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SPELL ME
Let your young ones enjoy
learning with your XL/XE

A delightful program to leac h four to five year
olds the alphabet  plus word recognit ion and
word and pic ture ossociation. Guide them
with those first steps whilst also teaching them
to enioy  the Atari as a c reative tool. SPELL ME
has been written by a qualifi ed teacher.

Cassette 9.4.95/Disk £6.95
exclosivo iy from PAGE 6 SOFTWARE

ATARI SOFTWARE BARGAINS
Please check our supplement  or telephone for details of

dozens of great otters on Atari software - many at half price

MIDIMASTER
The pac k age that allows you to connect any
Mich synthesiser to your XL/XE Rec ord in real
t ime on up to 8 tracks - play  back  with arty
voice - c hange tempo - transpose - ploys
AMS or Music Studio fi les • inc ludes voice
patch editors for certain Cas io and Yamaha
synths - and more.
Comes  complete with interface cable,
software and full instructionsPrice S24.95

THE BIG DEMO
The best demo ever produc ed for the
XL/XE. Great  gtaphics,  excellent  music
and the best s ampled sound ever
heord 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 1.3.95
P'ease note that seem Di Suaiiing rnessages contain words that
5Dir peep* might obiect to and tile dish should not he
considered suitabie tor young children. The BIG DEMO requires
a 1050 disg drive and wei not run rutty with any other drive

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

Credit card orders may be telephoned to 0785 213928 or FAXed to 0785 54355
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TRANSDISK ly Best Seller!
..

Now available exclusively from PAGE 6 SOFTWARE
TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE!
TRANSDISK IV is a simple to use util ity that will transfer all your cassette games to disk - easily and quickly!

•  Handles any type of cassette format •  Handles cassettes that load extra levels
•  Al lows several games on one disk •  Use all available memory on XL/XE machines
•  Handles cassettes that require full 64k memory •  Full step by step instructions included

the more popular games P r i c e  E 1 9 . 9 5
•  Comp le te  with chart of exactly how to transfer

TARITALK M I N I  OFFICE II
The only combined business/application package
for your Atari now available from PAGE 6
MINI OFFICE I lls  ac k nowledged as one of the best applicat ions
programs ever writ ten tot the 8-bit  Atari, You get  a WORD
PROCESSOR, a SPREADSHEET
, a  
D A T A B A S E .  
G R A P H  
M A K E R
,  
L A B
E L

MAKER and COMMUNICATIONS - all in one program.  Almost
every serious applicat ion you can think of is contained in MINI
OFFICE II and each module is first c lass- as good as any stand
alone program - if you can find one!

MINI OFFICE H is the program no serious user should be without

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

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

TARITALK is S19.95 complete with cable,
software and instructions

/46/0 #001, P/4f5 6

Price E114.95
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SNAKES & LADDERS
The classic board

game in machine code

SUBSCRIPTIONS
Annual subscript ion rates  (6 issues)

UK
Europe
Elsewhere (sea)
Elsewhere (Air)

El 0.00
El 5.00
El 5.00
E21.00

Overseas rates reflect onhy Inc ditierencs in  postal costs

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 suborip-
tion. Single price E2.95 per disk. Suuscrip-
tion rates (6 issues)

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

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit, articles, programs and reviews for publi-
cation. Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text files on disk We seek to en-
courage your participation and do not have strict
rules for submissions. If something interests you,
write a program or article and submit it! Appropri-
ate payment will be made for all published prog-
rams and articles, ail payments being made at the
end of the second month shown on the cover al
the issue concerned.

All original articles, programs and other material
in NEW ATARI USER is copyright of the author
as credited. All uncredned material is  copyright
PAGE 6. Unless containing the by-line All Plights
Reserved any  material in  NEW ATARI USER
may be reproduced by User Groups and other
nonprofit making organisations provided that the
author's name is included and PAGE 6 is credited
as the original publisher. Permission to publish
elsewhere should be obtained from PAGE 6 or
the author. Editors o t  newsletters reproducing
material are requested to send a  copy of  the
relevant issue to the Editorial address of PAGE
6. Whilst we take whatever steps we can to
ensure the accuracy of articles and programs and
the contents of advertisements. PAGE 6 cannot
be held liable for any errors or claims made by
advertisers.

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

The next issue of
NEW ATARI USER

will be on sale 28th March
Editorial copy date is 18th February
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THE CREDITS
All of  the usual s tuf f  is on page 3 hut  here are
the people who made this  issue possible.
Les FI lit igham didn't  have t ime to get any
Chris tmas  presents since the two weeks he-
lore Chris tmas  and even Chris tmas  Eve were
spent doing all the edit ing, typesetting,
photography  and pas te-up necessary to get
this  one on the road_

Sandy did the advert is ing and worked hard
In gett ing all the readers ' Chris tmas  presents
sent off in t ime but  the embroidery  went for a
burton_

Stacey just got more and more excited as
Chris tmas  got c loser and worked hard apart
from the day when she c laimed the snow was
up to her bedroom window! She's now hoping
that Mickey Mouse will send her a New Year
pres ent
*Me Regular Contributors ,  who prov ide the
backbone of  the magazine and can generally
be relied upon to come up with good art ic les
and reviews. are

Mark Hutchinson J o h n  S Davison
John Davison Jr J o h n  Sweeney
Paul Rixon D a m o n  Howar th
Ian Finlayson P e t e r  Hickman
N.B. The Tipster  also contr ibutes

All other contributors  for this  Issue are indi-
v idually  credited alongs ide their art ic les or
programs. Thanks  to everybody for sharing
their enthus iasm with other Atari users.

The rover is our main game SNAKES tic LAD-
DERS by Kev in Harper,  a program that we
have had for over two years which proves
that everyone s t ill has a chance of getting
their games published.
The inspiration this time camc. from the usual
diverse sources including lots qt Christmas music
front The Rorhes (excellent •srmight• carols and
CrOnble songs). a l o e  album from Judy Collins, a
great com p ila t ion  l im n  Peter Gabriel_ a n  a ilm int  o f
la m stings by Pin bar Fure y that mast people will
howl!) and Sinead O'Connor (airlght a bit late but
sometimes one great song prompts a listen to art
album previously dismissed), Anyone else? Well.
how about Van Morrison (surprise. surprise)?
Another excellent album - try  the weird in  the
Days Before Rock and Roll', almost like /nor Cut-
ler but not renny, nothing is quite like Mr. Cutler!

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

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

feature YOUR article or program,
so SEND IT IN NOW!

PAGE 6 shows pot what you can do with _mar. •Mari. With
the exception of final output an a Linatron and use of a repro
camera for the listings and photos. The magazine is prepared
entirely with Atan. based equipment and software-  not a
Macintosh or  H IM  in sight! Hardware used includes Litt V1
la in  disk drive, 810 disk draw, 4 0  • avulte eafeasioawilyfi,
ri.S0 Interface. .
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Primer buffer. i n c l u d e s  Anperscript, Turhe basic.
hermit. I'U  litte ,onsm. TAIG- TA Lk, P rint Wiz , l a
-
W r i t e r ,
Prinext and Fleet Street Publisher.
Articles and programs submitted an XIJICE disks are subjec•
led to various custom written programs before being transfer.
red across no the S t via E IR I•  TA Lk. e t  major editing is
done with Protext and pages are laid out with Fleet Street
Publisher. .4 disk with the finished pages is M•Mli up le, a
typesetting bureau to be output on a Intotron M O and, hey
presto, futhlted pages ore sent '
,
w k .  I t  r e a l t y  
d e m ,  
w o r k  
-  
a t

toll! 4 0  that is le ft t, to drop in the listing, and photos. Welt,
is  not quite as esti, de that, but you get she idea?
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A BETTER CHOICE?

A strange thing seems to happening at the moment .  As the number of companies
support ing the XL/ XE gets smaller so the choice of  software and other items available
seems to be get t ing bigger! In fact you can now obtain software for your Atari which
has never before been available in this  count ry  or which has not been sold here for
many  years. An added benefi t is that  most  of this software is being offered at  a
tract ion of  its original price.
You wil l  have noticed that  the number of companies support ing the 8-bit  Atari can

now be almost  counted on one hand but  if  you cheek the adverts you will fi nd a huge
variety of goodies to feed to your computer.  Grat in Internat ional have this  issue
brought  in a lot  of  software f rom Ant ic magazine in the States none of  which, to our
knowledge, has been easily available before f rom a UK company and their catalogue is
full of  the more serious items f rom companies like ICD and Alpha Systems. As an
aside several readers have been suspic ious of Grat in because they do not  show a
telephone number in their advert isements. -
r h e  c o m p a n y  i s  
a c t u a l l y  
r u n  
b y  
a  
c o u p l e

of guys f rom the Bournemout h and Poole User Group who we have known for many
years and who have provided support  for the 8-bit  at all of the Atari Shows in recent
years and we have no reason to believe they are any thing but  t rus tworthy .  The
telephone s ituat ion is rather silly and we are cont inually  pressing them to have, at
least, an answering machine installed.  I believe that  telephone contact is essential
even I f  only as a -
l a s t  
r e s o r t '  
b a c k  
u p ,  
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gives a telephone number but  no address is Derek Fern who has managed to fi nd
some incredible hardware bargains in recent mont hs  and is now digging up some
software that  is otherwise impossible to find. Derek  is now v irtually  the only source
for hardware and items such as the AtariWriter word processor. Incidentally ,  Derek
should now have available Atariwrit er on cassette (for the first t ime ever) which,  wi t h
the Rambo high speed loader supplied wil l  load in Just 54 seconds. I t  is inc redible to
t hink  that  af ter all these years a top class word processor is now available on cassette
for the fi rst t ime.
Another enthusiast  who wants  to keep support  of the 8-bit  going is Bill Sut ton who

runs  the user group XL/ XE ALIVE. Bi l l  has bought  up a lot  of software f rom Callis to
and others and you wil l  fi nd an advert isement  in this  Issue. I f  you want  to keep the
Atari 8-bit  alive then check out his  advert isement  and buy  something or send for his
full lists, Those of  you who complain that  there is not  much software available should
check out Miles  Bet ter Software who have an enormous  number of tit les in their
adverts. Sure very lit t le is new release' material but  there is a great variety and you
surely can't  have every one of those t it les can you?
We are also doing our bit  as well wit h all those ROMs f rom Atari and some recent ly

discovered books that  we can sell at ridiculous ly  low prices i n  a rather perverse way
you have never had it  so good, All it  needs now is for the thousands on your side to
support  the handful art this  side and t
h a t  w a y  t h e  
A t a r i  8 -
b i t  
w i l l  
s u r v i v e  
f o r  
a  
l o n g
.

long t ime.

STILL NO D ISK DRIVES

The negative side at the moment  is the cont inuing non-availabilit y  of  disk drives.
Derek Fern has a handful but  it  needs someone to produce an interface to allow a
standard disk  drive to be used land it  can be done, can't  it  Derek?) and be available in
large numbers .  Muc h of  the software ment ioned above is available on disk only and i f
the disk  drive supply  s ituat ion is not  rect ifi ed then all the efforts to support  the 8-bit
wil l  come to nought  as folks will s imply  sell up or give up. We will market  an
:ndependent  drive and do all the advert is ing if  someone can come up with the
hardware at a reasonable price. How about  it  someone?

11. •  J. E r r i n g  /2 can

I NEW ATARI USER is created with FLEET STREET PUBLISHER 1from Mirrorsoft



M a r e  Atari Software,

FLIGHT SIMULATOR 2 E22.50E34.95
SCENERY DISK 3 E 7 .9 5S12 15
SCENERY DI S K 4 E 7 .9 5
SCENERY DI S K 5 E 7 .9 5
SCENERY DI S K 6 E 7 .9 5£12.05
SCENERY DI S K 7 E 7.95E12_05
JAPAN E 7 .9 5C12_95
LEARNING TO FLY BOOK E12_95 E 7 .95

4
,
6
0
1
0

E 2 9 . 9 5  "Simplicity itself to  operate.
and even those with little  experience o f
database applications should hate little  i f
any problem i n  mastering a l l  t h e
features" "East a n d  Friendly","Very L o w
Cost' - Micro Mart - Nov 1990 - (ST Only)

See Review of Super Card 2 in this issue
The Original -  now only E 19.95. ed

%"An Excellent Program", "East, Reliable and
Inexpensive", "Very Easy To Use". "Should Be CAN
, , c g s WIn Everyone's Collection". "indispensable",
"BUY IT" -New Atari User - (ST Only)
8-Bit XL/XE Disc Mega Deal M o r e  B_Warr-silitles
A-Lane + Cyber-Slks + Zoltan & B a s e  2  P l a y S p e l l  P l usEscape + Dark + The Escaper
9.9195 - E9.95 - Di E  9.95 E  19.95
ST Game Compendium.
P e w .  Bi l ly Bouact + kinap Jack
f_291R5 -  1 4 . 9 5 .

B_Spell
E 14.95
IL Spell

Construction
Set

L 5.00
PlaySpell
t 14.95

Cheques Payable T o  13.Bytes Computer
Systems, and send to :- BWare Software c/o
&Bytes Computer Systems, 19 Southfield Road,
Hinckley, Leics. LE10 ILIA. Tel (0455) 613377
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Master Time
(NEW)
E 17.95
Maths

14.95

"El

FLIGHT SIMULATOR II
f o r  t h e  X I L / X E

C L E A R A N C E  O F F E R
We  h a v e  a  f e w  co p se s o f  F S 2  a n d  s o m e  s c e n e r y  d i s k s

le f t  a va i la b le  n o w  o n  s p e c i a l  o f f e r

These ar e  l im i ted s tocks  a t  the s e  pr i ces s o  w e  s ugge s t
that y ou c hoc k  y our  or der  by  te l ephone

Order fr om
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Telephone 0785 213928
Access, V is a  o r  S wi tc h orde rs  we lc ome

COMING NEXT ISSUE
SOFTWARE FOR THE LYNX
At last there are a few more cartridges available for
the ultimate hand-held machine. We bring you reviews
of XENOPHOBE, RO AD BLASTERS, MS  P ACMAN,
KLAX ,  ZAL,OR ME RCE NARY  and S LI ME  WO RLD.
That let should keep your palms sweaty for a while!

GRALIN INTERNATIONAL
11 Shillito Road, Parkstone, Poole, Dorset BH12 2BN

Special Purchase: ANTIC Disk Software
only £7.99 per title; £34.99 for 5; 1
.
5 9 . 9 9  f o r  1 0

E NTE RTAINME NT
Astrology  C r e a t e  beautiful charts for your family & friends
Atarioracle T h e  computer 011.11 board_ Predicts the future
Blue Team Bridge T o r n a m e n t  level. Great graphics
Dragon's Quest I l l u s t r a t e d  adventure game
King Tut's Tomb & Con. Set  4 8  dangerous, multi screen tombs
Klondike Solitaire & Sevens (Fan Tan)  2  classic card games
Weaken B a t t l e  in innerspace Xta l Co mma n d  a star criksier!
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PRODUCTIVITY & UTILITY
Creative Process 1.8  O u t l i n e  processor
Deep Blue C Compiler & Mathlib .........Low cost excellent compiler
Floating Point Package & Extended DDT ..... __Macros & new DDT

for MACI65
RAMBrandt T h e  ultimate paint software
Solid Object Module C r e a t e  3D objects easily for RAMbrandt
Backtalk 1.2 F u l l  featured communications package
BASIC View M o n i t o r  for BASIC programs
Envision  E x c e l l e n t  character/map editor.
Sherlock 1050 R e s t o r e  crashed disks
Picture + 3.0 & Lister + 1.5 S c r e e n  Plot
InterLISP/65 2.5 E n h a n c e d  POKEY Player

EDUCATION
Mapware A d d  maps to your own programs
Memorease+ L e a r n  to memorize efficiently
S peadread+ L e a r n  to read faster with less effort

We also have a large selection of back issue ANTICs:
ANTIC without disk E 0 . 9 9  ANTIC with disk E 2 . 9 9

SSAE for list, more details on above stw & other Gralin products
Please add E3 P&P to all orders

BACK ISSUES
The following back issues of

NEW ATARI USER are still available
Issue 31
Issue 32
Issue 33
Issue 34
Issue 36
Issue 37
Issue 38
Issue 39

Issue 40
Issue 41
Issue 42
Issue 43
Issue 44
Issue 45
Issue 46
Issue 47

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

BACK ISSUES are £1 . 75  each in the  UK (inc. post & packina
= A O  for  Eur ope or  sur face mai l  elsewhere and £ 3 . 5 0

for  Air  Mai l  outside Europe.  Pr ices include postage
ISSUE DISKS are for  any 48k  or  6 4 k  8-bi t Atar i

Each disk is .C2.95. Postage FRE E  in U.K.
Overseas add LI  per  order  (any num ber  of disks)

Send your  order  to
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND.

ACCESS and VISA accepted. Telephone 0785 213928

New Atari User - I5s.e 48
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MIXING THEM UP

I am having problems in
typi ng in your  two par t l ist-
ings such as Mouse Party.
Skirmish,  GreenfingerS and
others.  I  type in Listing 1
and save i t to disk then I
type in Listing 2 and I  find
that  i t goes i nto Listing I  so
I cannot run them.  I  have
tr ied tur ni ng the computer
off then loading Listing 1
but  i t still  does not work.

E. Hendr ie.
Edmonton

The listings in question are
two separate listings arid
should not be combined. After
typing the first listing and
saving it you should clear it
from memory by typing NEW
and pressing Return or by
switching you machine on
and oft Then type in Listing 2
and save it as a totally sepa-
rate listing. In the case of the
programs you have mentioned
you then WAD listing I
(which will automatically de-
lete any other program in
memory) and run this to cre-
ate yet another program on
disk. You then LOAD listing 2
/thus deleting listing / ) and
run it. This then runs the new
program you have created on
disk. Sounds a bit compli-
cated but i fs not. Just remem-
ber that. unless the article
contains specific instructions
to the contrary. all listings in
the magazine are separate
programs and should be
typed in separately with any
previous listing cleared from
memory first.

GOLF

I've just become interested
in Gol f so I was thi nki ng of
buyi ng a gol f game. Please
could you give me a l ist of
all gol f games on disk and

also state the prices. Whi ch
game would you advise me
on? I  l ike games wi th good
graphics and an addictive
gameplay.  I  was also won-
der ing about Matchpl ay
Golf. Does i t need Pro Gol f
to run or is i t a single
game? And is i t any good?

James Hawor th.
Oadby

What do you mean is one of
our Bonus games any good!
Of course it is. it's brilliant!
Seriously. both Maichplay
Golf and Pro Golf are excellent
games with decent graphics
and will provide you with
many hours play. They are
separate games and for a
mere .E.2.95 you can't go
wrong. There have been very
fetv golf games on the 8-hit
but we would strongly recom-
mend Lead erboard i f you can
fi nd it which is top notch.
especially the graphics which
give you a behind the golfer
perspective. You can also buy
a *Tournament' disk which
gives you extra courses. See if
you can find a copy. you
won't be disappointed.

PRINTER CONNECTION

Would i t be possible to con-
nect my 130XE to a Star
LCI O pr inter .  I  know you
can buy an inter face
already bui l t but they are
rather  expensive.  Would I
be able to construct my
own? Could you please give
me the pinouts i f possible. I
used the LCI O on my STFM
but alas my STFM has bi t
the dust and as I  have ac-
qui red the 130XE it seemed
a shame not to join them
together .

J.J.  Davies.
Thornton Heath

Yes you can connect the

LCIQ to your / 30XE but not
without an interface. The S7'
has RS232 and Centronics in-
terfaces built in but with the
XL/XE.  Atari provided these
interfaces only as an external
add-on in the form of the 850
interface. Originally it was not
felt that a home computer
would need such interfaces
which would increase the cost
of the machine considerably
(this teas the days when an
Atari 800 cost R6451) but
when it became apparent that
people wanted to add printers
and modems Atari produced
the 850. Having made mil-
lions of these they were not
about to add interfaces to the
later AE models although they
could have done quite easily
and cheaply. The simplest
way to add a printer is to buy
an interface cable but you cart
build your own interface.
Derek Fern has developed
several internal interfaces
and can supply these in kit
form or ready built - check his
advert in this issue. Unfortun-
ately you can't just make a
cable to connect the printer.
would that it were that easy!

OOPS TYPO

Havi ng made all the
changes to TYPO 3 as pr in-
ted in Issue 47,  then check-
ing all the two letter  codes
and making several copies
to be on the safe side I r an
the program to be greeted
wi th 'TYPO I I I  is up and
running'.  Great so far. I
typed a few lines of a prog-
ram and pressed the RESET
key and i t locked up.  No-
thi ng I  could do would
make the program respond.
What's wrong,  I  thought  i t
was now supposed to be
reset proof?

K. Edwards,
Runcorn

I have a 652CE and XC12
data recorder and fi nd that
the TYPO 3 l isting in i ts
present format will not
work. The problem is that
when System Reset is
pressed the machi ne locks
up and any l isting being
typed is lost forever.



The fix to this problem is
to change l ine 135 to read:
135 POKE 9,2:POKE
2,1:POKE 3,6
which will now al low the
program to run normal ly.

G. Sumner
Preston

Apologies to everyone who
had problems. Our fctult for
not test ing the rout ine out on
a cassette only system, We
did check that it  worked when
loaded f rom cassette but we
had a disk  drive hooked up at
the same t ime and wit h this
combinat ion it  worked okay,

AN ANSWER
I wri te in connecti on wi th
the letter  in Issue 47 en-
qui r ing about a game which
Involves *docking between
levels. The game in ques-
tion is cal led SPACE EGGS
and is avai lable from The
Atar i  Centre,  Broad Street,
Bi rmingham.  I  cannot re-
member  the price but I be-
lieve i t was under  £15.

M.  Stinson
Ashby, Leics.

Thanks for the info. Someone
else wrote to say that  the
game was  GALAGA but didn' t
know (fart  Atari version had
been writ ten.  We can't remem-
ber either but (f  it was  it  dis-
appeared many  years ago.

INTERFERENCE

read an article in a news-
paper  recently that forecast
potenti al  problems wi th the
proposed Channel  5 TV sta-
tion.  As I  under stand i t
Channel  5 has been allo-
cated frequencies 35 and 37
and will use both channels
simul taneously for sound
and vision. Ther e may well
be some 'bleed over  i nt o
channel  38 which is the
channel  used by the XL and
XE when connected to a TV.
A spokesman for the au-
thor i ties played down any
problems but as an old
cynic I 've heard assurances
l ike that before.

Can anyone tel l  me
whether  there is l ikely to be
any problem and whether
there is any possibi l i ty of
r e-tuni ng my 8-bi t to a dif-
ferent frequency?

K. L.  Laidlaw
I I inckley

This could be quite serious.
Imagine being up to level 115
of  the latest blast  'ent  just
about  to go into the fi nal
megaphase and being inter-
rupted by Neighbours!  St ill I f
they mak e it interact ive you
could always  blast  Jason
Donovan instead!  This one
needs some jeedback  from
some of  the Atari owning TV
engineers out there. Anyone
got any  comment'?

SOUNDING OFF

I am the proud owner  of an
800XL which has a great
sound chip (POKEY) but
why doesn't anyone use its
fil ters and ti mi ng registers?
Is there any info out there
to explain them.  I  l isten to
sound thr ough my a n d
it sounds great but when I
load up a game the sound
dies and turns i nto blips
and blops. Yuk! Is there any
software that explains the
use of  the POKEY chip in
detai l  l ike filters,  smooth
sweeping, t i mi ng registers
and So for th?

Peter  Adamcik,
Frankston,  Aus t ralia

have never understood why
so_fetv people have taken
advantage of  the XL's 16-bit
sound capabilit ies. We pub-
lished an art ic le and program
in Issue 31 whic h touched on
it and I seem to remember
that there was  a book at one
t ime that had a chapter de-
voted to this subject. I  think  it
was  The 600XL Handbook.
Most o f  the book was  pretty
disposable but the section on
sound was  excellent giv ing all
the details  you ment ioned.
Perhaps someone could dig it
out and writ e us art art icle,
maybe evert the aut lwr could
give us permiss ion to repub-
lish it as I believe that the
book is now long out of  print.

PROBLEMS

I have an 800XL wi th a US
Doubler .  Can you help wi th
the fol lowing:
1. I  can't seem to make a
working copy of Mini  Office
2. I  have DOS 2.5,  Spar ta-
Dos 2.3 and Copymate 4.3.
Part of Mini  Office will copy
but not all. What am I  doing
wrong?
2. Who sells the hardware
PC DI TTO 2 for  the ST?
3. How do you inter face or
cable the 800XL to an Am-
strad GT-65 Monochr ome
VDU which is ROB?
4. Is there any way to out-
put 8-bi t files from Textpro
and Mi ni  Office 2 i nto an
ST'?
5. Same question as above,

can't seem to be able to
make a working copy of
Textpro.
I am sure that I  am the
weak l ink.  I  believe that  I
am the only Atar i  8-bi t type
up here in Derry.  There is
nobody to talk to as the
Atar i  never  caught on up
here.

Dave Tierney
Londonaeny

You mtght have some prob-
lems copying Mini Office 2
since we believe there are a
couple of  bad sectors on the
disk  designed to stop people
mak ing pirate copies. We had
all our copies of  Mini Office 2
profess ionally  duplicated
which retains such 'protec-
tion'. You should have no
problems in us ing Mini Office
without  backing it up, jus t
make sure that you always
keep it  writ e protected and al-
ways  use a separate disk for
your data. As regards Tex-
tpro. there is no reason why
you cannot copy it  wit h Copy-
mate since this is what  we
use to duplicate this disk. The
only problem you may  have is
i f  your part icular disk has a
bad sector. PC D I M )  is. we
believe, no longer available
since the company producing
It has, apparent ly ,  fl ed their
offices without  a f orwarding
address. You might fi nd a re-
tailer somewhere wit h some
stock but it would not be wise
to buy since there wil l be no
backup. As far as the Am-

st rad monitor goes I 'm af raid
you' ll have to give up since
you can't  connect an ROB
monitor to the 8-hit  which has
only composite video output.
Finally .  t rans ferring 8-bit  fi les
to the ST is easy wit h TARP
TALK (from Page 6). I f  you do
have an 850 interface or P:R:
Connect ionan then you can
transfer fi les using a null
modern cable and suitable
corrirrts sof tware on each
machine. We use Kermit
whic h is available on both
machines in the public
domain.

CONFUSED

I am 11 years old and I  have
had the New Atar i  User
magazine since Apri l  1990
and I have noti ced that
near ly all the type in prog-
rams that are for  the X L/ X E
involve putt i ng inver ted
commas i nto the l ines of
the program.  I  cannot do
this since my 65XE has to
have inver ted commas to
show I 've star ted and
another  pair to show I 've
fini shed i.e. 10  7 "the line",
The computer  thi nks that
when the commas appear  in
that l ine i t should stop the
l ine to move on to another
l ine.  Please help me to find
another  way to type your
bril l  programs i nto my
computer .

Lee Birch
Nort hampt on

We'd love to help Lee, but  con-
fess to being totally confused
You can type all plat e list ings
in New Atari User exactly as
they are printed without  cult;
problem on a 65XE. Either
you are doing something that
you shouldn't  or your machine
Ls faulty  Has  anyone had
any  s imilar problems or cart
anyone figure out what  Lee is
doing wrong?
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PROGRAMMING
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when I needed to input  data the INPUT and GET
c ommands  did not  do the job as I required.  Wit hout

the use of  TRAP and/ or extensive post RETURN checks un-
wanted data st ill s lipped by. I  f ound I needed to be able to
Input  data and check it  character by character to ensure that
it was  wit hin the parameters  I required.
Wit h these requirements  in mind I set out  to write a Basic

rout ine to do this. I  soon became aware that  an all embrac ing
rout ine would be far too large and so a compromise was made
I chose to have six dif ferent  basic types of input ,  the alphabe-

t ical ones div ided into three sub-types and the 2 numeric al
ones capable of up to 9 dec imal places. These are shown in
Table 2,

THE LISTINGS
GETKEY. DMO is the demons t rat ion rout ine to show how GET-
KEY works ,  it  uses the main rout ine itself  for you to enter the
parameters  you require.
G E TK E Y . 1
,
0 1  i s  
t h e  
m a i
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t i n
e .  
I
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a r
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a
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a f requent ly  used rout ine Basic can fi nd it quic k er in the lower
numbers .  The GETKEY. 1
,
01 r o u t i n e  
t a k e s  
u p  
3 7 4 6  
b y t e
s  
o f

memory  (lust over 3,5K) but  selective delet ion of  unused sec-
t ions would of course reduce this,

THE PARAMETERS
The parameters  will be set by the progrananer and it  is up to

h i m/ h e r  to ensure that  they do not  clash, i.e. i f  MAXLEN is set
to 20 and X is greater than 19 then the fi eld wi l l  extend beyond
the cursors range and cause an error.
It is possible for the program to work  out  some of the para-

' F A B L E  I

G E T K E Y  P A R A M E T E R S

X -  i a  t h e  X  c o - o r d i n a t e  o l  t h e  fi e l d ,  i . e .  t h e  p o s i t i o n  a l o n g  t h e
l i n e  ( s ta r t i n g  a t  7 e r o t  t h a t  t h e  fi r s t c h a r a c t e r  w i l l  b e  p r i n te d _
O n e  s p a c e  m u s t  b e  a l l o w e d  a t  e a c h  e n d  o f  t h e  fi e l d .

V -  i s  t h e  V  c o - o r d i n a t e  e l  t h e  fi e l d ,  I . e .  t h e  n u m b e r  o f  l i n e s
d o w n  t h e  s c r e e n  ( s ta r l i n g  a t  z e r o )  t h a t  t h e  h o l d  w i l l  p r i n t .  I f  Y
s 2 3  t h e n  X  ph.111 M A X L E N  M u s t  n o t  e x c e e d  3 7 .

M A X L E N  -  I s  t h e  m a x i m u m  l e n g t h  t h e  h e l d  C a n  b e .  F o r  n u m e r i c
fi e l d s  t h i s  m u s t  i n c l u d e  t h e  s i g n  a n d  d e c i m a l  p o i n t  i t  a n y .
N u m e r i c  d a t a  i s  O n l y  a c c u r a t e  u p  t o  1 0  d i g i ts .

C U R S  -  i s  a  c o d e  t o  a l l o w  c u r s o r  k e y s  t o  b e  u s e d ,  s e e  T a b l e  a
fo r  v a l u e s .  W h e n  C U R S O R  m o v e m e n t  I s  a l l o w e d  a n d  u s e d
th e  v a r i a b l e  R IF r e t u r n s  a  v a l u e ,  s e e  T a b l e  A  fo r  v a l u e s
r e tu r n e d _

T Y P E  -  I s  a  co- c le  f o r  t h e  t y p e  a l  i n p u t .  S e e  T a b l e  2  t o r  e x p l a n a -
t i o n .

M I N  -  i s  u s e d  fo r  n u m e r i c a l  i n p u t  a n d  g i v e s  t h e  r h i r l i te ue e  v a l u e
a l l o w e d  t o  b e  I n p u t

M A X  -  i s  u s e d  t o r  n u m e r i c a l  i n p u t  a n d  g i v e s  t h e  m a x i m u m  v a l u e
a l l o w e d  t o  b e  i n p u t .
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u s e d .  T h i s  m u s t  b e  s e t  fo r  a n y  h e l d  w h e r e  c u r s o r  M o v e m e n t
Is  a l l o w e d _

R E S U L T S  -  i s  t h e  fi n a l  v a l u e  r e tuw n o d  h o r n  t h e  E l
-
K E N
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meters as does the demo rout ine for MAXLEN,  MIN and MAX,
but  this  can become a lit t le complex. Table 1 describes the
parameters,  TS should be set to whatever value is required i f  a
CURSOR key is used to skip out  of  a field. TS should be
padded wit h blanks  or zeros to the length of the fi eld required.
RESULTS is built  up by your input  and is kept  when RETURN
is pressed. it  is already padded wit h blanks  or zeros. I f  a
CURSOR key is pressed then T$ is t ransferred into RESULTS.
The rest of  the parameters  are fain y self explanatory us ing
Table 1 to see what  they do.

TO USE GETKEY
You are required to set the screen up and mus t  allow one

character each side of each field for the chevron markers .
If you keep a channel open to the keyboard and are us ing

ATARI BASIC remove lines 84,86,108 and 128, and alter lines
85 and 117 to reflect your open channel.

Set the parameters  for each field that  you require jus t  before
calling GOSUB 100 and move RESULTS into your own variable
upon RETURN (use VAL(RESULTS) for number fields).
If cursor movement  was allowed check RF for the values of  1

to 4 for direc t ion and branch your rout ine accordingly.  RF is 5
when return is pressed,

SEPARATING THE LISTINGS
At the end of  the lis t ing f rom lines 2000 onwards  are some

helpful c ommand lines to print., save, and separately lis t  the
rout ines  to Drive I .  Use GOTO in direct mode us ing the
appropriate line number as follows:-

2010 Lists a copy of  the whole rout ine to the printer.  The
second LPRINT statement forces a page eject f rom an EPSON
printer,  replace this  if  your printer uses a dif ferent  cont rol
character.
2011 Saves a copy of  the whole rout ine to Drive I  as a bac k up
copy named 'GETKEY.BAK'.
2012 Saves a copy of  the whole rout ine to Drive I  named
'GETKEY'.
2013 Lists the main rout ine to Drive 1 named GETKEY.L0 I
This  is the rout ine you wil l  need to ENTER into your own
rout ine.  Ensure you do not  use lines 100 to 205 and that  you
inc lude in your rout ine a DIMens ion for T$(38) arid
RESULTS(38).
2014 Lists the DEMO rout ine to Drive I  named 'GET-
KEY.DM0' .
2015 Lists the t railer rout ine to Drive I  named 'GETKEY.TLR*.

Whatever line you goto wil l perform that  and all f ollowing
lines, so if  for example you do not  want  to save a lis t ing of  the
t railer delete or REM out line 2015 before you GOTO.

If you are a cassette based Marian then change the fi lenames
to "C:" and the SAVES to CSAVE. You wil l then be required to
press return before each line is executed.



G E T K E Y
wo 1  R E M
YZ  2  R E M  *
RU 3  R E M  *
F 5  4  R E M  *
SR 5  R E M  *

G E T KE V  V .  2 . 0
L i s t i n g  1

b y  L . C .  J E F F S

CC 6  R E M  *  N E W  A T A R I  U S E R  -  J A N  * 9 1  *
WU 7  R E M
NM 8  R E M
PY  1 0 8  O P E N  1 1 1 , 4 , 8 , " K : "
XR 1 8 1  D = T V P E - I N T ( T V P E / 1 8 ) * 1 8 : T = I N T C T V P E I

1 0 3 : R E S U L T S A = 1 : I F  M A N L E N = 1  T H E N  A =
0

RB 1 1 0  I F  T ( 5  T H E N  R E 5 U L T S ( 1 , 1 ) = "  " : R E S U L
I S C M A N L E N
-
A , M A X L E N
-
A 1 = "  
R E S
U L T
S  
( A
l l
)

=R E 5 U L T S :6 O T O  1 1 4
AO 1 1 1  R E S U L T S ( 1 , 1 1 = " 0 " : R E S U L T S ( M A X L E N
-
A ,

M A X L E N - A ) = " 0 “ : R E S U L T S ( 4
. 1
1 ) = R E S U L T S : I = M
A X L E N
-
D

PK 1 1 2  I F  6 ) 0  T H E N  R E 5 U L T S ( M A N L E N
-
D , M A N L EN

-
D
)
=
"
.
"
:
I
=
I
-
1

EH  1 1 3  I F  T = 6  T H E N  R E 5 U L T S ( 1 , 1 1 = " + " : 1 = I
-
1
BX 1 1 4  0 4 T = 0 : A = 0 : R F = 0 : D F = 8 : P O 5 I T I O N  X - 1 , V

:
9 
"
>
"
;
R
E
5
U
L
T
S
;
"
<
"
;

I S  1 1 5  I F  0 < 8  T H E N  A = 8
NO 1 1 6  T R A P  1 2 5
DR 1 1 7  G E T  1 4 1 , D AT
JO 1 1 0  T R A P  4 0 0 0 0
SO 1 1 1  A = A + 1 : I F  (1 .7 .1  A N D  D A T = 1 2 6  T H E N  A = 0 :

? " 1 2
-
; : G O
T O  
1
2
6

NA 1 2 0  I F  A > M A X L E N  A N D  D A T < > 1 2 6  A N D  D A T °
1 5 5  A N D  D A T < > 4 3  A N D  D A T < > 4 5  A N D  ( 6 0 1 < 2
8 O R  6 0 1 > 3 1 )  T H E N  9  " W " ; : c 1 = 1 1
-
1 : G O T 0  1 2
6

I R  1 2 I  I F  T ( 5  T H E N  G O S U B  1 3 0 : G O T O  1 2 3
NO 1 2 2  G O S U B  1 6 8
UL 1 2 3  P O S I T I O N  N # V : ?  R E S U L T S ;
PM  1 2 4  G O T O  1 2 6
I G  1 2 5  P O S I T I O N  X * M A X L E N , Y : 7
VS 1 2 6  I F  R F =8 1  T H E M  1 1 5
LG 1 2 7  P O S I T I O N  X
-
1 , V : 7  "  
" ; : P O S I T
I O N  
X
+ M

AN L E N , V C .
7  "L Z  1 2 8  C L O S E  1 2 1

AC 1 2 9  R E T U R N
CH 1 3 0  R E M  C H AR S
C J 1 3 1  I F  D A T = 1 5 5  T H E N  R F = 5 : 6 0 T 0  1 6 7
KO 1 3 2  I F  D 0 1 = 1 2 6  A N D  0 > 1  T H E N  R E S U L T S ( A -

1 , 1 1 - 1 1 =" " : A A
-
2 : G O T O  
1 6 7

PD 1 3 3  I F  D A T > 2 7  A N D  6 0 1 ( 3 2  T H E N  1 3 5
R J 1 3 4  G O T O  1 3 9
DF 1 3 5  I F  C ( C U R S = 1  O R  C U R S = 1 )  A N D  ( 6 0 1 ) 2 7

AND D A T ( 3 8 ) )  O R  ( C C U R S = 2  O R  C U R 5 = 3 )  A
ND C D A T > 2 9  A N D  D A T ( 3 2 1 )  T H E N  1 3 7

RD 1 3 6  G O T O  1 3 0
V I  1 3 7  R F = D A T - 2 7 : P O S I T I O N  1 4 - 1 , V c ?  "

"  " ; : R E S U L T S = T S : G O T O  1 6 7
ITC 1 3 8  9  " Q " ; ; G O T O  1 6 7
CD 1 3 9  O N  T  G O T O  1 4 0 , 1 4 5 , 1 5 2 , 1 5 1
SN 1 4 0  O N  D  G O T O  1 4 1 , 1 4 3 , 1 6 6
UZ 1 4 1  I F  C D A T > 6 4  A N D  0 0 1 ( 9 1 )  O R  ( 0 0 1 > 1 9 2

AND 0 0 1 ( 2 1 9 )  T H E N  1 6 5
RC 1 4 2  G O T O  1 6 6
Z F  1 4 3  I F  ( D A T > 9 6  A N D  6 0 1 < 1 2 3 )  O R  C D A T ( 2 2

4 A N D  6 0 1 ( 2 5 1 )  T H E N  1 6 5
R I  1 4 4  G O T O  1 6 6
TS 1 4 5  O N  D  G o T O  1 4 6 , 1 4 8 , 1 5 0
DU 1 4 6  I F  c o A T > 3 1  A N D  D A T ( 6 5 )  O R  c O A T > 9 0

AN D  0 0 1 < 1 2 3 1  T H E N  1 6 6
RF 1 4 7  G O T O  1 6 5
OF 1 4 8  I F  D A T ) 3 1  A N D  6 0 1 ( 9 6  T H E N  1 6 6
R1  1 4 9  G O T O  1 6 5
CL 1 5 0  I F  ( 0 0 1 ) 3 1  A N D  0 4 1 ( 9 6 )  O R  ( 0 0 1 ) 9 6

AND D A T ( 1 2 3 )  T H E N  1 6 6
OP 1 5 1  G O T O  1 6 5

Atari Basic
ME 1 5 2  O N  D  G O T O  1 5 3 , 1 5 5 , 1 5 7
XF 1 5 3  I F  c o e l a > 3 1  A N D  0 0 1 ( 4 8 )  O R  c o n 1 > 5 7

AND 0 0 1 ( 6 5 )  O R  C D A T > 1 0  A N D  D A T ( 9 6 )  O P
( D 0 T ) 9 6  A N D  6 0 1 ( 1 2 3 1  T H E N  1 6 6

OV 1 5 4  G O T O  1 6 5
AY 1 5 5  I f  D A T > s i  A N D  0 0 1 ( 9 6  T H E N  1 6 6
RE 1 5 6  G O T O  1 6 5
DG 1 5 7  I F  C D A T > 3 1  A N D  0 4 1 < 9 6 1  O R  C 6 4 1 > 9 6

AND D A T ( 1 2 3 )  T H E N  1 6 6
RK 1 5 8  G O T O  1 6 5

T A 1 5 9  O N  D  G O T O  1 6 0 , 1 6 2 , 1 6 4
MD 1 6 0  I F  0 0 1 > 9 6  A N D  0 0 1 ( 1 2 3  T H E N  1 6 6
OR 1 6 1  G O T O  1 6 5
XV 1 6 2  I F  ( 0 0 1 > 6 4  A N D  D A T ( 4 8 )  O R  C 6 0 1 > 5 7

AND D A T ( 9 1 )  T H E N  1 6 6
OX 1 6 3  G O T O  1 6 5
BH 1 6 4  I F  ( 0 0 1 > 6 4  A N D  D A T ( 9 1 )  O R  C 0 0 1 > 5 6

AND D A T ( 1 2 3 1  T H E N  1 6 6

AP 1 6 5  9  " @ " ; : A A - 1 : G O T O  1 6 7
JL  1 6 6  R ( S U L T S ( A p A ) = C H R S ( D A T )
AC 1 6 7  R E T U R N
CH 1 6 8  RE M  MUMS
JK 1 6 9  I F  D A T = 1 5 5  T H E N  2 0 2
TO 1 7 0  I F  C ( C U R 5 = 1  O R  C U R 5 = 3 )  A N D  ( D A T ) 2 7

AN D  0 0 1 ( 3 0 ) )  O R  ( ( C U R 5 = 2  O R  C U R 5 = 3 )  A
ND ( D A T ) 2 9  A N D  D A T ( 3 2 ) )  T H E M  1 7 2

aG 1 7 1  G O T O  1 7 3
CD 1 7 2  R F = D A T
-
2 7 : P O S I T I O N  
X - 1 , Y
r ?

"  " ; : R E S U L T S = T S : G O T O  2 0 4
LU  1 7 3  I F  1 ( 1  T H E N  D E = 1 : A = M A N L E N
-
D
U Z 1 7 4  I F  D F = 0  A N D  D A T = 4 6  A N D  D > 0  T H E N  D F

= 1 :A = M A N L E N - D :G O T O  2 0 4
VP 1 7 5  I F  T = 6  A N D  A = I  T H E N  A = 2
WO 1 7 6  I F  1 = 6  A N D  ( D A T = 4 3  O R  D A T = 4 5 )  T H E N

R E S U L T S ( 1 , 1 ) = C H R S ( D A T ) : A = A
-
1 : G O T O  2 0 4

I T  1 7 7  I F  ( D A T < 4 8  O R  0 0 1 > 5 7 1  A N D  D A T ( > 1 2 6

T H EN  9  " 2 " ; : 1 1
-
A
-
1 1 G O T O  
2 8 4

FN  1 7 8  I F  4 = 1  A N D  D 0 T = 1 2 6  T H E N  9  " 2 " ; : ( 1 1 = 8
:G O T O  2 0 4

MG 1 7 1  I F  D F = 0  T H E N  1 8 5
NH 1 8 8  I F  D A 1 = 1 2 6  T H E N  1 8 2
RF 1 8 1  G O T O  1 8 4
KP 1 8 2  I F  0 = I + T
-
3  T H E N  
D F = 0 : A =
A - 1 • G O T
O  
1
8

NE 1 8 3  A = A
-
2 : R E 5 U L
T S C A
+ 1 , 4 4 1 )
= " 8 " : G O
T O  
2
0

4
KM 1 8 4  R E S U L T S ( A , A ) = C H R S ( D A T ) : G O T O  2 0 4
501 1 0 5  I F  0 0 1 = 1 2 6  T H E N  1 8 1
04; 1 8 6  G O T O  1 9 1
CM 1 8 7  I F  T = 6  A N D  0 = 2  T H E N  R E s u L T 8 ( 1 . 1 ) . 7 "

-
:
A
=
A
-
2
:
G
O
T
O  
2
8
4

NO 1 8 8  I F  I > 1  T H E N  F O R  D A T = I 4 T - 5  T O  I
-
3  5

T EP - 1 : R E S U L T S ( D A 1 , 6 0 T ) = R E 5 U L T S ( D A T
-
1 ,
D 0 T - 1 ) : N E N T  D A T

MA 1 8 9  R ( S U L T S ( T
-
4 , T
-
4 ) = " 0 "

RV 1 9 0  A A - 2 : G O T O  2 0 4
JL  1 5
1
1  
I F  
1
T
=
5  
A
N
D  
A
>
I
1  
O
R  
(
T
=
6  
A
N
D  
0
)
1
4
1

) T H E N  " Q " ; : 4 = A
-
1 : G O T O  
2 0 4

HE 1 9 2  I F  1 = 6  T H E N  1 9 4
TU 1 9 3  G O T O  1 9 8
DO 1 9 4  I F  I = 1  T H E N  1 9 6
GL 1 9 5  R E S U L T S ( 2 , I ) = R E S U L T S ( 3 , 1 4 1 )
LJ  1 9 6  R E 5 U I T8 C I - 1 - 1 , 1 4 1 ) = C H R S ( onT)
0 2  1 9 7  G O T O  2 0 4
U S 1 9 8  I F  I = 1  T H E N  2 0 0
VA 1 9 9  R E 5 U L T S ( I , I
-
1 ) = R E S U L T S ( 2 , I )
OT 2 0 0  R E S U L T S ( I , I ) = T R R S c o m m i
NO 2 0 1  G O T O  2 8 4
VT 2 0 2  I F  uni _ c RE s uLTS ) ( 1 4 I N  O R v e l 1 ( RE 5 uLTS

) > M AN  T H E N  " Q " ; : A = A - 1 : G 0 T O  2 0 4
DC 2 0 3  R F = 5
Z K 2 0 4  R E T U R N
OG 2 0 4  E N D

•
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G E T K E Y
WO 1  RE M
YZ 2  RE M  *
KP 3  RE M  *
FS 4  RE M  *
5R 5  RE M  *
CG 6  RE M  *
WU 7  RE M
NN 0  RE M
ZR 1 0  D I M  T S ( 3 8 ) , R E S U L T S ' ( 3 8 )
DC 1 1  X 1 = 1 0 ; Y i = 1 5 ! M A X L E N 1 = 1 0 : M I N I = 1 C ! M A X
1 = 1 , 9 , 9 9 1 : C U R 5 1 = 0 : 1 Y P E 1 = 5 2
UL 1 2  7  " " : P O K E  7 5 2 , 0
ND 1 3  P O S I T I O N  1 4 , 1 : 7  "O P E CCO LI E UG "
KY 1 4  P O S I T I O N  2 , 1 ?  " X  CO -O RDI NATE

V C O
-
O R D
I N A
T E "

NH 1 5  P O S I T I O N  2 , 5 : 7  "m eseLEN
TYPE"

GL 1 6  P O S I T I O N  0 , 1 0 : ?

BZ
I C
OU
Cl
XE

PS
NJ
KH
XT

NEW A T A R I  US E R -  J A N  9 1  *

GETKEY V .  2 . 6
D e m o n s t r a t i o n
by L . C .  J E F F S

I I

VS 1 7  X = 1 7 : V = 3 : M A X L E N = 2 : M I N = 1 : M A M =
3 7
: C U R
5

= 3 : TY P E = 5 0 : TS = S TR S ( X 1 )
RZ 1 8  G O 5 U8  1 8 7
RD 1 9  X 1 = V A L( R E S U LTS )
sJ 2 e  I F  R F = 1  TH E N  4 0
X8 2 1  I F  R F = 2  TH E N  2 8
ZN 2 2  M = 3 6 1 Y = 3 : M A X L E N = 2 : M I N = 1 1 : M A X = 2
2
: C U R

5 = 3 : TY P E = 5 8 : TS = S TR 5 CY 1 )
RR 2 3  G O SUB 1 0 7
OY 2 4  Y I = V ALCRE S ULTS )
11.1 2 5  I F  R F = 3  O R R f = 4  TH E N  1 7
NO 2 6  I F  R F = 1  T H E N  5 6
US 2 7  I F  R F = 2  TH E N  3 3
PD 2 0  X = 1 0 : V = 5 : M A X L E N = L E N C S T R S 1 3 1
-
X 1 )
)
: M I

N= 1 : M AX = 3 1 - X 1 : C U R S = 3 : T Y P E = 5 0 : T S = S T R S
(
M
AX LE N1)

SC 2 1  G O SUB 1 0 7
JT 3 0  M 0 X LE NI = V ALCRE 5 uLTS )
SW 3 1  I F  R f = 2  TH E N  4 e
VI_ 3 2  I F  R F = 1  TH E N  1 7
ZK 3 3  X = 2 7 : V = 5 : M A X L E N = 2 : M I N = 1 1 : M A X =
6 1 1
C U R

5 = 3 : TV P E = 5 0 : TS = 5 TR S TI V P E 1 )
PT 3 4  GOSUB 1 8 7
MC 3 5  TY P E 1 = V AL( RE S ULT6 )
MR 3 6  I F  T Y P E I < 5 0  THE N P O S I T I O N  2 . 7 : ?  "

37 I F  R F = 3  O R R f = 4  TH E N  2 8
38 I f  R F = 1  TH E N  2 2
39 I F  R F = 2  A N D  1 Y P E 1 ) 4 9  THE N 5 6
4 0  I F  T Y P E l < 5 0  TH E N  7 1
41 P O S I T I O N  2 , 7 : 7  " M I N

111

CJ 4 2  T $ = " " : T S ( 1 , 1 ) = " 9 " : T S c m a X L E N
1 - 1 , 1 4
A X L

E N I - 1 3 = " 5 " : T S C 2 1 = T S
JF 4 3  I F  I N T C T V T E 1 ( 1 0 ) = 6  THE N T $ ( 1 , 1 ) = " 4
,
"
WZ 4 4  D = T Y P E I
-
I N T C T Y P E 1 / 1
0 ) * 1 8

KU 4 5  I F  0 > 0  TH E N  T S C H A N L E N I - D , m a X L E N I
-
D 1

= " . "
46  H0 X = HAN1
47 I f  i N T C P M E 1 0
,
1 0 3 = 6  
T H E N  
T e C 1 , 1 )
-
"

48  M I N = V A LC TS )
41 I F  I N T ( T Y P E 1 / 1 0 ) = 5  THE N M I N = 8 : T S ( 1 ,
i ) = " e "

51' 5 8  I F  I N T ( T Y P E 1 / 1 0 ) = 6  TH E N  T S c 2 , 2 ) = " 0 "
VW 5 1  X = 7 : V = 7 : M AX LE N= M AX LE N1 t CUR5 = 3 : TY P E =

TYPE1
RR 5 2  G O S ue  1 0 7

GETKEY is a routine that
allows you to have fully
controlled input and positing
on screen - it is ideal for
database applications

10 I s s u e  48 - New Atari Wet

OY 5 3  M I N 1 = V a L ( R E 5 u L T 6 )
NA 5 4  I F  R F = 1  THE N 2 8
VX 5 5  I F  R F = 2  THE N 7 1
RN 5 6  P O S I T I O N  2 1 , 7 :
7  " M A X

- I I

n2 - the values for n2 are:-
where n1 is from 1 to 4:-

1 lower case only

2 upper case only
3 both cases

Atari Basic

Cu 5 7  T S = " " : T $ C 1 , 1 ) = " 9 " ; T S C M A X L E N
1 - 1 ,
M A
H L

E N 1 - 1 ) = " S " : T S ( 2 ) = T S
JO 6 8  I F  I N T C T Y P E 1 / 1 0 ) = 6  THE N T S C 1 , 1 3 = "
4 .
"
MK 5 9  A = T Y P E I - I N T ( T Y P E 1 / 1
0 )
*
1 0

KM 6 0  I F  0 ) 0  TH E N  T 5 ( M A X L E N 1
-
D , M A X L E N 1
-
0 )

KP 6 1  M AX = V AL( TS )
NO 6 2  M I N = M I N 1
KP 6 3  I F  I N T C T Y P E 1 / 1 0 ) = 5  TH E N  e r e = e : T $ C i o

1 ) = " 8 "
E I  6 4  I F  I N T C T V W E 1 1 1 0 ) = 6  TH E N  T S C 2 , 2 3 = " 8 "
JZ 6 5  X = 2 5 : V = 7 : M A X L E N = M A H L E N
1
: C U R S
= 3
: T Y P
E

=TYPE1
54 6 6  G O 5UB 1 0 7
OB 6 7  e e x t = e a L ( e E s u L T S )
WC 0 8  I F  R F = 3  O R  R F = 4  TH E N  4 0
U0 6 9  I F  RF=1 .  TH E N  3 3
VP 7 0  I F  R F = 2  THE N 7 1
XK 7 1  P O S I T I O N  2 , 9 : 7  "RE ADY  ( V / 1 4 ) "
UN 7 2  X = 1 5 : V = 9 : M A X L E N = 1 : C U R S =
0
: T I M E
= 4 2

RV 7 3  GOSUB 1 0 7
DO 7 4  I F  R E 5 U 1 T 5 =
- 1
e
,  T H E N  
7 7

RK 7 5  I f  R E S U LTS = " N "  THE N 1 7
MR 7 6  7  " E r : G O TO  7 3
:JIG 7 7  X = X I : V = V I : M A X L E N = M A X L E N I : M I N
=
M I N I : M

AR=M0 X 1 I CURS =CURS I :TY P E =TY P E I
PF 7 8  I F  M I N>MAX  TH E N  8 5
UZ 7 9  D = T Y P E 1 - ( I N T C T Y P E 1
1
1 0
)
*
1 0 )

OT 8 0  I F  TV P E <1 . 1  THE N 8 5
FM 8 1  I F  T Y P E ( 5 0  AND I D ( 1  O R 0 . 3 )  T H E N  8 5
Y8 8 2  I F  T Y P E ) 6 1  TH E N  0 5
RW 8 3  GOSUB 1 0 7
BY 8 4  O P E N A 1 . 4 , 0 , " K "
UL 8 5  P O S I T I O N  2 , 2 3 :
7  A N Y  
K E Y  
T O  
C O N T /
N

UE /  E S C  TO  Q U I T " ;  :GET A i , D A T
MA 8 6  CLO S E  A l
PH 8 7  I F  D A T = 2 7  THE N E ND
5Z 8 8  G O TO  1 2

where n1 is 5 or 6:-
0 to 9 the number of decimal places.

