence required
to make up a complete song. Files  produced by Twelve
can also be read by Pro-24• so if  you upgrade you can
st ill use y our old files. Twelve will also read the fi rst
twelve t racks f rom a Pro-24 song file.
When recording a new track you can s imult aneous ly
play back previously recorded tracks, so hearing the
new recording ' in context', You can also t urn t racks  on
and off  independent ly,  and quick ly  'solo' any  t rack  to
hear It In Isolat ion. As you record or play back tracks,
twelve 'recording level meters ' hypnot ically  dance
around to indicate the passage of MIDI  data t o/ f rom
each t rack.
My favourite feature of Twelve Is its graphical score

editor,  whic h shows you what  you've played - in nor-
mal mus ic  notat ion!  What 's  more,  you can t hen edit
the mus ic  in this  form. permit t ing the removal of  wrong
notes. addit ion of  new ones, lengthening or shortening
of  notes. and changing a note's dynamics  by changing
its MIDI  velocity. In fact, you can s tart  wit h a blank
pat tern and enter every note s ingly  If you wis h • Just
like in Mus ic  Studio or Music  Cons t ruc t ion Set, only
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wit h  far more control.
You can set an overall t empo and t ime s ignature for
y our song, but  for more complex pieces you can
change either wit hin a song us ing a 'master track',
Anot her facility lets you synchronise the sequencer
wi t h  a a separate automat ic  d rum machine or even a
mult i t rac k  tape recorder via a sync t rack on tape.
So what 's  miss ing? Well.  it  only  has twelve tracks, and

annoy ingly  you can't  merge several t racks into one -
import ant  when you have so few available.  There's  no
d rum pat tern grid editor,  so d rum pat terns  have to be
recorded live or tedious ly  entered via the score editor.
You can't  print  out  the resultant  mus ical score either,
as Steinberg expect you to buy  their companion Mas-
terscore produc t  to do this .  Overall though,  I fi nd
Twelve a delight  to use. I t  runs  happily  on my  520STM,
and works  perfect ly wit h my  Yamaha PSS-680 and
YS-200 keyboards. I can highly  recommend it.

EXPLORING THE PSS
Have you ever lis tened to those fantast ic  automat ic

accompaniments  on home keyboards like the Yamaha
PSS series and wondered how on earth they're done?
For those who haven't  heard them,  the PSS-480 and
680 have a set of  incredible automat ic  accompani-
ments  in 100 dif ferent  styles. Even a s imple one-fi nger
melody can sound really  professional when played
along wit h one of  these! The accompaniment  consists
of  bassline, d rum rhy thms,  chord backing,  and orches-
t ral embellishments ,  each us ing dif ferent  ins t rument al
sounds.  Each part  may  be t urned on and of f  indepen-
dent ly  of  the others, al lowing you to use t hem in any
combinat ion.  As well as play ing over the PSS's speak-
ers, each part  is also t ransmit ted on its own MIDI
channel,  al lowing it  to be played by other MIDI  ins t ru-
ments  in your setup.
But  jus t  a moment  - if  they're t ransmit ted over MIDI

you should be able to record t hem into a real-t ime
sequencer!  I f  you connect  the PSS to the ST wit h MIDI
cables in the usual way, put  your sequencer into re-
cord mode,  and switch on the PSS's auto accompani-
ment ,  you' ll fi nd t hat  you can record them.  You may
then use the sequencers  edit ing facilit ies to examine
what  the P,SS has been play ing.
Us ing Twelve it 's easy, as you can use Its score editor

to v iew it  in normal mus ic  notat ion.  There's  one small
problem though.  Twelve only records on one t rack at a
t ime,  so all inc oming data for ALL the parts  ends up on
one track. When you v iew it  you see all the parts  at
once, and on playback everything plays in the same
voice. I t  looks and sounds  ext remely odd, to say the
least!
But  there's a way round it  - you can record each part

separately on a difi erent  t rack  in separate recording
runs ,  then give each t rack  its own channel and voice to
recreate the original sound,  However,  this  creates a
new snag - if  you're mak ing four separate recordings
how do you synchronise the four parts  so they all play
back exactly in t ime? The answer is to lock Twelve to
the PSS's t iming clock by s wit c hing Twelve into its
MIDI  sync mode before recording each track. The two
wil l  t hen s tart  together, run  at exactly the same speed.
and stop together.  Neat. huh?
Now, hav ing captured the PSS's MIDI  data you can

treat it  like any other MIDI  data.  You can edit  it,

rearrange it. incorporate it  into your own music ,  and
play it  back in any way you want .  OK. so this  is
cheat ing.  but  it  can be helpful if  you need some ideas
to help you along.

SNIPPETS
Don' t  f orget  the MIDI  Mus ic  Show being held at

the Novotel, Hammers mit h,  London on 7-8 April s tart -
ing 10:00arn.  Many  of  the major  hardware and soft-
ware suppliers  wil l  be there, and special seminars
covering all manner of MIDI  related subjects wil l run
t hroughout  the show. It 's a great  idea, spoiled only  by
the crazy ent rance price - they want  £10 (yes, ten
quid!) at the door. However if  you phone Westmins ter
Exhibit ions  on 01-549-3444 you can buy  advance t ick-
ets at .Z5 each.
• I f  you' re look ing for new MIDI  equipment  make
sure you check out  Casio's current  special offers. l i k e
Yamaha,  they've recent ly been s lashing prices on MIDI
keyboards and expander modules,  wi t h some selling at
less than half  price.
▪ I ' v e  already  received enquiries  about  suppleme-
ntary  sof tware for MIDI  Mas ter for the XL/XE.  It 's
probably  too early  to ask, but  has anyone out  there yet
writ t en any thing - such as MIDI  Mas ter sequencer fi le
edit ing software, or a program to t rans late sequencer
files into Advanced Mus ic  System format? I f  you k now
of anything.  please writ e and let me know.
• A l t h o u g h  I've had several let ters f rom readers, I've
not yet received any  new PSS voice patches f rom any-
one. Come on, you guys - lots  of you now have Dave
Gy mers  PSS voice patch editor,  so what  are you doing
wit h it? Repay your debt to the Atari Public  Domain
c ommunit y  by sharing your creat ions wit h everyone.
Go on, make the effort NOW - jus t  send y our patches
to me (care of Page 6, and wit h SAE please, i f  you want
a reply) and Fli public ise the good ones in this  column
s tart ing in the next issue.

GET PSSED!
To make bui lding those PSS patches even easier t ry
gett ing PSSED. (Sorry,  I couldn' t  resist it!). PSSED is a
bri l l iant  new voice patch editor by Bryan Kennedy,
now available as PSS Dis k  2 f rom the Page 6 PD
Library .  I ts documentat ion inc ludes an explanat ion of
what  all those PSS voice parameters  mean - at  last
you' ll be able to unders tand what  you're doing!
For sequencing us ing those new voice patches t ry the

Cosh Sequencer,  a superb new real-t ime sequencer
named af ter its aut hor Henry  Cosh. Its design was
heavily infl uenced by the specifi cat ion for an 'Ideal
Sequencer' published a while back in Sound On Sound
magazine. Again,  the program is now available as a
Page 6 PD disk.
Firs t  impress ions  of these programs  are that  they're

the best Public Domain mus ic  sof tware I've yet seen. In
fact, I can hardly  believe they're PD programs,  as both
have the look and feel of  good qualit y  commerc ial
products!  They 're real bargains  at just  £2.95 each f rom
Page 6. I ' ll give you a full report  on both programs  in
the next issue. •
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gees, but  don't  want  to lose your
shirt? Then take a look at this

new horse rac ing s imulat ion f rom CDS -
It could be jus t  what  the poor punt er
needs.
The program's  colourful packaging
seems to be full of  old newspaper at fi rs t
sight, but  af ter unfolding it  you fi nd it 's
the program's  ins t ruc t ion manual  - in
the form of  a rac ing newspaper.  The f ront
page of  this contains  the program's  oper-
at ing ins t ruc t ions,  plus  detailed explana-
t ions of  the fi ner points  of  betting. These
inc lude how to read the rac ing form for
each horse and the abilit y  of each jockey.
descript ions of  dif ferent types of  bet, how
to place a bet, and how the odds work.
The rest of  the paper is dedicated to page
after page of  racing form for the IRO
horses in the program's  database.
The fi rst  t hing that  s t rikes you is that
the program isn't  modelled on rac ing as
we k now it  in the UK. I n fact, i t  was
writ t en in the USA by Artworx,  so has a
decided American fl avour,  All fi nanc ial
aspects are quoted in dollars  and some
very peculiar terms are used to describe
the bet t ing.  Have YOU ever heard of  an
exacta, quinella,  or parlay  bet? I certainly
hadn't ,  but  perhaps  my ignorance can be
forgiven as I 'm not really  into the 'sport  of
kings'.
One to four players can take part ,  each
s tart ing wit h up to $500 stake money.  A
game consists of ten fl at races (there's no
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Publisher:
Price:
Reviewer:

DAILY DOUBLE
HORSE RACING
CDS Software
E19.95
John S Davison
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j ump ing  involved).
and y ou can place
f rom $ 2  t o  $ 2 0 0
on t h e  b e t s  o f
y o u r  c h o i c e ,  o f
wh i c h  y o u  c a n
have u p  to 15(!) at
any  o n e  t i m e .
Bet s  c a n  •  b e
straight wagers
f or  w i n  ( h o r s e
comes fi rst ),  place
(horse comes  fi rs t
or  s e c o n d ) ,  o r
s h o w ( h o r s e
c omes  fi r s t ,
second, o r  t hird).
These are s imilar to win and each-way
bets in UK rac ing terms.
Alternat ively,  you can t ry the strange

sounding bets ment ioned above. In the
exacta you have to name the winner and
the second to fi nish in a given race. The
quinella is s imilar,  except it  doesn't  mat -
ter which of  the two horses fi nishes first.
A parlay  bet is one where you pick  two
horses f rom any of the ten races, whic h
you can then bet to win,  place, or show.
Any  winnings  f rom the fi rst  horse are
used as  the stake money for the second
one, There's  also the Daily  Double,  f rom
whic h the program takes its name,  In
this  you have to pick the winners  of  the
fi rst  two races in each game, wit h win-
nings  calculated f rom the combined odds
of  the two horses. I t  sounds complicated.

but  you soon get the hang of it.

