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TRANSDISK IV Best Seller!
Now available exclusively from PAGE 6 SOFTWARE

TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE!
TRANSDISK IV is a simple to use utility that will transfer all your cassette games to disk - easily and quickly!

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

the more popular games

TARITALK
THE QUICK AND EASY WAY TO
TRANSFER FILES TO YOUR ST
Now you can simply and easily transfer files to your ST without
the need for a costly interface. TARITALK will transfer text files,
database information, pictures, music files, BASIC programs, in
fact any file that has a normal DOS directory entry. Just plug in
the TARITALK cable,  run the software on each machine and
your files will be transferred complete with full error checking.

Please note that TARITALK does not convert files - it is up to you
to make any amendments necessary to use the tiles on your ST

TARITALK is £19.95 complete with cable,
software and instructions
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THE BIG DEMO
The best demo ever produced for the
XL/XE_ Great graphics, excellent music
and the best sampled sound ever
heard on an 8-bit Atari (even beats a
lot of the ST stuff!)
Can you afford to miss out any longer?

THE BIG DEMO is 13.95
PieJSe note that some ol scrolltng messages contain wards mat
some people might a iled to and me disk should not be
COnsrclered suitable tor young chibdren, the BIG DEMO requires
a 105D disk dnve and will not run holy with any other dnve
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6 v   support for your XL/XE

•  Handles cassettes that load extra levels
•  Use all available memory on XL/XE machines
•  Full step by step instructions included

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

A delightful program to teach four to five year
aids the alphabet  plus word recognit ion and
word and pic ture association. Guide them
with those first steps whilst also teaching them
to enjoy  the Atari as a creative tool. SPELL ME
has been written by  a qualifi ed teacher.

Cassette S4.95/Pisk £695
excrusivo ly from PAGE 6 SOFTWARE

Price E19.95

MINI OFFICE II
The only combined business/application package
for your Atari now available from PAGE 6
MINI OFFICE Ills acknowledged as one of the best applications
programs ever written for the 8-bit Atari. You get a WORD
PROCESSOR, a SPREADSHEET, a DATABASE, GRAPH MAKER. LABEL
MAKER and COMMUNICATIONS - all in one program. Almost
every serious application you can think of is contained in MINI
OFFICE II and each module is first class - as good as any stand
alone program - if you con find one!

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

Price t14.95
ATARI SOFTWARE BARGAINS

Please check our supplement or telephone for details of
dozens of great offers on Atari software - many at halt price

MIDIMASTER
The pac k age that allows you to connec t any
Midi synthesiser to your XL/XE_ Record in real
t ime on up to 8 tracks - play  back  with any
voice - c hange tempo - transpose - plays
AMS Of 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 instructions

Price £24.95

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, S116 IDR.

Credit card orders may be telephoned to 0785 213928 or FAXed to 0785
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Elsewhere (Air) E42.00

UK E10.00
Europe E15.00
Elsewhere (sea) £15.00
Elsewhere (Air) £21.00
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SPELLBETTER
A neat educational

type-in
SUBSCRIPTIONS

Annual subsc ript ion rates  (6 issues)

Overseas rates reflect wily the difference in  edsts: zdsts

NEW ATARI  USER ON DISK

A disk containing all of the 13-bit programs
from each issue of  NEW ATARI USER is
available either separately or on subcrip-
tion. Single price E2.95 per disk. Subscrip-
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 tiles on disk We seek to en-
courage your participation and do not have strict
rules for submissions I f  something interests you,
write a program or article and submit it! Appropri-
ate payment will be made for all published prog-
rams and articles, all payments being made at the
end of the second month shown on the cover of
the issue concerned.

All original articles, programs and other material
in NEW ATARI USER i s  copyright of the author
as credited. All uncredited material is  copyright
PAGE 6. Unless containing the by-line All Rights
Reserved a n y  material in  NEW ATARI USER
may be reproduced by User Groups and Other
non-profit making organisations provided that the
authors 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 of  newsletters reproducing
material are requested to send a  copy of  the
relevant issue to the Editorial address of PAGE
6. Whilst we take whatever steps we can to
ensure the accuracy of articles and programs and
the contents of advertisements, PAGE 6 cannot
be held liable for any errors or claims made byadvertisers.

ATARI I TMI  is  a  regis tered trademark  o f
ATARI CORP. 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 23rd May
Editorial copy date is 15th April

C O N T E N T S

DISK BONUS - AMNESIA
THE ACCESSORY SHOP

HANDHELD HALF DOZEN
Lynx games reviewed by John Sweeney
DRAGON CASTLE by Dave Stubbs
DOS XE reviewed by Steven Wilds
TAKE ONE TABLET by Colin Paine
Routines for the Atari Touch Tablet
WRITING ADVENTURES Part 2 by John White
Into the nitty-gritty of programming
PERSONAL AUTOBOOT by Peter Kirton
BATTLECRUISER reviewed by Michael Ingham
THE TIPSIER
MIRROR TILE by Mark Connolly
TUTORIAL SUBROUTINES by Ian Finlayson
Programming for specific tasks
SPELLBETTER by Ann O'Driscoll
A game to improve your spelling
THE SOFTWARE REVIEWS
Speed Zone - Winter Wally - Ruff and Reddy - Mad _lax
Maxwell's Demon - Four Great Games 3

PC SPEED by Damon Howarth
CAPTIVE reviewed by John Sweeney
MAKIN G MUSIC by John S Davison
One way to print out scores
LEARNING TO READ reviewed by John S Davison
MURDERS IN SPACE reviewed by John Sweeney
PROFLIGHT reviewed by John S Davison
At last a program to rival FS2
PAUL RIXON'S PD WORLD
FOURSOMES reviewed by Damon Howarth
ST GAMES REVIEWS
Welltris - Prince of Persia - Snowstrike - World Championship
Soccer - Mighty Bombjack - S.T. U.N. Runner - Metal Masters
Tournament Golf - Matrix Marauders - Pop Up
MIDISTUDIO reviewed by John S Davison
THE STOS COLUMN by Peter Hickman
MYSTICAL reviewed by John Davison Jnr

EDITORIAL
LETTERS
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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 Ell ingham s t ill hadn't  recovered from his
post Chris tmas  holiday  when gett ing this
Issue together but managed it somehow
Sandy  carried on with every thing that keeps
us going
Stacey said comet Inng about she'd rather he
with pigs than us! Best of luck to her and
thanks  for everything. I might  he look ing for a
Job in a couple of years t ime. I've already got
the wellies!

The Regular Contributors .  who prov ide the
backbone of the magazine and can generally
be relied upon to come up with good artic 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  Howarth
Ian Finlayson P e t e r  Hickman
N.B. The Tipster  also contr ibutes

All other contributors  for this  issue are inch
v idually  credited alongs ide their artic les or
programs. Thanks  to everybody for sharing
their enthus iasm with other Atari users.

The cover is of  Dave Stubbs  game DRAGON
CASTLE

Who the hell  has got i t in for  us? Someone
is spr eading stupid rumours about us
packi ng in. Don't l isten to them.

Very  s ad n e ws  wh i ls t  t h is  was  be ing
done was  t he pas s ing  of  A. W a in wr ig h t ,
s omeone wh o  I nev e r met  b u t  wh o  has
giv en me  m u c h  in s p i ra t io n  ov er t he
y ears  a n d  enab led  me  to c omp le t e  one
of  the f ew a mb i t io n s  I ev er had.
Thank s ,  A.W.

The music, without which none of this would ever
he camplet&I, came from relatively few soutres
this time. Kate arid Anna McGarrigle provided
much with Accelerating leanbeats  whils t Clint
Mark  and The Pet Shop Bogs made up the re-
matrang time These three got played time and
await. lit  the last couple of cloys Chris Rea made
an appearance and. maybe ...lora Archer: will also
Iend a hood.

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 art ic le or program,
so SEND IT IN NOW!

PAGE 6 showx m g what yens can ch, with tour  .itari. With
the exception o f firm( output on a boratrom arid use UJa rep? It
camera for  the listings and photo,. the magazine is prepared
entsrely with l ion  based equipment and xaftwarr -  not a
Macintosh or  M A I in sight! Hardware used inelndes 130VE..
1050 do*  A k e ,  hilt disk driise.418 caxsette tiweasionallytt.
851) Interface. .%•Et
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done- with Prater, and pages are had ow with fl eet Street
Puttlisher A disk with the finished pages is sent up so a
typesetting bureau to Is output on a Linithun 360 and, hey
presto, finixlied pages are Arni beet I t  really does work -  at
IOW Ala Oral is left is to drop in the listings and photos. Is cll.

stilt guile us easy an that. but you giq the idea.'
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COMPETITION!
A new magazine for the 8-bit  Atari has been launched!  Well,  not  quite,  but  a couple

of enterpris ing Atari users up in Scot land have launched a new disk magazine called
EXCEL which you wil l  see advert ised elsewhere in this  issue. We had hoped to carry a
review of the fi rst Issue but  lack  of space and of  t ime have scuppered those plans so I
will,  for the fi rst  t ime, use the Editorial column for a review.
In t heir int roduc tory  message on the disk  the editors say that  the Atari 8-bit  has

been neglected for far too long and deserves the support  of  as many people as
possible. a sent iment  I heart ily  agree with and the reason for covering EXCEL in this
column.  Anyway.  on to the disk  itself. Issue #1 is  double sided disk  containing seven
'features', most ly  programs of  one sort  or another.  To call this  issue a 'magazine' is a
bit  of  a mis nomer as. apart  f rom the int ro messages, there is nothing to actually read.
What  you do get is an excellent int ro demo which scrolls a message in the form of  the
famous Atari fuji symbol.  accompanied by some excellent music.  Next up is a vers ion
of a concent rat ion type game called Amnes ia wit h excellent animated graphics and
music.  I f  you want  a prev iew of this check out  the PAGE 6 disk for this issue for this  •
very program is the bonus. Last ly on side I  is  a public  domain game called XAGON. a
Q-Bert  c lone which is probably  one of  the very best PD games available.
Flip the disk and you wi l l  fi nd a really  top class character designer and animator.  I f

you write you own programs,  this  alone is wort h the price of the disk. The graphic
presentat ion of  the editor shows immediately  what  the program can achieve and, wi t h
a lit t le work.  you could fi nd yourself  writ ing programs that  look like those produced
by Zeppelin,  for that  is the style that this  editor produces. Along with the main
program there is a rout ine that  wil l allow the designed character sets to be inc luded in
your own programs.  This  side also has another public  domain game. this  t ime f rom
Germany.  a one or two player game of 3-D 'spat: than' in which you bounce a ball
around a 3-D grid to outwit  your opponent.  A simple. but  top quality.  enjoyable game.
The disk  is rounded off with a s lideshow of pictures produced wit h Graphics Art
Department .
As I say, nothing to actually  read. but  the editors do promise that  future issues wil l

Inc lude reviews and art ic les but  wit h heavy emphasis  on the graphic  presentat ion
that  a disk magazine demands.  The fi rst issue costs 13.95, and in my opinion,  Is well
wort h the price not least because it  represents a genuine effort to provide Atari
owners  wit h something new at a t ime when new software is disappearing fast. I hope
that EXCEL succeeds and look forward to seeing future issues.

STIRRING IT UP
Someone, somewhere seems to have it  in for us as we have heard reports f rom two

separate sources that  we are hav ing problems. One rumour  quoted as being ' in the
trade' has it  that  Page 6 is in t rouble and won't  last much longer and the other is t hat
this issue of  NEW ATARI USER will be the last. Bot h of  these are absolute rubbish
and I can't  unders tand why  folks feel It necessary to spread such rumours .
The comment  we received about  the 't rade' connect ion is interest ing because there

are relat ively few people in the mains t ream computer trade that  we come into contact
with.  Now over the past six months  we have made a few enemies in the Atari world
but only  because we have taken act ion to recover monies that  certain advert isers
refused to pay. Maybe that. is where these rumours  emanate.  Quite likely,  but  what
does it  achieve for them'? Is it sensible to kick everybody in the teeth. inc luding in the
long run all the dedicated users who read New Atari User. jus t  because they have
failed? I t hink  not. Jus t  ignore it  all and rest assured that  we will support  the 8-bit
Atari for as long as we can.
There may well be changes over coming issues because the readership cont inues  to

change but ,  for as long as you want  a magazine support ing the 8-bit  Atari.  we will
provide it.

s E f fi n 9 1 ;  am

I NEW ATARI USER is created with FLEET STREET PUBLISHERfrom Mirrorsoft
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Master Time (s r - Only)
New for 91 — Five supurb
programs in one -  great
value at just E  1 7 . 9 5

it is very difficult to find
any criticisms at all".

Yet To be published Review -

Also Available (ST-Only)
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± Congo/Lilt/11_5ln E 19.95
Play Spelt Age 7+ £
1 4 . 9 5Play Spell Plus E  19.95
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Super_Ccurilndinc 1 9 . 9 5
&Base 2 E  9.95
Ciathe C.ompertrilirm -  Penguin
+Jump Jack +Billy Bounce E 1
4 1 5XIL/XE Disc Collection f  9.95
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New Atari I ser  Feb 1991.

£ 2 9 . 9 5  ( S T  - Only
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Demo Disc
Includes Super Card,
Master Time B.Spell,
Maths, and Play Spell.
D/S O n l y  E 1.49
2 x SiS — £ 2 . 9 9

t , d • I c k .

13Ware Software. /3..Byres Computer
Systems. 19 Southfield Road.
Hincidey, Leics. LE10
Tel (0455) 613377 9 -5  Mon-Set.
Visa/ Amess Ate Exprs.s.

Cheques payable to &Bytes Comp Sys.

If only he had known about
DesignCentre NorthEastl

The premier bureau for all
your needs in design &  out put
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c'epted fl•om IBM.
o. r oduc t i on  • CustoM

o He'd Computers Unlimited.
aiçil „ Centr e  wi th
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Our facilities includ
Dedicated 24 hour Bulletin Board facilities
• Colour scanning - Hi Res Linotronic outp
prices Aut hor i s e d Appl e  Centre - F
Apple and Atar i  computers •  Bar
font design • Workshops A c
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•  BYTEBACK COMPUTER
GAMES

Telephone 0536  771429  F A X  0536  771073
The A tar i  Special ist  in A tar i  X L /X E  G a m e s

A r a n g e  w hich  is gr ow ing  rapidly.  O u r  t it les include
C O S M I C  P I R A T E
D O M A I N  O F  T H E  U N D E A D
L I T T L E  D E V I L
S C R E A M I N G  W I N G S
W A R C O P T E R
S P ACE  W A R S
E X P L O D I N G  W A L L
N I G H T M A R E S
R O B O T  N I G H T S
R O U L E T T E  S I M U L A T O R

LATEST RELEASES

FIGHTER PILOT
TOMAHAWK

J A C K P O T  1 0 0  - C R U M B L E S  C R I S I S  • R I V E R  R A L L Y  D A Y  A T  T H E  R A C E S  E T C.

M A D  J AX
S P E E D R U N
P L A N E T  A T T A C K
J E T  B O O T  J A C K
A S T R O D R O I D
S P ACE  L O B S T E R S
L AS E R H A W K
D R E A D N A U G H T
E S CAP E  F R O M  D O O M W O R L D
T I M E S L I P

C O M I N G  S O O N :  K I C K  O F F  - Z E R O  W A R S  - P A N I C  E X P RE S S  • W I N T E R  E V E N T S  •

PLU S DON'T MISS OUR EXCITINGIRCADE CLASSIC" RANGE FOR ALL YOU ATARI ST USERS
AVAILABLE NOW S C R E A M I N G  WIN G S  C O MIN G  SOON O R B I T  2 0 0 0

FR U IT MA C H IN E  L O C O M O T I O N
G H O ST CHASER J U N G L E  BO Y

P L U S  M A N Y  M O R E  A R C A D E  W I N N E R S

New Atari User - Issue 46 5
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ARK BECOMES CITY

I n Issue 47 you menti oned
that  the ARK BULLETI N
BOARD may have closed
down but I 'm happy to say
that i t has just gone
thr ough a complete change.
I t's now called THE CI TY
and is available on 021 352
1237.  The Ci ty runs 24
hours a day at Baud rates
from 300 to 2400.
The Ci ty mainly suppor ts

the Atar i  8-bi t wi th a small
but growing ST section.
Atar i  8-bi t users should l ike
the fact that the Board runs
in tr ue 40 column mode in
ATASCI I  or  ASCII  wi th the
abi l i ty to switch to 80 col-
umn mode for  ST users.
Since the change.  things

have gone pr etty quiet and
a menti on in your  excel lent
magazine would help a lot.

James Bastaple
Sysup. The City

1020 PROBLEMS

I recently purchased The
Designers Penci l  for use
wi th my 1020 pr inter ,  I
thought  this was a graphics
pr inter  but when I try to
pr int out my own pictures
or the demos on The Desig-
ners Penci l  all that comes
out is numbers,  letters and
symbols. Is my 1020 a
graphics pr inter  and i f so
bow do I pr i nt out my pic-
tures and demos on The De-
signers Penci l? I  have tr ied
changi ng the filename from
SAILING,PRO to SAILING-
TI C but i t doesn't work.
Also can you tel l  me where

I can get more paper  rolls
for my pr inter .

Steven Jones
Anglesey

The 1020 is a graphics printer
but. like any printer, it  wi l l  not

print  out graphics without  a
sof tware based driver for the
printer.  We published such a
driver in Issue 47 which wi l l
print  out '62 sector' graphics
but 1 don't  think  it wi l l  work
with The Designers Pencil.
That program is badly  t it led
since everybody expects it  to
be an art  package when in
fact  it is a progratruning lan-
guage. Whils t  you can create
graphics wit h The Designers
Pencil, it  does infl ic t  writ e a
program to create the graphics
rather than create a fi le which
is. effectively, a screen dump.
Unless the pmgrani contains
an opt ion to save screens as
s tandard pictures I doubt that
you'll be able to use your
1020 for the purpose you out-
line. I t  wi l l  certainly dump
other picture files though.

PRINTING
QUESTIONS
Can you help me by answer-
ing the fol lowing questions:
1) Can the Atar iWr i ter  word
processor pr int out docu-
ments on a 1020 pr inter? 2)
Is the 1029 pr inter  an
Epson compatible? 3) Do
Rambi t still  sell and fi t an
increased speed cassette
modi ficati on for the X Cl 2 ?

Matthew Pember ton
Leeds

i)  Yes 21 No 3) No. but  Derek
Fern is now selling this mod-
ification. check his advert  in
this issue.

1029 PRINTER
RIBBONS

I am wr i ting to let readers
know that i f they are i n
need of a replacement rib-
bon for  the ATARI  1029.  a
direct replacement can be
found in TANDY stores. The
r ibbon is in fact for  thei r
own DMP 110 but i t fits the

1029 exactly and gives a
better  qual i ty pr int wi th no
smudgy characters.  I t is
sturdy in design and the
r ibbon lasts for 1 mi l l i on
characters, The price of
£6. 99 may seem a l i ttle
steep but i t is a good buy.

M. Preston
Wins low.  Bucks

62 SECTOR
PICTURES

I am having trouble wi th
Atar iArtist.  My problem is
that I  cannot seem to save
my pictures as 62 sector
uncompressed files as re-
qui red by the 1020 screen
dump l isting on page 30 of
Issue 47.  Please could you
tel l  me i f it is possible.

Peter  Tonge.
Bolton

No good looking in the manu-
al. it  isn't  there! When you
have a picture on screen Just
press the INSERT key and the
picture wil l be saved to disk
(or cassette?) as a 62 sector
fi le called PICTURE. You must
use DOS to rename this other-
wise when you save again the
original picture wi l l  be over-
writ ten. Pressing the DELETE
key when in Draw mode wi l l
enable a 62 sector picture to
be loaded into AtariArlis t .

PET TO ATARI

Please could you help me
wi th a problem I have In a
program that I  am transfer -
ring from a PET to my Atar i .
The program calls for  the
line DEF
FNA(A)=I NT(100* A)/ A but
my computer  won't accept
it. I  have discovered that
the Atari  won't  accept user
DEFI NE functions so how
can I get round this l ine?

Ken Hughes.
Bris tol

don't  k now much about prog-
ramming the PET but suspect
the best way  to overcome this
is to put the funct ion in a sub-
rout ine and use a variable in
place of  the DEFINE some-
thing like this (the line num-



bets Can be anything).
0 FNA 5 0 0

,500 A=1NT(100*A)lA
• t i l h e n e wr  you need to use
the funct ion in the proy ram
use GOSUB FNA instead.

PRINTERS

I have an I CL Microl ine 83A
which can operate in both
serial and parallel modes.
Please could you tell  me
which is the best mode to
use, what baud rate is best
and what interface,  i f  any. I
would need.

John Stacey.
Gwent

I have acquired a
BROTHER M1009  pr inter
wi thout an interface.  Is this
compatible and,  i f so. where
can I  purchase an inter
face?

G. Piggot,
Crosby

I have an Er ika 3004
electric typewr i ter .  Whi lst
reading the instructions I
found that I  could also buy
an inter face to use the type-
wri ter  as a pr inter .  The in-
structions said that the
typewr i ter  is compatible
wi th any home computer .  I
have rung ar ound many
dealers but none knew of
this interface.  Where can I
buy one? Also are there any
word processing programs
available on cassette or will
I have to buy a disk dr ive?

Ryan Wynn
Tamwort h

Alway s  choose a printer that
works  in Centronics Parallel
mode for 14Se wit h the Atari. I t
is possible to use a printer in
serial mode but it  requires art
RS232 interface. special driv-
er sof tware and wi l l  be quite
slow. Provided the printer has
a s tandard Centronics port.
you should have no problem
using IL You wi l l  require art
Interface and the one we re-
commend is the ICD Printer
Connection available f rom
Gratin Internat ional or you
could try Derek Fern who also
does a Centronics Interface,
Both these folk advert ise in

NEW ATARI USER. The
Brother M 1009 should work
without  problem.
The interface for the typewri-

ter is more of  p rob lem.  Many
electric typewriters  have this
fac ilit y  but you need to obtain
the interface from the manu-
fac turer or his agent. All this
interface does is turn the type-
writ er into a Centronics prin-
ter and you wil l  st ill need a
f urt her interface, as men-
t ioned above, to attach it  to
your Atari.
The only cassette based

word processor we know of  is
sold by Derek Fern but  it is.
as far as we are aware,  avail-
able only in c o t
-
j u n c t i o n  
w i t h

the high-speed cassette mod-
ificat ion that he sells. I f  you
do tvwt t  to do word proces-
sing without  a disk  drive then
we would certainly recom-
mend this high-speed modifi -
cation as it wi l l  save Jt ou a
considerable amount  of  time
In saving and loading docu-
ments.

ON USING THE XF551
and TURBO BASIC
Here are some notes about

the XF551 disk drive and
Tur bo Basic whi ch I have
discovered and have not
seen menti oned elsewhere.
Fi rstly the XF551.  To reg-

ulate the revolution speed
of the disk,  the drive uses
the ti mi ng hole, the small
hole on the disk near  the
big central  hub hole.  The
drive has a LED source and
sensor over the hole.  the
1050 has a hole in the drive
mechanism for an LED but
no LED. The upshot of this
is that the XF551 needs no
potenti ometer  to control
the speed which is control -
led by the processor chip.
So to change the speed
would require a di fferent
ROM chip which would
make the processor spin
the drive at 288 rpm. The
advantage is that the speed
does not dr i ft off the cor-
rect speed l ike the 1050.
Another  disadvantage is

that  the XF551 wil l  not for-
mat the reverse side of a
disk because the ti mi ng
hole is on the other  side of
the hub hole when the disk
Is flipped over. When I  first

tr ied to format the reverse
side of  a disk I thought  that
the drive was mal func-
tioning.
The XF551 uses a di fferent

skew than the 1050 (wi th
US Doubler ,  etc. ) when for-
matti ng a disk in true dou-
ble densi ty (256 bytes per
sector). I  have l isted the
number  of revolutions
needed to read all the 18
sectors on a track and rate
at which the drive reads
data from the disk

XF551 Normal  skew
15 revolutions 1. 5K per sec
X.F551 Sector  skew
9 revolutions 2. 5K per  sec
1050 Normal  skew
17 revolutions 1.27K per sec
1050 Sector  skew
7 revolutions 3, 09Kper  see
The di fferent skews do not

matter  unti l  a disk is swap-
ped from one drive to

1 _another .  o g n  sector  skew
disks are very slow when in
the XF551 drive.
I have heard about people

replacing the 40 track 5
1/ 2" disk drive mechani sm
in the XF551 wi th an 80
track 3 1/ 2" disk dr ive
mechani sm so I decided to
have a go. I  took the inter -
nal  dr ive Out of my ST
whi ch is 80 track and dou-
ble sided.  The ST drive has
a 34 pin IDC connector  and
a 4 pin power  connector .
The XF551 has a 34 pin
PCB connector  and a 4 pin
power connector .  I  made an
adaptor  to connect the
XF551's PCB to the ST's
!DC and attached the ST
drive to the XF551.  The
drive worked but wi th one
problem.  I  was able to for-
mat a disk wi th 80 tracks
and read and write to it,
however  i t only formatted
One side. I  do not know i f
this is because of incom-
patibi l i ty between the ST
drive mechanism and the
XF551 or  i f my adaptor  had
a bad connection.
Now for Turbo Basic. I  have

found some bugs. Pr inting a
str ing that ends in CON-
TROL-R has the effect of
having a semicolon at the
end of the str ing.  The
BLOAD command does not
work i f the DOS is MYDOS
or Spar taDos X but you can
use XI O 40 instead in those

DOSes. Most commands
work in upper  case or  lower
case but commands wi th
non-alphabetical  characters
must be in upper  case. e.g.
%PUT and -MOVE.
Tur bo Basic al lows up to

256 variables. An elusive
bug occurs however  when
you have a large program
wi th ar ound 180 or more
variables, I f  about the
150th Variable is a str ing i t
will cause an error 8. The
str ing can be READ,  PRIN-
Ted and given values but
not INPUTed.  I  found that i f
I l ist the program and then
ENTER it this rearranges
the variable table end the
str ing can be I NPUTed but
another  str ing may then be
affected.
Fi l ial ly some notes that  I

have not seen menti oned
elsewhere. PUT,  GET,
%PUT. %GET can be used to
put or  get more than one
number  i f you use commas,
e.g. PUT #1,X,Y,Z.  Tur bo
commands can be abbrevi-
ated, e.g. ENDI F can be END
or END!.  ; ENDPROC can be
ENDP. The Turbo Suppor t
Disk says that exi t can be
used from wi thin REPEAT
or WHI LE loops, this is so
but  i t will error i f you try to
compi le the program.

Ri char d Lewis,
Chiswick

Thanks for the usefi ti Informa-
tion, Richard,  especially  us ing
the ST disk drive wit h the XE.
dust one point whic h is raised
by your remarks about for-
mat t ing the reverse side of  a
disk  and fi nding that the ST
drive would iormat  only  in
single density. The XF551
needs to be configured to
make it a double density drive
and it appears  that you ha-
ven't done this, You must
send a command to the drive
to tell it to format and use
both sides. M1DOS contains
an explanat ion of  this and can
easily  be confi gured to set the
X11551 in double s ided mode
when boot ing up. You should
also be able to send the
appropriate command in
Basic but I am not sure how.
Perhaps someone else could
oblige? I f  you do this I am
sure that the ST drive wil l  be
fornicated in double density.
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HANDHELD HALF DOZEN
At last a number of new

games have been released
for the Lynx. John
Sweeney has been playing
with the latest

Armed wit h only  a Phaser you
mus t  set of f  to clear 23 space sta-
t ions of  Xenos. These come In
various  shapes and sizes: Pods
destroy them before they hatch.
Crit ters  at tack in droves and
latch onto your body, Rollerbabies
bowl you over. Tentacles reach
out  and grab you. Snot terpillars
j u mp  on you or spit  at you. and
Festors not  only  hide in doorways
and paralyse you, they also lay
new eggs. Each stat ion has a number of 8-room levels
linked by elevators, and fortunately  you wi l l  fi nd some
useful tools along the way - bet ter weapons. bombs,  jet-
packs, fi re ext inguishers.  keys, etc. - as well as machines  to
help you in y our fight. e.g. a self -destruct  to blow up the
stat ion if  you are losing! The Items add an arcade adventure
aspect to the game rais ing it  above the general mindless-
blas t ing games.
You get four lives with 2000 hit  points  each or you can link

up wit h up to three other Lynxes td give yourself  more
chance of  success! Since you are rac ing against the clock as
well the single player version is HARD!  I reached stat ion 6
af ter a few tries, but  it  was gett ing diffi cult  as the place is
on fi re - you really  need someone else to wield the lire
ex t inguisher as you shoot the baddies!

A nice twis t  on the mult i-player version is that  one player
can choose to be a Snot terpillar and fi ght  the others (or
steal the bet ter weapons!).
The only  c rit ic ism of  this excellent shoot -em-up is that  you

can only  start  f rom the beginning - I can't  see myself  ever
reaching level 23 by myself  so I don't  suppose I wi l l  ever see
the ''gross, disgus t ing and dangerous ly  despicable Mother
Festor". (I f  any of  this seems vaguely f amiliar then, yes. I
reckon the authors  sat t hrough Aliens a few times!).

MS. PACMAN
A good t radit ional arcade game

- it  looks just  the same on the
Lynx as It did on my  old 800
about  a century  ago! Munc h all
the pellets, dodge all the ghosts
- I sure I don't  need to tell you
how Pacman works!  I t  seems
slight ly  harder (maybe it  is a lit
tie faster) and you get less lives.
also there is no Teddy-Bear
(dead easy) level. On the other
hand you get a set of  new larger
mazes as well mak ing a total of 25 dif ferent  mazes. To help
you fi nish the new mazes there are l ightning bolts to give
you a speed-up if  you are about  to be caught.  You can
choose large or small mazes and you can start  at any level
up to the Banana (level 7). Sound effects and cartoon
Intervals are all faithfully  recreated to give an excellent
classic arcade game.

M A X
A bri l l iant  conversion of  the highly  popular arcade game.
Jus t  in case you haven't  seen it  yet: coloured t iles roll
towards  you along five ramps.  You mus t  catch all of  them in
y our paddle and drop t hem into five loading bins at the
f ront  of the screen. Each of the bins and your paddle can
hold five tiles. A KLIOC is a row of three t iles of  the same
colour (horizontally,  vert ically  or diagonally) - KLAXs dis-
appear immediately  to make room for more t iles - if  you let
more t han a few t iles drop off  the end of  the ramps  or if  all
y our loading bins  get full t hen you are dead.
At the beginning of each WAVE of tiles you are given an

objective, e.g. score 10000 points.  make 5 diagonal Klaxs.
catch 100 tiles, which you mus t  achieve to reach the next
level.
It sounds ridiculous ly  s imple.  but  when the t iles s tart

speeding up I can assure you it  is a real challenge, and a
highly  addict ive one. You can choose between Easy.
Medium and Hard and you can start_ at level 1, 6 or 11.
There are warps  to get you up to the higher levels more
quickly.  For example if  you mak e a "Big X" (two diagonals  of
five s imultaneous ly !  - usually  only  possible by dropping a
"wild t ile" into the centre) on level 11 you get a secret warp
st raight  to level 56!  Certain other levels give you a s tandard
warp - the abilit y  to jump 10 levels. These opt ions mean
that  you no mat ter how good you are you can get to a
challenging level very quickly!
The sound effects and speech have all been perfect ly Im-

plemented on this  Lynx version. A must  for all arcade
garners!
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ROADBLASTERS
Fasten your seatbelt, put  your foot down and get a good

grip on the trigger!  To save the world you mus t  beat the
Death Squad in a road rally  across the nuc lear wastes.
menaced by deadly mines,  cannon towers and oil slicks.
blocked by scores of  enemy cars, and desperately t ry ing to
collect enough fuel to see you to the next checkpoint .
Your basic lasers wil l take out  most  of  the enemy cars, and

a robot  jet drops more powerful weapons for you to use
f rom t ime to t ime, such as Cruise Missiles which destroy
everything for miles around!
If you go too fast you wil l crash into the s lower cars in

f ront  of  you. if  you go too s lowly  you wil l  run out  of  fuel.
Crashing just  wastes t ime - you get ins tant  repairs!  Keeping
your t rigger finger down may c lear the road ahead effective-
ly, but  you won' t  score very muc h as points  are awarded
wit h a mul t ip l ier  based on your shoot ing accuracy - a nice
feature!
Your objective is to complete level 50. you can start  on

level I ,  4 or 11 and warps  af ter certain levels allow you to
sk ip a few or several levels (depending on your confidence!)
to help you gel there.
The only  s light  problem is that  at  high speeds the screen is

a lit t le blurred and it  is not easy to make out  what  is ahead
of you. Apart  f rom that  it  is an excellent Overlander-sty le
race/bat t le arcade game.

ZARLOR MERCENARY
All computers  mus t  have a vert ically  scrolling futuris t ic

shoot -em-up - here is the fi rst  one for the Lynx! Bigger than
the average in that  the screen scrolls a lit t le horizontally
each way as well,  Zarlor Mercenary  has all the usual fea-
tures: waves of  alien ships: lots  of ground targets for extra
point s /money :  ex t ra-big ex t ra-powerful end-of-level bad-
dies: Power Ups to grab; end-of  level Shops to buy  Power
Ups: Ex t ra Ship.  Speed Up,  Laser, Mega Bomb,  Wing Can-
nons, Side Shooters. Super Shield,  Inv is ibility .  Power Shots,
Auto Fire. Back Stabbers.
The Lasers are on but t on B and home in on any thing that

moves; Mega Bombs  are on the Opt ion 1 but t on and are
wort h saving for the end-of-level enemies.
There are six levels to fight and they get hard pret ty

quickly.  Unfortunately  you can only  start  at level 1. Fort un-
ately you can get up to three f riends to plug in their Lynxes
and help you - I suspect that  wit hout  some help level 6 is
going to be nigh on impossible!  (But  watch out  for anyone
buy ing a Back Stabbcr - it  can ONLY be used against  other
players!)
"I f  it moves, shoot It. I f  it doesn't move, shoot  it anyway! "

Great game.

SLIME WORLD
The best of  the recent  releases. Todd's  Adventures in Slime

World is a mix  of  arcade adventure,  maze game, plat f orm
game and lots of other ingredients.  Armed wit h only  your
t rus ty  water-pis tol you have been abandoned on the gross
and repuls ive Slime World,  To survive you mus t  reach the
escape capsule at the other end of  an enormous  maze
populated by such delight ful creatures as Maggots, Blood-
Groaches, Zits,  Scabs, Drools ,  Headsuckers,  and Tape-
worms!  Slime drips  f rom the ceiling, pools of  slime block
y our way, s lime waterfalls  soak you, the monsters  explode
into lumps  of mucus  (boogers!) t hat  st ick to you - all these
things s lowly  t urn you green. Touc hing monsters  speed up

41111111111111111111111111111r

the process. Luck ily  for you there are pools of water occa-
s ionally  so that  you can clean all the slime, snot  and muc us
off! I f  you t urn completely  green you explode!
Beware when k il l ing red monsters  - red boogers cause

instant  death!
Along the way, you wil l  fi nd lots of  help: Super Slime Gems

(instant  cleansing). Gun Powerups.  Slime Bait (lure the
enemy to where you can k ill or avoid them).  Slime Shields.
Mega Bombs  [clear whole rooms). Cleansers (turn Slime
Pools to water) and Jet Packs, but  watch out  for ener*
,barriers  that  destroy all your tools!
Plus it  keeps an on-screen map of  your current  area so

that  you can spot which way to try next  in your search for
the surface - most  of  the mazes are relat ively s t raight -
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probably  going in the right  direc t ion - t hough you may  have
missed some of  the shortcuts  - there are hidden doors all
over the place!
There are actually  six complete games in Slime World:

I) EASY: an "easy" Int roductory  maze.
2) EXPLORATION: a larger,  harder maze to pract ice

your skills in.
3) ACTION: an arcade style version. less problems -

more fi ght ing.
4) SUSPENSE: Jus t  2 minutes  to get out  unless you

can fi nd the mus hrooms  which extend the t imer.
5) LOGIC: each room is a separate puzzle - over 50 of'

t hem - and your gun doesn't  work!
6) ARCADE:  The nast iest one of  all!

In games 1-5 there are regular restart  points  af ter each few
rooms - jus t  press PAUSE and you get a code which you
can use to restart  the game at that  point  next  t ime you have
charged y our batteries! But  game 6 has no restart  - what
you really  need here is some help - you can plug in up to 7
more Lynxes - watch out  for t raitors  fi nding Slime Guns
and us ing them on YOU!
The mazes are different, in each game and are c rammed

fully  of  superb puzzles which you have to solve by dodging,
blas t ing or clever use of  your tools - t his  is VERY. VERY
addict ive - best game on the Lynx so far - rus h out  and buy
It NOW!

SUMMARY
As well as the original Blue Lightning,  Calif ornia Games,

Chip's  Challenge.  Gates of Zendocon and Electrocop. there are
now Gaunt let  III. Paperboy. Rampage,  Shanghai.  Rygar.  and
Robosquash, plus  the six reviewed above. Wit h APB, NFL
Superbowl,  Vindicator,  World Cup Soccer, Tournament  Cyber
ball and Ninja Gaiden all scheduled to be available by the t ime
you read this,  the Lynx is becoming a very versat ile machine
wit h a range of  games to suit  all tastes.
The games are generally  of a very high calibre and the Lynx is

st ill the only  high quality ,  colour,  portable machine on the
market :  together wit h a £50 price reduc t ion a few months  back
(it is now listed at  ,E129) this  makes the Lynx a superb
machine if  you like play ing anyINhere, any  t ime (and have
plenty of  rechargeable batteries)!

By the t ime you read this  you should also be able to buy  a
'stand alone' LVTLX for just w h i c h  is basically  the same
pack wit hout  Calif ornia Games. Atari have also announced a
new range of  peripherals  for the Lynx inc luding a car cigarette
lighter power adaptor for .Z9.99. a 'Sun Visor' retailing at
L'5.99. a Lynx k it  case for .L14,99 and a Lynx pouch for ,e9,99.
The cases allow storage of  software along wit h the machine.

My thanks  go to The Computer Store in Not t ingham Broad-
marsh for helping me try out the mult i-plager versions.
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CebSTLE

Dave Stubbs is 43 years old and is a Photogr apher  by
profession.  His comments on this.  hi sfi r st  game,  are as
fol lows.

Dragon Cast le is my  fi rst  t ry  at a complete game. I've had
my  800X1., for nearly  two years and I've had a lot of  fun
exploring the world of  ATARI comput ing.  An editorial about
reader part ic ipat ion prompted me to have a go! My  800XL is
a bug ridden rev. b model so I do most of  my programming
wit h the fabulous  Turbo Basic booted. When I t ried the
g2une in Atari basic my  heart  sank at the s low action. But
every problem is an opportunit y  in disguise! A crash course
on VBIs saved the day and taught  me a lot! A VBI reads the
joyst ick  input  and updates the player's horizontal register.
It also checks a flag and moves the falling damsel down her
PMG stripe.  A Display  lis t  int errupt  is used for the mult ico-
loured background to the graphics mode 12 screen. The
display  list is modifi ed to give the text fines at the bot tom of
the display. Two small machine code rout ines  are used.
One moves blocks of  data and Is used to print  the PMG
graphics  and move the character set to RAM. The second
rout ine fi lls a selected area of  RAM wit h zeros and is used
to erase PMG characters.

10 I s s u e  49 • New Atari User

by Dave Stubbs
Tarialot the white knight has

been sent by King Atarus to the
local boarding school for damsels
in distress. A particularly bad in-
festation of  Dragonus-incineratus
is causing the fledgling princesses
to become suicidal. Tarialot must
keep the fiery fiend under lock
and key by placing four keys in
the east alcove of the castle wall.
Successful suicides make an
awful mess on the courtyard and
it would be very bad form y' the

knight let more than three ladies perish!
Catching them in open arms is the best
way, catching them on the head gives our
hero terminal migraine! White knights only
have three lives! It's all a waste of time
anyway because the cheap padlocks don't
last and soon the suicides are more fre-
quent. I t  keeps a knight off the streets
though!

PLAYING DRAGON CASTLE

Use a joystick in port one to control the
knight. Pressing the fire button will grab
keys and catch falling ladies. Up and
down will let the knight enter the castle
doors.



EX 1  R E M
FO 2  R E M  n
GE 3  R E M  U
L A 4  R E M  U
MC 5  R E M  U

4.44 4 4  0 . 6  . 4  •  4  4 4 . .  . 4 4 4  4  4  fi l l  8 8

DRAGON C A S T L E
b y

D a ve  S t u b b s

WC 6  R E M  U  N E W  A T A R I  U 5 E R  -  A P R I L  ' 9 1  M
FO 7  R E M
NN 8  R E M
AY t e  REM
TO I S  G R A P H I C S  1 + 1 6
NU 2 0  ?  U 6 ; "
NZ 3 0  *  U 6 1 "
MC 4 0  ?  U 6 ; "
AB 5 0  ?  U 6 r
GC 6 0  ?  4 6 ; *  c a l  L e t  t  4 1 1 . 1 7 1 1 1 E M 1 ;
0 1  7 0  7  M 0 : " O M M I M M I 1 M n i l d r a g o n
,
"
FM n o  ?  M E , ; " " ;
ZF 9 0  ?  1 1
6 : " M M E
M M I M M 2
M M n a n .  
"

1 8  1 0 8  ?  U 6 T H E R E  A R E  3  S U I C I D A L " ;
PT  1 1 8  ?  1 :1 6 :"L AD I E S  T O  B E  S AL T E D U "
Fo.) 1 2 0  ?  # 6 : " D O N ' T  L O S E  T H E M  A L L ! "
ZM 1 3 0  ?  M 6 : "
PM 1 4 0  ?  M I 6 : "
XC 1 5 0  ?  M b : "

DRAGON C A S T L E
132"

.! AVE S T U B B S

ON LY H A V E  T H R E E !

•

V J 1 0 0  7  M 6 : " P a s s i n g  t h e  d r a g o n ' s " ;
AC 1 7 0  ?  U 6 : " fi r e ?  a n  i n s i d e  j o b "
FU La e  ?  sni t? 1* 6 j
.BK  1 9 0  I F  P E E K ( 5 3 2 7 9 ) 0 6  T H E N  1 9 0
KY 2 0 0  G R A P H I C S  1 4 . 1 6 1 P O S / T I O N  0 , 1 0 7  1 * 6 1 :"

b a c k  i n " : ?  M E W '  T W E N T Y  F I V E " :
*  U 6 ; "  R I M E E M M E E "

J0  2 1 0  F O R  D = I  T O  1 0 0 0 : N E X T  D
PM 2 2 0  P O K E  1 8 6 , 1 6 8
EZ  2 3 8  G O S U B 2 3 9 0 : R E M  S E T  U P
M J 2 4 8  6 0 1 0  3 0 0
Z B 2 5 0  R E M
DV 2 6 8  I F  P E E K ( 5 3 2 6 0 ) 4  T H E N  P O K E  1 6 6 6 , 0 :

C E Y F L AG =0 :G O S U B 1 2 3 8 : R E M  l a d y / m a n
WA 2 7 0  I F  P E E K ( 5 3 2 6 2 ) = 8  A N D  P E E K ( 6 2 3 ) = 1  I

HEN C E Y F L O G = 8 :G O 5 U B  1 3 3 8 : R E M  b u r n e d
OF 2 8 8  P O K E  5 3 2 7 8 , 8 :R E T U R N
I D  2 9 8  R E M
5H 3 8 0  O N  P E E K t 5 4 0 1 6 1 - 2 4 4  G O S U B  5 3 8 , 5 3 8 , 4

7 0 , 5 3 0 , 5 3 0 , 5 3 0 , 4 1 0 , 5 3 8 , 9 0 8 , 8 8 8 , 5 3 8
T J 3 1 0  G O S U B 2 5 0
ZR 3 2 8  I F  P E E K ( 1 6 6 5 ) > 9 4  T H E N  P O K E  1 6 6 6 , e ;

SOUND 2 , 2 5 0 , 8 , 1 2 : G O S U B  I 4 0 0 : R E M  R e a c h e
d t h e  fl o o r !

KM  3 3 8  G O S U B 6 2 0 : R E M  R a n d o m  e v e n t *
SY 3 4 8  I F  F L AM E F L AG  A N D  F L A S H  T H E N  G O S U B

1 1 4 8
GM 3 5 8  I F  F L AM E F L AG  A N D  F L A 3 H = 0  T H E N  G O S U

B 1 1 7 0
F T  3 6 8  I F  F L A D Y  T H E N  G O S U B 7 9 0
MO 3 7 0  G O T O  3 0 0
VB 3 8 0  R E M
MA 3 9 8  R E M
PY 4 8 8  R E M
X J 4 1 8  X =U S R C AD R ( M O V E S ) , M AN I , M AN P O S , 1 4 1
AC 4 2 0  S O U N D  1 , 1 5 0 , 8 , 8
YM 4 3 0  X =U S R C AD R ( M 0 V E S ) , M O N 2 , M AN P O S , 1 4 )
WM 4 4 0  S O U N D  1 . 0 , 0 , 0
Z K 4 5 0  R E T U R N
U8 4 6 0  R E M
,AS 4 7 0  X = U S R ( A D R ( M O V E S ) , M A N 4 , M A N P O S , 1 4 )
VC 4 8 0  S O U N D  1 , 1 5 0 , 8 , 6
BV  4 9 0  X =U 5 R E AD R ( M O V E S ) , M AN 5 , M AN P O 5 , 1 4 )
WA 5 8 8  S O U N D  1 , 0 , 0 , 0
ZD 6 1 0  R E T U R N
AD 5 2 0  R E M
C J 5 3 8  X =U 5 R ( AD I T T M O 0 E 5 ) , M AN 6 , M AN P O 5 , 1 4 )
FR 5 4 0  I F  F L A D Y  T H E N  G O S U B 7 9 0
KF  5 5 0  I F  S T R I G ( 8 ) = 0  T M E N  X =U S R C AD R ( M O V E S

) , M A N 3 , M A N P O S , I 4 )
EC 5 6 8  D = P E E K ( 1 6 6 4 )
OG 5 7 8  I F  5 T R I G ( 0 ) = 0  A N D  C E Y F L A G = 2  A N D  D )

1 8 2  A N D  0 < 1 9 8  T H E N  G O S U B 1 5 4 0
N I  5 8 0  I F  5 T R I G ( 0 ) = 0  A N D  P E E K ( 5 3 2 6 1 1 0 0  A

ND P E E K ( 1 6 6 4 ) ( 1 0 0  T H E N  G O S U B 1 4 5 0
ZT 5 9 0  R E T U R N

AN S T A N D S  S T I L L

DRAGON CASTLE
UR 6 0 0  R E M  111.11:
I L  6 1 0  R E M  s u & c . d a l  l a d y !
MT 6 2 0  I F  F L A G = 0  A N D  I N T C R N D 1 0 ) * ( 5 0 / L E V E L

) ) = 2  T H E N  F L A G = 1 :M L A D Y = I N T ( F I N D ( 0 ) 0 1 4 0 +
6 0 ) :G O S U B  7 4 0 :R E T U R N

UL 6 3 0  R E M  d r a g o n  a p p e a r s !
HN 6 4 8  I F  D R AG F L AG L O  A N D  I N T ( R N D ( 0 ) * ( 4 0 / 1

E v E L ) ) = 2  T H E N  D R AG F L O G =1 :G O S U 8  1 0 7 0
BS 6 5 8  I F  D R AG F L O G =1  A N D  I N T ( T I N D ( 0 ) 0 1 0 ) = 2

TH EN  F 1 A M L F L A G = 1 :P O K E  7 0 7 , 4 6 : P O K E  1 9 ,

AD Y F O R  A  H A P P E N I N G ?

8
CW 6 6 0  I F  F L AM E F L AG  T H E N  S O U N D  3 , F L A 5 H * 1 0

, 8 , 2
WX 6 7 0  I F  F L A M E F L A G = 1  A N D  P E E K ( 1 9 ) = 1  T H E N

SOUND 3 , 8 , 0 , 0 : P O K E  7 0 7 , 1 8 0 : G O S U B  1 3 6 0
:R EM  t u r n  d r a g o n  o f f

RF 6 0 0  F L AS H =F L AS H .F 1
AA 6 9 8  I F  F L A S H = 2  T H E N  F L A 5 H = 0
EV 7 8 8  I F  C E Y F L A G = 0  T H E N  C E Y F L AG =1 :G O 5 U 1 I

1 1 0 0 :R E M  k e y  a p p e a r s
ZE 7 1 0  R E T U R N
LO 7 2 0  R E M
MU 7 3 0  R E M
MK 7 4 8  P O K E  5 3 2 4 8 , H L A D Y :X = U S R ( A D R ( M O V E S ) ,

L A D Y I , L A D Y P O S 4 3 , 1 1 )
21( 7 5 0  F L A D Y = 1 : 1 4 A L K = I N T ( I N D ( 0 ) 0 4 ) - 1
PR 7 6 0  S O U N D  2 , H L A D Y , 2 , 8
ZR 7 7 0  R E T U R N
ZZ 7 8 0  R E M
OR 7 9 0  W A I T = W A I T fl : I F  M L A D Y > 1 9 2  O R  H L A D Y (

6 4  T H E N  W A / T = I 8
VZ 8 8 0  H I R D Y =H L AD Y + W AL K
MG 8 1 0  P O K E  5 3 2 4 8 , H L A D Y
J5  8 2 8  I F  w n I T > 8  T H E N  P O K E  1 6 6 6 , 1 : F L A D Y = 0

:W A I T = 0 :R E M  O f f  5 h e  g o e s ! ! !
WU 8 3 0  S O U N D  2 , 0 , 8 . 0
ZM 8 4 0  R E T U R N
OR 8 5 0  R E M
,YO 8 6 0  D . P E E K ( 1 6 6 4 ) : R E M  a n  h o r 3 7  p o s l t i o

CU 8 7 0  F O R  M AN P O S =M  T O  M - 3  S T E P  - 1
CH 0 0 0  X =U 5 R T A D R ( M O V E S ) , M A N 4 . M A N P O 5 , 1 5 )
UC 8 9 0  N E X T  M AN P O S
SN ' c o o  I F  0 > 6 0  A N D  0 ( 6 8  O R  0 > I 6 6  A N D  6 ( 1 8

8 T H E N  9 4 8
EV 9 1 8  F O R  M AN P O S =M - 4  T O  M
YZ 9 2 0  H = U S R ( A D R ( M O V E S ) , M A N I , M A N P O S , 1 5 )
ZT 9 3 0  N E X T  M AN P O S :R E T U R N
OW 9 4 0  F O R  0 = 1 4  T O  1 6 : P O S I T I O N  4 , D : P R I N T

1 2 6 ;" " : P O S I T I O N  3 1 , D : P R I N T  U 6 ; "  " : N E
X I

JG 9 5 0  P O K E  6 2 3 , 2
ZR 9 6 0  R E T U R N
PG / 7 8  R E M
EE 9 0 0  D = P E E K ( 1 6 6 4 ) : I F  0 > 6 0  A N D  D ( 1 6 6  O R

0 > I 6 6  A N D  0 ( 1 8 0  T H E N  1 0 0 0
ZX 9 9 0  R E T U R N
NO 1 0 0 0  P O K E  6 2 3 , 1
JU  1 0 1 0  F O R  M AN P O S =M - 4  T O  M
JR 1 8 2 0  X = U S R ( A D R ( M O V E S ) , m A N I , m A N P 0 5 , 1 5 )
H J 1 0 3 8  N E X T  M AN P O S
JO 1 0 4 0  F O R  0 = 1 4  T O  1 6 : P O S I T I O N  4 , 0 : P R I N 1

U 6 . : " F 0
.
: P O 5 I T
I O N  
3 1 ,
0 : P
R I N
T  
1 1
6 1
1 " /
" 1 "
: 0

EMT
AO 1 0 5 8  R E T U R N
HZ 1 8 6 0  R E M
HU 1 0 7 0  mttusn(oontmovE5), 00nGom, onaGno5, 1

4 )
AX 1 0 8 8  R E T U R N
NM 1 0 / 0  R E M
WO 1 1 0 8  1 * = 0 5 R U D R ( M O V E S ) , C E Y , C E Y P O S , 1 4 2
MJ 1 1 1 0  P O K E  7 7 , 8 : R E M  d i s a b l e  A T R A C T
AH 1 1 2 8  R E T U R N
UR 1 1 3 8  R E M
ZD 1 1 4 0  X = U S R C A D R ( F L U 5 H S ) , F L A M E P O 5 , 3 0 ) :X =

U S T I T AD R C M O V E S ) , F L AM E , F L AM E P 0 5 , 1 4 ) :P O KE
7 0 7 , 4 6

AO 1 1 5 8  R E T U R N
CB 1 1 6 0  R E M
NT 1 1 7 8  X =1 . 1 5 R C A D R ( F L O 5 H S ) , F L A M E P 0 5 , 3 8 ) :X =continued i r

L AD Y O N  T H E  W A L L ! ! ! !