•

TABLE 2
TWO DIGIT TYPE (nt n2)

n1 - the values for n1 are:-

1 all keyboard characters
2 alphabetic, punctuation and numbers only
3 alphabetic and punctuation only
4 alphabetic only
5 positive numbers only
6 positive or negative numbers



G E T K E Y
WO I  R E M
YZ  2  R E M  *  G E T K E Y  U .  2 . 0
NZ  3  R E M  *  T u r b o  B a s i c  L i s t i n g  I
F S 4  R E M  *  b y  L . C .  J E F F S
SR 5  R E M  *
CG 6  R E M  *  N E W  A T A R /  U S E R  -  J A N  ' 9 1  *
WU 7  R E M
NM 8  R E M
MK 1 0 7  P R O C  G E T K E Y
SV  1 8 8  D = T Y P E  M O D  1 0 : T = T Y P E  D I V  1 8 : R E S U

L T S = " " : A = 1 : I F  M A X L E N = 1  T H E N  0 = 0
ES 1 0 9  I F  T Y P E C 5 0
L T  1 1 0  R E S U L T S C 1 , 1 4 = "  " :R ( S U L T S C M O N L E

N
-
A
,
M
A
X
L
E
N
-
A
)
=
"  
"
:
R
E
S
U
L
T
S
(
A
4
-
1
)
=
R
E
S
U
L
T
S

KA I I I  E L S E
N J 1 1 2  R E S U L T S C 1 , 1 1 8 " : R E 5 U L T S C M A X L E

N- A , M A X L E N
-
A ) =
-
0 " ; R E 5 U L T
S ( A
4
1 ) = R E S U L T
5

T A 1 1 3  T = M A X I E N
-
D
T E 1 1 4  I F  0 > 0  T H E N  R E S U L T S ( M A X L E N
-
D , M

A X I E N - D ) = " . " : I = I
-
1

HT 1 1 5  I F  T = 6  T H E N  R E S U L T S ( 1 , 1 ) + " : I
= T
-
1

YE 1 1 6  E N D I F
LC 1 1 7  D A T = 0 : 4 = 0 : R F = 0 : D F = 0 : P 0 5 I T I O N  X - 1

„ Y r k  " > " : 1 4 E S U L T S ; " C " ;
GB 1 1 8  W H I L E  0 F = 8
U Y 1 1 9  I f  A C O  T H E N  4 = 0
PO 1 2 0  T R A P  1 3 2
HF 1 2 1  G E T  D A T
8 1  1 2 2  T R A P  4 0 0 0 0
OF 1 2 3  0 = 4 4
.
1 : I F  
A = 1  
A N
D  
0 0 T
= 1 2
6  
T H
E N

•  " D ' ; : G O T O  1 3 3
SD 1 2 4  I F  a >m a HLE N AND

A T C ) 1 5 5  A N D  D A T < > 4 3  A N D
AT C 2 8  O R  D A T > 3 1 4  T H E N  *
O 1 3 3

UM 1 2 5
U F 1 2 6
NC 1 2 7
GX 1 2 8
5 P 1 2 /
MS 1 3 8
SO 1 3 1
VZ  1 3 2
XZ  1 3 3

D A T 0 1 2 6  A N D  D
D A T ( ) 4 5  A N D  C D
" E r ; : A = A - I : G O T

I F  TV P E C 5 0
EXEC CHARS

E L S E
EXEC  N U N S

E N D I F
P O S I T I O N  X , Y : ?  R E 5 U L T S :
GOTO 1 3 3
P O S I TI O N X + M A X LE N , Y : ?  — Er . ;

WEND
YB 1 3 4  P O S I T I O N  X - 1 , Y 2 ?  "  " ; : P O S I T I O N

+M A K I E N , V : ?  "  " I
WE 1 3 5  E N D P R O C
OE 1 3 6  P R O C  C H A R S
WM 1 3 7  I F  D A T = 1 5 5  T H E N  O F = 5 : G O T O  1 7 4
2 8  1 3 8  I F  D 0 T = 1 2 6  A N D  0 > 1  T H E N  R E S U L T S (

0 - 1
$
A
-
1 ) =
"  
"
A
A
-
2
:
G
O
T
O  
1
7
4

O J 1 3 9  I F  0 0 1 > 2 7  A N D  D A T < 3 2
SY 1 4 0  I F  C ( C U R S = 1  O R  C U R S = 3 )  A N D  ( D O

1 > 2 7  A N D  D A T ( 3 0 ) )  O R  C ( C U R S = 2  O R  C U R S =
3 )  A N D  C D A T ) 2 9  AND  D A T ( 3 2 ) )

MT 1 4 1  R F = D A T
-
2 7 : P O S I T I O
N  
"

" ; : R E S U L T S = T S : G O T O  1 7 8
ma 1 4 2  E L S E
NC 1 4 3  ?  " 0 " . : : G O T 0  1 7 4
SE 1 4 4  E N D I F
VII 1 4 5  E N D I F
AY 1 4 6  O N  T  G O TO  1 4 7 , 1 5 2 , 1 5 /
o
1 5 6
UK 1 4 7  O N  D  G O TO  1 4 8 , 1 5 0 , 1 7 3
WD 1 4 8  I F  C D A T > 6 4  A N D  D A T C 9 1 )  O R  C 0 0 1 > 1

9 2  A N D  0 0 7 C 2 1 9 1  T H E N  1 7 2
OY 1 4 9  G O T O  1 7 3
CF 1 5 0  I F  C 0 0 1 ) 9 5  AND 0 0 1 < 1 2 3 1  O R  ( D A T <

224  A N D  D A T < 2 5 1 )  T H E N  1 7 2
OC 1 5 1  G O T O  1 7 3
VA 1 5 2  O N  0  G O T O  1 5 3 , 1 5 5 , 1 5 7
MG 1 5 3  I f  C D A T > 3 1  A N D  D A T ( 6 5 )  O R  ( D A T > ,

0 A N D  D A T C 1 2 3 )  T H E N  1 7 3
PX 1 5 4  G O T O  1 7 2
PR  1 5 5  I F  D A T > 3 1  A N D  D A T ( 5  T H E N  1 7 4
OD 1 5 6  G O T O  1 7 2
Z T  1 5 7  I F  ( D 0 T ) 3 1  A N D  D O T < 9 6 )  O R  ( D A T ) ,

6 A N D  D A T C 1 2 3 )  T H E N  1 7 3
OJ 1 5 8  G O T O  1 7 2

Turbo Basic
T X 1 5 9  O N  0  G O T O  1 6 0 , 1 6 2 , 1 6 4
PT 1 6 0  I F  ( 0 0 1 > 3 1  A N D  D A T C 4 5 )  O R  C O A T > 5

7 A N D  0 0 1 ( 6 5 )  O R  C D A T > 9 0  A N D  D a T ( 9 6 )  0
R ( D A T > 9 6  A N D  D A T C 1 2 3 )  T H E N  1 7 3

PO 1 6 1  G O T O  1 7 2
AL  1 6 2  I F  C D A T > 3 1  A N D  D A 1 C 4 8 )  O R  C D A T > 5

7 AND  p a T < 9 1 )  T H E N  1 7 3
PH  1 6 3  G O T O  1 7 2
ZM 1 6 4  I F  C D A T ) 3 1  AND D A T ( 9 5 )  O R  ( D A T ) 9

6 A N D  D A T < 1 2 3 )  T H E N  1 7 3
oC  1 6 5  G O T O  1 7 2
C I  1 6 6  O N  D  G O T O  1 6 7 , 1 6 9 , 1 7 1
F L  1 6 7  I F  0 0 1 > 1 6  A N D  D A T ( 1 2 3  T H E N  1 7 3
OL 1 6 8  G O T O  1 7 2
0 0  1 6 9  I F  D O T > 6 4  A N D  D A T ( 9 1  T H E N  1 7 3
PP 1 7 0  G O T O  1 7 2
MP 1 7 1  I F  ( D A T ) 6 4  A N D  D A T < 9 I )  O R  C D A T > 9

6 A N D  0 0 1 < 1 2 3 )  T H E N  1 7 3
NV  1 7 2  . 7  " 0 " : : A = A - 1 : G 0 T O  1 7 4
Z I  1 7 3  R E S U L T S C A , A ) = C H A S ( D A T )
WJ 1 7 4  ENDPRO C
NL  1 7 5  P RO C MUMS
GY 1 7 6  I F  D 0 T = 1 5 5  TH E N  2 1 3
HD 1 7 7  I F  C ( C U R S = 1  O P  C U R 5 = 3 )  A N D  C O A T >

2 7  AND 0 0 1 ( 3 8 1 1  O R  C ( C U R S = 2  O R  C U R S = 3 )
AND C 0 0 1 > 2 1  AND 0 0 1 C 3 2 »

RG 1 7 8  R F = D A T - 2 7 : P O S I T I O N  X - 1 , Y :
1 :R E S U L T S =T S :G O T O  2 1 5
YZ  1 7 9  E M O T E
BN  1 8 0  I F  I C I .  T H E N  D F = 1 : A = M A X L E N - D
TN 1 8 1  I F  D F = 0  A N D  D 0 T = 4 6  A N D  0 > 8  T H E N
, D F = 1 : A = M A X L E N

-
D ; G O T O  
2 1 5

88 1 8 2  I F  1 = 6  A N D  0 = 1  TH E N  0 = 2
KV 1 8 3  I F  T = 6  A N D  ( D 0 T = 4 3  O R  D A 1 = 4 5 )  T H

EN R E S U L T S C 1 , 1 1 = C H R S C D A T ) : A = A
-
1 : G O T O  2
1 5

EF  1 8 4  I F  C D A T ( 4 8  O R  D A T > 5 7 )  A N D  0 0 1 0 1
2 6  T H E N  ?  " Q " ;  : 0 = 0 - 1 : G O T O  2 1 5

U K 1 8 5  I F  0 = 1  A N D  D 0 T = 1 2 6  T H E N  ?  " 0 " ; : t 1
=0 :G O T O  2 1 5

DO 1 8 6  I F  D F = 8  T H E N  1 9 2
I R  1 8 7  I F  D 0 T = 1 2 6
AD  1 8 8  I F  0 = I + T - 3  T H L A  0 F = 8 : 0 = 0 - 1 : G O T

O 1 9 4
HD 1 8 9  0 = A - 2 : R E S I M I S C A 4 1 , A + 1 4 = " 8 " : G O T

O 2 / 5
VC 1 9 0  E N D I F
U0 1 9 1  R E S U L T S ( A , A ) = C H R 5 C D A T ) : G O T O  2 1 5
I I  1 9 2  I F  D O T = 1 2 6
E l  1 9 3  I F  T = 5  A N D  4 = 2  T H E N  R E S U L T S C i .

1 ) = "  " : A = C 6
-
2 : G O T O  
2 1 5

KZ  1 1 4  I F  I > I  T H E N  F O R  D A T = I + T
-
5  T O  T

-
3 
S
T
E
P 
-
1
:
R
E
S
U
L
T
S
(
D
a
T
,
P
a
T
)
=
R
E
5
U
L
T
S
t
D
A

T - 1 , 0 0 T - 1 ) : N E X T  D A T
CA 1 9 5  R E S U L T S ( T
-
4 , T
-
4 ) = " 0 "

Z J  1 5 6  0 = A - 2 : G O T O  2 1 5
YX 1 9 7  E N D I F
EP 1 9 8  I F  ( T = 5  A N D  A > I )  O R  ( T = 6  AND A ) I

+ I )  T H E N  " A = A - 1 : G O T O  2 1 5
KO 1 9 9  I F  T = 6
UK 2 0 0  I F  I = 1
8 G 2 0 1  G O T O  2 0 4
RR 2 0 2  E N D I F
KA 2 0 3  R ( S U L T S C 2 , I ) = R E S U L T S C 3 , I
4 -
1 1
AM  2 0 4  R E S U L T S C I + 1 , I + 1 ) = C H R S ( D A T )
XL  2 0 5  E L S E
MC 2 0 6  I F  I = 1
ZU 2 0 7  G O T O  2 1 8
S J 2 0 8  E M O T E
118 2 0 9  R E S U L T S ( I , I
-
1 ) = R 6 S U L T S ( 2 , I )
ES 2 1 8  R E S U L T S ( I , I ) = C H R S ( D A T )
X0  2 1 1  E N D I F
ON 2 1 2  G O T O  2 1 5
MR 2 1 3  I F  V A L( R E S U LTS ) < M I N  O R V ALCRE S UL

T 5 1 > M AK T H E N  1  ' ' ' ; : A A - 1 : G O T O  2 1 5
LH 2 1 4  R F = 5
WB 2 1 5  E N D P R O C
0 1  2 1 6  E N D

•
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GETKEY
WO
Y i
OA
FS
SR
CG
MU

1
2
3
4

6
7

S i
TC
OU
MU
XE

REM
REM
REM
REM
REM
REM
REM

* * * * * * * * 1
,
H 4 * * * * * *
P H
e i * * * * * *

GETKEY U .  2 . 0
T u r b o  B a s i c  De m o

by  L . C .  J E F F S

NEW A T A R I  US E R -  J O N  ' 1 1

NM 8  RE M
i R  1 8  D I M  I S ( 3 8 ) , R E S U L T S C
3 8 )(IC 1 1  X 1 = 1 0 1 V 1 = 1 6 : M A X L E N 1 = 1 0 : 4 I N 1 = 1 0 : M A X 1

= 1 9 / 1 9 9 9 : C U R
5 1 = 8 : T Y P E 1 =
5 2

(IL 1 2  ?  " K . : P O K E  7 5 2 , 0
XD 1 1  P O S I T I O N  1 4 , 1 : ?  •
KY 1 4  P O S I T I O N  2 , 3 ; ?  " X

V C O - O R D I N A TE "
XM 1 5  P O S I T I O N  2 . 5 : ?  "M AX LE N

TYPE"
GL 1 6  P O S I T I O N  0 , 1 6 9

GETKEY DEMO
CO -O RDI NATE

3 7  I F  R E = 3  O R R F = 4  TH E N  2 8
38 I F  R E = 1  TH E N  2 2

I F  R F = 2  A N D  r e P E 1 > 4
9  T H E N  
5 6

4 0  I F  T Y P E l < 5 0  THE N 7 2
41 P O S I T I O N  2 , 7 ?  " K I N

-*

VS 1 7  X = 1 7 1 V = 3 : M A X LE N = 2 : 4 I N = 1 : M A X = 3 7 : C U R S
= 3 : T Y P E = 5 0 : T S
= 5 1
R
5 ( X 1 )

YV 1 0  E X E C G E TKE V
RD 1 9  X 1 =UALCRE S ULTS >
SJ 2 8  I F  RF=1 .  TH E N  4 0
X8 2 1  I F  R F = 2  TH E N  2 8
ZN 2 2  X = 3 6 : V = 3 : M A X L E N = 2 : M I N = 1 1 : M A X = 2 2 : C U R

5 = 3 : T V P E = 5 0 : T S = S T R
S ( Y 1 )VP 2 3  E X E C G E TKE Y

OY 2 4  V I = U A L( R E S U LTS >
V /  2 5  I F  R F = 3  O R P F = 4  T H E N  1 7
XO 2 6  I F  RF=1 .  TH E N  5 6
US 2 7  I F  R F = 2  TH E N  3 3
PD 2 8  X = 1 0 : V = 5 i M A X LE N = LE N C S TR S C 3 1 - X 1 ) ) : 1 4 1

M O N = 3 9 - $ 1 1 : c U R 5 =
3 1
T y F E
= 5 0 1 T S = 5 T R 0 C
1 1

AXLEN1/
i B  2 9  E X E C G E TKE Y
JT 3 0  M A * L E N I = V A L M E
5
U L T
5 )

SW 3 1  I F  R F = 2  TH E N  4 0
UL 3 2  I F  R E = 1  T H E N  1 7
ZK 3 3  X = 2 7 : V = 5 : 4 4 X L E N = 2 : M I N = 1 1 : M A X = 6 9 : C U R

S = 1 : T Y P E = 5 8 : T 5 = S T R S C T V P
E 1 )VS 3 4  E X E C G E TKE V

WC 3 5  T V P E 1 = U A L C R E
5
U L T
S >

MR 3 6  I F  T Y P E l < 5 0  T H E N  P O S I T I O N  2 , 7 : ? UI

CJ 4 2  I S = " " I T S C 1 , 1 ) = . 1 " : I S C M A X L E N I - 1 , 4 4 X L
( N 1 - 1 ) = " 9 " : T S
( 2 ) = T SCE 4 3  I F  TY P E ' .  D I U  1 0 = 6  THE N I S C 1 , 1 , = "

4 .
"

JU 4 4  D = T Y P E I  MO D 1 0
KU 4 5  I F  0 > 8  TH E N  T S c m c o l L E N 1
-
D , N A N L E N
1 - 8 )
PS 4 6  MA1C=MAX1
FG 4 7  I F  TY P E ' .  D I U  1 0 = 6  TH E N  I S C 1 , 1 / = "
-
"
KH 4 8  H I N = v A L c I
5
J
BJ 4 9  I F  TY P E 1  D I U  1 0 = 5  TH E N  M I N = 0 : T $ C
1
.
1

3 = " 0 "
LH 5 0  I F  T Y P E '  D I U  1 0 = 6  THE N 1 $ 1 2 . 2 > = " 0 "
VW 5 1  X = 7 : Y = 7 : M A X LE N = M A X LE N I : C U R 5 = 1 : TV P E =

TYPE1
YO 5 2  E X E C G E TKE Y
OY 5 3  M I N 1 = U A L C R E 5 U
1
T S
3

XA 5 4  I F  R F = 1  T H E N  2 8
WP 5 5  I F  R F = 2  TH E N  7 2
RN 5 6  P O S I T I O N  2 1 . 7 : ?  "M AX

CU 5 7  T S . : I S ( I , I T = "
5 1 5
C
M A X L E N 1 - 1 , 4 1 4 X L

E * 1 - 1 ) = " y " : T $ (
2
) = T S

CP 5 8  I F  TY P E 1  D I V  1 8 = 6  TH E N  T 8 I L L . 1 ) = "
4 .KF 5 9  D= TY P E 1  MOD 1 0
KM 6 8  I F  0 > 0  TH E N  T5 c m A N LE N I - D , H A N LE N 1 - D I

„ =". "
KP 6 1  MAX =UALCTS )
NO 6 2  M I N = M I N 1
Nil 6 3  I F  T Y P E '  D I U

l = " 8
.WS 6 4  I F  TV P E 1  D I V  1 0 = 6  TH E N  I S 1 2 , 2 >

8
"
JZ 6 5  X = 2 6 : V = 7 : 4 4 X LE N = M A X LE N I : C U R S = 3 : TV P E

=TVPE1
Y i  6 6  E X E C G E TKE Y
JN 6 7  I F  U A L( R E S U LTS )  =8 THE N RE S ULTS =TS
OD 6 0  m a m 1 =v a L(RE 5 ULTS
)WE 6 9  I F  R F = 3  O R  R F = 4  THE N 4 0
TZ 7 0  I F  R E = 1  TH E N  3 3
NJ 7 1  I f  R F = 2  THE N 7 2
XM 7 2  P O S I T I O N  2
4
9 : 7  
" R E A D Y  
( Y I N )
.

UZ 7 3  X = 1 5 : Y = 9 : M A H LE N = 1 : C U R S = 0 : TY P E = 4 2
YI.4 7 4  E X E C G E TKE Y
ER 7 5  I F  R E S U LTS = " V .  THE N 7 8
RH 7 6  I F  P E S U LTS = " N "  THE N 1 7
OJ 7 7  ?  " 0 " : G O T O  7 4
UX 7 8  x = x 1 : Y = Y I : H A N L E N = H I
4
N L E N I : H I N
= H I N I A H

A X = M A X 1 t C U R S = C U R S I : T V P E
= T Y P E 1PH 7 9  I F  H I N > m a x  THE N 8 5

BZ 8 0  0 = TY P E  MO D 1 0
DU 8 1  I F  T Y P E < I 1  TH E N  s s
FY 8 2  I F  T Y P E ( 5 8  A N D  1 0 ( 1  O R D > 3 )  T H E N  O S
WA 8 3  I F  TV P E > 6 9  TH E N  GOTO 8 5
YX 8 4  E X E C G E TKE V
MX 5 5  P O S I T I O N  2 . 2 3 : ?  "0141P/ KE Y  T O  CO NTX N

UE I  E 5 C  T O  O U I T " : : G E T  D A T
RE 8 6  I F  D A T = 2 7  TH E N  E ND
SX 8 7  G O T°  1 2

Turbo Basic

1 0 =5  TH E N  M I N = 0 : I S C 1 , 1

•

TABLE 3
CURSOR TYPES

0 - no movement
- vertical movement

2 - horizontal movement
3 - both horizontal and vertical movement

by L.C. Jeffs
12 I s s u e  48 - Now Atari User

GETKEY
TABLE 4

CURSOR MOVEMENT

Direction
up

down
left

right

value_of_RF
1
2
3
4

•

11
1
/
1
j
1
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MICRO DISCOUNT
for Atari 8-bit spares and repairs

DISKS

Atari Writer Plus Word Processor M Ncomplete with spelichecker
Visicalc - the complete spreadsheet Elo 00with demo disk

Bookkeeper - M Asmall business or home accounts
package complete with numeric
keypad for fast data entry
Atari Light Pen complete
with Artist ROM
Newsroom - produce your own
newspaper. Epson compatible,
1050 drive needed
DOS 2.5 - original Atari DOS com-
plete with spiral documentation

BASIC TUTOR TAPE PACK
contains FIVE cassettes -
Writing Programs I & 2.
Intro to Sound & Graphics,
Inside Atari Basic book, 101
Programming Tips book and
programming cassette

£8.50

MN
MA
ESN

TAPE GRAB BAG 1
FOUR tapes in 1 bag non-
lathing Hangmen, Tv/tight
Wok 'typ Attal, PAssle
Cornirenn Cerrlipede, Ten-
nis, Star Raiders. Jet Boot
Jack. Stranded, Eszroonds.
Robin link  Citadel Warier

E4.50

ROMS
KABOOM
MINER 2049er
RIVER RAID
RESCUE ON
FRACTULAS
DESIGNERS
PENCIL

El .50
E3.50
E4.50

E5.00

E5.00

PRINTERS
1027 PRINTERS

As seen condition
ideal for spares

or repair
TWO for C15

TAPE GRAB BAG 2
SIX tipes int bag contaii-
ing Pole Poshicr, As
-
len: ids
Msse Command, Centpe-
ce, Ar Strike a ken Demo
Ravnan, Twilight Vivid,
Computer Chess, Program-
ming 1

£4.50
Please note prices do not include postage

Phone for further details of High Speed loaders and word Processors for
cassette users, cent ronics interfaces. 1029 ribbons. 1020 pens paper etc.
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XL/XE ALIVE
8-BIT ATARI SOFTWARE BY MAIL

DISKS T A P E S
ARCHON II
BATTALION COMMANDER
BLUE MAX
CHESSMASTER 2000
CRUMBLES CRISIS
DECISION IN THE DESERT
DOMAIN OF THE LINDEAD
DRUID
INTERNATIONAL KARATE
SPINDIZZY
ZORK I
ZORK III
MY FIRST ALPHABET
STAR WARS
OLIASIMODO
ONE ON ONE
ZAXXON
THE BETA LYRAE
JUGGLES HOUSE

DEFENDER
MISSILE COMMAND
POLE POSITION
ONE ON ONE
FOOD FIGHT
JOUST
CAVERNS OF MARS
SUPER BREAKOUT

5.50 CONVERSATIONAL ITALIAN
4.50 N I NJ A
4.50 BO ULDERDASH IV
5.00 S Y S TE MS  POOLS
3.50 G A UNTL E T
4.50 G RE E N BERET
3.50 BLI NKY 'S  SCARY SCHOOL
4.00 L A S T  V8
5.00 ZY BE X
3.50 SCREAMI NG  WINGS
7,50 SIDEWINDER
7.50 TRANSMUTER
2.50 ASTRODROID
4,00 MI RAX FORCE
5.00 THE  BEAT LYRAE
5.50 EXCELSIOR
3.50 D I ZZY  DICE
3.50 THUNDERFOX
4.00 NUCL E US

ROM CARTRIDGES
6.50 P AC MAN
6_50 U.S.  FOOTBALL
6_50 GALAXIAN
6.50 BATTLEZONE
6.50 KABOOM
6.50 TENNIS
6.50 ARCHON
6.50 MONSTER MAZE

5.00
2.99
2_99
2.99
2.99
2.99
2.99
2.99
2.99
2_99
2_99
2_99
2_99
2.99
2.99
2.99
2.99
2.99
2.99

6.50
6.50
6.50
6.50
4.00
6.50
6.50
6.50

MAN' MORE TITLES AVAILABLE • SEND SAE FOR FULL PRICE LIST
XC12 DATA RECORDER E29.95 V A RI O US  SECONDHAND HARDWARE

XL/XE A L I V E
13.9T, ANNES AVENUE, STANVIELL, STAINES. MINX TVS 7k1

Tel. 0784 255894

D I S K
B O N U S

TURBO BASIC DOUBLE KV*

8-PRINT
for the 1029 PRINTER

by Richard Gore

Here we have a super program to enable you to get much
more use from your  1029 printer. 8-PRINT is a Graphics B
screen designer  that al lows you to design and pr int out
large address labels  or labels to use on the f ront  of  folders
or s c hool books .
The program features a number of  drawing ut ilit ies  as well

as automat ic  borders ,  fi ll pat terns  and tex t  in a  variety  of
sizes and full ins t ruc t ions for use are inc luded in the prog-
ram. Boot  i t  up  and get  y our  1029 work ing a lit t le harder
for you!

P L U S

ROULETTE
by Chris Guise
0,, 111111111111111111111" '

INWINIIII
112/1111111iiK
,blaRILS V O W  I S I S .  S I G

1 4 4 4 1
1
1
1 1 ;
8 8 °

SKI  Ste lle rA 4

Place y our  bets !  The wheel i s  s pinning and t he  winning
number is  N o w  you can pay  a v is it  t o t he Cas ino and
take your  chance with Lady Luck without risking a penny!
There are comprehensive instructions for  play within the
program and all you need to do is place your  bets. How
much money  wi l l  y ou mak e?
Roulette is a nicely writ ten game that should give everyone

a great deal of  pleasure.

*READY To RUN - TURBO BASI C NOT REQUIRED

The NEW ATARI  USER Issue Disk is sent automatically to
disk subscribers but is also available separately if you like
the l ook of  the above programs. Remember  that i t  also
includes all of the programs from this issue which will save
you hours of typing. The Issue 48 disk is available for E2.95
from PAGE 6. P.O. BOX 54, STAFFORD.  5T16 1017. Tele-
phone orders may be placed on 0785 213928 using your
credit card.

New Atari User - Issue 48 1 3



TECHNICAL NOTES
EVERYTHING YOU ALWAYS WANTED TO KNOW ABOUTEl S
How is a floppy
disk formatted?
How is formatting
used for protecting
software?
Why do disks
sometimes throw
up errors?
Atari 8-bit hacker
G.L. Spencer helps
provide some clues

14 I s s u e  48 - New Atari User
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computers  is that  they are great machines  on whic h to
experiment  and learn more about  comput ing.  Recent ly

I have been t inkering about  wit h my  Atari disk drive and in the
process I made a number of interest ing observations. whic h I
t hought  might  make for an interes t ing article.

Firs t  of  all let's go back to basics. When you purchase a new
floppy disk, i t  consists of  a thin coat ing of a magnet ic  material
on bot h sides of a fl exible backing. The magnet ic  part ic les of  a
v irgin disk  are randomly  oriented and, if  read while in this
condit ion,  wi l l  produce the equivalent  of white noise. The
format t ing process lays down a series of concentric circles.
k nown as tracks. onto whic h data can be stored. The t racks on
a floppy disk  can be likened to the grooves of a record in that  it
is only  in the grooves of a record and on the tracks of a disk
that  the mus ic  and informat ion is stored. Af ter the f ormat t ing
has fi nished there are forty tracks on a s tandard 5.25" fl oppy
disk, each separated f rom another by bands of randomly
oriented medium.  The t racks on an Atari disk are numbered 0
- 39, wit h t rack 0 being the outermost  track, and are spaced
equally  dis tant  f ront  each other.  This  last s tatement  may
sound rather obvious but  on many  computers it  is possible to
lay t racks in unexpected posit ions,  and this  is often used as a
means of  copy protect ion.  For example, imagine the effect on a
copy progyam of a disk  that  had been format ted in the manner
shown in Figure I
The incorrect ly  posit ioned t rack 2 is known as a half  t rack

since it  is a half  track away f rom a s tandard t rack posit ion.
Luck ily  for Atari 8-bit  owners, disk  protect ion us ing half -
tracks is not  possible, s ince the stepper motor,  whic h moves
the head of  the disk  drive, cannot  be made to search for
half -t racks. Alt hough commerc ial disk  copiers can easily cre-
ate Atari f ormat  disks wit h half -t racks,  these are unreadable
by a s tandard Atari disk  drive and are hence useless.

DIVIDED INTO SECTORS
Anyway. get t ing back on track! Each t rack on a disk  is

div ided up into a series of sectors. On a 1050 disk drive this  is
either 18 sectors in single density or 26 sectors in enhanced
density. Since the 1050 disk drive is "intelligenf ,  once one
gives It the command to format  a diskette ($21 f or s ingle
density, or $22 for enhanced) the computer and user have no
say in either the locat ion of  the tracks, the order of the sectors
on the tracks or any thing else. All are preset by the ROM in the
disk drive. The reason I stress this rather obvious piece of

V
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inf ormat ion is that  s ince there are a variety of ROMs available
for the Atari 8-bit  drives, there are an equal number of 'stan-
dard d is k  formats. These disk formats all contain the same
sectors on a part icular t rack but  dif fer in the sequence of the
sectors on the track.
Although the sequence of  sectors on a t rack  may  sound

rather ins ignifi cant ,  it  isn't .  I t  great ly affects the speed t hat
data may be extracted f rom the disk and is occasionally  used
In disk  protect ion.  The s tandard 1050 disk  formats  have an
Interleave of  2. When a 1050 reads a track, it  is able to read
only  2 numeric ally  consecutive sectors (e.g. sectors 4 and 5)
per revolut ion of  the d is k  In order to achieve an interleave of
2, consecut ive sectors are placed as far apart  as possible on
the t rack as shown in Figure 2.
You wil l  not ice that  sector 1 is  as far away f rom sector 2 as

possible and physically  adjacent  to sector 3. Alt hough this  may
appear to be a st range way to place the sectors, there Is a very
good reason for it. it  takes the 1050 disk drive approx imately
1/ 100t h of  a second to read the data f rom the disk  into the
disk  drive's memory  but ,  due to the s low serial interface, it
takes almost  1 / 10t h of  a second (or almost  half  the revolut ion
of  the diskette) to t ransfer the data f rom the disk drive memory
to the computer's  memory .  Hence any sectors which pass
under the head during this  period cannot  be read unt i l  the
disk  has completed another revolut ion.  An interleave of 2 is
Ideal for an unmodifi ed Atari disk  drive, s ince it  enables the
fastest data t ransfer possible wit h the s tandard baud rate.
Much higher interleaves are found on disks that  have been
format ted wit h high speed disk  drives, e.g. US Doubler,  Happy
drives etc. The highest  interleave that  I have discovered was an
interleave of  9 on some commerc ial software (naturally ).  Oper-
at ing wit h an interleave this  high,  a high speed disk  drive
could read or write the disk four and a half  t imes faster than a
s tandard 1050. One disadvantage of  manufac turers  us ing
such high interleaves is that  when the data is read in a
s tandard 1050 disk  drive, it  takes twice as long to load. I f  you
lis ten to the sound of  your disks as they load, you can easily

Figure 1 - Non standard tracks

--------- track 0 —

* * * * * * *  * * * * *  * * * * * * * * * * * * * * * * * * *

* * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *

- - - - - - -  track 1
* * * * * * * * * * * * *  * * * * * * * * * * * *  * * * * * *

* * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *

* * * * * * * * * * * * *   * * * * *

* * * * * * * * * * * * * * * * * * * * * * *  * * * * * * * *

* * * * * * * * * * * * *  * * * * * * * * * * * * * * * * * *

• • • • •
,
= = .
1 1 1 • •
• • • • •
• • •

track 2 - - - - -
*******************
track 3 • • • • • • • • • • • • • • • •

< correctly positioned

<unformatted medium

< correctly positioned

< expected position of track 2

< actual position of track 2

< correctly positioned

ident ify  these disks by their s lower beep-rate. Painfully  s low
aren't  they?

IMPROVING THE SPEED
When you read or write on a s tandard disk  drive, you are

reading or writ ing 128 byte sectors. A number of the non Atari
drive manufac turers  have devised interes t ing ways of impro-
v ing the speed of  their drives. They  inc lude a faster baud rate
(between the disk  drive and the computer),  higher interleave
and t rack buf fering.  In t rack buf fering,  the disk  drive reads a
whole t rack into its RAM instead of  merely a s ingle sector. This
enables a single disk read to access the next 18/ 26 sectors
f rom the RAM in the disk drive, wit hout  hav ing to carry  out  a
furt her disk access. Since the sectors are now stored in the
disk drive's RAM, the speed of  the drive is now only l imit ed by
the t rans fer rate between the drive and the computer.  One
would expect the l imit  for such drives to be about  nine t imes
that  of a s tandard Atari disk drive. Track  buf fering has both its
advantages and disadvantages. Since an entire track is read
and then searched for the fi rst occurrence of  a sector, many
protected disks wil l not  work  unless the t rack buf fering is
disabled.
The mat mer in whic h tracks are laid down on a disk is a

complex but  highly  fasc inat ing topic. The microprocessor in
the 1050 disk drive must  send to the fl oppy disk cont roller the
informat ion shown in Figure 3.

MORE THAN DATA
When we speak about  a 'sector' we are referring to everything

f rom the Sector ID t hrough to the second CRC (Cyclic Redun-
dancy Check). the sequence in Figure 3 makes up only  the fi rst

Figure 2 - Placement of
sectors with an interleave of 2
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sector of a track. Following the Inter-record gap will be another
17 sectors Ian enhanced density  t rack uses dif ferent  Hex codes
f rom those shown,  as well as hav ing 26 sectors per track).
Notice how, alt hough the computer considers the sectors to be
numbered 1 - 720,  the disk cont roller only  knows of sectors 1 -
18. The microprocessor in the disk  drive mus t  convert the
sector number f rom the computer into a Track  Number and
Sector Number before it  can be used by the disk controller,

EVEN FASTER
Changing the order of Sector ID's on a t rack is often used to

produce a higher interleave on high speed disk  drives. For the
s tandard 810,  Atari c laims that  the order of sectors on a t rack
is: 18, 1. 3, 5, 7.  9, 11,  13, 15.  17. 2. 4. 6. 8, 10. 12, 14 and
16; corresponding to an interleave of  2. By t iming the number
of jiffies it  takes to read two sectors. I was able to determine
that  the sector order on a s tandard 1050 is: 1. 3, 5, 7,  9, 11.
13, 15,  17. 2. 4, 6,  8. 10,  12, 14.  16 and 18: also an interleave
of two. One commerc ial disk which I own had the following
sector order: 1, 7, 13. 2, 8,  14,  3, 9.  15, 4. 10, 16,  5. 11,  17, 6.
12. 18. This  corresponds to an interleave of  6 which I believe is
a c ommon interleave on IBM PC's, but  it  is painfully  s low on a
s tandard 1050 disk drive.
One commonly  encountered disk  protect ion technique is the

duplicate sector. Wit h cus tom disk  drives there are several
ways these may be created. The s implest  is to lay down the
track wit h one of  the Sector numbers  (part  of  the Sector ID)
duplicated.  Since the Sector ID is not  altered by READ or
WRITEs to a sector, this  creates a second copy of  the sector
e.g. 1. 3, 5, 7, 9, 11.  13, 15.  17, 2, 3.  6. 8.  10. 12, 14.  16, 18.
In this  example sector 4 has been turned into a duplicate of

sector 3. Since Sector 4 is 'miss ing' and cannot  be read, it  is
considered to be a *bad' sector.
An alternat ive method of  creat ing duplicate sectors involves

decreasing the size of  the inter-record gaps (the gaps between
sectors) and squeezing and addit ional sector onto the end of
the t rack e_g.
1, 3. 5. 7,  9. 11, 13.  15, 17. 2, 4. 6, 8.  10, 12.  14, 16 18, 2
This  form of duplicate sector is not  accompanied by a *bad'
sector on the same t rack and will deceive users of sector
copiers into t hink ing that  they have copied an unprotec ted
disk.

SOME BASIC PROTECTION
So how does a duplicate sector enable a disk  to be protected?

We l l  There are many  answers to this  one. I f  a sector on a
s tandard disk  is read twice, the disk  mus t  make one complete
revolut ion between the sector being read the fi rst t ime and
being read the second t ime.  This  results  in the second read
tak ing approx imately  12 jiffies. When the sector is read the
second t ime the data will be exactly the same and hence the
checksums for each read wil l  be ident ical.  A disk with two
copies of a part icular sector will read the second sector wit hin
half  a revolut ion of  the disk, therefore tak ing only 6 jiffies for
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Figure 3 - information sent to
the floppy drive controller

Pre index gap

Index Mark
Post Index Gap

Sector-ID

ID Gap

Data Address
Data Region

Inter-record Gap

40 bytes of $FF
6 bytes of SOO
1 byte of  $FC

26 bytes of $FF
6 bytes of SOD
1 byte of $FE
1 byte
1 byte
1 by te
1 by te

1 byte of $F7

11 bytes of $FF
6 bytes of $00

Mark 1  byte of SFS
128 bytes of $00

27 bytes of $FF
6 bytes of $00

Address mark
Track Number 0-39
Side Number 0
Sector Number 1-18
Sector length 0 for 128
bytes sectors
the fl oppy disk control-
ler writes two bytes of a
CRC to the disk instead

once again the fl oppy
disk cont roller writes
two bytes of the second
CRC

the second read. I t  is therefore possible to t ime the second
read and determine whether there are duplicate sectors on the
disk. Alternat ively,  one could compare the checksum for each
of the t wo reads. I f  the two sectors contain dif ferent  data. t hen
they wi l l  invariably  y ield dif ferent  checksums. A s tandard
non-duplicate sector will always return the same checksum no
mat ter how many  t imes it  is read.

BAD DISKS
Occasionally one may  fi nd an old or physically  damaged disk

whic h possesses a sector that appears to be both a duplicate
sector and a had sector. When the sector is read us ing a disk
repair program,  a section of  data on the sector can be seen to
change wit h each read and the disk drive returns  a disk  error
(Error 144). These are the characterist ics of a 'fuzzy' sector. A
fuzzy sector is one in whic h at least a part  of  the data region of
a sector has become unformat ted.  This  unformat ted region
produces a random signal when it  is read and hence gives the
appearance of a duplicate sector. The disk error (144) arises
since the CRC found at the end of  the data does not corres-
pond wit h the CRC calculated by the microprocessor in the
disk drive. I f  you have not  guessed. a CRC (Cyclic redundancy
Check) is like a super-accurate I 6-bi t  checklist. Fuzzy sectors
cannot  be created on a s tandard 1050 but  can be created on
cus tom drives by format t ing a t rack with a 'short ' last sector
and not  lay ing down a t rai l ing gap.



NOT REALLY A CIRCLE
The c ommon descript ion of  a track, as being c ircular,  is

mis leading.  A t rack is more accurately  described as being
C-shaped.  wi t h a small unformat ted region between the fi rst
and last sectors on the track. A 'short ' sector cart be created by
sending less t han 128 bytes to the fl oppy disk  Cont roller
before sending the Hex code of  SF7 whic h forces the writ ing of
a CRC. Since a s tandard 1050 always expects a sector to be
128 bytes in length,  it  wil l  read the 'short ' sector, CRC and
unformat t ed gap region unt i l  it  obtains  128 bytes. You can well
imagine that  if  the 'short ' sector consists of only 6 bytes of
data, there is going to be 6 bytes of  data, 2 bytes of CRC and
120 bytes of  rubbish sent to the computer.
Short  sectors are occasionally used by software houses to

create disks wit h large numbers  (e.g. 18 or more) of  duplicate
sectors on a s ingle track. This  is possible because a short
sector can be considerably  smaller than a s tandard sector.
Duplicate short  sectors always produce disk read errors  (#144)
but  the data does not  constant ly  change as does the data in a
l i m y  sector. Hence it  is possible to dis t inguish fuzzy sectors
f rom duplicate short  sectors. I  might  add that  my disk  drive is
not  capable of  creat ing either type of  sector but,  wi t h the aid of
a disk  ut ility ,  it  is possible to ident ify  them both.

DISK ERRORS
Bad sectors occur on disk by design and by accident,  it  is the

lat ter that  I part icularly  hate. At  one stage my  disk drive used
to have great t rouble swapping f rom enhanced to s ingle densi-
ty. I n my  ignorance I used to switch if  off and on again and
nine t imes out  of  ten this  would jolt  the disk  drive into the
correct density.  Unfortunately  on the other one t ime out  of  ten
It would randomly  add CRC errors  and wreck  the disk. I may
be a s low learner but  I don't  do it  any more.
A CRC error is the most  c ommon of  the 'naturally  occurring*

disk errors.  I t  results  when the data in a sector does not  match
the CRC stored at the end of  the sector. I  ment ioned previously
how a CRC can be considered to be a super-accurate form of
checksurn. I t  has the advantage over the usual checksum in
that  it  is not  as easily t ricked by long burs ts  of  errors. Main-
f rames not  only use CRC's for error detect ion but  also for error
correct ion. Unfortunately ,  the Atari disk  drives are not  quite
that  bright .  A sector containing a CRC error wil l produce the
usual DISK ERROR #144 but  can be ident ifi ed f rom other disk
errors  by the following characterist ics: data Is read into the
buf fer f rom the sector: the response t ime is relat ively quick:  i f
a STATUS ($53) c ommand is sent to the disk  drive following a
'bad' read the device status of SF7 is ret urned in byte $02E5.
Fuzzy sectors and short  sectors are special forms of CRC error
and also display these characterist ics.
In theory  there are two possible forms of a CRC error.  I have

only  ever encountered a CRC error in the data field, however it
is possible to create a CRC error in the Sector ID field. Because
the Sector ID is cons iderably  smaller than the data field, an
error here would be a muc h rarer occurrence, but  would be of
greater s ignifi cance when it  does occur, This  form of  CRC error
would not  result  in data being stored In the read buf fer and
would ret urn a Device Status (502EB) of  5E7,

IDENTIFYING THE DATA
Since the size of  the various  gap regions on a t rack  cart be

varied, wi t hin restric t ion,  the disk drive must  have some
means of knowing when a gap is over and either the Sector ID
or the data is about  to commence.  This  is accomplished us ing
the ID Address Mark  to ident ify  the start  of  the data. When a
WRITE sector command is sent to the disk  drive, the Floppy
Disk  Cont roller searches the t rack for the correct Sector ID.
Once this  is found,  the cont roller counts of f  11 bytes (in s ingle
density) and commences to write the six zero bytes, t he Data
Address Mark ,  128 bytes of data, t he two byte CRC and a fi nal
byte of  WE.  many  of the non s tandard disk  drives are capable
of variat ions upon this  theme which is what  enables t hem to
produce deliberate sector errors. For example,  i f  there are less
than 128 bytes of  data sent f rom the microprocessor in the
disk drive to the fl oppy disk controller,  the the cont roller wil l
fi ll the rest of  the sector with zeros and writ e an incorrect  CRC.
This  is the floppy disk controller's  way of  flagging that  the
sector is in error.  Some drives are also capable of  request ing
that  the sector be writ t en to the disk wit h a 'Deleted Data
Mark '.  This  is a non-s tandard data mark ,  whic h wil l  produce
the usual DISK ERROR #144 when read. Charac teris t ic  fea-
tures of  Deleted Data Marks  are: they do not  prevent  the data
being read into the buffer,  the response t ime is relat ively quick
and the Device Status byte ($02EB) returns  wit h a value of
SDP'. It is  possible to create a sector with both a Deleted Data
Mark  and CRC error,  these ret urn a Device Status Byte of SIN.

THAT AWFUL NOISE!
There are two types of  disk error that  arc characterised by

painfully  long read t imes and horrible grinding sounds coming
f rom the disk drive. These are the *Missing Sector' and the
'Lost Data Record'. The 'Miss ing Sector", as Its name implies,
occurs when the desired Sector ID could not  be found (even
after much searching and gnashing by the disk  drive). I t  is
characterised by a Device Status byte of  $EF. The "Lost Data
Record' also returns  a Device Status byte of SEF and occurs
when the required Sector ID was found,  but  this  was not
followed by a readable data record. This  is the s tandard hack-
er's bad sector produced by modif y ing the write speed of  the
disk drive. Fortunately ,  for the hackers, these two types of  bad
sector are not  dis t inguishable by the disk  drive.
Well I hope I haven't  bored you wit h some rat t ler heavy

concepts but  rather given you some idea into why  disks go
wrong,  how disks are protected and perhaps  why  some drives
wi l l  read certain disks while others won't .  Why  don't  you play
around yourselves and t ry  to learn a lit t le more?

This art ic le first appeared in FEEDBACK, the Journal of  the
Adelaide Atari Computer Club in Aust ralia and we felt it would
be of  interest to many  of  our readers. Maybe there is enough
informat ion here to discover why  Flight  Simulator II wil l  not run
on an XF551 drive? I f  anyone works  it  out and can come up
wit h a
.
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o f  hundreds of  other Atari owners  n o w miss ing out on o n e
program. •
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Well Christmas has come and gone and the endless rounds
of turkey sandwiches have been resigned to the dustbin and
your appetite turns to Ow more appealing menu of game
tips. The master chef Tipster is therefore here to serve you
the very best the Atari world has to offer. This issue 1 bring
you the complete maps of (wait for it) Joe Blade 1 and 11!
(Can't be had!) The inner secrets of Airstrike 11 and Living
Daylights are revealed but what am 1 wasting all this space
for. lets get busy

R A M P A G E
Monster tips for RAMPAGE from Kevin

Cooke (thanx Keil') If you don't have any-
one to play with you then start the game
in two player mode and then move player
two to the verl's! edge of the screen and
flick the stick so that he disappears
from it and then continue playing as
normal as he is impervious to harm
and can be brought on when player
one dies.

GALACTIC CRESTA
If you've got issue disk 38 you'll have got the game GALACTIC

CRESTA and Jonathan Burroughs  has some hints  'n' t ips for
it. I f  you stay in the bot tom right  hand corner you wil l  not  be
shot. I f  by some chance one of the aliens does happen to get
underneath you. then the bullet ,  whic h you are holding,  wi l l
destroy it. You wi l l  only have to move 3cm to the left, shoot
then move back again. Also there are 8 waves of aliens before
you go to a dif ferent  level of  aliens which are faster but  they
look the same as the first.

P C A L E  1:°CoS1770:71s1
A quickie from Paul Norman of Tilbury has you

racing round Pole Position in brake neck slow
motion! I f  you are having trouble completing the 8
lap race then put a heavy weight on the SPACE
bar and the game slows down quite considerably.
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Still Flying!

a M I LIPSTERsE21,154s
- g i d e

AIRSTRIKE II
Barry Port in  South Wales and Coventry mus t have

very busy air  traffic controllers as they sort out all the
traffic from Michael Jones and Ralf Godfrey respectively
who send in the following tips for Airstrike II. Michael
says to press Select or  Option when the mus ic  plays
until you hear a bun.  l i l t  doesn't work fi rst time then
do it  again unt il i t  buzzes twice this  time. You should
find yourself on the second level. From Ralf is  the t ip
that i f  you press the Reset. button after  loading the
game you will notice that the tune is now higher. Press
Start and the game w il l  begin. Hold down the Reset
button and allow your plane to fly in the centre of  the
screen. As  soon as the fi rst rocket takes off you mus t
release Reset and you w il l  fi nd yourself back on the
opening screen. When you begin the game again you
should fi nd that the fi rst rocket has either disappeared
or lies helplessly in the middle of the screen for you to
shoot. This  works with other rockets as well.

A couple more t ips  for  you aviators out  there. they
come from James Wynne from Dublin. BLUE MAX's
can end up  with infi nite bombs i f  they keep pressing
the fi re but ton and i n  ACE OF ACES i f  you see a
bomber on your radar. go either very high or  very low
to lose him.

M I D N I G H T  M A G I C
Jeremy Borret t  of Wellingborough gives Tommy  the pinball

wizard a run for his money with this  Up for ''David's Midnight
Magic". When the ball goes down the side (left or right) nudge
the joyst ick (up) Just once and the ball will fl ick back into play
- this  will enable you to keep the ball in play if  you haven't  got
a "Magisave Magnet " in the game.

I mus t  apologise for the informat ion that  went  out  in
issue 46 about  Miss ile Command.  It appears f rom
Jeremy's comments  that  the cheat doesn't work  on the
XE Games System. This  maybe because of the fact t hat
the game is on the internal ROM and has been s light ly
''tweeked" to fi t in wit h the Operat ing System.
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ITTY BITS OF WITTY TIPS
Harvey Mil ler has been very busy  get t ing together what  can

only be considered as an encyclopedia of games tips. I wil l  bring
you lus t  a couple of  the many  t ips  sent to me. so here goes. In
REBOUND if  you wish to defeat the computer on level 3 then
s imply  place your bat on the far left corner and hit  it  quickly.
Af ter going one point  up you wi l l  get a return of  serve, which
again should be hit  quick ly  f rom the same posit ion.  Funny  isn't
it. because doing this five more t imes the computer will have
been whitewashed,  and on the hardest  level too!

Lee Nelson f rom Woolwich has  the nack of giving hints  that
solve that  lit t le t ricky corner that many  people, inc luding myself
have. H O W E R  BONNER is no more a bovver if  you t ry  to stay
behind a hedge for as long as possible. then set the dog onto the
neighbour whils t  mowing the rest of  the grass.
Mov ing swif t ly  along to another ball game ent irely  - when

play ing a human opponent  on Hardball,  use the changeup
pitched at bot tom right  if  the bat ter is s tanding left, or bot tom
left if  the bat ter is s tanding right.  This  pitch only  results  as a
ball i f  tried against  the computer.  I f  your pitcher does not  have a
changeup,  subs t itute h im unt i l  the pitcher has.

GET OUT THE MAGNIFYING GLASS!

1

Altec haa become easier to goon more bombs in since Darran Amos Welt in this  tip. 00 le OW end or the
peetiorm and bang yOur hand lust 0 . r  the side.. then pness the tire button three hetes as test as
possible This  voli give vo..1 endless bombs. Mao It you have the gun then you can walk through walls on
the r ight while holding IL That way you don't hove lo blow ihern
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Richard Hunter brings the long sought after
and diffi cult to map Joe Blade I and IL In Joe
Blade I  the 6 booby traps and a ll the keys are
placed randomly. Use the map to plan your
route, keys are scarce and shouldn't be was-
ted. Locate a ll the booby traps before they're
activated, then you've ample time to complete
your mission. Joe Blade I I  is pretty straight
forward i f  you use the map, but beware of the
sub-games as they come up very quickly so
stay alert!