DAI L Y  DO UBLE  -  LE ADE R BOARD
LE ADE RS :1  A  F L E S H  O F  I R I S H

6 O L D  R U L E R
3 S I R  BE AM

F u r l o n g  3

Once all bets are placed.  your
direc t  involvement  is over - you
jus t  watch as the horses lose your
money  for you! Af ter a brief  music-
al fanfare a voice whic h sounds
like Burl  Ives says "And they're offi"
as the horses start  galloping across
the screen. I expected to hear the
t hunder of hooves, but  was dis-
appointed to hear just  a t inny  clat-
tering sound. I t 's a pity  the aut hor
couldn' t  have used sampled sound
effects for this - i t  would have been
muc h more effective.
The galloping horses don't  make

muc h progress across the screen, as
y our view is like that  f rom a camera
mount ed on a t ruc k  running alongside
the track. The background scrolls by. but
the horses stay on the left side of  the
screen, wi t h  their relat ive posit ions
changing as dif ferent  horses try to take
the lead. Performance is affected by

track condit ions,  whic h can be turf ,  dry,
or muddy  (Americanisms again?). Even-
tually  the winning post scrolls  into view
and Burl  Ives announces the winner,  as
the horses fi nally  c lat ter off to the right .
The graphics  of  the horses are rather

good. and the detail even extends to mov-
ing shadows on the t rack below them,
however the effect is spoiled somewhat
by  the s low screen update rate whic h is
only  about  four f rames per second mak -
ing both the animat ion and sc rolling a
lit t le on the jerky  side,
If you're fed up wit h football,  wint er
sports. and mot or rac ing games Daily
Double could make a welcome change. I t
doesn't, however,  offer the same level of
player involvement  as most  other sports
s imulat ions  and this,  coupled wit h its
lack of overall polish,  could result  in its
novelty value soon wearing off.

•  G AMEPIAY - not enough varia-
tion or direct player involvement
to hold your interest for long
periods. Perhaps a 'stun gun' op-
tion would help!

•  S I G H T  AND SOUND - animation
and scrolling is rather too jerky.
Sound is sparse and generally
crude, although the digitised
speech is clear

•  VERDICT  - I found the game
quickly became boring, but play-
ing it with a few friends makes it
much more interesting



ST GAMES S T  GAMES S T  GAMES.]

BEVERLY
HILLS COP
T
h
i
s  
g
a
m
e  
s
p
r
i
n
g
s  
f
r
o
m

the highly  successful
fi lm s tarring Eddy Mur-

phy and once more demons-
trates the profi tabilit y  of the
licence deal. The game is split
into four parts. The fi rst  a
st roll t hrough a warehouse
full of  undes irables  who desire
to blow away poor Axel (the
cop of  the t it le) whi le he
shoots his  way t hrough them.
The graphics  and effects are
adequate for this  but  there is
nothing especially out s tanding
about  them,  The whole scene
Is competent  wit h only  s light
jerk iness  not iceable.  There fol-
lows a driv ing game whic h
allows the user to choose
mouse or joyst ick as the steer-
ing wheel.  I t  is also necessary
to shoot  the c riminals  waste
chests in order to surv ive the
chase to sect ion three. Again
the cont rols  and effects are
fair and work manl ik e but  s t ill
not outs tanding.  The next two

FACTS
title: S O L D I E R  2000
Publisher; Ar t ran ic
Price £ 1 9 . 9 9
Reviewer:  J ohn Davison Int

SIGHT & SOUND
The gam e doesn't shout out to
you in terms of presentation,
but it is of a more than pass-
able quality

GAMEPLAY
Very addictive. Definitely a
game which could keep you
quite happily involved for hours
on end

VERDICT
Certainly worth checking out
due to its highly addictive qual-
ifies

screens are
variants  on the
fi rst  theme
alt hough the fi nal
game's 'rescue the
hostages' format.
makes for s light ly  faster re-
flexes being needed A l l  of
these are perfect ly adequate
but  not  part icularly  eye catch-
ing games.
I felt  that  this  whole experi-

ence lacked any real feel of  the
movie and missed muc h of  the
inter-play  between Murphy
and the two local cops. The
overriding impress ion is of
four games that  would fi nd
diffi culty  on their own being
sold under  the cover of a large
name licence. The packaging
of  the game is good showing
pic tures f rom the fi lm both on
the box and between levels
and the reproduc t ion of  the
theme is more than adequate
but  unfortunately  this  does
not  make up for some fairly
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ing the part  of  a female
combat  soldier of the

future whose miss ion is to res-
cue hostages f rom ruthless
and deadly terrorists.
The game begins with you k it -
t ing out your combat  soldier
wi t h body armour and any
number  of nasty weapons,
ranging f rom pump act ion
shotguns to grenade laun-
chers or experimental pulse
laser weapons. Once you have
fi nished in the armoury .  y our
soldier is t ransported to the
fi rst  zone where she mus t  res-
cue the fi rst  batch of hostages.
by shoot ing terroris ts  in order
to gain access to the impris -
oned men.
The act ion takes place in two

unimaginat ive gameplay and a
plot  line that  is only vaguely
related to the original story. I t
lacks the wit  and panache
that  Murphy  offered to the
fi lm and it  does not  afford the
player any chance to interac t
wi t h other major characters.
My  own feelings are that

buyers  who either purchase
on impuls e or do not  have the
opt ion to play test games are
going to fi nd themselves most
disappointed wit h this  of fering
f rom a fi rm that  can do muc h
better. I  would fi nd this  hard
to recommend wi t hou t  the
proviso the the prospective
buyer should take a good long
look at it  fi rst. really  not a
good advert isement  for the
fi lm either!

SOLD!
dif ferent  ways.
The fi rst  is a two
dimens ional v iew
of  the proceedings

as you guide your soldier
along the corridors  of  the
bui lding look ing for rooms
where you may  fi nd the hos-
tages. Once a room has been
located, you may  enter and
the v iew is then t rans formed
Into a three dimens ional 'eye
view' of  the room as you look
around for hostages to collect
and terroris ts  to shoot. The
view which scrolls by in this
port ion of  the game is very im-
pressive, as it  uses inc redibly
smooth parallax  scrolling (i.e
the foreground scrolling faster
than the background).
Apart  f rom the aforemen-

t ioned scrolling,  the game is of
average graphical quality .  The
sound is fairly  good wit h some
passable sampled sound

FACTS
Title: BEVERLY HILLS

c o p
Publisher: Tynesof t
Price: £ 1 9 . 9 5
Reviewer Da mo n  Howodh

SIGHT & SOUND
Good reproduc t ion of the
theme and fair spot effects,
graphic ally  average with no
real problems ev ident

GAMEPLAY
Smooth and responsive con-
trols make play acceptable
although the actual games do
not show any addic t ive
features

VERDICT
Not a good advertisement for
the film or the licensing busi-
ness. Extremely average all
round

ER2000
effects and speech samples.
The one t hing that  makes this
game stand out  f rom many
others on the market  at the
moment  in that  it  is  actually
very playable. The theme may
be s imple (If violent!) and the
three dimens ional sequence
may  resemble one of  my all
t ime least favourite games -
Prohibit ion - but  overall it  is
Incredibly  addict ive. It would
be quite easy to fi nd that  the
best part  of an evening could
disappear while play ing this
game!

'overall it is
incredibly
addictive'
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is sold by mai l  by the
above company  and the

packaging is s t raight fonvard
and s imple.  This  exemplifi es
the game wit hin,  whic h is also
very s t raight  forward alt hough
less t han easy to do well at.
The game is, basically,  a more
detailed vers ion of  the classic
Football Manager wit hout  the
graphics.  In it  the player(s), of
whic h there may  be up to four
at any  one lime,  compete as
managers  in the English Foot-
ball League both weighing
their chances and players abi-
lit ies against  the form of  other
players and the computer
teams. There are plenty  of
opportunit ies  to buy  and sell
players and certainly  at the
early  stages an almos t  J.R.
Ewing wheeler dealer at t itude
Is needed. The game watches
each player's  progress and
moderates the diffi culty  level
as you improve or fail, Should

FACTS

66

Title: S P A C E  HARRIER
Publisher. El i t e
Price: £ 1 9 9 9
Rev iewer Da mo n  Howodh

SIGHT & SOUND
Good sprites, bright  colours
arid loud noise - every thing in
This is right

GAMEPLAY
Fast and fun with plenty  at
addic t ion thrown in - a plea-
sure to play

VERDICT
don't  usually like conversions

but this one is excellent, c ollec t
it as soon as possible

Issue 43 - New Atari User

either of these
possibilit ies occur
in excess then the
player will be
either offered new
contracts by bet-
ter c lubs or fi red and can only
hope to pick  up c lubs desper-
ate for any sort  of  help.
The game is ent irely  menu

driven wit h no graphics  at all.
The results  sequence shows
up as the classified cheek in
any Grands tand type prog-
ramme wit h not  even any
other report  of  the game avail-
able. Discovering who scored
is a mat ter of examining the
team to see whose goals
scored columns  have grown.
The poss ibility  of error check-
ing is poor since I discovered it
was quite possible to play two
goalkeepers in one team at the
same t ime in order to improve
my shoot ing skills. Subse-
quent  results  did show I
scored more than earlier.