L AD Y I N  W A / T I N  ! ! !

SHOW D R AG O N

D I S P L AY  T O P  F L A M E S

D I S P L AY  L O W E R  F L A M E S

New Atari User - Issue 49 1 1
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DRAGON CASTLE
U 5 R C A D R I M O V E S ) , F L A M E , F L A M E P 0 5
. 1
2 4 , 1
4
I : P

OKE 7 0 7 , 2 5 0
AZ 1 1 8 0  R E T U R N
AA 1 1 9 0  R E M
TP 1 2 0 0  X = U 5 R E A D R I F L U 5 H S T , L A D Y P O S , 1 5 0 )
AG 1 2 1 0  R E T U R N
141) 1 2 2 0  R E M
MM 1 2 3 0
OT 1 2 4 0

I 6

ER ASE L A D Y

C AL C U L AT  C O R E S .
REM  l a d y / w a n
I F  5 T R I G I 0 1 = 8  T H E N  5 C O R E =S C O R E + 1 :

SOUND 2 , 5 0 , 0 , 1 2 : G O T O  1 2 7 0
GU 1 2 5 0  D E D = D E D . 2 : I F  D E D = 0  T H E N  F I N I S H = 1 :

GOSUB 1 8 3 0
DE 1 2 6 0  F O R  5 = 2 5 5  T O  2  S T E P  - 2 8 1 5 0 U N D  2
'
5

, 8 . 6 : N E X T  5
XI
-  
1
2
7
0  
G
0
5
0
0
1  
1
6
6
0
:
R
E
M  
p
r
i
n
t  
s
c
o
r
e
s

PU 1 2 8 0  X = U S R C O D R I F L U S 0 5 1 , L A D V P 0 5
-
4 , 1 0 0 ) :

POKE 1 6 6 5 , 8 : P O K E  1 6 6 6 , 0 F L A G = 0
OY 1 2 9 0  P O K E  5 3 2 7 0 , 0 : 5 0 U N D  2 . 0 , 0 , 0 : R E M  R E

SET  C O L L I S I O N  R E G I S T E R S
AF  1 3 0 8  R E T U R N
N I  1 3 1 0  R E M
BM  1 3 2 8  R E M  a n  b u r n e d !
LK 1 3 3 0  F O R  S i  T O  5 0 : P O K E  7 0 5 . 0 : P O K E  7 8 0

, 1 5 :5 0 U N D  1 , 5 , 2 , 8 : P O K E  7 8 6 , 1 5 : P O K E  7 8 8
, 6 :0 1 EXT  5

NL  1 3 4 0  S O U N D  1 , 0 , 0 , 1 2 : D E D = D E D
- 1
2 : I F  D E D = 8

TH EN  F I N I S N = 1 : 5 0 5 U 5  1 8 3 0
OK 1 3 5 0  5 0 S U O  1 6 6 0
OC i 3 6 0  X = U S R ( A D R I F L U S H 5 ) , D R A G P 0 5 , 3 0 ) :D R A

G F L AG =8 :F L AM E F L AG =0 :5 0 U N D  3 , 8 , 0 , 0
L A 1 3 7 0  P O K E  5 3 2 7 8 , 0 : S O U N D  1 , 0 , 0 , 0 : R E T U R N
DM 1 3 0 0  R E M
C I  1 3 9 0  R E M  l a d y  h i t s  t h e  g r o u n d
N I  1 4 8 0  G I R L = G I R L
-
f 2 : I F  
G I R L = 8  
T H E N  
F I N I
S H

=2 :G O S U B 1 0 3 0
EC 1 4 1 0  G0 5 1 1 0  1 6 8 8
CF 1 4 2 0  G O 5 U 0  1 2 0 0
AO 1 4 3 0  R E T U R N
T K 1 4 4 0  R E M  . 1 1 1 3 4 1 1 a n a l g a l l .
TP 1 4 5 0  X =U 5 R C AD R ( F L U S 1 1 5 ) , C E Y P O S , 1 6 1
OU 1 4 6 8  F O R  V = I 2  T O  2  S T E P  -
1ZU 1 4 7 0  S O U N D  1 , 2 , 1 0 , 1 2 : 5 0 U N D  1 , 4 , 1 4 , 0
I O  1 4 0 0  S O U N D  1 , 8 , 8 , 0
LL 1 4 9 8  N E X T  U
NO 1 5 0 0  C E Y F L A G = 2
ON 1 5 1 0  P O K E  5 3 2 7 8 , 0
AP 1 5 2 8  R E T U R N
AF 1 5 3 0  R E M  1 1 1 1 0 M a 4 a ll i t E 2 1 1 1
C l  1 5 4 0  P O K E  5 3 2 4 9 , 1 0 5
XV 1 5 5 0  G O S U B 1 1 8 0
T Z  1 5 6 0  F O R  5 = 1  T O  2 0 : 5 0 u N D  1 , 5 , 1 0 , 8 N E X T

5
I N  1 5 7 0  S O U N D  1 , 0 , 0 , 0
UA 1 5 8 8  X =U S R C A D R ( F L U 5 / 1 5 ) , C E Y P 0 5 , 1 5 )
PH  1 5 9 0  P O K E  5 3 2 4 9 , 6 0
TV 1 6 0 0  L O K = L O K * 2
UW 1 6 1 0  5 C O R E =S C O R E + 1 0 :6 0 5 U 8  1 6 9 0
FK 1 6 2 0  I F  L O K = 5  T H E N  F I N 1 5 N = 3 :5 0 5 1 1 0  1 8 3 8
l a  1 6 3 0  C E Y F L A G a o
AX 1 6 4 0  R E T U R N
AM 1 6 5 0  R E M
MO 1 6 6 0  P O S I T I O N  9 , 2 3 : P R I N T  U 5 3 5 C O R E
OP 1 6 7 0  I F  D E D ) 0  T H E N  P O S I T I O N  D E D 4 7 , 2 1 : P

P I N T  O W . . . .
JD 1 6 8 0  I F  G I R L ) 0  T H E N  P O S I T I O N  2 4 + G I R L , 2

1 :P R I N T  U 6 f .  ”
UT 1 6 9 0  I f  L o m > e  T H E N  P O S I T I O N  3 0 . F L O K , 2 1 ;

P R I N T  1 4 6 ; "
-
"

MA 1 7 0 0  p o c I T I O N  9 , 2 3 : F I N I N T  u 6 ; s c o p E
AO I 7 1 0  R E T U R N
CJ 1 7 2 e  RE M
SF  1 7 3 0  D E D = 0 : G I R L = 0 : L O K = 8 : P O N E  1 . 9 , 0 : F L A G

= 0 :C E Y F L A G = 0 :F L A M E F L A G = 0 :D R A G F L A G = 0 :L E
U E L =1

AR 1 7 4 8  P O 5 I T I O N  0 , 2 1 : P R I N T  U 6 : " D E A T H S ! )

P R I N T  S C O P E  L I N E

ZER O S C O R E  P A N  L

••

YK 1 7 5 0  P O S I T I O N  2 6 , 2 1 : P R I N T  N E W
.
.  •  g "
YL 1 7 6 8  P O S I T I O N  3 3 , 2 1 ; P 0 I N T  n 6 ;
-G I  1 7 7 0  P O S I T I O N  7 , 2 1 : P R / N T  n 8 ; "  l e
TN 1 7 5 0  P O S I T I O N  3 1 , 2 1 : P R I N T  M . : "

PT 1 7 / 0  P O S I T I O N  0 , 2 3 : ?  0 6 ; "
c a s t l e

N5 1 8 0 0  P O K E  5 3 2 7 8 , 0 : R E M  c l e a r  C 0 1 1 i S t O O
A5  1 0 1 0  R E T U R N
PM 1 8 2 0  R E M
5 0  1 0 3 0  F O R  5 = 0  T O  3 :S O U N D
ND 1 8 4 0
I N  1 8 5 0
WC 1 8 6 0

PK 1 0 7 8  F O R  D i  T O  1 0 0 : N E X T  0
KS 1 8 8 e  P O S I T I O N  0 , 2 1 ! P R I N T  NE W *  Y O U R

:F I N AL  S C O R E  W A S  " P O S I T I O
N 2 6 , 2 1 : P R I N T  1 * 6 :5 C O R E

PO 1 8 9 e  F O R  D = I  T O  1 0 0 : N E X T
DG 1 9 0 8  I F  P E E K I 5 3 2 7 9 ) 0 6  T H E N  1 8 6 e
MW 1 1 1 0  S C O R E t t e
GM 1 9 2 0  S O U N D  1 , 0 , 0 , 0 : S O U N D  3 , 0 , 0 , 0 : P O P

POP
CO 1 9 3 8  G O 5 U 8  2 2 7 0
M I  1 9 4 0  X = U S R C A D R ( F L U S H $ 1 . P M 8 A 5 E + 1 8 2 4 , 1
0 2 4 3 :R E M  e r a s e  D o g  c h a r a c t e r s
RN 1 9 5 0  5 0 5 U 8  1 7 3 0 : P O K E  1 6 6 5 , 8 : P O K E  1 6 6 6 ,

0 :P O S I T I O N  9 , 2 3 : P R I N T  # 6 , :S C O R E ::G O T O
0 0

DA 1 1 6 8  R E M
I L  1 9 7 e  R E M  A l l  K n i g h t s  D e a d
FR 1 9 8 8  P O S I T I O N  8 , 2 3 : P R / N T  U 6 :
-  e n d  o f  the  k n t g h t U  -
U2 1 9 9 0  G O T O  1 8 6 8
UR 2 0 0 8  R E M  A l l  L a d i e s  D e a d
PH 2 0 1 0  P O S I T I O N  0 , 2 3 : P R I N T  U 6 : " g o o d  k n i g

h t  p r i n c e s s "
TN 2 8 2 0  5 0 T O  1 8 6 8
I L  2 0 3 0  R E M  A L L  L o c k s  S e c u r e d
NA 2 0 4 0  F = 2 0 0 0 = 1
R5 2 8 5 8  r o l l  5 = 5 C O R E  T O  S C O R E + 1 0 0
0 5  2 0 6 0  S O U N D  I , P , 1 0 , 1 0 : 5 0 U N D  0 , 0 , 1 4 , 1 0
GB 2 0 7 0  F = F - 1 : D = D + 1
GM 2 0 8 0  P O S I T I O N  9 , 2 3 : P R I N T  1 * 6 : 5 ;
JX 2 0 9 0  N E X T  5
FU 2 1 8 8  S O U N D  1 . 8 , 0 , 0 : 5 0 U N D  0 . 8 . 0 , 0 1 5 C O R F

=5
OX 2 1 1 0  L E V E L = L E V E L f 1
PM 2 1 2 0  L O K = 0 : F L A G = 0 : P O 5 I T T O N  3 2 , 2 1 : P R I N T

d r a g o n

END O F  G A M E  _
5 , 0 , 0 , 0 : N E X T  S

POKE 1 6 6 6 , 0 : R E M  s t o p  f a l l i n g  l a d y
ON F I N I S H  G O T O  1 9 8 0 , 2 0 1 0 , 2 8 4 0
GOSU B 2 1 5 e : P O 5 i T i o N  8 , 2 1 : P R I N T  1 * 6

END O F  G . M E  M E S S AG E S

5 0 5 U 8  1 2 8 8

L I G H T N I N G  R O U T I N E

D AYL I G H T  R O U T I N E

N 5 : "
DA 2 1 1 0  P O K E  5 3 2 7 8 , 0 : P O K E  1 0 5 5 , 0 :R E T U R N
EL  2 1 4 0  R E M
J5  2 1 5 0  F O R  5 = 1 5 5 8  T O  1 5 6 8 : P O K E  5 , 0 : P O K E

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

. 8
OM 2 1 7 0  P O K E  5 3 7 6 8 . 3 2
BP 2 1 8 0  P O K E  5 , 8 : S O U N D  1 , 2 5 5 , 6 , 1 2 P O K E  5 3

7 6 8 , 1
J2  2 1 9 0  N E X T  5
Z P 2 2 8 8  F O R  v = 1 2  T o  0  S T E P  - 1
(IV 2 2 1 8  S O U N D  1 , 2 5 5 , 8 , D
OA 2 2 2 8  F O R  0 = 1  T O  5 : N E X T  D
KO 2 2 3 0  NE X T v
HA 2 2 4 8  P O K E  7 0 0 , 2 : P O K E  7 1 0 , 4 : P O N E  7 0 9 . 1 3

0 :P O KE  7 1 2 , 0
YG 2 2 5 0  S O U N D  1 , 0 , 0 , 0 : R E T U R N
M I  2 2 6 0  R E M
MR 2 2 7 8  R E S T O R E  2 3 6 8
FT 2 2 8 8  D = 2 4 8
OH 2 2 1 0  F O R  5 = 1 5 5 0  T o  1 5 6 8 : R E A D  0 : P O K E  S ,

Co 2 3 0 e  F O R  T = I  T O  5
UF 2 3 1 0  S O U N D  1 , 0 , 1 4 , 1 2 : D = 0
-
2
JT  2 3 2 0  N E X T
UV 2 3 1 0  P O K E  7 0 8 , 6 : P O K E  7 0 9 , 1 0 : P O K E  7 1 0 , 4

SPOKE 7 1 2 , 2 4 2 :S O U N D  1 , 0 , 0 , 0
I N  2 3 4 0  D = D - 1
JR  2 3 5 8  N E X T  5
CX 2 3 6 0  D A T A  2 4 4 , 2 4 6 , 2 4 0 , 2 5 8 , 2 5 2 , 1 6 4 , 1 6 6 ,

1 0 , 4 , 3 4
BS 2 3 7 0  R E T U R N
MD 2 3 8 8  R E M S T  U P  R O U T I N E S



1

TN 2 3 9 0  G O S U B 2 7 2 0 : R E M  V a r i a b l e s .
AD 2 4 0 0  P O K E  5 5 1 , 0 : G O 5 U B  3 2 4 0 : R E M  D i s p l a y

l i s t  s t u f f
NM 2 4 1 0  G O S U B  2 5 3 0 : R E M  M / C  D a t a  s h i f t e r .
MP 2 4 2 0  K = U S R C A D R ( F L U 5 H S ) , P M 8 A 5 ( , 2 8 0 0 ) :R E

M F l u s h  P m b a s e  r a m .
WA 2 4 3 0  G 0 5 U 8  2 6 9 0 : R E M  M o v e  C h a r a c t e r  s e /
OP 2 4 4 0  G O S U B 2 7 8 0 : R E M  C h a r a c t e r  D a t a .
U8  2 4 5 8  G O S U O  3 0 1 0 : R E M  D r a w  S c r e e n ,
J I  2 4 6 0  G O S U B 3 3 9 0 : R E M  P / M i s s i l e  s t u f f .
NV 2 4 7 0  G O S U O  3 7 4 0 : R E M  V b i  s e t u p
HR 2 4 8 0  G O S U B  1 7 3 0 : R E M  Z e r o  s c o r e l i n v
AB 2 4 9 0  P O K E  5 5 9 , 6 2
AK 2 5 0 0  R E T U R N
OZ 2 5 1 8  S T O P
MC 2 5 2 8  R E M
OP 2 5 3 0  R E S T O R E  2 5 6 0
GO 2 5 4 8  F O R  5 = 1  T O  8 7 : R E A D  0 M 0 0 E 5 ( 5 , 5 ) = C

H A S ( D ) :N E K T
I W 2 5 5 0  R E M
VT 2 5 6 0  R E M

M in g iU M M O U 2
RA 2 5 7 0  D A T A  1 0 4 , 2 0 1 , 3 , 2 8 8 , 8 1 , 1 0 4 , 1 3 3 , 2 2 5

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

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

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

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

MA 2 6 1 0  D A T A  2 2 9 , 1 9 7 , 2 3 1 , 2 0 8 , 2 0 0 , 9 6
U K 2 6 2 0  R E M
CV 2 6 3 0  F O R  D = 1  T O  4 2 :1 1 E AD  e t r L o 5 m s c o , 0 ) : :

C H R $ C 8 ) :N E X T  D
I L  2 6 4 0  D A T A  1 . 0 4 , 1 0 4 , 1 3 3 . 2 8 4 . 1 8 4 , 1 3 3 , 2 0 3 ,

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

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

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

ISH 2 6 7 0  R E T U R N
NV  2 6 8 0  R E M
F J  2 6 9 0  X =U S R E AD AC 4 O V E S 3 , 5 7 3 4 4 , C B A S E , 1 0 2 4

AO 2 7 0 0  R E T U R N
HZ 2 7 1 0  R E M
UN 2 7 2 0  D I M  M O U E S C 9 0 ) , F L U 5 H S ( 4 2 )
HS 2 7 3 8  L E V E L = I
TV 2 7 4 0  S T 4 R T = P E E K ( 1 0 6 )
-
2 4 : C B A S E = S T A R T * 2 5

6 : P M B = P E E K ( 1 0 6 )
-
1 6 : G R A P H I C S  
1 2 . 1 6 : P
M B A

S E =P M M * 2 5 6
NS  2 7 5 8  N 8 A5 E =C BAS E s6 5 0 * 0
BG  2 7 6 8  R E T U R N
J5  2 7 7 0  R E M
PF  2 7 8 8  R E S T O R E  2 8 3 8
RW 2 7 9 8  F O R  C = 0  T o  1 1 9
DU 2 8 0 0  R E A D  B Y T E : P O K E  N B A S E fi C . 8 V T E
CV 2 8 1 8  N E X T  C
AW 2 8 2 0  R E T U R N
PR 2 8 3 0  R E M
XV 2 8 4 0  D A T A  2 3 4 , 1 6 9 . 1 6 5 , 1 4 9 , 1 4 1 , 1 . 4 9 , 1 4 9 ,

2 5 5
I T  2 8 5 0  D A T A  1 7 5 , 8 7 , 0 7 , 0 7 , 8 7 , 0 7 , 9 5 , 2 5 5
WI  2 8 6 0  D A T A  1 7 0 , 8 5 , 0 5 , 0 5 , 8 5 , 8 5 , 8 5 , 2 5 5
SP 2 8 7 8  D A T A  4 4 , 4 4 , 4 4 , 4 4 , 4 4 , 4 4 , 4 4 , 4 4
CD 2 8 8 0  D A T A  1 7 0 , 8 5 , 2 5 5 , 5 1 , 8 5 , 8 5 , 1 7 0 , 8 5
KT  2 8 9 0  D A T A  2 3 5 , 1 6 5 , 1 5 1 , 1 5 1 , 1 5 1 , 1 5 1 , 1 5 1 ,

2 5 5

PO 2 9 8 0  D A T A  2 1 3 . 2 1 3 , 2 1 3 , 2 1 3 , 2 1 3 , 2 1 3 , 2 1 3 ,
2 1 3

Z J 2 9 1 0  D A T A  8 5 , 8 5 , 8 5 , 8 5 , 8 5 , 8 5 , 8 5 , 8 5
KM 2 9 2 0  D A T A  1 2 7 , 1 2 7 , 8 7 , 1 2 7 , 1 2 7 , 8 7 , 1 2 7 , 1 2

MN 2 9 3 0  D A T A  2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5 ,
2 5 5

HA 2 9 4 0  D A T A  1 7 0 , 1 7 0 , 1 7 0 , 1 7 0 , 1 6 9 , 1 7 8 , 1 5 4 ,
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2 5 4

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

FR 2 9 6 0  D A T A  6 0 , 6 6 , 6 6 , 2 5 5 , 7 3 1 , 1 9 5 , 2 3 1 , 2 5 5
MU 2 9 7 0  D A T A  6 0 , 1 2 6 , 9 0 , 1 2 6 , 3 6 , 1 5 3 , 9 8 , 1 2 9
ML 2 1 8 0  D A T A  4 8 , 4 0 . 1 6 , 6 0 , 2 1 8 , 2 8 , 6 2 , 6 3
AG 2 9 9 0  R E M
HV  3 0 0 0  R E M  G R AP H I C S  1 2
EL 3 0 1 0  1 2 6 ;
-  /
P a 1
1 1
-

JP  s 0 2 0  ?  M i r *  1 1 - I
I- II. P•

AN 3 0 3 0  ?
e
•ZO 3 0 4 0  ?

1-H4 r
NO 3 0 5 0  ?  S M . : "  l i a a J  V  I
I •  H4  Is'
os 3 e 6 0  n e w .  1 -
4
-
4
-
1  I P  
I I -  
I I  
I P  
I P "  
I F  
I H
J

aa IP H. I • 1/-1 " ;
Pu 3 0 7 0  ?  :46 l "1  I F II- I I -
4 I F  I F  I F  
I F  I F  
I I -
4  I I  
I

I- IP IP IF II- IP I "J
OF 3
e
8 0  
1
2
0
3
"
F  
I
F  
i
t
"
a
•
1
1
4  
I
I  
I
I  
I
F  
1
1
-  
1
1
-  
1
1
-
1  
1
4
4  
I
-

IF 11- IF II' IF I I -1";
KM 3090  ?  1 \ 4 4 1 -  II- IF I I  II-a aa a I F Pi4

11- V " ;
JIC 3 1 0 0  ?  126; 1 1 -
4  
l I l F l I I E N . , A
4 4 F
I I

J 1 1 -
1  
I F  
I P  
1 1
- /
" ;

JR  3 1 1 0  ?  I F  H . I F 1 P‘.4 4 4 1 1 -
1  J IP 1 1 - a  I F IF 1/ •';
Ge 3 1 2 0  S 1 6 ; "1 - I J J J J J  11-J I I .  IF IF NA,JA/P II  1

P1141 I- I 1-
4 u  
u  
r

oG 3 1 3 0  2 2 6 ;  I F  1 1 -
4
1 - 1 -
4  P I -  I F  
1 1 -
4 1
J a a a  
I I -

-la I F 11- II.. I I  1/**;
at_ 3 1 4 8  ?  I I 6 P • H 11-Ia I F IF 11-
1
-
4I 1  1 1 -  
1 1 - 1 P a  1 1 -
a a

l
•  
a
a
a
a
a 
1
1
-
4 
I
F 
r
:

Di  3150  1  216;ttl • IF N
A
I E  1 4 4 1 -
4
J  I F  
I F  
1 P a  
V 4

41J r l  1\414 v";
XI" 3 1 6 0  ?  126.1"1
1 ‘ 4 1 1 -
4
4 4  
P a  
M a  
a  
I F  
1 1 -
4

14 V I I 1 K A "  V " ;
FL 3 1 7 0  ?  1 3 6 , 1 "P I F  1 1 4 1 1 -
1 4 a I F r l i •  I I -

4 I F  
I " ;
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KO 3 2 0 0  ?  M 6 . 1 "

m •  •

UN 3 2 1 0  P O K E  7 5 6 , C B A S E / 2 5 6 : P O K E  7 0 8 , 6 : P O K
E 7 0 9 , 1 0 : P O K E  7 1 0 , 4 : P O K E  7 1 1 , 2 4 2

AL 3 2 2 0  R E T U R N
OU 3 2 3 0  R E M
NM 3 2 4 0  R E S T O R E  3 3 6 8
DO 3 2 5 8  F O R  0 = 0  T O  4 0
AY 3 2 6 0  R E A D  1 1 :P O KE  1 5 3 6 4 0 , 8
DN 3 2 7 8  N E X T  0
A I  3 2 8 0  O L I S T = P E E K C 5 6 8 ) . P E E K ( 5 6 1 ) * 2 5 6
DC 3 2 9 8  P O K E  O L I 5 T + 2 , P E ( K C D L I 5 T + 2 ) + 1 2 8
UT 3 3 0 0  F O R  0 = 6  T O  1 6  S T E P  2 : P O K E  O L I S T
,
I D

, P E E K 4 D L I 5 1 * 0 3 . 1 2 8 :R E K T  0
CS 3 3 1 0  P O K E  D L I S T + 2 1 , P E E K ( D E I S T + 2 1 ) + 1 2 8
I P  3 3 2 8  P O K E  0 1 . 2 5 T + 2 4 , P E E K C A L I 5 T + 2 4 ) + 1 2 8
JR  3 3 3 8  P O K E  D L I S T + 2 6 , 1 3 8 : P O K E  D L I S T 4 2 8 , 7
PM 3 3 4 0  P O K E  5 1 2 , 0 : P O K E  5 1 3 , 6 : P O K E  5 4 2 8 6 ,

1 9 2 :P O K E  7 1 2 , 2 4 2
OW 3 3 5 8  R E T U R N
EN 3 3 6 0  D A T A  7 2 , 1 3 8 , 7 2 , 1 7 4 , 3 2 , 6 , 1 8 9 , 2 2 . 6 ,

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

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

VF  3 3 8 8  R E M  M X : E I Z E I N N I M I K E E M A I I I I
KW 3 3 9 0  P O K E  5 4 2 1 9 , P M 0
I t )  1 4 8 0  P M 6 A5 E =P M M * 2 5 6
EX 3 4 1 0  P O K E  5 3 2 7 7 , 3
.OK 3 4 2 0  R E S T O R E  3 4 6 0
I P  3 4 3 0  R E M
OX 3 4 4 0  R E M  P L A Y E R  D A T A  S T O R E D  A B O V E

PM BASE
VA 3 4 5 8  F O R  D i  T O  1 4 : R E A D  8 : P O K E  P m e a 5 f .

0 . 8 : N E X T  0 :0 1 / A G O N = P M B A S E fl  c o n t i n u e d  o r

II • a . 0  •

D I S P L AY  L I S T  S T U F F
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UL 3 4 6 0  D A T A  1 2 9 , 9 0 . 6 0 , 9 0 , 9 0 , 6 0 , 2 1 9 , 2 5 5 ,
1 6 5 , 1 2 9 , 9 8 , 6 0 , 6 6 , 1 9 5
GO 3 4 7 0  F O R  0 = 1 5  T O  3 0 : R E A D  B I P O K E  P M B A S E

+ 0 , 0 :N E X T  0 : L A D Y A M B A 5 E + 1 5
YR 3 4 8 0  D A T A  0 , 0 , 6 7 , 3 4 , 3 4 , 6 3 , 3 1 , 1 5 , 1 4 ,
2 8
,

6 0 , 1 2 6 , 7 4 , 1 5 3 , 6 1 , 2 5
HK 3 4 9 0  F O R  0 = 3 1  T O  4 5 : R E A D  8 : P O K E  P H R A S E

+ 0 , 0 :N E X T  0 :M A N 1 = A M D A 5 E + 3 1
R I  3 5 0 0  D A T A  0 , 1 5 2 , 1 0 4 , 1 7 6 , 1 5 6 , 1 0 6 , 1 2 1 ,
1 6 6 , 4 0 , 1 2 4 , 2 3 0 , 1 9 8 , 1 3 6 , 6 6 , 1 3 0
SY 3 5 1 0  F O R  D = 4 6  T O  5 9 : R E A D  B : P O K E  A M B A S E

+ 0 , 0 : N E X T  0 M A 0 2 = 1
3
+ 1 8 0 5 E + 4 6

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

, 6 3 , 4 9 , 4 8 , 4 8 , 9 6
GG 3 5 3 0  F O R  D = 6 8  T O  7 3 : R E A D  0 : P O K E  P M O A S E

+ 0 . 8 : N E X T  D ;M A N 3 =A M 8 A 5 E + 6 0
WI  3 5 4 0  D A T A  1 4 5 , 1 8 5 . 2 5 1 , 2 1 4 , 1 2 6 , 1 2 4 , 1 2
4
,

6 0 , 5 8 , 4 1 , 4 8 , 4 0 , 4 0 . 1 0 8
8 0  3 5 5 0  F O R  D = 7 4  T O  8 8 I R E A D  1 3 P O K E  A M O A S E

+ 0 , 8 1 N E X T  0 :M A N 4 = P M e A 5 E + 7 4
ZW 3 5 6 0  D A T A  2 5 , 5 7 , 2 5 , 1 7 , 5 7 , 1 2 4 , 1
5 5 , 1 5 3 , 28 , 5 4 , 5 1 , 9 8 , 6 8 , 3 4 , 8
HF 3 5 7 0  F O R  0 = 8 9  T O  1 0 2 : R E A D  B : P O K E  P M B A 5

E + 0 , 1 3 :N E X T  0 :M A N 5 = P M 6 A 5 E + 8 9
x64 3 5 8 0  D A T A  8 . 2 8 , 2 8 , 8 , 2 4 , 6 0 , 9 2 , 5 0 , 2 5 ,
5 6
,

2 4 4 , 1 3 2 , 8 , 1 2
Z A 3 5 9 0  F O R  D z 1 0 3  T o  1 1 6 : R E A D  B : P O K E  P M 0 A

S E + 0 , 8 :N E X T  0 : L A D Y 2 = P M O A S E . 1 0 3
RP 3 6 0 0  D A T A  2 4 , 4 4 , 3 6 , 8 , 6 0 . 1 2 6 , 1 2 2 ,
1 8 5
,
1 8

5 , 5 6 , 6 0 , 1 2 4 , 1 2 6 , 1 2 7
3 6 1 0  F O R  D = 1 1 7  T O  1 3 0 : R E A D  8 : P O K E  P M 8 A
S E + 0 , 0 :N E X T  0 :M A N 6 = P M 8 A 5 E + 1 1 7
3 6 2 0  D A T A  1 6 , 5 6 , 1 6 , 5 6 , 1 2 4 , 1 8 6 , 1 0 6 , 1 0
7
,
1 2 0 , 4 1 , 4 0 , 4 1 , 4 0 , 1 0 9
3 6 3 0  F O R  0 = 1 3 1  T O  1 4 5 : R E A D  0 : P O K E  P M 0 A
5 E + 0 , 0 :N E X T  0 :C E Y = P M 6 A 5 E + 1 3 1
3 6 4 0  D A T A  1 6 , 2 8 , 2 4 , 2 8 , 2 4 , 2 8 , 1 6 , 1 6 , 1 6 . 5
6 , 6 8 , 6 8 , 6 0 , 5 6
3 6 6 0  F O R  D = 1 4 6  T O  1 6 0 : R E A D  B : P O K E  P M B A
5 E + 0 , 0 :N E X T  D :F L A M E = A M 8 A 5 E + 1 4 6
3 6 6 0  D A T A  1 6 , 5 6 , 5 6 , 1 6 , 3 6 , 1 2 , 6 , 1 2 6 , 1 1 6 ,
3 2 , 8 , 9 2 , 2 5 2 , 2 3 4 , 8 5
3 6 7 0  M A N P O 5 = P M 0 A 5 E + 1 5 3 6 + 1 5 7 : M H =
1 5 0
: P
0
K

E 7 8 6 , 1 5 : P O K E  6 2 3 , 1 : P O K E  5 3 2 5 0 , 1 5 0 M = M
AN P0 5
3 6 8 8  L A D Y A 0 5
-
7 P m 0 A 5 E
+ 1 0 2 4 + 5 8 : P
O K E  
7 0 4
, 1

2 6 :P O K E  5 3 2 4 8 , 8 0
3 6 9 0  D R AG P O S =P M BAS E + 1 7 9 2 + 1 1 4 :P O KE  7 0 7 ,
1 8 0 :P O K E  5 3 2 5 1 , 1 2 0

CM 3 7 0 0  C E V P 0 5 = P M 0 A 5 E + 1 2 8 0 + 1 4 6 :P O K E  7 0 6 , 2
5 5 :P O K E  5 3 2 4 9 , 8 0
3 7 1 0  F L AM F P O S =D R AG P 0 5 + 1 4
3 7 2 8  R E T U R N
3 7 3 8  R E M
3 7 4 0  R E S T O R E  3 8 0 0
3 7 5 0  F O R  D = I S B I  T O  1 6 7 1
3 7 6 0  R E A D  B : P O K E  D , B
3 7 7 0  N E X T  D
3 7 5 0  P O K E  5 4 9 , 6 : P O K E  5 4 8 , 4 5
3 7 9 0  R E T U R N
3 0 0 0  D A T A  8 , 7 2 , 1 3 8 , 7 2 , 1 5 2 . 7 2 , 1
7 3 , 0 , 2 1 1, 2 0 1 , 2 4 7 , 2 4 8 , 7 , 2 0 1 , 2 5 1 , 2 4 0 ,
1 5
,
7 8 , 8 6 , 6

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

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

DY

CD

UP

CY

NM

ON

SP

PG

CO

4
.
1
F

AO
YES
NM
KZ
Z F
D X
RH
Bet
BO

8
SC 3 8 2 0  D A T A

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

JH  3 8 3 8  D A T A
1 , 3 2 , 6 , 1 0 4

Z K 3 8 4 0  D A T A
1 0  3 8 5 0  D A T A

mactume. ODE FOR V . I

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

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

DOS
reviewed by Steven WI

W h e n  Atari engineers fi rst proposed the X.F551. Atari's
fi rst double density, double sided disk  drive. it  be-
came apparent  that  more than a revamped vers ion of

DOS 2.5. would be needed if  users were to exploit  the new
power of the XF551_ Bil l  Wilk inson,  aut hor of Atari DOS and
Atari BASIC, took on the task of writ ing a new Atari DOS
capable of accessing the XF551's 360K capacity.
Work  on Ados, as it  was then known,  began although com-

merc ial considerat ions delayed and then accelerated the
X.F.551 release date and the result  was that  the XF551 was
released in mid 1988 wit h DOS 2,5. Finally  work  on Ados.
renamed DOS XE, was completed in January  1989 and the
new DOS hit  the shops. at least in some countries!.
DOS XE uses memory  in parallel wit h the OS Rom for certain

funct ions  and is t hus  incompat ible wit h the old 400/ 800
systems, however,  one advantage is that  wit h DOS XE res iding
ent irely  in memory  ins tant  access to DOS f rom Basic is avail-
able. Certain DOS funct ions wil l erase any programs in mem-
ory but  DOS XE always lets you k now when your Basic
program is in danger and gives you the chance to cont inue or
cancel the opt ion.
When you boot DOS XE without  Basic you are greeted wit h a

s imple main menu screen. From here, press ing a key and
Return wil l take you to either the File Access Menu,  the
Machine Language Access Menu or to the Systems Func t ions
Menu.  I f  you have entered DOS f rom Basic, you wi l l  also see
an Exit  to Basic opt ion.
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to change the 'work ing directory" and pressing the
Escape key wi l l  return you to the main screen f rom any

of the menus .  DOS XE is the fi rst Atari DOS capable of us ing
subdirectories which,  in theory, make one DOS XE disk  work
like several disks linked together. On boot up the work ing
directory Is the "Root" whic h can contain t iles or subdirec-
tones.
Apart  f rom several new opt ions which we wil l  see later on,

most of  the exist ing DOS funct ions have been enhanced to
make them more user f riendly  and to take advantage of  the
new file management  system. Where viable. DOS XE accepts
Input  f rom or sends output  to fi les or devices (S:. E: or P:.).
The fi les lis t ing opt ion wil l  ask "lis t  to where?" af ter you have

specified a source path. Press Return and the lis t ing will be
printed on screen, enter ''P" and it  wil l  send it  to the print er
whils t  entering "1)1>DISKAIS" wi l l  send it  to a fi le (created at
the same t ime) called DISK.LIS. the contents of  which can be
seen wit h the 'View fi le
- o p t i o n .The Copy files opt ion can now work  wit h fi les and subdirec-
tories and wi l l  also verify each fi le name.  See fi gure I  f or an
example. I t  is also possible to init ialize a disk in 810 mode,
1050 mode, XF55I  mode or single sided double density. giv ing
up to 360K on each disk.
DOS XE can access DOS 2.X disks t hrough its "Allow DOS

2.X access" opt ion.  To save on memory  the code for DOS 2 is

T



X E
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loaded only  when reques-
ted and f rom then on you
can access any DOS 2.X
disk by us ing the device
name A: ins tead of  D:. All
DOS funct ions except
those that  use the new file
management  system can
be used wit h DOS 2.X
disks. DOS 3 has been
left in the cold although
there is a fi le called
"COPY3_XECOM" on the
DOS disk  to convert DOS
3 disks to DOS XE
format,

ORY T O D A Y : 2 0 5 E 3 0

DOS X E  S Y S T E M  F U N C T I O N  MEN U

A.E5 L I S T I N G
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guage Access
Menu mus t  be

heaven for programmers
and power users, Opt ions
inc lude running,  loading
and execut ing binary
files, sav ing memory  in
binary  format,  appending
memory  to binary  fi les
and changing contents of
RAM. All entries are made
in hexadec imal or in
decimal.
Also in this  menu are the

flies lis t ing and work ing
directory opt ions.
In the t hird menu - The systems func t ion menu,  apart  f rom

the "Allow DOS 2.X access" opt ion,  you can save a confi gured
version of  DOS XE, duplicate an ent ire disk, set c urrent  date
and execute batch files.
Batch fi les are a fast way  of  executing a series of  DOS XE

commands  prev ious ly  stored on disk and DOS XE has several
features to s implif y  t heir use, A batch facility  allows you to
enter several commands  on one line but  any opt ions which
require func t ion key presses to cont inue:  i.e. "PRESS STARE
TO COPY FILES" cannot  be used this  way. The full stop
works  like the escape key which moves you f rom a menu to the
main screen, Also because DOS XE examines only  the fi rst
let ter of each ent ry  on a line you can use explanatory  terms
like Filet / term or Sysmenu instead of  F or S. Commands  are
separated by spaces and fi nally  the exc lamat ion mark  works
like the REM statement  - any t hing after it  is ignored.
Wit h DOS XE you can now set the current  date and it  uses

the informat ion for the Date created and Date last modifi ed
stamps on your files.
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You can make your own
confi gured version of  DOS
XE with the SETUP. COM
program - a binary  fi le
loaded f rom the Machine
Language Access menu.
With SETURCOM you
can create AUTORUN,SYS
files that  init ialize the
RAMdisk,  load the RS232
driver and aut orun a
Basic program.  I t  lets you
specify whic h types of
disk  drives you have f rom
a choice of  the Atari 810.
1050. )0'551,  130XE
RAMdisk  and SSDD drive
, Atari have done a great
deal to make sure ex-
is t ing software wil l run
under DOS XE by keep-
ing memory  map and CIO
ent ry  point  compat ibilit y
wi t h the older DOS 2.X
systems.
Sof tware that  sends fi le-

names to "DI  :FILE" wil l
be interpreted by DOS XE
as ' D I> work ing direr
.
-
t ory >FI LE
-
.
No documentat ion is in-

c luded on disk  although
the elusive DOS XE
manual  is one of the best
Atari have ever published
wit h ample informat ion
for beginners and serious
programmers .  The manu-
al gives a complete run-
down of  the changes to

the NOTE and POINT commands  and the new X10 func t ions
whic h make use of  the new DOS.

Both DOS XE and Its manual were around when Atari UK
launched the XE551 In this  country.  The fact that  the XF551
has not been available over here for over a year could be due to
no more XF551 stock or the fact that  Atari UK faced wit h
threats of  liability  under the Trades descript ion act (see Page 6
issue 38!) decided to pull the plug on what  is a really  great disk
drive,

The fi nal verdict? - DOS XE is  a powerful user f riendly  DOS.
Its ease of use makes it  ideal for those who wish to improve
their system and fi rst  t ime buyers whils t  its power features
make it ideal for programmers.  Well done Atari!  - lets see some
more software.

I would like to thank ATARI SPA/N for their cooperation -
especially
.  f o r  
t h e  
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Anglo Computer Club. This  art ic le is dedicated to those who
continue to jight , for the best 8-bit  ever. Keep it apt
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TAKE ONE TABLET
Is it worth buying a
Touch Tablet? Colin
Paine shows you what
you can do with one
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sketch pad wit h a few extra features. It has  a stylus
whic h is a sort  of pencil wit h a but t on on it  for draw-

ing. I t  also has two large but tons on both sides of it which can
act the same as. or dif ferent ly  f rom, the sty lus but ton depend-
ing on the program.  Could it  he the perfect tool for graphics?
At one t ime or another everyone has done some graphics

whether for a program or fun.  but  to produce high qualit y
graphics wit h a joyst ick is no easy feat. There are some good
qualit y  joyst ick cont rolled graphic  designers around but  s t ill a
lot of  skill is needed to draw f rom life or copy. A touch tablet
makes it  a lot  easier. Also your t humb doesn't  ache so muc h
afterwards!! !
When my  Touch Tablet  arrived t hrough the post. I ran up to

ray computer to t ry  it  out.  I plugged It into joyst ick port  0 and
fixed the sty lus la pen you use to draw on it  with) into the back
of it Th e n  I plugged in my  Atari Art is t  cart ridge wit hout

TABLE OF TOUCH TABLET BUTTONS

Number returned B u t t o n s
by STICK(0)

14 P e n
11 L e f t  Button
7 R i g h t  Button
10 P e n  and Left
6 P e n  and Right
3 L e f t  and Right
2 A l l  Three
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reading the manual.  Af ter a few seconds I was greeted wit h the
menu.  I placed the sty lus on the tablet  and selected Help.  I
was told that  l i l t ing the stylus of the tablet and pressing the
but t on would take me between the menu and the drawing
screen. I returned to the menu.  selected draw and went  to the
drawing screen. I pressed the but ton and just  drew lines all
over the screen. I t  was great; it  followed every movement  I
made wit h the stylus.
I returned to the menu and had a look  at the options. The

opt ions were Draw.  Point.  Line.  K-Line.  Rays. Fill,  Frame.  Box,
Circle. Disc, Erase Screen. Storage, Magnify .  Mirror,  Colour
Menu plus  brush shapes. colours  and pat terns  at the bot tom
of the screen. Alter consult ing the manual I discovered that  the
opt ions could be selected by keyboard or tablet.
I t ried out  the four dif ferent colours  then changed them at the

colour menu.  I erased the screen then selected Mirror.  I was
asked if  I wanted a Horizontal mi r ror  or a vert ical or a diagonal
or an 'all four way' one. I choose an all f our way and drew i t
was great! Then I fi lled my  shape wit h the dif ferent colours  and
patterns. Des igning had never been easier. I t hen took an AS
pic ture and decided to trace it_ I checked wit h the manual  and
discovered that  there Is a sheet of  clear plast ic over the top of
the Tablet.  I removed the plast ic and placed my  pic ture on the
tablet  then I put  the plast ic back and it  held it  s t ill so I could
trace It wit hout  any bother.

NOT SO BIG ON PRINTING
I wanted a print out  on my  1029.  I searched the menu and

tried everything. I even put  the cursor on top of the Atari logo



I N  i  R E M
ZC 2  R E M  1  A  G R A P H I X  D E M O
OW 3  R E M  1  U S I N G  T H E  T O U C H  T A B L E T
MR 4  REM 1 m g c  ATARI  miNm DEEM
CZ 5  R E M
OE 5  R E M  1  B Y
OU 7  R E M  1  C O L I N  P A I N E
I N  8  R E M
MT 1 0  G R A P H I C S  7 :5 E T C O L O R  2 , 0 , 0 : S E T C O L O R

1 , 0 , 1 4 : P O K E  7 5 2 , 1
RA 1 5  C = I
HO 2 0  X = P A D D L E C 0 T * 1 5 9 / 2 2 0
KA 3 0  Y = 7 S - P A D D L E ( 1 ) * 7 9 / 2 2 8
WI 4 8  I F  S T I C K C 0 1 = 1 4  T H E N  *  " P r e s s i n g  P e n

P L O T "I P L O T  X , Y
mo 4 5  I F  5 T I C K ( 8 ) = 1 1  T H E M  " P r e s s i n g  L e f

t  B u t t o n  D R A W :D R A W T O  M , Y
HP 5 0  I F  3 T I C K ( 0 ) = 7  T H E N  ?  " P r e s s i n g  R i g h

t  B u t t o n  C h a n g e  C o l o u r " : 6 0 5 U B  1 0 0
Z J 5 5  I F  S T I C K C 0 ) = 1 0  T H E M  ?  " L e f t  a n d  P e n

b u t t o n s  E R A S E ":C O L O R  8 : P L O T  X
t
V

RW 6 0  G O T O  2 0FO 108 C=C+1:IF C=4 THEN C=L
G J 1 1 0  C O L O R  C :R E T U R N

I M  1  R E M  •
PF 2  R E M  1  A  S O U N D  D E M O  1
OW 3  R E M  1  U S I N G  T H E  T O U C H  T A B L E T  1
MR 4  R E M  1  M g f f  M U M O B M U M  D E E M
CZ 5  R E M
RE A  RE M 1  B Y  1
BY  7  R E M  1  C O L I N  P A I N E  1
I M  8  R E M  #
L Y 1 0  G R A P H I C S  0 :S E T C O L O R  2 0 3 , 0 : S E T C O L o R

1 , 0 , 1 5 P O K E  7 5 2 , 1
WY I S  ?  "  S O U N D  D E M O ?  s ?  I ?  "

JU ST  M O V E  T H E  S T Y L U S " : ?  s ?
AC R OSS T H E  T A B L E T "

YK 1 7  ?  : ?  : ?  •  F O R  S T R AN G E  S O U N D "
EP 2 0  S O U N D  0 , 2 2 0
-
P A D D L E C 0 ) ,
1 0 , 1 0

GG 25 SOUND 1,220-PADDLEC11.18,18PT 30 GOTO 70

and pressed the but t on - I got a s t range surprise!  Anyway I
couldn' t  fi nd a print out  opt ion.  So. I t urned to my  t rusty  New
Atari User/Page 6 magazines, As I fl icked t hrough them I came
across Just what  I wanted in Issue 25. a 1029 Atari Art is t  print
rout ine,  I  saved my  pic ture to disk then started typing out  the
list ing. Two and a half  hours  later I saved it  and ran it. I  loaded
in my pic ture and wit h the touch of  a but ton I got printouts  In
dif ferent shades of grey and in dif ferent  sizes! Unfortunately
other printer users wil l  have to fi nd another way because this
program only  works  with 1029.
A short  note to other printer users. I f  you are t ry ing to make

y our own printer dump.  watch out  because Atari Art is t  doesn't
save it  in the usual 62 sector form.

PROGRAMMING? NO PROBS!
I am sure Atari Art is t  won't  keep everyone happy for ever, it

didn' t  me! So I t urned to Basic programming.  My  manual  had
nothing on programming it  nor did the several other books I
have. I t ried experiment ing and found you can access the tablet
f rom the PADDLE command.  The Atari Touch Tablet  has 228
resistance pads (spots that  the stylus can touch like pixels) in
both direct ions mak ing it dif fi cult  to use Graphics  mode 8. The

Colin's  use of  the Touch Tablet  for mak ing random sounds gave
us the idea of  using the Touch Tablet as a sort of  musical
instrument.  Can anyone write a program to read music f rom the
Touch Tablet? The idea would be to div ide the Muc h Tablet into
Jive or six horizontal bands wit h each band containing the stan-
dard notes _found on a mus ic  stave so that when the pen was
pressed on the tablet the appropriate note would sound. The
length of  the note would be determined by how long the pen
remained in contact and harmonies  could, perhaps. be added by
using the buttons on the tablet or on the pen.
Music could be created by producing a template to lay over the

tablet containing blocks for each note as in the example shown.
Readers could quite easily create templates of  their favourite
tunes and send them in for publication.
How about it? The program should be relat ively easy to writ e

given the informat ion in the two sample pmgrarrts wi t h this
article. Let 's hear f rom you.

Sample template for Touch Tablet Music -  needs to be A5 size
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X axis takes its readings f rom Paddle(0) and the Y axis f rom
Paddle(').  The pen and two side but tons can be accessed wit h
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bers. For a small graphics demo program t urn to Lis t ing
The Tablet doesn't  have to be used jus t  for graphics it can be

used for sound too - see Lis t ing 2. I am sure you can fi nd many
more uses for it  too. Jus t  use some imaginat ion then writ e a
program on it.

IS IT WORTH BUYING?
Is it wort h buy ing? It all depends on what  you want  your Atari

for. I f  you Just want  to play games then I shouldn' t  bother
because as far as I k now there are no commerc ial games for it.
But  if  you are at the stage of  'What do I do now?' wit h your Atari
or if  you have an interest  in graphics  then I would certainly
recommend it. No prev ious knowledge is needed to get it  going.
I muc h prefer it to the light  pen - for one thing it  stops your

arm aching! The only drawback  is, if  you rest  you hand on it
while you are drawing it wi l l  take reading f rom your hand not
the stylus! I bought  it  for forty nine pounds  but  I 'm surc if  you
shop around you can get it  cheaper. As for software there isn't  a
lot but  mak ing your own programs  is not diffi cult .
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q v " G 1 1ADVENTURES

PROGRAMMING

n the fi rst  art ic le.  I looked at the way the rooms of the
dungeon were created and gave a few lines of illus t ra-
tive code f rom tny 'Mel Man' adventure (the hill l is t ing
for which wil l  be given in the next art icle). In this
adventure,  a large (300 element) s t ring of mostly un-

used rooms  is created. The let ter 'Q' is used to denote a
solid room (e.g.. a wall,  fl oor or ceiling), the number '0
-represents a room which is easily passable. while the num-
ber • l' s ignifi es a room blocked by a "mons t er.
The word "mons ter" is defined to inc lude any obstacle

whic h impedes  passage into the room. It might  be a fi re-
breathing dragon.  it  might  be jus t  a fire, i t  might  even be a
room wit h a locked door.  When the adventurer tries to enter
any room denoted wit h the symbol *I", a message is given.
appropriate to the room,  saying that  'something will not  let
me pass", or "I can't  do that  yet", or words  to that  effect.

This  int roduces the puzzle element.  The player has to
c ommit  some act ion whic h the program recognises as suffi -
c ient  to overcome the "monster".  When this  happens, the '1'
in the room s t ring is replaced by a '0'. indicat ing that free
passage is now permit ted.
For example. a room sealed by a locked door has a '1' in

the room string. I I  the player produces the key. the "mons-
ter" - in  this  case the locked door - is overcome, and a '0 is
placed in the room string.
Normally  a "monster" wil l  stay permanent ly  vanquished

once the puzzle is solved. However,  some adventures (not
"Met Man") cause the "mons t er  to reappear under certain
c ircumstances,  for example after another 20 turns  of play.