Now tor something a bit  dif ferent front Pete Lane. l ie  has found that
the disk containing DIGIDRUM from 2-BIT SYSTEMS has an undocu-
mented feature which is  the inc lus ion of the fi le INVADERS. I f  you enter
DOS and go to option L. if  you type INVADERS for the fi le name then
you gel a really  good copy of the original Space invaders game. This  is
only  available on the disk version which Pete bought about four years
ago. Have any of you found any hidden games?
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APPEALS GALORE
From Lee Nelson comes this  plea.  I le  want s  to k now how do

you get  pas t  t he  t ower  i n  SPELLBOUND? He  has  read t he
solut ion in  issue 42 but  t his  doesnt  t el l  h i m how to get pas t
it.
Harvey Mi l l e r  has  a  ques t ion a long  wi t h  h i s  ma n y  hint s .

MEDI ATOR is  prov ing a problem as  he wishes  to k now how
to get  t he horse acros,s t he t ree once i t  is  over t he river.
I wou ld  l ik e t o mak e a  personal plea t o  al l  t he  heroes out

there, where are all the maps of the adventures you have
completed. (Get  my  drif t?)
Well t hat  jus t  about  wraps  it  up  for this  issue but  remember

that  i t  is  you who makes  it  what  i t  is  so keep t hem there t ips
coming in .  I  wo u l d  l i k e  t o  hear  f r om f olk s  wh o  hav e h a d
problems wi t h  c ert ain games  us ing  TRANSDI SK ( I  TO  I V )
because we are compiling a comprehensive list  of  all the games
that  have been t rans ferred and I  k now that  some games t hat
have c aus ed s ome us ers  prob lems  hav e been success fully
t ransferred by others.  Perhaps some of  you have got some t ips
to help others'?
Out  of  space now so. unt i l  next  t ime.  I  wi l l  leave you t o sort

out  lots  more t ips  so keep gaming and don' t  let  y our joyst ick
go s loppy!
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C = Cit izen 0  = Clock F  = Food l o n e  way . 0—Wrap around A  = Alley  D  = Door

AND THE WINNER IS
The prize this issue goes to 'top tipper' Richard
Hunter who supplied the maps for Joe Blade.
Richard gets the  GAMES COMPENDIUM which
should keep him away from the computer for a
fe w  hours.

This issue we have up for grabs AN ELECTRONIC
MINI BACKGAMMON GAME tha t is great fun once
you figure out how to use it! Mind you i t becomes
so addictive we might decide to keep it (well we
had to see i f  the batteries worked, didn't we?). I f
you want a chance of winning this neat l i ttle  bit
of electronic k it then you had better get some of
those tips, hints and maps in. A few complete
solutions to adventures or others wouldn't go
amiss either (hint, hint!)-

Send your tips to:
T H E  T IP S T E R ,
N e w A t a r i  U ser,
P .O. B O X  5 4 ,
S ta f fo r d .
S T 1 6  1 D R
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A MUST FOR
ALL ATARI

ST OWNERS!11-413 FREE!
If you own an Atari ST, then you will not want to miss
the FREE Atari ST Product Guide from Silica Shop. This
48 page, full colour guide is packed with details of
peripherals, accessories, books and software for the
Atari ST range of computers. In fact, the 1990 Atari ST
Product Guide is the most comprehensive product
handbook available for Atari ST owners. Not only does
the Product Guide provide an invaluable source of in-
formation to Atari ST computer users, it is available ab-
solutely FREE OF CHARGE! Just complete and return
the coupon below for your FREE COPY! In addition
to ALL Atari hardware, the range of products featured
in the catalogue includes:

PERIPHERALS:
Robotics
Hard Disk Drives
MIDI/Music
Monitors
Printers
Sound Digitisers

Cables
Disk Boxes
Monitor Access
Printer Labels
Stands

ST Dedicated

Clocks
Emulators
Moderns
Mouse controllers
Scanners
Sound Samplers

ACCESSORIES:

Floppy Disk Drives
Graphic Tablets
Modulators
Plotters
Scientific Equip
Video Enhancers

Cleaning Kits D i s k s
Dust Covers J o y s t i c k s
Mouse Access Po we r Supplies
Printer Paper P r i n t e r  Ribbons
Upgrades

BOOKS:
68000 Processor General Computing

SOFTWARE -  ENTERTAINMENT:
Arcade Games Compilations A d va n ce d  Sims
Sport Sims A d v e n t u r e s  B o a r d  & Strategy

SOFTWARE -  PRODUCTIVITY:
Art & Graphics Accoun ts C A D
Communications Databases D e s k t o p  Publishing
Education/Childs Mu sic P r o g r a m m i n g
Spreadsheets U t i l i t i e s  W o r d  Processors
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FROM SILICA SHOP -  THE ATARI SPECIALISTS
Sillca are the LIK's No I  Atar i Specialis ts. We have been
estatokshed for  wow 12 years, and have an annual turnover
Of £10 million. W m  our expenence and esoeftise. we can
claim t o  m e e t Our  c us tom er s  r equir ements  w i th  a n
understanding which is second to none. But don't lug take
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Xli/XE TYPE•IN

SNAKES
LADDERS

Kevin Harper
presents a
machine code
version of one
of the classic
board games
f o r  up to four
players

Snakes and Ladders is so well known that it seems
almost superfluous to include instructions of how to play.
You just climb up the ladders and slide down the snakes
but in this version the computer takes care of all this so
all you need to do is play.

When the game is run it  will display the title screen and
pressing any key will take you to the game board. Here
you can select the number of players (up to four) using
the SELECT key. A demo version is also available by
selecting 'D'. There will always be four players playing
with the 'non human players controlled by the computer.
The demo is just flu' computer controlling all four players.
Having selected the number of players the fire button

will start the game. I f  you selected the demo then pressing
any key will return the game to the title screen and
pressing SYSTEM RESET at any time will also take you
back to the title screen.

That's about it, just get some friends together and play!
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TYPING IT IN

Although the program will check all data
lines when it is run we recommend that you
use TYPO 3 so that no errors are made in the
loading routines.
Type in the listing as shown and SAVE or

CSAVE a copy before you run it. Disk users
should have a formatted disk ready with DOS
written to it. The program will create an
AUTORUN.SYS file which will enable the
game to be booted straight from disk. Casset-
te users can create an autoboot tape. In both
cases the OPTION key must be held when
booting to disable Basic.
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GF 7 3 0  D A T A  0 6 F 0 0 6 4 C O 3 7 F 4 C 0 4 8 2 0 0 6 0 0 6 1 0 0 3 4
C F 4 0 7 0 9 0 6 0 D 1 E 6 4 0 9 6 6 8 D 1 F 6 4 8 0 2 2 6 4 0 9 1 4 0 0 2
1 6 4 0 0 0 7 0 9 6 1 0 6 9 9 0 8 0 0 0 8 1 0 F 7 0 0 0 0 0 6 , 5 1 0 1

AP 7 4 0  D A T A  F 0 0 3 4 C 7 6 8 7 AD F C O 2 C 9 F F F 0 0 3 4 C 6 6 .8
7 4 C 6 2 E 4 AC 1 4 0 6 8 9 7 C 0 6 9 9 0 0 0 8 2 0 7 E 8 6 4 0 1 3 0 6 F
0 0 F AD 1 4 0 6 F 0 0 0 0 0 1 5 0 6 C D 1 3 0 6 F 0 0 5 9 0 , 5 2 9 9

5 0  7 5 0  D A T A  0 3 4 C 4 8 8 8 0 9 0 0 8 0 1 6 0 6 4 0 1 1 0 6 F 0 0 3 4
C 6 4 8 0 4 9 6 6 8 D 1 F 6 4 8 D 2 2 6 4 0 9 2 E 8 D 1 E 6 4 A9 4 2 8 D 2
1 6 4 0 0 1 4 0 6 0 4 0 0 1 8 6 D 1 4 0 6 0 0 0 0 0 0 0 D 7 E , 4 3 0 0

ER 7 6 0  D A T A  6 6 9 9 3 5 6 6 E 8 C 8 C 0 0 5 D 0 F 4 0 0 4 0 0 6 F 0 0
3 4 C 3 0 8 3 0 0 5 4 0 6 F 0 0 3 4 C 0 0 6 5 2 0 8 9 7 F 4 C 6 2 E 4 8 5 C
0 8 6 C C 8 4 C O A 0 0 0 4 9 6 8 8 5 C E B I C D 9 1 C 8 C O
3
6 3 8 4

NK 7 7 0  D A T A  C O O 8 D 0 F 7 6 0 0 0 0 F 0 6 C D O E 0 6 F 0 3 1 AD I
0 0 6 0 8 1 2 0 0 0 D 0 6 1 8 6 / F C 6 0 0 0 0 2 0 9 8 8 8 0 0 1 0 2 E E 0
r O 6 6 0 0 D B8 0 6 8 1 5 0 1 D 2 AD BC 0 6 8 0 0 3 D 2 A9 p 5 4 2 4

J J  7 8 0  D A T A  F r 8 0 0 0 0 7 A 9 F D 8 0 8 2 0 2 E E O F 0 6 6 0 E E 1
2 0 6 0 9 0 0 0 D 0 F 0 6 8 D 0 0 D 2 8 0 0 1 D 2 0 0 0 0 0 6 C / I D F 0 4
C A0 0 0 8 6 1 8 6 9 0 4 8 0 0 D 0 6 0 E 1 6 0 6 0 C 0 0 0 6 , 4 6 4 8

H I  7 9 0  D A T A  9 8 8 D 3 C 6 6 C 8 9 8 0 0 3 D 6 6 C 8 4 0 8 8 0 6 0 0 0
C 9 8 9 D 5 0 6 6 C 8 9 0 9 0 5 1 6 6 4 C 0 0 8 0 9 8 9 0 F 0 6 6 C 8 9 8 9
D F 1 6 6 4 0 1 0 0 6 F 0 2 1 0 E 0 8 0 6 C E BC O 6 0 0 0 E , 6 2 4 8

HN B O O  D A T A  0 6 1 0 6 9 8 5 C 9 4 2 F 0 2 7 8 D 0 E 0 6 6 0 0 2 0 5 8
E 0 0 0 6 0 9 0 1 8 D 1 2 0 6 4 C 0 7 7 F AD B8 0 6 F 0 0 1 6 0 0 E I F D
0 E 0 0 6 F 0 0 1 6 0 0 2 0 1 8 E 1 0 0 6 4 C 0 F 8 0 0 / 0 8 , 4 4 1 9

KB 0 1 0  D A T A  8 D 0 2 0 2 0 0 0 3 D 2 8 D 0 C 0 6 0 9 0 1 8 0 0 E 0 6 8
D 1 1 0 6 4 1 AF 0 D B0 0 6 A9 0 0 8 D 8 C 0 6 6 0 0 C 1 4 0 6 8 9 7 C 0
6 / 9 0 0 0 0 0 9 9 2 8 0 1 F 6 4 0 9 6 6 8 D 1 F 6 4 8 D 2 2 , 4 9 9 0

VM 8 2 0  D A T A  6 4 4 0 0 6 0 D 8 8 0 6 f 0 0 2
-
0 0 r 6 0 C 2 1 6 4 0 0 1

4 0 6 0 0 0 4 1 8 6 0 1 4 0 6 4 8 0 2 0 0 0 9 7 E 6 6 / 0 / 9 6 6 E 8 C O E
0 0 5 0 0 F 4 0 0 1 2 0 6 1 8 6 9 0 2 0 8 0 D 8 8 0 6 F 0 0 6 , 5 4 6 1

AR 0 3 0  D A T A  0 C 0 8 6 7 4 C O 3 8 0 8 C 8 8 6 6 0 0 7 E 0 E 1 4 0 6 0
0 0 E 0 5 0 0 0 7 8 0 8 2 0 6 1 8 6 9 7 C 0 8 8 C 0 4 6 6 0 0 8 8 0 6 0 0 0
7 AE 7 8 0 2 E 0 O F F 0 4 8 0 D O BO 6 C 9 0 AF O O C A9 , 5 5 6 9

XM  0 4 0  D A T A  0 0 0 4 2 0 1 3 8 2 E E 0 8 0 6 4 C 6 2 E 4 0 0 9 0 0 8 0 0
8 0 6 A C 1 4 0 6 0 9 A E 0 6 F 0 0 3 4 C 0 6 8 1 A C 1 4 0 6 8 1
1
8 2 0 6 F
0 0 C AD 8 8 0 6 0 0 1 9 E 0 0 0 F 0 1 5 4 C 1 3 8 1 AD 8 8 , 5 0 0 4

MR 8 5 0  D A T A  0 6 0 0 4 E E 0 0 7 r 0 4 0 0 9 0 0 0 0 2 0 1 3 8 2 4 C 6
2 E 4 A 9 C 8 A 2 A f 2 0 1 3 8 2 0 C 1 4 0 6 8 / 7 C 0 6 3 0 E 9 1 0 9 9 7
C 0 6 9 9 0 0 D 0 2 8 6 C 8 8 8 / 0 4 0 6 3 8 E 9 0 2 1 9 8 4 , 5 2 8 3

DL 8 6 0  D A T A  0 6 C 8 8 9 8 4 0 6 E 9 0 0 9 9 0 4 0 6 C 6 C C D 6 0 6 D
0 E 6 AC 1 4 0 6 8 9 7 C 0 6 C / 3 8 0 0 0 3 4 C 0 8 0 2 4 C 2 3 8 2 0 9 C
8 4 2 0 F 2 0 1 3 8 2 AC 1 4 0 6 8 1 7 C 0 6 1 0 6 9 1 0 9 9 , 5 2 5 1

BM  8 7 0  D A T A  7 C 0 6 9 9 0 0 0 0 2 0 6 C 8 8 0 9 8 4 0 6 1 8 6 9 0 2 9
9 8 4 0 6 C 8 0 9 0 4 0 6 6 9 0 8 9 9 8 4 0 6 C BC C 0 6 0 6 0 0 E 8 0 0 7
2 0 6 F 0 0 3 4 C 8 F 0 2 0 C 1 4 0 6 8 1 7 C 0 6 C 9 C 8 0 0 . 5 5 5 0

YV 8 8 0  D A T A  0 3 4 C 0 8 8 2 4 C 2 3 8 2 0 9 7 E 0 0 0 4 6 6 4 0 0 8 0
6 D 0 0 7 E 0 0 E F 0 0 3 4 C 6 2 E 4 4 9 C 8 0 2 0 1 0 2 0 1 3 8 2 0 C 1 4 0
6 4 9 0 0 9 9 A E 0 6 0 9 0 2 0 6 F 0 0 8 0 5 0 0 9 9 8 2 0 6 , 5 3 2 6

BE 8 9 0  D A T A  4 C D 8 0 1 0 9 0 1 9 9 0 2 0 6 2 0 9 6 8 0 4 C 1 4 0 6 8
9 8 0 0 6 3 0 E 9 1 0 9 9 8 0 0 6 2 0 6 C 8 8 8 9 8 4 0 6 3 0 E 9 2 8 9 9 0
4 0 6 C 8 8 9 8 4 0 6 E 9 0 0 9 9 8 4 0 6 C 8 C C 0 6 0 6 0 0 , 5 4 5 2

BK 9 0 0  D A T A  E 8 2 0 7 E 0 8 4 C 2 3 0 2 A 9 8 1 A C 1 4 0 6 9 9 0 E 0
6 4 C 2 3 8 2 8 0 0 0 0 2 8 E 0 1 D 2 0 C 1 4 0 6 8 9 7 C 0 6 9 9 8 0 0 0 6
0 0 0 1 2 0 6 3 8 E / 0 1 8 0 1 2 0 6 4 C 0 0 8 2 0 0 1 2 0 6 , 4 5 6 6

UV 9 1 0  D A T A  F 0 0 6 8 0 1 2 0 6 4 C 6 2 E 4 0 9 0 0 8 D 1 1 0 6 8 0 0
8 0 6 8 0 0 F 0 6 8 0 0 0 0 6 8 0 1 0 0 6 0 0 0 0 0 6 0 9 0 1 0 0 0 E 0 6 8
D 1 2 0 6 0 9 0 5 8 0 0 D 8 6 4 C E 9 6 2 0 0 7 2 0 6 0 0 1 0 , 3 9 1 5

OT 9 2 0  D A T A  E E 1 4 0 6 E E 1 5 0 6 4 0 4 4 0 6 C 9 0 4 F 0 0 3 4 C 6
2 E 4 0 9 0 0 8 D 1 4 0 6 4 9 0 1 0 D 1 5 0 6 4 C 6 2 E 4 AC 1 4 0 6 0 9 7
C O 6 C 9 3 0 F 0 0 3 4 C 2 F 8 2 0 C 1 4 0 6 8 9 8 8 0 6 C 9 , 4 6 3 8

AN 9 3 0  D A T A  2 8 F 0 0 3 4 C 2 F 8 2 0 0 1 2 0 6 F 0 3 C 0 9 0 1 0 D 7
2 0 6 AD 7 3 0 6 C 9 0 0 F 0 0 C E E 7 3 0 6 4 9 0 0 0 0 2 0 1 3 8 7 4 C 6
2 E 4 0 9 0 0 4 0 7 3 0 6 4 C 5 0 0 1 0 0 1 2 0 6 3 0 E 9 0 1 , 4 7 1 8

BC 9 4 0  D A T A  F 0 0 6 8 0 1 2 0 6 4 C 6 2 ( 4 0 / 0 0 0 C 1 4 0 6 9 9 0
C 0 6 0 0 7 2 0 6 4 C 3 4 0 2 4 / 0 2 8 0 7 2 0 6 a 9 8 0 0 0 2 8 1 3 8 7 4
C 6 2 E 4 2 0 6 C 8 8 0 9 0 4 0 6 0 5 C 0 8 9 0 5 0 6 8 5 C C , 4 9 8 8

RN 9 5 0  D A TA  a 8 0 e f 1 c 6 e / D 3 F e 1 6 c 9 4 8 F 0 0 r c 9 4 9 f
0 0 0 C 9 8 8 F 0 0 7 C 9 8 9 F 0 0 3 4 C 5 E 8 2 4 C 0 0 8 5 2 0 6 C 8 8 8
9 8 0 0 6 8 5 C 0 6 9 8 0 0 6 8 5 C C 0 0 0 0 B1 C 6 C 9 0 7 , 6 5 0 5

N J 9 6 0  D A T A  0 0 0 7 C 9 D 3 9 0 0 3 4 C 5 E 8 2 4 9 0 1 8 0 4 0 0 6 0
9 0 0 8 0 0 0 0 2 8 D 0 1 D 2 0 0 4 1 0 6 0 0 7 0 2 0 6 C 0 0 8 9 0 6 0 6 0
5 C 0 0 / 0 7 0 6 0 5 C C 0 0 0 0 BI C BC 9 0 7 8 0 0 C C 9 , 5 8 1 4

TN 9 7 0  D A T A  0 3 9 0 0 8 0 9 0 0 8 0 4 4 0 6 4 C 8 7 8 3 2 0 6 C 8 8 0
9 8 C 0 6 8 5 C 0 1 9 9 8 0 0 6 0 5 C C 0 0 0 0 0 1 C 6 C 9 D 7 D 0 0 0 0 9 0
1 8 0 4 4 0 6 4 C 0 7 8 3 2 0 6 C 8 0 0 9 8 8 0 6 8 5 C 8 0 9 , 5 8 3 7

MG 9 8 0  D A T A  8 9 0 6 0 5 C C 0 8 0 0 B I C B C 9 D 4 0 0 0 8 0 9 0 2 8
D 4 4 0 5 4 C 0 7 8 3 4 9 0 0 8 D 4 0 0 6 AC 1 4 0 6 0 9 7 C 0 6 C 9 C 8 F
0 0 3 4 C 5 E 0 2 0 9 0 1 9 9 0 E 0 6 4 C 5 E 8 2 0 9 0 1 8 0 , 5 3 8 2

DC 9 9 0  D A T A  4 1 0 6 0 0 4 2 0 6 C 9 8 0 F 0 0 E A 9 0 0 8 0 0 0 D 2 8
0 0 1 0 2 C E 4 2 0 6 4 C 6 2 E 4 0 9 0 0 8 0 4 2 0 6 0 0 4 0 0 6 F 8 8 E C
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9 0 1 D 0 0 3 4 C 6 8 8 4 C 9 0 2 D 0 0 3 4 C 0 4 8 4 A5 6 4 , 5 0 4 0
PE 1 0 0 0  D A T A  8 D 0 0 0 2 A 9 A F 8 D 0 I D 2 2 0 9 5 8 8 0 C 1 4 0 6

8 9 8 0 0 6 3 8 E 9 0 1 9 9 8 0 0 6 2 0 7 E BO AD 4 3 0 6 1 8 6 9 0 1 0 D
4 3 0 6 C 9 0 0 F 0 0 1 4 C 6 2 E 4 2 0 6 C 0 0 0 9 8 4 0 6 3 0 . 4 8 5 1

SO 1 0 1 0  D A T A  E 9 1 4 9 9 8 4 0 6 C 8 8 9 8 4 0 6 E 9 0 0 9 9 8 4 0 6
C 8 C C D 6 8 6 D O E 8 A9 0 0 8 D 4 1 0 6 8 D 4 3 0 6 AD 4 4 0 6 C 9 0 1
F 8 O 6 E E 4 4 0 6 4 C 6 2 E 4 A9 0 0 8 D 4 4 0 6 AC 1 4 0 6 , 5 2 4 1

UP 1 0 2 0  D A T A  0 9 8 2 0 6 F 0 0 8 4 9 0 0 A C 1 4 0 6 9 9 0 2 0 6 4 C
6 5 8 4 4 9 0 1 AC 1 4 0 6 9 9 8 2 0 6 4 C 6 2 E 4 A9 C 6 8 D 8 0 D 2 0 9
ar 80e1i n0c14868117c1163er 901997c86, 5242

ML 1 0 3 0  D A T A  A D 4 3 0 6 1 8 6 9 0 1 8 D 4 3 0 6 C 9 0 8 F 0 0 3 4 C
6 2 E 4 2 0 6 C 8 8 8 9 8 4 0 6 3 8 E 9 0 1 9 9 8 4 0 6 C 8 0 9 8 4 8 6 E 9
0 0 9 / 8 4 0 6 C 8 C C 0 6 0 6 D 0 E 8 6 9 0 0 8 0 4 1 0 6 8 D , 5 2 5 7

RM 1 0 4 0  D A T A  4 3 0 6 4 C 6 2 E 4 A9 C O O D O 0 D 2 A9 AF 8 D 0 1
0 2 AC 1 4 0 6 8 9 7 C 0 6 1 8 6 9 0 1 9 9 7 C 0 6 4 0 4 3 0 6 1 8 6 9 0 1
8 D 4 3 0 6 C 9 0 8 F 0 8 3 4 C 6 2 E 4 2 0 6 C 0 8 0 9 8 4 0 6 , 4 8 6 0

AO 1 0 5 0  D A T A  1 8 6 9 0 1 9 9 0 4 0 6 C 8 8 9 8 4 0 6 6 9 0 0 9 9 0 4
0 6 C 8 C C D 6 0 6 D 0 E 0 A9 0 0 8 D 4 1 0 6 8 0 4 3 0 6 4 C 6 2 E 4 4 9
0 0 A C 1 4 0 6 9 9 A E 0 6 4 9 0 1 8 0 5 4 0 6 A D 5 5 0 6 F 8 , 5 0 0 6

MS 1 0 6 0  D A T A  0 3 4 C 0 1 0 6 2 0 6 C 8 8 0 9 0 4 0 6 8 5 C 8 0 9 0 5
96esecAeeee1i c6c550r 90r c957fee8C99er ee7
c992F8034c3c854cF485206c88838ci 06, 5929

TG 1 0 7 0  D A T A  8 5 C 0 0 9 8 0 0 6 8 5 C C A0 0 0 0 1 C 8 C 9 4 4 F 8
2 7 C 9 4 0 F 0 2 3 C 9 4 D F O 1 F C 9 S O F 0 1 8 C 9 5 2 F 0 1 7 C 9 8 A
F 0 1 3 C 9 8 8 F 0 0 F C 1 8 0 F 0 0 0 C 9 9 0 F 0 0 7 C 1 9 2 , 7 0 1 6

RO 1 0 8 0  D A T A  F 0 0 3 4 C 8 0 8 5 A9 0 0 0 D 5 E 0 6 4 C F C 8 5 AD
5 E 0 6 C 9 0 2 D 0 0 3 4 C 0 6 0 5 2 0 6 C 8 8 8 9 0 C 0 6 8 5 C 8 8 9 8 D
0 6 8 5 C C A0 0 0 8 1 C BC 9 4 C F O O F C 9 4 E F O O BC 9 , 5 9 4 4

KV 1 0 9 0  D A T A  8 C F 0 0 7 C 9 8 E F 0 0 3 4 C 0 6 0 5 0 9 0 1 8 D 5 E
8 6 4 C F C 8 5 AD 5 E 0 6 C 9 0 1 D 0 0 3 4 C 6 2 E 4 2 0 6 C 8 0 8 9 8 8
0 6 8 5 m 1 1 9 8 9 e 6 8 S e c e 0 e 0 6 1
-
c s c 9 4 c r o l 7 , 1 5 8 0 6

Z L  1 1 0 0  D A T A  C 9 4 F F 0 1 3 C 9 5 1 F O O F C 9 8 C F 0 0 8 C 9 8 F
F 9 8 7 C 9 9 1 F 0 0 3 4 C 6 2 E 4 A9 8 2 8 D 5 E 0 6 4 C F C 8 5 4 9 0 0
8 D 6 4 0 6 4 C 5 E 8 2 4 9 0 1 0 D 5 5 0 6 AD 5 6 8 6 C 9 0 0 , 5 6 9 1

CT 1 1 1 0  D A T A  F O O E A 9 0 0 8 0 0 0 0 2 8 D O I D 2 E E 5 6 0 6 4 C
6 2 E 4 8 9 8 0 8 D 5 6 8 6 AD 5 E 0 6 F 0 0 E C 9 0 1 D 0 0 3 4 C A7 0 6
C 9 0 2 D 0 0 3 4 C F 3 0 6 4 9 C 8 8 0 0 0 0 2 A9 AF O D 0 1 , 5 6 5 0

FU  1 1 2 8  D A T A  D 2 2 0 9 5 8 0 A C 1 4 0 6 8 9 8 0 8 6 1 8 6 9 0 1 9 9
8 0 0 6 2 0 7 E 8 8 4 0 5 7 0 6 1 8 6 9 0 1 8 0 5 7 0 6 C 9 0 8 F 0 0 3 4 C
6 2 E 4 2 0 6 C 8 8 0 9 8 4 0 6 1 0 6 9 1 4 9 9 8 4 0 6 C 0 0 9 , 4 6 6 3

PW 1 1 3 0  DATA 1 1 4 6 6 6
.
3 1 1 1 0 5 0 9 5 4 e 6 c 6
c c D 6 e 6 0 e t e a 9

0 0 8 D 5 5 0 6 0 D 5 7 0 6 AD 5 0 0 6 C 9 0 1 F 0 9 6 E E 5 0 0 6 4 C 6 2
E 4 A 9 0 0 8 D 5 8 0 6 A C 1 4 0 6 8 1 0 2 0 6 F 0 0 8 A 9 0 0 , 5 0 7 8

M I  1 1 4 0  D A T A  9 9 8 2 0 6 4 C 6 2 E 4 A 9 0 1 9 9 0 2 0 6 4 C 6 2 E 4
4 9 6 4 0 D O O D 2 A9 AF 8 D O I D 2 AC 1 4 0 6 8 9 7 C 0 6 3 8 E 9 0 1
9 1 7 c 0 6 4 1 5 5 7 e 6 1 8 6 9 0 1 8 1 7
,
5 7 0 6 c 9 e 8 r e e 3 , 5 1 3 7

V I  1 1 5 0  D A T A  4 C 6 2 L 4 2 0 6 C 8 0 0 9 8 4 0 6 3 8 E 9 0 1 9 9 8 4
8 6 c 8 8
.
9 6 4 0 6
f 9 8 e 9
9  
8 4 0
0 c 8
c c D
6 4 3
6 0 0
E 8 c
9 0
c
i
o
p

5 5 0 6 8 0 5 7 0 6 4 C 6 2 E 4 A9 6 4 8 D 0 0 D 2 A9 AF 8 D . 5 0 3 5
OT 1 1 6 0  D A T A  0 1 D 2 A C 1 4 0 6 0 9 7 C 0 6 1 8 6 5 0 1 9 9 7 C 0 6

AD 5 7 0 6 1 8 6 9 0 1 8 D 5 7 0 6 C 9 0 8 F 0 0 3 4 C 6 2 E 4 2 0 6 C 8 8
8 9 8 4 0 6 1 8 6 9 0 1 9 9 8 4 0 6 C 8 8 9 8 4 0 6 6 9 0 0 9 9 , 4 4 2 2

YD 1 1 7 0  D A T A  8 4 0 6 C 8 C C D 6 0 6 D 0 E 8 A9 0 0 8 D 5 5 0 6 8 0
5 7 0 6 4 C 6 2 E 4 8 5 C 0 8 4 C C A5 C 0 F 0 1 5 A0 0 0 9 8 9 1 C 0 A5
C 8 1 8 6 9 0 1 8 5 C 6 0 5 C C 6 9 0 0 8 5 C C 4 C 4 3 8 7 4 6 , 6 2 8 9

EG 1 1 8 0  D A T A  C C E 0 7 8 F 0 0 3 4 C 4 7 8 7 6 0 A9 F F 8 D F C O 2
A9 0 1 8 D A0 0 6 AD 6 1 0 6 F 0 0 6 4 8 E 9 0 1 8 D 6 1 0 6 A0 6 2 0 6
F 0 0 6 3 8 E 9 0 1 8 0 6 2 0 6 A 0 6 5 0 6 1 0 0 6 3 8 E 9 0 1 , 5 4 0 0

TM 1 1 9 8  D A T A  8 D 6 5 0 6 A D 6 6 0 6 1 0 0 6 3 8 E 9 0 1 8 0 6 6 0 6
A0 6 4 0 6 C 9 F 8 F 0 0 6 1 0 6 9 0 1 8 D 6 4 0 6 4 0 6 3 0 6 C 9 F 0 F 0
0 6 1 8 6 9 0 1 8 D 6 3 0 6 4 0 6 8 0 6 C 9 F 8 F 0 0 6 1 8 6 9 , 5 1 2 1

L I  1 2 0 0  D A T A  0 1 8 D 6 0 0 6 A D 6 7 0 6 C 9 0 7 F 0 0 9 1 8 6 9 0 1
8 D 6 7 0 6 4 C 6 2 E 4 A9 0 0 0 D AD 0 6 A9 0 1 0 D 5 F 0 6 8 0 6 0 0 6
A 0 8 3 A 9 0 0 9 9 0 6 D 8 8 8 1 0 F 0 A 9 0 0 4 0 6 0 2 0 3 F , 4 7 5 7

AF 1 2 1 0  D A T A  8 7 4 C 6 2 E 4 A 9 0 A 8 D 1 E 6 4 A 9 C E 8 D 2 1 6 4
6 9 6 6 8 D I F 6 4 8 D 2 2 6 4 4 2 2 4 AD 1 3 0 6 F 0 0 7 4 0 1 3 0 6 1 8
6 9 0 2 A A 6 E E 0 6 6 A D 6 E 0 6 C 9 0 A F 8 1 D E E 6 E 0 6 . 5 3 6 3

AO 1 2 2 8  D A T A  A9 0 0 0 0 8 0 D 2 O D 8 1 D 2 AD 8 4 0 2 D O O AA9
0 1 8 D 6 F 0 6 4 1 0 0 8 D 5 F 0 6 4 C 6 2 E 4 A9 0 0 8 D 6 E 0 6 AD 1 1
D0c9e5f0034c62E4A9r aepeep2A9aF8p, 5582

NO 1 2 3 0  D A T A  0 1 D 2 A D 1 3 0 6 1 8 6 9 0 1 C 9 0 5 F 0 0 6 0 D 1 3
0 6 4 C 6 2 E 4 A9 0 0 8 0 1 3 0 6 4 C 6 2 E 4 AD 1 4 8 6 8 A0 A1 0 6 D
1 4 0 6 0 A A 8 1 8 6 9 0 A 8 D D 6 0 6 6 0 A D 1 5 0 6 A A A A . 3 8 2 8

SNAKES & LADDERS
NE 1 2 4 0  D A T A  0 4 0 4 4 8 C A B D 8 0 0 6 4 8 8 4 1 0 6 9 6 C A A 6 8

2 0 7 3 7 1 6 0 AC 1 4 0 6 0 9 8 0 0 6 4 0 9 8 1 8 6 9 6 C 4 A6 8 A0 0 0
2 0 7 3 7 F 6 O AD 1 3 0 6 D O I D AD E C O 2 C 9 F F E 0 1 6 , 5 1 6 6

CW 1 2 5 0  D A T A  A9 0 0 8 0 0 0 D 2 8 D O I D 2 O D O 2 D 2 8 D 0 3 D 2
A9Fr aor ce24c9157Ei l ol 1e6F0034c6480aD4ee6
F0034c3D83AD5406r 0034c0085c901. 1&, 571
1
3

VO 1 2 6 0  D A T A  0 0 0 6 A 9 6 6 8 0 1 F 6 4 8 D 2 2 6 4 A 9 2 E 8 D 1 E
6 4 A9 1 2 0 D 2 1 6 4 1 1 0 1 4 0 6 0 A0 A1 8 6 0 1 4 0 6 AAA0 0 0 BD
7 E 6 6 9 9 3 5 6 6 E 8 C 8 C 0 0 5 0 0 F 4 2 0 8 9 7 F AD 1 1 , 5 1 6 3

US 1 2 7 0  DATA co5r 0034c62(4ADE9e6c981fee6Et
0 9 0 6 4 C 6 2 E 4 A9 0 0 0 D 0 9 0 6 AD 0 4 D 2 C 9 0 1 1 3 0 0 3 4 C 6 4
E4c90590034C62E4a9e1eo1ee641c62(4, 5461

i J  1 2 0 0  D I M  A S C 9 8 ) , H ( 2 2 ) : D A T A  0 , 1 , 2 , 3 , 4 , 5
, 6 , 7 , 8 , 9 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 1 0 , 1 1 , 1 2 , 1 3 , 1 4 ,

1 5
PK 1 2 9 0  R E S T O R E  1 2 0 0 : F O R  1 = 0  T O  2 2 : R E A D  A

:H I C I I z A :N E X T  I :  T R AP 1 3 7 0 : A D D = 2 5 4 4 1 : L N =
1 0

WA 1 3 0 0  R E S T O R E  L N : R E A D  A S : I F  L N O P E E K ( 1 8
4 ) * 2 5 6 . + P E E K ( 1 8 3 )  T H E N  P O K E  5 5 9 , 3 4 : ?  " L
I N E  " : 1 . 0 1 . "  M / S S I N G ! " : E N D

WF 1 3 8 5  P O S I T I O N  1 0 , 1 0 : ?  " C H E C K I N G  L I N E
: P E E K ( 1 0 4 ) 0 2 5 6 + P E E K ( 1 8 3 )

CT 1 3 1 0  I F  A $ = " - - 1 "  T H E N  G O T O  1 3 8 0
VS 1 3 2 0  F O R  I = 1 .  T O  L E N ( A S )  S T E P  2 : 6 = A 5 c c A

S c i , i » - 4 a : s i = a s c c i l 4 c / 4 - 1 , z . 1 » - 4 8 : 1 ) 2 = m
cel w16441(B1):poKt ADD, 02:CK=C0+82

LW 1 3 3 0  A D O = A D D + 1 : N E X T  I
OA 1 3 4 0  R E A D  C K S : I F  C K = C K S  T H E N  C K = 0 : 1 0 = 1

0 + 1 0
KS 1 3 5 0  I F  A D D = 3 5 1 4 3  T H E N  P O K E  5 5 9 , 3 4 : 6 0 1

O 1 3 9 0
OW 1 3 6 8  G O T O  1 3 0 0
H J 1 3 7 0  P O K E  5 5 9 , 3 4 ; ?  " B A D  D A T A '  A T  L I N E

" : L N : E N D
AO 1 3 8 0  R E A D  L E : A D D = A D D + L E : L N = L N + 1 0 : G 0 T O

1 3 0 0
KM 1 3 9 0  ?  C h R 5 ( 1 2 5 ) ; *  D A T A  C H E C KE D  -  C D )

I S K  o r  ( C ) A S S E T T E ? "

SU 1 3 9 5  G O T O  1 3 9 5 * C C P E E K ( 7 6 4 ) 0 5 8 )  A N D  ( P
E E K ( 7 6 4 ) 0 1 8 ) ) + 1 4 0 0 * ( P E E K ( 7 6 4 ) = 5 8 ) + 1 5 0
0 * ( P E E K ( 7 6 4 ) = 1 8 )

WO 1 4 0 0  R E M  * * B O O T  D I S K  S U B R O U T I N E * *
JA 1 4 1 0  D A T A  2 5 5 , 2 5 5 , 9 7 , 9 9 , 7 0 , 1 3 7 , 2 2 6 , 2 , 2

2 7 , 2 , 0 , 1 2 4
SH 1 4 2 0  R E S T O R E  1 4 1 0 : F O R  1 = 0  T O  5 : R E A D  A :

POKE 2 5 4 3 5 + 1 , A : N E X T  I : F O R  1 = 0  T O  S : R E A
D A : P O K E  3 5 1 4 3 + 1 , A : N E X T  I

Z S  1 4 3 0  ?  " *  " I N S E R T  D I S K  W I T H  D O S  F I L
E S " : *  " &  P R E S S  A N Y  K E Y  T O  C O N T I N U E " : 0 P
EN 1 2 1 , 4 , 0 , " K : " : G E T  1 1 1 , K :C L O 5 E  U L

JA 1 4 4 0  ?  2 ?  " W R I T I N G  A U T O R U N . S Y S  F I L E . . .
. " : O P E N  U 2 , 0
0
1 2 8 , " D : A U
T O R U N . S Y
S "

I S  1 4 5 0  P O K E  8 7 2 , 2 4 2 : P O K F  8 7 3 , 3 7 : P O K E  8 6 8
, 9 1 :P O K E  0 6 9 , 9 9 : P O K E  0 6 6 , 1 1 : X = U S A ( A D R C
"h W  L A C " ) )

UB 1 4 6 0  ?  : ?  " F I N / S H E D . " : E N D
GL 1 5 0 0  R E M  * * B O O T  C A S S E T T E  R O U T I N E * *
JS  1 5 1 0  D A T A  0 , 7 6 , 8 3 , 9 9 , 9 4 , 9 9 , 1 8 9 , 5 0 , 1 4 1 ,

2 , 2 1 1 , 7 6 , 0 , 1 2 4
MR 1 5 2 0  R E S T O R E  1 5 1 0 : F O R  1 = 0  T O  1 3 : R E A D  A

:P O KE  2 5 4 2 7 + 1 , A : N E X T
AT  1 5 3 0  ?  " K " : ?  : ?  " I N S E R T  B L A N K  T A P E " : ?

"T H E N  P R E S S  W R E U  &  E C O R D ' t *  " A  H I T  A N
Y K E Y  T O  C O N T I N U E . "

ON 1 5 4 0  O P E N  U 1 , 4 , 0 , " K : " : G E T  1 1 1 , K :C L O S E  U
1 : *  : *  " P R E S S  A N Y  K E Y  A F T E R  T O N E . " : 0 P F

N U 2 , 0 , 1 2 0 „ " C : "
LO 1 5 5 0  *  : ?  " W R I T I N G  8 0 0 1  C A S S E T T E

:P O KE  8 7 2 , 2 4 4 : P O K E  8 7 3 , 3 7 P O K E  0 6 8 , 8 3 :
POKE 8 6 9 , 9 9 : P O K E  0 6 6 . 1 1

MH 1 5 6 0  m =u$ 1 4 c Ap0 v
,
h1  
L u M " » : ?  
: ?  
" F I N I
S H

E D . " : E N D
•
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PROGRAMMING

WRITING
ADVENTURE!
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There are many  available for the Atari 8-bit  computers.
commenc ing with Scott Adams' Adventure series to the
recent sophist icated offerings f rom Level 9. Infocom
and Sierra On-line.

Adventures  permit  the player to take the part  of a hero, a
v il lain or an explorer,  and i n v
e
s t i g a t e  n e w  
w o r l d s ,  
l i m i t e d

only by the imaginat ion of the adventure writer.  Adventures
have been played between people. wit h one act ing as the
referee, or  'dungeonmaster',  or in books, where the next
page you read depends on the answer you give to a posed
quest ion.  But  it  is the mic rocomputer which has made
adventures available to all,  t ak ing on the role of  the
dungeonmas ter and leav ing the player free to concentrate
on solv ing the game.
The major problem for the owner of an Atari 8-bit  compu-

ter is the sad disappearance of  the biggest names f rom
programming adventures for their machines. The original
adventures by Scott Adams - formerly  a series of  twelve -
are now available wit h diffi culty ,  alt hough New Atari User is
s t ill selling some of  the disk  versions. Level 9 has  pulled out
of  the Atari 8-bit  market ,  while Infocom appears to have
been broken up (New Atari User, Issue 46, Oct. 1990).
Consequent ly  few new adventures are being writ ten for
Atari owners.

My  reason for writ ing this, the fi rst of  four art icles, is  to
encourage other readers to take up the programming of
adventures so that  I may  play more of  them. Writ ing adven-
tures is, in out line,  quite s imple and these art ic les are
intended to encourage wider disseminat ion of  the techni-
ques. The most  import ant  requirement  for the programmer
is imaginat ion.  I t  is a great pity  that  so many  adventures
seem to involve k il l ing dragons in underworld caverns.
It is a characteris t ic  unique to adventure writ ing that  the

programmer cannot  benefi t f rom his  own creation, Hav ing
created the puzzles, the programmer can have no interest
in solv ing them since he already knows the answers. I t
follows that I cannot  solve the problem of  my own addic t ion
to adventures  by creat ing new ones of  my own.  You, dear
reader,  mus t  make your adventures and t ry to sell t hem to
people like me!
This  four part  series therefore will describe the writ ing of a

complete adventure called "MetMan",  and will comprise the
following:
Part 1 Out l ine of  adventure programming.  Method of  creat-
ing rooms.
Part 2:  The Parser. Descript ions and Help text. Mov ing art i-
cles around.
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Part 3:  The full lis t ing of  the adventure "MetMart", writ t en by
me. tv ith a feu) addit ional notes. The solut ion to the adventure
(coded so as to be difficult  to read accidentally).
Part 4: Improvements to the program. Screen display. Dat a
compression. Discussion of  programming aids and other odds
and ends.

TYPES OF ADVENTURER
The adventurer typically  falls into one of  two classes. Firs t ly ,

the player may be involved direct ly  as in "You are s tanding
before a waterfall.  You see the sun refl ect ing on a bright
s tone.
-Alternat ively,  the player may command a puppet :  "I am stand-
ing before a waterfall.  I see the sun refl ect ing on a bright
stone."
It is purely  a mat ter of personal taste as to which approach

the programmer adopts. I myself  prefer the control of  a puppet :
disasters don't  seem so painful!

THE QUEST
The adventurer always has to fulfi l a quest, I t  may be to fi nd a

treasure,  to rescue a princess or s imply  to escape alive. The
quest for "Mrt Man“ is given at the end of  this art icle.

TYPES OF ADVENTURE
Three types of adventure can be dis t inguished.

1. Arcade Adventures
These Lake place In real t ime. The adventurer moves a

puppet  wit h a joystick t hrough screen representat ions of
dif ferent rooms. Periodically  the puppet  gets chased around
by other mov ing characters: occasionally  the puppet  opens a
t reasure box by mov ing onto it.
Arcade adventures can be great f un - the hest k nown for the

Atari 8-bit  machines  is probably  Quality  Software's "Ali Baba
and the Forty  Thieves", whic h sadly is not compat ible wit h
the XE models. It is possible to buy a program in ROM called
"Adventure Creator" f rom Spinnaker Software (available f rom
Grat in Internat ional,  who advert ise in New Atari User,  1.15)



by John White

Part 1 of a series which
explains everything you
need to know to write your
own adventures

whic h great ly s implifi es the creat ion of  this type of adventure.
Tony  Bridge's book "Atari Adventures" (Sunshine Publica-
t ions) also contains  a lengthy tutorial about  writ ing arcade
adventures,  complete wit h an illus t rat ive program.
A modern variant  of  arcade adventures  can be seen wit h

some of the high speed, high resolut ion graphics  computers.
where a wonderfully  animated character traverses beaut ifully
I llus t rated background scenery, s topping occasionally to ex-
amine items. Unfortunately  wit h these games, once you have
fi nished marvelling,  what  are you left  with? A sprite moved by
a mouse to click onto a screen locat ion. And you've paid for
all those very elaborate graphics.
This  series of art ic les does not  address the programming of

'arcade adventures'.

2. Text Adventures
Text adventures arc my  favourite. The human imaginat ion

supplies  all the il lus t rat ion which is required_ while descrip-
t ions  of  the rooms whic h you are in can be, according to the
programmer's  taste, terse or verbose. The player is given a
descript ion of  the room and its art icles, a lis t  of  the ways out
and a prompt :
WHAT EX) I (YOU) DO NOW?
The player then types in his response. such as "EXAMINE
WATERFALL.
The means by whic h the program handles the player's input

is called the Parser, and can be s imple or complex. This  will
be dealt  wit h in the next  art icle.
-
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years ago for the Sinc lair Spec t rum and some other mic ro-
computers.  I t  enabled the user of  the program to create text
adventures quite readily  once the adventure had been desig-
ned on paper.  Consequent ly ,  it  enabled the adventure writ er

to concentrate on the game itself, rat her than on its impleme-
ntat ion.
Adventures writ ten wit h 'The Quil l" were at one t ime com-

merc ially  very successful for the Spectrum, but  s imilar text-
wr i t ing programs do not  appear to be available for the Atari
8-bit  computers.

3. Text Adventures with Graphics
A number of text adventures are enhanced by the addit ion

of graphics at key moments .  For example, you enter a room.
your disk drive chinks into life, and a pic ture of  the room
wit h a fi r e
-
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enhanced in this  way inc lude such old s talwarts  as the Scott
Adams' ;Adventures and some of  Level 9"s offerings.
Again,  this  is very muc h a mat ter of personal taste. I don't

like hay ing my mental pic ture ruined by the art is t 's  imagina-
t ion, I don' t  like wait ing for the pic ture to down-load f rom
disk and I don't  like the thought  of  having to pay for the
art ist 's labours.  Therefore, this  series does not  address the
problems of  adding pictures to an adventure.

TIMER
Adventures  can be improved by the int roduc t ion of some type

of  t ime control,  so that  part .  or all,  of  the adventure has to be
completed wit hin a fixed t ime period.

Real-t ime clocks can be used for arcade adventures,  but  these
are not  suitable for text adventures  where the player expects to
be able to sit  and t hink  about  a problem before mov ing on. In
the lat ter case, t ime appears to run out  af ter every act ion that
is taken. The classic example of  this occurs when an oil lamp.
or torch, begins to run out  af ter (say) 50 t urns  of use_ Usually
the player wil l be advised of  the impending demise of the lamp.
"MetMan" implements  the lat ter type of t ime control,  and the

player has to complete the whole adventure wit hin 100 turns_
However, a method exists to increase the number of turns
allowed (I 'll leave the reader to fi nd our how!).

ow let us move on to look at programming require-
ments  in more detail.

THE PROGRAMMING
LANGUAGE

Speed is defi nitely  an advantage for a computer adventure
program. No player likes to have to wait  for a response to an
action, so the code should be made as fast as possible.
The wors t  culprit  for s lowing an adventure down is the
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parser. Improvements  here wil l  be discussed f urt her in the
next art ic le.
It is not  surpris ing that  many  commerc ial adventures are

writ t en in machine code. This  provides the speed. it  provides
efficient use of  computer memory  and it  provides some protec-
t ion against  pry ing eyes. However,  machine code is not  essen-
t ial.
Since this  series is intended as a tutorial,  the "MetMan"

adventure has been writ t en subs tant ially  in Atari Basic. A lit t le
machine code has been added to help wit h the parser. This
provides a program which runs  at an acceptable speed.
The publ ic -domain program 'Turbo Basic' (available on disk

f rom New Atari User) runs  about  three t imes faster than Atari
Basic, while compiled Turbo Basic programs run about  ten
t imes faster than Atari Basic: a gain in speed whic h is well
wort h having.

For this reason. "Met Man" has been writ t en in a way  which is
compat ible wit h Atari Basic, Turbo Basic and compiled Turbo
Basic. The compiled vers ion appears to be almost  as fast as a
'proper' machine code adventure.
There are some complicat ions  in the code caused by the need

to reconcile three versions. Diffi cult ies  wit h the Turbo Basic
compiler wil l be discussed in art ic le 4 of  this series, but
meanwhi le the reader is asked to be pat ient  wi t h what  may
appear to be some eccentric Basic programming,  caused by the
need to accommodate the Turbo Basic compiler.
One obvious dif ference between versions arises f rom the

parser. Turbo Basic and its compiler have a command called
INSTR, whic h fi nds the locat ion of  a small s t ring in a larger
one. Atari Basic lacks this  valuable feature. Therefore, the
parser of ' 'MetMan" contains a machine code rout ine which
almost  exactly mimics  the 1NSTR command in Turbo Basic.

APPEARANCE AND
VERBOSITY OF PROGRAM

For tutorial purposes, the adventure wil l  use a s imple scroll-
ing text screen, wi t h each room being re-described alter every
act ion taken in it. Similarly ,  the descript ions of  the rooms will
be comparat ively  sparse to save computer memory  and a great
deal of  typing.

Professional ways of  improv ing the appearance of adventure
programs,  and of  mak ing room descript ions as verbose as
those of  Level 9 (us ing data compress ion techniques) wil l  be
described In art ic le 4.
It is import ant  to realise that  good adventures  do not  need

hundreds  of rooms and pages of  room descript ions. Level 9"s
programmers  gave a fasc inat ing interv iew in New Atari User
(Issue 34, Augus t  1988) where they acknowledged that  adven-
turers  are get t ing t ired of  globe-t rot t ing and map-drawing
around huge dungeons.  Most  people prefer limited movement
and puzzle solving.
It is wort h recalling that Scott Adams' fi rst  masterpiece.

"Adventureland" - s t il l my favourite adventure - had only  29
locat ions and a s imple parser.

GENERAL DESIGN
OF AN ADVENTURE

Puzzles mus t  be solvable wit h c ommon sense or limited
knowledge. Help text, in the f orm of  a clue, should be given
where diffi culty  may  be encountered.  All this  may sound
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obvious, but  it  is  surpris ing how much knowledge some adven-
ture writers  tend to assume. Not  everyone knows that  garlic
keeps vampires at bay.
Mazes should be barred f rom all adventures. They appear to

have originated wit h 'Colossal Adventure',  one of the fi rs t
adventures ever writ t en for a computer,  which had "twis ty  lit t le
passages" and "lit t le twisty passages". Mazes cause the adven-
t urer f rust rat ion,  but  never seem to serve any useful purpose.

TESTING
It is essent ial to have an outs ider test a completed adventure

In order to check for unexpected act ions or errors.
My wife played through all of  "MetIVIan" wit hout  mishap.

However, a f riend was mis led by the statement  'Enter two-word
commands '  and t ried unavailingly  to GO NORTH instead of
typing NORTH or N. The "MetMan" adventure was accordingly
modifi ed to take account  of this hitherto unsuspected problem;
proof  of the necessity for independent  testing.

GENERAL STRUCTURE
OF AN ADVENTURE

It is very important  for anyone cons idering writ ing adventure
programs that  their adventures should fit around a general
s t ruc ture or pat tern,  whic h can easily be changed f rom one
adventure to the next.
It is possible to write a single adventure as a series of IF

statements, for example:
IF you are are under the waterfall,

and IF you are carry ing an umbrella.
and IF you say the magic word

THEN the waters  wil l part ,
but  this  is extremely ineffi c ient  to code, s low to implement  and
imposs ible to adapt to a new adventure.  You tend to see this
k ind of adventure in program lis t ings in magazines!
Scott Adams  wrote a general s t ruc ture for his adventures, so

did Level 9 and doubt less many  others, and so have I for
"MetMan".

PROGRAM STRUCTURING
All computer programs should be st ructured.  'St ruc tured'  is a

horrible buzz word wit h no defined meaning - I once read a
book about  St ruc tured Programming which never once told the
reader what  's t ruc tured' meant  - so I shall furnish my  own
defi nit ion.
"MetMan" is a s t ruc tured program because every programm-

able action, inc luding init ialisat ion,  is inc luded in its own
subrout ine called by a main rout ine.  Cont rary  to what  some
people would have you believe, there is no logical reason why
GOTOs should not  be used wit hin a subrout ine (but  not  to
j u mp  f rom one subrout ine to another,  which may  cause prob-
lems wit h the RETURN stack).
Top-down'  programming would mean that  I wrote the main

rout ine fi rst, supply ing all the detailed code subsequent ly  in
the subrout ines,
'Bot tom-up'  programming would mean that  I wrote all the

detailed code fi rst in dif ferent  subrout ines  reserved for every
act ion, Then I would have writ t en the main,  calling rout ine.
"MetMan" wil l  be discussed as a 'bot tom-up'  program.