S pac e  Harr ier was a big
hit  in many  arcades
last  year. A basic shoot

-ern up that  had speed, col-
our,  noise and a lit t le style to
It. Elit e have taken this  and
created a highly  creditable two
disk  version for the ST. I n the
game the player takes the part
of a Space Harrier,  a form of
Dirt y  Harry  in jet boots wield-
ing a most  powerful laser rifle.
The copy of the game I re-
ceived had no ins t ruc t ion
sheet wi t h it  and no ins t ruc -
t ion or story on screen and so
it was  just  as well that  the
game is s imple to play. The
whole idea is to dodge various
obstacles like rocks or trees
and the odd c olumn or giant
mus hroom while shoot ing at
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721111•
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FILE
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Brian Clough would be im-
pressed! I managed to take
myself  via f our dif ferent  teams
to the top of  the fi rs t  div is ion
and to various European and
domest ic  cup games and there
seemed lit t le I could do to
either help or hinder my
teams at t imes. Results
appeared wit h lit t le explana-
t ion as to what  stat ist ics were
helping or otherwise.
I was also perturbed when at
the start  of  my seventh season
the game ceased telling me
this  was a review copy and I
had had enough t ime to ex-
periment .  I  fi nd this  unf ort un-
ate since I cannot  guarantee
that  the game reviewed is the
full game or that  it  wil l s tand
up to prolonged play.

FACTS
Title: F O O T B A L L  CRAZY
Publisher: ESP Software
Price: £ 1 9 . 9 5
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Almost not applicable,  Mere
are no sound effects and The
only  music  and graphics  are on
the loading screen but the
game doesn't need Them

GAMEPLAY
So muc h is hidden that Mere is
diffi culty in mak ing decis ions
based on any thing other than
gut feeling, but  the game is,
nevertheless, interesting to play

VERDICT
A funny old gamei Quite play -
able but it could have been
presented much better. I hope
the updates promised improve
on its general raggedness.

SPACE HARRIER
the local, f auna
whic h is at temp-
t ing to blow away
the hero, in the
shortest  t ime

possible.
The cont rol seems to be by
mouse only  and as such
should be hailed by the mak-
ers of  spare mice as a defi nite
asset to t heir business. A
great deal of  but ton press ing
left the lit t le grey beast look ing
for a rest. I t  is t hough the per-
fect way to cont rol a game of
such pace since the control is
accurate and most  precise.
The sound and colour are not
shamed by the original at all
and the overall effect is most
exhilarat ing.  The only quibble
I can fi nd wit h the game is
that  v is ibility  is somet imes a
lit t le crowded when many  ex-
plosions fi ll the screen and the
next enemy appears without
the player seeing it. This

seems like a very good exam-
ple of the fog of war, but  it
does mean that  the end of
level meanies can sneak up
and shoot you full of  fl ame
wit hout  the player hav ing
muc h chance of  avoidance.
This  t rifl ing problem aside I
was pleased to note that  a
cont inue feature was available
and the three credits  allowed
kept interes t  going into the
game. The second disk  can be
played alone alt hough it
seems that  muc h early  prac-
tice would benefi t  the shooter
since this  level is very fast and
exceedingly furious .
I enjoyed this  game and found
it  suitably  addic t ive and hap-
pily  accurate to its  forebears.
My  mouse on the other hand
Is cons idering that  it  would
rat her be fed to the cat or play
Dungeon Master.  This  game is
one I can happily  recommend
to all arcade freaks.

1
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the box proc laims
"Now everyone can cre-

ate t heir own c omput er
games!". Possibly t rue but
only should y our desire be to
create variants  on a theme of
a vert ical scroll.  The package
contains several useful parts
inc luding sprite designer.
background creator,  mus ic
generator,  sound c reator and
animat ion editor.  Unf ort un-
ately they all only  really  work
wit hin the confi nes of  the con-
s t ruc tor and t hus  the overall
power is limited.
To create a game is relat ively
simple. given an abilit y  to cre-
ate sprites and a great deal of
pat ience in us ing the very
f riendly  edit ing equipment .
The fi rst things  to do are load
the sprite editor and draw the
various pic tures  you wish to
use, or alternat ively  remodel
those inc luded wit h the set.
The system then allows you to

FACTS
Title N E V E R M I N D
Publisher: Ps y c  lapse
Price: £ 1 9 . 9 5
Reviewer: J ohn Davison inr

SIGHT & SOUND
As with all Psygnosis products
the presentation of  this game is
absolutely  superb. The graphics
are well defi ned and the sound
Is of good quality

GAMEPLAY
This is very addic t ive onc e you
are familiar with the novel
methods of  control employ ed

VERDICT
Excelienti A dif ferent game
which combines  both strategy
and arc ade ac t ion into one
pac k age

change their pal-
let te and ident ify
t hem for subse-
quent  animat ion.
Sprites can be
combined to cre-
ate quite spectacular large
monsters  and indeed each of
the other func t ions  that  follow
allows cons t ruc t ion of  s imilar
ease. Edit ing the three sample
variant  games can give a
range of  dif ferent types of one
of  three games and this  is in
fact my  main worry .  The soft-
ware itself  is excellent and
allows the use of  imaginat ion
in a very limited way, but  if
you want  a plat form and lad-
ders game then the creator
wil l  not  work ,  i f  you want  a
driv ing game then you would
have immense problems.  in
fact you can only  make games
in the Sidewinder or Xenon
mould.  As such the ut ilit y  is
very limited but  what  it  does It
does very wen indeed.
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release f rom the Psyg-
nosis label  Psyclapse.

The packaging describes the
game as a "—ref reshingly  in-
ventive game that  wil l have
you juggling your joystick and
agoniz ing over its mind mud-
dling problems unt i l  the early
hours  of  the morning. "
Your task wit hin the game is
to make your way t hrough
over 250 screens, each of
whic h contains a pic ture puz-
zle whic h mus t  be completed
in a set t ime.  You mus t  collect
pic ture t iles f rom around the
three dimens ional playfi eld
and fi t  them into the gaps in
the puzzle pic ture to complete
it. However,  to make life more
complicated for you the
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I mus t  admit  that  I kept com-
paring it  to STOS and felt  that
the two packages were capable
of produc ing a Shoot -em up of
comparable standards.
alt hough to obtain the s lick
scrolling of S.E.U.C.K. the
STOS compiler would be
necessary. Both can make
stand alone games but  STOS
would allow any variant  on a
theme or a completely  original
idea to come f rom the user if
they had the sk ill and thus
represents a far more versat ilt
ut ility .  For someone wit h lit t le
or no sk ill in programming
though S.E.U.C.K. is  a god-
send. Wi t h imaginat ion some
very entert aining creat ions are
possible but  do not  expect a
wide variety f rom the package.

pic tures are
somet imes ani-
mated, mak ing
them seem more
complex than they

really  are, On higher levels
you wil l  fi nd pic ture t iles
whic h dissolve, along wit h
chess pieces which have an
annoy ing habit  of  stealing
away wit h v ital parts  of  the
puzzle.
in  very s imple terms the puz-

zles of  each screen could be
likened to the old plast ic  's lid-
er' puzzles where you have to
juggle around the indiv idual
square t iles mak ing up the
pic ture in order to make it
complete. However,  in  Never-
mind,  you mus t  juggle the
pieces around by walk ing your
character around the screen
pick ing up and sort ing out  the
various pieces of the puzzle
Tthe game is graphically  su-

perb, wi t h some beaut ifully

FACTS
Title: S .  E. U.0 K.
Publisher: O u t l a w (Palace)
Price: S 2 9 _ 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Basically what you mak e them.
Supplied games  arte colourful
and noisy. Loads of potent ial

GAMEPLAY
Most user friendly, s upplied
games c an be altered and
c heated with at wilt  the utility  is
easy and intuitive

VERDICT
Although limited in scope it
does the job very well.  Good
for the less technical but imagi-
native types

NEVERMIND
drawn backdrops  and very
well defi ned and animat ed
sprites. The sound is aslo
highly  commendable.
The game Is very challenging,
and once you have got used to
the methods  of  cont rolling
y our character to perform the
required act ions the game be-
comes very addict ive indeed.
The idea is quite original,
whic h makes a change in to-
day's game market  and I t hor-
oughly  enjoyed t ry ing to get
t hrough the various levels.
One t hing which I mus t  men-
t ion is the way  in whic h you
can j ump '  past  levels you
have completed.  Each screen
has its own 'password and  i f
this  is typed in on the opt ions
screen you wil l  be automat ic -
ally  t ransported to the level
whose code you have entered.
This  is a nice touch whic h
more games should employ!
Top class stuff  from Psygnosis.

New Atari User - Issue 43 8 7
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DEMON'S TOMB
A
t
)

nc ient  references to
t win priests  ... the For-

idden God __. Rites of
Summoning  halted by the
good t wir l  ... the evil one wait -
ing mil lennia for the right  t ime
to t ry  again .._ s t range deaths
on the moors  ... "the heart
wasn' t  so muc h damaged as
t orn to pieces" .., and your
father has mysterious ly  dis-
appeared while exploring an
anc ient  burial mound!
It is down to you, Richard

Lynton,  to save the world f rom
the foul touch of  Darsuggothal
Once you realise that  some-
t hing is wrong you mus t  solve
many  tortuous  puzzles and
risk  count less dangers in
order to fi nd the lost burial
c hamber of Thai so that  he
can stop his  evil twin!
Firs t  you get to play a short
prologue as your father.
Doomed to die by fi re in the
bur ia l  mound.  you mus t  pre-
serve enough clues so that

F A
C
T S

GHOULS AND
GHOSTS

Publisher: U.S.  Gold
Price: £ 1 9 . 9 9
Reviewer: J ohn Davison Or

Title:

SIGHT & SOUND
Both the graphics  and sounds
are of  a high quality . The music
shows what  can be done with
the ST's 'medioc re '  sound chip

GAMEPLAY
This is a very addic t ive game,
as it  is enough of a c hallenge
to mak e you want  to go back
for more despite the frustration
which this causes!