18 I s s v e  49 - New Atari Use'
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PUZZLES

GO COMMAND
The GO c ommand can s imilarly  be implemented.  A player

can say GO NORTH.  whic h the program will interpret  as
NORTH.  But  GO has another.  more complicated use. Sup-
pose you are s tanding before a building.  Vis ible exits are
north and south.  You t ry  GO NORTH,  but  you land up in a
field. GO SOUTI I takes you to a path.  So you ny  GO
BUILDING - not  lis ted as an exit - and at once you are in
the building.
There are various ways of implement ing the GO ROOM/ -

BUILDING command.  The easiest is to assign the appropriate
room (cell) a value dif ferent f rom Q. I  and 2 (us ing "MetMan" as
the example). and make the program recognise that  an at tempt
to GO to the room is equivalent  to a legal move in the same
direct ion.  In the example I have jus t  given. GO BUILDING
would be interpreted as GO WEST (or whatever direc t ion the
building-cell lay in, separate f rom the vis ible exits of north and
south).
Other values can be used in the s t ring array  for dif ferent

purposes. For example. characters 'a to z' (lower case) might
call up 26 dif ferent types of HELP text. However,  HELP is
implemented dif ferent ly  in Me t  Man", see below.

THE RESTORE COMMAND
The command RESTORE in Atari Basic is one of OSS's great

boons to adventure writers  (OSS wrote Atari Basic), because it
is programmable,  The RESTORE c ommand tells the program
whic h line of  DATA to read in next, so that  RESTORE 1000
means read in DATA f rom line 1000. Muc h more import ant  is
the line RESTORE Q, whic h restores data f rom line Q, the
value of  Q hav ing been defined by the program elsewhere_
Suppose the player is s tanding in room number 37. Then the

s imple Basic lines:
37 : RESTORE 1000 +

wi l l  read the data specific for room 37 f rom line 1037.  I f  we
record a room descript ion at l ine 1037. then the addit ional
lines:

READ DESCR1PT$ : PRINT DESCR1PT$

wil l  give us the whole room descript ion.
But  we can do even bet ter than that) At  line 1037,  we can put

not  only the descript ive data for room 37, but  also other data
such as an index to the l iELP text whic h Is s imilarly  refer-
enced wit h a RESTORE command.  Cons ider this sequence:

= 37 : RESTORE 1000 +
READ DESCRIPTS. INDEX
PRINT DESCR1PT$
RESTORE 2000 4- INDEX
READ HELPS
PRINT HELP$
1037 DATA This is a room. 10
2010 DATA This is help text for room 37

Implementat ion of  this sequence gives all the room inforrna-



Part 2 of our series on
programming your
own adventures takes
us on to the commands
needed to start to
make things work

t ion, and provides access to the HELP text.
Why  use INDEX=10,  ins tead of  INDEX=37 for the help text?

Usually  you need muc h less help text than Is required for every
room, so this  method has the potent ial to use space and code
more efficient ly (machine code programmers  used to direc t
Index ing will appreciate the benefi t better).
Actually .  the RESTORE command Is very s imilar to indirec t

index ing In machine code, when used in this  way.

ROOM ATTRIBUTES
I have shown how the RESTORE c ommand can be used to

index room descript ions and other text for a room. It can also
be used to index the at t ributes  of the items in a room.  A long
list of  DATA statements wil l contain the following at t ributes,  or
Informat ion:

1. The movable itern
2. Its s late
3. Its location
4. Its hide-index, whet her It hides another object.

Let us  take an example f rom "MetMan":

3212 DATA BEERCAN,1,151,0

When data f rom line 3212 is read in its ent irety,  the program
knows that  there is a beercan current ly  in room 151.  Its state
(I ) means  that  it  can be moved (other values here might  s ignify
that  it  could not  be moved, that  it  was  too heavy to move, that
it won' t  let me pass or has other special funct ion).  The 'hide-
index' is in this  example zero, meaning that the beercan does
not conceal another object.
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by John White

If the 'hide-index ' were non-zero, then its value would point  to
another object in the same fist of DATA. Since the object data
items begin wit h line 3200.  a value here of  12 would mean that
the beercan was hiding itself, obv ious ly  an absurd concept.
Suppose that  the 'hide-index ' had a value of 20. Then the
second object in DATA line 3220 will come to light  af ter the
BEERCAN is EXAMined,  Similarly ,  the second object could
point  to a third,  and so on.
Unt i l the hidden items are exposed, they are assumed to

reside in room number 1. a solid wall which the player can
never enter. Room number zero (0) is assumed to represent  the
player's pocket, and is also inaccessible to the player.

CONTENTS ARRAY
The list of  objects described above tells the program where

everything resides at the beginning of the adventure.  However,
it  would he very t ime consuming to search this  list  whenever it
wanted to display the contents of  a room.
Instead, the program addit ionally  keeps a lis t  of  the locat ions

of each object. The arrays CON(X) andHI D(X)  show where
objects are current ly  CONtained or HIDden.  Thus.  for the
beercan, CON(12)=151,  I f  CON(12)=0, then the player is hold-
ing the beercan.
The lis t  of  objects held by the adventurer is revealed when the

player types in INVENTORY (which can be abbreviated to 'I').
Most adventures,  inc luding "Met Man
-
,  l i m i t  t h e  
n u m b e r  
o f

objects which the adventurer can hold at any  one t ime.

FLEXIBILITY
This  system of  sett ing up an adventure is amenable to easy

modifi cat ion.  Lists of DATA are set up to display the at t ributes
for each room,  and for the room contents: each DATA list  is
ended by '- I* as an end-of -data marker,  so t hat  program loops
keep searching the lists unt i l  they fi nd the '-1' marker.
It is therefore very easy to create a new adventure,  essent ially

jus t  by altering the DATA statements (but see the next
section).

ROOM SPECIFICS
In any  adventure. there wil l always be some act ions specific

to certain rooms - k i l l ing "monsters  i s  an obvious example.
Again,  the code for this can be organised according to the

room number,  owing to OSS's considerate programmable
o u r °  and COSUB commands,  as in:

= 15000 + room' 1 0 : GOSUB Q
Use of  the expression '15000 + room" 10' ensures that,  f rom

line 15000 onwards,  there are up to ten lines of  BASIC code

New Alan i User - Issue 49 1 9



available to deal wit h the specific problems of  every room.
Usually  the line 15000 + r o o r n
4
' 1 0  w i l l  
s i m p l y  
s a y  
R E T U R N  
-

no act ion is required.  But  room-spec ifi c  code can be incorpo-
rated where required,  and this  wil l be the hardest  part  to
rearrange when a new adventure is writ ten.

THE PARSER
The parser is the input  rout ine which handles  the player's

intended act ions. Normally  it  wil l deal wit h two key words,  a
verb and a noun as in OPEN DOOR.
There has been an inc reas ing tendency in modem adventures

to market  sophist icated parsers as sales gimmicks.  I use the
word "gimmick " advisedly,  s ince no serious adventurer will
usually  enter more t han two-word commands  (if  you doubt
this  look  at the 'Tipster's page).
The feature of a sophist icated parser is that  it  can handle a

lengthy  sentence, such as:
OPEN THE DOOR THEN KILL TI IE DRAGON AND
TAKE THE TREASURE.

This  adds up to eleven words.  An experienced adventurer
would say:

OPEN DOOR
KILL DRAGON
TAKE TREASURE

These are the key words  which the more sophist icated parser
would pick  out  of the earlier long sentence.
Does it  mat ter? Well,  the second method involves typing only

six words  (instead of  eleven). Suppose the door is locked? Then
the second method wastes two words  of typing, while the fi rst
wastes eleven! Clearly ,  use of  the second method is more
efficient for the player and saves the programmer the t rouble of
a great deal of  complex coding (see below). "MetMan".  like
many  adventure programs.  uses only  a two-word input  parser.
It is convenient  for the player that  a parser should recognise

short  versions of  the most  c ommon actions, Thus  GO NORTH
should be replaceable wit h NORTH or even 'N'. Again for
convenience, the parser should accept the fi rst  four letters of
any noun or verb to take act ion. Four letters are jus t  enough to
convey uniqueness  on v irtually  all words  used in an adven-
ture.  Thus  it  should be possible to abbreviate ENTER CASTLE
to ENTE CAST.

IT
IT is another addit ion of  dubious value to some modem

parsers. For example:
TAKE TREAsure
EXAMine IT

This  is quite easily coded. Store the last noun used, and
replace all occurrences of  I T wit h the last noun stored.
However,  it  is possible to imagine ambiguit ies  when us ing the

word IT, especially in a long sentence, so that  it  is probably
best avoided. Again,  no serious adventurer would use the
pronoun IT. The IT rout ine is not  incorporated into "Met Man".

CODING THE PARSER
There are a number of ways of writ ing the code for the parser.
The most  import ant  requirement  is to separate the key words

f rom the text s t ring which the player has entered. The key
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words  wil l all be separated by spaces in the text s t ring,  so the
program has only  to look for spaces and separate the words
parted by them, ignoring the number of spaces_
This  is achieved by ex amining each character of the input

string, and saving those whic h are not  spaces as two strings.
VERB$ and NOUNS (the verb wil l always come first).
Such a process can be quite fast in Basic if  the player is

forced to use a s imple two word c ommand sequence separated
wit h a single space. Then we can write :

100 SPACE = 0 : FOR K 1  TO LEN(1NPUT$)
110 IF INPUT$(K,K) = " " THEN VERB$ =
INPUTS (1,K-1) : NOUN$ = 1NPUT$ (K+1, LEN
(1NPUT$)) : SPACE=1 : POP: GOTO 130
120 NEXT K
130 RETURN

Notice the POP command,  necessary since the program is
jump ing  out  of a loop. The SPACE flag tells the program
whether a space had been detected in the input  string.
This  s imple program is not  suffi cient  to deal wit h more com-

plicated eases where,  for example, the player puts  two spaces
between the verb and the noun (the above rout ine would give
an inaccurate result  for NOUNS). Thus  a bet ter parser would
examine every character of the input  s t ring before allocat ing
the characters to VERBS and NOUNS. The procedure can be
quite s low in Atari Basic, and ' 'MetMan" uses a machine code
rout ine to separate the verb and the noun.
Playing t ime and program space are both shortened if  all

verbs and nouns  are t runcated to the fi rst f our letters, as
ment ioned previously.  TWO lines of code suffice fi rst to pad out
short  strings to four letters, and then to t runcate longer
st rings to four letters:

VERBS(LEN(VERB$)+1) :  VERB$ .
VERB$(1,4)
NOUNKEN(NOUN$)+1) = "  : NOUN$ =
NOUN$(1,4)

The parser has now managed to separate the player's com-
mand into a verb and a noun,  both of  four letters (inc luding
t rail ing spaces). These are now matched wit h a Verblis t  and
wit h a Nounlis t  to fi nd the appropriate 'Act ion Number'  and
'Object Number' .

VERB AND NOUN LISTS
The next stage in the parser is to match the verb and noun

against  the legal lists for both_ These will be turned into
numbers  which provide a more convenient  representat ion for
the act ion and the object.
At init ialisat ion,  the adventure program will compile a s t ring

of verbs wi t h associated "Act ion Numbers",  and a separate
s t ring of nouns wit h associated "Object Numbers".  For exam-
ple, t he list of  verbs might  start  off as:

PUT I  GET 2TAKE2EXAM3.. . .

Note that  each verb comprises four letters, padded out  where
necessary with spaces. The Act ion Numbers  provide indices to
a list  of  actions which the program will take. In this  example,
GET and TAKE are deemed to have the same meaning wit h an
Act ion Number of 2.
A s imilar list  provides an Object Number  for the noun.  I f  no

match is obtained wit h the verb, the Act ion Number is zero; i f
no mat c h is obtained wit h the noun,  the Object Number is
zero.
The 'Act ion Number'  and 'Object  Number'  are subsequent ly

used as indices to fi nd the appropriate act ion for the described
object. For  example, TAKE BOTTLE might  give an Act ion Num-
ber of 2 and an Object Number of 5. The program then
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executes the lines:

GOSUB ACTION + (Action Number) • 10
where the act ion for tak ing any object is described in blocks of
up to ten lines. The Object Number serves as an index to alter
the contents of the arrays  CON and HID.  described previously.
If the Act ion Number or Object Number remains  zero (no

match found) af ter the lists have been searched. then an
appropriate message should he given:

don't know how to VERB$ something.
I don't know what a NOUN$ is.

How can the Verblist  and Nounlist  be searched? Turbo Basic
contains the INSTR command,  whic h matches the occurrence
of  any small s t ring wit hin a larger string. So we could write:

X = 1NSTR(VERBLIST$,VERB$)
AN = VERBL1ST$(X+LEN(VERB$),X+LEN
(VERB$))

(and s imilarly  for the Object Number f rom the Nounlis t ).
This  provides a fast way  of fi nding the Act ion Number and

Object Number f rom Turbo Basic. I lowever. Atari Basic lacks
the INSTR command,  and to mimic  INSTR with Basic com-
mands  makes for a very s low parser.
The second alternat ive is to bludgeon the problem with the

high speed of machine code, This  is the approach I have used
wit h "Met Man", wit h a rout ine which mimic s  the INSTR com-
mand.  and which is muc h the most  fl exible solut ion for general
LISP.
The t hird alternat ive is quite well-suited to Basic, but  does

require a lit t le thought .  The Verblis t  and Nounlis t  are organ-
ised alphabet ically ,  and stored as DATA statements (instead of
as one whole string) wit h one line of Basic DATA statements
assigned to every let ter of the alphabet.  Knowing the fi rst let ter
of the verb and of  the noun,  the program searches only  those
DATA statements which have the same init ial letter.
For example.  cons ider the s tatement  EAT BUN. 'E' is the fi fth

let ter of the alphabet ,  'B is  the second. l i t he  Verblis t  starts at
line 10000_ then all verbs s tart ing with let ter 'E' wil l  be stored
as DATA at line 10005.  Thus  the program has only to search
line 10005 for a match.  Similarly .  i f  the Nounlis t  starts at, line
11000. the program has only to search line 11002 for a match
wit h BUN.
This  method was illus t rated in Peter Dean's adventure

"Klephes Castle". print ed in New Atari User. Issue 34, July
1988.

COMPLEX PARSERS
Sophist icated parsers. for those st ill interested in them, re-

quire more planning.  Each of  the many  words  of  the input
s t ring is matched wit h the Verblis t  and Nounlis t  in that  order.
Any words  not  matched at all are s imply  ignored. At the end of
this  process. the s t ring should have been broken into a series
of commands:

VERBI  NOUN I VERB2 NOUN2 VERB3 NOUN3

Each sequence of  VERB-NOUN wil l  be implemented separate
ly. I f  a noun precedes its verb (count ing in pairs  f rom the
beginning),  or if  a v erb/ noun has no matching noun/verb.
then an error should be given at that. point ,  af ter all preceding
verb-noun combinat ions  have been executed.
For example.  the input  command:

OPEN TI IE DOOR THEN KILL TI IE DRAGON AND TAKE
THE TREWSURE (sic)

wil l  be evaluated as
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OPEN - DOOR (executed)
KILL - DRAGON (executed)
TAKE - ??? (no match in noun list,  last  line not executed).

Note that  If ' IREWSURE had been spelled TREASWRE.  then
the sentence would have been executed in full.  s ince only the
fi rst four letters are required of  a noun (here TREASURE).

MESSAGES
Once again, a general method should be used to create

messages_ Programmers  in machine code wil l be f amiliar wit h
the technique.  When a message is required to be printed,  the
appropriate "message number" (MESSNO) is used as an index
to read the DATA. The Basic RESTORE c ommand sets the line
of DATA to be read, and a general rout ine prints  the message.
For example:

(MESSAGEL1ST 25000:  MESSNO =10)
RESTORE MESSAGELIST MESSNO
READ MESSAGE$: PRINT MESSAGE$
25010 DATA This is a message.

THE MAIN ROUTINE
The main rout ine of -
M e t M a n " .  
w h i c h  
l o o p s  
c o n t i n
u a l l y  
u n t
i l

the adventure is completed or the player runs  out  of  turns.
looks like this:

GOSUB INTRODUCTION
GOSUB SETUP MACHINE-CODE ROUTINES
GOSUB INITIALISATION

100 GOSUB ROOM-SPECIFIC DATA
GOSUB ROOM DESCRIPTION
GOSUB ROOM CONTENTS
GOSUB SHOW EXITS FROM ROOM
GOSUB PARSER
GOSUB MOVE PLAYER
IF too-many-turns THEN EXIT
ELSE GOTO 100

(Note: the above is a stylised version of  the actual code. Do not
at tempt  to type it  into your computer. )

THE POP COMMAND
Whenever a subrout ine is entered, or a FOR-NEXT loop is

executed, a Basic  software stack is loaded wit h the address to
which the program mus t  return.  I f  the programmer jumps  out
of  a subrout ine,  or out  of  a loop, then the stack will not  be
cleared of  its last entry.
This  can cause a number  of problems. Firs t ly .  the stack may

overflow with unc leared entries, caus ing it  to reset wit h unpre-
dictable results. Secondly. subsequent  RETURN or NEXT com-
mands  encountered may cause the wrong re-entry  point  for
the program to be taken f rom the Basic stack.
The way to clear an unused stack entry  in Basic is wit h the

POP command (see example given above). I have ment ioned
this  since many  programs listed in New Atari User do not
appear to make use of  this technique.
Incidentally .  it  is very bad prac t ite to jump out  of  a sub-

rout ine even wit h a POP command,  since you have to be very
careful not  to GOTO the middle of another subrout ine wit h
potent ially  disastrous results. Nevertheless, use of the QUI T
opt ion f rom ' 'MetMan" involves a jump out  of  a subrout ine wit h
a double POP c ommand in order to illus t rate the technique.
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SAVE/LOAD ROUTINES
A useful feature of any adventure is the abilit y  to SAVE a

part -completed game - usually  before at tempt ing a highly
hazardous at tempt  to waken a s leeping dragon! - and then to
LOAD (or RESTORE) the game prev ious ly  saved.
In princ iple,  part -completed adventures  can be saved to a

cassette. a fl oppy disk  or to a RAM-disk  (130XE models  only).
Cassette saves are slow, but  are naturally  Indispensable to
those who do not have disk  drives. Saves to the RAMdisk  are.
In my  opinion.  undes irable since a SAVE command Is a deli-
berate operat ion for which speed is not  essential. Therefore the
RAMdisk  loses its only  advantage over the normal disk  drive.
while retaining the disadvantage that  an accident, such as an
int errupt ion to the power supply.  wi l l  result  in complete loss of
the game whic h had been saved,
It is only  necessary to save current  data for the adventure in

progress to a disk. I t  is certainly  not necessary to save the
adventure itself! ' 'MetMan" inc ludes the save and load facility_

IN CONCLUSION
This article concludes the basic (in both senses) programming

techniques needed for an adventure.  The art ic le in the next
issue of New Alan Us er  wil l give the full Basic code for "Met-
Man".  and a fourth art ic le wil l  describe advanced programming
techniques.
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PIRATE ADVENTURE
"Vo b l o i  mot a  bottle of rum .._"_ You 'll meet up  with  the pirate and h is daffy b ird
along with many strange sights as you attempt to  go from o u r  I  melon flat to  Treasure
Island. I  an so il recoser Long John Sike r* ,  lost treasures? Happy sailing matey. Scu ll
Adams Graphic .Adsenture #2 brings you a  superb Iteginner", level adventure complete
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Adventure w ill escort N ou into the meirdling world o f  a certain well-known fransylvanian
count, SC911 Adams Graphic Adventure 05 is a Moderate kve l adventure ideal for those
who la s t  had a  lit t le  experience_

VOODOO CASTLE
The Count o f  Monte Cristo reposes in  a  coffin in  h is musty castle. awaiting an able
assist from you to remove the curse that binds him to non-life. Is he down for the Count
for good, o r can you help? Cather !fla ir rabbit 's footand prepare to  step through the
portal o f  o o d o n  castle! Scot t  Adams Graphic Adsenture #.1 i s  a  Aloderate leve l
adventure ideal f o r those who have had a  lit t le  experienve.

STRANGE ODYSSEY
At the galaxy's rim ,  there are rewards aplenty t o  be harvested f rom a  long-dead alien
chillgation. Fabulous treasures a d va n ce d  tertutobeles fa r beyond human ken A l l
this and more amaits the brave galactic Adventurer. Hut m ill you be able to  recover
tin' 'Ava il! ' and return home? Prepare yourself fo r a  Strange Odyssey! Scott Adams
Graphic Adsenture #6 is a  Aloderate level adventure.
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to load and run automat ically  on boot -up? Would you
like the READY prompt  to be replaced by your own

message while the program is loading? Would you like your
disks to display some personal message while boot ing? This
program wil l  give y our disks a lit t le more fl air - for a more
professional appearance.
The program is essent ially  in two parts. The fi rst  part  creates

a message to be displayed while the disk is boot ing.  When the
c omput er boots f rom a disk, the data in sectors 1-3 is read
Into memory  and the acted on to activate the boot process.
However, the inf ormat ion on sector 3 is not  used. so this  sector
can be re-writ t en for some user applicat ion,  (such as our
message). Two pointers  in sector I  are changed to invoke the
applicat ion.  This  is economical programming at its best, as the
applicat ion effectively uses no disk space!
The second part  of  the program creates an AUTORUN,SYS fi le

whic h wil l load and automat ically  run a BASIC program.  An
opt ional message is displayed while the program is loading.
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TYPING IT IN
Type in lis t ing 1 and save it  as AUTOLOAD.BAS.  Check  the

lis t ing wit h TYPO 3, as errors in entering the data statements
wi l l  have unpredic table consequences.

USING AUTOLOAD
Run AUTOLOAD.BAS and you wi l l  see a brief  explanat ion of

what  the program does, followed by a menu of  two choices.
Choose between (1) the boot -up message or (2) that  message
plus an AUTOBOar  BASIC program wit h a further (opt ional)
message.
Af ter select ing f rom this  menu,  you wi l l  be prompted to insert

the DOS 2 or 2.5 format ted disk, containing DOS.SYS, on
whic h you intend to place your message. Note that  the new
AUTORUN.SYS will replace an AUTORUN.SYS which may
already be on y our disk. Press START when you have placed
y our disk in the drive.
If you had chosen (1) f rom the menu,  the screen will c lear and

you wi l l  be prompt ed to enter your text. Up to 36 characters
arc allowed and a template is prov ided for typing, as a guide to
the length of your text. Typing is in lower case, so press SHIFT
for upper case as required.  You can cause a blank  screen on
boot u p  by s imply  pressing RETURN wit hout  typing any text.
You wi l l  then be asked for the background screen colour.

Valid ent ries are 0-15,  and numbers  outs ide this  range are not
accepted. Then enter the background luminance:  here 0-4 are
the valid entries, You can experiment  wit h dif ferent  combina-

PERSONAL

A U T O / B O O T
Peter Kirton shows you
how to create your own
boot-up messages and
autorun Basic programs

t ons  of these two values to arrive at the screen colour whic h
you fi nd the most  pleasing.
Af ter entering your text and colour choices, you will be kept

Informed while the computer goes about  adding changes to
pointers in sector 1 and bui lding a new sector 3. I f  you had
entered (1) at  the earlier menu,  the program will end at this
point .  When boot ing f rom this  disk, your message wil l  be
displayed, centred on the screen, in your chosen screen colour.
If you had chosen (2) f rom the earlier menu,  af ter the boot

message set-up has completed, the screen wil l  c lear again. You
wil l  be prompted for the name of the BASIC program you wis h
to autoboot.  Enter the full fi le name plus  extender, but  don't
add the "D:" prefi x (the program will remove it  if  you do).
You wi l l  then be asked to input  the text you wish to display

while your program loads. Again,  you are allowed up to 36
characters and a template is provided as a guide. The text wil l
be centred when it  is displayed. Simply  press RETURN i f  no
text is  required.  The computer will keep you informed as the
AUTORUN.SYS fi le is created and writ t en to disk.
All you have to do now is to ensure that  your BASIC program

is on the disk to which you have Just writ t en your displays.
Re-boot to see the effect. Not ice that  the computer no longer
says "READY'  when it  obviously  dan't  be due to program
loading in progress.

Acknowledgements:

The rout ine for autoboot ing a BASIC program is based on a
program in ANALOG magaz ine (#30. May  1985), writ t en by
Chet  Walters. This  rout ine prints  "RUN aPROGNAME,EXT•
(where 'PROGNAME.EXT' is replaced by your fi lename) on the
screen, then puts the Atari .Into forced read mode to execute the
command.  These commands are not seen as the text luminance
is set to the background luminance.  The original program then
replaced the "RUN D:" wit h "LOADING" and reset the text lumi-
nance so that ' WADI NG PROGNAME.EXT' could be seen. My
modifi cat ions al low a neater (centred) and more flexible text
display.
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RA 2  R E M  I I
GE 3  R E M  I t
WW 4  R E M  U
MC 5  R E M  U

D E S C R I P T I V E  AU T O BO O T
b y

P e t e r  K i r t o n

WC 6  R E M  U  N E W  A T A R I  U S E R  -  A P R I L  .
9 1  nFO 7  R E M
MN 8  R E M
TO 1 0  D I M  B U F F E R S ( 1 2 8 1 , J S R D H S ( 5 ) , A 8 5 $ ( 1 ) ,

MESSAG ES(36)
YE 1 1  D I M  P A R T I S ( 5 8 ) , P A R T 2 S ( 2 1 ) , P A R T 3 6 ( 7 8

) , F O S T 1 5 ) , 8 $ ( 1 5 ) , A U T O R U N O ( 1 5 8 )
WP 1 5  O U F F E R S ( 1 ) = "  " : 1 3 U F F E R S ( 1 2 8 ) = "  " : B U F

F E R S ( 2 ) = B U F F E R S
ME 2 8  G O S U B  1 0 8 0
MR 2 5  P O K E  7 5 2 , I : R E S T O R E  4 8
OF 3 0  FO R M = 1  T O  5 : R E A D  B a J S R D H S C O
J
X 1 = C U R

S ( 8 ) : N E X T  X
SO 4 0  D A T A  1 0 4 , 3 2 , 8 3 , 2 2 8 , 9 6
HE 4 5  GOSUO 1 2 5 8 : 6 0 5 U 8  1 2 0 8
0 0  4 7  R E M

M E M
f a  4 1  ?  " 8 " : ?  : ?  " C h a n g i n g  p o i n t e r s  i n  S e

c t o r  U l . "
I A  5 0  ADDR=ADRCO UFFE RS Ta 8 UFHI = / NTCADDR/ 2 5

5 / :8 U F L O = A D O R - C 8 U F N I * 2 5 6 3
' i f  6 4 1  D C 6 . 7 6 0 : P O K E  D C 8 + 1 , 1 : P O K E  D C 8 . 2 , 8 2 :

PO KE D C B- 1 4 , BU F L O :P O KE  D c 8 + 5 „ O u F H I  -
OW 7 0  P O K E  D C B + 2 , 8 2 ; P O K E  D C B + 1 8 , 1 : P O K E  D C

1 1 + 1 1 , 8 :G O S U B 1 5 8
OK 7 5  B U F F E R S ( 8 , 8 ) = C H R S ( 8 ) : 6 U F F E R S ( 9 , 1 C

M R S C 8 1 :P O KE  D C 8 + 2 , 8 7
TD 8 0  +  : ?  " W r i t i n g  t h e  n e w  S e c t o r  # 1 . " : 6

OSU B 1 5 0
WM 8 5  O U F F E R S C I S = "  " : B U F F E R S ( 1 2 8 ) = "  " : B U F

FE 95 ( 2 ) = 5 U F F E R S
BD 1 0  P O K E  D C B 4 1 0 , 3 ; P O K E  D C O + 1 1 . 8
BN 1 5  ?  : 7  " C r e a t i n g  a  n e w  S e c t o r  U 3 . "
LH 1 8 0  R E S T O R E  1 4 0 8 : F O R  i = 1  T O  7 8 : R E A D  A :

ouFFE RS TI 3 =c HRS c e p: NE NT /
RO t e s  B U F F E R S C L E N ( B U F F E R S ) + 1 ) = M E S S A G E S :8

Ur FE RS CLE N( BUFFE RS ) + 1 ) = CHRO ( 1 5 5 )
VA 1 1 0  o u F F E R S ( 2 4 , 2 4 ) = c HRS ( LE NI m E s s a c E gJ )
U0 1 1 2  P = 4 8 - L E N ( M E 5 5 4 G E S ) a P = I N T C P / 2 ) a l U F F

e K S ( 3 6 . 3 8 ) = c m a S ( P )
YE 1 1 5  O U F F E R S ( 2 1 , 2 9 1 =C O R S ( C O L O U R ,
OK 1 2 0  ?  : ?  " W r i t i n g  t h e  n e w  S e c t o r  U 3 . "
F a  1 4 0  6 0 5 4 1 0  1 5 8 : 6 0 1 0  1 7 0
BU  1 5 8  D = U 5 R ( A D R ( J S R O H 5 ) )
zw 1 5 5  RE TURN
JT  1 7 0  P O K E  7 5 2 , 1
TE 1 0 8  ?  " n " a ?  a ?  a ?  a ?  "  M o d i fi c a

t i o n  c o m p l e t e "
L L  1 8 2  ?  : ?  : ?  D i s k  w i l l  b o o t  w

i t h
KM 1 8 3  P O S I T I O N  1 1 - ( I N T C L E N E M E S S A G E S ) / 2 ) )

, 9 : ?  C 1 1 R 6 ( 3 4 ) :M E 5 S A G E S :C H R S ( 3 4 1
CW 1 8 4  ?  ; ?  "  d i s p l a y e d "
VT  1 8 5  ?  ; ?  : P O K E  7 5 2 , 0
LU  I S O  I F  CHO I CE = 1  THE M E NO
GO 1 9 5  P O K E  7 5 2 , 1 : P O K E  7 6 4 , 2 5 5
ZS 1 9 6  P O S I T I O N  2 , 2 3 : ?  " W 2 1 1 4 1 1 M M I U N I M R 1 .

M I E M M E I P ' ;
O I  1 9 7  I F  P E E K ( 7 6 4 ) = 2 5 5  T H E N  1 9 7
XX 1 9 8  P O K E  7 5 4 , 2 5 5
RT 2 0 8  G O S U B  1 3 0 0
LE 2 7 9  RE M
EA 2 0 0  ?  a ?  :
7  
" G e n e r a
t i n g  
O U T O
R U N .
S Y S  
f
i

I t . . . "
OD 3 0 0  RESTO RE 1 5 8 0
I A  3 8 5  F O R  I 1  T O  S O : R E A D  A : P A R T 1 S ( I , I ) = C

H R S t a ) : N E X T I
DO 3 1 8  P A R TI S C 1 0 , 1 0 1 = C O R S ( 3 2 + LU M )
L A 3 2 0  P A R T 2 S ( 1 ) = C H R S ( 0 ) : P A R T 2 S ( 2 1 ) = C H R 5 (

0 1 :P A R T 2 S ( 2 ) = P A R T 2 S
ZH 3 2 5  P A R T 2 S ( 1 , 1 ) = C H R S ( 3 5 ) : P A R T 2 5 ( 2 , 2 ) z C

M o d i f  s e c t o r s  1

P 'E RS CP NI ANI _ _A U T O B O O T
HRS ( 2 6 )

ES 3 3 8  F O R  I = 1  T O  L E N ( F R S ) : P A R T 2 5 ( 2 + 1 , 2 4
-
1

) - m c N N S ( N 5 c c r o a c i . i ) ) - 3 2 ) N E N T  I
RA 3 3 5  F O R  I = 1 .  T O  7 0 : R E N D  A : P A R T 3 S ( X , I ) = C

I I R S C A) ;N E X T  I
RV 3 4 8  F O R  l z I  T O  L E N ( M E S S A G E S )
VU 3 4 5  AS CI 7 4 1 5 CCME S S A6 E S CI , I TT
CC 3 5 0  P A R T 3 S ( 3 2 + 1 , 3 2 f I ) = C H R S C A 5 C I
-
t 3 2 * ( C

AS CI >3 1 )  A N D  ( N 5 C i ( 9 7 ) ) ) f c 6 4 * ( a s c i < 3 2 )
)J

GS 3 5 5  N E X T  I
F /  3 6 8  P A R T 3 S ( 1 1 , 1 1 ) = C H R S ( C O L U M N )
cif 4 0 0  nuToRUNS =P ARTI S 2 AUT0 RUNS (LE N( i a uTO R

U U S ) 4 1 ) =P AP T 2 S :AU T O R U N S ( L E N ( AU T O R U N S ) +
1 ) =P A R T 3 S

UM 4 0 5  ?  : ?  " W r i t i n g  t h e  A U T O R U N . S Y S  fi l e

OC 4 1 0  C L O S E  U L : O P E N  # 1 , 8 , 8 , " 0 : A U T O R U H . S V
5 "

EN 4 2 0  FO R I = 1  T O  LE NCAUTO RUNS )
JC 4 3 0  P = A S C C A U TO R U N S C I . I ) )
OL 4 4 0  P U T  n I . P
GE 4 5 8  N E X T  I
LM  4 6 0  C L O S E  N I
V I  5 8 8  ?  " a " : ?  : ?  "  Y o u r  d i s k  n o w  c o n t a i

n s a n "
E l  5 1 4 1  " A U T O R U N . S Y S  fi l e  w h i c h  w i l l  b o o

t "
EU 5 2 0  ?  F O S : "  a n d  w i l l  d i s p l a y "
VF  5 2 5  I F  M E S S A G E S z "  "  T H E N  M E S S A G E S = " n o

m e ssa g e ":1 _ 7 .1 5
Z E 5 3 0  P O S I T I O N  1 . . . 6 : ?  M E S S A G E S
OZ 5 4 0  ?  a ?  " w h i l e  " : F a l $ ; "  i s  l o a d i n g . "
OF 5 5 8  E N D
GL 9 / /  R E M
VS 1 8 8 8  ?  " K " l ?  a ?  "  T h i s  p r o g r a m  w i l l  a

l l o w  y o u  t o "
u e  L e l a  ?  " d i s p l a y  a  m e s s a g e  s u c h  a s  a  d i

S k "
GT 1 0 2 0  ?  " t i t l e  w h i l e  t h e  d i s k  i s  b O o t i n

g,  I t "
KT  1 0 3 0  ?  " g i v e s  y O U  t h e  o p p o r t U n i t g  t o "
OH 1 8 4 8  ?  " p e r s o n a l i s e  y o u r  d i s k s . "
8 8  1 8 5 8  ?  : ?  "  A n  e x t r a  o p t i o n  a l l o w s  y o

u t o "
VG 1 8 5 8  ?  "A U T O B O O T  a  o n s I C  p r o g r a m ,  a n d

t o  h a v e "
JL  1 8 7 8  ?  " a  s e c o n d  m e s s a g e ,  f o r  e x a m p l e ,

F r o
,
r a
m  
e
x .
l
a
n
a
t f
o
n

U Z  1 0 0 0  ?  " ' L o a d i n g  P r o g r a m  N a m e . . . . ' .  d i
s p l a y e d "

O f  1 8 9 8  ?  -
w h i l e  
t h e  
p r o g
r a M  
i
s  
l O a
d i n
g . "

HA 1 1 8 8  ?  a ?  : ?  "  Y o u r  c h o i c e s  a r e :
-
"
EC 1 1 1 8  ?  a ?  "  1 .  m e s s a g e  o n  b o o t - U P

O n l y "
YO 1 1 2 0  ?  2 .  A u t o b o o t  B A S I C  p r o g r a

94.•
DS 1 1 3 0  P O S I T I O N  1 8 , 2 1 : ?  " E n t e r  c h o i c e . .

" : : I N P U T  C H O I C E
114 1 1 4 8  I F  C H o I C E ( 0  O R  C H O I C E / 2  T H E N  ?  C N

R $ ( 2 5 3 ) :G O T O  1 1 3 0
AO 1 1 5 0  RE TURN
MN 11111 RE M
HA 1 2 0 0  ?  " " : P O S I T I O N  1 2 , 1 : ?

galmno-
I D  1 2 0 1  P O S I T I O N  2 , 7 : ?  " E n t e r  y o u r  m e s s a g

•  ( 3 6  c h a r s  m a x ) " : P O K E  7 8 2 , 0
XR 1 2 8 2  P O S I T I O N  2 , 1 0
,
?  "

" R E M 3 6 u n d e r l i n e

EZ 1 2 8 5  P O S I T I O N  1 , 1 8 : I N P U T  M E S S A G E S :P O K E
7 8 2 , 6 4

LO 1 2 1 8  F O R  1 = 1  T O  L E N I M E S S A G E S I ; I F  M E S S A
G E S ( I , I ) = " _
-  T H E N  
P O P  
: M E 5 5
A G E S
7 -
M E 5 S
A G

E S ( 1 , I
-
1 ) ; G O
T O  
1 2
2 0

BOOT m e s s a . e  i n
,
u t

1 .  B O O T  D

continued l e '
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P E R S ON A L
AUTOBOOT

FR
BK

VP

DK
UU
I Z

ON s c r e e n  l u m

AK

ZG
BJ
BM
WP

1 2 1 5  NE X T I
1 2 2 0  P O S I T / O N  1 , 1 3 : 7  " E n t e r
our  1 0  t o  1 5 3 " : I N P U T  CO LO UR
1 2 2 5  I F  CO LO UR( 0  O R CO LO UR) 1 5
HRS ( 2 5 3 ) :G O TO  1 2 2 0
1 2 3 0  P O S I T I O N  1 , 1 5 : *  " E n t e r
i n a n c e  1 0  t o  4 1 " : I N P U T  L U M
1 2 3 5  I F  L U M ( 0  O R L U M ) 4  TH E N
):G O TO  1 2 3 0

C O L O U R = C O L O U R K I
6
I L U M
RETURN
REM
POKE 7 5 2 , 1 : *  " K " : *  : *  : ?
FORMATTED D I S K  I N  D R I V E  I "
*  : 7  "  w h e n

1 2 4 0
1 2 4 5
1 2 4 9
1 2 5 0
5ERT
1 2 6 8
. . . "
1 2 6 5
1 2 7 0
1 2 9 9
8

RN 1 3 0 8  ?  " A . : P O S I T I O N  4 , 1 ?

EB

I  • r o . r a m  s e l e c t i o n
HI  1 3 0 5  P O S I T I O N  1 0 , 2 : 7

GE
AR
XV
BA
ON
XS

* I

n s e r t .  o u r  _ • r o • r a m  d i s k

P r e s s

I F  P E E K ( 5 3 2 7 9 ) 0 6  TH E N  1 2 6 5
POKE 7 5 2 , 0 : R E T U R N
REM AUToi 0 O T . r o • r a m  m e s a . e  a n • U

FT 1 3 1 0  ?  I ?  : ?  " E n t e r  na m e  o f  B A S I C  p r o g
ram t o "

E0 1 3 1 5  7  " A U T O B O O T . . . .  " ; : P O K E  7 5 2 , 0 I N P
UT E NS

LH 1 3 2 0  1-OR I = 1 .  TO  3 : I F  F / I S t i , I ) = " : "  THE N
FO I S =E NS CI -1 1 , LE NUNS 1 ) :P O P  : N E X T  I

PH 1 3 2 5  8 S 0 : " : 1 1 5 ( 3 ) = F M S
UC 1 3 3 0  ?  : ?  : ?  " E n t e r  m e s s a ge  t o  d i s P l 0 9

w h i l e "
f0.1 1 3 3 2  ?  " l o a d i n g  " : F N S : ?  : ?  " )  (

f  n o  m e s s a g e "
Mu 1 3 3 5  P O KE  7 0 2 , 8
LE 1 3 4 0  7  ; ?  "

" . R E M 3 6 u n d e r l i n e s
DH 1 3 4 5  P O S I T I O N  1 , 1 4 : 1 1 4 P UT MESSAGES:POKE

7 0 2 , 6 4
XC 1 3 4 7  I F  M E S S A 6 E S ( 1 , 1 ) = " - "  THE N MESSAGE

$7." " : G O TO  1 3 6 0
ED 1 3 5 0  FO R  I = 1  T O  LE N t m E 5 5 A G E 5 1 : I F  M E 5 5 A

G E S ( I , I ) = " _ "  THE N P O P  :MIES5AGES=ME55AG
E S ( I , I - 1 ) : G 0 T 0  1 1 6 8
1 1 5 5  RE NT I
1 3 6 0  L = L E N ( M E 5 5 A G E S ) : L = I N T ( (
4 0 -
L
)
/
2 )

1 3 6 5  CO LUMM=1 2 0 +L
1 3 7 0  RE TURN
1 3 9 9  RE M
1 4 0 0  D A TA
, I 5 7 , 6 8 , 3 ,

XW 1 4 1 0  DATA
, 8 , 1 4 1 , 1 9 8

Ln 1 4 2 0  D A TA
, 3 2 , 0 6 , 2 2 0
2 , 1 6 9 , 2 0

TO 1 4 3 0  D A TA

BOOT s e c t o r  d a t a
1 6 2 . 0 . 1 6 9 , 1 1 , 1 5 7 , 6 6 , 3 ,
1 6 9 , 7 8L 6 9 , 8 , 1 5 7 , 6 9 ,
1 5 7 , 7 3 , 3 , 1 6 9 ,
, 2 , 1 6 9 , 1 0 , 1 3 3
1 6 9 , 5 , 1 3 3 , 0 5 .
, 1 6 6 , 0 , 1 3 3 ,
8 4

START

s c r e e n  c o l

THEN ?  C

? C
H
R
S
C 2
5
3

"  I N

r e a dy

2.  A U T 0 8 0 0

RETURN

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

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

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

FP 1 4 9 9  RE M
MT 1 5 0 0  D A TA  2 5 5 . 2 5 5 , 0 , 6 , 1 3 6 , 6 , 1 6
0 , 1 5 0 , 1 62 , 3 2 , 1 4 2 , 1 9 7 , 2 , 1 4 2 , 2 3 . 2

0 8
.
1 4 2

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

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

2 , 1 6 , 1 7.9 , 2 6 , 5 8 , 5 3 , 4 6 ,
2UM 1 5 3 0  DATA 1 0 4 , 1 4 1 , 6 5 , 0 , 1 6 8 , 1

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

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

.1 2 , 1 4 1 . 7 4 . 3 , 1 6 9 , 1 0 ,
1 4 1 , 1 9 7 , 2 , 5 6/414 1 5 5 0  DATA 8 , 0 . 0 . 0 , 0 , 1 1 , 0 . 0 ‘ 0

, 0 , 0 , 0 , 0 , 0 ,0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 0 .
0
,
0 , 0 , 8 , 8 , 0 , 0 , 0

I U  1 5 6 0  D A TA  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 ,
2 2 6
,
2
,
2 2 7 ,

2 , 0 , 6  6

AUTO RUN. 5V5 d a t .
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WARGAMES 1
1 1
'
1
+
1

Michael Ingham tries
his fi rst sea battle and
discovers it is not as
easy as it seems

FIRST ORDERS

T h e  complete s imulat ion of World War I / World War ll
surface batt les in the At lant ic  is the c laim on the cover
of  Hatt leeruiser.  the companion to Warship which

deals with WWII  surface batt les in the Pacific. Neither inc ludes
submarines  or aircraf t  which does put  a l imi t  on the degree of
his torical accuracy in WWII when few naval encounters  were
not  infl uenced by aircraft ,  land-based or carrier-borne.
Here I mus t  confess that  my  wargaming experience, tabletop,

boardgarne and computer,  has been ent irely  on dry  land ex-
cept for Silent  Service, so I waded t hrough the 32 page manual
and was rather puzzled. I had not iced that  the player opt ions
inc lude the computer play ing both sides, so I loaded the WWII
disk, picked one of the scenarios and set a long delay length as
prev ious experience of  SSI games had s hown that  otherwise
text messages flash by too quick ly  in an unf amil iar game. Then
I set the computer to play itself, sat back to watch - and ended
up completely  baffled.

What  I saw was something like this.  At  first, not hing much
seemed to be going on: the cursor would periodically  run along
a line of rather blobbv "ships': while a text message "ORDERS
( 0 ) " appeareda t t h e bo t t omo f t hema p . Ev ent ual ly ,
another message "Enemy ships in sight" and then things
started to happen:  the cursor jumped about  all over the place
somet imes on a whit e blob, sorry  ship.  somet imes on a blue
one. Meanwhile,  messages s imilar to the following,  quoted 1
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RATTLECRUISER
f rom the manual,  would appear:

BB wider  lire f rom 16/ 45 guns
Accuracy :1/38 Pen 20 2
Belt  hit *
Primary  turret  hit

This  is interpreted as "the ship under the cursor is a bat t le-
ship under fi re f rom a t urret  of  16/ 45 guns, each shell has a I
in 38 chance of  a hit .  the shells have a horizontal penet rat ion
capability  of  20 and a vert ical one of  2. The ship fi ring has
secured two hits, the fi rst penet rat ing the belt  armour indi-
cated by the w h i l e  the second bounced of f  the armour  of a
main turret .
This  sort  of  thing cont inued for quite a while wit h varied

messages inc luding torpedo attacks and a couple of  "CL
sinks":  then GAME OVER and a score sheet of losses arid
damage. and fi nally  a points  total for each side.

CALL THE EXPERTS!
It took a chat  wit h an enthus ias t  of  naval tabletop games plus

the invaluable help of  The Elect ronic  Batt lefi eld",  in which one
of the best chapters works  t hrough the early stages of one of
the WW i scenarios,  before I appreciated what  Bat t lec ruiser
really  can do - and what  the snags really  are.
Firs t  the good points,  the package does enable you to con-

st ruct  a very wide variety of  s imulat ions  of the k ind played on
a tabletop wit h model ships - wi t hout  the need of a real
armada of  models (expensive, and all that  paint ing! ).  wit hout
the paraphernalia of  rulers, div iders.  dice,etc..- and wit hout
the need for two other people of like interest,  one opponent  and
one umpire,  who have the same evening free.
The bat t le area can be open sea or can have coastal strips

and/ or  is lands. Dif ferent  k inds  of  engagement are possible:
Axis or Allied Transport .  a convoy act ion in which the aim of
one s ide is to get t heir merchant  ships safely off the appropri-
ate edge of  the map:  Axis or Allied Bombardment  in which one
side scores points  by get t ing combat  ships of f  the correct map
edge and Bat t leline where the points  come f rom s ink ing or
damaging opposing ships. Note that  in WWI the German Navy
is called Axis and the Royal Navy Allied; in WWII  German or
I talian ships are available to one side and Brit ish or French
ships to the other.
Either a computer selected fleet can be used or you can pick

your own of  up to twenty  ships. I t  is not  a limit less choice
though.  every ship "costs" a certain number of selection points
of which you have a l imit ed budget  set by the type of  game and
the handicap level chosen: obviously,  a powerful bat t leship
"costs" many  more points  than a destroyer. The date. whic h
you can set, also l imit s  choice as ships are not  available before
they came into service historically .  Ships  can be modifi ed and
renamed,  so that  if  you have, for example,  Janes Fight ing
Ships of  World War II to hand,  your fleet can be highly
accurate.

When the fleets have been deployed, orders  can be given to
indiv idual ships or ships can be grouped in div is ions and
orders given to a whole division. The computer then takes over
the tedious part  of  tabletop batt les doing the calculat ions of
rate of  movement.  rates of turn when a change of course is
ordered, and the even lengthier process of what  happens when
a salvo is fi red.  whic h normally  needs muc h dice t hrowing and
consultat ion of  tables. The bat t le can be paused every two
minutes  of game t ime to allow examinat ion of  the condit ion of
y our ships and to issue fresh orders if  required.

SNAGS?
Looks fine, so what  are the snags? The fi rst minor  one is that

it  is assumed that  the player(s) have some idea of  how dif ferent
k inds  of  warship were, or should have been, handled i.e. where
do you put  bat t leships.  croisers.etc. in relat ion to one another.
A couple of pages in the manual  on naval tactics would not
have gone amiss.
The second and major snag is what  caused my  init ial myst ifi -

cat ion and comes f rom the relat ionship of  the gun ranges
Involved to the size of the screen display. The bat t le area is a
60 x 60 grid, each square being 1000 yards across: the screen
display is a 20 x 10 section of  the grid.  Bat t leships  carried
guns  wit h ranges of  40,000 yds. and t hough engagement  at
extreme range was unc ommon because it was inaccurate,
opening fi re at ranges of 20.000 - 15. 000 yards did happen in
fact and does happen in the s imulat ion.  This  means that  the
ship fi ring at one of  yours can be t wo screens away. Add to this
the fact t hat  a large bat t leline scenario can end up spread over
dif ferent parts  of  the map, it  wil l  be seen that  t ry ing to make
out what  is going on t hrough the small screen window can be a
bit  diffi cult .  One poss ibility  is to make a 60 x 60 hoard on a
piece of  card and use counters,  card cut -outs  or even very
small ship models  to mark  posit ions.  The basic s imulat ion is, I
think ,  good enough to warrant  the t rouble if  you have any
interest  in naval his tory  in the world wars.
As a footnote the tabletop enthus iast  ment ioned above was

suffi cient ly impressed that  he bought  a computer lust  to have
Bat t lecruiser and Warship available.

BATTLECRUISER, along wit h several other wargames,  is  avail
able f rom Miles Better Sof tware who k indly  supplied the rev iew
coPti•

BATTLECRUISER
Publisher: SSI
Price: E16.95
Availaible from Miles Better Software
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EASTER BONANZA
The Easter bunny wil l  be here in

about a week bearing ston king
(where have I heard that
phrase before?) great quanti-
ties o f lovely chocolate and
making people feel bloa led
and, in  many  young (and not

so young) cases. sick before
noon.

Well I can't promise that IU actually
wear a fluff!) white bunny costume while writing
this issue but what I do promise is that The Living
Daylights tips that were mentioned last issue will
appear this time. (honest!) Getting on with the
serious stu ff we have a good mix of tips which
include some for a golden oldie such as Spy Hunter
and the solution o f Stranded. So lets dive in and
see what this six foot bunny's brought you.

•
. .

AUSSIE MEDIATOR
From 12.000 miles  away comes the answer to a quest ion set

way  back in November 1987. Chris  Day of Isaacs. Aus t ralia
replies to this  quest ion by giv ing the solut ion to stage three of
Mediator.  Af ter you have the hammer bang on the xy lophone
unt i l  the aliens dis integrate.  I f  the bird comes to steal your
hammer  then bang on the highest  note and the bird wil l fly
back.

MAD JAX and BOUNTY BOB
Robert Barter of Wimborne in Dorset (have you ever met Colin

Hunt?) brings a brace of tips for Mad Jax and Bounty Bob Strikes
Back. If when you get near to NEARING CITY in Mad Jax push up
immediately on the joystick and your car will go straight through the
wall and onto the next stage. For Bounty Bab'ers if you. immediately
after picking up the flower pot on level 1 immediately press 1 and
START both together you will warp to level 4. On level 5 immediately
after picking up the coffee pot hold down 8 and START and you will
warp to level 8.
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For the budding Gazza's and Lineker's and imperso-
nators of "Universal Exports" most well known 'sales
person alike. Daniel Knowles of Kingston brings you
tips for World Soccer and The Living Daylights.

First off we have a  way to cheat the soccer pundits in
W O R L D  S O C C E R  by turning off Joss MacDonald
and just keep hitting the play button. Do this for 2  or  3
seasons then SAVE. When you play most of your men will
have increased significantly.

T h e  L i v i n g  D a y l i g h t s  are no more a problem
thanks again to Daniel as he gives us the way to gain your
"00" prefix.

Level 1: Not available
Level 2: Night Sights
Level 3: Hard Hat
Level 4: Bazooka
Level 5: Nothing much
Level 6: Not available
Level 7: Bazooka
Level 8: Ghetto Blaster

Level 1: Just push the joystick up and right and hold it there.
When you reach the point where you can no longer run.
move the sights to the bottom of  the screen, change your
weapon and shoot the KGB man.
Level 2 and 3: Just activate your special weapon arid keep
running and jumping. DO NOT STOP TO SHOOT.
Level 4: Activate your special weapon and first move your
sights to roughly where the milkman is and keep tapping the
joystick until you find him. Then shoot the helicopter and
immediately run to the end.
Level 5: Move your sights over the source of the balloons
and hold down fire.
Level 6 :  DOESN'T EXIST FOR SOME UNEXPLAINED
REASON!!
Level 7: As level 4
Level 8: Turn on your special weapon. run a few steps, turn
it off and then run to the end. Bradd Whitaker will be standing
there, shoot him and you have completed the game.