II
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BOTTOM FLOOR

BOTTOM FLOOR

CONTENTS 0

CONTENTS 9

1st FLOOR
DIAGRAM I

BOTTOM FLOOR
DIAGRAM 2

46

BOTTOM FLOOR
DIAGRAM 3

2nd FLOOR

BOTTOM FLOOR

SETTING UP
Now we t urn to the nit t y -grit t y  of programming.
It is not  necessary to use a three-dimens ional array  to record

the contents of a three-dimens ional building,  or dungeon (in
fact, you cannot  use more than two dimens ions  wit h Atari
Basic anyway).
Instead, the programmer draws his  map something like that

shown in Diagram 1.
Each fl oor is numbered as shown (the floors must  match each

other in shape and size, but  need not  be squares).
Cons ider a puppet  s tanding in cell 37 on the 1st floor. l i we

add 5 to his cell locat ion,  he will move north.  Subt rac t  5 to
move south.  - / + 1 to move west or east. Addit ion of  25 (the size
of the floor) takes the puppet  up to the 2nd floor, subt rac t ion
of 25 takes him down to the bot tom floor.
I low does the program know if  these moves are legal? l i t he

new room is a wall  (or floor, or ceiling) it  wil l  carry a value of
(say) +9, and this  wil l  be counted as impassable.  Thus  the test
for a legal move Is:

IF (Present pos. + Move value) <)• 9 THEN legal move
In order to create the rooms of the dungeon.  then,  a lot of  the

cells are blocked in wit h a value of  9. I f  all the bot tom and 2nd
fl oor cells are blocked In. the puppet  can never go up or down.

Diagram 2 shows a valid dungeon.
The puppet  in cell 37 could only  ever move to squares 42 and

32 in one turn.  All other move opt ions are blocked.
Similarly ,  when the puppet  enters cell 37, the program wil l

give a room descript ion for cell 37. then wil l  test f or legal
moves, north,  south,  west, east, up and down,  fi nally
announc ing:

EXITS ARE NORTH (+5) AND SOUTH (-5)
This  is how the rooms would originally  be set up In memory. :

ROOM$ = "9999999999999999999999999" : RE M bot-
t om fl oor
ROOMS(LEN(ROOMS)+ 1) = "9999990009909099000
999999
.
°  :  
R E
M  
1
s
t  
fl
o
o r

ROOMS(LEN(ROOMS)+1)= 999999999999999999
9999999" : RE M 2nd fl oor

Thus,  cell 36 has a value of  9, being a wall,  while cell 37 has a
value of 0, being an accessible room.
The cells can also assume values of  1 t o 8, whic h can be

interpreted in any way the programmer thinks  fit. For exam-
ple, a cell value of 'I ' might  indicate an unl i t  room. for which a
lamp would be needed. The letters A-Z and a-z can also be
used - in  fact. I have used the let ter •g• ins tead of  '9' in
"MetMan" - while programmers  in machine code have even
more opt ions at their disposal.  since each cell could be assig-
ned any value of 0 to SFT.
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This  method of  s toring the s t ruc ture of the dungeon is very
efl icient. requir ing only one byte per room.

e
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CL

S t
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2 5 0 2 0  ?  C S :G O T O  2 5 0 1 0
2 5 0 3 0  R E T U R N

1 R E M
2 R E M  *  H E I M A N  *
3 R E M  *  b y  *
4 R E M  *  J o h n  W h i t e  *
5 R E M  *    *
6 R E M  *  N E W  A T A R I  U S E R  -  J A M  ' 9 1  *

NNWNNMNNM

2 5 0 4 0  ?  "  P R E S S  R E T U R N  T O  C O N T I N U E . / : I
N PU T B S :R E T U R N
2 5 8 9 0  D A T A  O E N . •  -  A n  a d v e n t u r e  b y

Jo h n  W h i t e
2 5 1 0 0  D A T A  O n  F r i d a y  I  l i s t e n e d  t o  t h e

w e a t h e r  f o r e c a s t .
2 5 1 1 0  D A T A  I t  p r e d i c t e d  b r i g h t  s u n s h i n
e .
2 5 1 2 0  D A T A  O n  S a t u r d a y  I  w e n t  o u t  f o r
a p i c n i c .
2 5 1 3 0  D A T A  I t  S N O W E D !
2 5 1 4 0  D A T A  T o d a y  -
S u n d a y
-  r  
a m  
s t a n d
i n

g i n  f r o n t  o f  t h e  M e t  O f fi c e  c l u t c h i n g
a b u c k e t  o f  s n o w .

2 5 1 5 0  D A T A  W h i c h  I  a m  g o i n g  t o  d u m p  o n
t h e  p r e s e n t e r ' s  h e a d .

2 5 1 6 0  D A T A  Y o u ' l l  d i r e c t  m e  t h r o u g h  t h
e  l a b y r i n t h o f  t h e  M e t  O f fi c e  t o  fi n d  t
h e  P r e s e n t e r .
2 5 1 7 0  D A T A  B u t  h e ' s  w e l l
-
g u a r d e d  -  
I ' M

n o t  t h e  o n l y  o n e  w i t h  a  c o m p l a i n t .
2 5 1 8 0  D A T A  *  *  *  *  *  *

*  *
2 5 1 9 0  D A T A  E n t e r  t w o - w o r d  c o m m a n d s  t o
moue . s o.
2 5 2 0 8  D A T A  S o m e  w o r d s  I  U s u a l l y  k n o w  a
r  e :
2 5 2 1 0  D A T A  T A K E / D R O P / I N V E N T O R Y I H E L P
2 5 2 2 0  D A T A  Y o u ' l l  h a v e  t o  fi n d  t h e  o t h
e r s i
2 5 2 3 0  D A T A  , - 1

7 R E M  N
8 R E M
1 0  D I M  A S ( 3 0 0 ) , 0 5 ( 1 0 0 ) , C O N t 1 0 0 ) „ H I D E 1 0
8 ) , C S ( 5 0 0 3 , U E R B S ( 2 8 ) , N O U N 5 ( 2 0 )
1 5  D I M  V W O R D S ( 5 8 8 ) , N W O R O 5 C 5 0 0 3 , M O N S ( 2 5
) , N N S ( 2 0 ) , V V S ( 2 0 ) , C O D E S C 4 l
2 0  A S ( I ) 0 " : A S ( 4 0 0 ) : A S ( 2 ) = A S
9 9 9  R E M  * *  I N I T  * *
1 0 8 0  R E S T O R E  1 4 0 0
1 8 1 0  R E A D  B : I F  0 =
-
1  T H E N  
1 0 4 0

1 0 2 0  A S C B , 8 3 = " 0 "
1 8 3 8  G O T O  1 0 1 0
1 0 4 0  R E A D  8 : I 1  0 = - 1  T H E N  1 3 0 0
1 0 5 8  A 5 I E B , B ) = ” 1 "
1 0 6 0  G O T O  1 0 4 0
1 4 8 0  D A T A  1 1 2 , 1 1 5 , 1 1 7 , 1 2 2 , 1 2 3 , 1 2 4 , 1 2 5 „
1 2 6 , 1 2 7 , 1 2 8 , 1 3 2 .
1
.
3 7 , 1 4 2 , 1 4 3 . 1 4 4 , 1
4 6 , 1 4

7 , 1 4 8
1 .4 1 0  D A T A  1 5 1 , 1 5 2 . 1 5 5 , 1 5 8 , 1 5 1 , 1 6 4 . 1 6 5 ,
1 6 6 , 1 6 7 , 1 6 8 , 1 7 1 , 1 7 2 , 1 7 6 , 1 0 1 , 1 8 2 , 1 8 3 , 1
04 , 1 8 5 ,
-
L
1 4 2 8  D A T A  1 2 5 , 1 2 4 , 1 2 6 , 1 4 4 , 1 4 5 , 1 5 5 , 1 6 5 ,
1 7 2 , 1 8 1 , 1 8 5 , - 1
2 4 1 9 9  R E M  * *  I N T R O D U C T I O N  * *
2 5 8 8 8  R E S T O R E  2 5 0 0 0 : G R A P H I C S  8
2 5 0 0 5  P O K E  1 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4 : R E M  D I S
ABL E B R E A K
2 5 0 1 0  R E A D  c S t i r  c $ = - - L "  T H E N  2 5 0 3 0
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WRAP AROUND
One might  suppose that  blocked cells would be needed

around each edge of  a floor, to prevent  the puppet  s tepping Out
of  a fl oor into space. Actually ,  this  is not  so. owing to the
wrap-around phenomenon.
If you remove the blocked cell r ims  of three sides of  the 1st

floor, c reat ing 12 extra rooms (see Diagram 3), the puppet  s t ill
cannot  legally  move out  of  the s t ring array. Try  s tanding in cell
46 and adding +1. - I. +5, -5, +25,  -25:  only  moves east and
south are permit ted,  the other cells being blocked.
This  t rick  makes more rooms available for a given fl oor size

TYPING IT IN
For those who want  to start  typing in "Met Man" now, enter

the lines  shown in the accompany ing program which set up
the rooms  of the laby rinth (us ing AS instead of ROOMS).
Then type in the f urt her lines 25000 - 25230,  which describe

the quest of  the adventure.  Inc lude all the spaces as shown.
A full lis t ing of the program will be given in art ic le 3.

Next issue I wil l  look at how to accept input  f rom the user and
show how objects can be int roduced to these rooms. in the
meant ime you might  like to start plcuming some locations that
can be used in your own adventure.

S C O T T  A D A M S
A D V E N T U R E S

f r o m  P A G E  6

PIRATE ADVENTURE
' Y e  h o  hei m id  a  bo ttle  o f  m i t  Y o u ' l l  m eet u p  . i t h  the  p i r ate and h is  da ffy  b i r d
along w i th  numv s trange s ights  as you a ttem pt to  go fr om  y our  London mrc to  Treasure
Is land. C a n  y ou recover  l o n g  J ohn S ilver 's  los t treasures? Happy  sail ing m atey . S c ul l
Adams Gr aphic  A dv entur e IQ br ings  y ou a s uper b i leginner 's  ge ld  adv entur e complete
with gr aphic s  and  ideal  f o r  a l l  ages

THE C O U N T
Wheri•s the las t tim e  y ou awok e i n  a n  antique brass  bed i n  a  dank . desolate castle? I I
your ans wer  i s  " n e v e r "  y o u ' v e  c om e  t o  t h e  r i g h t  p lac e ! F h b  m ar s el lous  Go th i c
Adventure w i l l  m em * y ou in to  the weir dl ing wor ld o f  a cer tain svell-kmwanTransvivaninn
count. Seidl A dants  Gr aphic  A dv entur e N5 im a  M oder ate lesel adventure Ideal fo r  those
who hav e haul a  l i t t l e  exper ience.

VOODOO CASTLE
The I• nun t o f  M im ic  Cr is to  reposes i n  a  c o l l i e  i n  h is  m us ty  cas tle, awai ting  o n  ab le
assist fr om  you to  remove i l w  curse that hinds  h im  h i  noibl i te. Is  he down fo r  the Coun t
Fir  good, o r  c an y ou  h e i r  Ga the r  y ou r  r abb i t' s  footand pr epar e i n  s tep th r ough  th e
por tal o f  V oodoo casalel S c o tt A dam s  Gr a p h i c  A c h e n tu r t  4:4 i s  a  M o d e r a te  lev e l
adventure ideal  f o r  thos e w h o  bas e had  a  l i t t l e  exper ience.

STRANGE ODYSSEY
At th e  galaxy 's  r im , ther e ar e r ewar ds  aplenty  t o  be harsested fr o m  a  k ing-dead a l ien

Fabulous treasures  a d v a n c e d  technoiogies  fa r  bey ond hum an k en  A l l
this  and  m or e  assails I t o  b r av e  galac tic  A dv entur er . H u t  w i l l  y  MI b e  ab le  t o  recover
the wea l th  a n d  r e tu r n  bor ne? P r epar e y our s el f fo r  a  S tr ange Odyssey ! S c ott A dam s
Gr aphic  A dv entur e .06 i s  a  M oder ate lev el  adv entur e.

D I S K  O N L Y  -  J U S T  E 7 - 9 5  e a c h
o r d e r  f r o m
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NM
TB
UM
LG
MS
NH
I C
MN
DO

1
2
3
4
5
6
7
8
10
3 , 1 : P O K E

REM ,........1-g.i.E.4•4a.a.a••.A.A.A.A.4.4.4.4.4.a.•••
REM M  A  C U R TA I N  R A I S E R
REM M  b 9
REM M  D a n i e l  L e a
REM 0
REM M  M E W  A T A R I  US E R -  J A N  9 1  M
REM . . . . . . . .F.
REM

GRAPHICS 2 : ?  " ; P O K E  5 5 1 . 0 : P O K E  6 2
5 3 2 4 0 , 6 4 : P O K E  5 3 2 4 9 , 9 6 : P O K E  5

PROGRAMMING

ACURTAIN
RAISER

Daniel Lea presents an
impressive way to start
off your programs

The best way to impress others with your prog-
rams is to hit them right at the start with some-
thing stylish. Here is a little routine that can be
added to the start o f even the most simple program
to give it a really professional look
You can add your own messages by changing

lines 50 to 75 but you must be careful in placing
your text as results are unpredictable. It is best to
experiment using the existing wording as a basis.
The text in lines 50 to 65 will appear when the
'curtains' are opened and the text in line 75
appears over the initial 'curtains'.
The routine will exit to a normal Graphics 0 screen

but several memory locations are not cleared so i f
you want to use Player Missile Graphics or page 6
it is essential that they are cleared first. Check the
various locations that were POKEd at the begin-
ning (a copy o f Mapping The Atari is going to be
handy here) to determine what they should be
reset to. One way to do this would be to PEEK
these locations before you load and run the prog-
ram so that you can POKE back the original values
before running your part, o f the program. An alter-
native way of using this routine would be as an
opening title which would then load another prog-
ram from disk.

We would be happy to receive any improvements
on this idea or amendments to the program to
make i t more user friendly.

3 2 5 0 . 1 6 0 : P O K E  5 3 2 5 1 , 1 2 0 : P O K E  7 0 1 , 1 5
MP 1 5  PO KE 5 3 2 6 1 , 2 5 5 : P O K E  5 3 2 6 2 , 2 5 5 : P O K E

5 3 2 6 3 , 2 5 5 : P O K E  5 3 2 6 4 , 2 5 5 : P O K E  5 3 2 5 6 . 3 :
POKE 5 3 2 5 7 , 3 : P O K E  5 3 2 5 0 , 3 : P O K E  5 3 2 5 9 , 3

FH 2 0  P I = P E E K C 5 6 0 1 + 2 5 6 * P E E K ( 5 6 1 ) : P
0
K E  P I ,

1 2 8 . 1 A 2 ! N I K E  5 1 2 , 8 : P O K E  5 1 3 , 6 : P O K E  7 1 0
. 0 : P O K E  7 5 2 , 1

RG 2 5  RE S TO RE  2 5 : F O R  I = 8  T O  1 1 0 : R E A D  M C : P
AKE 1 5 3 6 4 I , M C : N E X T  I

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

7 3 , 1 1 , 2 1 2
HE 3 5  D A TA  2 0 1 , 1 2 l , 1 7 6 , 2 2 , 1 O , 1 4 1 , 1 9 , 2 1 2 , 1

4 1 , 2 2 , 2 9 8 , 1 4 1 , 1 8 , 2 0 8 , 1 4 1 , 1 1 , 2 0 8 , 1
4
1 ,
2 1

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

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

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

I A  4 5  DA TA  1 7 6 , 3 , 2 9 6 , 1 8 6 , 6 , 2 3 8 , 1 8 1 , 6 , 1 7 3 ,
1 0 1 , 6 , 2 0 1 5 , 1 0 0 , 6 . 1 4 4 , 3 , 2 3 6 , 1 6 0 , 6 , 2
4
,
1 4 4

4 7 0 , 6 4 , 9 6 , 1 6 9 , 1 2 8 , 1
PR 5 9  '
7  
3 6 :
"  
D A
N I
E L  
L
E
A
'
S  
•
.

GO 5 5  ?  0 6 ; "  A MA ZI NG  C U R T A I N  O PENER
UT 6 0  ?  U 6
FP 6 5  ?  MO . : "  A D D S  S P A RK L E  T O  Y O UR PROGR

AMS"
MG 7 0  PO KE 1 6 4 6 , 0
MP 7 5  ?  " 1
,  
M E N  
A T A
R I  
U S
E R  
P R
E S
E N
T S
"

EH 6 0  P O K E  5 4 2 8 6 . 1 1 2 : P O K E  5 5 1 , 3 3
BO 0 5  FO R D E L 4 Y = 1  T O  5 0 8 : K E K T  DE L A Y 1 RE H 0

ELAN
, 
B
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E  
C
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T
A
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S  
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E
N

I K  9 0  ?  " " P O K E  1 6 4 6 . 1 P O K E  7 0 9 , 8 : F O R
0 T o  5 0 0 : M E K T  I : R E H  DE L A Y  B E FO RE  R O U T I
ME E NDS

VF 1 5  C L R  : G RA P HI CS  8 ; P O K E  5 3 2 7 7 , 0 : P O K E  5
5 9 , 3 4 : P O K E  6 2 3 , 4
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ADVENTURE 11111a111.1.111mIllmn
' AMAZING

MAZES
W A R N I N G :  This article
reveals the solutions to many
adventure game mazes!

M azes have fascinated mank ind
for mil lennia - the earliest re-
corded one being an Egypt ian

temple wit h 3.000 chambers,  bui l t  by
Amenenthet  III around 2300 BC! The
most  famous laby rinth of  ancient t imes
was of  course the Cretan one wherein
mamed the Minot aur - sadly  it  probably
never existed. Mazes were drawn on the
floors of  French cathedrals  in the middle
ages and hedge mazes like the one at
Hampt on Court  have been popular for
centuries. In more recent t imes there
have been count less puzzle books full of
mazes and innumerable plast ic  puzzles
requiring you to roll balls  t hrough mazes
of coloured plast ic.
It is not  s urpris ing then, that  when

Crowt her and Woods produced the ori-
ginal Adventure in 1976 they incorpo-
rated a couple of  mazes. Those immort al
words.  "You are in a maze of  twisty lit t le
passages, all alike",  obv ious ly  made a
major impress ion on the world of  adven-
ture writers.  For many  years no self-re-
spect ing adventure was complete wit hout
a maze!
Those early mazes are easily solved pro-

vided you have enough items to drop one
in each "room".  (Regardless of whether
they are actually  rooms or parts of  a
forest or desert or whatever.  I wi l l  call
t hem "rooms"-) Some basics you need to
unders tand are: the route between two
adjacent rooms can t urn as in Fig I .
(s tart ing in Room 1 and going East then
West does NOT take you back to Room
It): some routes are one-way only  (e.g.
c l imbing down a hole).

Mapping these early  mazes involves just
dropping an it em in each room,  then
test ing each route and drawing a map
showing how the rooms all l ink  together.
This  works  OK for small mazes, but  large

32 I s s u e  48 - New Atari User

ones whic h have the rooms joined
together randomly  can end up look ing
like spaghett i if  you have one-way routes
leading N. S. W. E. NW. SW, NE. SE. Up
and Down (and somet imes even In and
(ht ! )  f rom each room.
The technique wit h more complex  mazes

is to draw a grid represent ing the links
rather than actually  t ry ing to draw the
maze. Draw a grid as in Fig 2., mark ing
each room with an I tem and numbering
each room as well.  Then fi ll in the grid to
show where each route leads f rom each
room. Figure 2 shows a part ially  com-
pleted grid showing for example that
going NE f rom Room 2 (where you have
dropped a rope) takes you to Room 3
(where you have dropped a key).
Once you have mastered these techni-

ques and solved a couple of  mazes the
s tandard maze becomes a lit t le tedious,
yet it  occurs everywhere: the Desert  in
Sands of  Egypt, the Trackless Desert
(just stand st ill and the Worm won't
bother you!) and Lost in the Forest In
Adventure Quest, the Foothills  in Emer-
ald Isle (at least you don't  have to drop
Items - there are Foothills .  More Footh-
ills. Tedious  Foothills .  Endless Foothills ,
Dul l  Foothills. . .).  the Maize Field (Ha! Ha!
What  a CORNY joke!) in Return to Eden,
the Hedge Maze in Lords of Time. the
Opium Den in Granny 's  Place (made
worse by the fact that  some of the con-
nect ions change randomly!).  the I ron
Passages In the Sphinx  Adventure, the
Rain Forest in Amazon, the Desert  in the
Amulet .  the Desert  in the Wizard and the
Princess, aka Adventure in Serenia (there
aren't  enough items but  the pic tures
allow you to dif ferentiate),  the Maze of
Pits in Adventureland.  the Maze of Caves
in Pirate Adventure.  the Coal Mine in
Zork  I and Sorceror;  the list  goes on
forever!

Fortunately  most  authors  soon realised
that  this  was get t ing just a lit t le bit  bor-
ing and started adding extra twists to
their mazes. Some are jus t  jokes like the
-
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brain in the Hit chhiker's  Guide to the

Galaxy - you don't  have to solve it, jus t
dis lodge your Common Sense; or  the
Irrelevant  Maze in the Pawn - wi t h  a
warning sign outs ide saying 'This  maze
is totally  irrelevant  to the adventure",
and it  really is - this  maze of "twis t ing
passages" is completely random and un-
mappable but  you can get out  very easily
jus t  by typing LEAVE MAZE!

Others are twists on the s tandard maze.
for example how do you map the tunnels
in Art hur as a Badger when you can't
carry any thing? Simple,  jus t  make c law
marks  in the earth!  Or the Black Rooms
in Rick Hanson - these are nasty as there
are 16 rooms and you only  have 13 items
- you CAN actually  crack it  wit h the grid
method if  you spend AGES on it ,  or you
-ould jus t  unders tand the sign at the
entrance which says "Make NO SOUND
in the Black Rooms". NO SOUND is
actually  the route t hrough the maze
(N=NORTIL 0.011T.etc)l
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soluble - you need help f rom
someone. In the Warren in Star'

cross you mus t  follow the chief. In the
Mountains  in Minds hadow you wi l l
almos t  certainly  die in the Quicksand
unless you fi nd the map. In Art hur you
cannot  cross the Peat Bog wit hout  in-
s t ruc t ions f rom the peasant. In Bureauc-
racy you need the ins t ruc t ions f rom the
computer to k now that  you mus t  sub-
t ract  the number of this Switchgear
Room f rom the number of the last  one
you were in,  t hen decode the answer to
work  out  which direc t ion to go in next  -
how obscure can you get!
Of course there is a completely dif ferent

k ind of  maze in many  of the graphically
oriented games. Here it  has to look real
on the screen so the programmer can't
tie all the locat ions together with
spaghet t i-like tunnels ,  and normally  if
you go Nort h then South you get back to
where you started! The whole of
DungeonMas ter is really  jus t  one big
maze, and the same applies to most  fan-
tasy games - Asy lum.  Alternate Reality,



'Dragons  of  Flame, Heroes of the Lance,
Rogue, Wizardry .  Bard's  Tale, the
Dungeons  in all the Ult imas,  and so on_
These are made more complicated and
interes t ing by the use of  teleports, rota-
t ions, one-way  routes, secret doors and
other devious t ricks to at tempt  to con-
fuse you!
Arcade Adventures and Plat form Games

often require you to map areas (e.g. Sha-
mus,  Pit fall,  Cadaver.  Back to the Golden
Age and count less others), but  what  in-
terests me is the clever ways people have
added twis ts  to what
appear to be s tandard
mazes in text adven-
tures, Magnet ic
Scrolls do it  in the
Guild of  Thieves
where the only way to
cross the coloured
squares is to realise
that  the sign WOBN-
IAR is RAINBOW
backwards  - you have
to walk  on the colours
of the rainbow in re-
verse order,  and in
Fish! where which
direc t ion you move
when In the Dimen-
sions affects which
routes exist out  of  the
next room - most  con-
fusing! Level 9 do it  in
Worm in Paradise
where,  to use the
Eden Transport  Sys
tern, you need to fi nd
the colour code of
y our dest inat ion,  decode it  to a number.
convert  it  to tert iary ,  and interpret  the
result  as a set of  ins t ruct ions to go E•or
W at certain t imes. Even when you
unders tand it  you need to write a prog-
ram to work  out  the routes!
One of the nicest ideas was in Philos-

pher Quest  where you have to fi nd your
way  out  of  a whale's s tomach - unf ort un-
ately the whale tends to burp every few
moves and t hrow you around randomly
so mapping is impossible.  The solut ion is
to light  a torch and see which way the
smoke blows - head the other way and
you wil l soon reach the blowhole!
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(What? Me. biased? Nahl) Even
in Zork  I they added the twis t  of

the thief  pick ing up or mov ing your
items! The next, 5 Zorks  all had interest-
ing mazes:
Zork  2: You wi l l  wander forever around
the Oddly  Angled Rooms unless you real
ise that  the wooden c lub marked "Babe
Flathead",  the wiz ards  gleeful 'You' ll
never get to fi rst base at this  rate" and

the fact that  the window on the fl oor is a
diamond are all clues point ing towards
Baseball.  All you have to do is get a
"home run" by going SE, NE. NW. SW. to
make the window glow and a t rapdoor
open!
Zork  3: The Royal Puzzle is  not Just a
maze, it  is a maze which you have to
rearrange once you realise that  it  is made
up of sandstone blocks which you can
push around,  t hough you are not  helped
by many  marble pillars  which are immov-
able.

Zork  4 (Enchanter):  The Trans lucent
Rooms are very easy to map and don't
appear to go anywhere!  But  fi nd the
Magic Pencil and the Magic  Map and you
realise that  the tunnels  arc ac tually  iden-
t ical to the lines on the map - you can
use the pencil to add a line and reach
another locat ion - then you need to be
very clever with your rubber and penc il
in order to t rap the demon while get t ing
out  yourscIP.
Zork  5 (Sorceror):  This  is a superb 3-D
maze made of  glass so that  you can't  see
whic h direct ions are exits or whether the
next room has a fl oor or not! You can use
the IZYUK. (limited flying) spell you learnt
at  the end of Enchanter to map part  of  it
- but  to complete it  you wil l  need to fi nd
out  how to t urn yourself  into a bat  wit h
FWEEP! The beauty of this is that  wit h
the bat
-
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exits! As a further twist ,  you have to
ret urn t hrough the maze hot ly  pursued
by a Dorn Beast and jus t  before you
enter it all the panels slide to create a
new maze!
Zork  8 (Spellbreaker):  The Octagonal

Room maze is quite small,  but  the main
problem here is that  there are no exits
f rom any of  the rooms! You have to use a
magical artefact to create t hem - but  you
can only  create one in any given compass
direc t ion • very clever!
Other Infocom's: The maze in Journey  is

nice - as soon as you drop an item to
Indicate that  you k now how to map a
maze it  shows you the way out! You don't
have to map the enormous  Hedge Maze
in Hollywood Hi j inx  - jus t  fi nd the two

halves of the map;  mapping
It yourself  is completely
point less as you have to
have the map to know
where to dig! The Leath-
er Goddesses of  Phobos
provides you wit h a
map of  the Catacombs
In the games package
but  you wil l  s t ill never
get out  unless you also
read the comic that

comes wit h the game
whic h tells you how to avoid
death at  the hands  of the

Canal Beetles, Sand
Crabs, and 'Gators
whic h infest the
tunnels !

Perhaps the choice for
my  all-t ime favourite
maze is the Airport  in
Bureaucracy - you wil l
wander forever unless
you ignore the signs
and take the route that
DOESNT c laim to lead
to your dest inat ion!

W el l  I hope that  you have enjoyed
this  t rip t hrough the amaz ing
world of computer mazes and

hopefully  any adventure writers  reading
wi l l  take it  all to heart  and t ry  and en-
sure that  their next maze is INTEREST-
ING! Meant ime how about  wri t ing in to
describe your favourite maze? And, in
case you are wondering,  there is no sing-
le machine on whic h you can play all the
games ment ioned above!

Explored
by
John
Sweeney
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XL/XE TYPE-IN q
u i l m i l l i m
m l . m 1 1 . 1 1 .MONSTER
M f Z E
% ,Whilst a lot o f young people enjoy machine code

shoot 'em ups as much as the older Atari owners
the youngest are quite happy with simple games
that they can cope with easily and which can
provide sufficient challenge along with the possibil-
ity o f actually winning the game.
My children have been playing games on their

Atari for several years and Monster Maze is still
one of theirf  avourites despite being a relatively
simple gcune to write and play. I  am sure that other
children, and perhaps users o f all ages. wil l find
Monster Maze fun to play. The objective is simply
to guide your player. a  red dot. out o f the maze
before the monster, a  blue dot, catches him. Simple
but great fitn.
The program is documented below so that you

can understand what is going on and perhaps you
will be able to improve the game. The version here
is/o r one player against the computer but the disk
fo r  this Issue also contains a two player version in
which one player controls the monster.-

by David Lamont

Lines  10 - 99 - init ialises  variables and goes to subrout ines
whic h set up and start  the game
Lines  100 - 999 - The main move rout ine gets input  f rom the
joyst ick  and uses LOCATE to see if  a move is possible. The X
and Y coordinates of the red and blue dots are compared and
the blue dot is moved closer to the red. Line 500 is a delay to
s low things  down a lit t le
Lines  1000 - 2170 - The game goes t hrough five mazes, each
one a dif ferent  colour.  The variable CS is used to set the
colour in the POKE command in line 1530.  The screen is
fi lled wit h a colour then the RN! ) func t ion determines  the
direc t ion the maze takes. Hal f  of the maze is plot ted f rom the
top lef t  and half  f rom the bot tom right .
Lines  2230 - 2999 - When the maze is complete the blue
and red dots are placed in their s tart ing posit ions. The
joyst ick  fi re but t on or the START key start  the game. The
OPTION key can be used to redraw the maze l i t he two halves
don't  join up.

PROGRAM DESCRIPTION
Lines  3000 - 3999 - Colour and a cheerful sound are used
to indicate a win.  There is also the opt ion to cont inue play ing
or to end.
Lines  4000 - 4999 Co l o u r  and the sound of  a gunshot
Indicate a loss. A mournf ul t une is also played. Once again
the opt ion is there to cont inue or end.
Lines  6000 - 5999 - This  quiet  but  colourful subrout ine
displays the score at the end of  the game. The choice of
s tart ing again or ending is also there.
Lines  6000 - 6260 - This  rather tuneless bit  of  graphics
prints  a t it le for the start  of  the game_ To skip this  bit  you
can start  the game by entering GOTO 40.
Lines  6600 - 6970 - This  part  of  the s tart ing subrout ine
print s  inst ruct ions.
Lines  9000 - 9970 - DATA used to print  the s tart ing tit le.
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WO CC 2 1 4 0 I F  NUM = 2  A N D  1 ( 0 3 8  TH E N  X =K-4 2 :oRhwI  R E M
2F 2 R E M  *  M O N S T E R  MAZE TO N Y
LU 3 R E M  *  h v LW 2 1 5 0  I F  N U M = 3  AND Y < 2 2  TH E N  Y=‘ !. 12:DRAW
JC 4 R E M  *  D A V I D  LAMO NT TO X , Y
SR 5 R E M  * GK 2 1 8 0 I F  NUM=4  A N D  1 1 )2  TH E N  M = X - 2 : D R A w T
CG 6 R E M  *  N E W  A T A R I  US E R -  J A N  ' 1 1  * N. Y
WU CO 2 1 7 0 NEWT A7 R E M
NH 8 R E M SX 2 2 3 0 REM
OC 20 105UE1 8 0 0 0
O I 48  T U R N = 0 : W O N = 0 : 1 0 S T

,
8

OH 2 2 4 0 )413.2:vp.7.1:x11.313:ye,23
MH 50 G05116 1 0 0 0 CD 2 2 5 0 COLOR 2 : P L O T  X P , Y P
I D 19 8 8 = 0 FO 2 2 6 0 COLOR 3 : P L O T  X13,YEt
LY 100  R E M  M A I N  MOVE PX 2 3 8 8 REM S TA R T O R O P TI O N
PS 3 0 0  CO LO R 8 : P L O T  X P , Y P : CO LO R 0 1 P LO T X 8 02 2 3 1 8 POKE 5 3 2 7 9 , 0

..VE$ YH 2 3 2 0 I F  P E E K C 5 3 2 7 9 ) = 6  TH E N  RE TURN
NO 3 0 5  S T = S T I C K C 8 ) ZD 2 3 2 5 I F  S T R I G C 0 ) = 0  TH E N  RE TURN
DU 3 1 8  I F  S T = I 4  TH E N  Y P = V P - 1 ! LO C A TE  X P , Y P I I 2 3 3 8 I F  P E E K C 5 3 2 7 9 ) = 3  TH E N  G O TO  1 0 2 0

, A A : / F  A A 0 9  TH E N  YP="VP.1.1 514 2 9 9 9 GOTO 2 3 2 0
J5 315  I F  1480111

5 T H E N  
1 0 3 = X 1
1 1 . 1 1 : 1
0 C A T E  
H B
, Y
8

ZO 3 8 8 8 REM M M O W E
,1311:IF 0 8 0 8  TH E N  X 8 = X 1 3
-
1

CC 3 0 1 0 GRAPHICS 2
WK 3 2 0  I F  S T = 1 1  TH E N  X P = X P

-
1 : 1 0 C A T E  
X P , V P

CW 3 0 1 5 MON=MOM41
„ A A : I F  A A 0 8  TH E N  X P =X P
-
4
.
1

UR 3 8 2 0 POKE 1 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4 : P O K E  7 5 2
OP 325  I F  YEI<VP TH E N  V 8 = Y 8 + 1 : LO C A TE . 1

, 8 8 : I F  8 8 ( > 4 1  TH E N  V E 1=Y 8-1 LW 3 8 3 0 POKE 5 3 2 7 1 , 0 : P O K E  7 3 2 , 0
HE 3 3 8  I F  S T = 7  TH E N  X P = X P + 1 : LO CATE  X P , V P , OX 3 8 4 0 SETCOLOR 0 , 1 , 1 2 : 5 E T C O L O R  2 , 7 , 8 S E

A A : I F  n a ( > 0  TH E N  X P = X P
-
I

TCOLOR 4 , 7 , 8
115 335  I F  X 8 > X P  TH E N  X B = X 8 - 1 : L O C A T E  X 8 , Y 8 UC 3 8 4 5 SETCOLOR 1 , 1 , 1 2

B B ( > 0  TH E N  X 8 = X 8 + 1 2V 3 0 5 0 *  U 6
GM 340  I F  5 T = I 3  TH E N  N

,
P = V P . 1
,
1 : L O C A T E  
X P , Y P

MD 3 0 6 0 *  U 6 4 .  • •
, A A : I F  o i r oD e  TH E N  V P = Y P
-
1

RE 3 0 7 0 U6
OP 345  I F  Y E I )Y P  TH E N  Y O =NP 8-1 :LO CATE  X 8 , Y 8 CJ 3 0 8 0 *  t e 6 ; "  P H E W ! .

, 0 0 1 I F  8 8 0 0  THE M  V 8 = Y 0 + 1 8 8 3 0 8 5 U6
WV 3 5 0  CO LO R 2 : P L O T  X P , Y P JH 3 8 9 8 *  U 8 :

-  
M
A
D
E  
I
T
.

FT 360  I F  V P = 2 3  TH E N  GOTO 3 8 0 0 BE 3 0 9 5 ? U 6
HH 4 9 0  CO LO R 3 1 P LO T X 1 3 , Y 8 : I F  H 8 = X P  AND V S I N 3 1 0 8 ? U

1
6 )
"

=YP T H E N  G O TO  4 8 0 0 GM 3 2 0 8 FOR P = 1 9 9  T O  5 0  S TE P  -
2KU 5 0 0  FO R  1 )=1  T O  5 0 : N E X T  D DV 3 2 8 5 SOUND I , P
-
2 0 , 1 4 , 8

NH 1 1 9  G O TO  1 0 0 NV 3 2 1 0 SOUND 9 , P , 1 0 , 8
TM I e e e  RE M  DRAW MAZE MR 3 2 1 5 FOR D = 1  T O  1 0 : N E X T  D

1 8 8 5  TURN=TURN+1 ,
1 0 1 0  I F  T U R N = I  TH E N  C 5 = 2

SD
CT

I A
HL

3 2 2 0
3 2 3 8

NEXT P
SOUND 0 , 0 , 0 , 0

EX 1 0 2 0  I F  T U R N = 2  TH E N  C 5 = 3 I R 3 2 3 5 -
S
O
U
N
D 
1
,
0
,
0
,
0

JP 1 0 3 0  I F  T U R N = 3  T H E N  C 5 = 8 VY 3 2 8 8 I F  T U R N = 5  T H E N  FO R D = I  T O  2 5 8 : N E X
VX 1 8 4 8  I F  TU R N = 4  TH E N  C 5 = 1 1 T D: G O TO  5 0 0 0
CL 1 0 5 0  I F  TU R M = 5  TH E N  C 5 = 1 4 CH 3 2 7 9 ? "  P R E S S  O UMMU FO R ANO THE R M
ND 1 5 2 8  G RAP HI CS  3 + 1 6 : 5 E TC O LO R  4 , 0 , 8 AZE "
FJ 1 5 3 0  P O KE  7 0 8 , C S * 1 8 . 1 0 GM 3 2 8 8 ? : ?  "  O R  O P TI O N T O  E N
ZJ 1 5 3 5  P O KE  7 8 1 , 5 4 D"
XL 1 5 4 0  FO R  ,

( 1 = 8  
T O  
2 3 : C
O L O
R  
I :
P L
O T  
I
,
Y
9
:

PY 3 3 0 8 REM T A R T  O R  O P TI O N
DRAWTO 3 1 , Y 1 : N E X T  * F9 EA 3 3 1 0 POKE 5 3 2 7 9 , 0

NX 2 0 8 0  RE M  DRAW T R A I L LZ 3 3 2 0 I F  P E E K ( 5 3 2 7 / ) = 6  TH E N  G O TO  5 e
2 0 0 5  X = 2 : Y = 2 : C O LO R  8 : P L O T  2 , 1 : D R A W TO  2HO OT 3 3 2 5 I f  S T R I G C 0 ) = 0  TH E N  G O TO  5 0
, 2 KT 3 3 3 0 I F  P E E K C 5 3 2 7 9 ) = 3  TH E N  GOTO 5 0 0 0

MY 2 8 1 8  FO R  A l  T O  2 5 8 S i 3 9 9 9 GOTO 3 3 2 8
VC 2 0 2 0  NUM = I NTC4 * RNO ( 0 1 4 . 1 ) 20 4 0 0 0 REM ODOSME
UL

CA

2 8 3 0  I F  N U M '  A N D  Y ) 2  TH E N  i i =V -2 :1 )RAWT
o X , N
,2 0 4 0  I F  NUM = 2  AND  1 1 ( 3 8  TH E N  X = X + 2 : D R A M

CD
OW
US

4 0 1 8
4 0 1 5
4 8 2 8

GRAPHICS 2
LO S T=1 0 5 T+1
POKE I 8 , 6 4 : P O K E  5 3 7 7 4 , 8 4 : P O K E  7 5 2

TO X , V
ZU 2 0 5 0  I F  NUM = 3  A N D  Y < 2 2  TH E N  V = V + 2 : DRAW LX 4 0 3 0 POKE 5 3 2 7 9 , 0 : P O K E  7 3 2 , 8

TO N . Y CM 4 8 4 0 SETCOLOR 8 , 1 , 1 2 : 5 ( 1
-
0 0 1 0 R  
2 , 3 , 0 : 5 E

G I 2 0 6 0  I F  N U M = 4  AND 1 0 2  TH E N  X = X - 2 : D R A N T TCOLOR 4 , 3 , 8
0 X , Y UD 4 0 4 5 SETCOLOR 1 , 1 , 1 2

C8 2 0 7 0  N E X T  A Z Z 4 0 5 8 ? U 8
DL 2 1 0 0  CO LO R 0 : P L O T  3 8 , 2 3 : D R A W TO  3 8 , 2 2 ME 4 0 6 0 *  I 2 6 ; "
OK 2 1 0 5  X = 3 8 : V = 2 2 A l 4 0 7 0 * 116
NA 2 1 1 0  FO R  A = I  T O  2 5 0 AI 4 0 8 0 ? U 8
YE 2 1 2 8  N U M = I N 1 ( 4 * R N D C 6 ) . 1 ) FU 4 8 1 0 * U 6 : "  G O T C H A I .
MN 2 1 3 8  I F  N U M = I  AND  V ) 2  TH E N  V = V

-
2 : D R A W T

2M 4 1 8 0 * 116
0 N . Y

•
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Iro ts•0
1
M

ZP 4 1 1 0  ?  416
LU 4 1 2 0  7  N O : "
ZY 4 3 0 8  FO R  P = I 5  TO  8  S T E P  -
2MA 4 3 1 0  S O UND 6 , 6 6 , 6 , 1 '
SJ 4 3 1 5  FO R  0 = 1  T O  1 5
-
P : N E X T  D
I D 4 3 2 0  N E X T P
HO 4 3 3 0  S O UND 0 , 8 , 0 , 0
OV 4 4 0 0  RE M
RK 4 4 8 5  RE S TO RE  9 9 0 0
XL 4 4 1 0  FO R  1 = 1  T O  1 1
EH 4 4 2 0  RE AD H O L E
OM 4 4 2 5  V E 5 = N 0 + 7 8
OA 4 4 3 0  S O UND 0 , 0 0 , 1 0 , 8
ZT 4 4 3 5  S O UND 1 , Y E S , 1 0 , 8
CV 4 4 4 0  FO R  O U R = 0  T O  3 0 0 1 E : N E X T  O UR
HW 4 4 5 8  S O UND 0 , 0 , 8 , 0
JC 4 4 5 5  S O UND 1 , 0 , 0 , 0
MX 4 4 6 0  N E X T 2
ZN 4 5 2 5  I F  TU R N = 5  THE M FO R D I  T O  2 5 0 : M E N

T D: G O TO  5 0 0 0
CR 4 5 8 0  ?

AZE "
HG 4 5 1 0  ?  : ?  "  O R  T O  E N

D"
OJ 4 8 0 0  R E M
EL 4 8 1 0  P O KE  5 3 2 7 9 , 0
MK 4 8 2 0  I F  P E E K ( 5 3 2 7 9 1 = 6  TH E N  G O TO  5 0
RE 4 8 2 5  I F  5 T R I C ( 0 ) 7 . 8  TH E N  GOTO 5 0
LE 4 8 3 0  I F  P E E K C 5 3 2 7 / ) z . 3  THE N GOTO 5 0 8 0
UT 4 9 9 1  GOTO 4 8 2 0
TS 5 8 0 0  RE M
CE 5 0 1 0  G RAP HI CS  2
UT 5 8 2 0  P O KE  1 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4 : P O K E  7 5 2

•
1LY 5 8 3 0  P O KE  5 3 2 7 1 , 8 : P O K E  7 3 2 , 0

WF 5 0 4 0  S E TCO LO R 0 , 1 , 1 2 : S E T C O L O R  2 , 1 2 , 8 : 5
ETCOLOR 4 , 1 2 , 8

UE 5 0 4 5  S E TCO LO R 1 , 1 , 1 2
AA 5 0 5 0  1 1 6
Mr 5 0 6 0  7  1 4 6 ; "  4 1 ,
AG 5 0 7 0  1
.  n 6FJ  5 0 0 0  ?  N O : "  Y O U P LAY E D ' ; T U R N ; "  M AZE S "
AM 5 0 / 0  7  146
FP 5 1 0 0  7  N 6 : "  Y O U  WON " ; W O N
2 0  5 1 1 0  7  846
LU 5 1 2 0  '  N O : "
CM 5 2 8 0  7  "  P R E S S  M O M  FO R ANO THE R M

AZE "
NO 5 2 1 0  7  1 ?

D"
OA 5 3 0 0  R E M
EC 5 3 1 0  P O KE  5 3 2 7 9 , 0
KU 5 3 2 0  I F  P E E K C 5 3 2 7 1 ) = 6  TH E N  G O TO  4 8
VE 5 3 3 8  I F  P E E K I 5 3 2 7 9 ) = 3  TH E N  G O TO  5 9 9 1
RC 5 4 0 0  GOTO 5 3 2 0
GM 6 1 1 9  G RAP HI CS  0 : E N D
VC 6 0 0 0  RE M
DV 6 8 1 0  G RAP HI CS  5
LE 6 0 1 5  S E TCO LO R 2 , 0 , 6 : S E T C O L O R  4 0 3 0 5
U U 6 0 2 8  P O KE  1 6 , 6 4 : P D X E  5 3 7 7 4 , 6 4 : P O K E  7 5 2

PRESS OUMMU FO R ANO THE R M

START O R O P TI O N

OR MOBONIM TO  E N

, 1
WI 6 1 0 8  R E M  S TARTI NG  T I T L E
OV 6 1 1 8  FO R  X = I  T O  4 6
OU 6 1 2 0  RE AD X I . Y I , X 2 , Y 2
I T  6 1 2 5  M I = I 0 T C 7 9 * R N D ( 8 ) ) : M 2 = I N T ( 1 5 9
0
R N D I

I ) )
I T  6 1 3 0  CO LO R 2 : P L O T  X I , Y 1 : 5 0 U 0 D  0 . M 1 1 4 5 , 1

0 . 8 :S O UND I , M 2 , 1 0 , 8
NU 6 1 6 8  DRAWTO  X 2 , Y 2
UV 6 1 7 0  S O UND 0 , 0 , 0 , 0 : S O U N D  1 , 0 , 0 , 8

OJ 6 1 8 8  FO R  D = I  T O  5 8 : N E X T  D
MG 6 1 9 0  NE X T X
US 6 2 0 8  ?  "  P R E 5 5  MRMW FO R I N S T R U C T I O

N5
JM 6 2 1 8  7  : 7  "  O R  OUMMU TO  BE G

I N "
SU 6 2 2 0  RE M
MD 6 2 3 0  P O KE  5 3 2 7 9 , 8 : P O K E  7 3 2 , 0
VP 6 2 4 8  I F  P E E K ( 5 3 2 7 1 ) = 6  THE N RE TURN
ZL 6 2 4 5  I F  S T R I G ( 0 ) = 0  TH E N  RE TURN
UE 6 2 5 8  I F  P E E K ( 7 3 2 ) = 1 . 7  THE M G O TO  6 8 0 8
SO 6 2 6 8  G O TO  6 2 4 8
TM 6 8 0 0  RE M
BR 6 8 1 0  G RAP HI CS  0
00 6 8 1 5  P O KE  7 5 2 , 1
WW 6 8 2 8  SETCO LO R 2 , 1 2 . 4 : S E T C O L O R  4 , 1 2 , 4
TV 6 8 3 0  S E TCO LO R 1 , 1 , 1 2
SC 6 8 4 0  ?  : ?  : ?  : 7  "
FA 6 8 5 8  ?  : ?  " U S E  T H E  J O Y S TI CK T O  MO VE T M

E RE D  D O T "
00 6 8 6 8  .7 " O U T  O F  TH E  MAZE  A T  T H E  BO TTO M

RI G HT"
FM 6 8 7 0  ?  "  C O R N E R . ?  t ?

THE BLUE  D O T W I L L  T R Y  T O  CATCH Y O U "
ZS 6 8 0 0  ?  1 ?  "  T H E R E  ARE  5  MAZE S  T O  G E T

THROUGH"
TO 6 8 9 0  7  : ?  "  I F  A N Y  MAZE  DO E S  N O T J O

I N  U P "
TF 6 9 0 0  ?  P R E S S

VA 6 1 4 8  ?  :
7  "
FO 6 9 5 0  P O KE  5 3 2 7 9 , 0
ZJ 6 9 6 8  I F  P E E K I 5 3 2 7 9 ) = 6  TH E N  RE TURN
AF 6 9 6 5  I F  S T R I G C 0 ) = 0  THE N RE TURN
XN 6 9 7 0  G O TO  6 1 6 0
GO 9 0 8 0  RE M M a n
FL 9 0 1 8  D A TA  2 4 , 8 , 2 4 , 3 9 , 2 5 , 3 9 , 2 5 , 0 , 2 6 , 8 , 2

6 , 3 9DA 9020 DATA 37,43,37,39,30,39,38,8,39,8,3
/,a9

00 1 1 1 8  D A T A  4 , 8 , 4 , 3 9 , 5 , 3 9 , 5 , 8 , 6 , 8 , 6 , 3 9
PS 1 1 2 0  D A TA  1 7 , 8 , 1 7 , 3 9 , 1 0 , 3 1 . 1 8 , 8 , 1 9 , 8 , 1

9 , 3 9
CJ 1 2 1 0  D A TA  6 4 , 8 , 6 4 , 3 9 , 6 5 , 3 9 , 6 5 o 5 r 6 6 , 0 ,
5 6 , 3 9UC 1336 DATA 64,6,69,8,44,1,61,9,44,1e,69

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

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

, 1 8
MI  9 4 4 0  D A TA  6 4 , 3 7 , 7 1 . 3 7 , 6 4 , 3 8 , 7 1 , 3 8 , 6 4 ,
3 5 , 7 9 , 3 9
JG 96443  D A TA  6 4 , 2 2
'
7 5 . 2 2 ' 6 4 ' 2 3 , 7 5
, 2 3 , 6 4 , 2

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

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

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

. 1 0
XG 9 7 0 0  DATA 5 3 , 1 1 , 4 4 , 3 7 , 5 9 . 1 2 . 4 4 , 3 5 , 5 9 . 1

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

4 , 3 6 , 2 4
TU 1 / 0 0  RE M
14J 9 9 7 0  D A TA  8 1 , 3 , 8 1 , 2 , 8 1 , 1 , 8 1 , 3 , 6 8 , 2 , 7 2 ,

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

I NS TRUCTI O NS

OPTION

DEAD MARCH DATA

TO DRAW A G A /

PRESS S TA R T T O  B E G I

•
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6 obtaining stocks of classic 8-bit  programs and,  even
better, selling them at bargain prices! There's some-

thing for everyone, and even the budding computer music
mak er hasn't  been forgotten. For jus t  g7.95 he can now be-
come the proud owner of Mus ic  Painter.  a computer mus ic
package allowing the compos it ion and playback  of music us ing
the 8-bit 's  internal sound chip.
Hav ing to learn s tandard mus ic  notat ion often puts  people off

get t ing started in mus ic  mak ing,  Mus ic  Painter is aimed at the
complete novice, and neat ly  gets round this  problem by us ing
a muc h s implifi ed notat ion method_ The screen shows one and
a half  musical staves, one for the t reble clef and a part ial one
for the bass. This  gives a note pitch range of  three octaves,
ample for use wit h the sound chip. Notes are represented by
coloured lines. whic h may  be "painted" onto the staves under
joyst ick  control.  Plac ing a line higher on the staves produces a
higher pitch, mov ing it  lower results in a lower pitch. The
longer the line, the longer the note plays - you can't  get muc h
s impler than that !
Surpris ingly ,  the program is fully  chromat ic ,  that  is. it  can

handle all twelve semitones in an octave, mak ing it  possible to
reproduce v irtually  any mus ic  in any key. Each semitone has
Its own colour,  mak ing v isual ident ifi cat ion of a note's pitch
quite easy. Once again. the program tries to s implify  the
diffi cult  concepts - sharps.  flats, and key s ignatures again
aren't  handled in the usual notat ion.  but  by modify ing the way
In whic h lines represent ing notes are placed on the staves.

JOYSTICK DRIVEN
The program is almost  totally  joyst ick driven. The only excep-

t ions are use of the Reset key to clear a mus ical piece f rom
memory ,  and the keying of a fi lename when saving a new piece
to disk. Every thing else is achieved by us ing the joyst ick to
select an icon to choose an opt ion,  or to posit ion a note on the
staves. The note pos it ioning operat ion is aided by the program
display ing the names of  the notes as the cursor passes over
their posit ions on the staves. Here though,  it  does use stan-
dard note names and sharp and fl at  signs, so you can at least
start learning about  them.
Af ter pos it ioning the cursor for the required note pitch. a

press of  the joyst ick but ton paints  the note into place_ A single
press results  in a note of the shortest  durat ion,  longer notes
are formed by holding down the but ton and mov ing the joys-
t ick to the right .  This  causes the screen to scroll,  paint ing a
cont inuous  line for that  note, wit h its durat ion represented by
the line's length.  I t 's also easy to change exist ing notes. and to
delete, insert ,  and copy one or more notes in an exis t ing piece.
I was disappointed to fi nd the program only  handles three

voices, rat her than the f our available as s tandard on all Atari
8-bit  machines.  Thus,  it  can only  play three part  harmonies
instead of  four. The disk  supplied also carries a Commodore
64 (please pardon the bad language!) vers ion of  the code on
side two,  so it  looks as if  Music  Painter has been designed
down to the lowest c ommon denominator.  However.  the novice

John S Davison discovers a
way that anyone can make
music even i f  they know
nothing at all about music!

probably  won't  miss  that  fourth voice much,  so why  worry?
Each voice can be independent ly  assigned one of  four sounds,

namely  piano, flute, v iolin,  or drums.  As these sounds are
generated internally  by the sound chip rather than being
digitally  sampled,  you wouldn' t  expect t hem to sound any thing
like their names, and indeed they don't .  However,  they do
provide scope for s imple experimentat ion wit h dif ferent
sounds.