VERDICT
What can be said that hasn't
been already? Ghouls and
Ghosts is truly superb. However,
It c ould be just a litt le too late
as the Ghosts and Goblins

68  i s s u e  43 - New Atari User

Richard wil l  be
able to under-
s tand the cris is
and set out  on his
deadly  quest.
Demon's  Tomb

can be played as a t radit ional
text adventure (with pictures),
or via Menu Mode.  This  dis-
plays all the verbs in a scroll-
ing window at the bot tom of
the screen. Select one wit h the
mouse to get a lis t  of  all the
relevant nouns ,  point  at one of
those and your command is  •
executed. Longer sentences
can be made by select ing
'verbs' such as BREAK WITH
and you can sk ip around the
list  of  over 100 verbs by typing
the fi rst let ter of the one you
want .  Wit h a lit t le pract ice you
gel to play a full text  adven-
ture wit hout  typing any words!
The game features lots of
other goodies - powerful
parser.  Ramsave, Undo,  user-
defi ned abbrev iat ions,  recall
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whic h is a development
f rom an old arcade

machine.  In this  case the
game Is based on the old clas-
sic *Ghosts and Goblins '.  The
original convers ion f rom the
highly  successful arcade
machine was made available
on several 8-bit  computer for-
mats  a number  of years ago
and was a t remendous  suc-
cess. Several years later,  a se-
quel has been writ t en in the
form of  'Ghouls and Ghosts' -
almos t  ident ical in form but
tak ing advantage of today's
improved graphics  and sound,
You play  the part  of the

valiant  and brave knight
Art hur,  who has to rescue a
beaut if ul princess. However.

and edit, large text, etc. (Menu
Mode doesn't  work  wit h large
text, but  by  choosing the right
colours  you should be able to
read it  all on a 'IV.) There are
lots of  hints in the copious
text, and the manual provides
coded clues as well!
EVERYTHING in the prologue

has a use later on (though
they are NOT all necessary to
win),  but  even when you have
worked out  how to save the
items f rom the fi re there is
only  JUST t ime to do it  if  you
are very careful not  to waste
any turns.  Some of  the re-
sponses and idiosyncracies of
the game are a LITTLE
annoy ing in a few places. but
overall Demon's  Tomb is an
very enjoyable experience.

this  rescue job is
not  the easiest
task you could
undertake!  You
mus t  fi ght your

way  t hrough a variety  of
ghouls.  ghosts. vultures,  and
various  other nast ies us ing a
number  of weapons which you
can fi nd Iv ing around.  The
game is bas ically  a two dimen-
sional sc rolling af fair where
you v iew the proceedings f rom
the side as you move your
'dinky ' lit t le knight  t hrough
the dark  and s inis ter land.
The graphics in 'Ghouls  and
Ghosts' are of a very high
qualit y  and compare very well
to the original arcade game_
The sprites and backdrops are
all beaut ifully  shaded and the
screens manage to conjure up
the sort  of 'sinister' atmos-
phere whic h the game needs_
The game is full of  nice lit t le
ideas, such as the fi rst t ime

FACTS
DEMON'S TOMB -
THE AWAKENING

Publisher: VirginiMelbourne House
Price: S 2 4 _ 9 9
Reviewer J ohn Sweeney

Title:

SIGHT & SOUND
Some nicely  atmospheric  Oe-
tures can be displayed at
various points in the game

GAMEPLAY
A nice implementat ion of a text
adventure with a reasonable
vocabulary, but  where you
DON'T hove to type!

VERDICT
An excellent  adventure tor be-
ginners. but  with enough twists
to k eep the ex perienc ed play -
er perplexed!

GHOULS
AND GHOSTS

you are touched by a creature
you do not  automat ically  lose
a life. Before this  occurs you
fi rst  lose y our armour and
carry  on t hrough the game
wearing nothing but  a pair of
boxer shorts! The sound is
also of a very high quality ,  t he
tune which plays t hroughout
in the background is ex t reme-
ly good and goes to show that
if  the sound chip in the ST is
used properly  some beaut if ul
effects can be obtained.
Above all,  t he one t hing whic h

you not ice while play ing is
jus t  how inc redibly  playable
and addict ive it  is.
A nice feature is the system of
'credits ' where you can begin

.where you died at the end of
the last game. This  however
depends on whet her or not
you have enough credits  left.
You begin wit h five, so effec-
t ively you have five sets of
lives to play with!



ST GAMES wa. ST GAMES a..S T  GAMES...I

TOWER OFBABEL
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bending levels of  3-D

puzzles! This  has to be one of
the best games of  its type evert
Tower of Babel is a mouse-
driven strategy game wit h
solid 3-D shaded graphics.
You cont rol three spider-like
robots: Zapper zaps things.
Pusher pushes things,  and
Grabber (apart  f rom grabbing
things) can operate a number
of special items.
The lowers '  are 3-D land-
scapes. each one up to 8
squares by 8 squares and up
to 4 levels deep. Lif ts  move
you between the levels, whic h
are populated by a variety  of
enemy robots: zappers and
pushers. worms  and watchers.
flags and hoppers  , lizards,
t ime bombs  and prox imit y
bombs. obst ruct ive blocks,
prisms to help you shoot
around corners,  convertors
(zaps become

FACTS
hue: D o u b l e  Dragon II
Publisher: V i rg in
Price: £ 1 9 . 9 5
Reviewer: J ohn Davison inr

SIGHT & SOUND
The graphics  are smoothly  ani-
mated and colourful although
they do seem a bit  'blocky ".
The sound is sparse, with only  a
few effects being present

GAMEPLAY
Quite good c ompared to other
fi ghting games  as it ac tually
has a  goal for you to aim al

VERDICT
I was quite surprised as to how
much e n jo y e d  play ing if
can highly  rec ommend it for
fans of  the genre

pushes and vice
versa), *Mon-
dikes', and remote
lif t  activators.
enemy freezers.
fl oor wipers and teleport  sta-
t ions for Grabber to operate!
Not surpris ingly  this  wide

array  of  game elements makes
for some pret ty  complex puz-
zles as you t ry  to achieve the
object ive for each tower -
either a body count  or a num-
ber of Klondikes to collec t
Your surroundings  can be

viewed either f rom the eyes of
y our robots, or f rom remote
cameras whic h can pan and
zoom to help you work  out
how best to ins t ruc t  your
robots. You can click on the
cont rol panel to cont rol your
robots direct ly  (walk,  t urn,  use
lift, or zap/push/grab).  Or you
can give y our robots up to
eight  commands  each in adv-
ance and then sit  back and
watch t hrough the cameras.
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was a Double Dragon I!
However,  the moment

you see this  game it  is quite
obvious ly  f rom the 'beat 'em
up' genre of  computer soft-
ware. I t hought  that  the soft-
ware companies  had given up
releasing this  sort of  Karate/
Street Fight ing style game.
Apparent ly  the *Double Dra-

gons' are Billy  and J immy
(names whic h mus t  s t rike fear
into the hearts  of their ene-
mies!) who are two Mart ial
Arts  experts who seek to
avenge the death of  Marian
(whoever she may be?). They
feel that  they may be able to
bring her back to life(!) i f  they
can penetrate the secret lair of
the Shadow Boss. Surprise,
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This  'programming  of the
robots is crit ical on some
levels - t o save t ime, to syn-
chronise act ions (e.g. Grabber
activates a freezer to give Zap-
per t ime to walk  past a zapper
and blow it up), or because
some act ions are carded out
at dif ferent  speeds under
'program' control.
An excellent t utorial helps to

get you started, and two out  of
each group of  nine towers can
be skipped,  so you don't  get
s tuck jus t  because you can't
solve t hem all.
Some of the higher levels are

pret ty  fi endish,  but  if  you get
really  fl ummoxed you can al-
ways resort  to us ing the excel-
lent  Tower Designer to build
y our own towers!

surprise,  you play
the part  of  this
dynamic  duo as
you fi ght  your way
past a variety of

bad guys each of  whom have
their own part icular brand of
'dirty ' fighting_
Unlike many  fi ght ing games

this  is muc h more based
around street fi ght ing rather
t han Karate and it  gives your
characters the abilit y  to light
as they want .  They  can pick
up objects and t hrow them at
their assailants, t hrow knives,
use those spiky whip type
things  or other items the
names of which I haven't  the
foggiest not ion.  No doubt  in
real life these items are used
to infl ic t  as muc h pain as pos-
sible. Not  nice!
Graphically  the game is one

of  the many  whic h fall into the
category of 'average'. The
sprites are all bold and colour-

FACTS
Title:
Publisher,

Price:
Rev iewer

Tower of Babel
Roinbird/Mierob-
rose
E24.99
John Sweeney

SIGHT & SOUND
Excellent 3-0 grophics• lots of
nice effects

GAMEPLAY
Excellent mouse interfaces, lots
of options, lots of excellent
puzzles

VERDICT
Excellent value if you like a
good puzzle. Basically... excel-
lent/

D O U B L E
DRAGON II

f ul and the backdrops whic h
scroll by smoothly  are equally
colourful,  alt hough they do
seem to be quite 'blocky' in
appearance.  The sound
appears to consist of  some
very sparse sound effects,
mak ingm e  wonder whether
the rev iew copy is a develop-
ment  version, as there seems
to be far too lit t le of it.
I have never been a great fan

of  these gang light ing games
and I tend to fi nd that  they get
jus t  a lit t le on the boring side.
However,  Double Dragon II is
cons iderably  more playable
t han other games of  this t y pe
I've encountered.