Never be lost  in The Valley again because Mat thew
Graham of Leigh-on-Sea brings help to this game.
As this game is a CLOAD load game load it up and
then edit  line 1390 so that E=5000. This  enables
you to cast 3 spells, when your Psi is at or over 49.
You could normally  only  cast one spell but  this
allows you to cast three spells.



INTERNATIONAL KARATE
Now all the way from Sweden comes some help for International

Karate courtesy of Tobias Jobom of Upplands Vasby and so here
are how many points are needed for each belt:-

Yellow belt: 6,000 pts.
Green belt: 12,000 pts_
Purple belt: 18,000 Os.
Brown belt: 26,000 pts,
Black belt: 40,000 pts.

When you get to the tricky bit of jumping and ducking those
nasty revolving thingies coming at you it is surprisingly easy if
you know how. I f  you are the white player the combination of
incoming missiles are:-

RIGHT-RIGHT-LEFT-RIGHT-LEFT-LEFT-RIGHT-LEFT

If you are the red player all the directions are reversed.

ONE MAN AND HIS DROID
D. Murphy  of  Maghull Merseyside has been ousy with his c ode

break ing equipment ,  so muc h so that  the M.O.D. has s lapped
a nat ional security order on him, but  he did manage  to
smuggle us the c omplet e passwords to One Mon and his
Droid. So under ex t reme secrecy here they are:-

1. NOT AVAILABLE
2. BUBBLE
3. ATARI
4. FINDERS
5. GENETIC
6_ ZAPPED
7. MEGASONIC
8. TIMEWARP
9. ECTOPLASM
10. GORGEOUS

11. SEASIDE
12. GIZMO
13. KING KONG
14, HOLOGRAM
15, CURRY RICE
16. COFFEE
17. CASSETTE
18. TELESCOPE
19. COMPUTER
20. EDACRAEDA

STRANDED SOLUTION
From the home of what are considered great  football teams (I

can't comment  that much as I 'm a rugby  man myself) comes the
solut ion to STRANDED supplied by Richard Humphreys  of
Merseyside a long t ime ago. (see we hadn't  forgot ten you Rich).
As always the solut ion is writ ten backwards so that DEEF

LIBREG F E E D  GERBIL.
W-TEG LELIF-N-D-W-N-BMILC EERT-TEG

ETUFICARAP-D-S-S-E-U-U-S-PMILI-TEG RESAL-
PMUJ-S-E-N-TEG KCIPKCOL-N-W-D-S-TOOHS
TOBOR-OG KCOLRIA-KCIP KCOL-PORD LEL1F-
L I U  REVEL-N-W-N-W-N-KCIP KCOL-E-E-TEG
TIUS-W-W-S-S-E-S-E-E-E-N-W-W- S-S-TEG LAT-
SYRC-N-N-W-W-W-N-KCIP KCOL-N-PORD LAT-
SYRC-HSLIP DER-S-E-S-S-TEG YEK-N-N-E-N-HSUP
ETIHW-S-S-KCOLINIII ROOD ....(emoh teews emoh).
Simple huh? Well not  every thing in life is as diffi cult  as t ry ing

to predict  when the England cricket team are going to win a
Test match!
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From Yasser Nab! of Leigh-on-Sea comes a hint
for Spy Hunter, When you start off, if you go right
so that you're car is off the road and in the trees
on the edge then you can stay like this for ever
without being killed, it does work because Yasser
stayed like it for two hours and then got bored
and had to turn the computer off, How can you
get bored of Spy Hunter? It's a brilliant game!

THE ZETA BOMB
E X P O S E  O N  A  D I S K  B O N U S

N o w  i s  t h e  t i me  a n d  p lac e  f o r  a  c omple t e  ex pos e o n  t h e  N e w  A t a r i  Us e r  Di s k  B o n u s  g a me  o f  I s s ue 47.  n a me l y
The Ze t a  Bomb,  b y  B e n j a mi n  A r n o l d  o f  Els t ree.  s o  h o l d  y o u r  breat h,  g r a b  h o l d  o f  t he t r i gge r  a n d  h e r e  w e  go.
The c heat  mo d e  is  ac t iv at ed b y  ho ld i ng  d o wn  START.  S E L E CT and  OPTI ON t oget her wh i c h  paus es  t he  game.  Th e n

s imp l y  p res s  t h e  S TA RT k ey  t o  re leas e p a u s e  a n d  y o u  w i l l  b e  a b l e  t o  fl y  t h rough  a n y t h i n g  a n d  y o u r  f ue l  w i l l  fi l l
up au t oma t i c a l l y  w h e n  i t  r u n s  out .  I f  y ou  w a n t  t o  t u r n  o f f  t his  mo d e  t h e n  i t  c a n  b e  s wi t c h e d  o f f  wi t h  t h e  s a me
proc edure.

When  y o u  h a v e  t o  k i l l  t he  mons t er ,  y o u  h a v e  t o  s hoot  a l l  t he  t eet h  i n  h i s  mou t h ,  a n d  a l s o  h i s  e y e  a t  t h e  t op.  I f
t he c hea t  mo d e  i s  of f .  t h e n  a l l  o f  t he "fi s h "  t h a t  c ome  o u t  w i l l  d r a i n  y o u r  ene rgy  s o  b e  c are f uL
Final ly ,  w h e n  y o u  c ome t o  t he  b o mb  a t  t h e  end,  y o u  w i l l  s ee t he  let t ers  ' DE FUS E  I T'  on  t h e  s i de  ( in  t h e  p l a y i n g

area) a n d  " DE FUS E  I T WI TH A B C"  a t  t h e  bot t om.  Shoo t  t h e  let t ers  i n  t h e  a lphabe t i c a l  . order o f  "D E E F I S T  U".
Fina l l y  one las t  hint .  Wh e n  y ou hav e shot  a l l  t he let t ers  in  t he r ight  order,  t he  amoun t  o f  fuel t hat  y ou hav e  rema in i ng
is a d d e d  t o  y o u r  score.  The re f o re  t o  get  a  m a x i m u m  score,  w i t h  t h e  c heat  mo d e  on,  s h o o t  a l l  o f  t he let t ers  a p a r t

f r o m t he  U  a n d  t h e n  wa i t  un t i l  y o u r  f ue l  h a s  r u n  d o w n  a n d  t h e n  r e t u r n e d  t o  i t s  m a x i m u m  a n d  t hen  s hoo t  t h e  U
a n d  i t  w i l l  ma k e  a n  enormous  s c ore poss ible.  Wi t h  t his  me t h o d  Ben  has  s a i d  t ha t  he  has  ma n a g e d  scores  i n  excess
(V 210000.
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Q U I C K  E ' s
A n i c e  e a s y  o n e  f r o m J us t i n  K a v a n a g h  o f  K i l c ook e ,

Co.  Wi c k l o w.  T o  k i l l  t h e  E v i l  Ni n j a ' s  i n  Mas t e r t ron i c ' s
N I N J A  u s e  l o w k ic k s  as  o t he rwis e  t hey  wi l l  us e  t hei r
s words .  C o l d  s t ee l  a n d  s q u i d g y  fl es h ma k e s  a n  a wf u l
mes s  s o  b e  c are f u l ! !

Dav id  K n a p m a n  o f  Fa r e h a m s a y s  t ha t  i f  y o u  a r e  f e d
up o f  h a v i n g  t o  wa i t  f o r  G o r d o n  t o  f e t c h h i s  m o w e r  in
H i l D V V E R  E I O V V E I R  t hen  p res s  fi re a n d  h e  runs
to g e t  i t .

Spr in t ing  in f r om I an B a r l o w of  S t oc k t on -on- t he -Fores t
is a  t i p  c o n c e r n i n g  D E C A T H W N  f r o m  Fi r e b i r d .
On t h e  p o l e  v a u l t  i g n o r e  t h e  ins t ruc t ions  a n d  d o  t h i s
ins t ead.  Ru n  t o  t he pit ,  p res s  fi re a n d  h o l d  it  d o wn  t hen
wh e n  y o u  a r e  a t  t h e  t o p ,  l e t  g o .  N o t  q u i t e  S e r g e y
Bubk a  b u t  y o u  k n o w  w h a t  I  m e a n .

MOLECULE MAN
Back in issue 47 Rob Dav idson cried out  for help on Molecule

Man and it  has been answered by someone who hasn't  given
their name or address (I don't  bite. honest.  You can send your
name in,  your life isn't  in danger!) but  it 's st ill very helpful so if
you want  a badge then send in your name and address to the
usual address and tell us what  other t ips you sent and you'll
get your badge. But  now on wit h the help.
The idea of the game is that  you are molecule man and you

walk  around corridors.  When you fi nd a coin (a small round
thing) press P to pick  it up.  Scattered around are boxes and if
you look you wi l l  see that some have a bott le of  pills on the
side and some have a bomb.  Buy  which ever you need. The
aim of  the game is to collect those big round things  that  are
often in places that  you can't  reach and this  is when you need
the bomb.  Simply  walk  up to the wall which you need to go
t hrough and press X. If wi l l  disappear and you can now pick
up the t hing by pressing P.

AND THE WINNER IS
TOP TIPPER of the month is Benjamin Arnold who
receives the ELECTRONIC BACKGAMMON SET l i f
you can't play it Ben, you can always donate it to
the Editor who got quite hooked on it!)

This Issue's prize is a fabulous DESKTOP HOLO-
GRAM tha t you can astound your friends
with. Just prop it on your desk and be amazed at
the effect. Comes complete with its own l ight for
best viewing.

To win this fabulous prize however you have to
send i n TIPS,  HI NTS,  or  MAPS a nd you have to
send them in NOW. DO IT!
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How do you get to the restricted levels in Zybex? Well
here's the answer, courtesy of Thomas and James Barlow of
Maidstone. ( I ' ll see you get a badge each) You must get all
11 crystals, yes thats write all 11 before you can enter any
of them which is not what the instructions say.
Level 13 PYR1X Each of these levels are
revealed one at a
time after 8 tokens are gained but are not
accessible until you have all 11 tokens.
Level 14 ZELAX
Level 15 CYRUX
Level 16 ZYBEX

E T
Finally  to the answer to a problem set back
in issue 46 'What  do you do in El '  Phone
Horne?" Well here's the answer and you
have to thank  James Gardiner of Living-
ston. You have to collect the 4 items  and
ret urn to your house. Then guide E.T. to the
c learing in the woods and stand on the green cube and press
fi re to s ummon your space ship and there you have it!

HELP WANTED
This  issue sees only one call for help which I can answer

st raight  away and that  is f rom David Knapman who wants
help wit h Cloak  of Death. well look in the Tips ter columns  of
Issue's 38 and 39 as it  has all the help you could ever need.
You can st ill get back issues of these and at very good prices.
Details are elsewhere in this  issue.
Has anyone completed any of  the Level 9 adventures (you

know the ones R E D  M O O N ,  P R I C E  O F  M A J T K  and
L O R D S  O F  T I M E )  or any s imilar type of adventures? If
you have send it in and revel in the glory of  being one of  the
ones who have fi nished the quest.
Unfortunately  that 's all we have t ime for this  issue, anyway

my fi ngers  hurt  and I need a lie down in a dark  quiet  room.
This  issue saw three small hints  called Q U I C K  E ' s  (meaning
Quick  and Easy) whic h I would like to inc lude several of  in
each issue and for this I need your lit t le hint  and tips, so send
them to the address below and earn yourself  an exclusive (and
muc h sought  after) Tips ter badge.
Unt i l  we meet  again adventurer,  keep your broadsword well

honed, your laser rifl e well charged and your Joystick well worn
out!

Send all your cheats,tips and hints to:
THE TIPSTER
NEW ATARI USER
P.O. BOX 54
STAFFORD
ST16 1DR
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H A R D W A R E
ATARI 850 INTERFACE E 4 0
1010 DATA RECORDER E l  5
ATARI PRO-LINE JOYSTICK E 6
MD3 CENTRONICS INTERFACE E 3 4

HIGH SPEED CONVERSION KITS FOR
XC12 and 1010 RECORDERS
Reduce tape loading time by 600° 0 E l 5

IT'S SHOW TIME AGAIN
So come on down for the

latest 8-bit Atari specials. At the
Centre of England Radio Rally

Easter Sunday 31st March at The
national Motorcycle Museum near
the NEC -  Junction 6  off the M42

10.30am to 5.00pm
S H O W  OFFER S - A S  SEEN

COMPUTERS FROM £5 PRI NTERS FROM E3
- BASIC COMPILER DISK 13,50 O S S  BASIC
XL CARTRI DG E  £ 1 5  -  UNBO X E D RO MS
FROM E l  -  BO X  DAMAG E D SOFTWARE
FROM fl  - UNBOXED COMPILATION TAPES
25p each.  ALS O  PLENTY O F  COMPUTER
PCBs and KEYBOARDS FOR SPARES

S O F T W A R E
Vi si cal c  -  T h e  t op  Ata r i  di s k  ba s e d s pr e a ds he e t :
Com pl e t e  w i th FRE E  D e m o  Di s k
A t a r i V V r i t e r  P l u s  d i s k  b a s e d  W o r d  P r o c e s s o r
w i t h  S p e i t c h e c k e r

Te c hni c ol our  Dr eam  Di s k  - The  Ul ti m ate  256  col our  ar t pa c k a ge
Master Type (ROM) America's No.1 educational program makes
learning keyboard skills fun
Mercenary Compilation disk: Escape From Targ/The Second City E  5 . 0 0
Smash Hits Vol. 7 disk; Alley Cat/Colossus ChessiElectraglide/Blue Max E  5 . 0 0
Movie Maker  (Disk) 8 _ 9 5
Infiltrator (Disk) E l  2 _ 5 0
Spy vs. Spy The Trilogy Disk: Once voted the best two player game ever E  5 . 5 0
features Spy vs_ Spy: The Island Caper  Arctic Antics
Maxwell's Demon & Memory Mania (Disk): Two puzzles tor the price of one E  4 . 0 0
Several levels Of difficulty. Suitable for all ages
Lancelot (Disk) Text adventure from Level 9 E  5 . 0 0
Rosen's Brigade (Disk & Tape pack) E  2 . 5 0
Temple of Apshai Trilogy: 3 adventures on one disk - 12 levels 5 6 8  rooms, E  3 _ 0 0
37 monsters
Hardball (ROM) American baseball
Archon (ROM)

E l 0
El 2
E  5 . 0 0
E  5 . 0 0

E  5 _ 0 0
E  5 . 0 0

NOW AVAILABLE FOR TAPE USERS: Word Processing in High Speed format t i l ;
- main program loads in 58 seconds - saves and retrieves also in high speed 4
.•XC12 or 1010 Data Recorders ready fitted with High Speed Conversion E 3 6
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Phone DEREK FERN 0/1 153 5110
ATTENTION ATARI XLIE DISK OWNERS

THE NEW DISK MAGAZINE

E X C E L
IS OUT NOW FOR YOUR ATARI

I f you like top quality games, utilities, demos, music & graphics then you are going to love EXCEL

EXCEL #1 (March/April 1991) comes on a double sided, single density disk priced £3.95
and is available from

EXCEL, 22 LEWIS WYND, BROOMLANDS, IRVINE, STRATHCLYDE, KAll 1HL
Please make cheques/postal orders payable to R. Stuart

Allow 14 days for delivery

GIVE YOUR ATARI A TREAT AND BUY EXCEL!
New Atcoi Use( • Issue 46 3 1



XIM TYPE•IN
EX
OV
GE
XF
MC
WC
FO
MN
GM
R J

REM n u t i u l l n U l l o s t l e t t t l I t t u u s
t r u t t e r t gREM U  M I R R O R  T I L E
REM u  b y
REM VI  M a r k  C o n n o l l y
REM U    1 1
REM  U  N E W  A T A R I  U S E R  -  A P R I L  ' 1 1  U
REM 1 :1 1 :=2 1 :1 1 1 1 1 1 1 =1 1 =1 1 1 1 1 1
1 1 1 1
:
1 1
U
1 3 1
:
1 1 2 1 1 1 1 1 1
t U t t

1
2

4
5
6
7
8 R E M
4 5  R E M
5 0  D I M  C H S 1 0 2 ) , 8 I T S C 1 2 7 ) , C H 0
5
C
7 7 ) ,
C H K S

1 2 5 1 , 1 1 S ( I 8 )
AS 5 5  R E M  mboweimmemiemommoommmommemommflemomot
N J 6 8  R E M  C H S : A n  M C  s t r i n g  u s e d  t o  s e t  u p

a r a n d o m  w o r d  s e l e c t i o n
CO 6 5  R E M  B I T S  :M C  s t r i n g  u s e d  t o  w o r k  o u t

w h i c h  b i t s  i n  t h e  0  l o c n s  o f  a  l e t t e r
t h a t  a r e  t u r n e d  O n

TU 7 0  R E M  a n d  t h e n  p l o t s  t h e m
UL 7 5  R E M  C M O S : M C  s t r i n g  m i x e s

t t e r s  i n  t h e  w o r d s  c h o s e n  b y
r  a n d  p l a c e s  t h e m

N J 8 8  R E M  i n  l o c n s  $ 6 6 4
-
$ 6 C 7 . . T h e  
p l a y e r s

c h o s e n  w o r d s  a r e  b e t w e e n  $ 6 0 0  &  $ 6 6 3
EH 8 5  R E M  C H K S :  M C  s t r i n g  c h e c k s  t o  s e e  i

f  b o t h  g r i d  a r e  t h e  s a m e
TX 9 0  R E M  W S :  d u m m y  t e x t  s t r i n g

n p u t  i n d i v i d u a l
95  R E M
1 0 8  R E M
1 8 5  G R AP H I C S

1 , 0 , 1 0 :P O K E  8 2 , 0 : P o K E  7 5 7 . 1 1 ?  C H R S ( 1 2
5 ) ;
1 1 0  ?  " L o a d i n g  D a t a ;  P l e a s e  W a i t . . . . " ;
1 1 5  R E M

1 2 8

OW
CO
BE

TO
GM

Y J
TO
M I
142

PM
RN
Z r
AB
TM
JN
Y J

K t
KO

2 5 5
2 6 5
2 6 0
2 6 5
2 7 0
7 7 5
2 8 0
2 8 5
2 9 0
2 9 5
3 8 0
3 0 5

I N I T  A L I S E  S T R I N G

w o r d s

up t h e  l e
t h e  p l a y e

I n i t i a l i s a t i o n  R o u t i n e

GOTO 2 8 0
KI )=1 (11+48
? C H R S ( K 0 ) ;
R ETU R N
I F  C = I  T H E N  3 2 0
REM

u se d  t o  i

0 :5 F I c O L O R  7 , 0 . 0 : S E T C O L O R

READ D : I F  0 =
-
1  T H E N  
1 3 5

1 2 5  C H S C I E N C C H S 1 4 1 ) =C H R S ( D )
1 3 8  G O T O  1 2 0
1 3 5  C H O S = C H R S C 1 8 4 1 :C H O S C I E N I C H O S
) + 1 ) =
C
H S C 5 7 , 0 7 )

L o a d  d a t a  f o r  l e t t e r  b i t m a -X0  1 4 8  R E M
WX 1 4 5  R E A D  D : I F  D =
-
1  T H E N  
1 6 8

I D  1 5 8  B I T S C I E N ( B I T S )
4
1 ) = C M R S C D
)

OF 1 5 5  G O T O  1 4 5
KM 1 6 0  R E AD  D : I F  0 = - 1  T H E N  1 7 8
PK 1 6 5  c H K S ( I E N I C H K S 1 4 1 ) = C H R S ( D
)
: G O T O

1 6 0

RA 1 7 0  R E M
MIK 1 7 5  R E M
M I  1 8 8  B I T = A D R ( I I I T S )

CM OS)
OF 1 6 5  O P E N  U 1 , 4 , 8 , " K ; "
Oa 1 9 0  ?  C H R S ( 1 2 5 ) I n p U t  d e g r e e  o f  d i f fi

c u l t y  C 1 - 9 1  "1 ,
Yl/  1 9 5  G E T  U I , D : D = D
-
4 D o m
-
n m o :
0 0 0 - 1

S I  7 0 0  I F  D ) = 2  A N D  1 ) < =1 0  T H E N  2 1 0
RZ 2 8 5  G O T O  1 1 5
DC 2 1 8  K B =D O :G O S U B  7 6 5 : ?  : ?  •

M M "
JL  2 1 5  ?  " I 0 1  R a n d o m  " ; ?  " I I )  P l a y e r s  C h o

i c e "
0 0  2 2 0  G E T  U l . C : C = C
-
4 1 1
M I  2 2 5  I F  C O O  A N D  C O I  T H E N  2 7 0

CR 2 3 0  K 0 = k + 1 2 8 : P O S I T I O N  1 , 2 f C : G O S U B  7 6 5
JD  2 3 5  P O S I T I O N  0 , 4
C I  2 4 0  ?  "
V J  7 4 5  ?  " ( 8 1  J o y s t i c k " : ?  " I l l  K e y b o a r d " ;
AU 2 5 0  G E T  U I , O C E Y : K E v = K E S
9 -
4 8 : I F  K E V ( 0  
O R

• K E V ) 1  T H E N  7 5 8
BO K 8 = K E Y + 1 2 8 : P O S I T I O N  1 , K E V . 6 : G O S U B

0 . t i o n  s e l e c t i o n
:
C
l
I
A
D
R
E
C
H
S
)
:
C
H
O
=
A
D
F
I
C

R a dom w o r d  S e l e c t . n
X =U S R ( AD R ( C M S ) , D D )
FOR T A )  T O  D O
-
1
I F  P E E K ( 1 6 3 6
4 -
1 ) = 0  
T H E N  
P 7 E R
O = T

N EXT
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MIRROR
,T I L E '

by Mark Connolly
Mirror The is a very s imple BASIC game with a Jew machine code rout ines
to speed things up a tat. The objective Is to rearrange the tiles on one grid
to match those on the other grid shown alongside. Tiles can only be
moved into adjacent empty squares. Everyone must at some stage have
played this old chestnut of  a game but just in case you haven't  here's how
to.
You are asked which diffi cully  level you wish to play at, There are 9

(1-9). Level I  presents you wit h a 2 x 2 puzzle to solve. level 2 a 3 x 3  and
so on up to level 9 which presents you wit h an enormous 10 x 10 puzzle.
You are given a cursor control opt ion - Ofor Joystick or I  for Keyboard.
For the keyboard Ow keys '-', •='. " f r '  perform their control code
funct ions  i.e. pressing •-• moves the cursor one tile up etc.

The RETt IRN key moves the t ile over which the cursor is posit ioned to the
empty  square. Not only  can you move a t ile to the left, right, above or
below but you can move tiles On a diagonal to the empty square prov ided
the t ile to be moved is no more than I  square away.  The fi re button
performs this func t ion for Joystick control.

You are given the option of  having the computer choose the letters to fi ll
the grid or you can choose them yourself  For any diffi culty above 4 I
think  you should always  choose them yourself.
I f  you choose level 3 and opt to choose the words  yourself  you wil l  be

asked to input  one 3-letter word and three 4-letter words  to fi ll a 4 x  4
grid wit h one t ile missing. You may  only enter any uppercase letter. The
screen wi l l  then go blank  and 2 4 x 4 grids  appear on a Graphics 8
screen, the leftmost grid is the one that you must match in the rightmost
by moving tiles about unt il all the letters are in the correct posit ion.

AJ 3 1 0  P Z r . I N T I P Z E R 0 / 0 1 : P Z X . P Z E R O
-
P Z Y
K
D

110 3 1 5  G O T O  4 5 5
0 5  3 2 0  R E M
FV 3 2 5  C H S C 1 3 , 1 3 ) =C H R S C 9 6 1 :1 1 X =U 5 R I AD R C C H S

1 ) : C H S ( 1 3 , 1 3 ) = C H R S ( 1
0 4 )RN 3 3 8  P N = O t ?  C H R 5 I 1 2 5 ) ; 0 0 ; "  l e t t e r  w o r d "
;

I Z  3 3 5  L W =D O :G O S U B 3 1 5
ZD 3 4 0  PN =P1 0 4
.
1
N J 3 4 5  L W = D : ?  D ; "  l e t t e r  w o r d S "
ZX 3 5 8  F O R  5 = 1  T O  0 0 : ?  " N o " ; 5 ; : G O S U B  3 9 5
KO 3 5 5  N E X T  5
PS 3 6 0  P O K E  2 0 7 , P N
OA 3 6 5  X . U S R ( C H O )
I f  3 7 0  F O R  T = 8  T O  D O - 1
LH 3 7 5  I F  P E E K C 1 6 3 6 f T ) = 0  T H E N  P Z E R O = T
KP 3 8 0  N E X T  T
BM 3 8 5  P 2 V = I N T C P Z E R O / D 1 t P 2 X = P Z E R O
-
P Z V M D
RP 3 9 0  G O T O  4 5 5
MM 3 9 5  P X = P E E K C 8 5 ) : P V = P E E K C
8 4
)
JU  4 0 0  P O K E  8 5 , P X : P O K E  8 4 , P V : ?  "

" ; : P O K E  8 5 , P X : P O K (  8 4 , P V I I N P U T  W S :
I F  I E N C W S ) O L I f  T H E N  4 0 8

KK 4 8 5  A C C E p r = 1
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nes
nd

how
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te

st

ES 4 1 0  f O R  T = 1  T O  L E N ( W 5 )
NW 4 1 5  K = A 5 C I N S ( T , T 1 )
AE 4 2 0  I F  1 0 = 6 5  A N D  K ( = 9 0  T H E N  4 3 8
KC 4 2 5  A C C E P T = 0
DV 4 3 0  R E M
OW 4 3 5  P O K E  1 5
,
3 6 + P N . K - 3 2
: P N = P N + 1

KI  4 4 0  N E X T
UA 4 4 5  I F  AC C E P T 7 .0  T H E N  P N = P N - I N t G O T O  4 0 0
ZIC 4 5 0  R E T U R N
HE 4 5 5  R E M  2 1 1 3 .1 1 2 1 3 3 T E C
0 8  4 6 0  X X =U S R C AD R ( C H K5 ) 1
I F  4 6 5  I F  P E E K ( 2 9 ) 0 0 0  T H E N  4 7 5
VA 4 7 0  F O R  T = I 6 3 6  T O  1 6 3 6 + D D - 1 :P O K E  L 9 : 8

EXT  T : G O T O  3 6 0
214 4 7 5  X 0 = 0 : X 1 = 0 : X 2 = 1
JK 4 8 0  G R AP H I C S  8 :S E T C O L O R  2 , 0 , 0 :S E T C O L O R

1 , 0 , 1 0 :C O L O R  1
ML 4 6 5  P O K E  5 5 9 , 0
N J 4 9 0  P L O T  X 0 + 0 , 0
LO 4 9 5  D R AW T O  X 0 + D * I I + 2 , 0
RR 5 8 0  D R AWT O  X 0 + D * 1 1 0 2 , 0 + 4 1 1 + 2
MR 5 0 5  D R AW T O  X 0 + 0 , D * 1 1 + 2
BM 5 1 0  D R AWT O  X 0 + 0 , 0
0 /  5 1 5  F O R  y = 2  T O  C D - 1 1 4 1 1 4 2  S T E P  1 1
PM 5 2 0  F O R  H = 2  T O  C D
-
1 ) 0 1 1 + 2  
S T E P  
1 1

PE 5 2 5  N 0 = ( C X
-
2 ) /
1 1 ) + D w C Y
-
2 ) / 1 1

5U 5 3 0  P L O T  M + X O , Y 1 D R AW T O  X + X 0 + 9 , V
01.1 5 3 5  D R AW T O  X 4 X 0 1
-
9 , Y 4
-
9

VA 5 4 0  D R AH T O  W I X O , V + 9 ;D R A N T O
UK 5 4 5  P L O T  X+ 1 4 0 , 1 4 .1
MC 5 5 0  I F  X 0 = 8  T H E N  P O K E  2 0 4 , 1 4 0 :6 0 1 0  5 6 0
NB 5 5 5  P O K E  2 0 4 , 1 8 1
AJ 5 6 0  X X =U S R ( BI T , P E E KT 1 5 3 6 4 - X 1 + 1 4 0 ) ,
YO 5 6 5  C O L O R  I
DA 5 7 0  ecKe Z 0 4 . I 0 1 I F  ( v - 2 ) / 1 1 . 0 9  THEN 5

8 0
ML 5 7 5  C O L O R  8 : P L O T  X .4 .1 4 0 , Y 4 .1 2 :X X =U S R C 0 T I ,

C C X
-
2 1 /
1 1 )
.
1 6 )
: C O
I O R

M f 5 8 0  N E X T  X
NH 5 8 5  P O K E  2 8 4 , 1 8 1
LX 5 9 8  C O L O R  0 : P L O T  X 8 + 1 . 1 . 1 . 1 , i
,
4 1 : X X = U S R C B I T

, c o- 2 ) / 1 1 ) +1 6 ) : CO LO R 1
NG 5 9 5  N E X T  Y
VD 6 0 0  I f  X 0 = 0  T H E N  X 0 = 1 6 0 0 6 1 = 1 0 0 : X 2 = 1 4 : G

OTO 4 9 0
RN 6 0 5  P O K E  5 5 9 , 3 4
MI( 6 1 0  R E M
JO 6 1 5  P C = P i E R O
CK 6 2 0  P C O =P C
ZF 6 2 5  G O S U B 8 5 5
TO 6 3 0  R E M
DV 1 5 3 5  I F  K E Y 7 0  T H E N  6 7 0
DP 6 4 0  G E T  1 1 1 , C M :P O KE  7 6 4 , 2 5 5 : I F  C M =1 5 5  I

HEN 7 1 0
XP 6 4 5  I F  C M = 4 5  T H E N  7 0 5
NK 6 5 8  I F  C M =8 1  T H E N  8 1 0
SW 6 5 5  I F  c m = 4 3  T H E N  8 2 5
PK 6 6 0  I F  C M = 4 2  T H E N  8 4 0
DC 6 6 5  G O T O  6 4 0
HL 6 7 0  R E M  J O Y S T I C K  C O N T R O L
MO 6 7 5  I F  P E E K 1 6 4 4 ) = 0  T H E N  7 1 0
L S 6 8 8  C M =P E E KC 6 3 2 )
WE 6 8 5  I F  C M = I 4  T H E M  7 8 5
MN 6 9 8  I F  C M = I 3  T H E N  8 1 0
o z 6 9 5  I F  C M = 1 1  T H E N  8 2 5
i B  7 0 8  I F  C M = 7  T H E N  8 4 0
OV 7 0 5  G O T O  6 7 0
NO 7 1 0  R E M  g E m m u u m g
Am 7 1 5  I F  P i X . P i
.
Y * D = P i E R O  
T H E N  
6 3 5

Z I  7 2 0  P Y 0 = I N T I P i E R 0 / 0 1 : P X 8 = P Z E R O
-
P V 0
0
0

PO 7 2 5  I F  A B S C P 2 X
-
P X 0 1 ) 1  
T H E M  
6 3 5

O I  7 3 8  I F  A B S C P i V
-
P Y T T T > 1  
T H E N  
6 3 5

F S 7 3 5  P O K E  1 6 3 6 . P 2 E R O , P E E K ( 1 6 3 6
4
P c T : P O K E

1 6 3 6 4 P C .0
YU 7 4 0  G O S U B 8 5 5
oE 7 4 5  P D X = P i x : P D V = P t Y
KG 7 5 0  P 7 X = P X O : P r Y = P V 0
EE 7 5 5  P O
-
P i E R O : P
i E R O = P
C : P C = P
D

YN
. 
7
6
0  
G
O
S
U
B  
0
5
5

JO 7 6 5  P i X 7 A
,
D X : P i V = P D V

CHOOSE T 1
.  T O  
M O V
E
MOVE C U R SO R

SF 7 7 0  X X = U S A ( A D R ( C H K S ) , D D )
PP 7 7 5  I F  P E E K ( 2 9 ) = 0 0  T H E N  9 2 0
RP ? B O  G O T O  6 3 5
DJ 7 8 5  R E M
NO 7 9 0  i f  P i Y = 0  1 1 1 EN  6 3 5
V J 7 9 5  G O SU O  9 0 0

0 0 0  P 1 Y = P i Y
-
1 : 6 0 S U B  
/ I S

RP 8 0 5  G O T O  6 3 5
CO 0 1 0  R E M
PB 6 1 5  I F  P l Y = D O  T H E N  6 3 5
C I  0 2 0  G O S U B 9 0 0 : P 2
,
( = P i V f 1 : G O 5 U 8  
9 1 5 : G O T
O

6 3 5
mr 8 2 5  R E M
MU 8 3 0  I F  P 2 K .
,
- 0  T H E N  
6 3 5

OF 0 3 5  G O S U B 9 0 0 : P i X = P i X
-
1 : G O 5 U B  
9 1 5 : G O T O

6 3 5
BC 8 4 0  R E M
OK 8 4 5  I F  P Z X = D 0  T H E N  6 3 5
BC 8 5 0  G O S U B 9 0 0 : P 2 X = P i X t l : G O 5 U 8  9 1 5 :G O T O

6 3 5
PS 8 5 5  R E M
CM 8 6 0  P C P = P E E K ( 1 5 3 6 + P C )
W i 8 6 5  P O K E  1 5 3 6 + P C , P E E K ( 1 6 3 6 . P C )
YE 8 7 0  C O L O R  1
S i  8 7 5  P L O T  1 6 2 + P i X 1 4 1 1 , P i V * 1 1
-
1
1 -
1

SP 0 0 0  P O K E  2 0 4 , P C 9 : X X = U 5 R C B I T , P E E K ( 1 6 3 6 .
P C ) )

LG 8 8 5  I F  P C = 1 0 1  T H E N  R E T U R N
GD 8
.
9 0  
P
O
K
E  
1
5
3
6
4
P
C
,
P
C
P

aL 8 9 5  R E T U R N
D J 9 0 0  P C = P i X 4 - P i V 8 D
KR 9 0 5  P C 0 = 1 0 1 :G O 5 U B  8 5 5 :R E T U R N
NT  9 1 0  G O S U B 8 7 0 :R E T U R N
M I  9 1 5  P C = P i X e P i Y * D :P C O = P C :G O S U B  8 5 5 : R E T U

RN
NH 9 2 0  R E M  A G A I N  Y fi t
X I  9 2 5  P O K E  7 6 4 , 2 5 5
XL 9 3 0  ?  " G r i d  C o m p l e t e d . . . A g a i n  y i n ? - ;
PO 9 3 5  I F  P E E K C 7 6 4 ) = 2 5 5  T H E N  9 3 5
I S  9 4 0  I F  P E E K ( 7 6 4 1 = 3 5  T H E N  P O K E  7 6 4 , 2 5 5 :

G R APH I C S 0 : S E M
MS 9 4 5  I F  P E E K T 7 6 4 1 = 4 3  T H E M  G R A P H I C S  0 : 5 E

I C OLOR  2 , 0 . 0 : 5 E T C O L O R  1 , 0 , 1 8 : P O K E  8 2 , 0
:P O KE  7 5 2 , 1 : G O T O  1 9 0

5 P 9 5 0  G O T O  9 3 5
VA 9 5 5  R E M
I R  9 6 0  D A T A  1 0 4 . 1 6 2 , 0 4 3 0 , 1 5 7 , 0 , 6 , 2 3 2 , 2 2 4

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

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

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

6 2 , 8 , 1 7 2 , 1 8 , 2 1 8 , 1 9 6 , 2 0 7 , 1 7 6
OR 9 8 0  D A T A  2 4 9 , 1 8 5 , 1 0 0 , 6 , 2 8 8 , 2 4 4 , 1 8 9 , 0 , 6

, 1 5 3 , 1 6 0 , 6 , 2 3 2 , 2 2 8 , 2 0 7 , 2 0 8
Z Y 9 0 5  D A T A  2 3 3 , 1 6 .
-
1
KK 9 9 0  R E M
EY 9 9 5  D A T A  1 0 4 . 1 0 4 . 1 0 4 , 1 7 0 , 1 6 9 , 0 , 1 3 3 , 2 0 6

, 1 6 9 , 2 2 4 , 1 3 3 , 2 0 7 , 1 6 4 , 2 0 4 , 1 9 2 , 1 0 1
Z S 1 0 0 0  D A T A  2 4 0 , 1 6 , 1 8 5 , 0 , 6 , 2 1 7 , 1 0 0 , 6 , 2 0 8

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

, 2 4 , 1 0 5 , 8 , 1 3 3 , 2 0 6 , 1 6 9 , 0 , 1 0 1
ET 1 0 1 0  DATA 2 e 7 , 1 3 3 , 2 0 7 , 2 0 2 , 2 8 8 , 2 3 6 , 1 6 5 ,

6 5 , 1 3 3 , 3 0 , 1 6 5 , 8 6 , 1 3 3 , 3 1 , 1 6 0 , e
BY 1 8 1 5  D A T A  1 7 7 , 2 0 6 , 6 9 , 2 0 5 , 1 3 3 , 2 0 , 1 3 2 , 2 0

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

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

2 2 5 , 2 3 0 , 0 4 1 6 5 , 3 0 , 1 3 3 , 8 5 , x 6 5
Of  1 0 3 0  DATA 3 1 , 1 3 3 , 0 6 4 6 4 , 2 0 3 . 2 0 e , 1 9 2 , 8 ,

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

MU 1 8 3 5  R E M
ME 1 0 4 0  D A T A  1 0 4 , 1 0 4 , 1 0 4 , 1 3 3 , 2 8 , 1 6 2 , 0 , 1 3 4

. 2 9 , 1 8 9 , 0 , 6 , 2 2 1 . 1 0 0 , 6
JP 1 0 4 5  D A T A  2 0 8 , 7
KT 1 0 5 0  D A T A  2 3 0 , 2 9 , 2 3 2 , 2 2 8 , 2 0
S J 1 0 5 5  D A T A  2 0 0 , 2 4 1 . 9 6 , - 1

CURSOR D O WN

CURSOR R I G H T
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sent to me by Allan Thompson,  and many  thanks  go to
h im for the program and the reminder of the program-

ming princ iple that  it  illus t rates  very effectively. In the last
issue the "homework " t utorial showed how a short  program
could fulfi l a specific task, and the database lis t ing here
illus t rates  the same abilit y  of  a s t raight forward program to
achieve a dedicated task. The program is not  as short  as the
homework  list ing, but  as you look through it  You wil l  see that
there is no complex code - in  fact when the whole database is
typed in the code which handles  the data wil l  be quite t riv ial
compared to the data itself.
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is targeted at a very specific requirement ,  the display of
one person's catalogue of  videotaped fi lms, I t  is not

writ t en as a program which anybody can use to build a
database (like the address book database which was covered in
three art ic les back in issues 37 to 39) but  as a one user
program wit h the data embedded In it .  I t  is at exact ly the
opposite end of  the scale f rom the commerc ial database which
you might  fi nd on an office PC: here we have a s imple lis t ing
whic h efficient ly and cheaply meets a specific requirement .
while the PC version has to be big and powerful to meet a large

COMMUNICATIONS UPDATE
I have had a let ter f rom James Bastable.  who used to run

the Ark  bullet in board.  He tells me that  the Ark  is now
called The City  and has a new number 021-352-1237.  It
supports  baud rates f rom 300 to 2400 and is open 24
hours.  I t  is mainly  for 8-bit  Atari.  wit h a small ST section,
so give h im Your support .  There are not  too many  people
put t ing themselves out for the 8-bit  Atari user these days,
and those who do need encouragement  if  they are to eon
,Unt ie plugging away. The Ark  Comms  Disk  (in the Page 6
public  domain l ib rar0  is about  the best readily  available
software for Atari 8 bit  commis. and James is current ly
work ing on an update.

variety of requirements  and this  means it is  expensive and not
only  that  but  it  needs expensive hardware to run  on. So if  you
have a specific requirement  that  you t hink  your computer
could help you wit h don't  be af raid to try a lit t le Basic prog
ramming.  Your computer is not  super intelligent ,  but  it  can
manipulat e and display data and calculate muc h faster and
more accurately than you!

THE DATABASE
The program is very s imple.  Don' t  be put  of f  by its length as a

lot  of  the lines are inc luded as examples of  data and need not
be typed in by you. Jus t  type lines 1 to 110 and 9999 onwards
- every thing in between is effectively data, and you can make a
f ramework  to put  the data in wit h the second short  program.
Line Maker.

Line 10 sets the values of  a set of  variables whic h are the line
numbers  for the later GOSUB commands.
Lines  20 to 90 draw a t it le screen.
Line 100 calls subrout ines  at lines 10310.  10311 and 10330
III turn.
L ine 110 goes to the line number appropriate to the let ter key
pressed in the KP subrout ine.  They are spaced apart  by 200
wit h A at 200. B at 400 and so on. This  ensures plenty  of
space for data to be fi t ted in later.

I have put  in some dummy  data representat ive of a list of
v ideotaped fi lms and their run t imes - don't  ask to borrow a
copy of the fi lms, the names are fi ct it ious! I have only put  data
In for letters A.B and C and "No entries" s tatements for D and
E. All other letters require fi lling in wit h your own data, The
format  of  the data can be changed to suit  our requirements  as
long as each line is only  40 characters long.

I wil l  use C as an example to describe the lines of  data as it  is
the only  let ter for which I have typed in enough data to go onto
a second screen.

Line 599 is the REM statement  inserted to s how where in the
lis t ing the C data starts.
L ine 600 calls subrout ine RA to draw a line across the screen
below the heading.
Lines  630 t o 697 are print  s tatements which print  s ingle lines
of  embedded data on the screen. You wi l l  not ice that  the line
numbering is not  even. i  did this  deliberately  to show that  you
do not  need to maint ain an even spacing. but  can go back and
put  new data between the old lines at a later date, or delete
lines if  you wish.  The only l imit  is  a total of 20 lines on one
screen.
Line 698 is needed at the end of  a screen of data if  there is
more of  the same let ter to follow. I t  is NOT needed if  there are
less than 20 records for the let ter concerned. All it  does is call
subrout ines  RA (a line across the screen). RR (a prompt  for a

cont inued on page 36
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ET HY 6 9 4  *  b 4 *  C AR R Y  U N  D O W N  TOSE C L U B  *  11 R E M
ON 2 R E M  *  T U T O R I A L  S U BR O U T I N E  2 1 1 4 ;4 4  * "
KR 1 R E M  *  S I M P L E  D A T A B A S E LG 6 9 5  *  "  3 1 *  C AR R Y  O N  A N D  C AR R Y  O F F  *  1
NA 4 R E M  *  b y  A l l a n  T h o m p s o n : 2 1 : 2 2  * "
NT 5 R E M  *  m o d i fi e d  b y  I a n  F i n l a y s o n * GP 6 1 6  *  "  3 2 *  C AR R Y  c m  D O W N  T H E  L I S T  *  I
ED 6 R E M  * : 7 4 : 3 3  4 1

1
..

F P 7 R E M  *  N E W  A T A R I  U S E R  -  A p r i l  1 9 9 1 * LE 6 1 7  *  "  3 1 *  C AR R Y  O N  - )  N E N T  S C R E E N *  1
EP : 1 3 : 1 3  * "8 R E M
NO 9 R E M R I 6 1 8  G O S U B R A:G O S ( J B R R :G O S U B  K A :G O S U B
EV 143 5 R = 1 0 0 0 0 : R R = 1 0 0 1 0 : K P = 1 0 3 1 0 : K 0 = 1 0 3 1 1

K C = 1 0 3 3 0 :R A = 1 0 3 0 0 MJ 6 9 9  R E M  * * *  L E T T E R  C 2  * * *
OH 2 0  G R A P H I C S  1 8 ON 7 0 0  G O S U B R A
EH 3 8  S E T C O L O R  4 , 1 8 5 , 6 SU 7 1 0  *  "  1 6 *  C U R S E  O F  F R A N K E N S T E / N  *  1
BT 4 0  P O S I T I O N  7 , 0 : ?  A 6 p . v / t a p e " : 5 4 : 5 4  4 4 "
BL 5 0  P O S I T I O N  8 , 2 : *  U 6 ; " fi 1 m " NV 7 2 0  ?  "  7 7 *  C AR R Y  O N  C U R S I N G  *
SM 6 0  P O S I T I O N  7 , 4 1 ?  M A : " A  t o  Z " : 4 5 : 4 5  K w
NE 7 0  P O S I T I O N  0 p 5 ; *  u 6 ; " ) ) ) ) ) ) ) ) ) ) ) ) ) ) ) ) MG 7 9 0  G O S U B R A :G O S U O  S R :G O T O  1 9 9

0 4 0 ) " X / 7 1 1  R E M  * * *  L E T T E R  D  * * *
TO 8 0  P O S I T I O N  4 , 7 : ?  A 6 : " P R E S S  2  T O  M " 0 0 8 0 0  G O S U B R A
UZ 9 8  P O S I T I O N  4 „ 1 : ?  S t 6 p . O R  S P A C E  B A R " Ok 0 1 0  ?  "  N O  E N T R I E S  F O R  D "
DM 1 0 0  G O S U B X P :G O S U B  K O :G O S U B  K C M I 9 9 8  G O S U B R A :G O S A B  S R :G O T O  l e o
AZ 1 1 0  G O T O  S K E Y - 6 4 ) * 2 8 8 YG 9 9 9  R E M  * * *  L E T T E R  E  * - * *
U0 1 9 9  R E M  * * *  L E T T E R  A  * * * SO 1 8 8 8  G O S U B R A
O I 2 0 8  G O S U B R A XR 1 8 1 0  *  "  N O  E N T R I E S  F O R  E "
ZT 2 1 8  ?  "  3 5 *  A I R P L A N E  AD V E N T U R E * KR 1 1 9 8  G O S U B R A :G O S U B  S R :G O T O  1 0 0

: 4 0 : 5 0  * " OA 1 2 0 8  R E M
BY 2 2 0  ?  1 4 *  A I R P O R T  D I S A S T E R *  1  • PE 1 2 0 1  R E M  *

2 1 : 4 4  o e • GK 1 2 0 2  R E M  *  R E P E A T  L I N E S  9 9 9  T O  1 1 9 8  *
BG 2 3 0  ?  "  7 2 *  A I R P O R T  D I S A S T E R  I I *  1 TX 1 2 0 3  R E M  *  A T  I N T E R V A L S  O f  2 8 8  T O  *

: 4 8 : 2 1  i e . X I 1 2 0 4  R E M  *  S E T  U P  A  F R AM EWO R K F O R  *
0 0 2 4 0  ?  "  2 7 *  A I R P L A N E  T A K E  O F F N J . Z X 1 2 8 5  R E M  *  L E T T E R S  F  T O  Z  -  O R  U S E  *

: 2 0 : 1 2  * " YV 1 2 8 6  R E M  *  T H E  " M A K E "  R O U T I N E
VT 2 5 0  ?  "  4 6 *  AN O T H E R  A I R  D I S A S T E R * OC 1 2 0 7  R E M  *

4 4 :2 3  4 4 " PG 1 2 8 8  R E M  * * * * - 1 H * * * * * * * * * * * - * * * * * * * * - * P H I H I

US 2 6 0  ?  "  4 6 *  A I R  D I S A S T E R  ( S O N  O F . ) *  1 C V 9 9 9 9  R E M  * * *  S R  &  R R  -  P R O M P T S  * * *
: 4 4 : 7 3  i s " TB 1 0 0 0 8  ?  " P R E S S  A  L E T T E R  T O  G O  T O  A

-
Z  0

5.8 2 7 0  ?  "  1 2 *  A I R S H I P  D I S A S T E R M t R S P A C E  B A R ":R E T U R N
3 4 :1 3  * • ZW 1 8 0 1 0  *  " P R E S S  A N Y  K E Y  F O R  M O R E " : : R E T U

MC 3 1 8  G O S U B R A :G O S U B  S R :G O T O  1 0 0 RN
VM 3 9 9  R E M  * * *  L E T T E R  B  * * * EA 1 0 2 9 9  R E M  * * *  P A  L I N E
OK 4 0 0  G O S U B R A PM *1 0 3 0 8

":R E T U R NKW 4 1 0  ?  5 3 *  B A T T L E  I N  T H E  S W AM P *
: 4 0 : 5 8 I l l 1 8 3 8 9  R E M  * * *  K P = K E V P R E S S  * * *

ES 4 2 8  ?  "  4 1 *  B A T T L E  I N  T H E  D E S E R T * I R 1 8 3 1 0  O P E N  U 1 , 4 , 0 , " K : " : G E T  S I L K : C L O S E
: 1 9 : 2 9  * " A I :  R ETU R N

N J 4 3 0  ?  6 6 *  B A T T L E  I N  T H E  S N O W *  1 X0 1 8 3 1 1  R E M  * * *  K O = K E y  C H E C K * * *
: 3 7 : 4 4  * " JO 1 0 3 1 2  I F  K = 3 2  T H E N  K = K E Y + 1 :G O T O  1 0 3 1 6

ME 5 9 8  G O S U B R A :G O S U B  S R :G O T O  1 0 8 FM 1 0 3 1 4  I F  K ) 9 6  A N D  K ( 1 1 3  T H E N  K = K - 3 2
I L 5 9 9  R E M  * * *  L E T T E R  C I  * * * KM 1 0 3 1 6  I F  K < 6 5  O R  K ) 1 0  T H E N  K = 6 5
OM 6 8 0  G O S U B R A JK 1 8 3 1 0  K E Y = K :R E T U R N
KO 6 1 0  ?  1 *  C A R  ( T H E ) 44 1 2 8 1 9 3 2 9  R E M  * * *  K C = K E Y C O D E  * * *

: 2 9 : 4 5  * " AC 1 0 3 3 0  G R A P H I C S  8 : P O K E  8 2 , 8 : P O K E  7 5 2 , 2 5
T i 6 2 0  ?  "  1 8 *  C O M ED Y H O U R 01 0

: 0 0 : 8 0  * " T J 1 8 3 4 0  C O L = ( K E Y
-
6 4 ) * 0 : P O K E  
7 1 0 , C O
L : P O K E

BO 6 3 0  ?  "  2 8 *  C H A P L I N  A T  W O R K i .
e

7 1 2 , C O L :P O KE  7 0 9 , C O L
-
4

2 8 ;2 0  * " OX 1 8 3 5 0  *  " X ) 1 0 V . T A P E  ". :C H R S C KE Y S :R E T U R N
ZM 6 4 0  ?  "  4 4 *  C H A R L I E S  U N C L E •

1 1 :1 2  * "
TK 6 5 8  ?  "  4 8 *  C AR R Y  O N  PR O G R AM M I N G *  1

: 4 4 ; 3 2  4
4 "XK 6 5 5  ?  "  4 0 *  C AR R Y  O N  P A G E  6 *

: 4 4 : 3 2  * " E / 1 R E M

44K 6 6 0  ?  "  3 *  C AR R Y  O N  C O M P U T I N G * FD 2 R E M  *  T U T O R I A L  S U BR O U T I N E  2 I 4  f t
; 3 3 : 4 1  4 4 " BO 3 R E M  *  D A T A B A S E  L I N E  M AKE R

OA 6 6 5  ?  "  5 5 *  C AR R Y  O N  t W H A T  A ) RR 4 R E M  *  b y

2 3 :2 2  * " WI 5 R E M  *  I a n  F i n l a y s o n
DA 6 7 0  ?  "  6 1 *  C AR R Y  O N  C O N T R I BU T I N G *  1 ED 6 R E M  *

; 3 2 : 3 2 F P 7 R E M  *  N E W  A T A R I  U S E R  -  A p r i l  1 9 9 1  *
MC 6 7 5  ?  "  6 9 *  C AR R Y  O N  K E Y I N G * EP a  R E M  * * * * * * * * b H * * * * * * * * * * * * * * * * * * * * * *

: 5 6 : 4 3  * " CK 3 2 8 0 0  F O R  )1 7 -1  1 0  2 6

MP 6 8 0  *  "  1 6 *  C AR R Y  O N  C O R R E S P O N D I N G *  1 OV 3 2 8 1 8  ?  " K 4 4 4 " : 2 0 0 * X - 1 ; "  R E M  * * * * *  L E T

: 5 4 : 5 4  * " TER " : C H R S ( 6 4 - 4 x ) : "  * * * * * "

JO 6 8 5  ?  "  9 *  C AR R Y  O N  A T A R I  U S E R * MU 3 2 0 7 0  ?  2 0 0 * X ; "  G O S U B R A "
: 3 3 : 5 6  * • UG 3 2 8 3 0  ?  2 0 0 * 4 4 . 4 1 9 0 ;" G O S U B R A :G O S U B  S R :

ra 6 9 0  ?  "  7 1 *  C AR R Y  O N  C O M M U N I C AT I N G *  1 GOTO 1 0 0 "

2 1 :2 2  * " TU 3 2 0 4 0  ?  " 4 4 C O N T "

KJ 6 9 1  *  8 8 *  C AR R Y  o N  P E E K I N G *  1 WC 1 2 8 5 8  P O S I T / O N  2 , 8 : P O K E  8 4 2 . 1 3 : S T O P

3 3 ;1 6  * " DE 3 2 0 6 0  P O K E  8 4 2 , 1 2

T V 6 9 2  ?  "  4 5 *  C AR R Y  O N  P O K I N G N I NP 3 2 0 7 8  N E X T  X

: 2 1 : 4 1  * " GO 3 2 8 0 0  ?  " A 4 4 4 " : F O R  X = 3 2 8 0 0  1 0  3 2 1 8 8  S T

DK 6 9 3  ?  "  7 1 *  C AR R Y  O N  AD V E N T U R I N G * EP 1 0 : ?  X : N E X T

; 1 9 : 2 2  * " KA 3 2 0 9 8  ?  " 4 4 P O K E  8 4 2 , 1 2 "
LIL 3 2 1 0 0  P O S I T I O N  2 , 0 : P O K E  8 4 2 , 1 3 S T O P

•
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key press). KP (the key press subrout ine) and KC (to call the
screen colour and tit le).
L ine 699 is the REM statement  to highlight  the start  of  the
second screen under the C heading.
L ine 700 is the same as 600 then more data follows in lines
710 arid 720.
L ine 798 is the last line of the C series. I t  calls the sub-
rout ines  for the line across the screen to be drawn and to
prompt  for a let ter key to be pressed, and then returns  to the
main calling rout ine at line 100.  A duplicate of  this line mus t
be inc luded at the end of  each let ter's data.