BACH TO FATS WALLER
Other funct ions provided al low you to set the bar size to

accommodate dif ferent t ime signatures:  to alter the tempo of
playback: to independent ly  t urn on and of f  each of  the voices:
to easily play short  sections of  the piece: and to quick ly  scroll
backwards  and forwards  t hrough the music.  There's  also a set
of  file funct ions  allowing you to load, save, and delete fi les f rom
disk, and to request  a directory  list ing. The supplied disk  also
inc ludes a set of  music  files, covering styles f rom Bach to Fats
Waller.  You can load and lis ten to these s t raight  away to
quick ly  get a feel for the program's  func t ions  and capabilit ies.
Overall.  I like Mus ic  Painter, I t  gives the beginner a basic

Int roduc t ion to computer mus ic  mak ing,  wit hout  get t ing bog-
ged down in mus ical theory. The corollary,  of  course. is that  it
won' t  teach you muc h about  mus ic  theory either,  but  then that
Isn't its  purpose. Its aim is to t urn your computer into an aid
to mus ical creativity, in a way  that  v irtually  anyone can use -
something it  achieves admirably .  I f  you've ever thought  about
get t ing into mus ic  mak ing wit h your Atari 8-bit  machine.
Music  Painter is probably  the easiest route available. And at
L7•95 you can't  really  go wrong!

Music Painter
A"....,•••• •
t i nhO l t

MUSIC PAINTER
Atari/Page 6
E7.95
Reviewed by
John S Davison

New Atari User - Issue 48 3 7



WARGAMES

Michael Ingham takes
an in-depth look at a
wargame that offers
fi ve historic scenarios
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Front  - reads the legend across the top of the large SSE
box containing Panzer Grenadier.  This  is emphasized

by the i l lus t rat ion of tough-look ing characters in improbably
neat unif orms  leaping f rom a t roop carrier hur l ing grenades
and t iring submachine guns - rather more Hollywood than
history!
This  is the t hird in the series of Roger Damon designed

wargames for 8-bit  Atari& The fi rst was  Operat ion Whir lwind
(Broderbondlfollowed by Field of Fire, Panzer Grenadier and
Vietnam.  Finally  came a Wargarne Cons t ruc t ion Set for D-I -Y
games: a l l  af ter the fi rst  published by SSI. All the Damon
games share a family  resemblance in that  they are basically
tact ical batt les involv ing infant ry  wit h support  weapons.
armoured unit s  and art illery ,  in which you the player can take
only  one side against the computer;  you cannot  play a scenario
fi rst  f rom one side and then the other.

Opening the box of Panzer Grenadier,  you fi nd a double-s ided
disk and one of SSI•s handsomely -printed booklets, the int ro-
duc t ion sect ion set t ing the scene by put t ing you in c ommand
of the Grenadier regiment  of  the Grossdeutschland Div is ion.
His torical note - the Grossdeutschland name was originally
given to a motorized infant ry  regiment  formed f rom the Berlin
ceremonial guard unit  later expanded to div is ional s t rength by
adding a fus ilier and a panzer regiment  plus  div is ional art il-

38 I s s u e  413 - New Atari User

PANZER I
lery, etc. As one of the very few named rather than numbered
unit s  in the Wehrmacht  (as dis t inct  f rom the Waffen SS) it  was
an elite format ion and was equipped and staffed accordingly.
The int roduc t ion states. however.  "some leeway has been

taken In conforming the game to the computer".  so this  is not  a
game for the wargaming puris t  who insists on met iculous
his torical accuracy.
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rat io to one another - and you do not  have the full
range of weapons that  such a regiment  might  have

had. There are two scenarios where you wil l  certainly  wish
your ant i-t ank  company and panzerfaust  platoons were not  on
leave) On the other hand,  af ter the Kursk  bat t le even elite
unit s  were seldom at any thing like es tablishment  st rength.
Commanders  had to manage wit h what  they had: Von Mellen-
t hin records in "Panzer Batt les" (Fontana) one desperate coun-
ter-at tack against a Russ ian infant ry  div is ion plus tanks by a
Grossdeutschland bat t le group of  a panzer detachment  of
about  twenty tanks. one company  of the reconnaissance unit ,
one bat talion of  infantry  in half -t racks and one t roop of self-
propelled art illery  commanded by a div is ional staff officer.
Some of  the scenarios are not  too dif ferent!
The game side of  the disk  is loaded fi rst, then the Scenario

side which fi rst  offers the choice of loading a saved game,
choosing another scenario f rom the five in the game or loading
the scenario shown. Pick your batt le,  choose the diffi culty
level, t hen either fast or slow speed which only  affects the fi re
and enemy movement  phases, and,  unless you can pick  out
the unit  fi ring,  count  how many  t imes it  fi res and read the
messages at the bot tom of the screen at l ight ning speed, pick
slow by press ing Start.
Up comes the map and you are into the fi rst  phase of the fi rst

turn.  All the Damon designed games. like must wargarnes, are
split  into turns  which are subdiv ided into phases but  the
phases and their order does vary in dif ferent  games. In Panzer
Grenadier,  the fi rst  phase of  each t urn is Observat ion,  scroll
round the screen to scan the terrain (the brown blobs are
hilltops,  the rest are fairly  obvious), and in the lower part  of
the map you wil l  fi nd your bat t legroup.  This  varies f rom
scenario to scenario and is made up f rom infant ry ,  pioneers.
machine guns. mortars ,  reconnaissance units ,  assault  guns.
self -propelled art illery  and three types of tank. Place the cursor
over a unit  and its details are shown in the text window below
the map:  note the number  at the right ,  this  is the number of
"sub-unit s " present  and how many  t imes the unit  fi res per
phase. At the beginning most unit s  have S=3 but  tanks can be
4 or 5. Start  worry ing if  it drops to 1 - that  unit  is on its  last
legs!
Most of  the icons are fairly  clear but  make quite sure that  you

can pick  out  the pioneer companies: the icon is only very
s light ly  dif ferent f rom infant ry  but  t heir capabilit ies are quite
dif ferent - the number of t imes I have t ried to c lear a minefi eld
wit h an infant ry  company. Adjus t ing the brightness wil l  not

1



GRENADIER
help the confus ion but  it  can help in dis t inguishing the tanks
whic h dif fer quite a lot  In what  they can do. The only  act ion
you can take in this  phase is
to order units  on foot to dig-in
or get ready to move.
Then follows fi re 1/  move-

ment /  enemy fire I /  fi re 2/
enemy mov ement /  enemy fi re
2 /  v ic tory level (the score) and
a save pos it ion opportunity .
mak ing up one turn.  The big
dif ference between those
games which have a command
phase followed by an act ion
phase and a boardgame proc-
edure like this  is that  you now
have greater control.  In the
fi re phases. each unit  fi res
separately, so you need not
waste fi re on an enemy that  is
already eliminated.  In the movement  phase, each unit  is
moved wit h the joyst ick square by square which can be t ricky
if  t ry ing to keep on a road to get max imum movement  - and
don't  get t raffic jams  in Scenarios 2 and 4 by running out  of
movement  on a bridge or minefi eld gap so block ing other units.

SCENARIOS
The scenarios are, I think ,  mainly  possible act ions rather

t han detailed reconstruct ions:  detail is usually  very diffi cult  to
get at the tact ical level anyway, even for WWI  1. They are:

Br i dge s  over  the  Lut c he s s a  - recapture three bridges and
then hold off a counter attack. The line suggested in the
garnebook works  reasonably,  but  that  in 'The Electronic Bat -
t lefi eld" is even better.

Ca r d s  on  t h e  t a b l e  - the at tack on the Kursk  salient, This
is "authent ic " in that  the GD div is ion was in the spearhead of
the southern pincer and is closest to get t ing the feel spoken of
In the designer's notes. My  favourite - I 've yet to get even a
minor  victory at the Advanced level. One t ip, i f  you break
through the fi rst  defence line quick ly  and cheaply, save the
posit ion,  then you can t ry  several ways of gett ing into the
town,  over the bridge and of f  the map.

K i r o v g r a d  - s top the tanks break ing through.  I f  the GD were
in act ion here it  would have been in Aut umn '43 and,  alt hough
this  is an infant ry  game. I've yet to fi nd their best place here:
In this  game, inf ant ry  is quite weak against armour  so the
choice seems either to t uck  them away or to dig them in on the
f ront  line where they wil l  probably  be lost but  they draw fire
away f rom your tanks, t ricky!

E  P * 1 - I  E

One mo r e  r i v e r  - move into a t own and defend against  the
counterat tack:  i f  it was in Rumania,  it  would have been in

Spring '44 not  '45. Lots of pos-
sible lines but  if  you want  the
f ront  jus t  above the town,
pract ice wit h the joystick: you
need every square of  move-
ment  to get dug-in in t ime.  I f
you have seen of f  the attack,
t ry  sending your recoil unit s
up to the map top, you may
get a surprise.

orders again.

Wilkowischen - this time
you arc part  of  an at tack  and
there are again many  ways of
set t ing about  It: only  one t ip, i f
you get the ent ire regiment
into the town and s t ill have
only a minor  victory, read your

FOR BEGINNERS?
Now the import ant  bit,  who should buy  the game? Experi-

enced wargamers  wil l  prefer Kampfgruppe ESSI) for eastern
front  tactics, but  for lighter relief  when something is wanted to
fi ll an hour or so, this  should fi ll the bill,  unless  you bui ld y our
own wit h the Cons t ruc t ion Set. For beginners it  is  a good start
to tact ical small unit  wargaming.  A good rat her than a great
game: all the Damon series have an unrealis t ic  amount  of
reconnaissance by fi re (blowing holes in the landscape to see if
an enemy is there) but  it  shows less in Panzer Grenadier.  Also,
the scenarios of  12-15 turns  are about  the right  length and all
are possible at the fi rst two levels. And you can s t ill get the
game! When fi rst  issued, it  was at  1..24.99 rather expensive.
now at £16.95 you should get your money's  worth of  enjoy-
ment.  Now perhaps if  I t ry  that  other route in Scenario 2, I
might  have more tanks left by  the t ime the bridge is up

Panzer Granadier.  along wit h several other wargames,  is
available from Miles Better Software  who k indly  supplied the
rev iew copy.

PANZER GRENADIER
Publisher: SSI
Price: E16.95
Availaible from Miles Better Software
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MATTA ROTA
0 v e r  the years, British

Telecom produced
some excellent soft-

ware for the Atari. Warhawk
and The Extirpator were a
couple of the best but the
creme of the crop was unques-
tionably Druid - a brilliant
(and highly underrated,  in my
opinion) Gauntlet clone that
left U.S.Gold"s official version
destined for the dustbin (see
review in issue 30), B.T.  sub-
sequently turned their atten-
tions to re-releasing some of
Activision's highly regarded ti-
tles in their budget Silverbird
range, and again found an en-
thusiastic market. Sadly, you
won't see any new games from
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Publisher: Silveraira
Price: £ 1 . 9 9  cassette
Players: 1
Loading: 8'55"

Reviewed by Paul Rixon
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B.T. today but most of the ex-
isting range can still be found.
at prices that seem too good to
be true!
This scents like a opportune

moment to introduce what is
probably the most recent ori-
ginal game to be issued with
the Silverbird label - MATTA
MATTA.  There's definitely no-
thing original about the theme
though.  It's an old-fashioned.
blast-everything-in-sight hori-
zontal scroller with enough ac-
tion to keep even the most
battle-hardy arcadians occu-
pied! A game wouldn't seem
the same without a plot
(would it?) and Silverbird have
obligingly enrolled you as the
pilot of a technologically
astounding super fighter, bat-
tling to save the Universe from
deadly anti -matter aliens. The
nasties are traversing the cor-
ridors of inner  space to wreak
their evil destruction on the
hapless and ignorant people of
Everywhere - only you can

•

I - L U L L

•

I .

•••••4

A
n
o
t
h
e
r  
o
f
f
e
r
i
n
g  
f
r
o
m

H.Ware that,  to be
honest, is not at all

dissimilar in nature to their
other recent efforts. I f you've
read the reviews of Escaper,
Cybor-Stien and A-Zone in
previous issues of NEW ATARI
USER then you should have a
pretty good idea of what this
one's all about! This time.
B,Ware's traditionally crude
packaging is surprisingly lack-
ing in any form of incredible
explanation - perhaps we
should view that as a bonus!
You've apparently crash-

landed on a strange planet

called Zol tan and your  aim is
simply to escape (hence the
title!). To reach safety you
must guide your jet-powered
astronaut through a series of
screens, collect Uranium fuel
pods scattered throughout the
levels and avoid contact with
walls, floors and other danger-
ous harriers. I f you manage to
collect all of the pods and
make it to the exit point before
the time limit expires your in-
trepid astronaut advances
onto a subsequent screen. I t
sounds too. easy to be true,
and natural ly it is! The main
problem is that to reach the

stop them. Even so, its a pret-
ty straightforward shoot 'em
up!
The alien craft appear at an
alarming speed from the right
hand edge of the scrolling
playfield and you're expected
to zap them into microscopic
particles before they inflict
serious damage on your ship -
like it or not there's little you
can do except close your eyes.
waggle the stick and hit that
trigger!
The graphics are generally of

a high standard with the tra-
ditional starscape backdrop
bordered by a variety of in-

ZOLTAN ESCAPE
pods you are forced to travel
through pulsating 'lasers' and
there's little you can do to pre-
vent them appearing at the
worst possible moment. The
chances of survival aren't im-
proved by the abysmal colli-
sion detection that can result
In your character's demise for
no obvious reason!
In common with other games

from the B.Ware stable, the
graphics fall way below the
standard that Atarians ought
to expect - in particular. the
information screens between
levels are difficult to read and
the design of scenery else-
where is decidedly uninspir-
ing. In the sound department
there are a few bleeps and
screeches but nothing that
virtually any Atari owner
couldn't produce in a couple
of lines of Basic! Well, at least
It's preferable to the dreadful
noise in A-Zone and Escaper!

teresting designs throughout
he levels, There are nice
touches elsewhere such as a
rainbow graphics demo on the
title page and sound.  too is of
a reasonable standard.
Overall. Matta Blatta is a

competently programmed
shoot 'ern up which could be
Improved by a more sensible
speed restriction on the in-
coming nasties. but is a
worthwhile challenge for those
expert players. I f you don't
fancy this one, look out for
other gems bearing the the
Sillierbird/Firebird label.
They're too good to be missed!

Zoltan Escape is supplied on
disk or  cassette directly by
B.Bytes Computers of I Iinc-
kley, al though you might have
guessed from the comments
above that I 'm not about to
recommend you dash off for
your cheque book! I f you have
a big collection of shoot 'em
ups and desperately want to
add more then Zoltan Escape
will pad your collection out
Alternatively you might. want
to purchase a copy just to
show your support to one of
the few remaining companies
Interested in marketing Atari
software. It's a pity that I can't
recommend it more strongly.

I itle: Z O L T A N  ESCAPE
Publisher: B.Ware
Price: . 9 , 5 . 9 9  Cass/Disk
Players: 1  /2
Loading:  N/ A

Reviewed by Paul Rixon
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Explod.ng Wa ll
Cass. Disk

Kick-Ott 7.95 11.95
Summer Games

2.99

12.95
Smash Hits 1 - 5 & 7
(each)

Cosmic Pirate

5.99

Living Daylights 2.99 9.95
Trivial Pursuit _.........„. 12.95 14.95
Spy vs Spy Arctic Antics .„. 4.99 5.99
Spy vs Spy Trilogy 8.95 9.95
Fighter Pilot

2.99

10.95
Polar Pierre 4.99 5.99
Mr Robot 4,99 6.99
Beta Lyrae ............... ,. 4.99 5.99
Boulderdash 2 2_99 6.99
Arkanoid

Space Wars

9.95
Trailblazer ............. . . , „

1.99

9.95
Solo Flight 8.95 11 95
Spyhunter .................

1.99

6.99
Mirax Force 2.99 8.95
Rescue on Fractulas . . . . , . .

1 . 9 9

6.99
Baliblazer

Crystal Raider „

6.99
Rampage .............. „, „ . . . ,

1.99

5.99
Shoot 'ern Ups 4.99

1.99

Platform Perfection . 4.99

Special Delivery

Spindizzy 2.99 6,99
Touchdown Football

1.99

5.99
Spitfire 40

Sub Commander

6,99
Draconus 6 95 9.95
Druid...... .„ .., ,.. 4.99 9.95
Brian Clough's Football Fort. 8 95 12.95
Pooyan 4.99 .199
European Super Soccer  , 8.95 12.95

1.99
Football Manager ......

499
New York City .......

2.99

4.99
Crumbles Crisis

Fruit Machine Simulator . . . . .

4 99
Freaky Factory

2.99

4.99
Starquake . „

Roulette Simulator .............

4.99
Preppie 2 . . . . . . .  ....... 4.99
Laser Hawk ...... ........ ........ 4 99
Colossus Chess 3 ........ , 4.99

4.99
Joe and the Nuclear 4.99
Caverns
Nuclear Nick 4.99
Knockout Boxing 4.99
Sunstar ................... .„, 2.99
Cuthbert Goes Walkabout 2.99
Heartache 7.95
Mig Alley Ace . . . . . . . .
.
. . .
.
. . . . . .

9.95
Pinball Construction Kit 9.95
Infiltrator „ ., .. . . . . 9.95
Thunderfox ...................... 795
Slingshot 7.95
Winter Events 9.95
Black Lamp 7.95
Star Wars 7.95 12 95

Explod.ng Wa ll 2.99
Microrythym 2.99
Robot Knights 2.99
Survivors . . . . 2.99
Nucleus 299
Cosmic Pirate 2 . 9 9
Last V8 2 . 9 9
Grand Prix $imulathr 2.99
Footballer at the Year 2.99
Mr Dig 2.99

2.99
Whirlynurd „ . .  ,............ 2.99
Warriors of Ras ,   • 2.99
Tapper ...... ........ ....... 2.99
Death Race .................. .....,..„,,,, 2.99
Pro Mountain Bike Simulator . . „ . 2,99

2,99
2.99

Mad Jax 2.99
War Coptor 2.99
Space Wars 2.99
Invasion 1.99
Daylight Robbery 1.99
Spooky Castle 1 . 9 9
Molecule Man 1.99
Pothole Pete 1.99
Feud 199
Crack Up 1 . 9 9
River Rescue 1 . 9 9
Crystal Raider „ 1.99

1.99
Action Biker 1.99
Desmonds Dungeon 1.99
Lea pster 1 . 9 9
Special Delivery 1.99
Joe Blade 1.99
Tani urn 1.99
Gridrunner 1.99
Sub Commander 1.99
Dawn Raider 1.99
Soccer 1.99
Bomb Fusion 1,99
Periscope Up 199
Dizzy Dice 1.99
Milk Race 1.99
Winter Wally 1.99
L.A. SWAT 1.99
Football Manager ...... 2.99
Encounter 2.99
Las Vegas Casino 2 . 9 9
Fruit Machine Simulator . . . . . 2.99
Timeslip 2.99
Dreadnaught . . . .  , „  , 2.99
Roulette Simulator ............. 2.99

A COMPLETE SEIVI(EIN(ONVIRSISCRAIIE
TOP 10 CASSETTES

Atari Aces   S O L D  OUT
Kick Off   7 . 9 5
F.15 Strike Eagle   6 . 9 5
Silent Service   S OL D  OUT
Platform Perfection   4 . 9 9
Atari Compilation   4 . 9 9
Plastron   7 . 9 5
Hawkquest   7 . 9 5
Thunderfox   7 . 9 5
Kenny Dalglish Soccer   7 .9 5

- T O P  20 BUDGET CASSETTES
Blinky's Scary School 2 .9 9
Yogi's Great Escape   2 .9 9
Sidewinder II   2 . 9 9
Ruff and Ready   2 . 9 9
Su b ,
,
Ta n
k  
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9

GAMES

TOP 10 DISKS •

Flight Simulator II   2 4 ,9 5
Kick Off  1 1 . 9 5
Gauntlet   9 , 9 5
Plastron   9 , 9 5
Infiltrator   9 . 9 5
Hawkquest  1 6 . 9 5
Bop 'n' Wrestle   9 . 9 5
Smash Hits 7   6 . 9 9
221B Baker Street 1 1 . 9 5
Silent Service   1 1 . 9 5

Footballer of the Year 2 .9 9
Chuckie Egg   3 . 9 9
Head Over Heels   2 . 9 9
Ninia Commander  2 . 9 9
Gauntlet   2 . 9 9

ADVENTURE/STRATEGY
Cass.

:light Sim Scenery Disks
(Please phone)

Questron ................. .........„
Field ol Fire ........
Hollywood Hiiins

Tine & Magik . . . . . . . . .  ..... 1 1 . 9 5
Lurking Horror .......
ingrld's Back ............  1 1 . 9 5
Guild of Thieves
Knight Oro .................   1 1 . 9 5
Cloak al Death   2 . 9 9
The Golden Baton 2 . 9 9
Gunslinger . . . . . . . . . . . .
Eternal Dagger
Theatre Europe
Carrier Force
Panzer Grenadier
Battlecrusier

Disk
14.95

9.95
7.95
9.95

14.95
11.95
11,95
11,95
14.95
11.95

Vietnam ............... ..........
Conflict in Vietnam 1 1 . 9 5
Crusade in Europe   1 1 . 9 5
Decision in the Desert   1 1 . 9 5
Colossus Chess 4   8 . 9 5
Kennedy Approach   8 . 9 5
Hawkauest   9 . 9 5
Cutthroats
Zork 1
Spelibreaker
The Count
Pirate Adventure
Scapeghost
Silicon Dreams
Rebel Charge ........ ,  1 9 . 9 5
Super Huey ...... ....... 9  95 11.95
Lancelot.......................
.......

9.95
14.95
11.95
16 95
16.95
15.95
19.95
9.95

14.95
14.95
14.95
12,95
12.95
16.95
9.95
9.95
9.95
4.99
4
9
9

12 95 12.95
12.95

11.95
Sargon 111 Chess ,    9 . 9 5
Gettysburg   1 9  95
Knights of the Desert   9 . 9 5
Scott Adams adventures on cassette at
12.99 each phone

XL XE CARTRIDGES
Missile Command . „  ..,  . .   9 . 9 5
Donkey Kong   1 2 . 9 5
Pole Position .  .. .......   12.95
Star Raiders   9 . 9 5
Ms Pacman 1 2  95
Fight Night .  ................. .. .    1 4  95
Star Raiders II . . . . . . .  .... ...   1 4 . 9 5
I oderunner   1 4  95
Barnyard Blaster (lightguni 1 2  95

VfSA

TOP 10 ROMS

Star Raiders   9 . 9 5
Donkey Kong Jr  1 2 . 9 5
Blue Max   S O L D  OUT
Donkey Kong   1 2 . 9 5
Ms Pacman  1 2 . 9 5
Galaxian   9 . 9 5
Eastern Front 1941   8 . 9 5
River Raid   8 . 9 5
Pacman   9 . 9 5
Pole Position ......  1 2 .9 5

Pro Golf   2 . 9 9
Grand Prix Simulator 2 . 9 9
Arcade Fruit Machine 2 . 9 9
Kikstart   1 . 9 9
Lazer Hawk   2 . 9 9

XL/XE CARTRIDGES

One on One Basketball   1 4 . 9 5
Battlezone , . . . . . . . .    1 4 . 9 5
David's Midnight Magic (Pinball) 1 4 . 9 5
Archon   1 4 , 9 5
Rescue on Fractulas   1 4 . 9 5
Ball blaze r   1 4 . 9 5
Defender   9  95
Calaxran 9 . 9 5
American Football ....... 9  95

9.95
Moon Patrol . . . . . . . . . . . . . . . . .
.
. . . . . . . . . . .
1 2 . 9 5

Robotron 2084   1 2  95
Joust 1 2 . 9 5
Hero   8 . 9 5
River Raid   8 . 9 5
Mega Mania   8 . 9 5
Dreadnought Factor   8 . 9 5
Designers Pencil   9 . 9 5
Rally Speedway   8 . 9 5
Miner 2049er   8 . 9 5

8.95
8.05
8.95
9.95

Eastern Front 1941
Food Fight
Skywriter

XC12 Cassette Recorders
FULL RANGE OF ATARI 2500 CARTRIDGES IN STOCK

219/221 Cannock Road, Chadsmoor, Cannock,
Staffordshire, INS11 2DD

Telephone (0543) 466577/8/9

UTILITIES
ROM Disk

Mini Office 11 1 4  95
Atari Writer 2 9 . 9 5
Alan Writer Plus ..............2 9 . 9 5
Microsoft Basic II ..............1 9 . 9 5
Silent Buller - Personal Finance 1 6 . 9 5
Planetarium   1 6 . 9 5

BUDGET CASSETTES
Rockford
System 8 Pools
Green Beret
BMX Simulator
Phantom
Transmutor
Panic
On Cue
Jocky D a r t s
Little Devil
Screaming Wings
Domain of the Unclean
Space Lobsters
Planet Attack
Gauntlet
Chuckle Egg
Dreadnaught
Casino Roulette

E29.95

2.99
2.99
2.99
2.99
2.99
2.99
2.99
299
2 99
299
2.99
2.99
2.99
2.99
2.99
3.99
2.99
2.99

SPECIAL OFFERS
FEBRUARY '91

Desert Falcon (ROM) 5 . 0 0
Designer's Pencil (ROM) 5.00
Defender (ROM)   5 . 0 0
Scenery Disks for Flight Sim, II
Disk 1 to 7  e a c h  10.00
International Karate (Disk)... 5.00
Draconus (cass.)   2 . 5 0
Heartache (cass.)   2 . 5 0
XE Trakball  2 0 . 0 0
STSTE Trakball   2 0 . 0 0

Jet Boot Jack   2 . 9 9
Fantastic Soccer   2 , 9 9
Joe Blade II   2 . 9 9
Space Rider Jet Pack Co  2,99
Football Manager   2 . 9 9

BUDGET CASSETTES

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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THE DESIGNER'S PENCIL
H av e  you ever wished

you could program
your Atari wit hout

touching the keyboard? If  so,
THE DESIGNER'S PENCIL -
Activision*s audio-v isual prog
ramming tool for the shy of
typing - could be just  up your
street!
Inside the box, you should

fi nd a detailed ins t ruc t ion
guide explaining the concepts
of  'Prog' Ac t iv is ion' s  unique
language - and the wider
aspects of The Des igners  Pen-
cil env ironment .  Unfortunately
mine was miss ing several im-
portant  pages but  hopefully
this  isn't  a c ommon character-
istic! Unl ik e most  languages.

Title: T H E  DESIGNER'S PENCIL
Publisher. Activision
Price: £ 9 . 9 5  ROM
Players. N / A
Loading. N / A

Reviewed by Paul Rixon
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s ion proves the adage
that  s imple ideas are

often some of  the best. When
ZENJI  was published back in
1984 it  was accompanied by  a
story out l ining your miss ion,
as a specially  commiss ioned
'Zone Ranger',  to explore the
uncharted regions of  the Uni-
verse. All this  seems to have
been forgot ten over the years
and replace(' by a rather unin-
format ive s ummary  sheet.
Don't  be deterred by the
mediocre pack ing - the game
itself  is as playable as ever!
It's based around a maze

42 I m e  4B • New Atari User

Prog allows you to begin creat-
ing code almos t  immediately
wit hout  learning the exact
syntax of commands.  This  is
because user input  is carried
out  exclusively via the joyst ick
- even when entering file-
names. Following an int roduc-
tory demo you're faced wit h a
screen div ided into two main
windows.  On the left is the
program area (which init ially
holds  the coding for the demo)
and on the right  is a lis t  of
Instruct ions.  Both segments
can be scrolled vert ically to re-
veal more of  the informat ion.
Command boxes at the foot of
the screen allow you to clear
memory ,  insert  and delete
lines of code, run  the current
program,  v iew a freeze f rame
of the output  and perform fi le
I / O funct ions.  The software is
supplied on ROM but  can be
used wi t h disk  or cassette sys-
tems to load and save data. To
select an opt ion or scroll a
window,  jus t  point  and click

constructed f rom a number of
dif ferent ly  shaped pav ing seg-
ments. These can be swivelled
to form various  path confi gur-
at ions and the idea is s imply
to l ink  all the sections
together so that  none are iso-
lated f rom a computer-des ig-
nated source. The player has a
birds-eye view of a 'face' (of all
things!) whic h is manoeuvred
around the maze us ing the
Joystick. The t rigger spins the
underly ing section of path so
that  the necessary connec-
t ions can be made. When a
path has been linked to the
source it  changes colour to
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CO LO R 1 = 1 0  c
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SPEFO L
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“ T "

R E m c I L
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cLeto scREEmCE N E PPENCI L  O F F
SEE P E N C I L
H I D E  P E N C I L
K A L E I D  O F F
F I L L
DEBUG O F F

PAUSE
S P E E D=

0
0
1
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O
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BACKG RNDt :
COLOR . 1 - ;
COLOR 2 =
CO LO R 3 =
USE C O L R  0 0 9

wit h the Joystick!
Creat ing a program is

s t raight fonvard - select the re-
quired ins t ruc t ions,  enter any
parameters  needed and c lick
on 'Run'  to observe the re-
sults. Frog provides some 85
ins t ruc t ions  - it  may  sound
daunt ing but  there's no need
to learn them all at  once.
There are several demonst ra-
t ions stored in ROM and if  you
have a suitable printer you
can obtain a hard copy for lei-
surely study. Many  commands
relate to movement  of a 'pen-
cil' - Prog's equivalent  of
Logo's Turt le.  I t  can draw

assist in the locat ion of  the
remaining sections. A lively
tune in the background plays
increasingly  faster as your
t ime allowance diminishes  - a
clever touch that  (unusually )
Is not  spoilt  by the mus ic  be-
coming excessively irritat ing.
Zenji incorporates eight alter-

nat ive play ing levels that  offer
a uniquely  wide range of  diffi -
culty  sett ings for one or two
players. The init ial screens are
quite s t raight forward but  pro-
vide you wit h a useful oppor-
t unit y  to experiment  wit h
various  tactics that  are almost
essential in the later stages.
Here you'll discover 'flames of
desire', illus ions.  sparks and
other nast ies who' ll at tempt  to
dis rupt  your progress by
block ing the routes to victory.
They mus t  be avoided as you
can only  sustain a l imit ed
number  of collis ions before
the game is brought  to a halt ,
Points are awarded for the

lines, c irc les and arcs wit h up
to four selected colours, fi ll
areas and produce kaleido-
scope effects. Once the basics
have been mastered you can
experiment  wit h variables,
condit ional clauses, data
statements. jumps ,  sub-
rout ines,  sound and more.
The Designer's  Pencil is a

solidly  built ,  easy to use and
fully -featured tool suitable for
all ages and abilit ies.  I f  you
want  a painless and enjoyable
Int roduc t ion to programming
or just  want  to impress the
folks wit h some clever sound
and graphics.  it 's ideal!

Z E N J
complet ion of  each screen (the
less t ime taken, the more re-
ceived) and there are bonuses
on offer if  you land on part icu-
lar squares when highlighted
dur ing the game.
Zenji Is a s imple,  f un concept

that  seems certain to appeal
to players of  all ages. Although
the graphics won't  win any
prizes for outs tanding quality ,
they are quite adequate in a
game whose overriding
st rength is undoubtedly  its
Immense power of addict ive-
ness.
If your New Year's Resolut ion

was to spend less t ime wit h
y our Atari.  DO NOT buy this
game!!

lit ie:  Z E N J I
Publisher: Ac t iv is ion
Price: £ 9 . 9 5  ROM
Players: 1  /2
Loading: N/ A

Rev iewed by  Paul Rixon
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STAR RAIDERS
T h i s  games  predecessor

needs lit t le int roduc -
t ion - it  was the factor

that  persuaded many  people
to buy  their first Atari compu-
ter and. over a decade later. is
st ill widely  regarded as the
best game of  all t ime.  Atari's
follow-up - The Last Starligh-
ter - was apparent ly  in wide-
spread illic it  c irculat ion before
It was fi lially  offi cially released
In 1986.  wit h the more ob-
v ious t it le STAR RAIDERS II.
In Star Raiders humanit y

was threatened by the evil
Zy lon empire but  your courage
and sk ill helped to overcome
the odds and led the Federa-
t ion to victory. Unfortunately .

t i t l e :
S T A R  
R A I
D E R
S  
I
I

Publisher At ar i  Cora_
Price: E 1 4 . 9 5  ROM/Disk
Players: 1
I coding:  N/ A

Rev iewed by Paul Rixon
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lesser 8-bit  micros,
POGOTRON is a game
based upon the

search for components  of a
space craf t  which is needed to
escape f rom an evil Guardian.
You might  reasonably  assume,
therefore, that  an Atari game
wit h an ident ical name,  re-
leased by the same company
and supplied wit h a s imi lar
Inlay  card could jus t  possibly
be a convers ion f rom the other
formats.  Well,  I 'm sorry  to say
that  it 's not l This  Pogotron is.
In fact, Paul Lay's Sprang with
some subt le cosmetic surgery
hav ing removed all references

II
it seems that  a few Zy lon war-
riors  who promised good be-
hav iour were freed to re-set t le
on t heir home planet,  and
have now decided to seek re-
venge. The Zylon Master Force
is threatening to overrun the
solar system and the Federa-
t ion have called upon the hot-
test pilot  around (yes. that 's
you!) to fly the last Starfi ghter
- Liberty  Star - into combat.
Your miss ion is to eliminate
the ent ire fleet of  Zylon fight-
ers and destroy the enemy's
bases.
The bat t le zone extends over

two separate systems - Celos
IV. whic h you mus t  defend.
and Procycon, whic h you
should attack. A colourful sys-
tem chart  displays the posi-
t ions of  the planets, space sta-
t ions and squadrons  of Zylon
righters and allows you to
'warp' to each locat ion. I f
you're in enemy territory  you
mus t  carry out  ground at tacks
on Zy lon bases to prevent

to t Ile original talc. Alt hough
there is a small addenda in-
side the cassette box explain-
ing the revised ins t ruc t ions,
there's no reference to the ori-
ginal source of the game. I 'm
certainly  not  against  re-re-
leases but  this  appears to be a
blatant  act of deception on the
part  of  Artronic.  the likes of
whic h hasn't  occurred since
Elite fobbed off  Atari users
wit h Blue Thunder instead of
Air  Wolf. Be warned!
Sprung was fi rst released

during 1986 by Bignose Soft-
ware (see rev iew in PAGE 6
issue 22) and subsequent ly  by

t hem manuf ac t uring addit ion-
al squadrons.  A keyboard
press toggles your weapon be-
tween laser cannon (for zap-
ping Zy lon fi ghters into space
dust) and miss ile volleys,
whic h are aimed us ing cross-
hai r  target sights projected
onto the scrolling landscape of
the planet  below.
St unning is the only way to

describe the 3-D starscapc
graphics  - they're even bet ter
t han the original game.
I towever, long-t erm Star Raid-
ers enthus iasts  have express-
ed disappointment  in the Li-
berty  Star's s luggish controls

POGOTRON
Red Rat  following the demise
of Bignose. It was Paul Lay's
fi rst  commerc ially  published
achievement  following some
top-notch cont ribut ions  to
PAGE 6, and he has indeed
produced some excellent work
since (check out the wonderful
Munc hy  Madness in issue
24!). Your objective in the
game is s imply  to guide a
character on a pogo-st ick
through fi fty act ion-packed
screens, wi t h the ult imate aim
of ret riev ing a long lost golden-
pogo. Travelling f rom left to
right,  you mus t  t ime jumps  to
perfect ion in order to leap
across the various plat forms
and avoid a mult i t ude of  ob-
stacles - raging fires, lava
flows, laser beams, ac id rain
and l ight ning to name but  a
sample.
The graphics have a cheerful

cartoon theme wit h bright  and
colourful scenery whils t  the
act ion is accompanied mus ic -

and the fact that  Zylons are
forced to v irtually  present
themselves for destruct ion.
Experienced players have also
complained that  the scoring
system doesn't  Incorporate the
t ime taken to complete a mis -
sion. It 's good news for begin-
ners though!
Minor grumbles  aside. Star

Raiders I l ls  a worthy  succes-
sor to a muc h celebrated mas-
terpiece of  software entertain-
ment  and,  like the original.
should have pride of  place in
everyone's collect ion. PAGE 6
may  st ill have some bargain-
priced copies available.-

ally  by a forget table rendit ion
of  'Danny Boy'. Despite fi rst
appearances, this  is not  an
easy game. Sprang requires
ins tant  reflexes, immac ulat e
judgement  and outs tanding
perseverance. In short ,  its  the
sort of  semi-imposs ible chal-
lenge that  Firefl eet  and Side-
winder addicts should greet
wi t h open arms!
Don't  forget, i f  you already

have Sprong then buy ing
Pogotron is a complete waste
of t ime and money.  However,  i f
these names are new to you
and you're look ing for some-
thing to test y our sk ills  of en-
durance,  this  game should
certainly  be on the short -lis t .

Title: P O G O T R O N
Publisher: Gomebusters (Artronic)
Price: £ 2 . 9 5
Players: 1
Loading:  15'30"

Rev iewed by Pout Rixon
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have children liv ing at home. I have had let ters f rom
readers who have ident ifi ed themselves as being old age

pensioners or youngsters. but  I have never had a let ter f rom
anyone who has admit ted to being la t he r  of five children aged
4 to sixteen" or any thing like that.  However I assume that  at
least some of you readers are, like me, fathers  (and maybe one
or two mothers  as well).  You no doubt  have a bit  of  concern
that  the youngsters always seem to be play ing games on the
c omput er and never put t ing it to "serious" use. This  makes fife
diffi cult  for two reasons - fi rst  we feel some sense of  failure
because after all we enjoy mak ing our computers  work  for us
as well as play ing the occasional game. and the reason for
get t ing the machine in the fi rst place was to help the children
become f amil iar with computers  - wasn't  it? Secondly there is
the problem of explaining to ones spouse why  all t hat  money
has been spent on the computer (or software. disks, print
ribbons,  computer magazines etc.) as it only  results  in the
youngsters play ing games when they should he doing their
homework ! !  So we have to be a bit  construct ive.

I have had some success in persuading my boys to do a lit t le
word processing and to use a graphics program to do drawings
for CDT homework ,  but  this  is small stuff. However a couple of
mont hs  ago I had an opportunit y  which t urned out  really  well.
My  younger son came home wit h a piece of homework  which
went  as follows:

I f  the letters A to Z are given values 1 to 26fi nd,fi ve words
whose letters add up to 100 exactly."

The concept is not  diffi cult  to unders tand,  but  the impleme-
ntat ion by convent ional penc il and paper is very laborious.
part icularly  as most  of  the words you t hink  of add up to
any thing but  100. It occurred to me st raight  away that  this
problem could be helped by us ing a short  program.  What  we
needed was for the computer to calculate the addit ion for us.
A quick  analysis of  the problem showed that  the program

would have to inc lude the following steps: type in a word of
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THE PROBLEM

variable length.  split  t hat  word into its component  letters, take
the value of  each letter,  work  out  the sum of  all the let ter
values and save the word only  if  the total equals exactly 100.  I
did also t hink  about  the need to check the word for correct
spelling, but  I do not  have a dic t ionary  database or spell
checker for my Atari so I did not  pursue this  thought  any
further.  Anyhow I had to keep the programming requirement
as s imple as possible or the program would take longer to writ e
than solv ing the problem by hand.

THE SOLUTION
The end result  was the short  lis t ing printed here. Let  me give

a descript ion of how it  works.

Line 30 - This  sets up a DIMens ion for the word(s) which are
to be typed in.  I have assumed that  we will not  need any words
longer than 20 letters, but  maybe someone can prove me
wrong!!
Line 40 ensures that  the s t ring WORDS and the variable
TOTAL are both reset to nothing.
Line 50 is where the word is typed in.
Lines  60 t o 90 form a For-Next  loop which repeats for every
let ter in WORDS.
L ine 70 gets the value of  each letter.  I t  assumes that  the word
is typed in capitals. For capital let ters the ASCII value of A is
65. B is 66 and so on, so to get 1.2,3 instead of  65.66,67 we
have to take the ASCII value minus  64. I had originally
t hought  of sett ing up A= 1:13=2:C=3:D=4,... whic h would have
been rather unt idy.  so I was glad I remembered that  let ters
have a sequence of  values by which the computer recognises
them, and it  is easy to convert to the required values.
L ine BO adds the value of the current  let ter to the total of  all
letters so far.
Line 90 is the end of  the loop.
L ine 100 prints  the value of  the word on the screen so that
you can see how close to 100 it  is. This  makes it  easy to choose
other words wit h dif ferent  prefixes, suffixes, plurals  and so on
in an at tempt  to fi nd the exact 100.
L ine 110 - Eureka!  I f  the score is exactly 100 this  prints  the
word on your printer so you have a list  of  the correct words.  I f
you don't  have a printer change the LPRINT to ? and the word
wil l  be printed on screen so you can writ e it  down.
L ine 120 - This  returns  to line 40 so that  the next  word can be
entered.

Once the program is typed in you can test it  with the word
"Spirited" which is one of the many  words  you can fi nd that
score exactly 100.

A BIT MORE POLISHED
This  lit t le program is quite s imple,  but  it  is  what  you might

call ' 'quick and dirty".  I t  did the job. but  it  was certainly  not
fi nished enough to pass to a f riend.  so once the homework  was
done I sat down to polish it. The longer lis t ing shows the
result .  You can Immediately  see how the program has expan-



E l  1  R E M
_ P I  2  R E M  *  T U T O R I A L  S U B R O U T I N E  2 0

YE 3  R E M  *  H O M E W O R K
L 5  4  R E M  *  b y
WL 5  R E M  *
ED  6  R E M  *

I S  7  R E M  *  N E W  A T A R I  U S E R  -  F e b r u a r y  9 1 *
EP 8  R E M
NO 9  R E M
FD 3 8  D I M  WO R D SC 2 0 1
TO 4 0  W O R D S = " • : T O T A L = 0
MO 5 8  I N P U T  W O R D S
MS 6 0  F O R  L E T T E R = 1  T O  L EN C WO R D S1

OS 7 8  V A 1 U E = n 5 C ( W O R D S ( L E T T E R , L E T T E R ) ) - 6 4
N A 8 0  T O T A L = T O T A L + V A L U E
FIL 9 8  N E X T  L E T T E R
KS 1 0 8  ?  T O T A L

MY 1 1 0  I F  T O T A L . 1 0 0  T H E N  L P R I N T  W O R D S
OK 1 2 0  G O T O  4 0

I a n  F i n l a y s o n

ded - this  is typical of  the expans ion you get when you take a
s imple program that  you have produced for your own use and
t ry  to make It foolproof  for use by  others. Chi ldren in part icu-
lar will fi nd a way of  crashing your carefully  nurt ured program
if  they can.
I wil l  not  go t hrough this  version line by line as I have

inc luded plenty  of REM statements to indicate what  is going
on, but  in general terms what  I did was make the program
more "user f riendly".  For instance I have made it  accept upper
or lower case letters and give them the same value (A=a=1 and
so on). and it  wil l  not  accept other keystrokes such as num-
bers and punc t uat ion marks.  I have also t ried to make it  crash
proof  - the fi rst lis t ing will come up wit h an error if  you hit
ret urn wit hout  entering any letters and this  has been t rapped.
as has the error which would occur at l ine 100 if  there is no
print er on line.  I have not  t rapped the BREAK key to stop it
c rashing the program as this  is the only  way to exit f rom he
program wit hout  switching the computer off.

TRAPPING ERRORS
Perhaps I had bet ter explain how errors  are t rapped as 1 don't

t h ink  it  has come up in these tutorials  before. A Trap is a
means of  protect ing against events that  would cause the com-
puter to display an error message thus  abort ing the program
that  is current ly  running.  The t rap is set by  a statement  like
that  in line 105. TRAP 210 means  i f  an error occurs jump to
line 210".  So in this  case if  the print er is not  switched on the
LPRINT in line 110 causes an error,  the program jumps  to line
210 which displays a message on the screen, waits  for a key
press and the jumps  back to line 105 for another try. I f  there is
no error the program executes line 110 correct ly and then in
line 115 the t rap is cancelled. Line numbers  above 32767 are
illegal in Atari Basic and wil l  t urn the t rap off. This  allows
dif ferent  t raps to be set in dif ferent  places in the program
depending on what  errors  are likely  to occur.

As I writ e this  art ic le I am about  to give the homework
problem to a f riend of  mine who is a teacher at Windlesharn
House School so he can pass it  to the boys in the computer
c lub as a compet it ion.  We will see who can write the best
program to help solve the homework  - answers  to be submit ted
before New Atari User is published in January ! !
If you have experience of us ing your Atari to help wit h home-

work  I would be most interested to hear about it .
Please writ e to:

Ian Finiayson, 60, Roundstone Crescent,
East Preston, West Sussex, BN16 1Dg
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I S  7  R E M  m  N E W  A T A R I  U S E R  -  F e b r u a r y  9 1 *
EP 8  R E M
NO 9  R E M
FD 3 8  D I M  W O R D S ( 2 0 )
TO 4 0  W O R D S " " : T O T A L . 0
I L  4 4  R E M

T R AP I N P U T  E R R O R S
L A 4 6  T R A P  2 0 8
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e r s 3 "
Me S e  I N P U T  W O R D S
H5 6 0  F O R  L E T T E R . 1  T o  L E N ( W O R D S )
P J  7 0  V AL U E =AS C C W O R D S C L E T T E R , L E T T E R 1 1 1
NT 7 1  R E M

SWI T C H  O F F  T R A P
GC 7 2  T R A P  3 2 8 0 0
I F  7 3  R E M

C H EC K A - 2  O R  a - z
GM 7 4  I F  C U AL U E < 6 5  O R  V A L U E ) 9 0 )  A N D  C V A L U

E < 9 7  O R  V A L U E > 1 2 2 )  T H E N  ?  : ?  " L E T T E R S
O N L Y ":?  " T R Y  A G A I N " : G O T O  4 0

US 7 5  R E M
C H AN GE V A L U E  F O R  U P P E R  A N D
LOWER C A S E

I L  7 6  I F  V A L U E < 9 1  T H E N  V A L U E = U A L U E - 6 4
5 0  7 7  I F  V A L U E > V 6  T H E N  V A L U E = V A L U E - 9 6
N A 8 8  T O T n L = T O T  + + + + +  LUE
HL 9 0  N E X T  L E T T E R
EW 9 5  ?  " T O T A L  O F  L E T T E R S  I N  " ; W O R D S ; "  I S

MS 1 8 0  ?  T O T A L
PA 1 0 2  R E M

T R AP P R I N T E R  E R R O R S
L A 1 0 5  T R A P  2 1 0
MY 1 1 8  I F  T O T A L = 1 0 0  T H E N  L P R I N T  W O R D S
JT  1 1 5  T R A P  3 2 0 8 8
OK 1 2 0  G O T O  4 0
MU 1 9 9  R E M

T R APPED  I N P U T  E R R O R
GH 2 0 0  ?  " N O ,  P L E A S E  T Y P E  A  W O R D "I G O T O  4 0
T i  2 0 9  R E M

T R APPED  P R I N T E R  E R R O R
WW 2 1 0  ?  "E R R O R  -  C H E C K P R I N T E R  I S  O N  L I N

E T H E N  P R E S S  A N Y  K E Y " : 0 P E N  4 1 1 , 4 , 0 , " K : "
:G E T  U 1 , K E Y P R E S S :C L O 5 E  H I : G O T O  1 0 5

EK 2 2 0  O P E N  $ 8 1 , 0 1 , 0 , " K : " : G E T  8 1 1 , 0 C :C L O 5 E U l
:G O T O  4 8

Listing 1 top left - Listing 2 above

ATTENTION XL/XE and ST USERS!
A Mega REMOTE CONTROL JOYSTICK SYSTEM for YOUR computer!

No leads, 30 toot range! Control your computer from the comfort ot your favourite
armchair! Suitable lot any computer that uses the Atari configuration joystick

ports; S T I L I E  AMIGA C64 etc.
W A S  E 2 4 . 9 9  - N O W  A N  U N R E P E A T A B L E
B A R G A I N  A T  O N L Y  E 1 4 _ 9 9  ( p l u s  E 3  P & P )

S U P E R I O R S O F T W A R E  F O R  T H E  ATARI  X L .
,
X E

KASS-KOPY: copies commercial cassette games plus last load option: C9.95 (C)
PROGRAMMERS PACK: a ll the utilities needed to produce XL, XE games: E9.95

COPYIST: compilation disk of useful copy utilities and much more: C9_95 (0)
Orders over C.25.00 - cla im your FREE a t., I E game worth at least C9.95 from:

Disc - ZORK III. SUSPENDED, ATARI PAINT, 221b BAKER STREET,
GEMSTONE WARRIOR. TRIVIAL PURSUIT

IN TNE EVENT THAT DEMAND OUTSTRIPS STOCKS, AM ALTERNATIVE WILL BE SENT

Make orders payable to SOFTSCAK Please add £1.00 to software orders tor P&P
Che que s
,
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Accesslifisa orders: Telephone 0432 50830
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PERFECT
PRINTER?
Dennis Fogerty weighs
up cost and features
and selects a low cost
printer that seems to
have everything
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in his  opinion,  a printer is even more
import ant  than a disk  drive in in-

creasing the usefulness of a computer.
Now,  af ter owning a printer for several
months .  I can echo his words  (although a
disk  drive certainly  speeds things up!). I
also wonder why I hes itated so long pon-
dering over the specificat ions of  this and
that  machine.  The c rux  of my indecis ion
was one quest ion - is the cheapest
machine inferior to the middle-priced
ones or in any way more unreliable? After
all, I  only  wanted it  to print  a few words,
some fi gures and perhaps  some graphics.
I k new how muc h I could af ford to

spend but  which print er should it  be?
Wit h so many  makes and types on the
market  the problem of mak ing the right
choice seemed uns urmount able.  Owing
to the amount  of  heart / pamphlet / poc k
-et -searching I went  t hrough I decided to
writ e this  art ic le and hopefully  help
others who are also undecided.
My pr int er was required solely for home

use. A vintage 800XL,  cassette recorder
and 1050 Disk  Drive has given s terling
service but,  expanding into databases,
spreadsheets and graphics.  it  became
obvious a printed record was necessary. I
took the plunge and ordered the cheapest
machine on the present-day market :  a
9-pin Cit izen 120-D,  but  I do admit  to
wondering if  I was being penny wise,
pound foolish. Points  in its favour were a
2-year maker's  guarantee and it  was
made in Britain.
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sary. Or so I thought ,  serial inter-
face. And that  was my only  mistake.

When the 120-D arrived the Owner's
Manual  informed me that  an opt ional
s lot -in serial interface is available.
Curses! Since then I have seen this
model advert ised as a s tandard parallel
for .E108 or. wi t h  serial interface, for
.C124, both plus  VAT of course, Sot  could
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have saved at least Et a
by not  buy ing what  was
the cheapest t hird-part y
interface!
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bound,  very com-
prehensive and

pleasant ly free of the
usual Japanese/English
idioms,  The illus t rat ion
showing locat ion of the
ribbon in the print  head
is the only obscure item.
It took me two at tempts
to get that  correct.
Two printer self-tests arc

built  into the machine
and output  is dependent
on select ion of  the Epson
FX character set or the
IBM Graphics  Printer
Charac ter set. Eit her can
be produced by dip-

switches. One test prints  all the 120-D
characters and,  at 120 characters per
second (Draf t ),  it  doesn't  take long!
Secondly, there is a maintenance self-
test whic h print s  rows of  the let ter H as
an alignment  check. The Epson FX con-
fi gurat ion was my obvious choice and
both t rials  ran beaut ifully .
Dip switches also select internat ional

characters of  9 difi erent  countries.  The
English set I f ound especially useful for
fi nanc ial papers because the Hash key
becomes the pound s terling symbol on
printout .  Switches are under a s liding
cover in f ront  of  the ribbon cartridge,  but
the manual  only ment ions  that  the inter-
face pulls  out  for access to the switches.
This  can be done of course. but  the cover
provides quicker access and mus t  save
wear on the Interface contacts. I assume
prov is ion of  the slide cover to be more
recent than the Manual publicat ion.
For the beginner there are numerous

short  lis t ings in Microsoft  BASIC which,
luck ily  for me, requires  lit t le alterat ion to
run In Atari BASIC. Some 27 pages on
print ing text covers at least 15 fonts
ranging f rom Letter Quality  to Reverse
Print.  Lis t ings are also given for Under-
lining.  Subscripts  and Superscripts.  I ex-
perimented wit h at least eight fonts and
all worked as planned.  Page format  in-
c luding variable line spacing and mar-
gins follows, and t abulat ion is dealt  wit h

In-depth.  For the quick  printout  Let ter
Quality .  Pica. I talic. Emphas ised and Re-
duced can each be selected wit h touch-
switches on the f ront  panel.