'use those
spiky whip

type things'
New Atari User. Issue 43 5 9



A superb new
large sprite
creator from
Francois
tionet

A mini sprite
scrolling
demo

Don't forget
that games
competition
with 4200
worth of
prizes!
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past couple of  weeks have been.
the new STOS products  which I

reported back  in November have fi nally
(after a series of  unavoidable delays) s tar-
ted to appear.
Games Galore, the compilat ion of best

ent ries f rom the 1988/ 89 STOS compet i-
t ion is bril l iant ,  and comes wit h a new
extension called STOS Squasher which
gives you c ommands  to compact  any
piece of data (pictures. sound.  even prog-
rams!). TOME the TOtal Map Editor has
been released by Shadow Software, this
Is yet another new extension for STOS
that  allows you to manipulat e giant
maps. useful if  you want  to create games
like Ghouls  82 Ghosts or Rainbow Is-
lands, I  have even used it  to write a nice
serially demo involv ing the obligatory
scrolling message and a giant  hotdog
(weird!). Last  but  not  least is an excellent
book by the aut hor of the STOS manual,
Stephen Hill.  The book contains  some-
t hing for everyone, f rom basic psuedo-
code and s t ruc turing techniques to infor-
mat ion on the creat ion of  your very own
STO5 extensions. There are lots of  exam-
ple lis t ings  and each one has it 's own
breakdown,  the book even examines  the
techniques used by Francois  Lionet  when
he wrote Zolt ar and Orbit .  I unders t and
the book and Gaines Galore are being
sold by Page 6 Publishing so check out
t heir catalogue if  you have t rouble fi nd-
ing the bits  and pieces at your local retail
out let .  TOME is, unfortunately ,  only
being sold by mail order direct ly  f rom
Shadow Software alt hough I have heard
rumours  that  Mandar in were so impress-
ed wi t h it  that  they may  decide to take it
on. so it  may  appear in your shops by the
s ummer (but  if  you cannot  wait  drop
Shadow Software a line to fi nd out  more
about  TOME,  t heir address is at  the end
of this  art icle).
AMOS (the Amiga - spit .  spit  - version of

STOS) has  been delayed once again and
won' t  be mak ing an appearance unt i l
APRIL. alt hough there is a demo fl oat ing
about  the PD libraries  which should im-

press a few people. The demo is fantast ic
and even lets you look at the source code
so you can see how easy AMOS is to use.
The creator of this demo is a well k nown
STOS user and journalis t ,  and writes  for
a bri l l iant  magaz ine called New Atari
User. Ok  it 's me. but  don't  worry  I won' t
be desert ing STOS 'cos the ST is about
five hundred t imes  more f riendly  than
the Amiga and I 'm look ing forward to
STOS Plus because, judging f rom what
Francois  has learnt  in recent months ,
STOS Plus should be mindblowing.  Unt i l
that  t ime STOS (which is s t ill by far the
best language on the ST) wi l l  cont inue to
teach me things  that  I never thought  pos-
sible in BASIC! Anyway  if  you own an
Amiga as well as an ST (lucky thing!) it 's
wort h check ing out  the demo just  to see
what  sort  of  things could appear in STOS
Plus.

HELLO FROM
FRANCOIS LIONET!
More news. Francois  Lionet  has contac-

ted me and would like to say hello to all
the STOS users who read this  column,  he
writes  a s r o s  c olumn for a French
magazine and is very interested in get t ing
a sort of  program exchange going. So
f rom this  issue the occasional wonder
program will be presented together wit h
the usual breakdown so we can all learn
new things about  STOS f rom a mas ter
programmer (that's you Francois!).  In re-
t urn I will send Francois  all of  the prog-
rams  which appear in this  s r o s  c olumn
so that  he can see what  sort of  amaz ing
things you have been doing wit h his
creat ion.

COMPETITION T IME

Compet it ion news • t here isn't  any! No
seriously. I 'm wri t ing this  before the last
issue has appeared so nobody  knows
about  the compet it ion yet (is this  mak ing
sense to you?). Anyway.  in case you mis -
sed the last issue (and if  so, WHY?) Man-
darin and Shadow Sof tware have put  up
some really  fantast ic  prizes for a small
programming compet it ion,  all you have
to do is  writ e a vers ion of a game whic h



you cons idered to be an 8-bit  classic, it
could be Asteroids, Lode Runner,  Jetpac.
Choplif ter just  about  any thing as long as
It appeared on an 8-bit  machine.
Prizes are really  good, a list  of  which can
be found in the last issue, but  i f  any of
the games are good enough both Man-
darin and Shadow Software have ex-
pressed an interest  in mark et ing them
(fame at last!). You can fi nd a list of  the
Compe t i t i on  Rules  in the last issue but
in ease you cannot  fi nd a copy here are
the main ones-

1. The game must be wr i tten in
STOS.

2. A similar game must have
appeared on an 8-bi t computer .

3. Closing date is the 25 th of APRIL
1990.

4. Any entr ies which are not consi -
dered to be of marketable qual i ty
(they mi ght sti l l  win a prize!) wil l
be placed i nto the Page 6 publ ic
domai n l ibrary for all STOS users
to enjoy and learn from.

5. The entr ies wil l  be judged by my-
self and representatives from the
companies supplying the prizes
and our  decisions are final  (so
there!).

If you do decide to enter (and I hope lot 's
of you do!) please remember to inc lude
with y our entry  the name of  the game
(and the name of  if s  affi liated 8-bit  ver-
sion). y our name and address (and phone
number  if  you have one), and fi nally  any
special requirements  the game may  need.
I'm really  look ing forward to seeing your

STOS creat ions, my  game Treasure
Search has been in the public  domain for
quite a while now and a few people have
actually  writ t en to me saying how nice it
Is, so thanks  STOS'ers. your comments
and suggest ions are always welcome.

ANY QUESTIONS?
Before the programming bit  let 's have a
new feature, quest ions  and answers.  I
have jus t  received a let ter f rom Mike Tes-
ter of  Surrey. It was  dated August  the
30th, sorry  this  has taken so long Mike
but  your let ter was obvious ly  lost in the
piles of  mail New Atari Users gets every
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Francois Lionet's Big Sprite maker

day. Anyway  Mike writes-
"Some t ime ago I purchased a copy of
STOS. I am hav ing great fun learning
how to use it  to the best advantage.
however I have come across a minor
problem,  whic h is I would like to use two
joysticks. I am only  a beginner in the art
of  programming who is t ry ing to write a
s imple shoot t hem up game for two play-
ers us ing joysticks. I have s tudied the
manual  and cannot  fi nd any way in
whic h a joyst ick can be used f rom the
mouseport .  Does anyone k now if  it is
possible, if  so can any  one tell me what  I

would need to do?"
Well Mike,  there is no s imple answer to

y our problem.  STOS has no direct  facility
for reading a second joyst ick and the
only rout ines  I have seen that  would be
of help use illegal calls to the operat ing
system, this  has the disadvantage of
mak ing them incompat ible wit h dif ferent
versions of TOS. Help is at hand though
in the form of  Cartoon Capers  which was
the winning entry in the STOS compet i-
t ion of  1988/89.  Capers  uses a special
extension to STOS whic h allows you to

continued d r
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read a Joystick in the mouse port ,  t his
rout ine wil l be given away  wit h Cartoon
Capers  when it  is released (somet ime in
March I am assured). Unfort unately  I
have not  had the chance to t ry  It out  yet
hut  I have seen it  in act ion and it  seems
to work  very well.

10 km, o f f  :  c o d s  0  1  c u r s  o f f  1 fl a k h o f f  I h i d e  o n
20 l o ad  .

a s k 5
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50 re f fe e t
4 0 g o so b  1 6 0
52 co p y b a c k  t o  l o o v f
6 0 g o su b  7 .5 0
70 s c rw a n  r o p y  b a c k  t o  1 0 1 3 1 C
80 g o so b  3 9 0

4 ‘ . . 4 8  c o p y  b a c k  t o  l o g i c

T H E  PROGRAMS

Programming t ime. The fi rst of  this
Issue's programs  (see previous page)
comes f rom Francois  Lionet  himself ,  he
has writ t en a nice program that  takes
y our sprites and Joins t hem together to
make even bigger sprites, he says the
size of the joined sprites is unl imit ed but
STOS wil l  do strange things  if  they are
larger than 128x128 pixels because that
is the max imum size of  the STOS sprite
buffer.  Type in LISTING 1 for some big
sprites.