After the data come a few lines containing s imple subrout ines
as follows:

SR - Line 10000 - Prompts  for a key A-Z or space bar to be
pressed. The program funct ions so that  a let ter key takes you
to the data for that  letter, while the space bar takes you on to
the let ter after the one you are current ly  at (or back to A if  you
are at Z).
RR - Line 10010 - Another prompt .  this  t ime to press any key.
This  is used to take you on f rom one screen of  data to the next
under the same init ial letter.
RA L i n e  10300 - Draws  a cont inuous  line across the screen.
KP L i n e  10310 - Gets data f rom a key press in the variable
K.
KQ - Lines  10312 to 10318 - Checks the value returned in K
by the key press subrout ine.  I f  K 3 2  the space bar has been
pressed, so K is made equal to the prev ious KEY value plus
one, t his  moves on one let ter.  11K is in the range 96 to 113
then a lower case let ter has been pressed and this  is converted
to the upper ease equivalent  by subt rac t ing 32. I f  K is now out
of the range 65 to 90 (A to Z) t hen a number or other key has
been pressed so we arbit rari ly  go to A. Final ly  in line 10318 the
new KEY value is set equal to K before we ret urn to the main
part  of  the program.
KC • Lines  10330 to 10350 F i r s t  in line 10330 we reset the
graphics  mode to O. Next  set the screen left margin to zero to
get forty  characters on a line,  and then switch the cursor off.
Then in line 10340 we generate a value COL which wil l  give a
dif ferent screen colour depending on whic h let ter has been
selected. Locat ions  710 and 712 defi ne the screen background
and border colour and locat ion 709 dermes the brightness of
the text. The colour value for 709 is set to be dif ferent  f rom the
background by four,  t hus  ensuring a sat isfactory legible con-
trast.  The fi nal line prints  the heading line for the selected
let ter across the top of  the screen.

Now we have fi nished wit h the main program we wil l  take a
look at the short  one. This  is rather more clever and it  writes
part  of  the main program for you, so I hope you have not  typed
it all in before you read this  far! Back  in issue 35 I wrote a
program that  modifi ed itself  us ing the forced read mode, and
here is another applicat ion.  The program writes  lines that  f orm
a f ramework  for the data entries for each let ter of the alphabet .
Let me explain how it works.

L ine 32000 sets up a FOR-NEXT loop for the 26 letters of the
alphnbet .
Lines  32010 to 32040 clear the screen and then display  lines
like 199.  200 and 298 of  the main lis t ing followed by CONT on
a separate line.
L ine 32030 moves the cursor to the top of  the screen, sets up
for forced read by the POKE to locat ion 842 and the invokes
forced read by the STOP command.  What  happens  then is the
c omput er exits f rom the program and reads the lines on the
screen into the program in memory .  When it  gets to the CONT

36 N e w  Atori User Issue 49

LINE WRITER

BACK ISSUES
The following back issues of
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In line 32050 starts the process again for the next let ter of the
alphabet .

Once the alphabet  is complete the program moves on to line
32080.  This  jus t  clears the screen and lists the line numbers
of the Make rout ine on the screen. Now when we invoke forced
read the line numbers  are scanned, but  they have no associ-
ated Basic alongside them so they are deleted - the result  is a
self-delet ing program - c lever isn't it? Just  one warning - be
sure to save the program before you run it  or you wi l l  have to
start  again f rom scratch!
This  lit t le rout ine can be added to the main program and run

by a direct  c ommand GOTO 32000 instead of  RUN. I iowever it
is probably  safer to run it  on its own then LIST the result ing
database f ramework  to tape or disk. LOAD the main program
and fi nally  ENTER the f ramework  to combine it  wit h the main
program.

I am always pleased to get let ters so please write me, I would
be part icularly  pleased to hear of other applicat ions of  the
forced read procedure.  I f  you want  to write wit h a query about
Basic programming please inc lude a s tamped addressed en-
velope for a reply.

Write to:
Ian Finlayson, 60, 1101111dStOne Crescent,
East Preston, West Sussex, BN16 1Dg.
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T h i s  is a s imple spelling program for children aged 8-10
approx imately .  The program also allows adults  to cre-
ate t heir own spellings illes and save them on disk or

cassette, so it  can be adapted to suit  older or younger kids.
This  version has a bui l t - in fi le of 25 records, created wit h data

statements.  There are a couple of  spare fi les on this  Issue's
disk:- SPARE.BET for the 9 year olds and OLDIES,BET for big
people!

PLAYING A GAME
Try  your luck  against  the ATARI in this  dice game. Press the

joyst ick  t rigger to toss your two dice. Then bet $5. $10.  $15 or
$20 that  the Atari wil l  get a lower score when it  tosses its dice.
The game ends when either player runs  out  of  money.
The ATARI s tarts  off with $75,  but  you have to earn your

bet t ing money fi rst by get t ing some spellings right :  You'll be
shown a sentence with a word blanked out  plus  2 spellings of
the miss ing word.  Choose between t hem by press ing 1 or 2 on
the keyboard.  There is a $5 reward for each correct answer
and there are 15 sentences altogether:  you press space to
move f rom one to the next.

by
Ann O'Driscoll

MAKING A NEW FILE
This  opt ion allows you to make your own fi le of  25 new

records, to be saved on disk  or tape. Each record has 3 parts:

1. A sentence up to 39 let ters long about  the word being
tested.

2. The word itself, us ing the right  spelling (up to 12
letters long).

3. The same word,  us ing an incorrect  spelling (up to 12
letters long)

You get the chance to verify each record af ter input .  When the
records are ready you are asked if  you want  to save t hem on
disk  or cassette - jus t  press C or D and follow the on-screen
prompts.  When saving is complete you are returned to the
program menu.

LOADING A FILE
This  opt ion allows you to load and use a prev ious ly  saved fi le

Instead of  the 25 built - in sentences. Disk  users may either
input  a fi lename or get a list of  files on the disk which use the
extender .BET - this  extender is given to all the files made wit h
this program.
You are returned to the menu when the fi le is loaded in: press

START at that  stage to use the loaded data.

OTHER POINTS
The program only  uses 15 out, of  25 sentences each t ime,  so

the spellings tend to vary for consecutive games.
While the data statements for the bui l t - in records use capital

letters, the program can also cope wit h lower case mode which
may be more suitable for younger users.
That 's  it!
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SPELLBETTER
EX
OF
GE
NE
MC
WC
FD
MN
ZR
B I
FOC
TO

8 R E M
3 2  R E M  - - - -  S P E L L B E T T E R
3 4  R E M
4 1  R E M
5 0  N S = 2 5 : 1 5 = 3 9 : L A = 1 2 : C L O S E  n 3 : 0 P E N  1 1 3 ,
4 , 8 „ " K : " : P O K E  7 0 2 , 6 4 : P O K E  6 9 4 , 0

UP 6 9  T S 5 = 3 8 0 : 0 0 T = 3 8 0 : P K
-
4 0
0 1
S C R
1 1
=
4 1 0
:
1 1
L N

K = 4 5 0 : 1 1 R K = 4 6 8 : F L S H = 4 7 0 : I N O U T =
5 0 0
: c / n
. 7 . 6

5 0 :F N AM =5 8 8 I G Am =0 0 0
OW 7 0  D I N  S E N $ C O S N I S T , R S C N S N L A I
,
M S
(
N S
H
L A
)

, O S C L 5 ) , 8 S E L 8 ) , C I C L A ) , 0 1 .
5 ( 3 8 ) ,
F I L E S T I
4

) , S C S ( 3 9 ) , F L A G ( N S )
UK 9 0  S E N 5 1 1 ) = "  " : S E N S ( N S * L S ) = "  - : S E N 5 1 2 1

= S E N S : R 5 = S E N S : W 5 = S E N
5
:
8 1 5
= S E N
5

OG 1 0 0  G R A P H I C S  1 8 : P O K E  7 8 8 , 5 4 : P O K E  7 1 8 , 0
:P O KE  7 0 1 . . . 1 I 8 :P O K E  7 1 1 , 2 8 R O W = 3

M I  I L O  P O S I T / O N  4 , 3 : ?  1 1 6 ; " p l a y  a  g a m e " : ?
$ 1 6 ;" L O A D  A  F I L E : ?  n 6 ; "  M A K E  A
E I L E " : ?  n 5 : "  E N D  P R O G R AM "

MM 1 2 8  C O L O R  3 5 : P L O T  1 . 0 : D R A W T O  1 7 , 0 1 1 )1 1 4 1 4
TO 1 7 . 8 :D R A W T O  1 , 8 :D R A W T O  1 , 0 : P O S I T I O N

4 , 8 : ?  1 1 6 ;"
KM 1 3 0  P O S I T I O N  0 , 1 0 : ?  1 1 6 : " P O
5
H  = E M U  T O

P I C K P U S H  m u m s  T O  B E G I N " ; : G O S U B  B R K
RT 1 4 0  I F  P E E K I 5 3 2 7 9 ) = 0  T H E N  G O T O  R 0 1 4 0 1 0 0

0
US 1 5 0  I F  P E E K 1 5 3 2 7 9 1 0 5  T H E N  1 4 0
CW 1 6 8  R O W = R 0 5 0 1 : I F  R O W ) 0  T H E N  R OW7 .3
WR 1 7 0  P O S I T I O N  4 , R O W :G O S U B 1 8 0 1 R O W :F O R  D

=1  T O  2 5 :5 0 U N D  8 , I 0 , 1 0 , 1 2 : N E M T  0 :S O U N D
8 , 0 , 0 , 8 G O T 0  1 4 0

DP 1 8 3  ?  U b ; " p 1 4 9  a  g a m e " : P O S I T I O N  4 , 6 ?
n 6 ;"E N D  P R O C R A W :R E T U R N

AN 1 8 4  ?  1 1 6 ; " l o a d  a  fi l e " ; P O S I T I O N  4 , 3 : 7
n 6 ; " P L A Y  A  G A M E ":R E T U R N

AO 1 8 5  7  1 2 6 ;"m a k e  a  fi l e " : P O S I T I O N  4 , 4 : 7
n 6 ; " L 0 0 0  A  F / L E " : R E T U R N

WO 1 8 0  7  1 1 6 ;"e n d  p r o g r a m " : P O S I T I O N  4 , 5 : 7
1 1 6 ;"M AKE A  F I L E " : R E T U R N

E l  2 9 9  R E M
I L  3 0 0  J O R  T O 5 S = 1  T O  1 8 : F O R  X = X 1  T O  X 2  S T

EP 2 0 :C O L O R  2 : P L O T  7 1 1 4 , 2 8 :P L O T  4 + X , 2 3 :
PLOT  1 0 + M . 1 7 : P L O T  4 + 1 4 , 1 7

RB I L O  P L O T  1 1 0 . 1 1 , 2 3 P L 0 T  4 + X , 2 0 : P L O T  1 0 + 0
, 2 0 1 0 T = T :T = I N T ( R N o ( e ) * 6 4 . 1 ) :5 0 U N D  8 , 8 , 8
, 1 5 :S O U N D  8 , 8 , 8 , 0

PY 3 2 0  C O L O R  e :G O S U l l  3 3 0 f T * 5 : N E X T  X : N E X T
T O S S : R ETU R N

KS 3 3 5  P L O T  7 + 1 1 , 2 0 :R E T U O N
UY 3 4 0  P L O T  4 4
,
1 1 , 2 3 : P l o t  
1 8 + X ,
1 7 : R E T
U O N

GX 3 4 5  P L O T  7 + 1 1 , 2 0 :P L O T  4 + 1 1 , 2 3 :P L O T  1 . 0 + g ,
1 7 :R E T U R N

WO I S O  P L O T  4 + 1 1 . 2 3 :P L O T  1 8 + X , 1 7 1 P L O T  4 + X ,
1 7 :P L O T  1 0 + 1 4 , 2 I :R E T U R N

J8  1 5 5  P L O T  7 + 1 1 , 2 8 :P L O T  4 + 1 1 , 2 3 :P L O T  1 0 + X ,
1 7 :P L O T  4 :1 1 , 1 7 :P L O T  1 0 + ) 4 , 2 1 :R E T U R N

78  3 6 8  P L O T  4 1 1 1 , 2 0 :P L O T  1 0 + X , 2 0 : P L O T  4 4 X ,
2 3 :P L O T  1 0 + 8 , 1 7 : P L O T  4 + 1 1 , 1 7 :P L O T  1 0 + g ,
2 3 :R E T U R N

KJ 3 7 9  R E M
GU 3 8 8  S E N S I L S O I N - 1 1 + 1 , L S *
1 0 - 1 1 +
L E N C A
5 ) ) .

A S : R 5 C L A N I N - 1 1 + 1 , 1 A * ( M
-
1 ) + L E N C
5 5 1 ) = 0 S :

g S f L u N ( m - i ) + 1 , L 4 1 0 1 0 - 1 1 + L E N ( C 5 ) ) = C
5ZR 3 9 8  R E T U R N

JX  3 9 9  R E M
TO 4 8 8  F O R  W i l  T O  L E N C 5 C 5 1 :P O K E  S C + W W + W , A

S C I S C 5 C W , 1 4 1 1
-
3 2 * C A S C I S C S I M
. W
) 1 ( 1 6 ) :
N E
M

I  M :R E T U R N
A I  4 1 0  G R AP H I C S  0 : D L = P E E K C 5 6 0 1 + 2 5
6 1 1 -
P E ( K
1 5
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N 5 0 9 8

0 1  5 1 1 0  P O S I T I O N  0 , 9 t *  " R I G H T  S P E L L I N G :
;0 5 :G 0 5 U 8  O I N K

CM 5 1 2 0  *  " 1 3 1  N E X T  I N P U T  A N  I N C O R R E C T  S P
E L L I N G : " ; ?  ; I N P U T  n 1 e : c 5 : I F  c $ = " "  T H E
N 5 1 1 0

JH  5 1 3 0  P O S I T I O N  0 ; 1 2 : 7  "W R O N G  S P E L L I N G :
" ;C S :G O S U B  O I N K : *  A R E  Y O U  H A P P Y  W I T H
RECORD N O .  " ; 0 ; "  t l f / N 1 * "

OV 5 1 4 0  G E T  1 1 3 , K E V : I F  K E V 0 7 8  A N D  K E Y < > 0 9

LOAD  I N  F I L E  0 0 0
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Great Graphics
Great Music

Great Challenge

AMNESIA
by Robert Stuart

Try this superb 'Concentration' type
program that will test your powers to the
limit. This is one of  the finest versions of
this type of  program ever seen on the
Atari with some superb animated
graphics and excellent music.

Straightforward to play, lovely to watch

The Issue 49 Disk contains this BONUS program as well as all the program_ listings from this Issue all
ready to run. Disk subscribers wil l  have already received their disk but i t is available separately for

Just E2.95_ Treat yourself to one. Available from PAGE 6, P.O. BOX 54. STAFFORD, ST16 1DR by post
or by telephoning 0785 213928 and using your credit card

SPELLBETTER
THEN 5 1 4 0

I P  5 1 5 8  G O S U B O M S K :F O R  Y = 8  T O  1 2  S T E P  3 : P
O S I T I O N  0 , Y : ?  D L I : M E X T  Y ! P O S I T I O N  0 , 1 6

BL S
FR 5 1 6 0  I F  K E Y = 7 8  T H E N  F O R  D = I  T O  2 5 :S O U N

D 0 , 5 8 , 1 0 , 1 2 : N E X T  D :S O U N D  0 , 0 , 0 , 0 : G A T O
5 8 8 0

FM 5 1 7 0  G A S U B  D A T : F O R  D i  T O  1 5 :5 O U N D  8 . , 2
0 , 1 0 . 1 2 : N E X T  1 7 :SO U N D  8 , 8 , 8 , 8 : N E X T  N

HU 5 1 0 0  ?  C H A S C 1 2 5 / ; ; 6 O S U B  B R K : ?  " o k  l e t s
s a v e  t h e m “

N i  5 1 9 0  B S = " S A V / N G  O N . :1 0 1 = 5 1 0 0 :T R A P  9 0 0 : G
OSU B P N A M :O P E N  0 1 , 8 , 1 2 0 , F / L E S : F = 1 1 : G O S
U8 I N O U T :G O T O  1 0

OR 5 9 9 9  R E M
EH 6 0 0 0  G R A P H I C S  0 : P O K E  8 2 , 2 : P o K E  7 5 2 , 0 : E

NO
CB 9 0 0 0  R E M
AL 9 8 1 8  D A T A  I  P A Y  M Y    O N  T H E  S U S  E V E

RY D A Y . , F A R E , F A I R
DU 9 8 2 0  D A T A  T H E  B O Y  _   T H E  B A L L . , T H R

EW, T H R OU GH
I S  9 8 3 0  D A T A  W O U L D  Y O U  L I K E  A    O F  C N

O C O L AT E ? , P I E C E , P E AC E
V I  9 0 4 0  D A T A    A R E  1 2  M O N T H S I N  A  Y E A

A . , T H E R E , T H E I R
XU 1 0 5 0  D A T A  T H E  T H I E F  T R I E D  T O    T H E

B A G . , S T E A L , S T E E L
FM 9 0 6 8  D A T A  T H E  P U P P Y  W AG G E D  N I S  , T

A l l ,  T AL C
VU 9 0 7 0  D A T A  A R E  Y O U  T O  S T A Y  U P  L A T

E
-
7
,
A
L
L
O
W
E
D
,
A
L
A
U
D

ER 9 0 0 0  D A T A  T H E  S U N  S H O N E  I N  T H E    S K
Y . , B L U E , S L E W

uNO T H E  P R O G R AM  6 0 0 0

RR 9 0 9 0  D A T A  I  H A V E  O N L Y  _ _ _  S W E E T  L E F T . ,
ON E,  WON

XZ 9 1 0 0  D A T A  H E  P I C K E D  A    I N  T H E  G A R
D E N ., F L O W E R , F L O U R

BO 9 1 1 0  D A T A  T H E  W E AT H E R  I S  _ _ _ _  C O L D  I N
WI NTE R— O UI TE , Q UI E T

P I  9 1 2 0  D A T A  M Y  T E AC H E R  H E  H O W  T O  R
EAD ., T AU G H T , T H O U G I ST

CV 9 1 3 0  D A T A  T H E  P O L I C E  C AM E  T O  T H E  _ _ _ _
., S C E N E , S E E S

FT 9 1 4 0  D A T A  D I D  Y O U    T H E  BU T T O N  O N  T H
E C O AT ? , S E W , S O W

SX 9 1 5 0  D A T A  T H I S  I S  M Y    H A N D — R I G H T
, W R I T E

LU 9 1 6 0  D A T A  C A N  Y O U  _ _ _  T H E  D O O R S E L L  R I M
GI NG 7 , HE AR, HE RE

WR 9 1 7 0  D A T A  W E  D U G  A  — _ _ _ _ _  I N  T H E  G R O U N D
., H O L E , W H O L E

YZ 9 1 8 0  D A T A  W E  A L L  H A D    F U N  A T  T H E
P AR T Y .  , G R EAT .,

HA 9 1 9 0  D A T A  S H E  w a s  A N    L A T E  F O R  S C H O
AL . , H O U R , O U R

UP 9 2 0 0  D A T A  I  G O T  A  B I K E  F O R  C H R I S
THAS.,MEW,KMEW

VX 9 2 1 0  DATA TH E  TRE E  HAS    D E R V  T A L L
., G R O WN , G R O AN

T J 9 2 2 0  D A T A  T H A T  B R I D G E  I S  M AD E  O F
. , S T E E L S T E A L

OM 9 2 3 0  D A T A  T H E  V U L T U R E  I S  A  B I R D  O F
_  . , P R E Y , P R A V

FR 9 2 4 0  D A T A  S H E  P U T  A  R E D    I N  T H E  V A
S E . , R O S E , R O W S

GE 9 2 5 0  D A T A  W E  BO U G H T  N E W    I N  T H E  S
H O P . , C L O T H E S , C L O S E
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I SPEED ZONE
I f  you're a shoot  'cm up

fanatic. SPEED ZONE is
going to go down a treat.

It's a no nonsense. dodge "cm
and blast  'en) vert ical scroller
of the t radit ional variety - no
gimmicks ,  no f rills ,  jus t  100%
fast-paced act ion!
According to Mastert ronic .  a

region of  space k nown as the
Sarek -Kholinor Anomaly .  or
'Speedzone' for short.  is an
area notorious  for mysterious
disappearances - a sort of  Ber-
muda Triangle in space. A
survey ship has been de-
spatched on a miss ion to in-
vestigate the problem,  but  no
sooner does it  enter the
Speedzone than an ominous

I
T
i
t
l
e
:

SPEED ZONE
Publisher Mas terironic
Price: £ 1 . 9 9  cassette
Players
- 1Loading: 5 1 5 "

Rev iewed by Paul Rixon
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peculiar problem!
Whils t  out  for his reg-

ular morning stroll,  he accide-
ntally  falls t hrough a hole in
the ice and becomes t rapped
in an underground maze of
freezing caverns. He desper-
ately needs your help to
escape f rom the dangers of
deep crevasses, low-fl y ing ice
blocks and min ing  icebergs.
In case you hadn' t  guessed.

WI NTER WALLY is a plat form
game based on Penguin Per-
cy's exploits to avoid an icy
fate. The quest is div ided into

blip appears on the long range
scanners, Visual confi rmat ion
reveals an enemy vessel, bur-
st ing with armaments .  Then
more, and more „,  Wit hout
delay, t he survey ship's defen-
sive Starfi re at tack craft  is
launched,  and guess who's in
the cockpit?! Trigger linger at
the ready T h e  bat t le is on!
As you'd expect, t he purpose

of your miss ion is s imply  to
blast the ever-persistent
waves of incoming nasties.
They arrive on screen f rom all
angles before l ining up in for-
mat ion and invariably  swoop-
ing menac ingly  towards  you.
You can move the vessel to all
areas of the playfi eld but  can
only  shoot upwards .  I f  you fail
to avoid collis ion wit h an alien
y our energy level, denoted by
a bar at the base of the
screen, is  cons iderably  re-
duced. I f  you run out  of  ener-
gy altogether you lose a life,
but  fortunately  there are two
held in reserve. This  'double

a series ot indiv idual screens
and the objective on each is
s imply  to work  out  the best
(and usually  the only) way  to
negot iate the obstacles wit h a
combinat ion of  waddles.
bounds  and jumps .  The
hazards require a pixel-perfect
j ump ing  ability ,  an accurate
sense of  t iming and in part icu-
lar a good measure of persev-
erance. There's  a t ime limit  on
each screen so you have to be
quick  too, alt hough you can
freeze the act ion if  you want  to
take a break. Some of  the
ideas are quite original but  the

•
•

•

buffered" lives technique adds
a great deal to the plavabilit v
rat ing of Speedzone.
The graphics are quite well

done. alt hough they could be
a lot better.  The background
consists of a fairly s imple
scrolling starscape and a
small topical symbol.  whic h
changes af ter each stage. On
the fi rst level it 's a planet  (or a
Pancake?) and subsequent
symbols  inc lude a "Dr. Who'
Police Box and a Satellite. The
design of  aliens and the Star-
fire ship is rather a v isual dis-
appointment .  especially when

compared wit h screen shots of
the Speetrash version on the
inlay. I t 's a pity  that  program-
mers  of  8-bit  conversions al-
ways seem to ignore the Atar-
i's superior capabilit ies.
Sound effects aren't  exactly
overfl owing in abundance but
at least  they're of a reasonable
quality .
If you're look ing for another

good shoot 'em up to add to
y our collect ion. SPEED ZONE
should be high on the list  of
possibilit ies. Minor  gripes
aside, t his  is one of Mastert ro-
nic's better efforts,

WINTER WALLY
problems are easily solved by
t rial arid error - especially
since an undocumented fea-
ture allows you to Select (hint )
the s tart ing level f rom the t it le
page. At fi rst  the game seems
quite addict ive but  the big dis-
appoint ment  comes when you
complete the nint h screen and
s imply  get t ransported
st raight  back to the beginning
again. There's  no endgame
sequence and no increase in
diffi culty  on the second cycle -
so no incent ive to play again.
The aut hor of Winter Wally  -

Steve Mac ilwee - was also re-
sponsible for Monkey Magic, a
game reviewed in the last
issue and also published by
Alternat ive Software. Both
products  share the common
characteris t ic  of  being good
ideas that appear to have suf-
fered t hrough a rushed im-
plementat ion.  As far as the
graphics are concerned. Win-
ter Wally  isn't  exactly a mas-

terpicce of  visual engineering
but  its c lear and colourful
screen designs are no worse
than dozens of other budget
games I could ment ion.  The
sound. likewise,  is  basic but
adequate.
It's a shame that  Winter

Wally  wasn't  developed into a
comprehensive plat form game.
As it  stands, the game wil l
only  appeal to those players
who don't  expect to progress
beyond the nint h screen for a
long while to come. I f  you're
the sort of  person who can
solve Bount y  Bob Strikes Back
wit hout  resort ing to cheat
codes. I 'm af raid this  one's not
going to challenge you at  all.

Title: W I N T E R  WALLY
Publisher' Alternative
Price: E 1 . 9 9  cassette
Players: 1
Loading:  5 '  10 '

Rev iewed by Paul Rixon
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THE SPACE ADVEN-
TURE is one of  a new

series of  games f rom Hi Tee
based on famous Hanna-Bar-
bera cartoon characters.  Wit h
original 8-bit  material in such
short  supply.  Hi Tee deserve a
lot of  apprec iat ion for their
c ont inuing Atari support .
The space adventure begins

when Ruf f  and Reddy agree to
test Professor Flipnoodles
Pocket Rocket. At  blast  off
something goes terribly  wrong
and the rocket  spins wildly
out  of control,  eventually
c rash-landing on a dis tant
planet. inhabit ed by small blue
aliens called 'Lilli-Punies '.

Title: R U F F  AND REDDY
Publisher: Hi Tea
Price: £ 2 . 9 9  cassette
Players: 1
Loading:  1430"

Reviewed by Paul Rixon

These t urn out  to be any thing
but  f riendly  and tell Ruf f  that
he won't  see Reddy again un-
less he can rescue all the UM-
Punies who've gone astray
whils t  exploring their planet.
Wit hout  muc h of  a choice.
Ruf f  embarks on the hazar-
dous search to help free his
friend.
The game is a mult i-sc reen

arcade adventure set over four
areas of  the alien planet.  Each
level inc ludes  puzzles to solve
and vary ing amounts  of aliens
to collect. There are also
bonus  objects to watch out  for
but  the important  t hing is to
fi nd all the Li111-Punies before
the count -down t imer hits
zero, Nat urally  there are plen-
iN of  obstacles too and you
need to fi gure out  a way  of
negot iat ing these wit hout
mak ing contact. You only  have
three lives in reserve and
when these are gone, you're
forced to re-start  f rom the very
beginning.  The fi rst level is

u
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A not her  in the series of
Red Rat  Sof tware re-
releases f rom Byte

Back. This  part icular one was
due to be called Death Racers
but  At lant is  Sof tware pipped
Red Rat  to the post wit h a
s imilarly  t it led package. so it
had to be re-named.
MAD JAX is described on the

cassette inlay  as an 'adrena-
line pumping.  heart  stopping.
hard driv ing,  baddie s tomping
shoot-em-up'.  but  don't  get
too excited or you could be in
for a disappointment .  The
story explains that  the earth

42 I s s u e  49 • New Atari User

has fi nally  succumbed to
man's  destruct ive infl uence
and the remaining humans
have been forced to set up
domed cit ies to escape the
s urrounding radiat ion.  These
are now being attacked by a
mysterious aggressor and
you've been asked to go and
put  a stop to the nonsense.
The game could be described

as a horizontal version of  Spy
Hunt er - your objective is to
steer a vehic le through a con-
stant ly  scrolling landscape
whils t  avoiding or eliminat ing
the inevitable motor maniacs
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reasonably easy after a bit  of
experimentat ion but  the sub-
sequent stages become in-
creasingly more complex.
Although the graphics are

generally  very good. they're
not  a patch on the Crummy -
dore screen shots shown on
the cassette inlay  - as we all
know,  there can be no expla-
nat ion for this  other than a
lack of  programming effort. On
the plus side. the joyst ick re-
sponse is excellent and page
fl ipping between screens is
very fast - as of  course it
should be! it 's  also %Try

pleasant to encounter some
mus ic  and sound effects of  the
high s tandard that  has been
sadly lack ing f rom many  re-
cent budget  offerings.
Ruf f  and Reddy is a hugely

addictive, f un and well imple-
mented arcade adventure of
the sort  that  hasn't  been seen
for far too long. Next  issue.
we' ll take a look at another
release in the series. Yogi's
Great Escape. Keep an eve
open for Hong Kong Phooey
and Atom Ant  - both are said
to be coming soon for your
Atari.

MAD JAX
you int-et en route.  Unf ort un-
ately. in addit ion to t ravelling
at the speed of  a learner com-
bine harvester driver on a par-
t icularly  icy day, your vehicle
has the considerable disability
of a fuel consumpt ion to
match - and that 's assuming a
very leaky fuel tank! It 's there-
fore v itally  important  to keep
an eye open for extra supplies
and to be especially careful
not  to mis takenly  destroy
them. Addit ional lives and
weapons can be obtained
s imilarly  by driv ing over the
corresponding symbols. At
fi rst you're armed wit h a s lug-
gish f ront -fac ing cannon but  it
can later be upgraded to pro-
vide rapid-fi re in two direc-
tions.
Towards  the end of  each

stage the vehicle enters a twis-
ty 'city' section where the aim
Is to dodge a series of moving
barriers  - there are no adver-
saries here but  no fuel sup-
plies either,  so if  you forget to

1111 up in advance then you're
heading for disaster! Succeed
In reaching the base at the
end of  a stage and you move
onto another where the nas-
ties become a lit t le more
vicious. The scenery. however,
remains  almost  ident ical - the
graphics and sound in general
leave considerable scope for
improvement .
Mad dax is by no means a

bad game but  it 's not as
appealing as some of Red
Rat's bet ter known releases. I t
starts off rather s lowly but
gets more interes t ing in the
higher levels, so perseverance
is the key to get t ing your
money's wort h of  enjoyment.

Title: M A D  JAX
Publisher. Byte Back
Price: £ 2 . 9 9  cassette
Players: 1
Loading: 15'30"

Reviewed by Paul Rixon



A COMPLETE SERVICE IN COMPUTERS SOFTWARE

GAMES

TOP 10 DISKS TOP 10 BUDGET
CASSETTES

ADVENTURESTRATEGY

Designers Pencil

Cass. Disk

Kick Off

Cass. Disk
Kick-Oft 7.95 11.95 Flight Simulator

Yogi & The Greed Monster.. 2.99

14.95
Smash Hits 1 - 4 & ,eachl

Blinky's Scary School
Joe Blade II
Yogi's Great Escape
Head Over Heels  2

6.99 Flight Sim. Scenery Disks

7.95 Sidewinder II

Living Daylights 2.99 4.99 Nos 1-7 each

2.99

9.95
Spy vs Spy Arctic Antics
Spy vs Spy Trilogy

Polar Pierre  Mr Robot
Beta Lyrae
Boulderdash 2 . . . . . . .

2.99
7.95
4.99
4.99
4.99
2 99

3,99
9.95
6.99
6.99
6.99
6.99

Ouestron
Field of Fire
Hollywood Hilinx
Jinxter
Time & Magik
Lurking Horror
ingrld's Back

11.95

11.95

9.95
7.95
9.95
9.95

11.95
11.95
11.95Arkanoid

Black Lamp

9.95 Knight Ore 11.95 11.95
Trailblazer

Bop 'n Wrestle

9.95 Cloak ot Death 2.99
Solo Hight 7.95 Gunslinger 9.95
Spyhunter 6.99 Eternal Dagger 14.95
Rescue on Fractulas 6.99 Theatre Europe 11.95
Ballblazer 6.99 Carner Force 16.95
Rampage ........................... 6.99 Panzer Grenadier 16.95
Platform Perfection 4 99 16.95
Spindizzy 2.99 6.99 Warship . . . . . . .  ....... ......... 19.95
Touchdown Football 6.99 Vietnam 9.95
Spitfire 40

DraconuS  Brian Clough's Football Fort,
Pooyan
European Super Soccer
Hard Hal Mac

2.99

695
4.99

6.99
6.99
4.99

12.95
4.99
4.99
4.99

Conflict in Vietnam ......... .....
Crusade in Europe
Decision in the Desert
Colossus Chess 4
Kennedy Approach
Hawkqueet
Cutthroats
Zork 1

11.95

11.95
7.95
8.95
9.95

14.95
9.95

14.95
11.95
12.95
18.95

9.95
9.95

New York City 4.99 The Count 4.99
Crumbles Crisis 4.99 Pirate Adventure 4.99
Freaky Factory 4.99 Scapeghost 12.95 12.95
Starquake . . . . . . . . . . . . . 4.99 Silicon Dreams 7.95 9.95
Preppie 2 4.99 Jewels of Darkness 7.95 9.95
Laser Hawk 4.09 Rebel Charge 19.95
Colossus Chess 3 4.99 Super Huey 9.95 11.95
Sidewinder 4 99 Lancelot 11.95
Joe and the Nuclear Caverns 4.99 Sargon I I I  Chess 8.99
Nuclear Nick 4.99 Gettysburg . . . . . . . .  ..... ....... 19.95
Knockout Boxing 4.99 Knights e l the Desert 9.95
Sunstar 2.99 Nato Commander 9.95
Cuthbert Goes Walkabout 2.99 U.S.A.A.F. 14.95
Mig Alley Ace . . . . . . . . . . 7.95 9.95 Colonial Conquest 16.95
Winter Events 9.95 u
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Night Mission Pinball 6.99
Jump Jet 6.99
International karate 6.99 Disk
Pitstop II 6.99 Mini Office I I  ............ 14 95
Montezuma's Revenge 4.99 Atari Writer Plus 29.95
Atari Compilation 4.99 Planetarium 16.95
15 games - Star Raiders. Tennis etc), Cut •n' Paste 9.95
Gauntiel + Deeper Dungeons 9 . 9 5 Visicalc . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9.95

XL/XE CARTRIDGES
Missile Command 7.95 David's Midnight Magic ......... 7.95
Star Raiders 7.95 Archon r „  „ 7.95
Galasian 4.99 Rescue on Fractulas 7.95
American Football 7.95 Moon Patrol 7.95
Tenn is 7.95 Robotron 2084 7.95
Food Fight 4.99 7.95
Donkey Kong 7.95 7.95
Pole Position 7.95 River Raid . . . . . .  ........ ....... 7.95
Ms. Pacman 9.95 Mega Mania 7.95
Star Raiders I I 9.95 Dreadnaught Factor . . . . 7.95
Loderunner 7.95 Designers Pencil ....... ....,.. 4.99
Barnyard Blaster (Lightguni 7.95 Rally Speedway 7.95
One on One Basketball 7.95 Eastern front 1941 7.95Battlezone 1.95 Skywriter 4.99

Dix 7.95

TOP 10 ROMSTOP 10 DISKS TOP 10 BUDGET
CASSETTES

F-15 Strike Eagle Designers Pencil 4.9914.95
Kick Off Pacman 7.95 Space Rider Jet Pack Co.- 2.99

Archon 7.95 Yogi & The Greed Monster.. 2.99
Galaxian ..........
Star Raiders
River Raid ...........

4.99
7.95
7.95

Blinky's Scary School
Joe Blade II
Yogi's Great Escape
Head Over Heels  2

2.99
2.99
2.99
2.99

Pole Position ................. 7.95 Sidewinder II 2.99
Star Raiders II 9.95 Boulderdash IV 2.99
Donkey Kong Jr. 9.95 Chuckie Egg .................. 2.99
Food Fight 4.99 Football Manager 2.99

TOP 10 CASSETTES TOP 10 DISKS

F-15 Strike Eagle Sold Out Flight Simulator II 14.95
Kick Off 7.95 Silent Service 9,95
Hawkquest 7.95 Sargon III Chess 6.99
Mig Alley Ace 7.95 Draconus 6.99
Plastron 7.95 Kick Off 11,95
Time and Magic 9.95 Mini Office ll 14.95
Colossus Chess IV 7.95 Hawkquest 12.95
Spy vs. Spy Trilogy 7.95 Infiltrator 6,99
Black Lamp Sold Out Plastron 9,95
Platform Perfection 4.99 Bop 'n Wrestle 6,99

FULL RANGE OF ATARI 2600
CARTRIDGES IN STOCKSee

elt 219/221 Cannock Road, Chadsmoor, Cannock,

Telephone (0543) 466577/8/9
Staffordshire, WS11 2DD

BUDGET CASSETTES

Zeppelin
aconus

Mirax Force
World Socce•
Phantom
Zybex
Speed Ace
Las Vegas Casino
Fruit Machine
Sidewinder
fantastic Soccer
Kenny Dalglish m i i n a a . ,
Mnia Commander
Blinky's Scary School
Jocky Wilson Darts
The Living DaylightsMountain Bike  Racer
H I
-
T
e
c

Spy vs. Spy
Spy vs. Spy island Caper
Spy vs Sp y Arctic Antics
Boulderdash IV
Space Rider
Yogi & The Greed Mona'.'•
Ruff 'n' Reddy.
Yogi's Great Escape
Byte Back
Robot Knights
Jet Boot Jack .. . . . . . . . . .
Timeslip •Astrodroid . . . . . . . . . .
Speed Run
Space Lobster
Fighter Pilot
Dreadnaught
Space Wars
Planet Attack

Roulette Simulator
Cosmic Pirate
Warcopter
Screaming Wings
Exploding Wall
Little Devil

Codemasters
Fruit Machine Simulator „ .
BM  X Simula tor
Transmuter
Red Ma. . . . . . . . .  ....... ......
Grand Pnx Simulator
Advanced Pinball Simulator
KIXX
Gauntlet
Footballer of the Year
Hardball . . . . . . . . . . . . . . . . .
Hit SquadGreen Beret
Arka noid
Head Over Heels
Atlantis
Dawn Raider . .
Death Race . . . . . . . . . . . . . . .
Pro Goir
Pamir . . . .  . . . .  .
League Challenge
Pot Hole Pele
Spooky Castle
Daylight RobberyTitan
Periscope LIPEncounter
Gunfighter
Crack Up
Survivors
Cops n  Robbers
Alternative
Leapster . . . .  . . . . .
Monkey Magic
Soccer . . . . .
Castle Top

2.99
299
2.99
7.99
2.99
2.99
2.99
2.99
2.99
2.99
2 99
2.99
2.99
299
2.99

99
2.99
2,99
2 99
2 99
2.99
2.99
299

2.99
2.99
2.99

199
1.99
199

99

Who Dares Wins I I    2  99
Spindizzy 9 9
Pro Mountain Bike   2 . 9 9
Atarisoft
Speed hawk
Twilight World
Heartache
Thunderfox
Slingshot . . . . . . . . . . . . . . . . . . . . . . .
Adventuresoft
10 Little Indians   2 . 9 9
S e cre t M i S 5 . o n    2 . 9 9
Arrow of Death 1   2 . 9 9
Arrow or Death 2    2 . 9 9
Golden Voyage   2 . 9 9
Mystery Fun House   2 . 9 9
Strange Odyssey   2 . 9 9
Wizard of Alcyrz   2 . 9 9
The Time Machine   2  99
Adventureland   2  99
Circus   2  99
Escape from Pulsar 7    2  99
Perseus and Andromeda  2  99
The Count . . . . .  ............ ........... 2  99
Voodoo Castle   2  99
Waxworks   2 . 9 9
Firebird
Video Classics   2 . 9 9
Matta Matta   1  99
MicroRhythm   1 . 9 9IhruSt   1 . 9 9
Chimera   1 . 9 9
Players
Stratosphere   1 . 9 9
Tan iu m   1  99
Dizzy Dice   1  99
Bubble Trouble   1 . 9 9
Joe Wade il   2 . 9 9
Miscellaneous
Star Wars
Football Manager
Superman . . . . . . . . . . . . .
River Raid
Tapper

2.99 C h u c k l e  Egg . . . . . .
2,99 T a n k  Commander
2.99 P o g o t r o n  . . . . . . . . . . . .  .......... ..... . . . . . ,
2.99 Bo u ld e rd a sh  ............... ...........
2.99 Ekt u ld e rd a sh  I I
2.99 D a r t s

System 5  Pools
2 9  T u d  Form.9
2.99 M a s t e r t r oni c
2.99 M a st e rch e ss

Protector
Revenge
Crystal Raider

Action Biker ......... .....„,
Vegas Jackpot

1 99  K i k s t a r t
2.99 C o l o n y
2.99 F e u d
2.99 I n v a s i o n
1 .
9
9  
O
n  
C
u
e

1,99 L A M  VA
1.99 M u t a n t  Camels
1,99 M i l k  Race
2,99 F r e n e s i s
1.99 P a nt he r
2.99 S id e w in d e r  I I
1.99 D e s p a t c h  Rider
1.99 H o v e r  Bowyer
2 99 M o l e c u l e  Man
1.99 G u n  Law

Speedzone
Ninia
GnOSIbusters
Henry's House

2 99
2.99
2.99
299

99
2.99
2.99
299

9
,
9

2,91
2 99
2 99
2.99
2.99
2 99
2.99
2.99
2.99

Bomblusion

Add 50p to orders less than E 5,00. All prices correct al
time of going to press. Access or Visa orders welcome.

Please add El per ilem tor overseas
Please make Cheques or Postal Orders payable to

'MILES BETTER SOFTWARE"

2.99
2.99
2.99
2.99
2.99

2,99
2.99
2.99
2.99
2.99
2.99
1.99
2.99
2.99
2.99
1.99
2.99
2.99

1.99
2.99
2.99
1.99
2.99
1.99
1.99
1 99
1.99
1,99
1.99
2.99
2_99
199
199
19,9
1.99
2.99
1.99
1.99
1.99
1.99
2.99
2.99
2.99
1.99
2.99
1.99
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8-B1T GAMES 8-BIT GAMES „. 8-BIT GAMES

MAXWELL'S DEMON
0  n e  of the unexpected

side-effects of  the de-
c line in commerc ial

8-bit  support  is the Unproved
availabilit y  of  software that
might  have otherwise been
forgot ten in the mis ts  of t ime.
MAXWELLS DEMON and
MEMORY MANIA were re-
leased as one package by US
company  Gentry  Sof tware in
1983. bot h games hav ing pre-
v iously  appeared on the Data-
soft label.  I t 's one of several
t it les that  have recent ly  be-
come available in the UK at
great ly  reduced prices.
The concept behind Max-

well's  Demon couldn' t  be s im-
pler. I t  consists of  a blank

I
T
i
t
l
e
:

MAXWELL'S DEMO
Publisne: Gentry Software
Price: £ 4 . 9 5  disk
Players: 1
Loading N / A

Rev iewed by Paul Rixon

screen wi t h  a solid border and
a cent ral vert ical div is ion.
Bounc ing around the screen
at high speed are a number of
solid and out line circles, rep-
resent ing hydrogen and
hel ium molecules.  The pur-
pose of  the exercise is to sepa-
rate the two molecule types
into their respective halves of
the screen, by fi rst pos it ioning
and then opening a 'Demon
Gate' in the central div is ion so
that  molecules of one element
can pass t hrough to the other
side. Obviously,  you have to
be careful not  to allow the
wrong type through.  I n case
you're wondering why anyone
should want  to separate
hel ium and hydrogen mole-
cules. the answer is that  Max-
well's  Second Law says it  can
be done (although it  doesn't
say it 's easy!) and this  is your
chance to prove it. And doesn't
it  make a relax ing change
f rom zapping aliens?
Memory  Mania is based on

N
o
t  
o
n
e
,  
n
o
t  
t
w
o
.  
b
u
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FOUR GREAT GAMES
from Tynesoft. Well,

that 's  the c laim on the pack-
aging anyway - predic tably .
some of  the games t urn out  to
be greater than others!
PHANTOM is  unques t ionably

the highlight  of this compila-
t ion.  The game is set in a
series of  buildings  which are
viewed f rom overhead to reveal
a maze of  rooms and pas-
sages. As a professor of astro-
physics specialis ing in psychic
phenomena.  your miss ion is
to bat t le t hrough hoards  of
ghoulish inhabit ant s  to reach

4 4  I s s u e  49.  New Atari User

a t ransporter in the basement.
You can zap the apparit ions
wit h a blast  f rom your 'nuc lear
accelerator' but  isotope power
re-fi lls  are few and far be-
tween. Alien contact results in
the rapid increase of your
ECG rate - if  it exceeds 99 you
become a ghost yourself !  The
tendency of  nasties to sudden-
ly appear where you can't
avoid them is a t rifl e
annoy ing.  but  excellent mus ic
and graphics  compensate for
the loss in playability .
For those who'd prefer some-

thing more t radit ional.  RE-
BOUND is an original adapta-

o
o

0
CI

0

•

the popular s liding-t ile pic ture
puzzles. There are a number
of pictures stored on disk and
having selected one you can
choose the number of pieces
you'd like It broken into. Hit
the but t on and Hey Presto! -
all the bits  get thoroughly
scrambled up, leav ing you to
sort out  the muddle by man-
oeuvring the segments into
their original locat ions. I f  you
get s tuck you can call up the
completed v iew or if  it's get t ing
late (isn't it  always?) a part ial-
ly solved puzzle can be saved
to disk for cont inuat ion at  a

FOUR GREAT GAMES 3
t ion of the old VCS favourite
Tennis.  The basic idea is to
keep a ball  bounc ing back-
wards  and forwards  between
two players who are each
equipped wit h a joyst ick-oper-
ated bat .  The unique feature
of Rebound is that  the screen
is split  into two halves. giv ing
each player an end-on 3-D
perspective v iewpoint .  The
court  is bordered by humor-
ously animated spectators and
the int ro screen accompanied
by a super tune by Richard
Munns ,  whose previous work
has featured in several Red
Rat tit les.
In COUNTDOWN you're en-

rolled to help Commander Zak
dodge radioact ive part ic les as
he at tempts  to collect the
necessary tools to disarm a
deadly bomb.  At  fi rst  the task
seems a doddie but  on higher
levels there are roaming nas
ties, hidden tools and several
other distract ions.  The fourth
game. CANNIBAIS.  %vas first

later date.
Both Max wells  Demon and

Memory  Mania use high re-
solut ion graphics  and the
technique k nown as 'art ifact-
ing' to achieve extra colour.
This  t rick  isn't  too successful
on the Brit ish PAL TV system
and the result  is a st ripy
black -and-whit e display, but  it
doesn't really  detract  f rom
gameplay.  Both games are ex-
t remely  s t raight forward.  but
In terms of addict iveness and
las t ing appeal they have got to
be recommended.  Mind you
don't  get hooked!

released in 1983 by Binning-
ham-based Calis to Compu-
ters. I t 's a ladders and levels
game s imilar to Broderbund's
Apple Panic, whic h was re-
cent ly c loned by At lant is .  Your
job is to guide 'Arthur'  around
the plat forms.  dig holes to
t rap the purs uing nasties and
wait  in readiness to whack
t hem over the head wit h a
shovel. Despite the game's
age. the graphics are surpris -
ingly good!
Four Great Games? Well,  not

quite.  but  certainly  a great
value-for-money  package at
under a pound for each t it le.  I f
you don' t  have Phantom or
Rebound.  this  compilat ion is a
must !