G raphics ,  and creat ion of  unusual
characters. really  puts  the
machine though its paces, but  re-

quires advanced programming know-
ledge. Personally  I take the easy way out
by us ing commerc ial and Public  Domain
software. However,  i f  you are Into scien-
t ific symbols or even foreign language
characters the informat ion is there,  all
you need is pract ice. A de-bugging HEX
Dump  facility  only requires  two key-
presses dur ing switch•on.  Not  only  does
it print  the HEX value of  every code but
also the character,  or control code, f or
each value and, in addit ion,  print s  an
abbrev iat ion of  each cont rol code.
Both a t rac tor feed for sprocket-fed fan-

fold paper and a single-sheet plat form
wit h adjus table end stops is supplied.
Unfortunately  the t rac tor has to be re-
moved every t ime you use single sheets,
but  it  is such a doddle it  presents no
problem.  Cit izen c laim a print  head life of
some 100 mil l ion characters and replace-
ment  wit hout  the use of tools. I t  should
be some t ime before I put  that  to the test.
I believe in giv ing any new machine a

hard init ial life. My  theory being that  this
mus t  show up any faults. Unwit t ingly  I
added to this  theory by insert ing some
paper too far to the left result ing in the
sheet catching on the casing and almos t
screwing up into a ball before I could
switch-off .  At  other t imes, because I
programmed incorrect  control codes, the
print  head and platen.  (the cy linder
whic h feeds the paper).  went  berserk.
Such things  happened more than once
but ,  once corrected, the machine func-
t ioned perfect ly so even though budget -
priced it  is obviously quite idiot -prooP
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what 's  the fi nal pr int out  like?
Admit tedly  Draf t  (120 c.p.$) is

rather dotty but  more than adequate for
copies. Let ter Qualit y  (20 c,p.$) is  excel-
lent, and if  used in conjuc t ion wit h Page
6's Public  Domain software, such as
Daisy Dot II. it  can equal any top qualit y
commerc ial print ing.
So, i f  you are contemplat ing buy ing a

cheap. fi rs t -t ime printer don't  hesitate!

Despite being one o f  the
c heapes t  pr int ers  a r o u n d
the Citizen 1200 Ls a top
class performer and has
been h igh ly recommended
by almost everyone who
has used it
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Publishrd price (7.95OUR PRICE OA

THE 130XE HANDBOOK
A p rog ram m ing  book wh ich  cove rs not on ly the
machine mentioned In  it s t it le  hu t  a lso  the 65X1•1,
800X1. an t i e a rlie r models. Th e  book w i l l  la ke  you
f rom the fi rst  steps in  p rog ram m ing  u p  to w r it in g
good. st ructu red p rog ram s. One  chapter is devoted to
the st  I  capab ilit ies o f  the X L A E  w it h  deta ils o f  the
sound ch ip  it se lf  a llowing  you t o  create  •  sounds
than is  no rm a lly possib le  w it h  Ba sic. Fo u r chapters
cover g raph ics includ ing  D isp la y L ist  p rogramming ,
Player M issile  Gra p h ics and  redefin ing characters.
There are extensive appendices covering  Ba sic co in .
mands, Er r o r  codes. sound and g raph ics references
and m u ch    A n  idea l ContipalliOn f o r  novice and
intermediate p rog rammers.

PubliNhcd price 114.95OUR PRICE E2.00

ATARI GAMES
& RECREATIONS
An Am e rica n  book a imed a t  the  novice p rog ram m er
that takes you  th rough From the fi rst  steps in  p u llin g
something on  the screen t o  w rit in g  yo u r own games
with the  emphasis on Im p roving  yo u r fi rst  e f fo rts
throughout. There  is good coverage o f  graphics and
sound a n d  some excellent appendices covering  Er ro r
Messages and wha t  t o  do  when they appear p lus a
t p i c k  guide to  a ll the At a r i Ba sk keywords,  A
good book f o r  ch ild ren  t o  IC.1111 w it h  o r  f o r  those who
Wan! 10 take the fi rst  steps in  p rog ram m ing  showing
that anyone can w rit e  the ir own  games.

Published price 18.95OUR PRICE ENO

MICRO ENQUIRER
A la rge  f o rm a l hook tha t  covers the wo rld  o r  m icros
in general w it h  some specific At a r i sect ions..1 he hook
contains a  lo t  o f  wo rthwh ile  background in fo rmat ion
on home comput ing and is ideal f o r  those who a re
recent co in  erts o r who  want  t o  expand t h e ir general
knowledge o f  computers. I t  covers a ll so rts o r topics
Including languages, bu lle t in  hoards, ( A l ) ,  Data Pro -
cessing. Prin te rs,  Ar t ifi cia l In te lligence and m u ch
more. There  a re  a few At a r i  specifi c p rograms to
I llustrate va rious concepts bu t  genera lly t h is book w i l l
f u lfi l a  need t o  know m o re  about the wo rld  o f  COM-
pining in  genera l. 1.arge format w it h  ove r INO pages_

Published price 1
.
5 . 9 5
OUR PRICE E1•50

WRITING STRATEGY GAMES
IF you a re  fed u p  w it h  sim p le  arcade style  games but
are not  su re  o f  the maths requ ired  in  w r it in g  ! t h in k•
ing ' games like  chess here is a hook tha t  w i l l  he lp  :M il
0111. T o  writ e  games o f  strategy re q u ire s no t  on ly a
knowledge o r p rogramming hu t  a lso  o f  certa in mathe-
matical and cod ing  techniquirs_ Th is book is p itched a t
an in termedia te level,  assuming tha t  you  a lready
know some At a r i Ba sk. Mach ine  code p rog rammers
are a l .,  Tittered f o r  w it h  m a n y h in t s on bow t o  m od if y
the rou t ines. 'I lse  book ro ve rs the p rogramming
theory behind in te lligen t  games before m oving  on t o
pract ica l examples o r se lling  u p  a chess hoard, m ov-
ing pieces and p laying  th rough . There  are sample
games f o r  draughts. chess and o il ie r  strategy games.

Books for the Atari 8-bit computers are now becoming very difficult to obtain with almost
all the Compute! titles now out of print so we are very pleased i4) have been able to secure a
supply of some of the early British books covering the KLIXE range. Don't be put off by the
low prices, we are only passing along the enormous savings we have been able to obtain. All
these books are brand new and most are shrink wrapped so you will find them of top
quality. I f  you are interested in programming with your Atari almost all of these books will
help in some way and at these prices you can afford to experiment!

Please note that because of the h igh cost  of posting books orders w ill Only be accepted
il the 0 .0 0  postage charge shown on our order form is included.

EASY PROGRAMMING
FOR YOUR ATARI MICRO
Th is book o rn t  ou t  o f  p rin t  3  years ago and we  have
been searching f o r  a replacement ever since_ We  a re
absolutely delighted t o  have round m ore  stocks o f  one
or the best beg inner's hooks ever pub lished. Ove r  the
past coup le  o r years whenever someone has phoned
for a beginners book on p rog ram m ing  sit ' have
Ink ked then t o  t ry and  fi n d  a  second hand co p y o f
this book -  now you  can b u y i t  once again, b rand  neo
liv the end o f  th is book yo u ' l l be w r it in g  yo u r own
programs, includ ing  those w it h  f u ll g raph ics and
sound.

1.1x4 Ilmourinuming
tutu
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OUR PRICE E5.95

INSIDE ATARI BASIC
Hack again bu t  on ly f o r  a  sho rt  t ime!  Th e  last  t ime  we
offered t h is useful lit t le  reference gu ide to  w rit in g  you
First Ba sk  p rograms it  so ld  ou t  ve ry q u ickly and  we
had t o  re fund m any o rde rs. Now we  have a  few  r e
copies bu t  on ly a  few so I f  you were  disappointed last
time t ry aga in  and yo u  may be  lu cky. Last  chance!

SPECIAL PURCHASE OUR PRICE E2•50

BEST OF POW SOFTWARE
In the' ea rly days Personal Compute r Wo r ld  maga/ ine
pohlished some excellent p rog ram s f o r t h r  At a r i  in  I ts
back pages and included some o f  the  1  sign ifi can t
discoveries o f  the t im e . Here  Is a  co llect ion o f  many o r
those p rog rams rang ing  f ro m  games to  u t ilit ie s p re -
sented in  type-in  fo rm a t . M ost  o r  the p rog rams are
explained So you  can lea rn  f ron t  them and they a re  a ll
reasonably sho rt  so you  can type  the., ,  in  q u ickly. The
book concludes w it h  an in terest ing selection o f  H in ts
and T ip s f o r p rog ram m ing  and a lso  includes a  rou t ine
by lo n g  t im e  PAG E 6  con t ribu to r Pa u l L a y t o  it  must
be good! Published price 1

.
5 . 9 5
OUR PRICE E1.50

ATARI ADVENTURES
A n  V t e e l I C H i  i m l i k  W r i t t e n  b y  a d s  e n t o r e  s  p e r t  T o n y
Bridges rose-ring adventures in  general and showing
bow yo u  can a  rite  yo u r own adventures on the At a r i .
This book has in  fact  rot-rood the  basis f o r some o r the
adventure list ings tha t  have been pub lished in  PAG E
6. To n y w i l l  take  you  th rough examples o f  e m e r c i a l
adventures w it h  lo ts to
- 
b a c k g r o u n d  
t o  
a l l  
d i f f e r
e n t

types o f  adventure and then show yowhow a ll these
ideas can be pu t  together in  yo u r  ve ry own adventure.
There is a p layab le  ad ien tu re  list in g  ca lled  Th e  Eye
of Th e  Sta r Wa r r io r  to  show yo u  Just bow i t  a ll comes
together. Eve ryth in g  vou  necd to  know t o  w rit e  yo u rfi rst  adventure.

Published price is.5•95OUR PRICE E1•50
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Atari have had produced some real classics to allow you to use your XL/XE f or education or
play. Here is a selection of  the very best that will show you just how versatile your machine is.

Some of  these titles have not been available for some time and all are top quality programs to
bring you fun and excitement with your Atari. Serious or just have fun? It's all here.

ALL ROM CARTRIDGES WILL PLAY ON ANY XL/XE SYSTEM
INCLUDING THE XE GAMES SYSTEM

JUGGLES RAINBOW
A first computer learning experience for children
aged 3 to 6 that teaches the concepts of above, below.
left and right plus letter recognition allowing the child
to enjoy learning with colours and music and games
they can create and play themselves.

OUR PRICE £5.95
SPECML OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95

CASSETTE
ONLY

STAR RAIDERS
Nothing needs to be said • voted the best computer
game of all time and still more playable than almost
every game that has followed. Destroy all Zylon ships
throughout the galaxy, check long range scans, dock
at starbases for refuelling, warp to different sectors
and all the time check the galactic charts for Zylon
attack. Very few have made it to Commander level.
The classic original at a great price. Requires
keyboard,

Normallyi9.95ROM
CARTRIDGE O U R  P R I C E  £ 5 . 9 5

CAVERNS OF MARS
XX inner of one of the first Atari programming com-
petitions. this was one of the first sertical scrollers
and remains a much sought after original game.
Descend through the caverns avoiding mines and
picking up fuel. Highly playable and addictive, only
one or two have made it to the bottom of the cavern
to discover the secret that awaits them.

LIMITED SUPPLIES
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SUPER
BREAKOUT
Breakout was the original simple yet totally addictive
game and this enhanced version will provide even
more addictive fun. Several variations on the basic
theme are available for one to four players top to 8 on
the 400V8001). NOTE that this game require3 paddh
,cm:trailers.

Normally 0.95
OUR PRICE £3.95

JUGGLES HOUSE
Another for 3 io 6 year olds teaching the concepts of
inside. outside, upper and lower with Juggles' House
and Toystielf. each game 21'41 includes a 'playground'
where children can try out these new ideas for them-
selves.

OUR PRICE 0.95
SPECIAL OFFER - PURCHASE BOTH JUG-
GLES PROGRAMS FOR JUST 19.95

CASSETTE
ONLY

MISSILE COMMAND
soother of the all•time classic arcade games that has
you defending cities from missile attack. Command
the defence guns as enemy missiles rain down from
space to attack your cities. Later smart missiles and
homhers will appear making the action more and
more frantic. For one or two players.

Normally,114.95
OUR PRICE E5.95 ROM

CARTRIDGE

STAR RAIDERS II
Disk version of this follow up to the greatest computer
game. Your mission is to pilot the hottest fighter in
the galaxy - the Liberty Star - to destroy the entire
Zylon Master Force. Your weapons are: ['Ube Lasers,
Ion Cannons and Surface Star Bursts. Warp between
two systems, protecting friendly bases whilst dropping
Star Bursts on the enemy. More great action from
where Star Raiders left off.

Normally £14.95
OUR PRICE £5.95 DISK

VERSION

TENNIS
Great sports fun either against the computer or
another player, singles or doubles. Forehands and
backhands. driving approach shots, angled volleys,
overhead smashes and tricky lobs - they are all here.
You control your position on the court and where you
want to hit the ball. The electronic scoreboard dis
plays the results. All the action without the sweat!

Normally 112.95
OUR PRICE E6.95 ROM

CARTRIDGE
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ATM'
ROM

CARTRIDGE

You've just landed in Antarctica. Your mission is to
help PENGO, the penguin. fight k iller SNO•REES on
a battlefield of ice blocks. Just as in the arcade game.
PENGO must crush or freeze the deadly creatures
before they destroy him. The faster he clears them
out„ the more points you win! An original game that
requires a litt le inure thought than the standard blast
•em up. For one or two players.

,Vormally
OUR PRICE E6_95
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MOON PATROL
Your beat: Sector Nine, home of the roughest, tough-
est thugs in the galaxy. You have the finest patrol car
on the force. complete with anti-gravity jump buttons
and laser bullets. but you'll need more than a hot car
in the rough terrain of Sector Nine. Blast UFOs. Leap
over landmines. Demolish tanks and jump huge cra-
ters and moon rocks - just to survive. il;reat 3D
graphics and good music add to the enjoyment of this
addictive arcade conversion.

Normally 1
.
1 2 . 9 5

ROMCARTRIDGE OUR PRICE E6.95

MILLIPEDE
t'entipede was the original, this is the enhanced and
faster version in whkh the bug avoids the bugs!
Creepy crawlies like jumping spiders. butting bees.
bouncing beetles, mosquittan. dragonflies, inchworm,
and earwigs add to the fun. You've got to blast fast
get rid of them. Uses joystick or trackball.

Normally E12.95
OUR PRICE E6.95 ROM

CARTRIDGE

MUSIC PAINTER
An exciting educational program that helps to teach
music by using colours instead of notes. Change the
Fifteen supplied songs to feature different instruments,
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
your own great music. Children or adults alike will
gel great satisfaction from being able to create their
very own music.

OUR PRICE E7.95 ROM
CARTRIDGE

SKY WRITER S K Y W R I T E R

A learning game for children from 6 to 14 that helps
to expand vocabularies by teaching compound words.
Whilst fl ying through the elands the player has to
select two root words that can be linked together to
match the definition given. Sky Writer teaches basic
word structure and dozens of neNN definitions as well

• as spelling and reading skills.

Normally £12.95ROMCARTRIDGE OUR PRICE E5.95

ROM
CARTRIDGE

MICROSOFT
BASIC II
Now you can use the industry standard Husk on your
Atari. An ideal purchase for owners who have learnt
to program on other machines. Includes 140 page
manual and extended features for disk drive owners.
(Can be used with cassette).

Normally 1
.
1 9 . 9 5
OUR PRICE E11.95

Silent nuder
*our T r , .  rtr•111.1
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SILENT BUTLER
1 he all round personal finance planner that keeps
track of three bank accounts, maintains income re-
cords. reminds you Elt
s b i r t h d a y s ,  
a n n i v e r s
a r i e s  
a n
d

important dales and generally keeps you up to dale
on your financial status.

DISK O O U R  PRICE E6.95NLY

TOUCH TYPING
Everyone who uses a computer needs to brush up on
their typing and now you can leant to type like a
professional typkt with this complete tutorial. Touch
Typing presents a self paced method of learning by
letting you practice typing letters, sentences and para-
graphs. The computer determines words per minute,
number of errors and your weak points. Random
sentences are generated to drill you in those areas,
Contains two cassettes and instruction manual,

Previously,119.95.
OUR PRICE E4.95

TOUCH TYPiNG

1
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CASSETTE
ONLY

TYPO ATTACK
X typing trainer based on the Space Invaders concept
in which you hone up your typing skills by blasting
falling letters. An enjoyable way to learn that will
quickly enable you to recognise the keys without
having to look at the keyboard,

Normally £12.95
OUR PRICE £6.95 ROM

CARTRIDGE

HOME FILING MANAGER/PAY OFF
DISK ON LY

The Home Filing Manager record keeping system that simulates index cards on
your Atari. keeps track of almost anything together with The Pay-Off Adven•
lure - your chance to sample an adventure in classic style. This two disk set also
includes some top class graphics demos.

SPECIAL PRICE - ONLY
WHEN PURCHASING ANY OTHER ITEM
AVAILABLE ONLY WITH THE PURCHASE OF OTHER SOFTWARE
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More software for your added enjoyment ranging from adventures to arcade games and serious
software. Check out Visicalc - we only have a few copies left!

PIRATE ADVENTURE
"'to ho hoo and a bottle of rum ...". You'll meet up with the pirate and his dully
bird along with many strange sights as you attempt to go from your London Bat
to Treasure Island. Can you recover Long John Silver's lost treasures? Happy
sailing matey. Scott Adams Graphic Adventure #2 brings you a superb Begin-
ner's level adventure complete with graphics and ideal for all ages

Original price £19.95
OUR PRICE E7•95DISK

ONLY

THE COUNT
When's the last time you awoke in an antique brass bed in a dank, desolate
castle? I f  your answer is "never" you've come to the right place! This
marvellous Gothic Adventure will escort you into the weirdling world of a
certain well-knownTransylvanian count. Scott Adams Graphic Adventure ;r5 is a
Moderate level adventure ideal for those who have had a lit t le experience.

Original price £19.95
OUR PRICE E7.95DISK

ONLY

IIISICALC
The world famous Viskalc spreadsheet available for your Atari. Visicalc
take care of all of your spreadsheet requirements with all the arithmetical
functions you could want on a spreadsheet that is 63 columns wide by 254 rows
deep. All major spreadsheet functions are supported and the program eyen
allows split viewing windows. Priced al E159.95 when first released!

DI SKONLY O U R  PRICE E11.95

PLANETARIUM
Fun or education? Both really' in this fascinating look at the heavens. Over 1200
stars, 88 constellations, the solar system and more than 300 deep-sky objects are
depicted in this program that allows you to view the universe. You can make
stellar and planetary maps, study eclipses, learn about latitude and longitude
and much more.
1050 DRI VE ONLY

Please state when ordering if
you have a US Doubler lined

Normally of / 6.95
OUR PRICE E6.95

HARDBALL
American League baseball at it's very best. A highly regarded game - check Out
the review in Issue 45 'THE best sports simulation on the Atari'.  Look over the
pitchers shoulder as he throws the ball to the waiting trio of halter, catcher and
umpire. In HardBall you can hit, run, steal, blunt and dive, change the fielders
and do everything vou can do in the real game. For one or two players.

Normally £14.95
OUR PRICE E7.95ROM

CARTRI DG E

MACRO ASSEMBLER
The Macro Assembler will allow _You 10 create your own machine language
games and applications fiye times faster than with the Assembler Editor
cartridge and It can assemble as many as 1600 symbol definitions with no limit
on program size. You can duplicate code, optionally assemble code and modoo•
lance your program. A Program-Text Editor is included.

Normally 179.95
DISKONLY O U R  PRICE E7•95

VOODOO CASTLE
The Count of Monte Cristo reposes in a coffin in his musty castle, awaiting an
able assist from you to retnove the curse that binds him lo non-life- Is he down
for the Count for good, or can you help? Gather your rabbit's f000tand prepare
to step through the portal of Voodoo castle! Scott Adams Graphic Adventure #4
is a Moderate level adventure ideal for those who have had a litt le experience.

Original price 1'19.95
OUR PRICE £7.95DISK

ONLY

STRANGE ODYSSEY
At the galaxy's rim, there are rewards aplenty to be harvested from a long-dead
alien civilization. Fabulous treasures athanc ed technologies far beyond human
ken A l l  this and more awaits the brave galactic Adventurer. But will you be
able too recover the wealth and return home? Prepare yourself for a Strange
Odyssey! Scott Adams Graphic Adventure #6 is a Moderate level adventure.

Original price 1'19.95
OUR PRICE £7.95DISK

ONLY

TIME WISE
Why not use your Atari as an electronic diary? Timewise allows you to keep
track of all your appointments and important dales on a daily, monthly or
yearly basis. Now you can dispense with your diary and let your Atari do the
work, I f  yon have a printer Timewise allows you to print out the information in
a variety of ways.

DISK
ONLY

Originally .E22.99
OUR PRICE E7.95

PROOFREADER
'sers col Atariwriter will be delighted with this, the long lost spelling checker tor

the Atariwriter cartridge! Proofreader may be loaded alongside Atariwriter to
give you instant access to a dictionary' of 36.000 words. I f  that is not enough you
can add your own words as you go. Errors are highlighted on screen for
correction. unusual words can be mooed and you can look up spellings.

DISK
ONLY OUR PRICE E5.95

I—

ARCHON
A chess-based game with the forces of Light and Dark doing battle on each
square. Cast spells and missiles to gain squares and eliminate your opponents
pieces. Your magic rises and Ohs with the board's luminosity cycle. As the light
changes. so does your power. You must race against time and use your strength
effectively. A truly original game that is diffi cult to explain. One or two players.

Normally 1'14.95
CARTRIDGE  OUR PRICE E7•95

BASIC CARTRIDGE
Why would you want a Basic Cartridge when Bask is already built  in to your
machine? Well some programs, especially some early public domain programs
won't run on the MACE but they will if  you plug in the old version of Basic.
Much more convenient than having to boot in the old Bask from disk and, tot
this price, worth having just as a backup.'
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POLE POSITION
The ultra-realistic graphics and sounds of the Grand Prix explode into sour
living room in this computer version of the classic arcade hit. Complete a lap in
qualifying time, then take on the Fuji raceway and competing drivers in a high
speed race. One of the all lime classics.

ROM
CARTRI DG E

Normally .112.95
OUR PRICE E6.95

PACMAN
Surely one of the best known games? Guide your happy little Pacman through
the maze gobbling up dots and fruits while avoiding the ghosts. Gain a bonus
PacMan every 10.000 points as you rack up the score. Simple, colourful,
addictive and compelline. A classic' game.

ROM
CARTRI DG E  S O L D  O U T

JOUST
thin your helmet and hoist your lance and climb aboard an ostrich in this
unusual arcade game! Do battle with the evil Buzzard Riders in deep space.
Pterodactyls to the right of you, alien eggs to the Idt, sou must learn to fly so
that you won't die so very far from borne. All the arcade thrills for one or twu
players.

ROM
CARTRI DG E

Normally112.95
OUR PRICE E6.95

BALLBLAZER
Another from Lucasfilm. this top quality split screen game takes place in a
games arena of the future. You are strapped into a Rot°foil hovercraft-like
vehicle that skims over the surface of the playtield at 50 metres per second. 'the
object is simple, just release your Plasmorb through your opponent's goal. Two-
player simultaneous play with first person perspective for both players.

Normally .114.95
OUR PRICE E6.95ROM

CARTRI DG E

STAR RAIDERS 2
The original Star Raiders is updated with better graphics and sound. Your job
is to clear each sector sshilst ensuring that the enemy do not overrun planets in
another part of the galaxy. It will lake skill in decking which sector to warp to.
can you afford to clear a sector nr will you have to leave to defend a planet and
return later! A great follow up to an all time classic_

Normally 114.95
OUR PRICE E6.95ROM

CARTRI DG E

MIDNIGHT MAGIC
Pinball On your Atari can become totally addictive as thousands on addicts to
the fatuous Pinball Construction Set will testify. Now you can join in the fun
nith David's Midnight Magic, all the thrill of the pinball table on your screen.
There are flippers, bumpers, drop targets and you can even 'shake' the
machine. All of the action,of real arcade pinball for up to four players.

ROM
CARTRI DG E

Normal price 114.95
OUR PRICE E6.95

FIGHT NIGHT
Fight Night brings you all the thrills fif the boxing ring as you face five of the
most brutal fighters ever. Its five separate battles are total war with relentless
action. The Boxing Construction Set allons you and your opponent to create
your own perfect boxers, selecting stamina, intellect and style. Step into the ring
to pit your perfect boxer against the computer or another opponent. 112 players.

Normally 114.95
CARTRIDGE O U R  PRICE E6.95

GALAXIAN
Another arcade COWL ersion that retains all of the addictiveness of the original
and still stands as one of the all time classics. Blast the galaxians as they advance
in formation and peel off to attack. With one or two players and 10 skill levels
you'll be entertained for a long time. Includes an easy option for beginners.

ROM
CARTRI DGE

Normally 1
.
1 2 . 9 5
OUR PRICE E6•95

U.S. FOOTBALL
kmerican Football is non a big crate in this country and you can now play at
home. Outsmart the defence, pass with amazing accuracy, run with speed and
agility, make tackles, select offensive and defensive plays and more. You can
take on the computer in a practice game or challenge a friend to a dramatic
s ideo bowl game of your own in a packed stadium. All the thrills of the gridiron.

Normally 1'12.95ROMCARTRIDGE O U R  PRICE E6.95

RESCUE ON MAMMA
Ask old hands what was one of the hest games ever for the .Atari and a good
proportion of them will say Rescue on Fractalus. This game from Lticasfilm set
new standards in computer games combining a space fl ight simulator with a
rescue mission. Super. ever changing, 3-D scenery as you fly through the
mountains to land on the planet and rescue stranded pilots.

Normally 1'14.95ROMCARTRIDGE O U R  PRICE E6.95

BATTLEZONE
Another cracking arcade eonsersion that set new standards, You command a
tank on the battlefield under attack from enemy tanks and flying saucers. You
can manoeuvre through 360 degrees as the enemy attacks from all directions.
Watch vour radar, turn and blast as the enemy approaches at speed. I t  takes
nerves of sled. One player, five skill levels.

Normally E14.95
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LODE RUNNER
Another classic, perhaps the hest of all platform games. You are a highly traimal
Galactic t I l o i l o  deep in enemy territory. Your mission is to infiltrate all 75
of ihe enemy's subterranean levels to recover every Last piece of gold. You are
equipped with a laser drill pistol hut you'll need cunning, speed and agility.
Lode Runner includes a unique extra that allows you to create your own levels.

Normally E14.95
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ONE ON ONE
Play basketball with two of America's top players in this great sports simulation
which features realistic offensive and defensive moves, fatigue factors, hot
streaks, a shot clock, even instant repay and a shattering backboard! Like the
game of basketball itself, One-on-One rewards you for playing with your head
as well as your hands.

ROM
CARTRI DGE

Normally 114.95
OUR PRICE E6.95

DESERT FALCON
A version of the classic Blue Alas that finds you flying across the desert Indiana
Jones style searching for hieroglyphics hidden in the desert sands. You need to
survive long enough to destroy ihe howling Sphinx. The longer you survive and
the further you proceed, the more perilous your mission becomes. i f you destroy
the Sphinx you get to gain the bonus round for even higher points. Four levels_

Normally 114.95
OUR PRICE E7.95ROM

CARTRI DGE
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TELEPHONE ORDERS 0785 213928

SERIOUS STUFF
Qty.

at . Mk Price TotalTotal
MICROSOFT BASIC II E11•95E5,95
SILENT BUTLER E6,95E5.95
HOME FILING MAC PAY OFF E1.00E9.95

TotalBALLBLAZER

PUBLIC DOMAINETC.
Qty. TiPe Piice Total

STAR RAIDERS 2

ISSUE 48 DISK t 2.95

Total

LODE RUNNER

8•8I1 REFERENCE GUIDE E 6.95
MIDNIGHT MAGIC

TURBO BASIC t 3,95

WRITING STRATEGY GAMES

Total

E 6,95

SOFTWARE
Qty. Title Price TotalTotal

U.S. FOOTBALL E 6.95E5,95
JOUST E 6,95E5.95
RESCUE ON FRACTULAS E 6,95E9.95
BALLBLAZER E 6.9517,95
BATTLEZONE E 6.95E6.95
STAR RAIDERS 2 E 6.95£5.95

Total

LODE RUNNER E 7.95E3,95
MIDNIGHT MAGIC E 6.95E5.95

WRITING STRATEGY GAMES

ONE ON ONE E 6,95E5.95
FIGHT NIGHT E 6.95E5.95
PIRATE ADVENTURE E 7.95E6•95
VOODOO CASTLE E 7.95E6.95
THE COUNT E 7,95E6.95
STRANGE ODYSSEY E 7.95E6•95

Total

SOFPNARE

Qty.

Oty. Title Price Total

MIDIMASTER

JUGGLES RAINBOW E5,95

TRANSDISK IV

JUGGLES HOUSE E5.95

TARITALK

JUGGLES FAINBOWNOUSE E9.95

MINI OFFICE II

MUSIC PAINTER 17,95

SPELL ME- Cassette

TYPO ATTACK E6.95

SPELL ME • Disk

SKYWRITER £5.95

Total

ATARI ADVENTURES

SUPER BREAKOUT E3,95

RANDOM ALLEY ADVENTURE FREES

STAR RAIDERS E5.95

WRITING STRATEGY GAMES E1.50

MISSILE COMMAND E5.95
STAR RAIDERS II ,DISK E5.95
CAVERNS OF MARS E6•95
TENNIS E6.95
PENGO E6.95
MILLIPEDE E6•95
MOON PATROL E6.95
HARDBALL E7.95
DESERT FALCON E7.95
ARCHON E7.95
VISICALC E11.95
TIMEWISE E 7.95
BASIC CARTRIDGE E 3.95
MACRO ASSEMBLER E 7.95
TOUCH TYPING E 4.95
PLANETARIUM E 6.95
PROOFREADER E 5.95
POLE POSITION E 6.95
GALAXIAN E 6.95

TOTAL

PAGE 6 SOFTWARE
All on disk unless shown

Qty. Tile Price Tatai

Total

MIDIMASTER E24.95

E5,95

TRANSDISK IV El 9.95

t3•00

TARITALK E19,95

ENO

MINI OFFICE II [14.95

E1•50

SPELL ME- Cassette t 4.95

E2•50

SPELL ME • Disk E 6.95
Total

ATARI ADVENTURES

BOOKS
Qty.• Idle Price Total

EASY PROGRAMMING E5,95
THE 130XE HANDBOOK t3•00
GAMES & RECREATIONS ENO
BEST OF PCW SOFTWARE E1•50
INSIDE ATARI BASIC E2•50
MICRO ENQUIRER E2.00
ATARI ADVENTURES E1.50
RANDOM ALLEY ADVENTURE FREES
WRITING STRATEGY GAMES E1.50

TOTAL
'WHEN ORM  RLND ATARI ADVENTURES
- ONLY WHILE STOCK LAST

Name

Address

O R D E R  F O R M
ALL ITEMS FOR XL/XE

TOTALS
Software
Books
Post and Packing on above E  1.00
Public Domain
PAGE 6 Software
Total

Most goods will be despatched within a few days but please allow up to 28 days for
delivery • Please feel free to copy this form if you do not wish to cut the magazine

L I  I  enclose cheque/P.O. for E

L I  I  authorise you to debit my credit card

D V I S A D A C C ESSLIEUROCARDE I MASTERCARD

M y cardnumberis :
L r n 07=10M O O ELJHEI

Expir
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t e
:  
D
E  
D
E

Total Order E
OVERSEAS postage PLUS 15% E  S i g n a t u r e

Total E Please ensure that the name and address shown are
Please make cheques payable to PAGE 6 t h e  same as the cardholders.

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FA X :  0785 54355



Let's get away from games for a while and even away form
the ST! Many computer users have become interested in
Fractals following numerous articles (including in NEW ATARI
USER) and now a company has been set up that deals
exclusively in fractal related material. The company is
Frachaos and they have produced a catalogue of products
available entitled The Catalogue of Chaos which includes
many goodies not previously available in the UK. The com-
pany is the brainchild of computer artist and lecturer in
Computer Graphics, Jake Davies who says "Since the
Equinox program a couple of years ago there has been a
rapidly growing interest in fractals and chaos, not only in
mathematics and the sciences, but also in entertainment and
fashion. Unfortunately it's been hard to get hold of the best
products in the UK and that's why we set up Frachaos". The
company aims to cater for the beginner and enthusiasts
alike with a compilation of videos, books, shareware, fine art
prints as well as commercial software. They will also provide
a 'made-to-measure' service producing unique packages for
education and enthusiasts. If you want a copy of the cata-
logue, it's yours for the asking. _lust drop them a tine at
Frachaos, Higher Trengove, Constantine, Falmouth, Cornwall
TRII  5QR or give them a ring on 0326 40973 (24 hour
answerphone).
Anyone got a Psion Organiser as well as an ST? Wkiget

Software have a product called TRANSFILE ST CL which
allows data to be transferred quickly and easily between the
Psion Organiser 11 and the ST. They claim this is the only
program available that uses the special protocol which Psion
developed to allow the Organiser to communicate'with the
Mac and PC. The price is £49.95 and you can get more
information from Widget Software Ltd., 121 London Road,
Knebworth. Herts. SG3 6EX. Telephone number is 0438
815444.
Okay, it's back to games now. Domark are now giving you

the chance to stop buying their games and create your own
with the 3-El CONSTRUCTION KIT with which you can create
arcade, adventure or simulation games based around the
'Freescape' principle used In games such as Castle Master,
Sounds very interesting but you'll have to wait till around
April to try It out. Codemasters are repackaging some of
their games in 'QUATFRO' boxes which look really neat and
sell for £12.99. QUA rum SPORTS includes BMX Simulator.
Italia 1990, Advanced Ski Simulator and Pro Tennis Simula-
tor while QUATTRO ARCADE features Pro Powerboat Simula-
tor, SAS Combat Simulator, Pub Trivia Simulator and Nitro
Boost. Fans of Infocom can come out of mourning with the
news that Mastertronic, of all people, have bought the rights
to infocom games and have released Hitchhikers. Planetfall,
Zork 1, Wishbringer and Leather Goddesses of Phobos all for
just £9.99 each. That's good news. Maybe they'll release
some of the games that didn't make it onto the ST. Unlikely,
but at least there's now a slim possibility of seeing some
more Infocoms. Let's close with some news from U.S. Gold.
Strkier 2 is on its way along with a whole host of stuff
promised for 1991. Chip's Challenge is a wacky arcade
game In which you seek to become a member of an exclu-
sive computer club by zapping everything in sight. Cruise for
a Corpse is an adventure set on board a 1920's 3-masted
yacht, a sort of Murder on The Orient Express at sea. If you
are a fan of Indy Jones or Darth Vadar or Zak McKraken or
Luke Skywalker or R2D2 then you can meet them all in Night
Shift which is set in a toy factory. From Lucasfilm comes a
follow up to Their Finest Hour. Being an American company
they can't let you believe that the British won the war so in
The Secret Weapons of The Luftwaffe you'll discover how the
United States 8th Air Force were really the ones responsible
for stopping Germany. Another one from Lucas film is The
Secret of Monkey Island, a tale of pirates in the Caribbean
set in the late 1600's. And there's a lot more promised from
U.S. Gold but we'll have to call it a day. See you next time.

3D
CONSTRUCTION
KIT - design
your own prog-
rams with
Domark's help

:
L.

- 9 :  0 :

MURDER IN
SPACE -
another from
the prolific
Infogrames

THE
MANDLEBROT SET
available from
Fractal Chaos

FUTURE
EUROPE - one of
the enhance-
ments to Sim
City mentioned
last issue
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lit t le database program called
Super Card Index f rom &Ware

Software, whic h was a development  of  an
earlier 1-3,Ware database produc t  called
B•Base 2. B.Ware have now taken things
another step f orward wit h the release of
Super Card 2 (SC2), an uprated version
of  Super Card Index incorporat ing im-
provements  suggested by users of  the
prev ious version. There's  a whole host of
these, but  the main changes are in the
areas of  dat a fi ltering" for record selec-
t ion,  data sort ing,  report  print ing,  and
disk  cataloguing.  This  last  item allows
disk  directories to be read direct ly  into
S'e2 records, automat ically  bui lding a
database of  the contents of all your
disks!
The program is supplied complete wit h

a number of example files. Not  only  do
these give you something to play wit h
st raight  away for familiarisat ion pur-
poses. but  they can also act as models
for your own applicat ions.  They Inc lude
such subjects as names and addresses.
cus tomer details, compact  disc collec-
t ions. etc. One of  them can even be used
as it s tands  I t ' s  a complete list of  Brit ish
Telecom STD codes and exchange names.
allowing you to search on a code to fi nd
its exchange name,  or vice-versa.
Like its predecessor. SC2 is designed to

look like a card index  system, something
everyone can easily unders tand and use.
The ease of use theme pervades the
whole program in fact, wi t h v irtually  ev-
ery thing accessible via f riendly  selection
but tons  or keyed menu items.

54 I s s u e  48- New Atari User

FREE
FORMAT
DATA
As before. SC2

uses free format
data records, so you
can enter new data
by s imply  keying it
onto the screen, laid
out  however you
wish.  To help with
data input  you can
assign f requent ly
used character

st rings to each ol h e  STs  Func t ion Keys
and later input  t hem wit h just  a single
keypress. Also. those Func t ion Keys can
now be used anywhere in the program
rather than jus t  for data input .  The prog-
ram will now also read and write ASCII
fi les and fi les produced wit h Super Card
Index or B.Base 2 - wi t hout  the need for
the separate ut ilit y  program supplied
previously. Merging and split t ing of files
is easily achieved too.
Theoret ically  SC2 can handle fi les of  up

to 32000 records, each one up to 32700
characters long. However,  any  fi le worked
on is  held completely  in memory ,  whic h
means the pract ical l imit  is dependent  on
how muc h memory  your ST has. 512K
should be adequate for most home and
small bus iness uses though,  and one
megabyte certainly  so.
Once you've created a fi le you can then

use all the usual database funct ions on
it. Select ion of records to work  wit h may
be achieved manually  by paging through
them, or automat ically  via SC2's record
"fi ltering" facilit ies. These allow you to
fi nd all records matching certain speci-
fied search criteria,  cons is t ing of  strings
of characters connected by logical oper-
ators. for instance to fi nd all records con-
t aining the words  "Atari" OR "IBM".
Up to nine strings each of  up to 30

characters may  be specified, wit h each
st ring qualifi ed by AND or NOT oper-
ators. This  permits  the select ion of  re-
cords NOT containing the specified s t ring
In addit ion to the normal select ion
method.  The nine s t rings are split  into
two groups, of  five and four strings re
spectively. Wit hin each group the fi lter

logic for each line may be modifi ed to use
AND or OR, as can the logical relat ion-
ship between the two groups. I f  required.
the search can be restricted to a chosen
range of  records. e.g. records 57 to 132
in the file; and a ease sensit iv ity opt ion
allows dif ferent iat ion between upper and
lower case text. Once again, these fac ili-
t ies should be adequate to cope wit h
most requirements  intended users  are
likely to have.

AUTO BROWSE
The fi ltering process produces a subset

of records matching the search criteria.
whic h you can then step t hrough and
display, change. delete, add to, copy.
save to disk,  or print  as required.  There's
even a t imer driven browse facility, whic h
automat ically  pages through the record
subset wit hout  the user hav ing to touch
any keys!

Because of the free format  data, report
print ing facilit ies are fairly  limited.  You
can pr int  s ingle records or a subset de-
fined by the search criteria.  Wit hin a re-
cord, pr int  format t ing is restric ted to spe-
cify ing the subset of  lines you want  prin-
ted. However,  the ov e r
a
l l  
a p p e a r a n c e  
o f

the report  layout  can be specified, in
terms of characters per prini line,  pr int
lines per page. spac ing between records.
and type of  heading required.  Also. SC2
now has the facility for sending setup
codes to your printer before pr int ing be-
gins. allowing you to specify fonts, spac-
ing, margins ,  and so on.
The original Super Card Index was an

excellent program,  but  this  latest incar-
nat ion is even better! It's very easy to
use, fast, reliable,  and great value for
money. I f  you're look ing for a program to
handle those small database applicat ions
needed for home, school, c lub,  or small
business use, t hen make sure you check
it  out. You' ll probably  fi nd it 's perfect ly
adequate for your needs.

Title:
Publisher:
Price:
Reviewer:

SUPER CARD 2
B.Ware Software
£29.95
John S Davison
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C adav e r  is probably  the fi rst  REAL
Graphics  Adventure!  Forget  Sier-
ra wi t h t heir cute animat ion,  and

s low loading pictures. Forget  Magnet ic
Scrolls wit h t heir superb text adventures
wit h the irrelevant  add-on graphics.  This
Is where it  is really  happening!  (No. I
haven't  played Wonderland yet, and r m
sure it  wil l  be wonderful - but  this  is very
different!),
Cadaver is a joyst ick driven arcade

adventure which jus t  oozes qualit y  at
every turn.  Apparent ly  the amaz ing Bit  -
map Brothers  decided that  they would
like to cross-over the dif ferent  styles of
adventure and arcade games and Cadav-
er is  the result .
You cont rol Karadoc the dwarf  in his

quest to destroy the evil Necromancer
(what? another one!). You start  empty-
handed in the depths of  the castle
dungeons and mus t  fi ght  and puzzle
y our way t hrough hundreds  of  rooms
across live levels to reach the fi nal con-
f rontat ion,
It take a few minutes  to get used to the

movement  as the rooms are viewed in
3-D f rom an angle so that  the dwarf
moves diagonally ,  and you also need a
lit t le t ime to get used to the but ton:  nor
mally  it  means  JUMP, but  if  you are
Wielding a Weapon it  means ATTACK (or
THROW if  it is not a Weapon), and if  you
touch something or bring up your inven-
tory then the but ton is used to select an
act ion f rom the icons which appear in

I
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Publisher:
Price:
Reviewer:

CADAVER
Image Works
£24.99
John Sweeney

the bot tom left. Don't
wart y  - you get used
to it  very quick ly  and
the system is actual-
ly very easy to use
and very efficient in
allowing you to get
around,  fight,  and
use objects.
The icon interac t ion

is well designed In
that  only  icons which
are relevant to the
Item you are
touching or holding
appear - depending
on those objects you
may get to choose from: SEARCH.  TAKE.
DROP, DRINK,  READ.  HOLD,  CAST,
SWITCH.  PRESS. OPEN. INSERT, PULL
EAT and GIVE. And believe me, this
turns  out  to be quite an adequate set of
verbs to generate LOTS of  interest ing and
challenging puzzles. You only  need to
touch the keyboard to use an it em f rom
your inventory or to Un-Wield a weapon.
Most. levels have 80 or 90 rooms to ex-

plore, and movement  between them is
instantaneous.  Fortunately  the game
draws an onscreen map for you - press
Fl  t o see all the rooms you have visited -
so you don't  need to draw detailed maps.
There are scores of different items to find.
most of  which have a use, plus  dozens of
magic spells and pot ions. Some problems
you need to fi ght  your way through.  some

you wil l  need arcade skills to jump
and dodge around deadly obstacles,
others you can only  solve by us ing
magic, pul l ing the right  lever, fi nd-
ing the right  key, or performing
some obscure act ion such as t hrow-
ing things at remote targets or
pushing lettered t iles around the
floor!
To fi ght something you can either

walk  into it  (losing some hit  points
In the process). at tack it  wi t h
weapons such as bags of  stones.
shirikan or magic missiles, or cast
spells such as Massacre or Mind
Blast. Some of the enemy are sta-

t ionary  so you can stand out  of  range
and work  Out how best to attack, others
chase you round the room so you have to
dodge as well.  Fortunately  you can SAVE
to diskette provided you have enough
money to pay the gods! Init ially  this  is
quite cheap and the coin on the ground
in the fi rst room (worth 7 gold) is enough

BEST GAME
OF 1990!
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to make your first save; sav ing on the
last level can cost you over 1000 gold!
(Look out  for the chest on the second
level wit h infi nite gold in it!) You can
LOAD as many  t imes as you wish f rom
any saved pos it ion so you get plenty  of
chances to try- the amaz ing variety of
problems  whether they are arcade, logic
or violence based!
Cadaver is not  an endless bout  of  blast-

ing, it  is a game of  explorat ion and ex-
perimentat ion wit h a lit t le mapping and
occasional short  burs ts  of mayhem.
If you like arcade games wit h a chal-

lenge then you wi l l  love Cadaver. I f  you
like text adventures and have always be-
lieved that  graphics  were just  a gimmic k
then Cadaver could change your mind -
this  is every bit  as challenging as most
adventures I have played and you wi l l  be
amazed at t he variety of enigmas which
they c rammed into it. My  solut ion takes
up SIXTEEN pages of  text!
Most people are highly  likely  to get

stuck at least a couple of  times, but
never fear the Guiding Light  (0898
338933) have a full solut ion (and many
thanks  to Jackie and Darren for the cou-
ple of  t imes that  I got stuck!). Double-
sided disket te drive required - i f  you have
been look ing for a reason to buy  one then
this could be it!

•  S I G HT & SOUND - The graphics are
amazingly  detailed and vary consider-
ably  between levels - how they cram it
all in to 512K I don't  know!

•  GAMEPI AY - Brilliant  - a great arcade
game - a great adventure!

•  VERDI CT - You'll neverforgive your-
seif  if you miss this one!

New Alan i User issue 48 5 5



mus t  tell you about  a real fun piece of music  soft-
ware I recent ly  got my  handso n !  It 's called Band-
In-A-Box,  by PG Mus ic  of  Buffalo. USA, and its
purpose is to help you rapidly  produce a profession-
al sounding accompaniment  for v irtually  any song.

The princ iple behind it  is very s imple - you tell it  the chords
to a song, where the chord changes occur, and the mus ical
style in whic h you want  the song played. In a k w seconds it
generates a complete three part  arrangement  for drums,
bass, and piano (or whatever other sounds you wish to
assign). and plays it  v ia a MIDI  at tached synthesiser.
The program produces an incredibly  good sound - so good

you could almos t  believe there's a professional back ing band
in the room wit h you! All YOU have to do is play or sing the
main melody  line of the song to complete the mus ical per-
formance.  It 's a s imple idea, but  it  opens up all sorts of
possibilit ies, as we'll see later.
The h i l l  vers ion o f  Band-In-A-Box  runs  in  med ium or high

resolut ion and  needs  1 MB memory ,  b u t  t here's  a  s imp ler
512K vers ion prov ided whic h handles  fewer styles and shor-
ter song length.  Even so, it 's  s t il l very  usable.  Obvious ly ,  t o
play t he sounds  i t  also needs  a MI DI  synthes iser keyboard
or ex pander module,  pref erably  one  wh i c h  c an  a ls o p lay
drum sounds.  However.  it  wi l l  happily  drive a separate d rum
machine i f  required.  The program can be eas ily  cus tomised
to work  wit h v irt ually  any  synthesiser and mapped onto any

John S Davison's
regular guide to

all the ways
of making music
on your favourite

computer
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synth d r u m sect ion or  d rum machine.  I t  work ed perfec t ly
wit h my  Yamaha PSS-680 af ter a few minut es  cus tomisa-
t ion.

MUSIC SPREADSHEET?
To create a song arrangement  you jus t  type chord names

into cells  o n  t he  program's  spreadsheet -like da t a  i n p u t
screen. This  uses s tandard chord naming convent ions.  e,g.

C f or C major,  Cm6  for C mino r  s ix th,  etc. I t  handles  a very
wide range of  chord types. inc luding some really  exot ic  ones!
How abou t  C  13sus#509# I I, f o r  ins tance? I t  a ls o hand les
chords wi t h  alt ernate bass notes. f or example F*1 /A (F s harp
major wit h an A bass). Up  to f our chord changes per bar may
be specifi ed, more  t han adequate f or mos t  songs.
To add f urt her interest, t o t he arrangement  t he program can

switch between two Contrast ing variat ions on the chosen style.
You fl ip f rom one to the other by plac ing markers  at  appropri-
ate points  in the music.  Each t rans it ion is preceded by a d rum
fill, t hus  c ont ribut ing even more variety  t o t he bas ic  rhy t hm.
Finally ,  you specify miscellaneous  "song" data,  s uc h as song

tit le, t empo.  k ey .  looping inf ormat ion f o r  hand l ing  mul t ip le
verses/choruses, and the mus ical sty le required.  The f ul l  ver-
s ion of  the program handles  24 dif ferent  styles. wi t h 14 in the
512K vers ion,  inc lud ing  v arious  fl av ours  o f  count ry .  Lat in ,
rock, blues ,  reggae, jazz, and pop.  The ac c ompaniment  part s
are regenerated eac h t i me  y ou  p lay  t h e  song,  s o  bet ween
playings you can change t he style, t ranspose int o a new key.
edit  the chord sequence, and alter the tempo if  required,  giv ing
scope f or  easy experimentat ion.
Song fi les you've created may  be saved to disk  in t heir  nat ive

format  o r  as a Format  1 s t andard MIDIfi le.  This  means  y ou
can then load t hem into a sequencer or other software package
whic h supports  MIDIfi les  and f urt her modify  or augment  t hem
in any  way  y ou wis h.

MIDI FAKEBOOKS
The program is  ex t remely  easy t o use.  Onc e you've learned

how to customise and operate it  (all of  15 minut es  effort!) you
can ent er a song and have i t  play ing in  jus t  a  f ew minut es !
In fact you can be t ip and runn ing even quicker t han that ,  as
it comes complete wit h a set of  sample song files you can jus t
load and play.  What 's  more.  you can buy  two accessory ' MI DI
Fakebook" disks, between t hem holding over 500 ready  to use
Jan, and pop song accompaniment .  fi les.

This  program could be t hought  of  as a sof tware version of  the
advanced aut o accompaniment  features f ound on s ome MI DI
keyboards, such as -
S t y l e  
P l a y "  
o n  
Y a m a h
a ' s  
P S
S  
i n s t r
u m e n t
s .

In fac t ,  i t ' s  no t  qu i t e  as  advanced a s  t hos e yet ,  a s  a  f ew
features seem t o be absent.  The ones I  missed mos t  are nice
clean int ro and ending phrases f or each of  the sty les - Band-
In-A-Box songs current ly  t erminate too abrupt ly  for my  taste.
It would also be nice t o have one or more addit ional ins t ru-
ments  play ing opt ional "t widdly  bit s ",  again as  o n  t he  PSS
keyboards. Finally ,  being able to defi ne your own styles would
add enormous ly  t o  t he  program's  fl ex ibilit y .  PG  Mus i c  a r e
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already p lann ing  improv ement s  t o  t he program.  s o perhaps
we l l  sec these features  in  a  lat er release.

Band-In-A-Box  has  a far wider range of  applicat ion t han you
might  a t  fi rs t  imagine.  I t 's  obv ious  us e is  t o  enable anyone
(novices inc luded) t o  quic k ly  produce an  ac c ompaniment  f or
any song, whic h they can then play  or s ing along with.  i t  could
even be used in  live performance.  f or ins tance a s inger could
use t his  program plus  a MI DI  s y nt h ins tead of  a live back ing
band!  Yes  f olk s ,  a  c omput er is ed k araok e mac hine!  Mu s i c
teachers wi l l  love i t  too,  as  it 's  great  f or prac t is ing ensemble
playing. I t s  a ls o a  us ef ul  pers onal learn ing aid,  as  du r i ng
playback an onscreen piano keyboard shows you exact ly what
the bas s  and  p iano part s  are play ing - i n  real t ime.
I believe Band4n-A-Box  is  dest ined to become a classic piece

of mus ic  sof tware.  I t 's  f riendly ,  genuinely  useful in  all sorts of
ways. and  t remendous  f un t o use.  I t 's  reasonably  priced too,
at / 4 5  f o r  t he  bas ic  p rogram a n d  / 2 0  eac h f o r  t he  MI DI
Fakebooks. wi t h  special deals  i f  you buy  more t han one i t em
at once. UK suppliers  are Zone Dis t ribut ion,  5 Abbev ille Road,
London SW4 (phone 081-766-6564).

THE MUSIC STUDIO UK
Wouldn' t  it  be nice to fi nd a place where computer mus ic ians

could meet  24 hours  a day, seven days a week,  to swap ideas,
informat ion,  pub l i c  domain mus ic  sof tware.  MI DI  fi les.  voice
patches. develop contacts,  and generally  discuss any t hing to
do wi t h  c omput er  mus ic  mak ing? And what  i f  al l  t h is  were
available for FREE? Too good to be t rue,  you say? Well it 's  not
- a l l  t h is  and  more  is  n o w available t hrough a  new serv ice
offered by  c omput er mus ic  enthus ias t  Paul Unns t on o f  Man-
chester.
Paul is  the Sysop (System Operator) of  The Mus ic  Studio UK,

a c omput er based bullet in board service available free to any-
one equipped wi t h  a  c omput er,  telephone,  a n d  c ommunic a-
t ions facilit ies. Alt hough no access or usage charges are levied
you do have t o pay  f or  phone calls ,  bu t  t hese are at  normal
extort ionate B T  rat es  -  NO T  t hos e ult ra-ex t ort ionat e 0 8 9 8
number  rates, The service runs  on a high powered I BM PS/ 2
model 8 0  P C wi t h  a  mas s iv e 4 5 0  megaby tes  o f  hard  d is k
storage. c ommunic at ing wit h t he outs ide world v ia a Mirac om
Courier I IST modem at speeds up to 9600 bps. OK,  so it 's  not
Atari based,  b u t  t hat  doesn' t  mat t er  - i t  c ommunic at es  wi t h
any t y pe o f  c omput er  us ing  s t andard c ommunic at ion p ro -
tocols.
For those unf amil iar wit h such things a bullet in board system

is like an elec t ronic  not ice board.  You contact  it  by  dial l ing in
via t he phone system, t hen use y our c omput er as a t erminal
to read o r  post. pub l i c  messages: receive a n d  s end pr iv at e
electronic ma i l  f r om/ t o  ot her  users :  a n d  t rans f er programs
and dat a fi les  between t he t wo computers .