HO W IT WORKS

LI NE 10 - Set's up the variables needed
by the program.
LI NE 50-60 - Clear any sprite bank  that
may  be in memory  and then present  you
wit h a fi le selector.
LINES 65-100 - Clear the screen and
change the palette to that  of  the sprite
bank.
LINES 101-105 - Allow you to draw wit h
the sprites.
LI NES 115-150 - Cont rol the whole prog-
ram.  jumping to various  rout ines  when a
part icular key is pressed.
LINES 200-290 - Mark  a box around the
area of the screen you want  to t urn into a
sprite.
LINES 300-405 - Grab the block of
screen and store it  in the variable
BLO(:S() us ing the SCREEN$ funct ion.
LINES 410-480 - Perform the complex
task of  convert ing the SCREEN$ data
into sprites, alt hough this  may  look in-
credibly  complicated it 's easy to tell we
are dealing wit h sprites here because of
the sprite bank  ident it y  number
$19861987 contained in line 415.  this  is
LOKE'd (LOKE is the version of  POKE for
longwords  or 32 bit  numbers ) into the
beginning of  the new bank.
LINES 485-500 - Display  a fi le selector
save the new bank,

Now if  the lis t ing seems a lit t le bit  messy
and not  too well s t ruc tured don't  worry
about  it, all you need to know is that  it
does the job it  was writ t en for (although
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don't  ask me howfi ll.
Once you have typed the program in, run
it  and you wil l  be faced wit h a fi le selec-
tor. Use this  fi le selector to load a pre-
v ious ly  saved sprite bankand you wi l l
now be able to paint  wit h a sprite f rom
y our hank.  Use the + and - keys on the
numeric  keypad to change the sprite.
press Escape to end the program and
press 'G' to create the new sprite bank
(but  remember to grab the new sprites as
blocks first). When you press Return,  a
large fl ashing square wil l cover the
screen. You can change the size of  this
by press ing the left and right  mouse but -
tons to move the corners of  the square.
At this  point  pressing Return again wil l
grab that  area as a block ready to be
turned into a sprite. Pressing Escape will
end the program.  press ing the + or - keys
changes the block number,  press ing 'C'
clears that  block and pressing space
allows you to go back and paint  wit h
some more sprites. As you can see the

Above - screen effects demo by Francois Lionet
Right - Peter Hickman's moving sprite demo

program is a lit t le t ricky to get the hang
of. but  st ick with it  and you wi l l  soon he
produc ing lovely big sprites.

SCREEN EFFECTS

The next program this  mont h is an
effects demo (writ ten by Francois  once
again) to make screens disappear.  Type
in PROGRAM 2 and have some fun.  The
lis t ing is so inc redibly  s imple it 's not  even
wort h me doing a breakdown,  bu t  lets go
through it  anyway.

LINES 10-20 - Clear the screen and load
the pic ture contained on your STOS boot
disk.
LI NE 40 - J umps  to the fi rst effect, whic h
sort of  makes the screen vanish one line
at a t ime.
LI NE 50 • Copies the background screen
(which st ill has  a copy of  the picture)
onto the phys ical screen (which has Just



I.

i e  r e m   0 - 0 . 1 1 4 1 . 1 1 . 4 . 1 . 4 - 1 1 . •  • •
28 r s .  W a v y  S p c i t .  P a t t e r n .
30 r e m  •
4% r e m  •  B y  P .J .K ic k m e n •
58  o s s  a  -
eea  r e m  e  N e w  A t  U s e ,  1 . s u e  4 4  •
7 6  r u m  . . . . . . . . . .
oa k e y  o f f  z  m ode  6  T  c u r .  o f f  4 I a s h  0 4 4  i  n i d e  o n
90 l o a d  .
8 i a n t e
m I s I t e
l i k
.

100 oomub 2 9 8
t1 0
220 NUM .?
ISO o  s o u . . . Y e  y  mauve...10M
le g t
ISO u p d a te  o e f
3 .0  l o r  L U F e l  t o  NUM
170 s p r i t .  LOB,w • o u m e , y  m ous e
i
l
186 n e w t LOP
190 u p d a te
280 i
21121 r e p a s t
228 s p r i t e  0.1140 m ous e ,y  m o u . . . 1
238 f o r  LOP .1  t o  m14- 1
240 e p r i t e  LOP ,w s p r i t e ( L L W + 1 , y  o p r i t i r tL O P * 1 ) . 1
258 nwN t LOP
2641 u p d e te
270 u n t i l  e e l s .
290 z
290 A . N u n t ( s t e r t t l )  t o  o t o r t 4 1 ) o 1 o o 9 t h t l ) , . P A L T
. .
) * 4
308 fO e  1 0  t o  I S  c o l o u r  l
t
d e e l c i A 4 X . 2 ;  
1  
m e a t  
X

718 ....blur t.

been erased).
LI NE 60 - J umps  to the next effect.
And that 's  about  it, t he rest of  the prog-
ram consists of  more jumps  and the sub-
rout ines  themselves, don' t  you jus t  love
s implic ity?

SPRITE EFFECTS

Last program this  mont h uses some
sprites f rom your STOS accessories disk
to produce a short  demo containing that
really  nice effect that  you often see in big
Assembly Language demo's, t hat  is a
whole bunc h of  sprites following each
other in wavy pat terns  around the
screen. My  program is less t han l k  in
size and allows  you to move the pat tern
of sprites around wit h your mouse.

HOW IT WORKS
LI NE 80 - Clears  the screen
LI NE 90 - Load's the sprite bank  f rom
drive B. you can change the drive and the
bank  to suit  yourself ,  for this program I
have used the ANIMALS] . .MBK fi le f rom
the STOS accessory disk. i f  you do decide
to use a dif ferent  one please remember to
use small sprites otherwise the program
wil l  s low down to a crawl.
LI NE 100 - J umps  to a s ubrout ine whic h
gets the colour palet te f rom the sprite
bank.
LI NE 120 - Sets the variable NUM to 7.
this  is the number  of sprites the program
wil l  use.
LI NE 130 - Moves to mouse to 0,120.
LINE 150 - Switches  the sprite update
off.
LINES 160-190 - Plot  the Sprites in t heir

original pos it ions and updates the screen
display.
LI NE 220 - Draws  Sprite NUM at the
current  mouse posit ion.
LI NES 230-250 - Do most  of  the work,
the movement  of  the sprites is achieved
by each sprite (s tart ing f rom the fi rst)
mov ing to the pos it ion of  the next sprite.
so sprite 1 moves to sprite 2's pos it ion
and sprite 2 moves to sprite 3's pos it ion
etc. By us ing this  method you can get
some really  nice effects, but  don't  move
the mouse too fast or It wil l  spoil the
smoothness of the whole demo.
LI NE 260 Up d a t e s  the screen display.

BYE FOR NOW
Oh well,  another issue comes to an end.
next t ime I wil l  have lots more goodies for
you to get your teeth Into, hopefully  some
more masterpieces f rom Francois,  a run
down on some of  the programs  entered in
the compet it ion,  some more news arid
loads of  other stuff.
Before I give you my  address I'd jus t  like

to wish Francois  Lionet  good luck,  be-
cause he should jus t  about  now be start-
ing the French equivalent  of  Nat ional
Service, we wil l all see you in a year
Francois,  but  unt i l  then stay in touch
and have fun.
I can be found at t he following address.

please remember that  if  you do writ e wit h
any quest ions an SAE wil l  guarantee an
ins tant  response.

PETER HI CKMAN
36 CLEVERLY ESTATE

WORMHOLT ROAD
LONDON W12 OLX

STOS
f r o m  P A G E  6

NEW ATARI  USER wants you to
enj oy the del i ghts of STOS wi th

these speci al  otters

STOS BASIC
The programming language

you need to get started
Re c om m e nde d pr ice £29. 95
OUR PRICE £21.95

STOS MAESTRO PLUS
Add your own sampled sounds with
this cartridge and software package

Re c om m e nde d pr i ce £69. 95
OUR PRICE £49.95

STOS COMPILER
Turn your programs into
ultra fast machine code

Re c om m e nde d pr ice I C19 . 95
OUR PRICE £14.95

STOS SPRITES 600
Add this collect ion of  sprites

to your programs
Recommended pr i ce £14. 95
OUR PRICE £9.95

GAMES GALORE
Or just  play some great games

writ ten by others
Re c om m e nde d pr ice £19. 95
OUR PRICE £14.95

All these offers available to readers of
NEW ATARI USER from Page 6 Publishing
Use the order form on page 49 or write to
PAGE 6, P.O. Box 54, Stafford, StI6 tOR

Credit card orders accepted
by telephone to 0785 213928

or by  FAX on 0785 54355

If you want  to k now more about  TOME.
SKYSTRIKE PLUS or The STOS Club
then contact  Aaron Fothergill at the fol-
lowing address:

SHADOW SOFTWARE
I LOWER MOOR

WHI DDON VALLEY
BARNSTAPLE

NO RTH DEVON
EX32 8N11
,
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BACK ISSUES Only these issues
are now available!

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 software to guide you. Almost all of the content
of past issues ar e  a s  fresh and relevant today as when they first
appeared. Disks are available for  all issues, containing all the 8-bit
programs fr om  each issue ready t o  r un,  a nd they often include
bonuses not found in the magazine.

THE FOLLOWING ISSUES ARE STILL AVAILABLE

- Our  massive survey on all the WARGAMES available for
the 8-bi t Atari heads this issue which also includes a  great type-in
synthesiser l isting called ORIGINAL SYNTH_ Other  listings include
FONT FACTORY. a nice character editor and a challenging game called
BOWL TRAP.  A  feature on  SSI,  more Tutorial Subroutines, a  long
feature on THE NEVERENDING STORY, reviews of ROADWAR 2000
and THE DUNGEON plus many more are also in this issue, ST SEC-
RETS, a  new series on ST programming begins with a look at sound
and the ST reviews section includes IMG SCAN. BASE TWO, TEMPUS
and many more.