Title F O U R  GREAT GAMES 3
I
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Price: E 3 • 9 9  cassette
Pla ye r s : 1 / 2
I oadina: 11'45" (max)

Rev iewed by Paul Rixon



contact contact contact contact

FOR SALE
MAGS & BITS: PAGES re a p  3 to
20 and 22 to 35, Atari User loot
STj Vo l l  No. 4  to Vol. 4  No. 7  1 2
per vol.'. Parallel interface. 8-bit
Atari to printer. Reasonable offers.
Phone Stoke-On-Trent 0782
3 1 2
,
6 6 2XL SYSTEM: Atari 803XL. XC12
and Phonemark recorders, 1 joys-
tick. 140+ games. cast  and cart
MagS Se ll for £100. Write 25 Phi-
lp  Road, Kendray, Barnsley. S
Yorkshire 570 3HR

800XL: Atari 800XL with 1010 data
recorder. 2  loystIcks (one Quick-
shot), various magazines, E280
worth of games. W6  sell for E140.
Buyer collects or splits postage!
contact Nick (0786) 832209 atter 6

1029 PRINTER: Atari 1029 printer
plus 10 Pnnt and Printers Delight,
1.65. Tel. John on 021 745 2256
evenings

XL SYSTEM: 800XL computer
with XC12 dale recorder, 1050
disk drive_ over E150 worth of
games (disk and cassette) plus
venous magazines (New Atari
User etc.). manuals. £220 o.n.o.
Will not split Te l. 0602 72460

130XE SYSTEM: 130XE, XF551
drive 1029 printer with 2 spare
ribbons, touch tablet, a ll leads,
manuals, boxed as new. Mini
Office II, Alanwrite ... 10 Print,
llama? Finances, Home Filing
Manager. Mastertype, Solo Feght
eret other games. £260 o.n.o. Na
splits, buy er  collec ts . Wr i te 10 R.S .
Gibson. 39. Richmond Road, West
Wimbledon, London, SW20 OPG

DISK DRIVES: I wo  1050 disk
drives. 130XE computer (some
keys not working:. 800 computer.
manuals, dust covers and over 30
boxed original disk games. Se ll for
E180 N o  spel if  poss. Buyer col-
lects. Tel. Runcorn (09281 560540

8-B1T BARGAINS: 1050 disk
drive, immaculate, Dislis.DOS
t95 CXSS plug-in keypad and
Bookkeeper Accounts disk system,
excellent, £30 Ata ri lightpen, sty-
lus, graphics ROM, manuals etc.
E25. Microsoft Basic. CIO.
Assembler and manual E10. Plus
more. Details Tel 0743 249094

BOOKS & SOFTWARE: Sound &
Graphics. 130XE Machine Code
books, E10. Rare wargarnes (cost
E35. each), Kampgrupoe. Sons of
Liberty. Battle el Shiloh etc. E20
each. Paperclip, Text Wizard. Syn-
e*, XLent word processors and
databases plus disk games. VI .
Cassettes. El .50 (engines orgy).
Details 0743 249094

800XL: Atari 800XL tRevision C
OSI. £30 inc. Phone Mike on 0302
834410

XL SYSTEM; 800XL computer.
1050 est i drive. XC12 data recor-
der. Atari Artist and Touch Tablet.
Trakball. 2  joysticks. garnes on
cassette and d isk. E200 0f1.0.
Phone 0225 331488 alter Som.
Buyer collects or pays postage.

XE SYSTEM: 85XE computer,
1050 disk drive. 1029 printer with
spare ribbon, XC12 cassette. two
joysticks educational and garnes
on many disks and cassettes All
power packs. leads books arid
manuals. Also  two 800XL comou-
ters. Will sell for E300 or will split.
Please phone (0305) Dorchester,
Dorset 852276. Ask for John,

GAMES: Compendium of 20
games and utilities. commercial ti-
tles. All formats. s o f t w a r e
including Nato Commander. Turbo
Basic and Draconus. All boxed
with instructions. E35, no splits
Phone Richard 001 570 0639 alter
Spm.

MACS ei CHIPS: Atari User maga
znes and games. 29 onoinal
games on disk plus 7 utilities, E35.
40 256k memory chips. 50p each.
20 255k SIMMS. E3 each. All
o f ro . Phone Jahn 0903 815240

BOOKS ETC.: Touch Tablet with
AlarArts1 ROM, original txis C20_
First XLent Word Processor,
Speedscript 3,1 (Mc Compute!
distil. Mini Office II. El 0 each. Pin-
ball Coestructon Set. Co/ours-
pace. Fast Steps With The Mr.
Men, E5 each. Paint. E3 Bo o ks in
mint condition • Revised Mapping
The Atari, Tech. Ref. Notes.Oper•
wing System.' Hardware Manual.
Third Book of Atari. SAMS Atari
400.800 Programmers Reference
Guide. E10 each. Tel. (0742)
581605 (evenings)

CASSETTE SYSTEM: 65XE. data
recorder, lots of magazines, EI S°
worth of games. Buyer must col-
lect. E175. Phone 804 7020 after 7
pm a sk for Gleen

HARDWARE: 130XE inc Corneu•
ter House Controller card XC12
cassetle deck £65. C o n n e c -
tion sereeparallel interface E45.
Reolay 2Bit sampling kit, E30.
Graphix AT Printer I F  E20, Maga-
zines • PAGE 6  Issues 2 - 35, Atari
Monitor 5, 6  and 8 - 21. Alan User
1 -  42. 17 early Antic mags, 76p
per magazine. Ring Kelvin 0293
776406

XE GAM ES: 19 cassettes for E40.
No spies. For full list  write to Tsoek
Yin. 16 High Street_ Grimethorpe.
Barnsley, S. Yorks. S72 7LS

800 SYSTEM: Alan 800 (48k). 410
program recorder. 850 interface.
1050 disk drive, Basic. Assembler
Editor and AlariWriter cartridges.
DOS and Microbasic disks. 2  Sun-
corn Slik Stick joysticks. many
books and magazines and odd-
ments. Offers over EIS°. Colour
Monitor 11E100i and Smith Corona
quality printer (E200) also avail.
able. Reduction tor whole pack-
age Write  to Mr E. Rice. 68 Ver•
non Drive. Stanrrere. Middx.. 1-IA7
2BT. Phone 081 427 3034.

1XE SYSTEM: Includes 130XE.
XC12 recorder, manual. adapter
and all the loads. cables etc. Offer
also includes 27 games and simu-
lations wo rt  up to E80. A l  the
equipment plus games are in ex-
cellent working order. AM for E150
Phone 051 531 6209 'evenings
only). Buyer collects (Merseyside
area) or pays for postage

30XE SYSTEM: 130XE 128k com-
puter. 1050 disk dnve. XC12 data
recorder 1027 letter quality printer
with ink, two 102Ts not working for
spares, lots of magazines. some
Alan User. PAGES from Issue 1 to
date, lots ot software on disk tape
and cartridge plus serious soft-
ware. Everything fully boxed inn
all manuals and joystick. E280
O.n.o. the lot. Phone Dean 021 472
0073 after 6f31
,
1 a n d  
a t  
w e e k
e n d s .

Must sell!

COMPLETE ATARI SYSTEM:
130XE, 1050 dise drive. 1027 letter
quality printer and XC l i  cassette.
Huge box of manuals magazines,
software inc. Mini Office, Buyer
collects (Essex). E200 f re e . Tel.
0702 616512

XE CONSOLE: Keyboard, XC12,
1010 (faulty'. 3 joysticks. lighlgun,
100-
, 
g
a
m
e
s ,
?  
m
a
n
u
a
l
s
.  
l
o
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d
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f

mega 'sects. catalogs, all bored,
all original, adventure maps,
Assembler Editor worth E400.
Sell for E170. Buyer calseele Tel.
(0256)477748 (Simon)

VARIOUS: Mercenary Second
City Alternate Reality. Music Con-
struction, Mapping True Atari E5
each. Pawn. Zork I  E7.50 each
M011. Atari Writer Plus. EIO each.
Magazines in  binders, 6 at E4
each. Pius books, ROMS. C lan-
guage. Swap 'or Hitch-Hikers.
Buyer collects or pays postage

0933 755462 evenings.'
we

XL SYSTEM: 800XL computer, 2
XO1 1 data recorders. 1020 printer
plotter. 2 joysticks. 50 games and
all the necessary leads. E120. C
Carton, 9 . The Ftridgeway. Hamm.
Hens. Tel 0462 435225

1029 PRINTER; Programmable.
dot mains printer for Alan 8-bit
machines. Excellent condition, es-
cludee manual, spare ribbon and
original packaging. £75 0 no . (In-
cludes postage). Tel. Alan on
(0269i 593935 alter 6 pm.

COMPLETE SYSTEM: Atari 000
plus cassette, 800XL plus 1050
disk drive plus cassette. paddles.
joystick, Technical Relerence
Notes. De Re Alan, 2 Compute!
books, tape and d isk software,
magazines. E295 o n e . May split.
Read rug (0734) 426319 evenings.

XL SYSTEM: 800X1, 1050 d isk
Olive and Phonemara and 1010
data recorders. Lots of games on
disk and tape plus joysticks, leads,
manuals, diSk box and many
issues of Atari User and PAGE 6
Very good condition. £150 O.n.o.
Phone Graham on 10543)67120e
after 6 ple.

XL SYSTEM: 800XL, 1050 disk
drive. Atari and Competition Pro
loyslicks. d isks. Jewels of Dark-
ness. Trivial Pursuit etc. ROMS:
Rally Speedway. Pacman etc. All
V.G.C. E70 o.n.o. Phone Steve
0243 373695

MAGAZINES: Geda home wanted
tor PAGE 6  Nos 1 -  43 and Atari
User Voi I  No . 1 to  Vol 3  No. 3
with binders. All free to first one
who collects Ring 061 4.832490

XE SYSTEM; 65XE, XC12 fitted
wth Rambo. £350 worth of soft-
ware, 3 joysticks. trackball. 1020
printer, magazines and some
spares Everything boxed. E160.
Mr D  Woods, 24, Beagleewood
Roaa. Pernbury, Kent. I N2  4HX.
Phone 089992824708 levenlogS4

ATARI SYSTEMS: 800XL, 65XE.
XF551 d isk drive, 2  XC12 recor-
ders, over £400 worth of software
includes leads, manuals and
ROMs Al l  for e195 o.n.o, for quick
sale. No  spies. Phone 0659 40269
evenings and weekends. Buyer
collects Or pays postage.

XL SYSTEM: 800XL with Control-
ler card. 1050 disk drive. 1029
printer cassette deck, touch tablet.
E4.000+ software inc. business
and utilities, spare disks etc. As in
superb condition To o  much to list .
E350 o.v n o . Will split. Phone
John 0354 54018

F-15 STRIKE EAGLE: F-15 Strike
Eagle simulator, XL;XE cassette
complete with manual. Duplicate
gin, never used E5  50. Phone
0782 516200

ST SYSTEM: 520STEM with DiS
disk drive, mouse and mat. joys-
tick, dust cover, masses of soft-
ware inc games, word processors,
databases, RPG's etc. in lo cke t *
box, all manuals, everything in im-
maculate condition, E285 Ring
IEast Grinstead) 0342 327072

MAGAZINES: PAGE 6 Nos 7 ,  10,
12 - 23, 29 - 36  Monitor Nos. 6 ,8
- la : Atari User first 20 issues. Tel
0272 620640

ST SYSTEM: 520ST computer
arid M u se  with Panasonic KX.
3131 daisy wheel printer. Cumana
Second drive. SAGE Accountant
business program (woelh E100). 17
fully boxed games. A l  in immacu-
late condition Otters E375 o.n.o.
Tel. Cannock (0543) 505644

XE SYSTEM: 65XE pack with
XC12 dalacorder. 2  toysticks. E60
worth of games and loads of (old)
maga £65. Tel. 0666 503712

XL SYSTEM: 800XL. 1050 dish
drive, 1027 printer, a ll boxed Vise
calc. joystick. 4  ROM games,
various disks, books etc E175,
Tel. Steve James on 051 334 5552
after 6 pm.

XE COMPUTER: 65XE with XC12
datacorder and two joysticks. Over
E100 worth of games. In excellent
conditron with original boxes.
Offers around E100 please. Ring
Northampton 10604) 862181 o r
write to Tom Dickerson. 61. Stoke
Road. Ashton, Nonhants NN7  2JN

MAGAZINES: PAGE 6 No. 2 (Feb
831. Antic Vol. 4  No. 2 Wun 85) -
Offers/ Atari Trakball - E7. First
XLent Word Processor E1 5 .
Pnces inc. P&P Wi l e  to Paul. 17.
Spring Road. Clifton, Sherlord,
Beds. SG17 5RE

1029 PRINTER: Boxed, complete
with all cables, manual. original
free software tAtanwriter on d isk
and screen dump) extra software
written by me, five spare ribbons
AtanWriter manual printed out. Er
cellent condition, E50. Phone 0295
721408

XE SYSTEM: 130XE. 1050 arse
drive. XC12 tape deck_ software or:
disk, tape and ROM. few copies of
New Atari User. loystick_ Quick
sale needed. E199 o  n o . Buyer
collects or pays postage. Phone
Wolverhampton (09021 745752

XL SYSTEM: 800XL. 1050 drive.
850 interlace, 1010 recorder. loys-
ticks etc PAGE 5  Issue disks from
23 to dale. Mini Office II and many
commercial and PD disks and cas-
settes, too many lo  list, a ll with
supporting instructions. E299 o.n.o.
Will deliver in Southern England.
Ring 0903 776942 abler 6.30 pm.
iSussex

XL SYSTEM: 800XL with XF55
1disk drive. TAC 2 joystick. XC12
tape deck plus 80 good games on
tape and disk. 30 magazines and
loads of listings on d isk Worth
E500 Bargain at E220. Will sp lit
Phone Paul an 10734) 861302

ST SYSTEM: 1040STFM 1Mb
RAM, 1Mb del,. modulator. menu-
alS, mouse. lo yst iss. E300 worth
of software, word processors
DIP. graphics games, magazines.
Excellent. E320 everything 9  pin
printer extra. Tel 081 777 2673

XE SYSTEM : 130XE, 1050 disk
drive wrth Archiver chip and joys
tick, a l
,  
b o
x e
d  
A
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o .  
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and Sa w  B cartridge. E210 o.n.o.
Taritalk, E10. Phone 051 648 4926
(Merseyside)

XE SYSTEM: 130XE and 810 disk
drive and software etc. E150 o n o
800XL (not working) plus 1010 and
tapes £40 . Tel 081 518 4485
(Ilford. Lordont

DISK DRIVE: Anyone interested in
an Atari SF354 dnve (for ST. no
manual), it  doesn't work on my XL
Will swap tor 1050 Cave and I  will
add £20 but you can buy it  lor E20
Write to Arnold Boreserna, Wthe-
naheerd 366, 9736 ND. Grcning
en. Holland

MAGAZINES; ST Wert° iformerle
SI User
.
' 
m a
g s  
f o
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set from Issue 1 to  Issue 36. All
'nags in  melt condition. Any otters?
Tel. John on Barnsley 10226/
767685. evenings please.

WANTED
1029 PRINTER GUIDE: Owners
guide for 1029 wanted. Phone
Alan, Northampton 106041 710268
anytime

CASSETTE: XC12 data cassette,
must be in perfect order and clean
Please ring 0752 709201 evenings

MORE OVERLEAF le
-

FOR SALE WANTED P E N  PALS ADVICE HELP
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AMAZING
M A Z E S  revisited

N S E W N W N E S W S E U D

1 S T O N E 1 3 5 3 4 2 1 3 2

2 R O P E 2 2 3 4 5

3 K E Y 2 3 5 1

4 B O T T L E
3 3 1 2 1

5 S W O R D 3 4

We forgot to include the diagrams which should
have accompanied John Sweeny's article in the last
issue, so here they are.

N u r e

Sorry about that, John, and our apologies to att those who may have been confused.

Figure 2

WANTED
DISK DRIVE: 1050 with Transdish
IV and DOS 2.5 for £30 (I  am a  kid
getting £5 a week). For more detail
phone 0702 75201 and ask for
Y asse
,
AMATEUR RADIO: Can anyone
supply a  'Packet program lor the
GC/6SX terminal I  N C  Please
ring Harry on 0787 473136

DTP WANTED: Printshop plus
Companion. Page Marshall or
Newstabon preferred. PhOne Or
write Ken Law. 3. Guithavon Val-
ley, Witham. Essex

DISK DRIVE: 1050 disk dnve,
must be in good conddion with
leads and manuals Will pay C60
I max1 and postal expenses. Phone
Richard on Eire 109021 78679
(evenings) or write to 26 AtitUrn
Heights Athlone. Co. Westmeath,
Eire

GERMAN LANGUAGE: Please
url anyone help me? I am a

GCSE student studying German
and urgently need to get hold Of
the 'Conversational German Lan-
guage program produced by
I ongman or any other equivalent
German LANGUAGE programs
Mid accompanying literature suit-
able for the 65XE. lva ll pay a lair
price. Phone 0782 516200

4 6  I s s u e  •49 • N e w Atori User

XL WANTED: 803XL with cassette
recorder I  am disabled and look
forward to spending many happy
hours with same. I have a games
system. Reasonable pnce please.
Phone 07683 51861 or write to
Jean Circuit, 12 Belgravia, Long
Marton Road, Appleby, Cumbria
CA16 6X2

DISK DRIVE: 1050 wanted in
good * Wang order with manuals
and leads. Will pay up to £50. 'Mite
to Simon Pennington, Shan Gri-La,
Green Lane. Barrow upon Hum-
ber, S. Humberside 13.N19 78P

CIRCUIT DIAGRAMS: Circuit dia-
grams wanted tor 810 disk drive
for aid in fault diagnosis. M o ld  be
most grateful and prepared to pay,
Col KR . Bell, 43 SON DET. Oper-
ation Granby, BFPO 641

ATARIWRITER: On ROM wanted
Tel Ba sil 0348 873480

SOFTWARE; Ettorl software wan-
led S e a  Dragon. Ultima 1, De-
Luxe Invaders. Choplifier, Bandits.
Must be in good condition and in
Decimal packaging Goad prices
paid tor each. Tel. Stuart on 103581
42744

DISK DRIVE: Suitable tor use with
800X1. Preferably W. Mids. area.
All reasonable prices considered,
Tel Wolverhampton 109021
735160 ask tor Mark

PENPALS/HELP

TRI-LINGUAL PENPAL: I  would
like to hear from army 8-bil Or ST
user in the world who can write in
Spanish or Italian [English too of
oourse1). So c'mon boys and girls
start writing! All letters answered.
Contact Carios D'Ercole, 14, Gass
Street. Whyalla Norrie, 5608,
South Australia

USER GROUP: I  have started a
user group for cassette users.
you are interested then please
send a sell addressed envelope to
Leeds Cassette Users Group. 14
Hokin Hill Avenue, Leeds, LS8
2PP

XL1 E PENPALS: I  have a 65XE.
1050 drive arid XCl2  tape deck. I
have 204 cassette garnets and lots
0  games and programs an disk
and would like to swap hints,
games etc. Write 10 John Cooper.
210, Langer Lane. Chesterfield,
Derbyshire

AUSTRALIAN PENPAL: 24 year
old user seeks UK & US Alan 8-bit
penpals with drive for chat, swap
etc. Interests - Atari. Guitar, Dr,
Who. Adam Ant. Electronics. Write
to John Slecyk, 51 MaySiOn Street.
East Hawthorn. Vic. 3123. Au-
stralia

PENPAL: I'm a 12 year old 600XL.
800XL and tape user. I would like
to swap halts. tips etc. Anyone in-
terested write to John HubbOck, 36
Conifer Close. Walton, Lwerpocl,
L9 1JW

XLXE PENPALS: I have two
800XLs lone with 256k). a 1050
drive with US Doubler and a 1029
printer. For the games player I
have loads and loads 01 hints, tips
and maps and for the more serious
user I have loadsa ufilitieS (WsPet
batty for disk drives with up-
grades), I  have my own upgraded
version al the superb Digital Editor,
it works better than the original
Contact Daniel Nye, 22. Winches-
ter Road, Bury Si. Edmunds. Sut-
tolk IP33 30T. Tel. 0284 760658

SUSPECT: Clues wanted for In
focom s Suspect I have plenty of
evidence but can't convince the
detective' Please panted CWe
Moon. 7  Orchard Avenue, Lancing
West Sussex. BN15 9E A

CONTACTS WANTED: I  have ar,
800XL and 1050 drive and would
like to hear from anyone interested
is swapping hints, tips. ideas etc
All letters answered. Write 10
James Schofield. 21 Dulverton
Gardens, Cottingley, Leeds LS11
OLF

HELPtINE: Still going strong
Drop me a line anytime. Now will
newsletter. I re  leads of fips.
Cheats and maps Let's all do our
bit to keep the XL'XE airve, Write
to 138, Townsfield Road, Westh-
oughion, BL5 2NT Te l. 840725
ask for Dean

PENPALS: I  have an 800X1, 1050
drives plus 1029 printer. I  would
like to hear from anyone interested
in swapping hints, tips etc. All let-
ters answered. Write to Ray
Robertson, 19, Littlebury Green.
Basildon, Essex, England. SS13
:PA

CONTACT is FREE of  charge and m ay be used by
any genuine Atar i  enthusiast for  contacting other
owners. Any  notice m ay be included except those
offer ing software only for  sale or  exchange or  those
offering i tem s for  sale commercial ly.  The  E di tor
reserves the  r i ght t o  om i t  any noti ce received a t
hi
s   
d
i
s
c
r
e
s
i
o
n
.

Send your  CONTACT notice to CONTACT.  PAGE 6,
P.O. Box 54,  Stafford.  ST16 11111, Please write your
notice on a separate sheet of  paper, not  as par t of
a letter ,

FOR SALE WANTED P E N  PALS ADVICE HELP
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SERIOUS
SOFTWARE

DISK
ONLY

ATARI WRITER PLUS
Perhaps one of the MeS1 well known word processors
for the Atari, this disk version comes complele with a
built in spell checker and will also access the extra
memory of the 130XE, Provides Kt/ column editing.
prints in multiple columns. accesses the International
character set and much more. There is a custom
Printer Driver creator enabling any printer to be used
fully. Atariwriter Plus is a very powerful word pro-
cessor combining virtually every feature you could
require with ease of use.

Original Price .129.95
OUR PRICE E9.95

DISK
ONLY

PRINT SHOP GRAPHICS
The official PRINT SHOP Graphics Library compris-
es three separate disks each with 120 graphics and a
printed out reference guide of the new icons. Disk 1
covers Holidays, Special Occasions. Sports and more,
Disk 2 includes Jobs, People, Places. Hobbies and lots
more whilst Disk 3 covers Business. Symbols. Nlythol-
ogy and others. These are all top quality graphics in
the origina l BroderbUnd Prin t  Shop packaging.

Original Pricei12.99 each
OUR PRICE E4.95 each

SPECIAL - BUY ALL THREE FOR JUST 1,95!

CASSETTES

INVITATION TO PROGRAMMING
THREE PACKAGE OFFER!
Cassette livers wishing to learn Baste programming hate
had it so easy! • lonmide  the fine programming hookii we hose
available, we are now a bk  to offer the lull three part ins nation
lo  Programming series comprising E INE  clisWEICS and two
workbooks. the se r
i
e s o m e n ,  
F u n d a m
e n t a k ,  
W r i t
i n g  
' V
o n
t

Own Programs and an int motto:Mon to Sound and Graphics.
With these actual. o n
-
s c r e e n .  
e N a m p h ,  
y o u r  
p r o g r
a m m i n
g

books win come Wise arid ynia •Aillt hie writing 'tour own
p ro g ram% in  n u  ti ttle .  S tan  t to  p ro g ram  n o w al  o u r h arg ai n
price!

Original Price £32.97
OUR PRICE E5.00

TELELINK
The simplest to um.! comma package ever available,
Just plug it in and go! Telelink is a bask, no frills,
communicailons program that will have you up and
running in no time, Ideal for simple access of your
local Bulletin Board or for access to the major Inter-
national Information Services. Optional dump of but%
kr  to a prinier. The most basic of facilities but the
simplest and quickesi to use comma program avail-
able.

Original Price .114.95ROMCARTRIDGE O U R  PRICE MOO

This issue we have managed to discover some more software that will
enable you to use your XLIXE for more serious applications. There are
a number of word processors for you to choose from, in fact word
processors from the most simple to the most complex - the choice is
yours. Also there are a couple of good comms packages for either the
beginner or more advanced comms buff together with one or two more
educational titles. As always we are able to offer these items at
considerably less than the recommended price.

LETTER WIZARD
For those who need a little more sophistication in a
word processor. Letter Wizard gives you all of the
basic features you would expect plus mail merge,
print of selected pages, headers and footers, automatic
page numbering and a whole host more print formal.
ling sty les. Although set up for Epson compatible
printers or the NEC R023. control codes can be sent
direct to the printer. Comes with an easy to learn and
use manual plus a handy Quick Reference card.

Original Price E19.95
OUR PRICE E8.95 DISK

ONLY

LETTER WIZARD
WITH SPELL WIZARD
All the features of Letter Wizard outlined above but
complete with a 33.000 word dictionary and ihe abil-
ity to create Your own special dictionaries by adding
unrecognised words. Now your word processing can
take on a new dimension. Only limited quantities are
available with Spell Wizard so please indicate if you
will accepi Lefler Wizard only in the event of this
being sold out (difference in price will he refunded!.
Original Price129.95
OUR PRICE E9.95

• l a T T E R
W I Z A
R
I Y •

DISK
ONLY

TEXT WIZARD
If you don't need a '.try powerful word processor but
still want to use your Atari to help with producing
written documents Text Wizard could be the answer.
A simple to use and easy to learn word proceasor that
has the basic features such as search and replace,
muse and duplicate text and straightforward print
formatting including double column print out. The
print commands are set for Epson c lllll patible prin-
ters. Text Wizard will get you printing without getting
you confused.

Original Price 129.95
OUR PRICE E7.95 DISK

ONLY

TELETALK
An excellent telecommunications package that has not
been available for some time. This was one [if the first
full-featured comma packages and, in fact, sass sterl-
ing service with PAGE 6 in sending all of the ty pesel-
ting for early issues over a iniodem to the typesellers.
We can certainly vouch that this works well! All the
features you could want from a c j s  package plus a
few you might not have thought of.

Original Price £14.95
OUR PRICE E6.95 DISK

ONLY
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DISK
ONLY

TIME and MAGIK
Three of Level 9's famous adventures in one
package. This includes LORDS OF TIME,
RED MOON and THE PRICE OF MAGI K to
give you many hours of puzzle solving and
exploration of the unique worlds created by
Level 9. All these games have received lop
reviews. Now you can try them at a very
special price

Originally 1'11.95
OUR PRICE E5.95

DISK
ONLY

PAINT
An excellent painting program that was recom-
mended for children as well as adults when
released. Very easy to use with all the features
you might need from an art package together
with a very good manual that goes on to ex-
plain the relationship between art and compu-
ters. Excellent for children and of equal value
for adults. Be creative!

Original Price ,116.95
OUR PRICE E5.95

BASIC COMPILER
Compile your Basic programs into 6502 machine
code! Unlike other compilers which require a separate
run-time program the Datasoft Basic Compiler ere.
ates stand alone programs in machine code with the
added benefit of also creating assembler Ides that can
he used with other Assembler programs. Could he an
ideal way to learn Assembler, Just write a routine in
Basic. compile it and stud:t the same routine in
As,semblerl

Original Price £29.95
OUR PRICE E4.95

c o

DISK
ONLY

TAIL OF BETA LYRAE
i ju r  A-Z of Atari Software series says "The ultimate
'Scramble' clime with superb graphics and music.
This humdinger of' a horimntally  scrolling shoot 'em
up was written by Philip Price, and the music was by
Gary Gilbertson. They later went on to write the
'Alternate Reality' games." This is one of the few
original 'classics' right up there with the top arcade
games of all time. Give your eyes. ears and reactions
an unforgettable treat!

Original Price17.95
OUR PRICE E1.50 Cassette

E3.00 Disk DISK
or CASSETTE

MAN
INKS

Books for the Ata ri 8-bit computers are now becoming
very difficult to obtain with almost a ll She Computes
tides now out of print so we are m y  pleased to have
beers able to secure a supply o f  sorne of  the early British
books covering the XI , XE range. tonn't he put off hy the
low prices, we are only passing along the enormous
savings we have been able to obtain. All these books e rr
brand new and most ore shrink wrapped No you will find
them of  top quality. I f  ,ou are interested in program-
ming with your Atari almost a ll of these books will help
in some was and at these prices you can afford to
experiment!

Please note M al because of the high cost ol posting
books orders soil only be accepted i t  the £1.00

postage charge shown on our order form is included

PubliAlled price 17,05OUR PRICE OR

THE 130XE HANDBOOK
programming hook which covers not only  the  machine

mentioned in its  title  bui also the  68X E , 8 0 0 X L and
earlier models_ The  book wil l  take  you fr om  the  fi rst
steps in pr ogr am m ing up to  wr iting good, s tructured
programs. l i n t  chapter  is desoted to  the  sound capabili-
ties of the X I . IX E  wi th  details Of the sound chip itse lf
a llowing you to  create more  sounds tha n is normally
possible with Basic. E m ir  chapters cover graphics includ-
ing Display Lis t pr ogr a m m ing, r ins e r  S lk s ilr  r a p h i c s
and redefi ning characters. I  here are extensi‘e  appen-
dices covering Basic commands_ E r r or  codes. sound and
graphics references and m uch more. A n ideal companion
for  nos ice and intermedia te  programmers.

Published price V4_95OUR PRICE ENO

MICRO ENQUIRER
A lar ge  for nm t hook  tha t covers the  w or Id of micros in
a •  I  •••• ith some specifi c A ta r i  sections. The  book
contains a lot rd is b a c k g r o u n d  infor m a tion on
home cornpoting and is ideal for  t i m e  mho are recent
ennveris or  who wa nt to expand the ir  general knowledge
of computers. I t  covers a ll sorts or topics inc luding
languages, bulle tin boards. C A D ,  Data  Processing, pr in-

Ar ldic ia l intelligence and notch noire . There  are  a
few A ta r i  specifi c programs to illustrate  var ious concepts
but generally this  honk  wil l  fulfi l a  need tn  know I l i ti r t
idbiAtit h e  wor ld or  computing in ge ne r a l Large  Format
with liser  IHO pages.

EASY PROGRAMMING
FOR YOUR ATARI MICRO
This honk  we nt out o f pr im  3  t• .ars ago and we  base
been searching for  a  replacement ever since. We  are
absolutely de lighted to  hase found more  stocks of one o f
the best beginner 's  books ever published. Ov e r  ihe  past
couple of years N* hew ,er someone has phoned for  a
beginners book on pr ogr a m m ing we hese ads ised the n to
try a nd fi nd a  second hand copy o f  this book -  now you
can buy i t  once again, br and ne wt By the  end or  this
hook you' ll he  wr iting your  own programs. inc luding
those with ful l  graphics and sound. OUR PRICE E5•95

ATARI ADVENTURES
An excellent book wr itte n by adventure  expert l u n y
Bridges covering adventures in general and showing how
You can wr ite  your  own adventures on the  A ta r i. This
book has in fac t formed the  basis toe some of the
adventure listings tha t base been published in P A GE  6 .
Tony wil l  take  you thr ough examples of commercial
adventures with lots of background to a ll diffe rent types
of adventure and then show you how a l l  these ideas can
be pu t together  in your  very own adventure. Ther e  is a
playable adventure  lis ting called The  E ye of The S tar
Wa r r ior  to  show you jus t how i t a ll conies together-
EN erything you need to  know to  wr ite  your  fi rst acisen•
lure.

!Ant.

Published price £5.95OUR PRICE E1.50

WRITING STRATEGY GAMES
I f you are fed up  with simple arcade style games but are
not sure o f the maths required in wr i ting ' think ing'
games like  chess here is a hook tha t wil l  he lp you out. Tn
write games o f strategy reciaires not only a  knowledge of
programming but also of certain mathematica l and cod.
Mg techniques. This  hook is pitched a t a n intermedia te
lesel, asstiming tha t you already k now some A ta r i  Basic,
S lachine code programmers are also catered for  with
many hints  on how to m odify  the  routines-  The  lomk
covers the  programming theory be hind inte lligent games
before mov ing on to practical examples o f setting up a
tiles% board, moving pieces and play ing through-  Ther e
are sample games fnr  draughts, chess and othe r  strategy
games.

writing stratteejs
somas

oleo •

PubliFhed price £5.95OUR PRICE E1•50
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DISK OR
CASSETTE

JUGGLES RAINBOW
A fi rst computer learning experience for children
aged 3 to 6 that teaches the concepts of Arne. 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 E5.95
NOW ALSO ON DISK!

ROM
CARTRIDGE

MOON PATROL
%our beat: Sector Nine, home of the roughest, tough-
est thugs in the galaxy. You have the fittest patrol car
on the force, complete with anti-grasity jump huttons
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. Great 31)
graphics and good music add to the enjoyment of this
addictise arcade con version.

LAST FEW!Normally 112.95
OUR PRICE E6.95

JUGGLES HOUSE
Another for 3 to 6 year olds teaching the concepts of
inside, outside, upper and lower with Juggles House
and Toyshell. each game also includes a •playground•
where children can try out these new ideas for them-
sets es,

OUR PRICE E5.95
SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST L9•95

CASSETTE
ONLY

MUSIC PAINTER
An exciting educational program that helps to leach
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
get great satisfaction from being able to create their
very own music.

OUR PRICE E7.95 DISK
ONLY

AIU
DISK
ONLY

CAVERNS OF MARS
%%inner of one of the fi rst Atari programming com-
petitions, this was one of the fi rst vertical scrollers
and remains a much sought after original game.
Descend through the caverns avoiding mines and
picking up fuel. Highly playable and addl.:Ilse. only
one or two have made it to the bottom of the cavern
to discover the secret that awaits them.

LAST FEW WITHOUT BOX BUT WITH FULL
ORIGINAL MANUAL - LOWER PRICE
OUR PRICE E4.95

ROM
CARTRIDGE

MICROSOFT
BASIC II
Now you can use the industry standard Basic on your
Atari. An ideal purchase Inc owners who base learnt
to program on other machines. Includes 140 page
manual and extended features for disk drise owners.
iCams he used with cassette).

LAST FEW!Normally £19.95
OUR PRICE Ell .95

SILENT BUTLER
The all round personal finance planner that keeps
track of three bank accounts, maintains income re-
cords, reminds you of birthdays, annisersaries and
important dates and generally keeps you up to dale
on .
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r  
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DISK O U R  PRICE E6.95ONLY

TOUCH TYPING
Everyone who uses a computer needs to brush up on
their typing and now you can learn to type like a
professional typist 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 Iwo cassettes and instruction manual,

Previously i19.95.
OUR PRICE E4.95 CASSETTE

ONLY

A typing trainer based on the Space Invaders concept
in which you hone up your typing skills by blasting
falling letters. .An enjnyable may to learn that will
quickly enable y4.111 to recognise the keys without
ha% ing to look al the keyboard.

Normally 1'12.95
OUR PRICE E6.95

TYPO ATTACK """trthac

AlAlr
ROM

CARTRIDGE

HOME FILING MANAGER/PAY OFF
D I SK  O N L Y

The Home Filing Manager record keeping system that simulates index cards on
your Atari, keeps track of almost anything together with The Pay-Off Ads en.
lure • sour chance to sample an adventure in classic style. This two disk set also
includes some top class graphics demos,

SPECIAL PRICE - ONLY 17
WHEN PURCHASING ANY OTHER ITEM
A VAILABLE 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 Visicak - we only have a few copies left!

PIRATE ADVENTURE
"Yu ho ho and a bottle of runt „. ".  You'll meet up with the pirate and his daily
bird along with many strange sights In you attempt to go from your London flat
to Treasure Island. Can you recover Long John Silver's lost treasures? Happy
sailing matey. Scott Adams Graphic Adventure 62 brings you a superb Begin-
ner's level adventure complete with graphics and ideal fur all ages

Original price £19.95
OUR PRICE E7.95DISK

ONLY

THE COUNT LAST FEW!
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 welloknownTransylvanian count. Scott Adams Graphic Adventure a5 is a
Moderate level adventure ideal for those who have had a litt le experience.

Original price 149.95
OUR PRICE E7.95DISK

ONLY

VISICALC LAST FEW!
•[he world famous is icalc  spreadsheet available for your Atari. Visicale will
lake care of all of your spreadsheet requirements with all the arithmetical
ilindiOnS you could want on a spreadsheet that is 63 columns wide by 254 rows
deep. All major spreadsheet functions are supported and the program even
allows split viewing windows. Priced at iI50.95 when fi rst released!

DISK
ONLY OUR PRICE E11.95

PLANETARIUM
Fun or education? Both reall, in this fascinating look at the heavens. Over 1200
stars, KS 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 fitted

SOLD OUT
HARDBALL
American League baseball at it's very best. A highly regarded game - check out
the review in ISMIC 45 'THE best sports simulation on the Atari'.  Look over the
pitchers shoulder as he throws the ball to the waiting trio or baiter, catcher and
umpire. In HardBall you can hit, run, steal, blunt and dive, change the fielders
and do everything you can do in the real game. For one or two players.

Normally t  14.95
OUR PRICE E7.95ROM

CARTRI DG E

MACRO ASSEMBLER
flot  %Nero Assemble r w i l l  a llo w von  t o  create so u r own  machine language
games and applications live times faster than with the Assembler Editor
cartridge and it can assemble as many as 1600 symbol definitions with no limit
ion program sire. You can duplicate code. optionally assetohle code and modu-
larEse your program A Program-Text Editor is included.

Normally f19.95
DI SKONLY O U R  PRICE E7.95

VOODOO CASTLE LAST FEW!
'the Count of Monte Cristo reposes in a coffin in his musty castle, awaiting an
able assist from you to remove the curse that binds him to nonlife. Is he down
Fur the Count for good, or can you help? Gather your rabbit's looland prepare
Instep through the portal of Voodoo castle! Scott Adams Graphic Adventure itN
is a Moderate level adventure ideal for those who have had a little experience.

Original pricei19.95
OUR PRICE E7.95DISK

ONLY

STRANGE ODYSSEY
Al the galaxy's rim, there are rewards aplenty to be harvested from a long-dead
alien civiliration. Fabulous treasures adv anc ed technologies far beyond human
ken A l l  this and more awaits the brave galactic Adventurer. But will you be
ahle to recover the wealth and return home? Prepare yourself for a Strange
Odyssey! Scott Adams Graphic Adventure 66 is a Moderate level adventure.

Original price 1
.
' 1 9 . 9 5
OUR PRICE E7.95DI SK

ONLY

TIME WISE
Why not use your Atari as an electronic diary? Timewise allows you to keep
track of all your appointments and important dates on a daily, monthly or
yearly basis. Now you can dispense with your diary and let your Atari do the
work. I f  you have a printer Tiniewise allows you lo print out the information in
a variety of ways.

DISK
ONLY

Originally E22.99
OUR PRICE E7.95

PROOFREADER
Users of Atariwriter will be delighted with tills, the long lust spelling checker for
the Atariwriter cartridge! Proofreader may be loaded alongside Alariwriter 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 saved and you can look up spellings.

DISK
ONLY OUR PRICE E5.95

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 ebbs with the board's luminosity
. c y c l e ,  A s  t h e  
l i g h t
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.

ROM
CARTRI DG E

SOLD OUT
BASIC CARTRIDGE
Why would you want a Basic Cartridge when Basic is already built in to your
machine? Well some programs, especially some early public domain programs
won't run on the XIUXE but they will if  you plug in the old veNion of Bask.
Much more convenient than having to hied in the old Bask trom disk and, al
this price, worth having just as a backup.

ROMCARTRIDGE O U R  PRICE E3.95
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SUPER BREAKOUT
Breakout wa s the o rig ina l sim p le  ye t  to ta lly add ict ive  game an t i th is enhanced
version w i l l  p ro vid e  even moo re add ict ive  f u n . Severa l va ria t ions on the basic
theme a re  ava ilab le  f o r  one to  f o u r p laye rs !up  to  X on the  4010100!). N OT E tha t
this game requ ires paddle r : ontrollers.

IS arm ally 19.95
ROM _CARTRIDGE O U R  PRICE E3_95

TENNIS
Great vied *  fun either against the computer or another player, singles or doubles_ forehamio
and badderrods, driving approach shots, angled voileys, overhead smashes and tricky hobs •
lire:. are 4111 here, You control_ ,our position OM the court and where you want to hit the hall.
The electremic scoreboard die plays the results. All the actioa without the YYN no!

No rm ally 112.95
R O MCARTRIDGE O U R  PRICE E6_95

STAR RAIDERS II
Disk ve rsion  o f  th is f o llow up  t o  the greatest computer game. Yo u r  illiSAit.r1 lY t o
pilot the  hottest fi gh te r in  the ga laxy -  the L ib e rt y St a r  • t o  destroy t h e  ent ire
Zylon  M aste r Force,  Yo u r  weapons a re : Pu lse  Lasers. io n  (
.
1 . 1 1 1 1 1 1 1 N  a n d  S u r f a c e
Star Bu rst s. Wa rp  between t wo  systems, p ro tect ing  f rie n d ly hates wh ilst  d ro p -
ping St a r Bu rst s on the enemy. M o re  great act ion  in  St a r Ra iders fash ion.

Normal ly114.95
DI S K OUR PRICE E5-95

JOUST
Ihrn yo u r helmet and ho ist  y la ir lance and clim b  aboard an ost rich  in  t h is
unusual arcade game! Do  batt le  w it h  the  evil Bu zza rd  R id e rs in  deep space.
Plerodactias t o  the r ig h t  o f  you, a lien  eggs to  the le f t ,  you  must  lea rn  t o  fl y so
that yo u  wo n 't  d ie  so y ery f a r  From home. A l l  the arcade t h r il ls f o r one o r two
p l u s C r , .

Normally 112.95
R O MCARTRIDGE O U R  PRICE E6.95

BALLBLAZER
..l.nerther f ro m  L u ca sfi lm . th is top  qua lit y sp lit  screen game takes p lace in  a
games arena o f  the fu tu re . Yo u  a re  strapped in t o  it  Ro irrfo il hove rcra f t -like
vehicle tha t  skim s ove r the surface o f  the Win fi e ld  a l 50  metres pe r second. Th e
object is sim p le . just  release yo u r Plasm orh  th rough yo u r opponent 's goal. Tw o -
player shoultarrisms p lay w it h  fi rst  person perspect ive f o r bo th  p laye rs.

Normally 1 14.95
R O M  . •CARTRIDGE O U R  PRICE E6.95

STAR RAIDERS 2
The o rig in a l Sta r Ra ide rs is updated w it h  be t te r g raph ics and sound. Yo u r  Job
6 t o  d e a r each sector wh ilst  ensuring  tha t  the enemy d o  not  ove rrun  p lanets in
h e r p a r t o f t h e g a la xy.I t w i l l l a k e s k i l l i n d e cid in g w h ich secto rt o w a r p t o .
ran you  a f fo rd  t o  clea r a  sector o r w i l l  yo u  have t o  leave t o  delend a  p lane ' and
return la te r!  A  great f o llow u p  to  an a ll t ime  classic.

Normally 114.95
R O MCARTRIDGE O U R  PRICE E6.95

MIDNIGHT MAGIC
Pinba ll on  yo u r At a r i  can become fi lia lly a d d ict ive  as thousands on add icts to
the famous Pin b a ll Const ruct ion  Set w i l l  test if y. No w you  can jo in  in  the fun
with Da vid 's M id n ig h t  M ag ic,  a ll the t h r i l l  o f  the p in b a ll tab le  on yo u r screen-
There a re  fl ippers,  bumpers,  d ro p  targets and yo u  can even 'sh a ke ' the
machine. A l l  o r  the as- • . r o f  real arcade p in b a ll f o r u p  to  f o u r p layers.

ROM S O L D  OUT
CARTRI DGE

FIGHT NIGHT
Fight Nigh t  b rin g s yo u  a ll the t h r ills o f  the boxing  r in g  as you face fi ve  o f  the
roost b ru t a l fi gh te rs eve r. i t s  fi ve  separate batt les are to ta l w a r w it h  re lent less
action, The  Bo xin g  Const ruct ion  Set a llows yrm  and yo u r uppeindri t o  create
your own  perfect  boxers. select ing stamina, in te llect  and st yle . Step in to  the r in g
In p it  yo u r  perfect boxer against ih e  computer o r  another opponent. 1
,
2  p l a y e r sR O M

 CARTRI DG E  S O L D  O U T

MISSILE COMMAND

ROM
CARTRI DGE

Normally 114.95
OUR PRICE E5-95

LAST FEN!
Another o f  the a ll-t im e  elassk: arcade games tha t  has you defending cit ies f ro m
missile a t tack. Command the defence guns as enemy m issiles ra in  down f ro m
space ten a t tack yo u r cit ies. L a te r sm a ll m issiles and trouriners w ill appear
making the act ion   r e  and   f r a n t i c .  Fo r  one o r  Iwo p layers.

GALAXIAN
'Souther arcade conversion tha t  re ta ins a ll o r  the addict iveness o f  the o rig in a l

mid st ill stands as one tof the a ll t im e  classics, Bla st  the  ga lasians as they advance
in fo rm a t io n  and peel o i l  to  a t tack. Wit h  one o r  t wo  p la ye ri and 10 skil l  leve ls
you 'll he  entertained f o r  a  long t im e . Includes an easy op t ion  f o r  beginners.

R O M
C A R T R I D G E

Normally112.95
OUR PRICE E6.95

U.S. FOOTBALL
.American Footba ll is n o w a  b ig  craze in  t h is coun t ry and  you  can now p la y a t
horns'. Ou tsm art  the defence, pass w it h  amazing a ccu ra cy. ru n  w it h  speed and
agility,  make tackles, select offensive and defensive p lays and m o re . Yo u  can
take on the computer in  a  p ract ice  game o r  challenge a  f riend  t o  a drarnatk-
video bowl game o f  yo u r own in  a  packed stad ium. A l l  the t h r i l ls o f  the g rid iro n .

R O M
C A R T R I D G E

Normally 112.95
OUR PRICE E6-95

RESCUE ON FRACTALUS
Ask o ld  hands what  was one o f  the hest g ,  s  co Cr IVor !he At a r i  and a  good
proport ion o r  them w i l l  say Rescue on Fracta lus. Th is game f ro m  L u ca sfi lm  set
new standards in  c p u l e r  games comb in ing  a  space Bigh t  sim u la to r w it h  a
rescue m ission . Super,  ever changing. 3-11
, s c e n e r y  a s  
y o u  fl y  
t h r o u g h  
t h e

a i n s t o la n d o n t h e p lane ta n d re scu e st randedp ilo t s.

Normally114.95
OUR PRICE E6.95R O M

C A R T R I D G E

BATTLEZONE
Another cra ckin g  arcade conversion tha t  set new standards. Yo u  ramtmand a
lank on the bat t lefie ld  under a t tack f ro m  enemy t a n ks and fl yin g  saucers. Yo u
can manoeuvre th rough .160 degree., as the enemy a t tacks f ro m  a ll d irect ions.
Watch yo u r rada r,  t u rn  and  b last  as the enemy approaches a t  speed, i t  takes
nerves o f  steel. One p laye r,  fi ve  skil l levels,

R O M
C A R T R I D G E

SOLD OUT
LODE RUNNER
Another L
-
1 1 1 M i t r
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lia la ct ic commando deep in  enemy t e rr it o ry. 'Yo u r m ission  is t o  in fi lt ra te  a ll 75
of  the enemy's subterranean leve ls to  recove r eve ry last  p iece o f  gold. ' t
u t u  a r eequipped w it h  a  lase r d r i l l  p isto l bu t  yo u ' l l  need cunn ing,  speed and a g ilit y.

tale Runner includes a un ique ext ra  tha t  a llows you  t o  create yo u r own leve ls.

Normally 114.95
R O MCARTRIDGE O U R  PRICE E7.95

ONE ON ONE
Play basketba ll w it h  t wo  o f  Am e rica ",  top  p laye rs in  t h is great spo rts simu la t ion
which features rea list ic offensive an t i defensive moves. Fatigue facto rs. hot
streaks, a  shot clo ck,  even instan t  repay a n d  a  shat tering backboard !  L ike  the
game o f  basketball itse lf ,  One-on-One rewards you  (o r p la yin g  w it h  yo u r head
as siCli a s yo u r hands.

R O M
C A R T R I D G E

Normally114.95
OUR PRICE E6.95

DESERT FALCON
version o f  the classic Blu e  M a x tha t  fi n d s you  fl yin g  acroas the desert in d iu m .

Jones style  search ing f o r h ie rog lyph ics' hidden in  the  desert sands. Yo u  need t o
survive  long enough t o  destroy the howling  Sp h in x. Th e  longer you  su rvive  and
the f u rt h e r you  proceed, the m ore  perilous yo u r m ission  becomes. I f  you destroy
the SphinN You get t o  ga in  the bonus round  f o r  even h ighe r po in ts. Fo u r leve ls.

Normally114.95
R O MCARTRIDGE O U R  PRICE E7.95
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Name

Qty.

L A S T  F E W
Title Price Total

Price

MICROSOFT BASIC II E11.95

MIDIMASTER E24.95

VISICALC E11.95

TRANSDISK IV E19.95

MISSILE COMMAND E5.95

TARITALK

TotalSUPER BREAKOUT

PUBLIC DOMAIN
Qty. ' Title

ETC.
Prim Total

STAR RAIDERS

ISSUE 49 DISK E 2.95

E 4.95

STAR RAIDERS II DISK:

8-BIT REFERENCE GUIDE t 6.95
TURBO BASIC E 3.95

Total

TENNIS

Qty.

GAMES SOFTWARE
Tele Price lotte

Price

TAIL BETA LYRAE • CASS E1.50

MIDIMASTER E24.95

TAIL BETA LYRAE • DISK E3.00

TRANSDISK IV E19.95

TIME and MAGIK E5.95

TARITALK E19.95

SUPER BREAKOUT 0.95

MINI OFFICE ll E14.95

STAR RAIDERS E5.95

SPELL ME- Cassette E 4.95

STAR RAIDERS II DISK: E5.95

E 6.95

CAVERNS OF MARS E6.95
TENNIS E6.95
MOON PATROL E6.95
HARDBALL E7.95
DESERT FALCON E7.95
GALAXIAN E 6.95
U.S. FOOTBALL E 6.95
JOUST E 6.95
RESCUE ON FRACTULAS t 6.95
BALLBLAZER E 6.95
STAR RAIDERS 2 E 6.95

1LODE RUNNER E 7.95
ONE ON ONE E 6.95

TotalTIMEWISE

Qty.

SOFTWARE
Title Pnce Total

Price

ATARIWRITER PLUS E9.95

MIDIMASTER E24.95

BASIC COMPILER E4.95

TRANSDISK IV E19.95

INV TO PROGRAMMING E5.00

TARITALK E19.95

LETTER WIZARD E8.95

MINI OFFICE ll E14.95

LETTER WIZSPELL WIZ E9.95

SPELL ME- Cassette E 4.95

PAINT E5.95

E 6.95

PRINT SHOP GRAPHICS 1 E4.95
PRINT SHOP GRAPHICS 2 ' E4.95
PRINT SHOP GRAPHICS 3 E4.95
PRINT SHOP (ALL THREE' Ell .95
TELELINK E4.00
TELETALK E6.95
TEXT WIZARD E7.95
JUGGLES RAINBOW • DISK E5.95
JUGGLES RAINBOW E5.95
JUGGLES HOUSE E5.95
JUGGLES RAINBOW NOUSE E9.95
MUSIC PAINTER E7.95
TYPO ATTACK E6.95
TIMEWISE E 7.95
MACRO ASSEMBLER E 7.95
TOUCH TYPING E 4.95
PROOFREADER ,

E 
5
.
9
5

SILENT BUTLER E6.95
BASIC CARTRIDGE E 3.95
HOME FILING MAN I PAY OFF E1.00
PIRATE ADVENTURE , E 7.95
VOODOO CASTLE E 7.95
THE COUNT E 7.95
STRANGE ODYSSEY E 7.95,

Total

Qty.

PAGE 6 SOFTWARE
Alt on disk unless shown

Qty, I
lide Price Tolal

E5.95

MIDIMASTER E24.95

THE 130XE HANDBOOK E3.00

TRANSDISK IV E19.95

MICRO ENQUIRER 12.00

TARITALK E19.95

ATARI ADVENTURES E1.50

MINI OFFICE ll E14.95

WRITING STRATEGY GAMES E1.50

SPELL ME- Cassette E 4.95

'SPELL ME - Disk E 6.95
TotalQty.