AROUND THE WORLD!
TMS has separate message areas for dif ferent  topics, such as

MIDI,  Mus ic .  Buy  and Sell, and yes, Atari.  Anyone diall ing into
TMS may  v iew any  publ ic  messages y ou leave and reply  t o
them, and  t he  replies  are also available f or  a l l  t o  read a n d
respond to_ It 's possible for a message to spark  off  a mult i-way
conversat ion between many  dif ferent  users, and is a great way
swap ideas o r  obtain help wi t h  mus ic  related problems.  TMS
Is net work  connected t o ot her bul let in board sys tems in  t he
UK, Europe,  a n d  elsewhere.  a n d  exchanges  messages wi t h
them on a daily  basis,  so y our messages could reach a wide
audience!

TMS also has fi le download and upload facilit ies. These allow
you t o access any  of  the mus ic  sof tware or  data fi les  s tored
on 'EMS - and all for free! Well,  there's  no cash charge. but  you
are eventually  expected t o  do  t he  decent  t h i ng  and up load
something in  ret urn!  And  please note:  on ly  bona-fi de publ ic
domain,  s hareware,  a n d  d e mo  mat er ia l  i s  accepted -  NO T
pirated c ommerc ial produc ts !
So. how do y ou part ic ipate? Well,  bas ic  requirement s  are a

modem to connect your computer to the telephone system plus
suitable sof tware to handle the communicat ions .  To minimis e
y our phone bi l ls  I 'd rec ommend y ou us e t he fastest  modem
you can af ford.  wi t h  1200 baud as a mi n i mu m if  you want  t o
do muc h downloading/ uploading of files. Expect to pay at least
E160 for this, less i f  you buy  secondhand,  I t  may  sound a lot,
but  you c an also use the modem to explore t he hundreds  o f
other bul let in boards  now operat ing in t he UK.
A modem plugs  direc t ly  int o an STs  RS-232 port .  bu t  8-bi t

users wi l l  addit ionally  need a separate RS-232 interface box.
The only  suitable devices I k now of  are the Atari 850 interface
and I CUs  PA:Connec t ion,  nei t her exact ly  easy t o fi nd these
days. Wat c h for secondhand it ems  or t ry  Gral in Internat ional.
11 Shil lala Road,  Parks tone,  Poole,  Dors et  BI 112 2BN,  wh o
somet imes advert ise t hem.  Ex pec t  t o  p a y  a r o u n d  £ 5 0  f o r
either. Inc identally ,  both devices also prov ide a parallel print er
interface, allowing your 8-bit  machine to use v irtually  any type
of  print er ins tead o f  being t ied t o  At ar i  only  models .
The sof tware s ide needn't  cost muc h,  as  you c an use publ ic

domain c ommunic at ions  programs .  O n  t he  ST there's  VAN
TERM,  whi le  8-bit  users  could cons ider AMODEM - bot h are
available f rom the Page 6 PD Library  for jus t  .K2.95 each. 8-bit
users could also use Mini-Offi ce II. now available f rom Page 6
for jus t  / 14. 95,  al t hough it s  upload/ download features aren't
exactly s tate o f  the art .
To t ry  TMS  jus t  d ia l  061-727-7164,  a n d  wh e n  connected.

s imply  f ol low the onscreen prompt s  t o regis ter yourself  as a
user. I f  you do.  please remember t hat  a f ree service s uc h as
this  only  t hrives  t hrough ACTI VE part ic ipat ion o f  it s  users .
Make sure you leave a relevant  message or upload s omet hing
useful t o  help TMS  become a  serv ice wor t h  us ing  -  and  t o
t hank  Paul Urms t on for the voluntary  ef fort  (and money!) he's
put  int o get t ing TMS on t he air.

SNIPPETS

FREE SOFTWARE!

. . . . there s eem t o  b e  p l e n t y  o f  Cas io synthes iser bargains
around as  I  wr i t e  this .  part ic ular ly  MI DI  ex pander modules .
Examples are the CSM-10P Piano and CSM-1 s y nt h expander
modules  at  wel l  under  / 1 0 0  each.  Chec k  t he c urrent  mus ic
technology magaz ines  f or details .
. . . . anot her good buy ,  but  more upmark et .  is  t he new Evolu-
t ion Synthes is  EVS1.  I t ' s  a  100 sound,  1 6  voice polyphonic .
eight way  mul t i t imbra l  ex pander module,  wi t h  bu i l t - in  s am-
pled d r u m sounds.  I t 's  s upplied complete wi t h  pat c h edit ing
software f or t he ST,  and  looks  great  value f or  / 299.
. . . .Yamaha's new .C150 D a i l  dr um  machi ne looks perfect
for time home MIDI  setup.  I ts  specifi cat ion inc ludes  100 preset
rhy thms:  3 5  s ampled d r u m sounds ;  MI DI  I N and OUT:  and
unusually ,  eight  large, velocity.sensit ive d rum pads whic h you
can bash wi t h real drums t ic k s  to ac tually  play  the d rum part !
. . . .news f r o m t h e  USA:  Charles  W Pint er tells  me  t hat  h i s
report  in  Issue 45 of  a new stereo vers ion o f  AMS (Advanced
Mus ic  System) f or the 8-bit  machines  was incorrect .  I t  s hould
have read AMP (for Ant ic  Mus ic  Processor) rat her t han AMS.
More details  nex t  t ime,  i f  Charles  can obt ain t hem!  •
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GOLD or THE AZTECS
F o r  400 years no-one has dared to

take up the toughest challenge
man has ever known - to fi nd

Quetzacot i's Gold of  the Aztecs. You are
Bret Conrad,  a man t rained by special
forces, a man who knows danger as a
way of  life. All he has to aid h im in his
quest to fi nd the myst ical gold of  the
Aztecs is a 400 year old Spanish map of
the area, showing the locat ion of  a tem-
ple. The map also tells of immense dan-
ger which mus t  be faced, of  how 300
Conquis tadors  died in the previous
at tempt  to enter the tomb,
The game begins as you parachute deep

into the middle of  the jungles  of Mexico.
hundreds  of miles away f rom civ ilizat ion.
or even the nearest  road. As you land
y our parachute becomes caught amongs t
some trees and you mus t  cut  yourself
free and then move on into the deep
jungle to do bat t le wit h all that  steps into
y our path. As you move t hrough the
jungle you soon come across spear
t hrowing natives and host ile wild anim-
als, whic h mus t  be avoided in order to
keep on and reach the temple. The deep-
er you go, the s t ranger your adversaries
become, ghouls  and monsters  at tack you
at regular intervals  as you get c loser and
closer to your goal.
Gold of  the Aztecs has been severely

hyped as an enormous  game which took
three man years of development, wi t h
s tupendous  numbers  of  frames of anima-

Title:
Publisher:
Price:
Reviewer:

GOLD OF HE AZTECS
US Gold
E19.95
John Davison inr
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t ion and even more
gigant ic numbers  of
lit t le graphical bits
and bobs but  1,vhat
does this  quite ex-
t raordinary .  superla-
t ive-delv ing game
have to offer for the
average gameplayer?
Well.  it 's  a fairly
mediocre arcade
adventure whic h is
far too diffi cult  to
play due to the
dreadful cont rol re-
sponse, but  it  has got
some reasonable
graphics. Now maybe I 'm miss ing some-
thing, but  the hype on the box, and the
game ins ide only  seem to have a few
things  in common!  The graphics  are all
right  but  if  this is the best they can do
wit h "'8 megabytes of  code and data t hen
I 'm glad they haven't  done any thing
smaller!
You cont rol Bret  wit h the joystick, as

you would expect. He is a large character
who is well animated and you can com-
mand him to run,  jump.  pick  things up.
shoot a gun,  use a knife, and other such
things. You have to move him around the
various screens t ry ing to get. past the
things  in his way. Eventually  you mus t
get h im f rom the jungle into the tomb
beneath the temple to search for the t rea-

sure. Now,  normally  an arcade
adventure of  this type, wit h only
around eighty screens or so would
be a doddle to get reasonably  far
into. However,  do not expect to get
anywhere the fi rst t ime you play! I t
is very diffi cult  at fi rst to get past
the fi rs t  two or three screens, s imply
because 'Bret ' in his incredible
"macho-ness is  an absolute pig to
control!  I t ried wit h a number  of
dif ferent  joysticks and the response
is s imply  horrifi c.  I f  you have quick
reactions, this  game will infuriate
you as it  reacts about  three seconds
after you do!

In terms of  presentat ion, the game is
quite good, the graphics are of a fairly
high qualit y  and they are suitably  varied
f rom screen to screen. In places the ani-
mat ion is worthy  of  note, such as the
lumbering elephant  whic h crushes you if
you spend too muc h t ime on the fi rst
screen! The sound effects are very good

indeed and are possibly the best feature
of  the whole game. The crack of  the pistol
shots to the hiss of a snake are all very
realist ic. However,  great sound effects
alone do not  make a great game,
What  is more inf uriat ing than any thing

is that  this  could be such a good game. I f
only  it. was easier to cont rol it  would be
s imply  superb. However,  it  would appear
that  yet another game has been mined
by far too muc h at tent ion being focused
on the cosmetic features and not  enough
on the actual gameplay.  I found that  all it
managed to do was infuriate me. A game
should not  really  do that,  it  should be a
form of  entertainment  or escapism, not
something that  makes you want  to hur l
your joyst ick through the monit or screen!
Overall then, as you can probably  tell, I

was not  ent irely  impressed wit h Gold of
the Aztecs. The graphics  and sound are
quite good, but  the game is far f rom ori-
ginal and it  is pract ically  unplayable.  I
don't  part icularly  like it, but  you may
well t hink  it 's brilliant .  I t  is defi nitely  not
wort h all the hype which has been
spouted about  it .

•  S I GHT AND SOUND - Graphics are
oolourful and well drawn and the
sound is superb. but  these alone do
not make a good game.
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able degree of  playability  I wi l l  let you
all know. '

•  VERDI CT - All hype and no substance.
The potent ial is defi nitely  there, but  i f
a  game Is so unplayable why  bother
wi t h it?
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THEIR FINEST HOUR
w ant  to change the

course of  history'? This
new fl ight  s imulat ion

f rom Lucas il lm gives you the
chance to do exactly that!  As
you'd expect this  involves rather
more t han s imply  fl ying a com-
puter model of  an aircraf t .  in
c ommon with most  recent prog
rams  of this type it's a fl ight
combat  s imulator,  but  this  t ime
the scenario is the Bat t le of
Britain.
The package inc ludes two dou-

ble-s ided disks (exchangeable
for four s ingle-s ided disks if  you
need them):  an ST specific refer-
ence booklet :  an ant i-piracy  device thinly
disguised as a "radio f requency c ipher
wheer':  and a superbly  produced 192
page r ingbound book. This  book is c ram-
med full of  his torical facts and photo-
graphs about  the Batt le itself  and the
aircraf t  t ak ing part,  as well as detailed
program operat ing ins t ruct ions.  The
program runs  on a 512K machine,  but
addit ional graphics  are available if  you
have more memory.
You start  by  learning to fly the aircraf t  -

and there are eight dif ferent  types to
choose f rom! The Spitfi re is joined by the
Hurricane.  Messerschmit t  109,  Messers-
chmit t  110.  Junkers  87 Stuka, Junkers
88, Heink el 111,  and Domier  17. And
what 's  more,  you can take the part  of  the
pilot ,  the air-gunner.  or the bomb ant ler -
If the chosen aircraf t  has them,  of
course.
Once you've got the hang of things you

can progress to combat  fl ights. Here you
chose an aircraf t  type and the program
then presents you wit h a choice of  eight
his torically  based miss ions  appropriate
to the aircraf t  you've selected. These are
arranged in increas ing order of difficulty.
so you Just work  your way up t hrough
them, wit h success rewarded by medals
and promot ions  and t racked in the prog-
ram*s Combat  Record.
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Price:
Reviewer:

THEIR FINEST HOUR -
THE BATTLE OF BRITAIN
Lucasfilm Games
E29.95
John S Davison

DESIGNER MISSIONS

Before s tart ing a miss ion you can also
modify  some of the miss ion parameters.
This  allows you to select the sk ill level of
the oppos ing forces: s tart  on the ground
or in the air:  give yourself  unlimited fuel
or ammunit ion;  or fix things so you can't.
be damaged,  shot  down,  or crash! And if
you t ire of the basic combat  miss ions you
can design your own us ing the supplied
Miss ion Builder ut ility .  This  is quite a
complex operat ion,  but  the manual cov-
ers its  use comprehensively.
If you want  to t ry  something more than

indiv idual miss ions you can elect to fi ght
a campaign,  whic h t urns  the program
into an act ion based wargame.  You com-
mand either the Brit ish or the German
side and fly a number of missions, s tart -
ing on J uly  10 1940.  the accepted start
date of the Batt le of Britain.  You fly a
miss ion every few days. and your success
(or lack of it!) in light ing your own bat t les
is reflected in the overall success or fai-
lure of  your chosen side. Also, the effects
of a miss ion are carried forward into sub-
sequent ones, unt i l  your opponents  can
repair the damage you caused. The Brit -
ish s ide wins  if  it survives unt il 16 Sep-
tember - Hider's  deadline for launching
the invas ion of  Britain.  The German side
wins  if  it destroys enough RAF aircraf t
before that  date, and gains the air super-
iority  needed for the invas ion to proceed
in relat ive safety. Yes, YOU can change
the course of history - i f  you're an ace
German pilot  (or an inept  Brit ish one!).
The cockpit graphics  are generally quite

good. wi t h dif ferent  layouts  for each air-
craft  type, However,  there are one or two
odd look ing ins t ruments ,  such as the

strange 'bank  indic at or
- i n -c luded in place of an art ifi c ial
horizon.  The 3-D "t hrough the
windscreen" graphics are quite
well done too. alt hough I t hink
they might  be a lit t le indis t inc t
if  viewed on a TV rather than a
monitor.

SMOKE AND
FLAMES

Animat ion of  the bat t le sequ-
ences is well handled,  part icu-
larly  during a successful attack.

You see t racer fire s t reak ing towards  the
enemy, t hen bits fl y ing off his aircraf t  in
all direct ions if  you hit  it. i f  you're a hot
shot his  aircraf t  wil l  s t ream smoke and
fl ames and you may  see him parachute
out before it  smashes into the ground.
Drop your guard and you'll soon fi nd

yourself  under attack, and to help you
keep a good lookout  the program gives
you plenty  of  v iewing controls. You can
look forwards,  left, right ,  s t raight  down.
and backwards  in the rear-v iew mirror
is ingle-seaters only), plus  a scan v iew
opt ion.  The views arc odd though.  as you
see them all t hrough the FRONT of the
cockpit! There's  also a camera .
y o u  c a nswitch on to fi lm the act ion for later view-
ing - but  1,vhile v iewing it vou can change
the camera's apparent  vantage pohat.
Clever cameras they had in 1940!
Overall,  this  is an excellent fl ight  com-

bat s imulat ion,  wit h enough act ion and
s t raf e*
,  
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for months.  Wit h its  wealth of  his torical
detail it  could even c laim to be educa-
t ional too! The only  c rit ic is ms l have con-
cern the s light ly  s luggish airc raf t  control
response, and the disappoint ingly  inade-
quate sound.  However these are minor
niggles, and I rate the program as an
essential buy  for all fl ight and combat
s imulator tans!
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fashion there arc distinct trends in
software availability. Currently one

of the largest trends seems to be motor
cars and driving games. Here I am going
to look at three pieces of software com-
prising seven games which would keep
even the most avid driving fanatic at his
or her keyboard.
Historically the compilation from

Domark. WHE E LS  OF FI RE  contains
the roots of the other  two games, Bad-
lands and Nitro. "Wheels" has four
famous arcade conversions within it's
confines and they arc listed as Turbo

BADLANDS - a  good conversion

Outrun,  Power Drift, Hard Drivin' and
Chase H.Q. Sadly the disks I received
had Power Drift on three of them thereby
eliminating the famous Turbo Outrun,
still three out of four ain't bad. At first
glance Power drift and Psygnosis'
N I T R O  seem related. Both have a choice
of drivers in a series of races around
different courses, both offer first hand
driving views of the road_ After that
though the games begin to differ. Power
Drift is an arcade clone of good quality
that provides all the interest found in the
slot machine and offers a running view of
the players position in a race and plenty
of variants on a theme. Nitro has all the
superb front end graphic capability that
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the populace has come to expect from
Psygnosis and does not present itself as
an arcade transfer. Both games attempt
to bring about the same end product,
that of a season long race, al though
Power Drift does not allow for the prog-
ression that Nitro does. For  example in
Nitro's almost Death Race 2000 atmos-
phere there is a choice of vehicle for each
race together with opportunities to furth-
er customise the vehicle lArhereas in Drift
the car remains the same as the tracks
become more tortuous in a muscle beach
type of scenario.
I found Power  Dr i f t  to be a simple

rave from the
grave that was
escapist fun but I
felt that Nitro with
its similar joys-
tick/keyboard
control was a bet-
ter development
with far better
scrolling attri-
butes and a sense
of tactical skill
about it. The game
even allows for the
occasional pedes-
trian crushing as
a bonus but at
other times It is a
distinct disadvan-
tage. I f you like

your driving hard and tough with dirty
tricks and darkness abounding then
Nitro provides possibilities for the imagi-
native cyber-punk.  The other obvious dif-
ference is that Nitro provides an over-
head view of the action across city scen-
ery thereby allowing the players, of which
there can be up to three, to judge their
road position and the bonus cash and
petrol squares far more accurately
whereas Power drift is an in cab perspec-
tive giving less awareness of other cars in
relation to the driver.
The other offering in the first person

driving stakes also resides on the Wheels
disk, and for that matter on at least one
other compilation going the rounds, that

is the gut-churning Ha r d Dr i v i n' .
When I first reviewed this stunt driving
simulation I was lavish with my praise
and very little has happened to detract
from my earlier feelings. The essence of
this game is nothing other than skill at
graduated levels, the game maintains
good arcade converted graphics and
scrolling and while not using the tactical
season race of the earlier pair provides a
very exciting race environment. That is
players compete against themselves and
find random oncoming drivers a hazard
to avoid. This is still my favourite first
person driving game. I still fed distinctly
nervous dur ing the loop the loop session
and firmly believe that the game is the
backbone of the compilation disk. No
other driving game comes close to it's
standards of manoeuvrability or addie-
tiveness. and certainly nothing can com-
pare to the self competition available in
this_ This game cannot be properly com-
pared with any other and as such deser-
ves a high place on most software librar-
ies as a fairly unique game. Chase  H. Q.
on the other hand does not present such
a wonderful feeling being a behind the
car point of view similar to Outrun which
entails some wild, against the clock, driv-
ing to enable the police to ram wrong
doers cars. The game does not flow well
and represents the poor side of arcade
conversions. The graphics as usual  are
acceptable and the concept is fairly novel
but,  unfortunately,  the gameplay is dis-
appointing and this is one rave that-
could well have stayed in its grave. I t is a
shame this was included because the
other two games and my memories of
Outrun lead me to believe that Wheels
would be a good collection wi thout it.
The final Game in this bumper  bundle is

again from Domark and is a straight con-
version of the current arcade game BAD-
LANDS .  This features two player action
and some very interesting scenery. I n
many ways this is the game that Nitro
tries to be but despite a great deal of
show comes just short of. Badlands has
the same overhead view of the cars and is
very reminiscent of those early arcade



Ell GHT!
race games with tracks that changed
each level and had little oil slicks and
chicanes in them. Badlands offers two
different forms of joystick control to
accommodate various tastes. The are
opportunities to customize your vehicle
after each race. As in Nitro they include
fuel, speed additives and destructive
capabilities as well as defensive shields.
In comparison to Nitro the screens are
less attractive and far busier with the
multiplicity of under and overpasses, but
the overall standard of feature design
gives Badlands a distinct edge in novelty
and addictiveness. Badlands plays over
eight different and varied circuits which
include exploding volcanoes, army stores
and high security prisons. The drone
cars play strong tactics and improve at a

POWER DRIFT (above)
and HARD DRIVIN• from Domark's
Wheels of Fire Collection
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legitimate rate. Unl ike Nitro where run-
ning out of fuel disqualifies a racer, Bad-
lands uses the Power Drift formula of
needing to win the race to qualify for the
next course. Two losses are permissible
before the game over sets up. Various
useful objects appear in the Badlands
courses such as spanners to buy new
accessories or missiles to remove unwan-
ted obstructions such as other cars or
scenery. There seems to be more point to
the individualistic courses In Badlands
than to the somewhat repetitive city
scenes from Nitro.
In the sound effects department Nitro

has far more interesting noises al though
Badlands runs more pleasant ditties dur-
ing races. As with all Psygnosis games
the loading screen music is strong and

has a heavy metal touch
that makes watching the
load acceptable. I t is with
such touches that Psygnosis
scores over its opponents
al though I still feel that this
may be at the expense of
protracted garneplay.
In conclusion I think it is

fair to comment that each of
these games has something
different to offer the pros-
pective buyer. The compila-
tion disk offers a good basic
grounding in some almost
classic car games. For  its
price it seems excellent
value to the newcomer
trying to create a library of
different experiences for
their hungry Rant chips. On
the other hand if veteran
players have several of the
games the box becomes an
expensive luxury and either
type of player will find that
some of the games in the
con ipilation are slightly
dated. Nitro provides a chal-
lenge for up to three players
and may well provide a little
nostalgia for those who en-
joyed David Carradine's

G A M E S

NITRO - Psyynosts's entry in the
motor racing stakes

Death Race 2000. I t will also appeal to
sound and graphics buffs. The play is
quite adequate even if a little lacking in
control at times. Badlands provides an
interesting challenge and an excellent ex-
ample of the art of arcade conversion, i f
you enjoyed the arcade style then it is
more than likely this will be to your taste.
If it came to a choice I would probably

come down on the side of Badlands as
my personal favourite of these various
packages if only for the fun cartoonlike
way portions of are presented, I could
indeed be tempted to spend money on
buying that particular game.

•  GAMEPLAY - I n all of these was good
but sadly only one of them gives
mouse control as an option/Or driving

•  SOUND & GRAPHI CS- Each fiomark
game had good conversions from the
arcade. the Psugnasts was as usual
excellent.

•  VERDI CT - Each offers good value and
playability. choice depends on user
need!

SOFTWARE REVIEWED
WHEELS OF FIRE

Domark Price E29.99

NITRO
Psygnosis - Price E24•99

BADLANDS
Domark - Price E24.99
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ted to write!  I t  is of galactic scope.
involv ing polit ics and conquest.

t rading and t rade wars, planetary  man-
agement  and development ,  fleet develop-
ment  and ordering.  I t  is jus t  enormous.
You arc  the democrat ically  elected lead-

er of  your empire.  Your objective is to
stay that  way  for a thousand years, or to
conquer all the other computer directed
empires  fi rst. To make it  interes t ing you
have a few challenges - you get old and
die in a normal human lifet ime unless
supplied wit h copious quant it ies  of
'  N o s -t rum",  whic h is found on only  a few
planets, you mus t  fi ght  and win elect ions
every fi fty years, or sooner if  you choose,
y our subordinates  wil l rebel, enemy
empires  will s t rike at your home planet
and nat ural calamit ies  wil l dis rupt  your
plans.
At the start  of  the game you have the

planets of  your home solar system, and
subordinates  to run these planets  for
you. Other subordinates  mus t  be appoin-
ted to be ambassadors  to the other
empires,  and in due course to be fleet
commanders .  I l l s  they who will negot iate
t rade deals, embargoes and mil i t ary
alliances at your direct ion.  To mot ivate
your people you can award t hem wit h
mil i t ary  or c iv ilian offices, pay t hem
money  and give them Nos t rum (when you
have f ound some!). Also you can improve
y our planets by spending money on
them. To start  wit h you have only two
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Publisher:
Price:
Reviewer:

IMPERIUM
Electronic Arts
E24.99
Mark Evans
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spacecraft and one of
y our fi rst  act ions
mus t  be to build
more - and to start
des igning improve-
ments. These early
craft  will be used to
explore the other
solar systems in your
galaxy, and to colon
ise any  promis ing
planets. In due
course you wil l  be
able to build bet ter
ships. and then you
can s tart  planning
invasions of the other
empires.
This  game sounds really  great doesn't

It?

G AMEPLAY
To expect anyone to handle a game as

complex as this  when they fi rst boot  it  up
would be stupid,  However the game is
well equipped to help the novice emperor
develop his  skills  so you won't  have to
learn it  all at  once. You can select the
s tandard of  play of your opponents,  and
you can appoint  subordinates  to run key
parts  of  your own empire - and they wil l
do so fairly  competent ly.
Unfortunately ,  the implementat ion does

not  live up to the game concept. Play is
achieved by manipulat ing windowed lis ts

of  people. planets ,  fleets etc. That
wouldn' t  be too had if  done well but
it isn't .  For example. one of  the most
f requent  act ions I found myself
doing was going one by one through
a list  of  my planets  specifying t roop
developments. The list of  planets
was quite long (about 7 screens) -
and every t ime I specified a t roop
development  the planet  window was
closed, so for the next planet  in the
list  I had to open it  again and scroll
and scroll and scroll and scroll and

yawn. Doing this for every planet
for every year of a thousand years is
extremely tedious.

The developers of  the game have desig-
ned their own windowing system. This
has several nice usabilit y  concepts -
however, my  guess is that  the developers
were being pushed by a deadline and so
did not  have t ime to check out  the user-
f riendliness of their design. The diffi culty
described above is typical of  the type of
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problem they have overlooked,
There is an interesting feature of the

game (not intended by the developers) in
that  if  a large number of t roops are garri-
soned on a planet.  t hen that  planet 's
populat ion is set equal to the number of
troops. Also when carry ing ezili (65536)
troops of a given class on one ship,
adding one more resets the total to zero,
whic h throws out  the whole populat ion
account ing system for that  ship (and any
planet  it  is on).
In s ummary ,  play ing the game after the

fi rst hundred years or so, becomes a bor-
ing and repet it ive slog - whic h your re-
v iewer persisted wit h only  because he felt
obliged to see it  through.
Not  muc h use is made of  graphics - one

quite excellent display of the galaxy
(which can be rotated so that  you can
focus in on the area of space you are
interested in) is the only use of either
colour or of graphics in the whole game.
(Yes. those boring lists are In grey and
black and white only!). Not much to get
excited about  here.
There are a few nice mus ical effects

used to int roduce the various reports you
receive each game year. My  review copy
of the game crashed af ter a t ime if  this
feature was activated! So if  vou mus t ,
leave sound effects on for a year or so -
but  then disable them. Otherwise,  mak e
sure you make f requent  saves. There is
no other use made of sound in the game.

VERDICT
I mper ium is a great game concept, very

poorly implemented.  Unless  you are
heavily into grey and white,  poorly  desig-
ned lists wit h no sound to relieve the
monotony  - don't  buy  it . -
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lay a course for the Lagrange
Stat ion. Suddenly  the k laxon

screams out  a warning,  two Darts  and a
Corsair are heading right  towards  you.
Pirates! You roll hard to avoid the incom-
ing enemy lire,  one of  their shots hits  and
takes out  your rear shield. Spinning to
protect your s t em you launch a heat
seeking missile,  it  seeks out  the Corsair
and destroys it. totally.  vapouris ing it. into
space dust .  Stunned the remaining pi-
rates flee for deep space". Thus  begins
your life as a space pilot  in Space Rogue -
a good start, apparent ly  you have Just
seriously annoyed some of  the most
notorious  pirates in the whole universe'
But  never mind,  they 'll soon get over it
(you hope).
In Space Rogue you can become an in-

ters tellar t rader,  pirate or bounty  hunter.
You pilot  a highly  advanced scout ship
whic h you take f rom star system to star
system buy ing and selling cargo and
fi ght ing off the enemy pirate ships. As
you play (it  boasts on the packaging) you
become entangled in a web of  inters tellar
Intrigue.
On superfi c ial inspect ion Space Rogue

appears to be yet another variant  on the
theme of  games init iated by Elite all
those years ago. As the game manual
says - "Space Rogue is not  jus t  a space-
fl ight  combat  s imulator,  It 's a role play-
ing game". As you take on your 'role' as a
space pilot  you do other things besides
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i n y our  hol i e s t
ai km.  Y o u  r us h
l e  $ he  c o c k p i t
t o stem t h e
PRINCESS SLOE.
S he ' s  unde r
e t t e r k . . .  b y
Meech'  V u l t u r e -
c l e a n hi v e s hi pm !

Sad t h e  b o t t l e  i s  e v e r .  B e f o r e  y ou  c a n
b l i nk ,  t h e  Re a c h /  p i n a t a '  t a r p s  s t r i k e
the P RI NCE S S ' s  u n s h i e l d e d  t h r u s t e r s .
The h e l p l e s s  ne r c hm e t  empl edem I n
fl a r e  o f  r e d i o t i e n .
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jus t  pilot ing your
ship. In order to gen-
erate the funds  to
keep your ship in
work ing order you
mus t  develop a
career for yourself  to
generate income. On
y our travels you wil l
meet many  different.
people and talk ing to
them can lead you to
perf orming missions
whic h could be very
lucrat ive for you.
Alternat ively,  the
various folk dwelling
in the outposts of
c iv ilizat ion may jus t  have some informa-
t ion which you need.
Jus t  as in games such as Elite, every-

thing you do wil l  have an effect on future
events. In effect, you develop a reputa-
t ion which you carry wit h you, something
whic h most  of  the games characters will
have heard of. So. for example,  if  you
encounter a confl ict between a pirate and
s imple t rader while pat roll ing the star
system, whoever you opt  to 'side' wit h
wil l  have a direct infl uence on your repu-
tat ion. This  in t urn will effect the way in
whic h people react to you in the future.
Space Rogue is a vast game which in-

corporates many  dif ferent  types of  game-
play. Firs t ly  there is the 'Elite' type space
confl ict  sequences wit h their smooth

- t h r e e  dimens ional graphics. Along
wit h this  there is the explorat ion of
s tar bases and mining ins tallat ions
which take on the s impler form seen
in other Origin products  such as the
Ult ima series of  role play ing games.
It is wi t hin these parts  that  you
have the opportunit y  to COMMUlli•
cate and interac t  wit h other charac-
ters. Also in these sections you have
the opport unit y  to play 'Hive', an
arcade game you'll fi nd dotted
throughout  the galaxy. Dubbed as
the the "most  popular game in the
universe", it adds  a pleasant  and
dif ferent  'twist ' into a game which is

full of  surprises.
In t erms  of presentat ion,  my  v iew of the

game varies. I n some sections the
graphics are of  a very high quality .  The
roost notable 'section* being the space
combat  sequences. whic h is really  s lickly
done. The animat ion is smooth and the
response of  the game to fast joyst ick ac-

t ion is more than satisfactoty. On the
other hand the more 'interact ive' sections
of  the game, where you fi nd yourself  ex-
ploring the various space stat ions and
complexes. are very s imple in appear-
ance. Despite this, I do not believe that
presentat ion is intended to be a selling
point  of  Space Rogue. The market
obviously aimed at is the 'role play ing'
genre of  computer games - a sort of
Dungeons  and Dragons  in space. It 's
obvious that  the depth of  gameplay is by
far the most  import ant  factor in a game
of  this type. I  don' t  k now how many  of
you can remember an old 8-bit  game
f rom around live years ago called •Oninit -
rend's Universe',  but  those who do wil l
know what  to expect f rom Space Rogue.
It's an open ended, colossal. interact ive
'life s imulat ion where ever,-thing is de-
pendant  upon your actions.
In terms of  gameplay, Space Rogue is a

very t ime consuming game needing the
Investment of  a great deal of  t ime to
make it  fully  worthwhile.  When you begin
the game you have absolutely  no objec-
tives or goals. apart  f rom earning some
money to survive. All your goals mus t  be
set by you. Any  work  done mus t  fi rst be
found,  and your reputat ion can only  be
built  by your actions.

•  S I G HT AND SOUND - the presentat ion
varies f rom good to bad, but  overall it 's
more than adequate for a game of this
type

•  GAMEPLAY - very much a game you
hare to 'get Ulm'

•  OVERALL-  i f  you like role play ing
games you'll bee this
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THE
WONDERFUL
WORLD OF
MUSIC
CREATE IT,
PLAY IT OR
JUST LISTEN
TO IT

W hen  Atari fi rst  announced
the arrival of  the XE and
ST ranges. at  the Las

Vegas Comput er Entertainment
Show in January  1985, they stole
the comput ing headlines wit h de-
tails  of an exc it ing new machine
designed especially for the bud-
ding mus ic ian.  The 8-bit  65XEM
was reportedly  based on Atari's  re-
volut ionary  (but  as then, unfi n-
ished) AMIE sound chip and 'capable of
emulat ing speech and s inging with un-
precedented accuracy.  Alas, in  common
wit h so many  of Atari's most  potent ially
breath-tak ing projects, the prototype
XEM (along with a portable XE, 130ST
and several other peripherals) was never
made public ly  available.  All hopes turned
to the ST computers  which were certain
to appear in one form or another and, as
Jack  Tramiel promised,  would offer pre-
viously unt hink able 'power wit hout  the
price'.
The ST arrived in Brit ain 'for real' to an

enthus ias t ic  recept ion. Those who had
called for a computer aimed at the bus i-
ness market  were impressed wit h the
machine's  large memory  and 'Mac-alike'
GEM env ironment ,  Games players could
look forward to the prospect of  some
amaz ing graphics, programmers  couldn't
wait  to s tart  t inkering wit h the all-power-
ful 68000 microprocessor and serious
mus ic ians  could now buy a complete
MIDI -compat ible mic ro for the smallest
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out lay  ever. Perhaps the only  disappoin-
ted audience were those who had urged
Atari to equip the ST wit h a decent in-
buil t  sound source - instead the
machine's  Yamaha YM2149F sound chip
offered lit t le bet ter performance than its
8-bit  predecessors.
Fortunately  Atari enthus iasts  are a re-

sourceful lot  and, over the years. have
succeeded in creat ing mus ic  and sound
on the ST that  most  would not, have
thought  possible. A wander t hrough the
ever-expanding PAGE 6 ST library  has
convinced me that  the ST's sound chip
really can't  be that  bad af ter all!

S17''T7-j SAMPLES - excellent Midi tunes

MUSIC STUDIO
Act iv is ion's Mus ic  Studio is a relat ively

cheap and consequent ly  popular com-
pos it ion tool that  can be used to create
tunes for play-back t hrough a MIDI  in-
s t rument  or the STs  internal sound chip.
If you're mus ically  minded it 's possible to
produce some excellent results  but  i f  you
can't  tell D Minor f rom a Morris  Minor
then a small amount  of  assistance could
be needed! In the Public  Domain there
are dozens of  ready-made tunes and the
great advantage is that  you don't  need
MIDI  hardware or even the Mus ic  Studio
software to play therm On MUS I C S TU-
DI O  SONGS 1 you wil l  fi nd around
forty t it les inc luding Chariots  of Fire.
classical pieces f rom Hoist  and Bach plus
a collect ion of tunes f rom the 'Children's
Corner'.  There's  also a conversion ut il it y
that  wil l  take Music  Studio fi les f rom the

Amiga and t rans form them into ST
format .
If you don' t  have Mus ic  Studio you wil l

need a program to play  the songs - a
good one is The Record Player on a disk
named.  appropriately ,  MUS I C S TUDI O
PLAYERS.  The Record Player wil l let
you place any number of song files into
an 'album'  which it  subsequent ly  loads
and plays in the specified order.  Cont rol-
key opt ions enable you to int errupt  the
sequence to Jump songs or stop altoge-
ther if  you need to, and albums  can be
saved for future use. The disk  contains
several other players for MIDI  users (see

J ohn Davison's column for the
latest MIDI  info!) and another col-
lect ion of  great tunes such as 76
Trombones,  La Baroba and Bridge
over Troubled Water. As if  that's
not  enough to keep your ear
drums  occupied there are FIVE
other song disks in the library !
Unlike the fi rst compilat ion there
Is a player on each disk  so you can
lis ten to the. tunes  st raight  away.
MUSIC STUDIO SONGS 2 also
oilers  a neat  ut il it y  for port ing
AMS files f ront  the 8-bit  Atari to
Music  Studio on the ST. All you
need is Tai l-Talk  f rom PAGE 6
(plus an 8-bit  Atari,  of  course!) to
t ransfer all those great tunes f rom

the 8-bit  PD disks. At  a rough est imate
there are almost  four hundred songs on
the seven disks I've ment ioned above
(and there are hundreds  of AMS illes in
the 8-bit  library) - so whatever your
mus ical taste, there has got to be some-
thing here of  interest!

MUSIC CONSTRUCTION
SET SONGS

Simi lar in nature but  dif ferent  in style
are those songs produced us ing the
Mus ic  Cons t ruc t ion Set. MUS I C CO N-
STRUCTION SET SONGS 1 is a col-
lect ion of 35 tunes which can again be
played through MIDI  or your monitor.  A
menu-based player is supplied on the
disk  so there's no need to own the com-
merc ial applicat ion.  Some of  the best
tunes inc lude Axel F, Fl ight  of  the Bum-
ble Bee and Michelle (ma Belle). Another
good song collect ion is MUS I C L  this



t ime presented as accompaniment  to a
cont inuous  slide show. 'rhe follow up,
MUSIC 2  - SYNTH SAMPLES fea-
tures many  more tunes and loads of plc
tures in the same format  and as if  that
Wasn't enough.  MUS I C 3  - S Y NTH
S A MP L E S  I I  has over thirt y  more!
These disks demonst rate quite clearly
that  wit h the right  touch the STs  humble
sound chip - coupled wit h some nice art -
work  - is capable of  generat ing excellent
entertainment !

DIGITISED MUSIC
Digit ised mus ic  demos are always im-

pressive but  they often demand large
amount s  of memory  (for example. S E X -
P RE S S  is a superb cont inuous  sample
requiring one megabyte) and are relat ive-
ly s imple to produce,  i f  you've access to
the necessary hardware.  To stand out
f rom the crowd,  the demos have to be
REALLY good! Some that  fall into this
more exclusive category are ME G A -
BANG. THE  PRISONER (a great
soundt rack  f rom the weird sixties'
series!) and PUMP UP THE VOLUME.
My personal favourite is the sampled
mus ic  sect ion of the THA L I O N S O UND
D E M O  whic h features an amaz ing ver-
s ion of 'Axel r  as well as three other
bri l l iant  tunes. Elsewhere there is sound-
chip mus ic  galore f rom well-k nown com-
put er games and some s tunning
graphics. Get this  disk if  you want  to
show people how good the ST really is!

STEREO SOUND
Atari's  answer to crit ic isms of the ST's

internal Yamaha sound chip is the 8-bit
stereo pulse code modulat ion system fi t-
ted to the STE. I f  you have an STE and a
stereo monit or (Philips have recent ly in-
t roduced an updated version of  the
CM8833 so i t s  likely  that  remaining
stocks of  the old model wil l  be available
more cheaply) or a convenient ly  s ituated
Hi-Fi wit h phono inputs  you can now
experience CD-qualit y  stereo music.  At
least, you can if  you have the all- impor-
tant  sof tware that 's  needed to drive it! At
present there are only  a handf ul of
demos across the various PD libraries
and a few commerc ial programs  boast ing
STE support_ The A TA RI  s TE  DE MO
has some reasonable graphics  and a fair-
ly short  burs t  of  excellent stereo mus ic
but  hopefully  there wil l be more to oiler
soon when Atari begin to phase out the
older machines.  Inc identally ,  problems
wit h the init ial supply  of STE's - ranging
f rom TOS bugs to serious diffi cult ies with
the DMA port  - should almos t  certainly
be eradicated wit h the latest batches.
There are now plans  for a Mega-STE and
a new 's tandard' TOS prov iding many  of
the features of Neodesk, so the STE's
future looks promis ing.  Unfortunately .

AAPIALAUM.916
M\LACIRVONG
A:\PEANAISAN
A:\SALGON.SAG
A:qANFRAN.SO

HIEF.
OEM 1.10

I
P
L
A
Y  
A
I
B
I
A
I  
I  
I  
R
E
A
T
E  
A
L
M

I A
LOO ALAI' I M1

mine is present ly away for re-
cuperat ion af ter a severe
bout  of  powerfailureitus
(perhaps it  caught  something
off Peter Hickman's!) - if  only
everything in life was as reli-
able as an 800X•!

SOUND
TRACKER

One applicat ion that does
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have an opt ion to make use
of the STE's stereo sound is
'Carebeat  Anders Nilsson's
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at last year's CES at Earls  Court .  The
Soundt racker can t urn your ST into a
four channel mus ic  synthesiser. d rum
machine and mix ing studio wit hout  any
special hardware and works  by play ing
digitally  sampled sounds which you can
either create us ing Mic rodears  Replay
Cart ridge (not  supplied!) or obtain ready-
made on disk f rom the publishers.  MPH.
A rev iew of the commerc ial produc t
appeared in the last issue of  NEW ATARI
USER but  if  you s t ill haven't  decided
whether or not to shell out  forty pounds,
the TCB SOUNDTRACKER demo disk
mus t  be an essential acquis it ion!  The
demo is an early  development  version
and is miss ing some of the features (such
as MIDI  and stereo modes) of  the fi nal
release - but  it 's st ill surpris ingly  func-
t ional.  Unlik e copies which have found
their way onto the cover disks of  certain
ST magazines, the disk  in the PAGE 6
library  is packed to the last sector wit h

The player on
MUSIC STUDIO PLAYERS
that enables you to create
your own albums and
play  them through the
monitor or a Midi synth
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MEGABANG - one of  the first well mixed
digital samples wit h good graphics

samples, songs and ready-built  modules_
There are also separate versions for half
and one megabyte machines  (it wil l  run
on the 104-0STE but  apparent ly  not  the
520)_ You can treat the Soundt racker as
a bri l l iant  sampled mus ic  demo us ing the
modules  supplied or you can load in the
samples and use the STs  keyboard to
compose and record y our own music.
Either way, it 's a whole load of  fun!

SIGNING OFF
Anyway, that  lot should keep you occu-
pied for a while!  Don' t  forget to check the
box below if  you want  to obtain any of
the disks I've ment ioned in this  art icle.
Next issue's topic has yet to be decided
so If you would like to see something in
part icular.  all you have to do is write and
let me k now
.

HOW TO GET THEM
All of  the d isks featured in  PO World  are available from the PAGE 6 ST library. Each has a unique reference code
Which you should use when ordering o r making enquiries. Please contact PAGE 611 you don't  have a copy o f
Moir Accesso ry Shop Wallets and check the system requirements for each d isk. THE PAGE 6 CATALOG DISK
containing a fu ll fi st  of d isk names and contents is available from the library, p riced  at £1. The d isks referred to
in th is art icle  are:

ST6 - MUSIC I
ST53 - MUSIC 2 SYNTH SAMPLES
ST74 - MUSIC 3 SYNTH SAMPLES lit
S784 - MUSIC STUDIO SONGS 1
ST108 - MUSIC STUDIO SONGS 2
ST121 - MUSIC STUDIO SONGS 3
ST122 • MUSIC STUDIO SONGS 4
ST138 - PUMP UP THE VOLUME
ST154 - MUSIC CONSTRUCTION SET SONGS 1

ST156 - MEGABANG
ST165 - MUSIC STUDIO PLAYERS
8r211 - MUSIC STUDIO SONGS 5
ST217 - MUSIC STUDIO SONGS 6
9T249 - ATARI STE DEMO
sr256 - THE PRISONER
sr337 TCB  SOUNDTRACKER
9T343 - THALION SOUND DEMO
STS36 • S'EXPRESS

Prices  for s tandard disks  are £2.95 each or £2.50 each f or ten or more.
Write to PAGE 6, P.O. Box  54, Stafford, ST16 1DR

Telephone 0785 213928 or FAX 0785 54355 with c redit  card orders_
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NIGHTBREED
THE INTERACTIVE MOVIE
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Sof tware is based
upon the recent fi lm of

the same name,  whic h in t urn
was an adaptat ion of  Clive
Barker's  excellent horror story
'Cabal'. ' The game is very diffe-
rent  f rom other fi lm based
games in two major respects.
First ly,  it  is not  s imply  a lad-
ders and plat forms  game
whic h happens  to have the
fi lms characters in it. Second-
ly, it  is ac tually  very good!
You wi l l  not ice that the

game's t it le is 'Nightbreed -
The Interact ive Movie',  and it
is the way  in whic h the game
represents the story which is
quite original.  I n terms of style
the game is very s imilar to
such classics as 'Defender of
the Crown'  in that  you take
part  in an ongoing story which
is represented graphically
throughout .  However,  in this
case the 'story' is the story of
the fi lm.  The game begins as

FACTS
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Price: S 6 . 9 9 p
Reviewer, Da mo n  Howarth

SIGHT & SOUND
Act,:fi ctively s imple, smooth
fl owing and highly  entertaining

GAMEPLAY
Newly  sampled sounds add
extra dimensions here, the
graphics  are also very strong

VERDICT
Excellent, if  you enjoy ed the
original go out and buy this
yesterday
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the fi lm itself  be-
gins, wi t h thi•
hero. Aaron
Boone. being told
of  a series of  brut -
al murders  by his
analyst. Doc tor Decker, These
murders  were allegedly com-
mit ted by our hero and he is
advised to t urn himself  in to
the police. From here on all of
the major  events of  the story
are covered, f rom Boone's en-
counters  with the evil 'Mask',
to his  acceptance into the
•Nightbreed'.  This  is an unholy
gathering of misfi ts not  fi t for
heaven or hell,  who thrive in
their own c ommunit y  away
f rom humanit y
Your aim is to control the

events of  the story by s imple
interact ion.  Cont rol is mainly
by mouse arid you can 'click'
on various  choices throughout
the game. At  intervals  there
are opportunit ies  to enter into
a more 'act ion orient ed en-

return.  This
package will be famil-
iar to all members  of

the STOS Users Club since It
was writ t en by their leader
Aaron Fothergill and is the im-
proved update to the Skystrike
game found on Games Galore.
Fondly  remembering the pro-
totype I waxed my handlebar
moustache,  put  on the Biggles
scarf  and goggles and took a
spin in this  newly  improved
Spitfi re XIV.
For those who played the ori-

ginal there is no change In
either the control mechanism
nor the humour.  What  they
will fi nd to their pleasant sur-
prise is that  the sounds are
now sampled wit h far better
effect and that  the scrolling

v ironment  were you have a
more 'hands on' type control
of  events. Such instances are
y our encounter wit h the knife
t hrowing evil 'Mask'.  and
when you enter the laby rinth
of Midian,  the underground
domain of  the Nightbreed.
In t emis  of  presentat ion, the

game is superb.  The pic tures
are well drawn and recogniz-
ably based on the fi lm.  Equal-
ly. the sound consists of some
superb sampled sound effects
and mus ic  - very impressive.
Overall. Nightbreed is fi rst

rate. however.  It does come on
three disks, and if  you do not.
have two drives, the process of
disk swapping is a pain and
can s low the game down enor-
mously.

feels better,
As a fan of  the

original I was
most  pleased to
see that  many  en-

hancements  have been made
to this  version. There are
many  more screens and mis-
sions to take part  in and the
had guys seem somewhat
smarter and a lot  more deadly.
For some reason the fuel
seemed to burn away faster,
obviously this  new model does
not have the 'green' preten-
sions of earlier models. Mr.
Fothergill's  sense of  humour
shows through both in the in-
s t ruct ions on and off  the disk
as well as the new bonuses
that  appear in the form of
spacecraft that  gives useful
addit ions  to high flyers and of
course in the shape of  dead
enemy planes.
The graphics are st ill as good

as they ever were but  now

FACTS
Title N I G H T B R E E D
Publisher: O c e a n
Price: £ 2 4 . 9 9
Reviewer: J ohn Davison jrir

SIGHT & SOUND
The graphics  are fantastic -
well drown, moody , and recog-
ni2able from the fi lm. The sound
is also of  a very high s tandard

GAMEPLAY
I Thoroughly enjoy ed play ing it
it is easy to control and satis-
fy ingly varied. On a s ingle drive
system gameplay  is spoilt by
disk swapping, though

VERDICT
l am a big fan of  both the book
oriel fi lm and was pleasantly
surprised by the quality  at this
game. it  follows the fi lm well
and is suitably original in style.

SKYSTRIKE
there are more backgrounds.
Carriers  arc now to be found
wit h in the games confines, it
is perhaps not  wise of  me to
unf ur l  to many  more secrets of
this  game since there are so
many  surprises it  is rather
like reading an Agatha Chris t -
ie tome.
The packaging even has a

New Atari User quote on the
back by my colleague Peter
Hic k man which ac tually  re-
lates to the original but  ap-
plies to this souped up vers ion
even more so. My  feelings
would be that  it  is  now not
jus t  -
i n f u
r i a t
i n g l
y  
a d
d i
c t
i v
e "

but  that  it  gives an almos t  un-
stoppable urge to play and is a
conglomerate of  fast act ion
and good humour  rarely  found
In an arcade game at this
price level.
I do not hesitate in suggest ing

you get out  there and buy  it
now.
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THE CURSE RA
y o u  have been t urned

into a beetle because
you didn' t  make

enough sacrifices to Ra. Scat-
tered across the screen arc
numerous  small t iles marked
wit h Egypt ian symbols;  some
are fixed, some you can ride
on wi t h your joyst ick-control-
led beetle. I f  two s imi lar  t iles
are in line you can destroy
them by press ing the but t on -
c lear all the t iles and you get
the password to the next  level.
Ex t ra features complicate
matters: Ice t iles: Telcporters:
c rumbl ing Traps  (these mus t
all be destroyed): Movers
whic h glide across the screen
when unblocked:  and Targets
- only  destroyed by Movers.
The Curse of  Eta is two games

in one. The Logic Game con-
sists of  100 levels where your
main challenges are: fi nding
the moveable tiles: mak ing
sure you don' t  s t rand yourself
or get blocked by the Movers:

FACTS
Title: S P E L L B O U N D
Publisher: Ps y c laps e/

Psygnosis
Price: S I  9.99
Rev iewer J ohn  Davison jnr

SIGHT & SOUND
The graphics  are intricately  de-
tailed and coloudut  although
they are not typical of Psygno-
sis' style. The sound is fairly
poor by  comparison

GAMEPLAY
Very good as a two player
game. but  a touch on the dull
s ide for a s ingle player

VERDICT
Not their best release, but  far
from bad

and gett ing back to
the s tart ing t ile to
complete the level,
Once you have

mastered the con
ccpts you can have
a go at the Arcade Game. Now
you have all the problems of
the Logic Game PLUS limited
t ime, l imit ed number of lives.
and the ability  to walk  off the
edge of  a t ile and die in the
void. Fortunately  you can grab
coins which fly across the.
screen and us ing them in the
end-of-level shop to buy
goodies like: 30 seconds fl ight,
a minutes  extra t ime and re-
move a pair of tiles which are
not  in line. You can also Save
y our posit ion at certain
stages. You have to surv ive
ten levels (randomly  chosen
f rom another 75) to win.  On
top of  all that  you get an Ed!-'
tor so that  you can design
another thirty  levels of your
own as well!

ust as you are about to
advance a grade in the
school of  magic, your

tutor manages to go and get
himself  k idnapped!  Your task
is to rescue him or else you
wil l  never be able to graduate.
To reach h im you mus t  jour-
ney t hrough eight dif ferent,
dangerous lands, each con-
taining many  hazards. On
y our journey  you must, collect
objects and spells which wil l
help you in your dilemma.
Along the way you wil l  en-
counter a vast number  of un-
f riendly  adversaries and you
have no choice but  to use your
limited magical powers to t ry
and fi ght t hem off.