ISSUE 31

ISSUE 32

ISSUE 33

ISSUE 34

ISSUE 36

ALL ISSUES PRIOR TO ISSUE 31 and ISSUE 35

- A  great card game for 8-bit users called, rather uninspir-
ingly, WHIST plus a two player game of TENNIS and a GRAPH MAKER
that works on the 1029 printer. A  new series starts on EXPANDING
YOUR ATARI and there is an excellent program/tutorial on BUBBLE
SORTING. Reviews include THE PAWN. GUILD OF THIEVES, SPARTA-
DOSAJ.S. DOUBLER a nd m any more.  ST users can fi nd out about
programming graphics with ST SECRETS and can read all about the
TURBO DIZER,  PC DITTO plus reviews of Tangiewood, Defender of
The Crown, Winter Olympiad, PROSPERO FORTRAN and more.

ie

- 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 a nd S O F T
-
K E Y ,  t h e  
l a t t e r  
b e i n g  
a  
s u p e r  
k e y b o
a r d

'macro', utility. S T owners can fi nd out more about PROGRAMMING
GEM with another article in the series and there are loads of reviews
Including MASTERPLAN, GUNSHIP and SPECTRUM 512. There's much
more in this issue besides, including some great music for the 8-bit.

DISK AVAILABLE -  including TWO BONUS
GAMES that are not in the magazine.

- A n  ADVENTURE special t o  del ight al l  fans of Atari
Adventuring. Exclusive a nd 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 a nd m uch more.  Other  i tems include DAVE T B  DISCO,
FLYING BY  THE BOOK, TUTORIAL SUBROUTINES. the SHELL SORT
and the  regulars. S T File includes a round up of ST adventures, a
review of  DUNGEONMASTER, hints on  adventures a nd stacks ol
general games reviews.

he following issues are SOLD OUT

DISK AVAILABLE -  All the extra files for ORI-
GINAL SYNTH set up ready to run plus others

DISK AVAI LABLE -  DO UBLE  S I DED w i th
BONUS MACHINE CODE ARCADE GAME only
on this disk_

DISK AVAILABLE -  i ncludes TWO BONUS
ADVENTURES only to be found on this disk.

- Another cracking machine language game from Paul Lay
called STAR RIDER plus HEADBANGER, also in machine code, MUSIC
BOX and SYNTH II to type in. MAPPING YOUR ADVENTURE shows
you how to succeed in adventures, 850 SPLIT reveals secrets about
the 850  interface. DESIGNER KEYS allows y ou t o  customise the
keyboard. Then there's BEGINNER'S BASIC pl us  a  new series on
TURBO BASIC, reviews of MERAK, Draconus. Joe Blade and more. For
the S T w e have B BOOT to allow you to boot from drive B,  STOS
reviewed, TRIP-A-TRON, SPELLBOOK, SUPERBASE PROFESSIONAL
all reviewed a nd y ou c a n fi nd how  t o  never  ge t  lost again with
AUTOROUTE. All this plus much, much more.

INI DISK A V A I L A B L E  -  I nc l ude s  B O N U S
MACHINE CODE UTILITY to add 128 colours
to Atari Artist or  Micropainter pictures.

- Some excellent listings including SCROLLY TEXT EDI-
TOR. a superb utility for creating scrolling messages on the XLAE just
like those on the ST, plus BLASTCOM, a fast and furious blast -
e mup, and SUNPLOTTER which shows you the position of the sun and
times anywhere in the world. Also FINDER for  searching your  prog-
rams, the first part of MACHINE CODE LIBRARY and the CASSETTE
DATABASE. Loads of reviews, as usual, including SpartaDos X. S T
File includes the first part in the MIDI series and coverage of PROTEXT
and FLAIR PAINT plus reviews of HEADCOACH (where have you seen
that reviewed elsewhere?), SPRITE MASTER a nd a  whole host of
games. L a s  more besides.

ISSUE 37

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

- A super educational program, MCO-TEST. for  revision,
homework or  fun.  The MACHINE CODE library looks at saving and
loading memory, a  utility lists a REAL TIME CLOCK for your XL or XE
and THE  PO DZ i s  a  great scrolling 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 ll plus loads of games. The MIDIols guide continues
and John Sweeney looks at KINGS QUEST and LEISURE SUIT LARRY.

ISSUE 38
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CRESTA a  BONUS MACHINE CODE GAME
previously released commercially!

- The first type-in fishing game for the Atari, CATCH DAY,
heads the way with MOUSE PARTY and a NUMERICAL CONVERSIONS
UTILITY also t o  type in.  Other  features include PAGE MARSHAL,
HAWKQUEST, the  MACHI NE  CO DE LI BRARY o n  Player  Missi le
Graphics plus, of course, THE TIPSTER and reviews of 8-bit games
including STAR WARS. The ST section includes reviews of THE JADE
STONE and DOMES OF SHA, the Midiot's guide to the SEQUENCER,
a ne w  column on STOS PROGRAMMING plus many, many reviews
Including GOLDRUSH and GALDREGON'S DOMAIN.
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BONUS. Super b 1 8  hole action with all the
options plus a  construction kit to build your
own courses

ISSUE 39

ISSUE 40 - Read all about Sublogic. the company that brought Flight
Simulation to the Atari. Programs include SHIFT IT, a mind boggling
sliding puzz le gam e a nd ME AN 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. Cassette 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 par t In
the Midiot's Guide to Music.

Some neat 8-bit utilities including LISTIF, a new command
for Basic and LCIODUMP for  the Star colour printer. Games include
Bill Halsall's great SNAKES ALIVE for  up to twenty players! PICMA-
TICS is a nice educational program to teach maths and articles include
the MACHINE CO DE LIBRARY, CONFESSIONS OF AN ADVENTURE
ADDICT and more. ST users can enjoy reviews of INDIANA JONES,
POSTMAN PAT, HISOFT C,  DEMON'S WINTER and many, many more.
There is also the first Instalment of MAKING MUSIC and, of course,
THE STOS COLUMN complete with type in game.

ISSUE 41

NB
*

DISK AVAILABLE -  includes BONUS machine
language game GRIDWARS

DISK AVAILABLE - includes DOUBLE BONUS
of TRAKSTAR and BLOKHEAD. Tw o great
machine language games

• M E K E I -  Cheat at cassette games with the TAPESTER, play games
with TO  THE RESCUE and HOT ROD RAIDER. Expand your program-
ming knowledge with MULTI-MOUSE, MACHINE CODE LIBRARY and
HEXSAVER. Plus three pages of THE TIPSTER (including the solution
to Quest For  Eternity), lots of reviews and TURBO BASIC. ST owners
can enjoy reviews of NEODESK, SCAPEGHOST and a host of games
together with the regular Music Column and our STOS COLUMN with
type-in programs.

DISK AVAILABLE wi th BONUS game BRIK-
BAT. a classic machine language program

BACK ISSUES are E1,50 each in the UK, E2,40 for Europe or surface mail elsewhere and E3,50 for Air Mail outside Europe. Prices include postage.
ISSUE DISKS are for any 48k or 64k 8-bit Atari. Each dish is E2.95. Postage FREE in U.K. Overseas add El per order (any number of disks)

Send your order to PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR. ENGLAND. ACCESS and VISA accepted. Telephone 0785 213928
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RETAILERS

The RESOURCE FILE
where to find support for your Atari

the Resoutce t i le  is a  service provided by
PAGE 6 to help At a ri owners fi n d  sources o f
infomunion, he lp  and supp ly. An  en t ry in
this feature does not necessarily imply any
endorsement b y PACA 6 . The  re ta ile rs shown
are those who are kn o wn  to  have supported
Atari for some t im e  but  th ings change and
readers are advised to  check f o r themselves to
eitsure that the In fo rmat ion  is st ill cu rre n t .
We would ask a n y readers who  fi nd  in f o rm w
lion to he i nut SU rate o r out o f  date to  le t  US
lU lt . so that  an  en t ry m a y be amended o r
deleted

the following re ta ile rs have been re -
mmrd from our tir,marte  File

SILICON CENTRE
- •  
E d i n i m r 9
h

M O T O  - Nottingham
ATARI WORLD
15. Fennell Street
Manchester
M4 3DU
Tel. o a t  834 4941

BRIGHTON COMPUTER EXCHANGE
2, An n  Street
BrightonBN I 4GP
Tel. 0273 570240

ABC
Contact M ike  Donoghue, 135, St .
Leonards Road, Leicester, LE2 3BZ. Tel.
0533 700190. Retailer and both 8-b it
and SI user groups.

A.C.E. USER GROUP
Contact Mart in  Sharpe, 28, Brooklyn
Court, Bradford Road, Cleckheaton,
West Yorks, BD19 4T1. Te1.0274 851131
(24 hours). Month ly meetings, newsiet-
ler. trips, discounts etc.

A. U. G. (I RELAND)
Contact M ike  Casey, 3, S i  Resins Park,
Kilmacud, Co. Dub lin . I re land. Tel. 01
881830 or BBS 01 885634 (24 hours).
Monthly meetings and newsletter.

BESTWOOD 8-BIT USER
GROUP
Contast David Taylor, 60 Stevenholme
Crescent, Bestsvood Park, Nottingham,
NG5 51W. Tel. 0602 209735. 8 .b it  loca l
users on ly

BOURNEMOUTH AND POOLE
ATARI USER GROUP
Contact Colin  Hunt. 2411, Wimbome
Road, Oakdale, Poole, Dorset. ST„
hardware and soltware development.

BURY ST. E DMUNDS  USERS
GROUP
Contact Gory Brummage, 22, Ridley
Road, Bu ry St. Edmunds. Suffolk, I1'33
3HS. Please send SAE for details.