BOOKS
life Prce Total

EASY PROGRAMMING E5.95
THE 130XE HANDBOOK E3.00
MICRO ENQUIRER 12.00
ATARI ADVENTURES E1.50
WRITING STRATEGY GAMES E1.50

TOTAL

Address

ORDER FORM
ALL I T E M S  F O R  X L / X E

TELEPHONE ORDERS 0785 213928

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 tree to copy this form if you do not wish to cut the magazine

fl I enclosecheque/P.O.f o r E

El I  authorise you to debit my credit card

O V I S A D A C C ESSEIEUROCARDLIMASTERCARD

M y cardnumberis :
D E I C E M O E LITILJEIOLE

Expiry date: o n  L 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



1STFILE
- 1
1
1
1
1
1
1
1
1
1
1
1
1
1
"
-

ras
Lots of new releases lined up by US GOLD either
already out or re/eased over the coming months on
several different labels. Two new games on a new
label from Loricels are ADVANCED DESTROYER
SIMULATOR which is set in 1940 and simulates real
WWII battles in the Med., North Sea and English
Channel with 15 different missions and PANZA KICK
BOXING, a new slant on the ever popular karate
games complete with VCR mode in which you can
play back the action. Both these on the Future label.
SHADOW DANCER is another Ninja game taken from
the Sega arcade original in which Ninja and faithful
pet dog do battle with nasty terrorists. On a slightly
more peaceful theme GAUNTLET 3 is promised soon.
Going back to the simulation theme there is CYBER-
COM III, designed by the author of Carrier Com-
mand, set in the future when a Peace-keeping com-
puter has control of all the world's weapons but goes
mad and is transformed from the Great Defender to
the Great Destroyer (sounds like Saddam Hussein!).
SUPER MONACO G.P. is another Sega conversion to
add to the ever growing number of racing games
with "unbelievably realistic scenes". But they have all
said that haven't they? Then we have WARLOCK -
THE AVENGER, a follow on from Druid, in fact you get
the original Druid game thrown in free! All the usual
fantasy themes are in this one or two player game. it
you don't like the old established fantasy worlds, how
about trying HORROR ZOMBIES FROM THE CRYPT!
Six levels, six hundred screens, pitfalls, false walls,
hidden doors and more. You can guess the theme
from the title. Looking much farther ahead keep an
eye out for LOOM from Lucas Arts, creators of Indi-
ana Jones and the Last Crusade and Zak McKraken.
This one is a fantasy adventure where you enter the
world of the Weavers, a race that weaves the fabric
of life itself. Looks interesting. A bit more down to
earth but dwelling on the violent side is NAM 1965 -
1975 a simulation of the Vietnam War from Domark.
We believe this is Domark's first foray into simula-
tions. You play the President and Commander-in-
Chief in a number of scenarios including The Tet
Offensive, Khe Sanh and one in which you choose
either President Nixon or Johnson and rewrite the
history books. This is based very much on historical
fact and covers the full 10 years of the war. Maybe
the next simulation will be the Land War in the Gulf.
Trouble is that game will have finished by the time
the disk loads up! Accolade are up and running on
their own with TEST DRIVE 11: THE DUEL and acces-
sory disks CALIFORNIA CHALLENGE, ME  SUPER-
CARS, EUROPEAN CHALLENGE and MUSCLE CARS. If
you want a driving simulation, that lot should keep
you quiet for a long time. They are out now and will
be reviewed next issue. Accolade should have also
released ELVIRA, MISTRESS OF THE DARK, at long
Song last! Let's finish off with some more Domark
stuff to look out for in the coming year. SKULL &
CROSSBONES and HYDRA are both conversions from
Atari arcade machines, the former allowing you to
swash your buckle in a 'dramatic hack s l a s h game
for two players' whilst the latter finds you as a super
government hired mailman in a world ruled by terror-
ists. You have to deliver such things as mutant virus
strains and doomsday machines! Which side did you
say were the terrorists?

1

LOOM - some
excellent
graphics in a
fantasy adven-
ture produced
by Lucas Arts

CAR-VUP -
a 48 level
platform epic
from Core
Designs

THE DUEL -
Accolade's
latest offering in
the road racing
stakes

ELVIRA - much
enhanced and
released at last
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for?". This  was the quest ion I
was asked when I told a f riend

that  I had jus t  fi t ted PC Speed to my
1040 s wm.  I explained as eruditely  as
possibly that  there was a great world of
serious sof tware out  there wit h a wealth
of PD support .  This  did lit t le to mollif y
h im unt i l  he realised that  his  ST could
work  wit h the same systems as a great
deal of  the machines  at his  place of em-
ployment .  Emulat ion entered another
man's  life!
I did not  point  out  to him that  one of the

prime reasons for obtaining the emulat or
was to be able to play  infocom games at
reasonable speed. and to enable myself
to use some of  the other interes t ing
strategy software that  seems more readi-
ly available on the IBM than the ST. To
me t hat  is good enough reason for hav ing
a PC Emulat or but,  of  course, it  does
open up a whole new world of  more

USER FRIENDLINESS
Once ins talled the ermetator is reli-

able and very compat ible

SOUND & GRAPHICS
The sound is not perfect.  aUhaugh

graphically  s lower than s tandard the
quality  of  CGA and Hercules is good

VERDICT
A wort hwhi le buy ,i1 you need occa-

s ional 113M facilit ies, bet ter value
than early  Amst rad PCs!
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serious applica-
t ions if  required.

Hav ing explained
the why  wha t
about  the how? PC
Speed is a hard-
ware conversion, as
opposed to the cre-
ditable but  painful-
ly s low PC Dit t o
uni t  I reviewed
about  eighteen
mont hs  ago which
was ent irely soft-
ware dependent.
The unit  comprises
of a c ircuit  board
and two brackets.
The fi rst of  these
brackets has to be
soldered onto the
MMU (Memory
Management  Unit )
in order for the
second s lot  and the
board to be inser-
ted. This  is not
necessarily an easy
fit and indeed my
ST's internals  are

now uncovered by heat s inks or other
metallic  parts. Fortunately  I knew some-
one quite adept at this  who fi tted it  for
me. Geis tner do offer a l in ing service for
the nervous and I believe fi t t ing is s light-
ly easier in STEs.
It took a couple of tries to make sure the

board was seated properly  and then ST
was ready to t ry its fi rst Big Blue prog-
ram.  Firs t  I had to insert  the software
that  would wake the emulat or and
change Dr. s T into MR IBM. I t  took some
t ime to set this  up the fi rst t ime since
there are many  problems in mak ing the
ST perform colour-wise and mouse-wise.
St ill the presets were adequate and the
disk drive whirred.  The r e
-
a s s u r i n g  
m e s -

sage A> Insert  DOS Disk  appeared. Well
here is another lesson to be learned as
wit h PC Speed and all other emulators  I
have met .  DOS is not  supplied.  Fort un-
ately I happened to have my own DOS
3.3 inserted it  and all was well.  The
second drive was recognised and even
the mouse was recognised, alt hough it
was far too effective and I quick ly  discon-
nected it.
The advert isements for the hardware

assure the user of  total sound compat i-
bilit y  and a Norton rat ing of about  4
whic h is almost  t rue.  I am sorry to say
that  the sound emulat ion is not  perfect
and indeed is a lit t le s low and a smidgen
tone deaf, nevertheless it  ran my prog-
rams  fault lessly. indeed speed wise it
compared very favourably  to the AM-
STRAD 1512s and 1640s  I have come
across. The screen updat ing is a lit t le
tardy  but  nothing that  cannot  be adjus-
ted to. I n comparison to my, only  recently

acquired.  XT laptop the screen updates
are slow.

I would not  recommend this  upgrade to
anyone whose prime concerns are
graphic  oriented or heavy number c run-
ching actions. On the other hand the
system runs  word processing very well
and as yet I have not  found a package it
dislikes. Muc h as I would like to com-
ment  about  the Hard disk  compat ibilit y  I
cannot  do so since I do not  have such a
beast in my  stable.
The unit  accepts all the system calls

and DOS rout ines  that  I need BAT files
work  well but  the one peculiarit y  of the
machine is that  regardless of DOS type it
always assumes single sided s ingle de-
nsity floppies. There are ways round this
either by us ing proprietary  format ters  or
us ing the logical drives of  DOS wit h the
correct f ormat  switches. I assume that
any readers cons idering purchas ing this
Item would unders tand MS/ 1)0S and its
peculiarit ies  suffi cient ly  not  to have this
explained further.  Should any reader
have the system already and not s t um-
bled across the answer as accidentally  as
I did please get in touch via New Atari
User and I wil l  t ry  and recreate a batch
fi le to help.
I have been us ing this  system for the

last seven or eight months  and basically  I
am very pleased wit h it. I suspect that
the ins t ruc t ions  as t rans lated f rom the
German make the ins tallat ion harder
and I k now that  the peculiar set up for
pallet tes needs muc h more explanat ion,
since I s t ill use the default  settings. On
the other hand it  does give a cheap way
into a dif ferent  area of  the hobby. Explor-
ing DOS has given me new confi dence in
unders tanding Trees and Autoboots.  In

 evens Protext now makes more
sense!
I arn aware that  there are now improve-

ments  to PC speed in the shape of AT
speed but  I am not  convinced that. for the
extra cost the facilit ies wil l be great ly
enhanced. since I fear that  graphically  it
wil l  take some t ime for any thing bet ter
t han the current  CGA emulat ion to
appear.  Indeed us ing the SMI 24 monit or
a bet ter grade of  Hercules graphic
appears anyway.
It would seem that  emulat ion is jus t

that  - emulat ing or pretending.  I f  you
need a proper IBM compat ible then that
is what  should be bought  but  if  you only
require something that  allows you experi-
ment  wi t h DOS or catch up wit h work
machines  then emulat ion is an excellent
idea. I t  is  also a great deal cheaper.
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SUPPLIER:
PRICE:
Reviewer
.

PC SPEED
GEISINIER (Britain)
£190.00 (varies)
Damon Howarth
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the REAL Dungeonmas ter Clones
have started arriv ing.  There have

been lots of  games hyped over the last
couple of  years as being as good as
Dungeorimaster.  but  most  have been a
disappointment .  Not  so wit h Capt ive - it
has the same playability ,  qualit y
graphics and addict iveness as the origin-
al game.
The plot  this  t ime is that  you are a

prisoner on a remote space stat ion in the
year 2542.  You discover a laptop compu-
ter which wil l  allow you to cont rol four
remote droids. Wit h very lit t le in the way
of  ins t ruc t ions you mus t  control these
droids  as they fight t heir way through
enemy bases scattered t hroughout  the
galaxy; destroy count less monsters  -
Gremlins .  Whirls .  Imperial Walkers.
Tanks.  Scient ists.  Jobs-worths .  Float ing
Samurai (beware these - most  are very
quick). Dragons.  etc.: spend their ill-got-
ten gains on bet ter weapons and body
components;  spend t heir experience
points  on bet ter skills: and map the vast
underground complexes so that  they can
destroy them once you have found the
key to reaching the next one.
The fi ght ing in Capt ive is very s imilar to

Dungeomnas ter - you need to develop
s imilar techniques of at tacking and dodg-
ing in order to conserve your shields and
reduce the level of  injuries,  otherwise you
wil l  run out  of  gold! You also need to be
careful how you spend your experience

I
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CAPTIVE
Mindscape
E24.99
John Sweeney

points or you will not
be able to use the
powerful weapons
you need to survive
on the higher levels.
Being technological

ly based. Capt ive
does not  have magic.
however it does have
lots of  extra bits  of
machinery  to plug
Into your druids -
Shields, Ant i-Grays,
Cameras, Mappers .
Root-Finders,  Power
Sappers. Magna
Scans, and so on.
You need to experiment  wit h these to get
the mos t  out  of  them - e.g. right  c lick  on
the Mapper screen centres it on you; left
c lick on the centre of the camera v iew
moves the camera remotely:  and the
Root -Finder is invaluable for both fi nding
bases and also get t ing out of  them when
you have blown them up!
The puzzles and mazes are not generally

as diffi cult  as in Dungeonmas ter - there
are levers cont rolling barriers,  but tons
on doors  which you mus t  experiment
wit h unt i l  you fi nd the right  combinat ion,
and consoles requiring passwords which
have to be found around the base (usual-
ly by k il l ing somebody!). The Mapper is a
great help in checking which bits  you
haven't  reached yet: alt hough it  only
shows a small area at a t ime.  it  can be

scrolled to display all the areas you
have explored - you st ill need to
make rough maps  to show when
,the best shops are and a k w other
important  features. but  it  is muc h
easier to explore than many  s imilar
games.
As far as Role Playing Is concerned.

Capt ive is as unsubt le as Dungeon-
master • i.e. i f  it moves - k il l it !
Miss ion 1 is  about  as big as the

whole of Dungeon master and great
fun to play (though maybe not  quite
as sat isfy ing f rom the point  of  view
of puzzle solving). Af ter blas t ing
y our way through ten bases you

reach a Space Stat ion and if  you fi nally
reach the end of  that mult i-level maze.
smashing screen-size monsters  wit h can-
nons along the way, you can guide your
droids  to your cell to rescue yourself,
only  to fi nd you have been snatched
away to another remote hideaway!  End of
Miss ion I  - only  6,499 to go (generated

by clever algorithms  so that  no two are
the same)! They reckon the average play-
ing t ime is something like 40 years! I
suspect that  you may  have run out  of
new monsters  to meet and new skills  to
acquire before then - but  never fear.
Mindscape are planning to release new
Miss ion Disks  to give you some more
variety!

•  S I GHT 81, SOUND - Superb graphics -
a yreat variety of  vicious monsters -
plus lots of  neat sound effects

•  GAMEPLAY - Well-des igned mouse-
driven exploring and .
fi g h t i n g  i n  
t h e
style of  Dungeonmoster - bttt wi t h lots
of  extra goodies too

•  VERDI CT - Great fun to play - highly
addic t itNe - Well rec ommended

GETTING STARTED
As it  is a lit t le obscure, you may like some
help to get going:
Plug your  chips into pour  brains! (The
easiest way  to access your droids Ls by  click-
ing on the bars at the venj top of the screen.)
Find the fl ashing green dot and dick  on It.Select oR.Brr.
Zoom in and click on the l i ttle diam ond
(LAND-LEM) - select LAND.
Go to the big round door  -fi nd a clipboard
nearby and use the code on the corner but-
tons of the door,
ins ide:  you can push the wall which has
rotters along the bouum • right click on
.forwards.
Power Points: touch them then touch your
brenstpldtes to recharge_
Ki l l  thefi r s t  monsters wi th gour  fists,
Follow the left hand wall (push another roller)
unt il you reach a shop. Buy  lots of  balls t h e y
are powerful  weapons at this level and reload
automat ically f rom your inventory - watch out
(or rebounds!

Good Luck?
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regular guide to

all the ways
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stage probably  want  to write their creat ions
down on paper.  This  can be a very tedious
manual  process, so seems a nat ural applica-
t ion for the computer.  In fact there are a num-

ber of music  publis hing packages now available on the
ST, and I recent ly  managed to borrow one to t ry  out.
This  was Dr.  Ts  Copyist  Apprent ice,  a mus ic  scoring
package of fering lots of  facilit ies and profess ional look-
ing out put  for the relat ively low price (for this type of
package) of  £79.95.

For the uninit iated.  Dr.  T is a respected producer of
all types of music  applicat ion programs  for a variety of
computers.  This  package is one of a family  of three
mus ic  publis hing programs,  dif fering mainly  in the
scope of  the mus ical scores they can handle and the
sophis t icat ion of  the print ing process ut ilised.  They're
dis t ributed by  The Synthesiser Company,  9 Hat ton
Street, London NWS 9PR.
Copyis t  Apprent ice is the baby of  the range, handl ing

mus ical scores of up to five pages wit h a max imum of
16 staves per page, and print ing on Epson compat ible
dot mat rix  and Hewlet t  Packard DeskJet  printers.  Next
up is Copy is t  Professional at £225.  whic h handles up
to 50 pages, and adds support  for the Atari laser
print er and HP GL compat ible plotters. Top dog at
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PRINTING OUT
A SCORE WITH
COPYIST

g325 is Copyis t  DTP. wi t h a capacity of 100 pages and added
support  for PostScript equipped laser printers  and certain
Linot ronic  typesetters, for the ult imate in print ing quality.  The
two higher level programs  also have addit ional facilit ies for
ext ract ing and t ranspos ing mus ical parts f rom a score, and
convert ing scores into sequencer or s tandard MIDI  files.
Get t ing back down to earth. Copyist  Apprent ice needs a

mi n i mu m of  1MB RAM, a colour W/ mon i t o r ,  one disk  drive,
and one of  the supported printers.  However,  it 's  muc h bet ter
wi t h a hi-res mono monit or and two drives, and bet ter st ill
wi t h a hard disk, as the program uses disk  pret ty intensively.
If your system has 2MB RAM or more you can use Dr.  Ts
Mult i  Programming Env ironment ,  enabling you to load Dr.  Ts
KCS sequencer program into memory  alongside Copyist  and
switch between them as required - useful for t ranscribing KCS
sequencer files, as we'll see later.
Copyist  uses both mouse and keyboard commands ,  but  most

operat ions may be performed us ing just  the mouse.  You can
also construct  macros to automate regularly  used sequences of
operat ions. Staves, notes. text, and a host of  musical symbols
can be placed wherever you want  on a page. and each symbol
may  be added, moved, or deleted independent ly .  The supplied
set of  47 symbols should be adequate for most  purposes, but
the two higher level packages also inc lude a symbol editor to
create your own, should the need arise.
A complete page of score won' t  fi t onto the screen, so a

scrolling system is employed.  Mov ing f rom page to page is
more complicated though,  involv ing muc h disk  activity, and is
s low unless you use a RAMdisk  or hard disk. Wit h a few
exceptions the screen display is WYSIWYG (What  You See Is
What  You Get) - the exceptions being phrase. crescendo, and
decrescendo mark ings ,  and (unbelievably) display ing of text!
The mark ings  appear in s implifi ed form, while text is shown in
jus t  one s tandard style. Six  dif ferent  text styles are available
for print ing,  supposedly  allowing you to add t it les, song lyrics.
performance inst ruct ions,  etc. to your music.  but  its non-
WYSIWYG nature makes it  diffi cult  to accurately  pos it ion wit h
respect to the music.  On a dot -mat rix  printer the qualit y  of the
text is nowhere near that  of the printed mus ic  either.

TWO WAYS TO SCORE
A score may  be constructed in two ways - either by bui lding it

manual ly  us ing the program's  edit ing facilit ies, or by import ing
a sequencer fi le containing the mus ic  and let t ing the program
handle the lion's  share of  the t ransc ript ion automat ically .
The fi rst approach requires  you to place the staves, clefs, t ime

signatures, and key s ignatures  on the screen; pos it ion mus ical
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notes on the staves; t hen add addi-
t ional ornaments  and performance
symbols such as t rills ,  dynamics,
slurs. etc. Finally ,  guit ar tablature
and text may also be added if  re-
quired.  The editor seems daunt ing
at fi rst, but  the manual contains an
excellent tutorial,  so it  doesn't take
too long to get the hang of things_
Note placement  is the most  tedious

aspect of  score product ion,  so Dr.  T
has t ried to speed up the process.
There's a "keyboard" mode for note
entry which uses the computer
keyboard to enter consecutive notes
of varying pitch. Chords  may  be
input  by press ing the appropriate
computer keys in rapid succession.
Af ter a chord or note has been en-
tered, t he cursor automat ically  adv-
ances along the staff  ready for the
next one. There's  also a "join" mode
whic h automat ically  provides note
sterns and beams for groups of
notes wit h s imilar durat ions.  You
st ill have to insert  sharps,  flats, and
dotted notes indiv idually  though.
The method does speed up the
operat ion somewhat .  but  surely  the
best solut ion would have been to
use direc t  note input  f rom a MIDI
keyboard? The program really
ought  to prov ide this  as an opt ion.
Copyis t  also has a "range edit" facility, whic h allows you to

highlight  a block of notes and perform various funct ions on
them. These inc lude erase; insert :  cut  and paste: move: and
join up / jo in  down,  permit t ing s temming and beaming of all
note heads in the highlighted block. Erase, move, and cut
funct ions  can also operate on subsets of the highlighted items,
for instance it 's possible to erase only  stems and beams, move
only ledger lines, cut  only  the rests, etc. Overall the edit ing
facilit ies are very good, but  achiev ing accuracy wit h it  takes a
lit t le practice.

SEQUENCER FILE
TRANSCRIPTION

The other way of produc ing a score is to let Copyist  const ruct
one f rom an exist ing sequencer file. Not  only  wil l  it  take fi les
produced by Dr.  Ts  own sequencer (KCS - Keyboard Cont rol-
led Sequencer),  but  it  will also read Steinberg Pro-24 pat tern
files, and Standard MIDI  files. This  process has to be broken
down into several stages, each hav ing a screenful of  para-
meters to be set to ensure the fi le t ranscribes as you intend.
Even so, the fi nal results  probably  st ill won't  be exactly as you
want  them, so some manual edit ing is inevitable.  Transc ript ion
can be a very s -l-o-w process too, t ak ing over an hour to
completely  t rans late a complex five minut e piece which uses
all 16 MIDI  channels!  It 's s t ill muc h faster than doing it  by
hand though_
Another shock - unless  you're us ing a laser printer or very

fast dot  mat rix  print er score print ing can also be t ime consum-
ing. Two levels of  print ing are provided,  namely  draf t  and high
resolut ion.  Draf t  qualit y  gives you a general idea of how the
score looks, but  sk imps on the print ing of  the special symbols,
such as clefs, phrase mark ings ,  and the like. The advantage is

Output from COPYIST on a 9-pin dot matrix printer

that  it 's relat ively quick - only  about
10 minutes  per A4 pagel In draf t
mode you can print  the current ly

a  d i s p l a y e d  screen, a whole page. or a
complete file. High resolut ion mode
print s  a selected range of pages
f rom the score in all t heir glory, but
can take 20 minutes  to produce
each A4 page, depending on its
contents!
If you've never printed your own

mus ic  before, t hen even draf t  mode
looks quite impressive. High resolu-
t ion mode is something else,
though.  I t  really  is superb,  produc -
ing s tart lingly  clean and c lear out-
put  even on my  lowly  Star SG 10
9-pin printer!  Results  f rom a laser
print er us ing the higher levels of
Copyist  should be magnifi cent .
Overall,  I really  enjoyed my  int ro-

duc t ion to desk top mus ic  pub-

=a1 l i s h i n g  us ing Copyist  Apprent ice.  Asyou've probably  gathered, it 's  not
perfect, but  cons idering its relat ive-
ly low price it  does an excellent job.
Dr. T pursues  a policy of regular
produc t  updates, so perhaps the
next release of Copyist will address
some of  the niggles ment ioned
above. Copy is t  Apprent ice has lit t le
compet it ion at present,  and if  you're
prepared to live wit h its idiosyncra-

sies I t hink  you'll fi nd it  a useful package which wil l  add a new
dimens ion to y our music.

SNIPPETS
....the second MIDI Music Show, aimed at everyone In
-terested in MIDI  mus ic  technology, wi l l  be held at  the Novotel
Hotel.  Hammers mit h,  London on 26-28 April 1991.  This  t ime
tickets are £5 instead of  the ludic rous ly  expensive ZIO charged
last year. Advance t ickets are even cheaper at jus t  a v a i l -
able by post f rom Westmins ter Exhibit ions  Ltd., Surrey  House.
34 Eden Street, Kingston.  Surrey  KT1 1ER.
....one of  the new Yamaha DD
-
1 d r u m  
m a c h i n e s

has jus t  been acquired by John jnr.  I t ' s  aimed at the same
market  as the PSS home keyboards and is MIDI  equipped,  so
I 'll be look ing at how you can use it  wit h your ST in the next
issue.

. . . . t h a n k s  t o  Mi c r o d e a l ,  who've jus t  sent me rev iew copies
of Quartet .  Mas tersound 2, Replay  VIII, and Replay Profession-
al, the next issue will also see the fi rst art ic le of  a series on
sound sampling.  This  wil l also inc lude details  of some of the
Incredible new sample based mus ic  sof tware jus t  added to the
Page 6 PD library ,  such as Equinox,  SoundTracker,  and the
t ruly  incredible NoiseTracker.

t h e  Page  6 PD l i b r a r y  also has a great new PSS voice
patch editor called the PSS Sound shifter. More details next
Issue.

....Page 6's World of Computer Music Making audio
cassette has now completely sold out.  I hope everyone who
bought  a copy enjoyed lis tening to it  as muc h as I enjoyed
mak ing it.

That 's  it, out  of  space again. See you next  t ime.
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T h e  Play and Read
series of programs
f rom Prisma is desig

ned to teach your child to
read. I  rev iewed Part  1 of  the
series in Issue 44. and was
favourably  impressed. I ts aim
was to teach the child a basic
s ight  vocabulary of  63 words.
Int roduced in a series of live
books and a learning game
prov ided as part  of  the pack-
age. Part  1 has  now been
Joined by two f urt her parts.
and these are subt it led "Prof
Looks at Words
- a n d  
" P r o f
Makes Sentences", whic h bui ld on the
basics taught  in the original program.
Prisma c laim they all conform with the

requirements  of  the Nat ional Curric u-
him,  and point  out  that  children us ing
t hem should do so under adult  supervi-
sion, enabling guidance and encourage-
ment  to be given as required.

PROF LOOKS
AT  WORDS

Part 2 of  the series encourages the child
to start  look ing more closely at words

• already  learned In Part 1. it  does this  by
focusing on const ituent  parts  of words,
namely,  beginnings:  vowels: double let-
ters: vowel combinat ions :  and endings.
It's keyed to the five books provided in
Part I ,  and alt hough they're not abso-
lutely  essent ial it  does help if  you've
already got them.  The package contains
only one single sided disk  and a very
sk impy  ins t ruc t ion leaflet - not  muc h for
y our money.

It uses the same basic learning game
found in Part I .  requir ing the child to
match a part i r0. a word shown on the left
of  the screen wit h the word containing it
on the right .  I t 's achieved by us ing the
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joyst ick  or arrow keys to guide a lit t le
animated man (Prof of the t it le) around
the screen to ident ify  the two matching
parts. The screen is div ided vert ically  into
several levels, and these are accessed by
mov ing Prof up and down a ladder as
required to get to the appropriate level.
This  can be quite tricky, as Prof has to be
guided off  the ladder with some preci-
sion, and is one area where adult  assist-
ance may  be required.  especially for very
young children.
The program displays the problem to be

solved at the top of the screen - another
reason why  adult  superv is ion is needed.
For example it  might  ask the child to fi nd
all the words  displayed ending with a
certain letter, The required let ter is
shown on the left of  the screen, while
several dif ferent  words  are displayed on
the right .  one or more of which end in the
required letter.
Init ially  the required word ending letters

wi l l  be highlighted in a dif ferent  colour.
thus helping the child to fi nd them.  He

mus t  fi rst guide Prof  to the let-
ter art the left, t hen across to
one of  the words  ending wit h it
on the right ,  negot iat ing that
ladder as required.  A correct
match earns a reward - in a
puf f  of smoke Prof  is tempor-
arily  t rans formed into a cute
lit t le animated character in the
form of a car, boat,  animal.  etc.
As the child progresses, the

endings are no longer high-
lighted, but  are left off the
lArords instead, so the child has
to be able to recognise the
words  wit hout  them.  Also, a

number  of dif ferent endings may have to
be found wit hin the one screen. A more
diffi cult  opt ion requires  the child to type
in the required words  f rom the S
-
1
-
s

keyboard. alt hough here we hit  t hat  old
problem of  the keyboard let tering being
in upper case. while the children are
learning to read in lower case. Not  so
good!

Correct  complet ion of  all the problems
on a screen results  in the original reward
character appearing at the top of  the
screen to indicate the fact. Several char-
acters have to be collected in this  way to
complete a step. and when achieved the
child is given another reward.  For this
the game screen dissolves into a colour-
ful "pic ture book" style graphic  backdrop
with the aforement ioned characters pro-
v iding some neat and amus ing animated
action.
Exactly the same procedure and game

are used no mat ter what  aspect of the
words  are under examinat ion.  And this  is
my  main c rit ic ism of  the package - it
could get tedious  through repet it ion,
especially following st raight  on f rom Part
I! However.  the author argues that  the
method used has  been proved to be the
most effective way of  teaching these sub-
jects wit hout  too muc h dis t ract ion.  He
could be right ,  but  I 'm not  totally  con-
vinced.
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Part 3 of the series is designed to help
the child start  us ing his basic vocabulary
in sentences, and uses a new game for-
mat  to do it  (thank  goodness!). I t  comes
on t wo separately bootable disks, one en-
t it led "Finish a Sentence" and the other
"Make a Sentence". The basic game
screen depicts a c lassroom, wit h a large
blackboard on the wall.  The child com-
pletes the problems  on this  blackboard

-

by guiding Prof to pick out words  f rom a
group appearing underneath it, or by
typing the words  in direct ly  f rom the ST
keyboard, i f  that opt ion has been chosen.
"Finis h a Sentence" starts the child

t hink ing about  the meaning of phrases
and sentences by hav ing him choose and
Insert the correct  words  into examples of
them. Dif ferent  phrases and sentences

PROF MAKES
SENTENCES

appear on the blackboard in turn,  and to
begin wit h one word in each phrase is
highlighted.  A row of  words appears
under the blackboard and the child has
to guide Prof  to the one matching the
highlighted word.  A correct answer
makes Prof  jump for joy and clap his

hands. As the
child progresses.
the required
words  are omit ted
rat her than being
highlighted,  so
the child now has
to really  prove he
can read!
"Make a Sent-

ence" takes the
Idea a step furth-
er, expect ing the
child to rearrange
a given group of
words  into a
meaningful sent-
ence. Yet again it s  based on the vocabul-
ary learned in the five books of  Part 1, •
and has "easy" and b a r d "  opt ions.  The
'bard'  opt ion at Book 5 level can be quite
diffi cult ,  as the child may  have to make
sense out  of  twelve words or more dis-
played in random sequence. When the
sentence has been successfully construe
led, the program rewrites  it  on the black-
board complete wit h all necessary punc -
tuat ion,  an area that 's  not  otherwise co-
vered by this  series of  programs (yet?).
As usual,  af ter a number of successful

answers a reward is given. Prof  appears
in a colourful scene such as a mediaeval
castle. Midwes t  town,  and space scene.
Somet imes the animat ion here doesn't
look very inspired,  disappoint ing after all
the child's hard work !  On other occasions
more excit ing things happen though.  The
documentat ion gives no clues about what
rewards  to expect, so it 's  an area the
child has to discover for hintselll
As before, there's an opt ion allowing the

child to type in the words  instead of  guid-
ing Prof to them. The same upper/ lower
case problem exists of course, but  this
could be solved if  you don't  nand mes-

sing up your STs  keys wit h
sticky labels marked wit h
the appropriate lower case
letters! At least the child
could then start  to learn
s imple keyboard sk ills  too,
The program uses a "s tar"

system for scoring, both for
'Finish a Sentence" and
"Make a Sentence". A fi rst
t ime correct  select ion of a
word earns a red star,
second t ime correct gets a
yellow star, and any thing
more merits  only  a green
star. It seems the child is
allowed to keep t ry ing unt i l
he eventually  fi nds the right

word t h e  program mak ing lit t le at tempt
to prompt  h im for the correct answer.  I t
keeps count  of  the numbers  of  stars ear-
ned and at the end of  a step displays the
totals for each colour.  I expected the
scores to be writ t en to disk for future
reference, as the program disk has to be

EDUCATION
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booted in write enabled mode, I lowever,
this doesn't seem to be the case, so the
need for write enable remains  a mystery.

CONCLUSIONS
Wit h three parts  now released and a

fourth part  on the way. Prisma's  Play and
Read series is developing into a compre-
hensive ST based reading tutor.  General-
ly. I like what  I've seen of  it so far, Each
part  seems well s t ruc tured and pre-
sented, and has the bold and colourful
graphics and cute animat ion likely  to
appeal to its intended audience.

was rather disappointed wit h the
sound though,  as in the main this  con-
sists of  just a few s imple mus ical snip-
pets and odd beeps and buzzes. Also. I
felt let  down by the ins t ruc t ion leaflets.
as they contains lit t le more than very
brief  program descript ions and loading
inst ruct ions.  I feel there there should be
more guidance given on ac tually  us ing
the program.  Could do better. Prismal

t hink  most  children would enjoy us ing
the programs,  but  very young ones might
jus t  fi nd cont rolling Prof in the ladder
game a lit t le too tricky. Also, I suspect
they might  get a lit t le bored if  overex-
posed to the programs,  especially as the
first two parts  use an ident ical game for-
mat  t hroughout .  Overall though.  used
wit h care and appropriate adult  superv i-
s ion the programs should make learning
to read an easier and more enjoyable
experience. And that 's what  it 's really  all
about,  isn't  it?

Title: P L A Y  AND READ
LEARN TO READ
WITH PROF -
PARTS 2 AND 3

Publisher: Prisma Software
Price £ 2 4 . 9 5  each
Reviewer John  S Davison
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s al  Time:  About  to blas t  off  on
the European Space Shut t le to

invest igate alleged assassinat ion at tempt
on the Miss ion Commander of Space Sta-
t ion Pegasus. Wil l  have to be extremely
tact ful as there will be eight dif ferent
nat ionalit ies  represented up there.
3 : 00  pm:  J ust docked - seemed to take a
long t ime - maybe I should have taken
Connoly s  advice and used the joyst ick to
do a manual approach? Floated t hrough
to the Stock Module and met  Comman-
der Amiot ,  said he would explain all at
5:00 pm. - meanwhile I should explore
the vessel, get used to the lack of  gravity
and meet the crew.
4; 00 pm:  Explored all but  one of the 9
rooms - Lab Module 2 seems to be lock-
ed: met  most  of  the crew - couldn't  fi nd
the German,  and the I talian girl is frozen
in a cryogenic device. Tried to set the
controls  to wake her up - I  need to ques-
t ion everybody - not  sure I set it  right?
5: 00 pm:  Found that  I can teleport
around the vessel by c lick ing on the
keypad in the corner of my computer -
amaz ing what  you can do wit h technolo-
gy! Met  the Commander - not  convinced
about  this  supposed "assassinat ion
at tempt".  but  there is defi nitely  some-
thing fishy going on up here - he says I
can interrogate the crew after 6.00 pm.
My c omput er interface suggests what  I

should t hink  about  and offers me a
choice of  quest ions for each crew mem-
ber so I don't  have too t hink  too hard at
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Publisher:
['Tice:
Reviewer.

MURDERS IN SPACE
Infogrames
£24.99
John Sweeney
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the moment !
6:00 pm; Started
quest ioning the crew

some of  them are
defi nitely  secretive.
The Commander sug-
gested that  I check
all their electronic
mail.  but  mos t  of
t hem won't  give me
their passwords. The
Uk rainian girl was
the mos t  helpful -
but  even she only
gave me a crypt ic
c lue to her password!
7: 00 pm:  Most of  the
crew seem to have regular rout ines  of
jobs  to do - some lock themselves in labs
for periods and I don't  really  know
whether that  is s tandard procedure or
not. The American and the Japanese are
prov ing very unhelpful.  I have searched
everyone else and explored all but  a few
locked cupboards.  Lots of personal items
whic h might  give clues to their pass-
words!
There are a few interes t ing machines

but  I can't  seem to get most  of them to
work!  The Space Suits  batteries need
charging a t  least I was able to pract ise
on the s imulator in the Cont rol Module
in case I ever do need to go outside; I
can't fi nd a code to get the Manipulat ing
Arm work ing (but hopefully  I won' t  need
to mix  any chemicals):  the Solar Tele-
scope's controls  are incomprehens ible:

and I 'm s t ill not sure that  I have set
the wake up alarm properly  on the
Cryogenic Life Support  System!
8 : 00 pm:  Things are get t ing worse!
We seem to have lost contac t  wit h
Earth - the external aerial has failed
and no-one seems to be bothered
about  fi x ing it unt i l  t omorrow - I
wonder if  I could fix it  myself?
At least I have cracked three of  the

passwords! One of them has some
coded mail - very suspicious!

0: 00 pm:  St ill not  a lot of  progress
- some of them have told me of  their
suspic ions of  others but  nothing

concrete yet. Welcome Party in the Con-
trol Module • I  didn' t  k now they had wine
in Space! Th i n k  I 'll have a couple of
hours  nap now. I 'll set my  computer to
s imulate a faster passage of time!
Midn igh t :  That  was a mistake! The Ger-
man is dead! I haven't  a c lue what  is
going on around here!

4: 00 am:  Oops - three more have died!
Managed to repair the communicat ions  -
asked Earth for help. They asked me 30
crypt ic quest ions to give me some idea of
what  I should have been doing. Am not
convinced about  all of  their hints  - I sus-
pect some of them are either jokes or Red
Herrings!  St ill it  gave me some clues as
to what  else I should have investigated! I f
only I could s tart  again M a y b e  next
t ime I should stop t ime altogether so I
can really  invest igate what  happens  each
hour in each room more carefully!
Many,  many tr ies later : At last I have
worked out  what  I should do to save
everybody and how to confront  the mis-
creantisl!  Finally  found CO011Oty'S code in
my  miniaturised Encyclopaedia Brit anni-
cal St ill don't  k now everyone's secret -
maybe I 'll t ry  one more t ime

Warning - my clue package was  miss ing
a couple of  items - t t
.  y o u  
h a v e  
s i m i l a
r

problems you can either contact Ittlog-
rames on 071- 738-8199 or ask the Guid-
ing Light  on 0898-338933.

•  S I GHT &  SOUND Ex c el lent  graphics
- you actually  get to use all the
machines on-screen - lots of  nice sound
effects

•  G A ME P I A T • Nearly  all mouse-driven:
well des igned and easy to play. Mult i-
ple objectives: stop the murders : fi nd
the culprit(s): discover everyone's sec-
rets; save the Space Station; crack all
the codes: discover how the machines
work:  ans wer the quest ionnaire

•  VERDI CT - Very enjoyable - thoroughly
recommended to all adventure players
who like a good mystery:  a tough chal-
lenge f  you want  to solve ALL the
puzzles and not just fi nd the bad guy!
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views wit h accolades for the
sof tware under scrut iny.

hut  in this  case I can't  resist it !
I've waited for many  years for a
fl ight  s imulat ion program that
can hold its own against  Sub-
logic's classic Flight  Simulat or II
(FS2), and at last  I've found it!
HiSoft's ProFlight  really  is the
finest fl ight  s imulat or I've had
the pleasure to use since the ST
version of  FS2 appeared.
Overall packaging and presen-

tat ion are very impressive. The
hefty box contains  one single-
sided program disk  and a very
high qualit y  r ingbound manual.  This  in-
c ludes lots of  photographs and il lus t ra-
t ions as well as detailed ins t ruct ions.  The
program runs  in colour or hi-res
monoc hrome on any 5 I 2K Sr / STE or
above.
At  fi rst  glance Pronight  seems s imilar to

many  other jet combat  s imulators  now
available. Like F16.  Falcon.  and others it
offers dogfi ght ing with enemy aircraft ,  in
this  case us ing cannons. Sidewinder,  or
Skyflash missiles, and ground target
bombing with the help of  hi-tech bomb
delivery systems. This  t ime though,  t he
subject of  the s imulat ion is the Panavia
Tornado,  and it  has one important
advantage over most  other s imulators  ...

SUPERB
HANDLING

ProFl igh t s  big plus  is in its handling
and fl ight  characterist ics,  Primary  fl ight
controls  are via mouse or joystick, wit h
the mouse being better by far.  You can
almost  FEEL the aircraf t 's  responsive-
ness t hrough the mouse - it 's the fi rst
s imulat or ever I've actually  enjoyed fl y ing
us ing mouse control,  I t  requires  a fi ne
touch,  but  once mastered it  gives an
accuracy and smoothness of control I've
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PRORIGHT
Publisher: HiSoft
Price: 1 3 9 . 9 5
Reviewer: John S Davison

F L I G H T  S I M U L A T I O N

previously only experienced in FS2.
Secondary cont rol is via the keyboard.

wit h a func t ion assigned to almost  every
key, As wit h most  fl ight  s imulators  this
takes some learning,  and HiSoft  should
really  have inc luded a keyboard template
to make things easier. There is a four
page keyguide in the manual.  though.
OK. i f s  complex. but  the program in-

c ludes several levels of assistance to
build your fl ying skills. Firs t ly ,  there are
a number of dif ferent demonst rat ion
fl ights and scenarios to help you learn
about  general flying. take-offs, and land-
ings, Pitch and bank  limit s  may be set on
the aircraf t 's  at t itude so you can't  get too
wildly  out. of  control while you're team-
ing! Then,  af ter learning about  aeroba-
tics, you can do some combat  t raining by
dogfi ght ing wit h other aircraf t  and bomb-
ing ground targets - wit h "crash inhibit "
mode set. I t 's a pity  the Tornadoes in the
Gulf  War don't  have this  feature avail-
able! Then,  when you're ready. you can
switch to full combat  mode and fi ght  the
enemy for real,

COMBAT
TROUBLE

The only  t rouble I had was in combat
mode, caused mainly  by a few errors in
the miss ion planning section of the
manual.  The main problem was that  it
incorrect ly  states that  valid ground
targets are marked on the map with
WHI TE symbols. Actually ,  they 're YEL-
LOW - at  least in the review copy they
were! Also, it  doesn't  explain how you
verify what  your selected target  is. I f  you
posit ion the map cursor over a valid

target. (yellow symbol) a short
descript ion of  it appears
onscreen. I f  you're look ing for
white symbols you never get to
see this!

REALISTIC
One of the keys to realist ic

fl ight  s imulat ion is obtaining a
high screen display f rame rate,
and ProFlight 's  aut hor has done
a commendable job here.
However, to help achieve the
high rate needed the original
version of ProFlight  comprom-

ised on the graphics by us ing a dis t inct ly
odd look ing method of  shading the scen-
ery. Just  before this  art ic le went  to press
HiSoft sent me ProFlight  V1.2, whic h re-
places the shading with solid colour -
wit h min imal  impac t  on that  f rame rate.
and improv ing the look of the graphics
no end.
The supplied scenery database covers a

relat ively small area, but  the program's
capability  is ac tually  muc h greater.
HiSof t  tell me they're developing addi-
t ional miss ion/scenery  disks to follow,
plus  a f urt her surprise or two st ill on
their secret lis t !  Scenery isn't  quite in the
FS2 league. but  does inc lude a good
select ion of buildings,  bridges,  pylons.
lakes, rivers ,  roads. etc,
Other v isual nicet ies inc lude the abilit y

to fly in day light ,  dusk,  or at night  -
when the stars shine down f rom an accu-
rate representat ion of  the night  sky! You
can also set weather condit ions,  inc lud-
ing part ial c loud cover, wind direct ion.
speed. and turbulence.
I've spent count less hours  fl ying ProF-

light and st ill fi nd it  as t hri l l ing as the
first t ime I t ried it. As far as pure fl ight
s imulat ion goes it 's equal to FS2. and
hence stands head and shoulders  above
all other s imulators  now available.
However, it  doesn't  (yet?) match FS2 in
terms of overall facilit ies offered, and as a
combat  s imulator it 's not  as comprehen-
sive as F16, Falcon,  or (especially) F19.
For me though,  the pure fl ight  aspects of
a s imulator far outweigh any combat  or
game considerat ions,  so given a free
choice of  jet s imulat or I'd go for ProFlight
every t ime. I t 's clearly a winner,  wi l l
achieve "classic" status, and deserves a
place In every fl ight s imulat or lan's soft-
ware library .  Huy  it!
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PROGRAMS
THAT CAN'T
BE OBTAINED
COMMERCIALLY

0  ne explanat ion for the
enormous  popularit y  of
the Public  Domain is that

it  provides users wit h a unique
opportunit y  to acquire all sorts of
Invaluable ut ilit ies  that  can't  be
obtained elsewhere. Many  of the
best programs  on offer would be
considered too small or ins ignifi -
cant  to market  commerc ially
whils t  others f orm the bui lding
blocks of full-scale applicat ions_
The variety of  software is so vast
that  whatever your system con-
fi gurat ion or the uses you have for
y our machine,  there s imply  can't
fail to be something here of  in-
terest.

DC FORMAT
Some of the most  useful PD ut ilit ies  are

those which enhance the STs  disk main-
tenance and management  funct ions.
D I S K  UTI L I T I E S  3 is a typical exam-
ple of  the numerous  collect ions of
goodies to be found in the PAGE 6 lib-
rary. One of the highlights  of the varied
contents of this disk  is DC Format ,  the
versat ile and highly  revered format t ing
ut ilit y  f rom Double Click  Software.
Alt hough this  program's  ability  to format
single or double sided disks wit h 9 / 10
sectors across 80/ 82 t racks has been
outshone by several other formatters,  it
remains  a winner through its profession-
al des ign and the host of  other opt ions it
provides. For example.  it  allows you to
writ e various executable programs to a
disk's bootsector - one such rout ine en-
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ables the ST to automat ically  boot  into
medium resolut ion wit hout  requiring a
'desktop.inis file. This  facility is obviously
a  boon to STE owners who suffer f rom
the Infamous 'medium-res '  desktop bug.
DC Format  also incorporates an ' intelli-
gent' copying funct ion which determines
the nat ure of the source disk  and, i f  need
be, formats  the dest inat ion disk  accord-
ingly. An accessory version is supplied to
run alongside your normal applicat ions  -
but  this  doesn't offer the neat copying
capabilit ies ment ioned above.
If you of ten need to examine,  copy or

create abnormal or protected disks, you
may fi nd DiskMech the essential corn-
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DISKFUECH a  power:fat disk editor

panion.  Its powerful funct ions inc lude a
sector editor, a disk  format  editor,  a disk
analyser and a number of back-up
rout ines  for normal and extended disks.
Elsewhere on DISK UTILITIES 3 there are
programs for checking the performance
of  your system such as drive speed and
memory ,  and several more besides. Not
least there's Superboot ,  an excellent
boot -up ut il it y  wit h opt ions to change
jus t  about  even/ parameter you can t hink
ofl The desired selections are made via a
comprehensive confi gurat ion program -
you can opt  to have a welcome screen
us ing any pic ture in ' .TNY format  and
choose the accessories to be loaded and
the AUTO programs to be executed.
There's an opt ional prompt  to set the
date and t ime and even the facility to
load dif ferent  desk top. inf  files for alterna-
tive resolut ions  and colour schemes. Su-
perboot works  by changing certain fi le-
names on boot -up to de-activate the de-

sktop fi les and accessories. I f  you don't
always require Superboot  to be present,
it's not  a problem - you can confi gure it
to execute only when the Alternate key is
pressed, or only when it 's not pressed.
Once you have Superboot  installed,  you
may wonder how you managed wit hout
it! For the very latest versions of  DC For-
mat  and Superboot .  check out  CLASSIC
UTILITIES.

THE QUICK
UTILITIES
QUICK & MYSTIC is one of

the best ut il it y  disks you wil l  fi nd
anywhere in the Public  Domain.  I t
features several famous  QUICK
ut ilit ies ,  the wonderful Myst ic
Format t er and lots of  other
goodies. Quick  Format  can be
used to re-format  disks so that,
they run faster, and it  wi l l  even
handle disks containing data
wit hout  los ing any in the process.
Quick  Menu is a neat -look ing
GEM-based menu system for use
wit h fl oppy or hard disk  systems,
containing lots of useful opt ions.
Of part icular interest  to hard disk
owners  is Quick  Find,  whic h sear-
ches a specified disk  for fi lenames
matching the pat tern supplied by

the user. The result ing output  can be
directed to the screen, a fi le or a printer.
Quick  Index helps you to analyse the
efficiency of  dif ferent ST systems by run-
ning a series of benchmarks  to see how
the stat ist ics compare.  Jus t  how muc h of
an improvement  is that  hardware Wit ter?

MYSTIC
The eponymous  Myst ic Format t er isn't
jus t  any  old format ter - it  may  he less
flexible than many  of its compet itors  but
the novelty is that  it  works  ent irely  in the
background,  leav ing you to get on wit h
mo re  s t imu la t in g  tasks .
Don' t  go away, there's  more! Deopy

gives you dozens of useful disk  mainte-
nance func t ions  and the accompany ing
DCopy Shell program adds a GEM menu
In s implif y  their selection. As well as the
usual disk  copying and format t ing facili-



ties Deopy  performs many  more esoteric
tasks such as conversions between 8-bit
and 16-bit  text files, .arc fi le creat ion and
extract ion, hex  dumps  and fi le modifi ca-
tions. Expander will t rans form any single
sided disk  into a double sided one, wit h-
out  overwrit ing the data. This  is part icu-
larly  useful for those users who have
recently upgraded their drive or who
have a large collect ion of  single-sided PD
disks and want  to make use of all the
redundant  disk  space. Other programs
on the disk inc lude a demons t rat ion of

- a powerful replacement  for
GDOS which looks to be very good in-
deed, a mouse accelerator that 's control-
led by  s imple key presses and a screen
saver that  wil l  blank  out  your monit or
alter three minutes  of' mouse or key in-
activity. The screen saver runs  f rom the
AUTO folder and seems to be compat ible
wit h a large number of commerc ial appli-
cat ions (it certainly  works  well wit h Pro-
text 5 on the STE1)

GET HACKING!
Wouldn' t  it  be nice if  instead of  display-

ing a meaningless  row of  bombs when a
program crashed. y our ST could actually
tell you what  sort of  problem had occur-
red? With Ant ibomb - one of  the HA CK -
E R' S  UTI L I TI E S  - it  can/ Ant ibomb is
a small I SR (Terminate and Stay Resi-
dent  program) whic h waits  for a crash (or
to use the correct 68000 terminology,  an
exception) to occur and dut if ully  replaces
the bombs  wit h an Informat ive alert  box
describing the error in English.  Depend-
ing on the nature of  the problem.  It may
then give you an opt ion to cont inue or
abort  the applicat ion - a s imple.  but  con-
s iderable enhancement .  Other HACK.
ER'S UTILITIES inc lude a sector editor
wi t h excellent documentat ion,  a disk
verify program and a programmer's  ver-
sion cont rol system to help keep accurate
and detailed program back-ups.  Also.
Ramplus  is a combined RAM-disk  and
print  spooler with several other features.
The RAM-disk  is immune to soft resets or
resolut ion changes and can be preset  to
a range of  dif ferent memory  sizes and the
desired drive Ident ifi er.  The aut hor
c laims it  wil l  even increase the storage
capacity of  floppy disks by fi xing a bug in
GEMDOS!

VIRUSES OUT!
However carefully  you look af ter your

disks you c an never be sure that  you
won' t  pick up an uninv ited guest - a
computer virus. But  what  you can do is
take some s imple steps to prevent
viruses caus ing havoc in your system
and spreading to other disks. T H E
V I RUS  DI S K  is a collect ion of  the best
v irus  detect ion programs  available hi the
Public  Domain and offers several other

frate
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ut ilit ies  to help defeat the
menace a  the v irus  prog-
rammer.  Super Virus  Killer
f rom MUG UK is one of the
best PD programs of  its type
- it  can recognise 5 bootsec-
tor viruses. 7 ant i-v iruses
and 133 other types of boot-
sector, such as those found
in many  commerc ial games
and even some Public  Do-
main demos. All of  the op-
t ions are accessed via f riend-
ly pul l -down menus.  As well
as the s tandard 'k ill'  func-
t ion there's a select ion of
ant i-v irus  bootsectors which you can
writ e to your disks for max imum safety.