I have for a number of  years
now been a big fan of Psygno-

I enjoyed the Logic Game,
although I did fi nd most  levels
to be relat ively  easy once you
have mastered the basic con-
cepts and it  got a bit  repet it ive
- I t h ink  it  needs a few more

variat ions  or clever ways of
us ing the ods t ing features to
make it  as good as Bombuzal
or Tower of Babel. I also found
the choice of colours to be very
poor - all the symbols are yel-
low (inc luding Ice, Traps and
Targets) so that  it  is  quite
hard to see what  is going on.
The Arcade Game is an in-

terest ing challenge but  I found
It very f rus t rat ing that  you
could die so easily jus t  by the
slightest move of the joyst ick
off  the edge of  a t ile or by the
slightest hesitat ion.

s is /  Psyclapse
software due to its

, except ional quail-
I ty. The games
have always been

well presented and superbly
produced and Spellbound is
no exception to this. The
packaging is. as ever, of  the
highest  qualit y  - you ac tually
get an ins t ruc t ion book, some-
t hing which not  many  soft-
ware companies  bother with.
The game itself  is, however,
not. up to the usual s tandard
in my  opinion.  The concept.
for a start,  is far f rom original.
The game is basically a mult i
screen arcade adventure
where you guide your lit t le
character around a series of
plat forms searching for
various artifacts. I t 's not  ex-
act ly a new idea is it? The only
saving grace in terms of ori-
ginalit y  is that  you can actual-
ly play a two player game

FACTS
Title:
Publisher:

Price:
Reviewer

THE CURSE OF RA
Rainbow Arts/
Softgold
£24.99
John Sweeney

SIGHT & SOUND
Good graphics  - spoiled by  o
lousy choice of colours - nice
fanfare whenever you finish d
level

GAMEPLAY
Some excellent puzzle levels
and a very challenging arc ade
game

VERDICT
Logic, Arc ade and Editor make
it good value for money  if you
like the c onc ept  - not every-
one's c up of tea

SPELLBOUND
where a pair of you can do
bat t le wit h the hordes of  hell.
Graphically  the game is very

bright  and colourful but  defi -
nitely  a very dif ferent  style
f rom prev ious Psygnosis re-
leases. In the past we have
been presented wit h large.,
bold, and beaut ifully  shaded
sprites whic h became almost  a
t rademark  of  the company.
The characters in Spellbound,
however, are small and fi nely
detailed They are st ill very
good, but  they somehow do
not look as professional as in
games such as Barbarian or
Blood Money. The backdrops
though are really  excellent.
They  are colourful and a great
deal of  at tent ion has been

• paid to detail.  The sound on
the other hand is no great
shakes, jus t  about  adequate.
The two player opt ion is the

best feature and adds consid-
erably to the garne's at t ract ion.
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WINGS OF DEATH
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and girded my  loins for a
mighty  shoot em up of  the

proport ions  only  fantasy can
offer. The opening mus ic  and
loading screens kept  my  appe-
t ite high.  A German fi rm I had
not  COMe across before and all
the best loading features - this
could be good
As the drive chugged I read

the background that  I was
Sz t y r the Sorcerer t rans-
mut ed to a bat  by evil Xandril-
lia (why do all v illains  seem to
begin wit h an X I idly  won-
dered). I t  is my  quest to regain
my lost  shape by fl y ing along
and zapping her minions  in-
tent on bat  but t ies for tea.
At last  the game was loaded.

the screen was very colourful
wi t h excellent art  work .  I was
ready to begin_ Joyst ick cun-
ningly  turned to Auto fi re
since the ins t ruc t ions  point
out t his  game is for shoot ing

everything that
does or does not
move. Of f  I sped.
My early success
was marvellous  as

found bonus  disks that  gave
me fl ame breath at high
power. the speed and smooth-
ness had me enthralled,  then
jus t  as I was set t ling into all
this may hem the game stop-
ped. I surmised it  had
crashed, I cursed the cat and
tried again. This  kept happen-
ing. the cat had left its accus-
tomed pos it ion atop the moni-
tor and I t urned of f  the Auto-
fire.
The game did not  crash. I

managed to l imp past the
crash point  but  wit hout  the
resourceful but ton I did not
proceed past the second level.
This  is a diffi cult  and fast
Shoot -em up and I loved it.
The feel is  of a fantasy Xenon

with all the bonus  but tons  to

FACTS
PLOTTING

Publisher O c e a n
Price: £ 1 9 . 9 9
Reviewer: J ohn Davison inr

SIGHT & SOUND
The graphics  are very good,
with sprites and backdrops
being nicely  drawn. The sound
is not  so hot, merely  adequate

GAMEPLAY
This is a very addic t ive game
which invotves both a bit  of fun
and a bit of concentrat ion

VERDICT
A great  release from Ocean.
Highly  c ommendable
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whic h is certainly  a bit
dif ferent, The °hieect of

this fairly  s implis t ic  game is to
reduce the number of blocks
on the screen to less t han a
pre-defi ned target  number
wi t h in a preset t ime limit .  This
target number  begins at nine
and changes as you progress
t hrough the levels. The blocks
can be eliminated by hit t ing
t hem with the same type of
block, either f rom in f ront  or
f rom above. When you manage
to eliminate a block, the next
block in the same direc t ion
wil l  be t hrown out. I f  you hit  a
line of the same type of  block,
the line wil l be eliminated.
There are four basic types of

block - green, red, black, and

store, there would even appear
to be small problems  to solve
in fl ight.  The game has every-
thing except autofi re compat i
bfl ity. Secret ly this  pleases roc
since I have seen too many  of
these good games ruined by
cont inuous  blast ing.  Sadly  my
new joyst ick has consigned It
self to yet another pile of mol-
ten plast ic  f rom over use and
my t humb is undergoing long
term rest f rom but ton
pushing.
I can thoroughly  recommend

this  game to any shoot 'em up
lover as a s t rong test of  their
devot ion to the art. Remember
to keep your autofi re off  and
pleasure wil l be yours,  get out
there and pester your supplier
to get this  for you. I  loved it.

blue, and they are
laid out  on the
screen in a prede-
termined pat tern
for each level.

In many  ways it  is possible to
fi nd many  s imilarit ies  between
Plot t ing and the ancient  clas-
sic Pengy. Bot h games involve
the movement  of  blocks and
are equally  as enjoyable. Plot-
t ing however does involve
some degree of  complexity as.
after the fi rst couple of levels,
the process of knocking out
the blocks becomes more and
more of  a challenge. You con-
t rol your lit t le 'blob' shaped
character up and down the left
hand side of the screen and
you can t hrow the blocks
across the screen however,  in
some instances, you wil l  need
to t hrow them in such a way
that  you hit  other blocks f rom
above. You do this  by bounc-
ing them of f  angled parts  of

FACTS
Title: W I N G S  OF DEATH
Publisher Thal ion GmbH
Price: £ 2 4 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Loud and artis tically  strong,
good Vic and well made
smooth sprites

GAMEPLAY
Fast, furious, entertaining, ex -
plos ive and a liffl e problemat ic

VERDICT
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ups, t reat  yourself to This

PLOTTING
the backdrop.  t hus  causing
t hem to change direction_
The play ing screen is split

Into two halves, enabling you
to play a s imult aneous  two
player game where you can
race each other through the
various levels. Not  only  this,
but  there is also a construc-
t ion k it ,  where you can bui ld
and save your own levels.
The graphics are very good

indeed. They are colourful,
and detailed in appearance.
The 'blobs' which you cont rol
are amus ingly  animated and
the backdrops  are beaut ifully
drawn,  giv ing each level a uni-
que scene. The sound is of
mediocre qualit y  but  is quite
adequate for the game and
doe's not  spoil the f un at all,
Plot t ing is an excellent game

which is both enjoyable and
addictive. No shoot ing had -
dies, no ideas pinched f rom
fi lms, jus t  old fashioned fun.
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seen the fi lm,  as it
was a major success

count rywide earlier this  year,
however, for those of you who
don't  k now what  it  is all
about ,  here is a brief  resume.
The new scene is set a num-

ber of  years af ter the original
Gremlins '  night  of  carnage.
The cute and cuddly  Gizmo Is
now back wit h his  original
master.  However a number  of
inc idents  fi nd both Gizmo and
the hero of  the story, Billy ,  in
the vast bui lding complex of
the 'Clamp Plaza'. Here due to
a number  of accidental
occurrences the Gremlin prob-
lem begins again, however this
t ime new terrors  abound due
to the Gremlins  discovery of a
science lab wit hin the com-
plex. I n these labs they intox i-
cate themselves wit h st range
experimental liquids  whic h
change both t heir form and
their level of intellect.

FACTS
Title T O R V A K  THE

WARRIOR
Publisher: Co r e  Design
Price: £ 2 4 . 9 9
Rev iewe'  J ohn  Sweeney

SIGHT & SOUND
Reasonable music  which
wouldn't  turn off on my  copy  so
the sound effects were a little
muted

GAMEPLA
Challenging Bash-em-up with
plenty  of variety and features

VERDICT
Weil worth buy ing if you want
another high quality  Hack -
'n'Slosh to add to your c ollec -
front

Your task, as
Billy .  is to journey
through the vast
Clamp Plaza corn-
bat ing the savage
hordes of Grem-
lins,  in search of various parts
whic h are necessary to destroy
the lit t le green guys. Occa-
s ionally  you will fi nd assist-
ance in the form of  the Rambo
inspired Gizmo as he roams
around knock ing out  the occa-
s ional Gremlin.  However you
are most ly  alone in your task,
t hus  you welcome any
weapons you can find. This
s tart ling armoury  ranges f rom
genet ically  modifi ed tomatoes
to torches which 'fi re' three
enormous  beams of light.
Basically the game is lit t le

more than a mult i  screen
arcade adventure type game
where you walk  around in
search of  bits to help your
quest. Every now and then
vou Will have the opportunit y

A no t he r  Joyst ick-Driven
,Iorizontally-Scrolling
Barbarian Beat -em-up

the evil Necromancer has
east his  shadow over the land,
and armed only  wit h your
t rusty  double-headed axe yOU
mus t  set off f rom your ruined
village through swamps.
mount ains  and jungles to
reach his castle and face of f
against  the evil one,
Along the way you can fi nd

better weapons - Broadsword.
NVarhammer and Morning Star
- plus  Power Ups to make
them do more damage - all of
whic h you wil l  need to destroy
the countless hordes of  Killer
Wasps. Rockmen,  Zombies,
Scorpions. Barbarians ,  Wing-
ed Dragon Bats, etc. whic h

to purchase a weapon f rom a
shop which then becomes
your 'default  weapon'.
The graphics vary consider-

ably  in quality .  There arc a
number  of single pic tures
whic h are t ruly  incredible,  of
part icular note is a pic ture of
Gizmo after the game has
loaded whic h is superb,
however the game screens
themselves are quite primit ive
in appearance. most  of  the
graphics  being blocks of col-
our which are far f rom in-
spired. The sound effects arc
superb due to the quality  of
the samples used, and it  is
these which give the game a
certain degree of humour,
Overall Gremlins  2 Isn't  bad,

but  it  is  far f rom orlilinal.

wil l  t ry  to stop you
f rom fulfi ll ing your
quest. You can
also fi nd various
Energy Orbs to

restore your ailing health,
Speed Ups  to improve your
combat  reactions, Extends to
increase your max imum 'hit
points',  Armour  (temporary)
and Magic  Potions which give
you a few high power blasts
f rom your weapon. The Magic
Potions are especially useful
against  the end of  level mons
ters - Stag, Insectoid.
Gryphon.  Dragon.  Serpent
and, of  course, the Necroman-
cer himself !  The act ion and
monsters are well animated
against  a smoothly  scrolling
background and the game has
a very good 'console' feel to it,

Each of  the live levels is
broken down into a number  of
sections so that  if  you die you
don't  have to start  the level

FACTS
Titie. G R E M L I N S  2
Publisher: El i t e
Price: S 1 9 . 9 9
Reviewer: J ohn Davison int'

SIGHT & SOUND
The sound effects are very
good indeed, howev er the
graphics  only  match this quali-
ty on a couple of still frame
pictures

GAMEPLA
It Is very much like several
Thousand other games on the
market  - a be tedious, but  not
to the point  of frustration

VERDICT
Just another av erage fi lm spin
off

TORVAK
THE WARRIOR

again - as long as you have a
life left! - but  there is no facil-
ity for saving your game posi-
t ion or for res tart ing anywhere
other than the beginning of
level one.
Init ially  you wil l  probably

fi nd it  diffi cult  to avoid get t ing
hit  by  the enemy in between
the mult iple blows you need to
make to k ill them, but  you wil l
soon learn how to leap back
after each blow so that  you
can remain unscathed while
reduc ing the enemy to lifeless
blobs! Alt hough most  of the
act ion is Horizontally -Scroll-
ing, there are numerous  de-
tours  down wells  or pits and
back up via lif ts so that  the
game offers more than the av-
erage beat -em-up.
If you don' t  mind s tart ing

again every t ime you lose a life
then you should get many
happy  hours  of  mayhem out  of
Torvak  the Warrior.
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PeterHickman's5
In which Peter
Hickman brings
you
the winners of
the STOS
competition
another review
of  SKYSTRIKE +
plus
a great colour
pal let te  routine
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Chris Payne from Mandarin, Francois Lionet
(right), author of STOS, a n d  Peter Hickman at
the Computer Shopper Show (Peter Hickman
is behind the camera!)

W el l  what  an issue we have this
month,  only  one program but
it is  probably  the most  versa-

t ile lis t ing we have published! ! !  But  be-
fore all of  that here is the news (and
reviews!).

THE WINNERS
The STOS compet it ion which we laun-

ched a while ago is now well and t ruly
over. The winners  should all have re-
ceived the prizes by now (in fact they
should have dropped t hrough the door
jus t  in t ime for Chris tmas).  Of  course
what  everybody wants  to know is who
won and what  games they wrote. Well I 'm
not  going to tell you!!! Ha.  no only  k id-
ding. The overall winner is Fraser Ne-
wham f rom Glasgow who wrote an in-
furiat ingly  addict ive version of l iut i-
chbock. Second prize went  to Lode Run-
ner by Cohn Cooper which is a very accu-
rate version of  the old 8-bit  game and
t hird prize went  to Charles  Briscoe-Smith
who wrote a STOS version of  Miner
2049er (it was s light ly  s low but  could
easily pass for the original!).  My  thanks

mus t  go to everybody
who entered, especially
those who didn't, win a
prize and of  course I
mus t  t hank  Richard
Vanner at Mandarin
and Aaron Fothergill at
Shadow Software for
donat ing the prizes. Oh
yes, you may  be won-
dering what  is going to
happen now that STOS
Mus ic ian seems to have
done a dramat ic  dis-
appearing (or rather
non-appearing) act,
Mandarin have k indly
replaced the prize wit h
the complete set of  Fun
School 3 packages
(Under 5s, 5-7s  and
Over 7s).

AMIGA SOUND
QUALITY!

Things  are look ing up for STOS, remem-
ber I told von about  Francois  Lionel writ -
ing an extension whic h incorporated all
of the AMOS mus ic  commands  in STOS?
It works!  in fact not  only  does it  work  but
it sounds  nearly  as good as the Amiga!?
Basically  the extension allows you to play
AMOS mus ic  banks, or you can convert
Amiga Soundt racker modules.  I t  inc ludes
loads of new commands  inc luding VU
METER which allows you to read the
volume of  a sound channel (all FOUR of
them?) and even incorporates variable
playback rates.

AND GREAT
PICCIES!

STOS Vidi looks bet ter and better. I f  you
came along to the Comput er Shopper
Show on December 9th you could have
actually  seen me play ing wit h both STOS
and AMOS Vidi.  The STOS version is t he
most complete and allows the user to do
everything which the original ROMBO
software allows you to do and morel!
Some of  the nice touches inc lude the
abilit y  to load and save in P11, NEO, PC1.
IFF. TNO. SQU (STOS squashed piccies),
PAC (STOS compacted pictures),  and
SCREENS all of  which are automat ically
handled by a new extension. You can
sequence your pic tures into short  fi lms
us ing a comprehensive "Graphics  Track-
er" and perhaps  more important ly  you
can drive everything us ing I cons /Slider
bars  or keyboard shortcuts!!  Alt hough
almost  fi nished no fi rm release date has
been set. but  I 'm sure you may  see it
appear around Februaiy / Marc h.
Talk ing of the Shopper Show, did you

go? Did you meet Francois  Lionet? He
was there, and st rangely  very few people
wanted to speak to him! !  Poor old Fran-
cois. St ill he is commit ted to adding a few
new features to STOS over the coming
months  arid as usual i wil l  keep you
informed.
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Review t ime. Remember a while back I
reviewed a game by Shadow Software
which was writ t en in STOS? Now the
game (SKYSTR1KE+ ) has been re-re-
leased by At lant is  Sof tware at a budget
price of  .E6.99. The game is based around
a fl ip screen horizontal and vert ical
shoot -em-up and entails  cont rolling a Mk
XIV Spitfi re over 56 dif ferent missions.
Each miss ion involves complet ing a cer-
tain task such as bombing enemy run-
ways. fending off attacks f rom enemy
planes and even performing s tunts  such
as fl y ing t hrough railway  tunnels! !
The game has some marvellous  touches

whic h I cannot  really  reveal wit hout
spoiling the game for you all (hint  - fly as
high as you can to t rigger an essent ial
and very humorous  sequence of events).
The graphics fl icker a bit  but  this  is a
minor  point ,  bas ically  it's a very nice
game and well wort h the money. Mos t  of
its value lies in the ut terly  engrossing
gameplay  although the rous ing tunes de-
serve a ment ion.  For £6.99 you cannot  go
wrong,  rus h out,  buy  it, play  it  and send
me some hints  'cos it  gets quite hard
alter about  level 2811 I f  you really  want  to
try before you buy  a PD demo of Sky-
st rike+ is available f rom the Page 6 PD
library  on the STOS COLUMN DISK 2_
Another short  rev iew comes f rom a new

software company called ARTEMIS DE-
SIGN. I  k now it sounds like a dodkv
after-shave that  Aunt ie Flo always sends
you for Chris tmas  but  it  is in fact an arm
of  Riverdene PM,.  The fi rst release f rom
this  company is a budget  priced art
package whic h has been writ t en in STOS.
The package I received was in the middle
of undergoing a few changes, so I had a
nice printed manual  and disk but  no box.
I am assured by Alis ter Craig that  by the
t ime you read this  all copies of  the prog-
ram will be available in nice boxes.
The disk contains two copies of the

program,  a compiled version for non-
STOS owners and an accessory for every-
body else. For £14.99 you get an art
package which doesn't  have the nice
brush manipulat ion features of  Deluxe
Paint  but  does contain lots of other ex-

500  r e s e r v e  a s  w o r k  1 4 , 1 6 0 2
510  f o r  L O P = s t a r t ( 1 4 1  t o  s t a r t ( 1 4 ) + 1 6 0 0  s t e p  2
511 d o k e  L O P , r n d ( 1 9 0 0 :
5 1 2  n e x t  LO P
5 2 0  d o k e  s t a r t ( 1 4 ) + 1 6 0 0 , - 1
5 3 0  a r e g ( 0 ) s t a r t ( 1 4 )  :  d r e g ( 0 ) = 5  d r e g ( 1 ) = 1  d r e g ( 7 ) 2
540  c a l l  1 5  :  w a i t  k e y  :  d r e g ( 7 ) 3  c a l l  1 5

END O F BANK

tras like a rout ine to give access to the
512 colour palette, This  rout ine is put  to
use prov iding a Degas Elite type colour
select ion screen where all 512 colours
are displayed for you to click on.
It's quite hard t ry ing to sum up all of

the func t ions  available f rom the art  pack-
age as it  is so comprehensive,  all of  the
usual func t ions  are there inc luding block
cut /paste,  spray can, s hrink / reduc e.
You can even use s tandard STOS fonts,
What  can I say about  this  package, it 's

like that  lager ad they keep running.  it 's
good but  not  that  good! For s r o s  owners
who wish to retain the integrated en-
v ironment  of  STOS when developing a
piece of  software the program is perfect.
For .EI4,99 it 's an ideal art  package for
those with a limited budget  lit  also
loads/saves in UT P C ]  as  an added
bonus).

The main rival (in terms of price at least)
has to be Degas Elite which I am glad to
say doesn't fare too well up against  Si'
Paint  Master but  when compared wit h a
more expensive package like Deluxe
Paint  you begin to realise that  you get
what  you pay for - a fully  featured art
package which is ius t  a lit t le lack ing in
some areas.

LET'S HAVE A
PROGRAM

Okay program t ime. The rout ine pub-
lished here has been writ t en by Terry
Maneey who also wrote s r  PAINT MAS-
TER, it 's actually  s imilar to the 512k
rout ine which comes with the art  pack-
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age but  incorporates  some more adv-
anced features and is ac tually  smaller! !
To run the rout ine you mus t  fi rst  create

a bank  f rom the data in TABLE 1, this
data mus t  be typed into the INPDA-
TA.ACB program whic h comes on your
STOS accessories disk, alternat ively  you
can use the enhanced version which
comes on the PAGE 6 STOS DISK 1 avail-
able f rom the PAGE 6 PD library .  Save
this  data onto a nice blank  disk (just  in
case something terrible happens!) and
then enter PROGRAM
Before I give you a line by line break-

down of  the demo let me just  give you
some informat ion about  us ing the
rout ine (which can be dangerous).  The
basic idea is to const ruc t  a new series of
palettes for each screen, each screen can
be split  into up to 100 palettes each two
lines deep. Eac h palette is made up of  16
colours and each colour value takes up
two bytes in memory .  So to store a set of
100 colour palettes you would need to
reserve a bank  3200 bytes long (16
cols*100 palettes*2 bytes per colour) plus
another 2 bytes to store a stop value for
the mac hine code to recognise. For this
demo I am going to split  the palette once
every f our lines which means I only need
to reserve a bank  1602 bytes long (16cols
*50 pals *2 bytes 42).

HOW IT WORKS
LI NE 500 Sets up a temporary  bank  to
store our colour palettes.
LI NE 510 Starts a loop to fi ll the bank
wit h colour data
LI NE 511 Dokes a random number for
each poss ible colour.  Inc identally  you
can actually go up as far as SFFT for
owners  of  the STE (lots of fabo colours/O.
LI NE 512 Loops back
LI NE 520 Puts a mark er at the end of  the
palette data for the machine code to rec-
ognise that  the bank  has ended.
LI NE 530 This  line sets up the rout ine,
you mus t  pass some variables to the
machine code for it  to func t ion properly .

Areg(0) mus t  always hold the start
address of  the bank  where the palet te
data is stored.
Dreg(0) tells the rout ine how often to
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swap palettes (in screen lines), you
mus t  always add I  to this  number.
For example If I want  to swap the
palettes every four lines I mus t  pas-,
five into Dreg(0).
Dreg(1) lets you start  the changes to
the screen at any line (f rom 1 to 199).
Dreg(7) is a control register for the
rout ine.  is you pass 2 into it  and then
call the rout ine it  starts, i f  you pass 3
into Dreg(7) the rout ine stops swap
ping palettes!

LINES 540 Calls the routine, waits for a
key and calls It again in order to stop it.

Well what  do you t h ink  of that? Neat
huh? I do love S'FOS.

THE STOS CLUB
Right  now, before I pop off  let me Just

tell you about  the STOS club. I f  you are
Interested in receiving a bi-monthly
newslet ter (which by a sheer coincidence
is published in between issues of New
Atari User!) then give Aaron Fothergill a
ring on 0271-23544,  tell h im where you
found out  about  the S MS  c lub f rom and
join up!!

SKYSTRIKE+
is available from
ATLANTIS  SOFTWARE
28 STATION ROAD
LONDON SE25 5AG

ST PAINT MASTER
is available from
ARTEMIS DESIGN
30A SCHOOL ROAD
TILEHEIRST
READING
BERKSHIRE RG3 5AN

You can wri te  to me as follows:
PETER HICKMAN
36 CLEVERLEY ESTATE
WORMHOLT ROAD
LONDON
W 12 OLX

STOS
f r o m  P A G E  6

NEW ATARI  USER wants you to
enjoy the del ights of STOS wi th

these special  offers

STOS BASIC
The programming language

you need to get started
Recommended pr ice ( 29 . 95
OUR PRICE E21.95

STOS MAESTRO PLUS
Add your own sampled sounds with
this cartridge and software package

Recommended pr ice £69. 95
OUR PRICE E49.95

STOS COMPILER
Turn your  programs into
ultra fast machine code

Recommended pr ice £ 1 9 . 9 5
OUR PRICE £14.95

STOS SPRITES 600
Add this collection of sprites

to your programs
Recommended pr ice £14. 95
OUR PRICE E9.95

GAMES GALORE
Or just play some great games

written by others
Recommended pr ice £19. 95
OUR PRICE El 4.95

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. ST16 1DR

Credit card orders accepted
by telephone to 0785 213928

or by FAX on 0785 54355
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T h e r e  arc four of you, elf. dwarf ,
mage and fighter.  The late of  the
world rests on your shoulders,

Only  YOU can search the dungeons of
this s t range world to fi nd the magical
scrolls which wi l l  enable magic  to fl our-
ish again.  And only  YOU can discover the
fate of  the miss ing Dragons!
You start  in the town of  Pegana wit h a

lit t le food and gold, a few torches and one
small f ragment  of  a map of  the world -
one of your prime objectives is to fi nd the
other eleven pieces so that  you can
unders tand various  strange geographical
references. The map builds  up to form a
superb full screen display of the world.
The game is completely  mouse driven.

t hough you can use the numeric  keypad
for movement  most  of  the t ime, In Pegana
you wi l l  fi nd pubs.  blacksmith,  grocers.
healer, univers ity ,  t own hall and about
25 houses, at  about  13 of  which someone
will answer the door and talk  to you. You
wil l  also fi nd about  a dozen people wan-
dering around the town.  Conversat ions
are a lit t le l imited - they say what  they
want  and the only  opt ions  you have are
Show and Give. The inhabitants  and
pubs  in the twelve towns  will prov ide all
the informat ion you need so that  you
k now what  to Show/Give to whom in
order to progress.
Near Pegana you wil l  fi nd two dungeons

to explore if  you feel ready for a fight! But
fi rst you might  visit  the nearby town of
Drombul  (NE) to buy  some cheap torches
or look for secret passages in the Tunnel
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DRAGO N FLIGHT
Thalion
£24.99
John Sweeney

(N) to give yourself  a
good s tart  to the
game (the password
for the Tunnel IS in
Peganall.
You fl ip between ac-

t ion icons and move-
ment  icons with the
right  but ton:  the
main part  of  the
screen is used for a
number  of different
funct ions: overhead
view of  wilderness or
town:  v iew ahead of
dungeon corridors:
side v iew of fights
and dungeon rooms; text  during conver-
sations: menus  and lis ts for buying,
accessing your inventoty, preparing
spells: etc. - all done wit h lots of lovely
graphics.
The Dungeons are enormous  - there are

over NINETY levels to explore in the ten
main dungeons! Fortunately  there are no
wandering monsters  - you only have to
fight in Dungeon Rooms - as some of the
Dungeons are VERY diffi cult  to map.
There are 3-13 mazes of  small rooms and
staircases, teleport  mazes. pits. and Rid-
dle-Tongues which wi l l  not  let you pass
unt i l  you answer their questions!
You wi l l  also have to fight your way

through hundreds  of  rooms inhabited by
various Undead,  Trolls ,  Gnolls,  Enerp,
Balls, Balrons .  seemingly  invulnerable
Statues, and Crystal Guardians  which

ins tant ly  obliterate those who enter
unprepared!  The fights are done
wit h a s ide view of your guys on the
left and up to four baddies on the
r igh t  You use your movement
points to move, hack, fi re or cast
prepared spells - a small window in
the cornier showing a bird's  eye view
helps you aim • t hen your actions
and the enemies are shown in ani-
mat ion on the main screen - quite
impressive when you have a barrage
of magic weapons and spells fl y ing
about,  and each of  the Monsters
dies graphically  in a dif ferent  way!

Assuming you surv ive your fi rst couple
of  dungeons you should end up wit h
enough gold and t reasure to improve
y our weapons and armour,  and some
scrolls and pot ions so that  you can start
pract is ing magic!  Experience points allow
you to build your init ial 50 hit  points  up
into the thousands!
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Once you have got to grips wit h the
mechanics of the game and learnt, how to
survive, you will fi nd an enormous  world
to explore and a number  of subqucsts to
complete in order to get all the power and
artefacts whic h you will need to survive
the last couple of dungeons and gain the
means to fi nd the secret of  the miss ing
dragons!
The Germans  who put  this  together

obviously had a lot of  fun doing so - you
can meet  lots of  interest ing people in the
towns such as Thomas  Covenant  and
lob o (the bard f rom Ult ima! ) plus  statues
to people like Tolk ien and Gary Gygax!
Dragonfl ight  is not  perfect - Once you

get pret ty  powerful most  of  the fights can
be won very easily. but  you have to keep
fi ght ing to explore the dungeons:  once
you have seen the fi ght animat ion a cou-
ple of  hundred t imes  you start  wishing
vou could speed it  up a lit t le;  and the
people wandering the towns are a bit
hard to fi nd somet imes.  But  if  you accept
these limit at ions  you wil l  get excellent
value for your money as it  will take you
many, many  hours  to discover all the
secrets of  this excellent fantasy and
reach the super animated sequence
whic h completes the game. Note one
BUG - Rais in Schnaps L i q u e u r  of
Rais ins - you' ll need to k now this!

•  S I GHT &  SOUND - Great variety of
graphics: atmospheric  music which is
due to be released on CD!

•  GAMEPLAY - A lit t le tedious in places.
but mainly  WI addictive, enormous,
icon based D&D with lots of  depth

•  VERDI CT - Excellent value for money.
especially i f  you gel the limited edit ion
wit h the free teashirt  and badge!
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FOR SALE

ATARI SYSTEM: 800XL com-
puter, 1050 disk dnve, 1010
data recorder. 1029 printer with
spare ribbon and lead, software
worth E150, books including
Your Atari Computer. Will sell
lor  E n t )  O.n.o . o r  wil l  s p l i t. Wn te
to Richard Maynard at 126 Vin-
cent Road, Sharrow, Sheffield,
57 1BX

XL SYSTEM: 800X1,. plus 16k
400, 1010 data recorder, mags
and manuals, 60 cassette
games. 11 Roms. 2 joysticks, all
for E220 Call Fraser after 6 pm
on 0506 52897. Buyer collects
or pays postage

XE SYSTEM: Atari XE compu-
ter with tape deck. joystick_
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and cassette. Atari User maga-
zines. Excellent condition,
boxed with instructions. Contact
19 Pattison Street. Delves, Wal-
sall WS5 4PD

130XE SYSTEM: 130XE 128k
computer (boxed), B10 disk
drive with Happy enhancement,
cassette recorder, many disks
including Mini Office II and cas
-settes (games and serious),
joysticks, Atari mags, manuals
and books. Printer interface and
Sek. printer. Also available
some unfinished PCBs for
magazine projects E199 buys
the lot, Call Brighton (0273)
566390 evenings or weekends.

XE SYSTEM: 65XE, XC12 cas-
sette, competition Pro 5000 and
Cheetah 125+ joysticks, all
leads and manuals, boxed as
new. Games listing book, nearly
30 magazines, approx. E370
worth of software No splits. Will
sell for E125 o.n.o. Buyer col-
lects or pays postage' Phone
Craig Stevens On Lincoln (0522)
560507 '
l
a t t e r  
6 p e
i l l

EPSON SHEET FEEDER:
Sheet feeder tor Epson L0850,
boxed as new, £20. Books - ST
Disk Drives Inside and Out. E5,
ST Tips and Tricks, ca. Phone
Mike on 0332 610785 (Derby)

XE SYSTEM: 65XE with data
recorder, £300 worth of games
plus magazines. E250 o.n.o.
Buyer must collect. Contact
Glenn 081 804 7020 after 7pm

130XE SYSTEM: 130XE.
XP551 disk drive. XC12 data re
corder, toliCn tablet, joystick.
serious software, lots of used
and unused disks, El 50 Mr.
Atkinson, Tel, 0604 718702

XL SYSTEM: 800XL. 1050
envie. 1010 recorder. 1029 prin-
ter and all leads, 5 ioysecks.
TOUCit Tablet, Trakball. some
ROM, cassettes. over 150
disks full ot every kind of soft-
ware inc. Mini Office II, COM
PLETE set of Atari Users, Map-
ping The Atari and many more
micro books. Worth E520, will
sell for £300 o,n,o, Write to Rob
Howe, 5,34, Maple Bank,
Church Road, Edgbaston, Birm-
ingham B15 3TE

74 1 5 s u e  48 • New Atari User

800XL: Atari 800XL with 1010
data recorder, power pack, 2
joysticks. 20 Atari Users mags.
more than 10 games. Price
E100, Mr. V. lkonomciu. 39
Amberley Road, Bush Hill Park.
Enfield, Middx. ENI 20Y. Tel,
081 360 8301

800XL:1500XL computer with
1010 tape recorder with all
leads and plugs plus 180 worth
of software plus various issues
of Atari User and New Atari
Us er , E 100  th e  l o t 0 ,1 .0 .. P h o n e
East Grinstead 10342) 321360
and ask for Edward Harwood
(after 4 pm )

ALIEN VOICE BOX: Atari 8-bit
Speech synthesiser plus soft-
ware. Very rare in the UK_
Works on all disk based 8-bit
systems but needs AC adaptor
for XUXE, E40. Also 1027 LO
printer (doesn 1 require interlace
unit), E60 and Touch Tablet with
Anisl cartridge. E20. All excel-
lent condition. Tel. 0273 779595
(Brighton)

PRINTSHOP: Printshop with
PAGE 6 Utilities, E20_ P:R Con-
nection, £20. Atari Writer Plus,
E15, American Country Road
Race, E2, Jewels of Darkness,
E8, Livings. E2 (all disks).
Phone Steve 0243 373 695

GAMES BACK ISSUES: 120
15 bit games (tape/disk) for sale
E50 or will split. Also back
issues of Old'New Alan User
and manuals, Tel. Paul on
Crawley (0293) 514632
evenings

XE SYSTEM: 130XE, two 1050
drives, US Doubler and Archiv-
er, data recorder, full set of Atari
User mags and tapes, boxed
games. Tan-Talk SpartaDos.
Mini Office, PAGE 6 mags,
Graphix AT printer interface.
200 full disks, Ring George
0274 570756

MAGAZINES: Atari User May
1985 - April 1988, Analog Feb.
1984, Monitor issue 8 -15. Page
6 issues 17 and 21 - 32. CI for
each magazine up to 5 maga-
zines, E0.80 per magazine
thereafter. Phone Andy Purnell
on 0522 691)825

XE SYSTEM: 65XE. 1050 disk
drive. tape recorder, 1020 prin-
ter plotter, manuals, E300 worth
of software inc. Assembler Edi-
tor, PL65 language, Zod( 1,
Mercenary. Magazines. most of
Atari User from 1st edition,
Phone (0273) 400950

800XL COMPUTER: Needs
attention, still boxed with all
leads etc. working order, Suit
hardware enthusiast offers.
Also Amstrad green monitor -
offers. Phone William (evenings)
on 0474 332654

XE SYSTEM: 65XE with XC12
data recorder, 1050 disk dnve
purchased two months ago.
over E150 worth of games most-
ly tapes. 3 disks, blank disks, 2
elysticks and 11 (nags. Selling
for £225 o.n.o. Tel. 061 707
5017

XE SYSTEM: 130XE. 1050 with
Archiver (boxed), many disks,
disk nutcher, Basic 9 cartridge.
E220 o.n.o. Must sell. Phone
051 648 4926

BOOKS: Mapping The Atari.
Eft, Your Atari Computer, U_
Pole Position, Cel, EMI Soccer
cart. E4, TariTalk, El 0 or £25
the let, Phone 051 648 4926

1027 PRINTER: 1027 LO in ex-
cellent condition, complete with
leads, ink rollers and Alan Wri-
ter disk. E50. Phone 0234
ssi 930 evenings only.

WANTED

DOS 2.0: Wanted, a copy of
DOS 2.0 with manual tor photo-
copy) and a full copy of DOS
2.5 manual (Original or photo-
copy). Will pay all expenses,
Paul Smith. 21 Modbury Ave-
nue, Leicester, LE4 2PY, Tel.
0533 356587 (evenings)

STATIONFALL: Infocom
adventure tor the 8-bit Atari.
must be complete with all origin-
al game packaging. Reasonable
price given. Phone 0506
413773 alter 6 pm.

LISTINGS: Could anyone send
me photocopies of Blocidareaker
(Issue 20), Munchy Madness
Screen Designer (Issue 28),
Flexible Fingers (Issue 26).
Please send to D. J. Townson,
Peacehaven, Love Lane, Bick-
ington, Newton Abbot. South
Devon 1012

SUPERSCRIPT: Can anyone
help with a copy of the manual
for Superscript? I bought a copy
secondhand with no manual but
feel I am not using its full poten-
tial. Contact Jim on 0343
842283, Thanks

DISK DRIVE POWER PACK:
1050 Disk Drive power pack
wanted. Write to Andrew C.
Thompson, 135 Hennitys Way,
St. Dials. Cwmbran, Gwent
NP44 7NF

STATIONFALL: Wanted for
130XE also Head Over Heels
disk. Basil Mouse disk. Reason-
able price paid, Tel_ 1)702
204079 (evenings)

YORKY: Wanted Yorky 256k
(or similar) plug-in memory up-
grade tor 800XL with all RAM
chips etc. and preferably with
Ramcksk software. Will pay
E25-E30. tel. Richard on (0302)
784642

130XE: Atari 130XE wanted
with XC12 within reasonable
distance of Lincolnshire. Tel,
(Boston) 0205 353446

XF551 DRIVE: Wanted, must
be in good condition and in run-
ning order with leads and manu-
al. Will pay up to E100, Contact
Geerl Garver, Hemmelserveg
20. 8900 leper, B Belgium

ADVENTURES: I m looking for
adventures such as Dungeons
and Dragons but on the XL. Ulti-
ma IV or something like that.
Can anyone help? Write to
Arnold Bontsema, Witenaheerd
366. 9736 rid, Holland

1027 PRINTER: Will pay E50
for a 1027 printer in good condi-
tion and full working order.
Phone Andy Purnell on 0522
690625

1027 MANUAL: 1027 printer
manual Elf jU5t some operating
instructions urgently needed_
Will pay for manual plus post-
age. Write to Susan Pentecost,
30. RaMt.12 Drive. Westcliff-on-
Sea, Essex SSO 9J9

DISK DRIVE: For 800XL. must
be in good working order and
E50 maximum cost Phone
Colin on 0698 424938 (even-
ings) or write to 39, Mlanshaw
Street, Hamilton, Scotland ML3
6NL

1050 DISK DRIVE: Must be in
good condition with cables. Will
pay E60 and collect from Lon-
don area. Phone Steve on 081
569 2634 alter 6 pm,

XL SYSTEM; BOOXL with 1010
cassette and 20 games, E60.
tel. 0773 852273

XL SYSTEM: 800XL, 1050 disk
drive. 1010 data recorder, joys-
tick and trackball. 195 games,
90 disks. FS2 and book all
boxed, manuals and leads, Also
22 Atari User magazines. E220
will not split. Tel. 0968 76920 5
pm to 10 pm, 10 am to 10 pmweekends ask for David

SPEEDSCRIPT: Can anyone
supply a copy of the instruction
manual for Speedscript 3.0 by
Charles Brannan. Ring Harry on
0787 473136

MAGAZINES: Wanted, PAGE
No's 1 113, ANTIC Vol. 1 No. 1
to Vol. 2 No 3, Vol. 3 No 2  and
5, vol. 4 No 4. 5,9 and 12. Vol.
5 No. 2, Sand 6: ATARI MAGA-
ZINE (SAG) Vol. 1 No. 3 to Vol.
4, Bart Pleumeekers, Greve-
nsmolenweg 83, 3800 Sint-
Truiden, Belgium. Tel. 011167
40 78

PENPALS/

CONTACT is FREE of charge and may b •
by any genuine Atari enthusiast for cont
other owners. Any notice may be includ
cept those offering software only for sa
exchange or those offering items for sale
mercially. The Editor reserves the right to
any notice received at his discresion.
Send your CONTACT notice to CONT

PAGE 6. P.O. Box 54. Stafford, STI6
Please write your notice on a separate sh;
paper, not as part of a letter,

FOR SALE WANTED P E N  PALS ADVICE HELP

PENPALS WANTED: I have a
acioxL with a 1050 disk drive
with various disks plus some
cassettes. It you would like to
swap please contact Warren
Whiteman, 19 Breadc oft Lane,
Barrow-upon-Soar, Laugh-
borough. Leics. LE12 8HW

FREE SOFTWARE!: NIAV that I
have got your attention I am still
compiling a Top Ten r t games
in each el the following categor-
ies. Let me know your top three
in each one and NI let you know
the National Result, 1. All time
best game, 2. MI time worst
game, 3. Most Addictive, 4.
Most Frustrating, 5. Best Shoot-
'em-up, 6, Worst Sports Simula-
tion. Contact Richard, 2 Gritting-
ley Heights, Cottingle9, Leeds
LS11 OJL

HI EVERYBODY!: Ren
e c a l l i n gfrom Holland to any 8-bit user
anywhere in Europe. I have a
65XE with 1050 disk drive and
XC12 data cassette. I would like
to hear from anyone who would
like to swap hints, tips and
games. All letters answered'
Write to Rene Van MiS do,
Kapiteinpulverstraat 2, 5625
CM. Eindhoven. Holler d

HELPUNE: Bigger and bene,.
now with newsletter full of lips
cheats and maps. Drop me a
line any time. I've loads of tape
games at bargain onus plus
disks. Contact Dean, 138 Town-
sfield Road. Westhoughton,
Bolton 6L5 2NT, Tel. 640725

POLISH PENPAL: My name is
Paul Gonlarek and I am 18
years old. I live in small county
near Warsaw in Poland, I have
computer Atari 65XE with tape
recorder XCl2, I want bind con-
tact with friends which have
computer Atari 65XLAIE. Can
you help me? I want exchange
information and programs on
the Atari XLIXE. Paul Gontarek,
Ul. Modlinsha 33A, 05-' 10 Jabs
lonna, Poland

PENPALS: He I'm Melanie and
I am 12 years oid. I own an
Atari 800XL and 1010 a
n d1050. I have lots el games. I
like typing in programs and
love programming in Basic.
Write to me to swap hints, tips
and computing problems. All let
ter answered, so write NOW!
Write to Melanie Jones, 164
Marvels Lane, Grove Panic, Lon-
don SE1 2 gPJ
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*  POCKET SIZED *  PC-COMPATIBLE *  PERSONAL ORGANISER *

SPECIF.CATION
*  P r o c e s s ° , In te l  aoCaa at 40152Mh2.
*  Oper ating S y s tem , Com patible with MS-DOS 2.11.
*  In ter net R OM , 255K  containing BIOS, coerating system

and applications suite.
•  R A N : 128K with an ;m enet RAM disk. confi gurable From

eK Externally expandable to 640K RAM.
• Keyboard, 63 keys. OWERTY, IBM PC BIOS compatible.

Buried nurnenc pad and function keys. Optional key clic,
* Character Set- Extended IBM ASCII 1255 characters).
• Mass storage, credit card szed memory cards (32K or64K or 1281( RAM).

Display, Graphics LCD, supertwiet technok>gy, MDA com-
patible, 40 columns x 8 lines, 240 x 64 pixels (with the
option t o  WinC$39i 2  •u ll 8 0  x 25 charader display).
Keyboard controlled contrast.

•  Pertpharets• 60 pin expansion BUS to take serial and
parallel parts and memory expansion units.

• 64e ,-  a  4 . a1  • (200rnm 105r nr n 2 0 n u n )
•  Wartger• 4 9 5  grammes (with batter ies) .
• A pptic attone•  c alendar  and diary, address and phone

beak. Lotus 1-2-3 oompahrte sprwarlahnnt, text processor.
corn municetions software

COMING SOON!
In adertion to the excesem software built-in to the Portfolio Free

Chave seerig1-(1, ocher software and peripheral produces such
as the sophstcated Pocket Finance package and seriaticentrorice
interlaces are &ratable. And it doesn't slop there Many manufiac.
turara ha le  recognised the potential at the Portrait° and hate
already alerted to design new perronetais and software Products
curie nny unde r de rnhopme nt include , Se rial i n te r
f
ace  w i t h  b u i l l
in mini modem Apple Macintosh mterlace. business, utility  and
programming schware plus  a  range of adventure and
strategy games For further free details oh the Portfolio 1111109, MI
in line  Ch u ilta b e l t. .  e nd 'e lle n  11 lc I i  Syste ms now

ditkItkki
Portfolio
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BUILT-M APPLICATIONS
TO GET  YOU ORGANISED m

To get you started. Portfolio comes wth a suite
of five useful tunclions a l l  accessible
from a simple menu &Splay.

TI ME  M A N A G E R
More than just an electronic d ia
,
y. t h e  
P o r t i d o

Time Manager enables you to plan your ag.
pointments via a Comprehensive Calendar and
diary. It can even be programmed to sound an
audible alarm at specific times to remind you
of impor tant appointments .

C A L C U L A T O R
'fibur POlfalla will be invaluable in the office or
at home as a powerful pocket calculator. It has
a fi ll range of functions. inOuding fadorial

MEMORY CA RDS
NO M . ,  can e ke , and re i n s,  de e  and pre grams from
a  own RAM ri f horn Sinai Small e we  see d ismay cards
Mel sin i,cto  IS MAI,,n card arse  Tow came  are  twalleole
in throe slum, 32K, 64K are  USK re  ram can army a le afy
of dam in yo a p xlie t The  card d am also me ow., FICC1
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T H E  P C
IN Y O U RPOCKET

The new Portfolio from Atari is the world's first pocket-
sized electronic
. 
o r g a n i s
e r  
t h a t  
i s  
a l
s o  
a  
p o w
e r f
u l  
P
C

compatible computer. with a full OWERTY keyboard
and scrolling 80x25 character display.
Portfolio includes everything you would expect from an
electronic organiser - an address and telephone book,
time manager, diary  and sophisticated calculator.
Portfolio also includes several functions that you would
not expect - a spreadsheet for your personal budget
and expense records, as well as a text processor for
typing memos and letters.
And, because Atari's Portfolio is PC compatible, it can
communicate with your desktop PC at home, or in the
office. You can transfer files from one to the other, to
enable you to update your reports and figures with the
Portfolio while you are on the move

FOR ILONLY 99v.AcT
panel and root calculations, a ll with mult i
diSPlay formal a n d  -
n e m o r i e sADDRESS BOOK & DIALLER
Portfolio has a complete address book tacility
that anew& you 10 Stare hundreds of addresses
and phone numbers. And, al the touch ale but-
ton, you can retrieve any one cd them. Of search
far a specific grouping, such as -
a l l  I t a l i a nrestaurants' Arid, viten you are ready to bock
your lade, hold your Parttoto Do your telephone
mouthpiece and use its special built-in lone
dialler 11) dial the number tor you

T E X T  P R O C E S S O R
The Poo.rol<)'S bu ilt
-
in  t e x t  
O r o c e s s
o -  
D r z e r
a
-
n

POWER SUPPLY
Portle lc a powered by Mani AA baile r 'as which i11  an
he wi n  sur weeks te lt riamal Imo, or horn the !T an i ur0,
no an  WWI °
.  N I  
t h e  
p e r i
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Ike Pan ti le  nn no e rsa baite r es a  ace tate s ais remixed.
A laMhdy.ltreo aarn ah  and mammy back up e rsure  Mal
alormulion e  not Ian  when me  b atk
,
1 0 5  a r e  
c h a n g e d .

includes word wrap, line and Callarnn count,
sin ng search, in fad most of the tunCkOnS you
would find in a word processor, II handles
printer and word processor control codes and
allows easy transler of files between Portfolio,
and your desktop PC

S P R E A D S H E E T
For real calculating ocoer.Portioilo has a Lotus
1-2-3 compatible spreadsheet butt-In. It has
127 columns x 225 rows and reads:wades LOluS
V1.0 and V2.01 hies, so yOu Can transler data
10 and from Lotus 1-2-3 on your desktop PC.
The Portfolio's 256K ROM includes M S
-
D O S
and P C B IOS  compel bin systems software

INTERFACES & PERIPHERALS
Parn e ascan co mmu n me amih e n e rco mp o Mmare su p
p als a graving range  ut pe riphe ral. ma a aule in 60 p n
bas o o m
1
e ci ai  
P i r i t
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paralle i inie rianas and mama y e xpandati t ,  We !
,  S o ucan also add a card  drive  b o
ys . '  ! M a k i n ,  
P r  
i  
' n o n e .

I l l s re adhurle  to Pe rtiolida cards.

SILICA S Y  TEMS OFFER YOU
FREE OVERNIGHT COURIER DELIVERY! On  a ll hardware orders shipped in the UK.
TECHNICAL SUPPORT HELPLINE: Team of Atari technical experts at your service.
PRICE MATCH: We  normally match competitors on a  -
S a m e  p r o d u c t  
S a m e  p r i c e "  
b a s i s .

ESTABLISHED $2  YEARS: Proven track record in professional computer sates.
E1341 TURNOVER (with 6 0  sta ff): Solid and reliable with maintained growth.
BUSWESSIEDUCATION/GOVERNMENT Volume discounts available for large orders.
SHOWROOMS.- Demonstration and training facilities at our London & Sidcup branches
THE FULL STOCK RANGE: All of your Atari PC requirements 'ram one supplier.
FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details
PAYMENT: By cast,  cheque and a ll major credit cards.
CREDIT PAYMENT TERMS: Silica  are licensed credit brokers - details on request
Before  you de cide  whe n in buy your ne w Atari  PO rtione  We  Wag e s( you th ink Wry Care fu lly Latino! WHE RE  you
buy it Co n e d & wh at I  will be  like  a le e  m an i l a e lle r b u rn g  your Portfolie . whe n  you  may re quire  addihisnal
panahores or salaam, or help and advice with your near oufchase. And wet the company you buy tram contact
or , with Mails  a  new PorlfoliD products? At Silica Systems, we emu's that you will have nothing to worry about.
Shoo Systems lb a new division al Silica Shop, the UK's leading Atari spectalists. This new Masan has been
established to pre side  a SenriCie 10 Me  more  se rious home  use r. ee a t  le  busine ss and  e ducalion p u rch ase rs.
Sire s hose seen e stablishe d tor ewer 12 ye ars, and
ha v e  a n  a n n u a l  11 . 0110
.
08 r c i  ( 1 3  
m i l l i o n  
% M T h  
o u r

ornvalled experience and 0,per lise * e  can now
Claim to me al our ClAIDnICIS re quire me nts with  an
underraanding wh ich  In W o r d  no none  Bu t don't
lust take  cu r wo rd  fo r it. Co mp lale  and  re tu rn  th e
Colagen ; V e l ar.  o u r Id e al  Fre e  l i te ratu re  an d  beg in

N
M  
e
x
p
e
r
i
e
n
c
e  
t
h
e  
•  
S
i
l
i
c
a  
S
y
S
a
f
f
l
h
e  
S
e
r
v
i
c
e
'

SILICA
SYSTEMS

MAIL ORDER: 1 - 4  The Mews. Hatherley Ad, Sidcup Kent, DA14 4111
•
.
-
-
.
, 
i
v
,  
I
m
e
s 
O
p
e
n 
M
c
a
S
a
t  
9
.
C
l
a
a
i
n
-
6 
O
t
i
p
m 
N
o 
L
o
l
a 
N
i
g
M 
O
w
i
n
g

LONDON SHOP: -  52 Tottenham Court Road. London, %IP OBA
cipows nej ar.wia M o d S a l  9 .20am-6  Horn L a t e  Nigh!. 'Thursday ,mill ape ,

SIOCUP SHOP: 1
-
4  T h e  
M e w s
,  
H a t h
e r l e y  
A d
,  
S i d
c u p
,  
K e
n t
,  
0
A
1
4  
4
0
X

s s i
.
p .
n r .
9 ,
1 -
p - .
.  
i
i
i
t
a
l
-
S
a
C  
2
C
a
t
i
m
b
3
O
p
r
r
i  
L
a
t
e  
N
i
g
h
t  
F
r
i
d
a
y  
u
n
t
l  
h
o
m

BUSINESS/EDUCATION: 1
-
4  T h e  
M e w s ,  
H a t h e r l
e y  
A d ,  
S i d c
u o  
K e n
t ,  
D A
1 4  
4
1
)

a r i a  Linos Open alan -F i ,  OCOam-e Ne m C a s e d  on Selordees

X Te l  081-309 1111cc,-3N, (Ka
Tel: 071-90
- 
e i B i o

caii NO  O nt.:1 2 3 4 n,

Tel: 061402 8811
Fax Na:01b.30e X i :

X Tel: 081.388 OBBB
Fax NO C01.3D6 g fai

I
M
r
/
M
r
s
/
M
s
'    
I
n
i
t
i
a
l
s
:

Address:

170.  Silica Systems, Dept PSIX-0291.38, 1-4 The Mews, Hatherley Rd. SidCup. Kent 0A14 40)7%
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WHO HAS THE BEST PUBLIC DOMAIN LIBRARY?
Hundreds of disks for both the Atari XL/XE and
the Atari ST but with a difference • every disk
in the PAGE 6 LIBRARY is carefully selected
we don't throw in everything just to make our
catalogue bigger.

Also PAGE 6 are the originators of THE CLIP
ART COLLECTIONS • hundreds of quality im-
ages to include in your DTP creations

CATALOGUES AVAILABLE FOR BOTH XL/XE
and ST • PLEASE PHONE FOR YOUR COPY

WHO HAS THE BEST SELECTION OF ATARI BOOKS?
VI(_ JAL
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We import books direct from the USA,
particularly COMPUTE! publishers of
the best books available for the XL/XE
and ST

SPECIALISTS IN BOOKS FOR FLIGHT
SIMULATOR 2 - SOME GREAT TITLES
THAT YOU DON'T SEE ELSEWHERE

WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT?
Keep that equipment free from dust and spills. We have been selling our top
quality dust covers for over five years with thousands of satisfi ed customers

AND WE SELL C A B L E S ,  BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having regular offers on selected ST and XL/XE software

THE PAGE 6 ACCESSORY SHOP
P.O BOX 54, STAFFORD, ST16 1DR

Telephone 0785 213928 A s k  for our FREE catalogues