BBS
Name: T H E  VILLAGE
Number; 0 1  464 2516
Hours; 2 4  Hours/7 days
Baud: V 2 1 ,  V22, V22BIS, V23
Features: 8 bit  area. ST area, CP/M
area

Name: I N F O M A T I Q U E
Number 0001  764942 (Dublin)
Hours: 2 4  Hours
Baud: 3 0 0 / 3 0 0  and 75/1000
Features: ATARI SIG and program
library

Name: L E I C E S T E R  CENTRAL
Number: 0 5 3 3  700914
Hours: 2 4  Hours
Baud: 3 0 0  and 1200/75
Features: 8 bit area and ST area

COMPUTER ADVENTURE WORLD
Bank Bu ild in g s
I.A. Ch a rin g  Cross
Birkenhead L41 6E1
Tel_ 051 666 1132

COMPUTER CAVERN
9 Dean Street
Marlow
Bucks
SL7 3A A
Tel. 0628 891101

COMPUTER CAVERN AND 'UST
TAPES
1 London Street
Basingstoke
Hants
RG21 7 N li
Tel. 0236 472231

comrurEit CAVERN
22, M o rle y Street
Swindon
Wilt s
Tel. 0793 485608

COMPUTER CAVERN
21, Ha rr is Arcade
ReadingBerks.
RGI I D N
Tel. 0734 583062

COMPUTER CENTRE
174, H ig h  Street
Hornch arch
Essex
Tel. 04024 75613

COLCHESTER ATARI  USER
GROUP
Contact M ike  Harrison. 172, Harwich
Road, Colchester. Essex, C04 3DID.
Meets fortnightly, supports a ll Ata ri sys-
tems. Tel. 0206 867931 o r 0206 42900

CLUB CENACLE
Contact M iche l Breton, Club a n o d e ,
B.P. 49, 95110, Sannois, FRANCE. XL,
XE and ST users. newsletter, PD Library.
contact with  users and user groups any-
where in  the world  welcome.

FaST (Fast ST Basic Users
Group)
Contact Simon Rush, 42 York Road,
Rayleigh, Essex, SS6 8SB. Tutoria ls in
Basic and 68000. SAE for fu ll details.

FLOPPYSHOP ST
Contact Steve Delaney, SO, Stewart Cres-
cent, Northfield, Aberdeen, A82  5SR.
Tel. 0224 691824.

The GATEWAY CLUB
Contact Ph il Herberer, I 6 4 d  Radcliffe
Road. Lakenheath, Suffolk. Tel_ (Eris-
well) 2363. Al l  computer club with  Ata ri
section. Meets once a month.

LACE (LONDON ATARI
CO MPUTER ENTHUSIASTS)

Contact Glenn Leader, 143 Richmond
Rood, Leytonstone, London. E l l  48T.
Tel. 01 556 0395. XL,XE, ST users. Great
newsletter and PO lib ra ry

Name: C H A R L Y
Number: 0451/31642 Germany
010/49/451/31642 front England
fl ours: 2 4  Hours17 days
Baud: 3 0 0 ,  8n1
Features: Atari 8-bit arid ST areas.
P.D. software. Some German
required!
Name: T H E  ARK
Number: 0 2 1  353 5486
!lours: 2 4  Hours/7 days
Baud: 3 0 0  or 1200/75
Features: 8 bit with Downloads,
hints, swaps etc.
Name: C R Y S T A L  TOWER BBS
Number: 0 1  886 2813
Hours: 2 4  Hours
Baud: 3 0 0  to 2400
Features: Atari section which
needs your support!

GLASGOW COMPUTER CENTRE
Virg in ia  Ga lle ries
33 Virg in ia  Street
GlasgowGI  I TU
Tel. 041 552 1522

111-11WESIERN
52. Cambrian  Road
NewportGwent
Tel, 0633 62790

LADBROKE COMPUTING LTD.
33, Orm skirk Road
Preston
Lancs.
PRI 2QP
Tel_ 0772 21474

LIVINGS FON COMPUTER CENTRE
17. The M a ll
Cra igsh ill Shopp ing Centre
Livingston
West Lo th ian
Tel. 0506 36978

MICRO-1 RON1CS
27a, M arke t  Street
Tamworth
Staffs
Tel. 0827 31480

ONE SI  EP BEYOND L I D .
110, Castle Meadow
Norw lc h
NR I 3 DG
Tel, 0603 663796

LUG'S (LEEDS USER GROUP)
Contact Dave on 0532 717712 anyt ime.
1050, 810, cassette users welcome. Send
SAL to P.O. Box TR7, Leeds, W. Yorks
LSI2 SPG

LVAUG (LEA VALLEY ATARI
USERS GROUP
Contact Matt Tydeman, 123 Cadmore
Lane, Cheshunt, Hems, EN8 9111. Regu-
lar meetings and newsletter, 8 1 6  b it .

PolACCLESITELD COMPUTER
CLUB
Contact Peter Solomon. Tel. 0625 20782
evenings and weekends. Al l  computer
club with  M o r i section. Meets fort-
nightly

NO RTHE RN ITALY ST FANS
Contact Carlo  Bianchin i,  Virile  Argonne
12. 27100 PAVIA, I ta ly

ROCHDALE ATARI  COMPU-
TER ENTHUSIASTS (R.A..C.E.)
Contact The Secretary. P.O. Box 1, Koch
dale, Lanes 0112 STO. SAE appreciated,
All Mans, meetings fortn ight ly

SIGATARI
Contact Glenn Leader, 143, Richmond
Road, Leytonstone, London, E l l  4BT.
Tel 01 556 0395. ro t  those Interested in
more unusual applicat ions.

ST USER CLUB
Contact Tony, 8, Ethriard Road, Peck-
ham, London, SEI5 IRLI. Members with
double sided drives

Name: CI TY UNDERGROUND
Number: 01 773 4756
Hours: Mon-Fri 7pm to Sam

Sat/Sun 24 hours
Baud: 300/1275
Features: 8 bit  and ST

Name: T H E  GNOME AT HOME
Number 0 1  888 8894
Hours: 2 4  Hours/7 days
Baud: V 2 3  v iewdata
Features: ST area frame •1632.0#.
ST Babble starts on frame
*1632.9#

Name: C B A B B S
Number: 0 2 1  430 3761
Hours: 2 4  Hours/closed Thurs-
days
Baud: 3 0 0
Features: ST/8 bit, Email to USA
and Canada

PLATS ELECTRONICS
197, Pa rn e ll Street
Dub lin  I
Ireland
Tel. 0001 727799

SOFTWARE EXPRESS
212, Broad Street
Birm in g h a m
815 2AV
Tel. 021 643 9100

SOFTWARE EXPRESS
0 Exeter Street
Plymouth
Devon
Tel. 0752 265276

1,VIIITEROSE COMPUTERS
Brooklyn Court
Bradford Road
Cleckheaton
W. Yo rks 8EI19 4TI
Tel_ 0274 851131

A.S. WOOTTON St SON
116, Ediestan Road
Crewe
CW2 7 HD
Tel. 0270 214118

YORK COMPUTER CENTRE
9, 0avy9ate Arcade
DavygateYork
Vo l  2SU
Tel, 0904 641862

USER GROUPS
STOURBRIDGE ATARI  USER
GROUP
Contact les Taylor. 99, Bredon Road,
Stourbridge, Wets Mid lands. t rY8 4LA.
Tel 0384 379757 Meetings once a
month fo r 8 b it  computers

S.W.A.G. (SOMERSET WEST
ATARI  GROUP)
Contact ). Evans, 14, Ne in  Street, Some-
rset West, 7130, Cape Province, South
Africa. ST and 8 bit user group offering
help and assistance to users in South
Africa includ ing  township schools.
Worldwide support appreciated

VTB ATARI  CO MPUTER CLUB
Contact Christ ian Delaborre, Hekstraat
7, 9050 Evergem. Be lg ium. Tel.
091,26.29.29. lo r  O r g a n i s r s i
talks, visits etc.

WESTMO RELAND ATARI
CO MPUTER ORGANIZATION
(W.A.C.0. )
Contact Chuck Rosso, 209 Emrose Dr.,
Pittsburgh, PS 15235, U.S.A. Covering
if•hit. large PO lib ra ry catalog, w ill mall_

WO RLD ATARI  PENPALS Int.
User Group (WAP)
Contact M a x Terveen, Magerhorst 8,
Alphen a d  Rijn, 2402 LP, The Nether-
lands. Tel. 01720 45583. Members in
USA, Canada, France, U.K.. Greece, Ger-
many, Saudi Arab ia . Have drculat ing
disk 1
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PAGE 6 reserves the r i ght
to delete any entr y fr om
this featur e for  any
reason.  I ncl usi on does not
i mpl y any endor sement
by PAGE 6 and PAGE 6
can accept no responsibi l -
i ty for  the accur acy or
completeness of an entry.
Please tel l  us i f you fi nd
any  entr y out  of date.



PAGE 6 ACCESSORY SHOP 1
THE VERY BEST IN PUBLIC DOMAIN

PLUS BOOKS, DUST COVERS and ACC'

•

-
3Elect

Corn
Proje

The largest selection of Public
Domain software for the MACE
available anywhere - only the

very best makes it onto a
PAGE 6 disk!

N E W  XL / XE  a n d  ST
catalogs

NOW AVAILABLE!
Please note our co lo logs do  not conta in

commercia l software normally ava ilab le
(rorn r•loolers o r adverlisers in  the magazine

HUNDREDS OF ITEMS IN OUR CATALOGS

Every imaginable Dust Cover!

XL/XE D U S T  S T
PUBLIC DOMAIN C O V E R S  PU"LIC DOMAIN

PAGE 6 was the very first to
Introduce PD software for the ST
and are still first in introducing

many unique programs
DisksftomjustE2.50

OFFICIAL UK DISTRIBUTOR FOR

SIAM
THE WORLD'S FINEST

ST DISK BASED MAGAZINE

P.O. BOX 54, STAFFORD, ST16 I  DR, ENGLAND
Telephone 0785 213928