THE KILLER
VKiller is a s imilar program that  is com-
pletely mouse/ icon driven and is equip-
ped wit h opt ions to save, pr int  and v iew
bootsectors, ins tall a v irus -guard rout ine
and, of  course, eliminate any nast ies that
are lurk ing on your disks. VKiller c laims
to deal wit h no fewer than 18 k nown
viruses. Other highlights  inc lude a de-
mons t rat ion of some of  the common ST
viruses - this  can help you recognise the
symptoms and thus  deal wit h any prob-
lems before major damage is done - and
a unique compilat ion of  virus prevent ion
ut ilit ies.  For example. Watcher is a small
rout ine that  sits pat ient ly  in memory  and
checks that  the disk's bootsector isn't
altered when It shouldn' t  be. whils t
Bootcmp compares a disk's bootsector
wit h a fi le k nown to contain the correct

- set your  system
up as you Want  it wi th
SUPERBOOT

Below - VKILLER one
o f  several utilit ies on
THE VIRUS DISK

fS 1  f  1
m i o n
s

Sides om disk: 1
Tracks on disk: D O
Sectors per treck: 9
Reserved sectors: I
Sectors per TAT: 5
Copies of FAT: 1
)irectory sectors: 7
Temal. number: $ 0 6 1 1 1 7
Ellnirlddin
Litre sectors ?treed.
Disk vers susemelis,

pp 1111 el I

uninfected data. The disk  contains full
documentat ion on how to operate the
various ut ilit ies ,  hint s  on the best ways
to use them wit h your system and a great
deal of  other informat ion.  To quote a
warning f rom Richard Karsmakers '
Viruses art ic le in PAGE 6 issue 35 - "EV-
ERYBODY can become the v ic t im of  a
computer v irus" - but  wit h THE VIRUS
DISK at least you wil l  be prepared.
One of  the most  effective ways to im-

prove your STs env ironment  Is to invest
In a complete replacement  desktop. The
commerc ial applicat ion Neodesk has
gained a high reputat ion in this  field
("possibly the most  wort hwhi le package
any serious user wil l ever purchase" -
issue 47) but  it 's by no means  the only
solut ion.  Before you fork  out  forty
pounds for Neodesk you'd be well advised
to invest igate the growing number of
alternat ive desktops in the Public  Do-
main,  Sounds  to me like it  could be
another PD World topic.
Keep watching this space!

HOW TO GET THEM
All of the disks featured in PD World are available from the PAGE 6 ST library. Each
has a unique reference code which you should use when ordering or making
enquiries. Please contact PAGE 6 if you don't have a copy of their Accessory Shop
leaflets and check the system requirements for each disk. THE PAGE 6 CATALOG
DISK containing a full list of disk names and contents is available from the library,priced at El. The disks referred to in this article are:

5T76 - DISK UTILITIES 3
ST181 - CLASSIC UTILITIES
ST182 - QUICK & MYSTIC

ST376 - THE VIRUS DISK
ST378 - HACKER'S UTILITIES

Prices for standard disks are E2.95 each or E2.50 each for ten or more
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR

Telephone 0785 213928 or FAX 0785 54355 with credit card orders
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leased "Greatest l i l t s  " compila-
t ions each wit h some sort  of

theme. Oceans  HO L L Y WO O D COL-
L E C T I O N  stays arab the hit  movie
theme giv ing the c omput er/ fi lm buf f  the
following:  Bat man The Movie. Robocop.
Indiana Jones and the Last Crusade and
Ghostbusters II. El i t es  FI NALE.  c laim-
ing to be the best of any released com-
pilat ion offers Paperboy. Ghosts & Gob-
lins.  Space Harrier and Overlander.  It
also states that  Frank  Bmno' s  Box ing is
in this  set alt hough my  copy did not
contain this  and following my reading the
Ins t ruc t ions  I felt that  it  was a PC only
offering, alt hough I wil l be pleased to be
proved wrong.  Final ly  CodeMasters
Q U A T T R O  offers four beloved budget
games of variable qualit y  Pro Powerboat,
Nit ro Boost, SAS Combat  and Pub Triv ia.

Overall each box offers ibur games
(although Elite do c laim 5) of  dif ferent
degrees of geriatric ity ,  wi t h Finale's
Space h
a r r i e r  
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date wit hin its credits. This  is not to say
old is not  good but  in the hi-tech world of
STE and Mega t ec hnoloa it  is more than
likely  that  new owners  wil l  fi nd that  the
game does not s ing and dance as well as
some more modem Psygnosis or Infog
rames may.
hav ing allowed for the age of the prog-

rams  I wil l by  to guide the reader
t hrough the opt ions in these collections.
Q U A T T R O  is a budget  compilat ion of
older and budget  priced games. These
have been rev iewed in the past and in the
majorit y  the same crit ic isms hold t rue.
Pro Powerboat  is a bit  of a mis nomer for
what  in essence is  a fast and diffi cult  to
cont rol chase game that  would have

HOLLYWOOD COLLECTION
Batman The Movie. Pobocop, In-
diana Jones and the Last Cru-
sade. Ghostbusters II
Ocean £19.99

FINALE
Paperboy. Ghosts & Goblins,
Space Harrier. Overiander
Elite E 2 4 . 9 9

QUATTRO
Pro Powerboat. Nitro Boost, SAS
Combat, Pub Trivia
CodeMasters £ 1 2 . 9 9

Reviewer Damon Howarth
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looked bet ter as part  of  a James Bond
arcade sequence. Nit ro Boost is a reason-
able version of a race game through
towns and rivers wit h adequate controls
and fairly  Colourful graphics which may
entertain for a while and SAS combat  is a
fairly  sound rendit ion of  Commando In
large Arcade style blocks and brash col-
ours. For me the collect ion was saved by
Pub t riv ia which presented a s t rong quiz
game converted f rom one of the earlier
quiz  machines to hit  the hostelries of
Britain.  I t  allows mult i  player involve
ment  and seems to have a fairly  broad
collect ion of  questions wit h some tact ical
play to go wit h it. Ail in all QUNI TRO is a
value for money collect ion for those with
a lack of  software or for those who really
use the machine for "serious" things  and
want  the occasional arcade fl ourish on
the cheap.
F I NA L E  is a collect ion of  old hits  that

were very highly  t hought  of  in their day.
and contains the most  ambiguous  pack-
aging I have seen for some t ime. I even-
tually  found by scanning the small print
on the box that  the elusive Frank  Bruno
was actually  replaced by Overlander on
non-I BM machines.  So while the packag-
ing shows five games only expect f our in
any part icular format!  This  merely  high-
lights one of my long term grumbles
about  some of the software houses and
s light ly  suspect packaging. The games in
the set are of  good value. Ghost  G o b -
lins  Is the archetypal arcventure wit h
f riendly  graphics and good colour use. A
faithful t rans lat ion f rom the original.
even so it  is a lit t le dated and creaks
around the edges. I s t ill enjoy play ing

this  game and it  is a lit t le piece of  his-
tory. The same can be said of  Paperboy
and Space Harrier.  Both use the technol-
oz
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wort hwhile experience at any t ime, t heir
inc lus ion in a compilat ion is a reasonable
thing insofar far as they are good games
that  no longer merit  high indiv idual pric -
ing. Overlander was a game I f ound
t ry ing and annoying.  a scrolling race
game with lit t le to really  recommend it .
st ill I suppose that  compilat ions  should
be allowed one problem entry. As wit h
the previous piece of  software not had
value if  you do not  own any of these
games already.
HOLLYWOOD COLLECTION offers

four fairly  modern games albeit  that  one
of them now appears for free in the new
power pack range. This  is an at tempt  to
place s light ly  more modern and more st i-
mulat ing gameplay at an af fordable
price. The major disappointment  in this
Is Robocop. i f  only because it  does not
show the ingenuity  of software planning
the other three offerings do. An the
games have s t rong graphic  and sonic ele-
ments  and wit h the mult i t ude of  cheat
modes being published none of them
should take too long to complete.  My
personal favourite was Batman,  wit h its
small sprites and interes t ing mode of
animat ion for rope c limbing.  Ocean
maint ain their policy of strong sound-
tracks and video scans of  leading charac-
ters wit hin the play f rames to good effect.
Ghostbusters II gives the feel of a fi lm
wit h it 's sets and diffi cult  but  playable
scenes.
Of  the three compilat ions  Hollywood

Collec t ion is the one whic h offers the best
value for money for any newcomers  who
have not  bought  the originals  or even for
those of  us who felt t he fi lm licences were
over-priced. There is s t ill a lit t le original-
ity In these games and thus  of the three
this  has to be my  favourite compilat ion.
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•  GAMEPLAY - AU are at (east adequate,
most are uery playable if  dated

•  SOUND & GRAPHICS - Variable,
Ocean s o r n  to do best here since
theirs are the youngest games

•  VERDI CT - Quat t ro and Hollywood are
very good value and recommendable.
Finale seems overpriced for older not
quite classics
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rent ly  a member of the
Soviet Academy of  Sci-

ences. and is also a famous
Soviet mathemat ic ian,  He is
now also the aut hor of two ex-
cellent computer puzzles, his
original t it le which many  of
you wil l  have heard of  - Tetris_

This  new puzzle involves a
three dimens ional view, as
though you were look ing down
a well.  At the bot tom of  the
well there is an eight by eight
grid. The game's overall con-
cept is  very s imple.  Various
dif ferent shapes will randomly
appear at the top of  the well
and s lowly  fall to the bot tom.
Us ing the keyboard,  you mus t
control where the blocks wil l
fall so that  they fi t into the
available squares in the grid
at the bot tom. In order to
achieve this  you mus t  move
the shapes around the well's
perimeter,  t hus  plac ing the
shape in the exact pos it ion

FACTS
I itie P R I N C E  OF PERSIA
Publisher: Do ma r k
Price: £ 2 4 . 9 9
Reviewer: J ohn Davison jrir

SIGHT & SOUND
Me animat ion is stunning and
the sound effects are superb

GAMEPLAY
Great - apart  from the fac t that
you go bock  to The beginning
every  t ime you die

VERDICT
Would be a superb game if it
were not for the above

you require.  In
addit ion to this
you can rotate the
pieces as they fall.
The combinat ion
of these two control methods
wil l  enable you to place the
pieces exactly on the grid
where you want  t hem (pro-
vided that  they will fit). In
order to score points  you mus t
pos it ion the pieces so they
form lines which stretch fully
across the well bot tom,  either
vert ically  or horizontally .
When a line is formed,  y our
score is inc remented and the
completed line is removed
f rom the well.
At t imes  (actually  most of the

t ime when you are just  begin-
ning!) you wil l  be unable to fi t
a piece into a gap in the grid
at the bot tom of the well.
When this  happens you have a
choice of two opt ions. By
dropping a shape down a cor-
ner of the well,  it  wil l  split  into
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ple who remember
Karateka? Now that

was a long t ime ago. Mos t  of
you won' t  have a clue what  I 'm
talk ing about,  but  there mus t
be some who remember one of
the classic karate/arcade
adventures of  all t ime.  Well,
af ter all these years, we now
have a sort of  pseudo sequel
writ t en by the original author.
This  t ime you play the part  of
an heroic  adventurer who
mus t  rescue the beaut iful
princess f rom the evil and
apparent ly  'sexually  deviant '
iwhatever that  means) Grand
Vizier, You have sixty minutes
in whic h to rescue the pret ty
maiden f rom the evil Persian's
grasp.

two separate parts. I f  this does
not  help you are forced to let
the shape overlap onto one of
the well's  walls.  When this
happens the of fending wall is
removed f rom play for a num-
ber of moves, t hus  mak ing
your di lemma vastly worse!

Puzzle games of this type are
very defi nitely  an acquired
taste, and because of  this
there wil l be many  people who
cannot  get on wit h Wellt ris ,  I
found it  to be very addict ive.
and once you have the knack
of the controls  it is  both enjoy
able and very s t imulat ing to
the old grey mat ter!  Presenta-
t ion wise, the game is nothing
s tunning.  The graphics are av-
erage as is the sound, but  this
does not hing to weaken its
quality .  It 's brilliant !

The game begins
with a superb ani-
mated sequence as
the princess re-
fuses the Grand

Viz ier what  he wants  (dirty
devil!), she then appears a
t rine distressed as the sequ-
ence fades and your character
comes into view, in a dungeon.
You mus t  work  your way up

through the various levels of
the dungeon to fi nd your love.
Along the way you wil l  en-
counter unf riendly  guards.
strange pot ions. and art ifacts
whic h wil l be of  use. You mus t
engage in sword fights and
avoid many  of' the cunning
t raps which have been set to
prevent your escape.
Apparent ly ,  the author,  Jor-

dan Mechner has spent  many
hours  watching movie clips to
br ing you some of the mos t
realis t ic  graphics ever seen in
a computer game. He didn' t  do

FACTS
Title: W E I R  IS
Publisher I n f ogrames
Price: £ 2 4 . 9 9
Reviewer: J ohn Davison Or

SIGHT & SOUND
Nothing stunning at ail The
graphics  are bold and bright
and the sound is adequate

GAMEPLAY
If you enjoy  spatial puzzles you
will love this. If not it will drive
you nuts. I  loved it

VERDICT
My personal verdic t is Mat
Welitris is superb. However,
arc ade fans will fi nd the pac e
o lit t le s low

MINCE OF
too badly  I can tell you, as the
animat ion is s tunning!  I  have
never seen any thing quite like
It. I t  is smooth and t reme-
ndous ly  lifelike. The sound is
also excellent, and as wit h
pretty muc h every other re-
cent release the spot effects
and mus ic  use samples. and
the qualit y  is very high indeed.
The sound of  c lashing steel is
especially realist ic.
As arcade adventures go.

Prince of Persia is fairly  typical
In t erms  of playability,  and
you wil l  either love it  or hate
it. Personally,  I t hink  it  is bril-
liant ,  but  I do have one quib•
ble. When will sof tware au-
thors  learn that  players very
soon become bored when they
have to go back to the begin-
ning every t ime they die? Why
do they  keep doing this to us?
It's so annoying!  This  game
would be amaz ing if  it weren't
for this  s illy  feature.
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SNOWSTRIKE
T h e  year is 1999.  and

the President  has dec-
lared war on the drug

barons  of South America.  To
do batt le wit h the Colombian
drug lords a special fi ghter
has been developed to fl y both
land and sea based miss ions
wit h the objective of des-
t roy ing the drug plants  and
shipments.  As you could well
Imagine these miss ions are
very dangerous  because of  the
immens e resources which the
drug barons have at t heir dis-
posal. Only  the best U.S pilots
are capable of  doing the job.
You are the pilot  of  an

F14 I ,CB 'Cosmos', a brave
and heroic  pilot  who mus t  go
into bat t le and c any  out
'Operat ion Snowstrike'•
On fi rst impress ion,  *Snow-

strike* appears to be either
one of  two dif ferent  styles of
game. I t  could be described as
a fl ight / combat  s imulat or in
the vein of F15 St rike Eagle.

FACTS
Title: W O R L D  CHAMPION-

SHIP SOCCER
Publisher: E l ite/Sego
Price: E 1 9 . 9 9
Rev iewer Da mo n  Howarth

SIGHT & SOUND
Both of These present as ade-
quate although The chunky
sprites ore easy to spot

GAMEPLAY
Fast furious and difficult, some-
times vague in controls

VERDICT
A good effort. worth buying if
your soccer desires are strong

66 I s s u e  49 - New Atari User

Alternat ively  it
could be viewed as
a s imple shoot  'ern
up in the style of
SkyFox /SkyFox II.
I 'm not  sure which
it  is closest to: a ridiculous ly
s imple s imulator or a t reme-
ndous ly  diffi cult  game!
You have various levels of dif-
fi culty  and weather condit ions
to choose f rom, and also the
choice between either a sea
based 'shipment  bust ing' mis-
sion or a land based miss ion
to knock  out  the drug factor-
ies. Your fi nal opt ion is to
choose your co-pilot  f rom a
list  of  men wit h vary ing perso-
nalit ies  f rom complete rebel to
out right  nerd. This  opt ion is
quite import ant  as it governs
the level and qualit y  of  assist-
ance whic h your accomplice
wil l  give you.
The main game screen is very

strnilar to a fl ight  s imulator.
you have the appropriate in-
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looks like Kick-Of f
whic h has been de-

veloped f rom the Sega games
machine.  Elit e Systems have
used their expert ise in con-
vert ing arcade games to pro-
duced a convers ion that
seems to work  rather well.
The opt ions in this  one or two

player soccer game inc lude
such things  as choosing your
own internat ional side (based
upon the last World Cup
squads) and select ing a team
by the relat ive st rengths of
players. To make life even
more entertaining and thereby
allowing a st ronger s imulat ion
effect the various teams have
a grading to show roughly  how
tough as oppos it ion they

•

d:00

0 -

s t ruments  at the bot tom of the
screen and your view of the
outs ide world at  the top. Con-
t rol ls  wit h a combinat ion of
mouse and keyboard to con-
t rol the plane and its various
weapons systems. Basically
your miss ion is to carry out
y our ins t ruc t ions  and knock
out  any enemy planes which
may t ry to get in your way.
Upon complet ing the miss ion
you mus t  return to base in
order to receive f urt her in-
s t ruct ions and to refuel.
Presentat ion-wise. Snow-

strike does not  excel in any
department ,  The graphics are
fast, vet fairly  s imple and the
sound effects and mus ic  are
adequate yet: nothing stun-
ning. It 's not  bad though.

should be. Scot-
land_ the least
beaten (although
least successful),
World Cup quali-

fiers in recent events, rate
lower than Northern I reland
and the English.  I t  is however
a lit t le dist ressing to see they
have diffi culty  matching up to
the Cameroon team in stat is-
t ical power! Apart  f rom that
lit t le gripe the cont rol for the
game is exemplary  although a
lit t le slow. The graphics  are
nice and chunky  and repre-
sent team colours well.
Unlike the current  yardst ick

of  Kick-Of f !  and I l the game
does not  have fouls, red cards
and the like and neither does
it  inc lude weather factors. On
the other hand it  does have
the stat ist ical base earlier de-
scribed. I t  is very pleasant  to
discover these rat ings  actually
affect play. I t  Is far easier to

FACTS
SNOWSTRIKE

Publisher: Eoy x
Price: £ 1 9 . 9 9
Reviewer: J ohn Davison Or

SIGHT & SOUND
Adequate for the style of
game, although not awe in-
spiring

GAMEPLAY
Frustrating. it Is basically a diffi-
cuff to control shoot 'em up

VERDICT
A game which is not quite a
simulator yet a bit more Than a
simple game. Not bad but no-
thing special

WORLD CHAMPIONSHIP
SOCCER

play wit h Braz il and I taly t han
it is  to even score wit h the
U.S.A. and Scot land. The com-
puter seems to have psychic
talents and is able to plant  the
st riker in the right  place while
your goalkeeper develops ten-
dencies to t hrow at said for-
ward_ Apart  f rom that  and the
fact I never ac tually  won or
drew a game against  the com-
puter the game fl ows well and
maintains  interest.  I felt  that
the computer was perhaps  a
lit t le too st rong in the early
stages and that  even wit h the
weak  teams the goalkeeping
f rom the computer was too
effective_ I mus t  admit  t hat !
never even managed a goal
although Braz il but  did hold
the U. S. A. to a last minut e
winning goal defeat, far bet ter
t han Italy's 9-0 defeat of  the
Scots!
I can quite happily  recom-

mend this  to any soccer fan.
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NIIHAU
A l o n g  t ime ago and

many  public  houses
away  there was an in-

novative plat f orm arcade game
called Bombjack .  in which a
lit t le sprite like creature boun-
ced around screenfuls of
famous buildings ,  like the
Sphinx,  collec t ing apples and
defus ing bombs.  This  game
had many  sequels all wit h
very s imi lar  themes and very
s imilar moves. Needless to say
it was  successful in all incar-
nat ions.  Even more needlessly
I might  add that  the computer
world also received many  ver-
sions of  this classic game.
Mighty  Bombjack  is the latest
in the line.
This  part ic ular variant  is

based on a fantasy adventure
sett ing as the lit t le bug goes to
rescue a fair princess f rom the
evil Beelzebut  a foul demon.
He goes because he is the
youngest brot her of the prin-
cess and all of  his s iblings

FACTS
litle: S . T . U . N .  RUNNER
Publisher Do ma r k
Price: £ 2 4 . 9 9
Reviewer: J ohn Davison Int

SIGHT & SOUND
The graphics  ore s low and jerky
and the sound is quite dreadful

GAMEPLAY
Could be superb, but  it is un-
play able due to the sluggish
nature of the graphics

VERDICT
Not brilliant. An eight bit  com-
puter is more than c apable of
produc ing something better
than this

have failed.
On look ing at the

packaging I was
perturbed to see
that  all screen-
shots were accre-
dited to the Amiga,  normally  a
bad sign since it  means  that
the ST screens are bland to
say the least. This  was cer-
tainly  t rue of  the original so I
prepared myself  for the dis-
appointment .  Happily  this in-
carnat ion is bet ter than the
original and actually  has a
background and some interac-
tive chests of powers and
goodies. Once play begins and
the joystick wielder realises
jus t  how to move the small
fi gure about  the screen there
Is quite a good plat form based
arcventure lurk ing behind this
sequel.
The graphics, whic h are in

such games all important ,  are
decidedly more useful and
bet ter than I had expected.
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conversion the basic idea
is a sort  of  futuris t ic

bobsleigh run.  where instead
of a sleigh you pilot  a
'S.T.U.N.' ship t hrough the
twis t ing underground pas-
sages of another world.
Through these passages you
will encounter a variety of  ob-
stacles ranging f rom diffi cult
slopes and curves to enemy
& T U N ,  craf t  whose only  wish
Is to hinder your progress.
Along your high speed path

you wil l  fi nd a number of
green stars dotted along the
floor of the tunnels_ I f  enough
of these are collected then you
are given a weapon k nown as
the 'Shockwave',  whic h will
obliterate everything in your
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There is a s t rong use of colour
and a reasonable sound
accompaniment .  alt hough I
did fed at t imes that  the con-
t rol of  the hero could have
been more positive.
In this  version not  only  do

you need to avoid the flashes
as you collect discs you also
need to open chests by bounc-
ing on them and thereby
obtaining various useful
bonus  abilit ies.
The game does not present

the tact ical challenge of  such
as Beyond The Ice Palace but
presents a more problem
oriented *find the exit ' type of
game. I f ound it  quite enjoy-
able and a good representat ive
of its type, f ar bet ter than the
original.

path. The shock-
wave must  not  be
depended upon for
remov ing all nui-
sances, so your

craft is also equipped wit h a
laser for destroy ing any thing
which gets in your way! Sup
plement ing this arsenal you
also have the capability  to
force your craft up to t reme-
ndous speeds by mov ing over
a Turbo Boost Pad' which wil l
take your craft to nearly  light -
speed and make it  t emporarily
uns toppable by obstruct ions.
Your view is f rom just  behind

your craft, t hus  giv ing you a
three dimens ional v iew of the
tunnel as it  spirals  towards
you. You mus t  s imply  negoti•
ate the winding passages and
try to reach the end. Jus t  as
with a bobsleigh. you should
follow the outs ide line of  the
t unnel to max imise your
speed.

FACTS
Title: M I G H T Y

BOMBJACK
Publisher: El i t e
Price: £ 1 9 . 9 9
Reviewer: Damon Howarth

SIGHT & SOUND
Both ore adequate for the
game in hand, neither really
c reate not iceable ac c laim

GAMEPLAY
Smooth scrolling with pleasant
controls that bec ome vague at
times

VERDICT
Dec idedly  acceptable,  but  little
in the way  of  novelty to recom-
mend it

RUNNER
The graphics  in S.T,U.N.

Runner are quite disappoint -
ing. A game of  this type could
be quite amaz ing especially if
it was  smooth and last. This
implement at ion Is quite a let
down,  the graphics are jus t  far
too s luggish to make the game
look 'right '.  On top of this the
sound effects are dreadful.  An
at tempt  has been made to
have some digit ized speech
every now and then,  but  it  is
s imply  imposs ible to work  out
what  is being said - it  is mere-
ly a noise,
I have not seen the arcade

original of  S.T.U.N. Runner so
I have no idea how close this
version is. I can well imagine

-that  the graphics are quite
s t unning and that  it  is much
faster than this  conversion.
Speed is  the main let down of
the ST version. the movement
Is far too s low to make the
game playable for long.
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fogrames sof tware I
always expect some-

t hing a bit  dif ferent  and a bit
special and rarely  am I dis-
appointed.  Recollect ions of
Japanese late night  mons ter
and giant  robot  shows s lipped
into my subconscious as I
read the entertaining ins t ruc-
t ion book and eagerly watched
as the fi rst disk  loaded to ex-
cellent  mus ic  and effects.
The panning of a large robot

wit h its small operator was a
wonderful int ro and set the
scene. Finally  the ST accessed
the second disk  of  the set and
the game could begin. I was  in
cont rol of  one of  those mons-
ter robots so beloved of  Comic
books and Trans f ormer fans
everywhere. The match was
ready to begin. From my  li-
mited init ial budget  I had to
buy  and equip a bat t lebot  to
represent  me in the knockout .
I bought  it  a laser arm and a

FACTS
Title: T O U R N A M E N T

GOLF
Publisher El i t e
Price: £ 1 9 .
9
9
Rev iewer J ohn  Davison ir

SIGHT & SOUND
The graphics are slick and
smooth and appear  to be very
realistic. The sampled sound F/
X are excellent if a little abrupt

GAMEPLAY
Considering I'm not a golf fan
enjoyed it very much

VERDICT
i loved it. I f you're a golf fan
you would probably enjoy it
even more
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metallic  box ing
glove fist. The legs
were perforce un-
protected owing to
lack of funds, s t ill
we could win!
The screen changed, hits

whirred and the const ruc t ion
scene was completed when I
saw my  huge opponent .  This
would be tough! The fight was
bit ter and cont rol was a s imi-
lar experience to Barbarian
style combat  games. My  robot
was crushed. I lost but  was
eager to tr_t
er
. 
a g a i n .

Eventually  by winning a bout
I had enough to upgrade to a
meaner tougher machine but
as in all such things  the com-
put er had a tougher one. Win-
ning two in a row put  me on a
bonus screen which allowed
me to beat up lit t le humans
and their puny  tanks and heli-
copters In a bat t le s imulat ion.
I did fi nd the game had a

built  in secret for success
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golf. I don't  like watching
it  on TV and I've never

been able to get the hang of
playing,  either on the course
or the driv ing range. Should I
really  be rev iewing this  game?
Tournament  Golf  f rom Elite

is described as a 'golf  s imula-
tor' which allows you to take
part  in a t ournament  across
three world class courses
against  fi fteen other profes-
s ional players.
To aid you in your game. you

have been teamed up wit h a
caddy who wil l give you useful
advice when you need i t  Now,
as I've already said I 'm not  a
very experienced golfer. but  I
do k now that  I have never

when played in one player
mode whic h allowed me to
progress a long way into the
game with lit t le challenge. The
game could become quite
challenging in the two player
mode and certainly  offers a
st rong one player challenge it
you don't  fi gure out  how to
cheat.
Although this  is really  only  a

variant  on the beat *ern up
theme Metal Masters  is pre-
sented in a novel and imagina-
t ion grabbing style. I t  certainly
rates as my  favourite of the
games I reviewed this  t ime
and I am happy to recommend
It to any person want ing a
change of pace in t heir combat
gaming.
It certainly  had me hooked
f rom the word go.

seen a pretty,  tall,
brunet te golf  caddy
wit h long legs and
a skirt  t hat  would
serve well as a belt!

Do golf  clubs really  allow this
sort of  thing? Am!  miss ing
something?
On loading the game you are

greeted wit h an awk ward
password protect ion system
which has you t humbing
through the manual searching
for a s ingle word.  Once you
are 'in' the game you have a
mult i t ude of  opt ions before
start ing. You can select your
level of  play and also whether
you are prac t is ing or entering
the tournament .  Once the
game has started your view of
the proceedings for the larger
part  of the game is f rom
direct ly  behind your character
wit h the fairway s t retching out
In f ront  of you. On the left

FACTS
Title: M E T A L  MASTERS
Publisher. Infogrames
Price: £ 2 4 . 9 9
Reviewer Da m on Howarth

SIGHT & SOUND
Both are atmospheric, correct
and excellent

GAMEPLAV
Fast fun and addictive

VERDICT
A marvellous sci-fi slugfest, Buy
one immediately?

TREF NI;
hand side is a plan v iew of the
'hole' whic h you are current ly
playing. When W I  you reach
the green, the v iew changes to
a bird's  eyewiew of your char-
acter as he tries to s ink  the
ball.
Graphically  the game is very

good indeed.  The animat ion of
your large and detailed 'golfer'
character is smooth and
realist ic.  The sound is also of
a very high quality ,  compris -
ing mainly  of sample spot
effects. The crowd cheer when
You hit  a great shot, and gasp
in a suitably  sympathet ic
mariner when you miss a put .
To play  I f ound the game sur-

pris ingly  fun! The cont rol
method us ing the mouse and
a series of icons Is easy to get
used to and overall I f ound it  a
pleasure to play.
Golf  may not  be that  bad af ter
all! Maybe t a k e  it  up!
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T h i s  game bears all the
hal lmark s  of a Psygno-
sis game, well pack-

aged wi t h a colourful box and
fairly  detailed ins t ruc t ions
together wit h s t rong screen-
shots on the box. The promise
of good t hings  ins ide is borne
out  fairly  well,  the loading
st rains  are good and keep the
at tent ion during loading.  The
game gives forth the now ex-
pected superlat ive screen ani-
mat ions  and scenario set up.
The quest ion is though what
sort of  game is this?
Basically  what  we have is a

space jockey race game, us ing
a 3D course reminiscent  of  the
Freescape series of  games, The
cont rol system is dif ferent
f rom the norm allowing a play-
er to cont rol the head of  the
pilot  and the ship indepen-
dently. Oh yes, the player
takes the part  of  a somewhat
suic idal space racer in a
futuris t ic  sport that  gliaran-

FACTS
POP UP

Publisher. I nf ogromes
Price:
Reviewer: J ohn Sweeney

SIGHT & SOUND
Good c lear graphics, nic e
sound effects

GAMEPLAY
Highly  addic t ive joystick-driven
arc ade game

VERDICT
Great fun

tees not  only  one
winner but  only
the one survivor.
The s tandards  of
scrolling and pre-
sentat ion only  reach the ade-
quate and are an ant i-c limax
to all the good pre race work
to be described later.
Some of Psygnosis latest

offerings are s tart ing to show
signs that  the design team are
look ing to the old ideas and
t ry ing to breath new life int o
them. The last few games have
jus t  about  worked and again
this  manages the same cu-
rates  egg type of performance.
The opening screens, wherein

the player prepares for take off
and sets up his  ship wit h
some of the expansive and ex-
pensive arsenal of  devastation.
are very well conceived, re-
miniscent  of  many early TV
sci-fi  series. So too the con-
t rols  which ut ilise Joystick,
mouse and keyboard giv ing a
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Another crazy game
f rom those mad

French guys at Infogrames -
this  t ime you get to be a
bounc ing ball t rapped in
dozens of  fiendish mazes.
Each maze is jus t  one screen
full of  plat forms and objects:
some objects are deadly, some
are tools, some mus t  be collec-
ted before the exit wil l  appear.
Pop Up is completely  joyst ick

driven: the but ton gets you
bouncing,  lef t  and right  allow
you to t urn in the air, down
stops you dead. i f  you land on
a spiked plat form,  touch one
of the lit t le baddies that  fl oat
backwards  and forwards,  get
stuck bounc ing between two
inc lined plat forms,  or fall of f

complex learning scenario for
the beginner.  Y o u r  in fl ight
objectives appear to be
threefold, to win,  to destroy or
disable the opposit ion in order
to achieve part  I  and fi nally  to
pick up as muc h bonus  cash
as possible while c ircumnav i-
gat ing the very twisty  and dif -
fi cult  course. On the bright
side it  is possible to play
against  a human opponent  if  a
cable is set up allowing two
players wit h their own
machines  to join in life and
death combat .
I felt that  this  game had a

great  deal of  top show but  very
lit t le nit ty  grit ty  once the
twists  are unravelled.  A game
of interest  however to those
who enjoy a good compet it ive
shoot 'em race.

the bot tom of  the
screen, t hen you
lose a life. Fal l ing
off the bot tom,  or
into nasty places,

Is diffi cult  to avoid as many  of
the plat forms disappear after
1.2 or 3 bounces!
You need to collect extra lives

and tools along the way -
hammers ,  keys and water
drops get dd of  vert ical poles.
walls  and fi res - t hough many
of  the poles need more than
one blow to destroy them - not
easy when you are bounc ing
on disappearing plat forms!
It starts off easy. but  soon

gets VERY hard - some of  the
later screens can only  be sol-
ved by gett ing every s ingle
bounce and t urn EXACTLY
right !  This  is made s light ly
f rus t rat ing by the fact that  the
ball doesn't  always seem to
react immediately  to com-
mands  to t urn or stop (usually

FACTS
iitle: M A T R I X

MARAUDERS
Publisher Psygnos is
Price: S 1 9 . 9 9 p
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Pictorially  excellent, smooth
scrolling and vivid. Sonicaily
weak but  just ac c eptable

GAMEPLAY
Very solid with some good ex-
tras, it  didn't  'hook ' me though

VERDICT
Not the best overall space race
version but nonetheless a c re-
ditable effort worthy of some
notice

pop UP
causing you to lose a life!).
Maybe it  is me, or my joystick.
but  the game seems very un-
forgiv ing!
Fortunately ,  i f  you are f rus-

t rated wit h s tart ing at level
one and dy ing on level thirteen
every t ime,  you can jus t  press
D to switch to the random ver•
sion - you never know which
level you wi l l  get next.  There
are some really  nasty levels up
there - 1 have seen some of  the
ones in the eight ies - and at
least one looks impossible!
Pop Up is a very s imple idea

whic h has been well imple-
mented - i t  is easy to get into.
and keeps you coming back
for one more t ry  to see if  you
can reach the next  level in the

best e
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g m
As a bonus  there is also an

editor which allows you to cre-
ate your own levels which
keeps the interest  going.
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T h i s  MIDI  sequenc ing
program has been
around for some t ime.

but  has recent ly  been slashed in
price f rom £79.95 to 1.49.95.
bringing it fi rmly  into the
"budget  class" for such prog-
rams. The package inc ludes a
single sided program disk  and a
rather brief  32 page Ins t ruc t ion
manual,  whic h unfortunately
isn't  exact ly a model of  clarity.
MI DI St udio runs  on a 512K ST/
STE in medium or high resolu-
t ion, and also requires  a suit -
able MIDI  equipped synthesiser.
of  course.

TWENTY TRACK
It's a 20 track, phrase based sequencer.

ykrhich means you use it  to build up a
complete piece of  music f rom smaller
mus ical elements (phrases) of  any conve-
nient  size - typically  a few bars. You
record each phrase separately. either in
real-t ime at any convenient  tempo,  or in
step-t ime. and then arrange them in any
order on any tracks vou choose to form
the complete mus ical piece. There are no
record or playback looping facilit ies (ex-
cept in phrase edit  mode), so all record-
ing is done on a "one-shot" basis. and
phrases requiring repet it ive playback
have to be "arranged" manual ly  first.
Arranging the phrases is s implic it y  it -

self. Us ing the mouse, you jus t  drag the
required phrase f rom the list of  phrases
already recorded and drop it  on the re-
quired t rack in the appropriate posit ion.
Phrases may be added,  deleted, inserted.
or copied easily too. This  func t ion has a
f riendly  v isual interface, so you can
actually  see the phrases you're manipu-
lat ing on the tracks. The display may  be
scrolled and zoomed to the appropriate
pos it ion and level of  detail you require.
This  whole process is one of  the slickest
parts of the program a n d  is a delight  to
use.
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MIDIStudio
Publisher: Ladloroke Computing
Price: £ 4 9 . 9 5
Reviewer: John S Davison
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Each t rack may be set to play  back on
any MIDI  channel us ing any MIDI  prog-
ram number (and therefore ally  sound on
your synth). This  can be subsequent ly
overridden to select dif ferent sounds  "in-
fl ight" by program change commands
embedded wit hin phrases.
Each phrase in the piece need only  be

recorded once. I f  it's repeated in the
mus ic  you jus t  reuse it  by dragging it
f rom the phrase lis t  again and dropping
It on the t rack where needed - a great
t imesaver! The program holds up to 100
unique phrases. prov iding enough scope
for most  popular mus ic  requirements .
Like complete mus ical pieces. phrases
may be saved to disk and reloaded as
required.  so it 's possible to build up a
phrase. library  - part icularly  useful for
d rum rhy thms.

EVENT EDITING
Once recorded.  a phrase may  be altered

us ing MIDIStudio's  edit ing facilit ies.
Some people might  t hink  these a lit t le
primit ive,  as they work  direct ly  on the
MIDI  event list, wit hout  the benefi t of
grid or score edit  opt ions somet imes
found in other sequencers. You can
change the note pitch.  velocity, and start
and stop t iming data (in bar/ beat / c l ic k
form). You can also delete or add events,
inc luding note. program change. and cer-
tain cont rollers  (exc luding cont inuous
controllers  such as pitch bend and after-
touch). Edit ing is performed us ing the
mouse, or in some cases input  may  be
read st raight  f rom the MIDI  keyboard.
The editor also allows you to work  at the

phrase level, so you can copy. split ,
merge, append.  transpose. quant ise.  arid

tater out  unwant ed types of
MIDI  data f rom phrases. Note
velocity can be manipulat ed too,
wit h levelling. randomis ing.
change by fixed amount ,  and
fade I n/ out  provided.  I f ound
quant ise to be MIDIStudio's
weakest func t ion as it  didn' t  al-
ways seem to work  as expected.
I suspect this  may be connected
wit h the programs  rather mis -
erly resolut ion of  only 24 clicks
per beat.
It's worth not ing that  any "des-

t ruct ive" edit ing operat ion per-
formed on a phrase can be re-
versed i f  required by ret riev ing

the original version of  the affected phrase
f rom a special buffer.  This  can be quite a
lifesaver when needed!

MIXING DESK
In use the program operates via a num

ber of screen windows,  the contents of
whic h depend on the func t ions  selected.
Virt ually  all operat ions are mouse con-
trolled,  alt hough there arc keyboard
equivalents if  you prefer them. its  most
impressive display is probably  the "desk
screen", designed to mimic  a recording
studio mix ing desk. Major  sequencer
funct ions  operate via "tape recorder" con-
trols, a mouse c lick on the appropriate
but ton cont rolling play, record,  fast for-
ward/ rewind.  etc. Each t rack also has a
mouse operated volume slider,  al lowing
you to cont rol the volume of  each inde-
pendent ly.  These only work  wit h synths
whic h recognise MIDI  Cont roller 7 com-
mands  though.  My  Yamaha PSS-680 and
YS-200 don't ,  so I couldn't  t ry  out  the
sliders. Each t rack also has an associ-
ated act iv ity light,  whic h flashes to indi-
cate MIDI  playback  act ivity on that  track.

In summary ,  I enjoyed us ing MIDIStu-
dio. I  part icularly  liked its phrase based
approach and the ease wit h which you
can build a complete mus ical piece us ing
its facilit ies. My  only  real c rit ic isms con-
cern its s light ly  dodgy quant ise feature;
the lack  of  visual edit ing aids - part icu-
lady  a d rum edit ing grid; and its lack of
looping lat ilit ies .  but  none are real show-
stoppers.
At its  new price MIDIStudio offers excel-
lent value for money, so if  you're look ing
for a sequencer make sure you check it
out. You could save some money.
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The company that
won't release games
if they have been
written in STOS

The company that
releases their
own STOS written
programs

512 colour routines
for you to use

plus a bit of news

SCANDAL!!
What  an init ial theme for this  issues
STOS COLUMN I It all s tarted up there in
Macclesfield at Mandarin HQ
Once upon a t ime Nick  Harper (Develop-

ment  Assistant and budding games ty-
coon). wrote a game - us ing STOS - called
OZONE. and wit hout  minc ing words it  is
pret ty spectacular and by far the best
STOS game ever writ ten.  Now young Nick
had a lit t le t rouble gett ing this  game
published.  Admit tedly  the puzzle/arcade
elements of  the game were not suited to
some companies current  labels, but
eventually  he managed to get ZEPPELIN
GAMES (the bril l iant  company  responsi-
ble for many  of  the 8-hit  ATARI 's  best
games) interested. That  was  unt i l  they
found out  it was  writ t en in STOS.
Strange huh? Anyway to cut  a really  long
story short  here is an extract f rom the
reject ion let ter Nick received:
'Thank  you for t hink ing of us in sending

out  this  demonst rat ion of  your work,  we
are always interested in new talent.
I'm af raid that  we cannot use your prog-

ram 'Ozone" because of  its being writ ten
in STOS instead of  assembler. We did
like the game idea and the graphics  vely
muc h as I told you on the telephone but
it is  our policy not  to use game gener
ators to produce games."
ARIWRGGGGHHI I I I l l ! !  GAME GENER-

ATOR!III! Have I jus t  t ravelled back in a
t ime warp 5 years? How can a PROG-
RAMMING LANGUAGE be classed as a
game generator? If programmers  keep
libraries  of  rout ines and ut ilit ies  such as
sprite editors to produce produc ts  does
this mean that  packages such as LAT-
TICE 'C', DEVPAC 2. TURBO PASCAL or
AMOS are just glorifi ed 'GAME
CREATORS"?
Wil l  we ever see the end to SOFTWARE

RACISM (or should that  be PROGRAM-
MERISM)? I don't  know,  but  at the t ime
of writ ing (according to the t rade mag
CTW) ATLANTIS SOFTWARE's best sell-
ing budget  t it le is SKYSTRIKE PLUS. a

game f amil iar to readers of this column
as being one of the most addict ive and
playable pieces of software around.  Next
mont h t une in for the second excit ing
episode of  our saga: OZONE.  WILL IT
EVER BE PUBLISIIED?.._.

CHEAT C H E A T
Anyway, the above ment ion of ATIAN-
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lab°  game SKYSTRIKE PLUS. Type this
exactly
"DO NT P ANIC"
When I say exactly I mean it ! ll (The

space in between the P and A of PANIC is
supposed to be there).  Af ter doing that
t ry pressing G on the keyboard to get
loads of weapons and repair bonuses.

ALL THOSE
COLOURS

Okay now for the programs.  Firs t  up
this  t ime is another program f rom the
great Terry  Mancey, this  is a supplement
to the 512 colour rout ine published in
the last issue, whic h You need to run  this
program.  I f  you don't  have it  phone Page
6 Publishing and order a back issue now
(you won' t  want  to miss this  one!).
Last t ime I took you t hrough how to

create a mult icoloured screen us ing
STOS 512. this  t ime Terry  has given us a
program which displays all 512 colours
on screen just  like on Degas Elite, There
is a s light  problem in that  the colours of
the mouse clash wit h those produced by
the program mak ing the cursor look a bit
like the camoufl aged alien f rom t he fi lm
PREDATOR. But  this  Is easily solved by
des igning you own mouse pointer us ing
the STOS sprite editor.  Type in PROG-
RAM 1, this  is what  is does:

LINEs 10-40 Terry 's c redit&
LINE 60 Loads the STOS 512 rout ine
f rom the, last issue
LINEs 90-100 Set up the screen
LINEs 130-190 Set up the colour bank
us ing the method we looked at in the last
issue
LINEs 220-250 Draw a box so we can
see whic h colour we have selected
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LI NE 260 Starts up the 512 rout ine,  see
the las t  issue for full details
LINEs 310-360 Contain the main loop.
Line 330 Is the one which calculates the
colour which is underneath the mouse
point  er
LI NE 400 Stops the 512 rout ine
LI NE 430 Ends  the program!!

Not too hard to produce an impressive
display is it? Next t ime I hope to have yet
another 512 colour ut ilit y  so if  you ha-
ven't got it  yet makc  sure you fi nd a copy
of  the last  issue by then!!

ANIMATION
Any old Atari 8-bit ters  out there? Re-

member how we used to produce anima-
t ion us ing PAGE FLIPPING? Well if  you
are new to the term PAGE FLIPPING let
me give you a brief  descript ion of  what it
does. Do you remember (when you were
young and computers  wit h the power of a
ZX81 s t il l fi lled office blocks) creat ing lit -
tle mov ing matchs t ick  men in the corner
of a school book by drawing him in one
posit ion,  t urning the page, draw him in a
s light ly  dif ferent  pos it ion and so on for
about  10 pages? This  is the basis behind
PAGE FLIPPING on a computer.  you set
up a number  of screens, draw some
things mov ing around on them and then
display each one in t urn.
Francois  Lionet  ac tually  wrote some

very good PAGE FLIPPING demos in
AMOS on the Amiga,  and the programs
In this  issue are actually  derivat ives of
those writ t en by Nick Harper (gets
around.  doesn't  he!). Type in programs 2
and 3, they are both very s imilar and use
SPRITES f rom the STOS accessories disk
in a the called ANI MALSI . MBK.  The
breakdown is for PROGRAM 2 whic h
contains  a few variables to allow owners
wit h 1 meg or more to specify the num-
ber of screens they wish to fl ip.

LI NE 10 Gives credit  where it  is due.
"Frank le" is an endearing term for Fran-
cois Lionet
LI NE 20 Sets up the screen
LI NE 30 Loads the Sprite fi le
LI NE 40 Gets the Sprite palette
LI NE 41 Sets up some init ial variables.
NUM is the number of screens to fl ip,  the
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Program 1 - displaying the 512 colour pallette

more screens you have the smoother the
effect is. s r s p  is the number of the start-
ing Sprite that we wish to put on the
screen. FINSP Is the number of the
fi nishing Sprite. The program will cycle
t hrough STSP-FINSP thus  creat ing ani-
mat ion wit h for dif ferent  sprites
LI NE 50 Opens up all of the screens. The
more memory  you have the more screens
you can have open (up to a max.  of  14)
LI NE 60 Clears the physical and logical
screens
LINES 70-90 Set up a few more variables
LI NE 100 Switches off the slow autoback
system and the automat ic  Sprite updater
LI NE 110 Is the start  of  the loop
LINEs 120-130 Do a bit of maths to
work  out  where to put  the next Sprite
LINEs 140-180 Stick a Sprite on a
screen, copy it  into the background and
then fl ip it  to the f ront
L1NE4 190-201 Change the screen and
Sprite numbers  and then check to see if
they are in the correct range
LINEs 210-220 Some more maths/ range
checking for the next Sprite

What  do you t hink? Not  bad huh? This
method is how many  demos and games
have been writ t en in the past. so if  some-
body says to you they have writ t en a
demo with 6000 Sprites on the screen.
tell t hem you can do that  - wi t h STOS!

NEW PRODUCTS
Okay it 's t ime to catch up wit h all of  the

STOS related news and produc t  laun-
ches. There are now TWO dif ferent  STOS
newsletters, one done by Aaron Fothergill
who is of fering a disk which contains
some new (unpublished) s r o s  exten-
sions to all new subscribers,  and the
other is a new mag (called STOS Maga-
zine) whic h is put  together by Dion.  Phi-
lip and Brenda Guy and is pret ty nifty. I f
you are interested in fi nding out more
about  these two take a quick  look to the
end of  this column for an address!
If you t h ink  that  paper is a dead form of

c ommunic at ion and prefer to get y our
help. news. hints & tips on assembly
language and STOS from a disk based
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magazine then why  are you reading this?
Seriously though,  my  mates Terry  Man-
cey and Richard Gale have got together
wit h that  smelly  guy Alastair Craig [the
Skunk) to produce ST PROGRAMMER.
This  bi-mont hly  disk  packed full of  fun.
reviews and STOS related programming
stuf f  is rather nifty. Unfortunately  its not
available f rom the newsagents, only
direct ly  f rom Riverdene PDL. Once again
the address is at the end of  this art icle.
If you are a fan of  the Top Selling Fun

School series the latest word on the
grapevine Is that  there is a more than
remote poss ibility  of  Fun School 4 hit t ing
the shops before Chris tmas,  more news
of that  later in the year. In fact most  of
the educat ional sof tware companies
(D.E,S., HAT,  SCETLANDER.  SOFT-
STUFF) seem to be tak ing the plunge and
are us ing STOS and AMOS to produce
excellent qualit y  learning tools, so at
least somebody likes these "GAME
GENERATORS" (sorry-, I promise I won't
ment ion that  again).
Last on the news f ront  (but  defi nitely

not least) is the release of  two new games
f rom Digital Dimens ion.  J iggers is a real-
ly f rus t rat ing puzzle game, whic h I mus t
confess I cannot  play very well.  That 's
not a refl ect ion on the game you under
stand (it is  of  a very high qualit y  wit h
excellent use of  sound samples and
graphics) but  on my  ability  to play  it. I
am af raid I cannot  s tand puzzle games. I
shot my  Ruble's  Cube. melted Tetris  (nice
mus ic  though!) and every tune I got one
of  those s lidy  square things or Chinese
puzzle in a Chris t mas  Cracker they
would immediately  fi nd a home in the
Blender (not recommended for younger
readers). The second game - Frui t  Pur-
suit  - is  a mind blowing experience of
gargantuan proport ion,  ac tually  it 's a
Frui t  Machine s imulat or but  I t ry  to give
one quotable phrase for every issue.
What  can I say except that I hate Fruit
Machines as well as Puzzles! My  Dad on
the other hand is a real addict  when it
comes to gambling,  horses, Snooker,
Football,  Frui t  Machines  (he doesn't like
Arcade Games 'cos you never get any
money back!) so over to you Dad for your
opinion of  this game:
"I like it. I t 's the best Fruit  Machine I've

seen on a computer,  where do I collect.
my  winnings ?'

l e  r e m  N i c k ' s  S TOS  v e r s i o n  o f  F r a n k i e ' s  w h I r l y  b o b  r o u t i n e .
2 0  c u r s  D 4 4  :  fl a s h  o f f  .  k e y  o f f  i  h i d e  o n

Thank s  Dad. Okay, both games cost
•L5,99 and are available (via mail order
only) nowil So check them out.

SIGNING OFF
Oh well,  that 's  about  it  for this t ime.  Did

you like that  photo of  Chris  Payne and
Francois Lionet  in the last issue? I f  I get
t ime I l l  t ry  and dig out some more pic-
tures of  people in the STOS world and
you can see why New Atari User doesn't
use that  many  photo's!!!!

You can wri te  to
Peter Hickman as follows:

PETER HICKMAN
3 6  CLEVERLEY ESTATE

WORP/H1OLT ROAD
LONDON
W1 2  OL2C

Above - page flipping routines

The STOS Club can be contacted at
1 LO WER MOOR
WHIDDEN VALLEY
BARNS TAPLE
N. DEVO N
EX32  8N W

RIVERDENE can be got at
by phoning 0734 452416

And finally DIGITAL DIMENSION
can be found typing away at

85  WATLEYS END ROAD
WINTERBOURNE
BRISTOL
B S17  / P W
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MYSTI
C
AL

y o u  are a novice magic ian nearing
the end of  his educat ion.  Dur ing
the course of  your studies at the

temple of  the Great Wizard,  you c lums ily
cause the disappearance of  all the phials
and scrolls that  have been carefully  cata-
logued over the years. As you can well
imagine this  does not make you the most
popular novice magic ian that  ever lived!
If you want  to obtain your magic ian's
diploma and ret urn to the Lord High
Grand Very Great  Wiz ards  favour, you
mus t  go out  into the big wide parallel
worlds  and recover as muc h of  what  was
lost as possible.
As you can imagine though.  there is a

teensy weensie lit t le problem with this_
The parallel worlds  are inhabited,  and
indeed dominated,  by unsc rupulous  gods
who are jealous of  any power which is
not t heir own. So as you can imagine.
y our quest is not  to be a s imple one! Help
is at hand however.  The Great  Wizard,
despite being mif fed wit h you, agrees to
let you use the spells and the pot ions
(when you have found them) for your own
self  defence. As well as this  he will follow
you on your travels in his  giant  fl oat ing
crystal ball.
Your magic ian character mus t  advance

t hrough the dimens ions  in a sett ing
whic h scrolls vert ically  f ront  top to bot-
tom. Along your travels your will meet
many  host ile characters who have been
sent f ront  the gods to destroy you. You
mus t  either avoid these characters, or

I
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dispose of them by
cast ing one of  the
many  spells at, your
disposal. These spells
vary f rom the s im-
plest pet rifi cat ion
spell to caus ing ear-
thquakes which
swallow up your
attackers. All of  the
spells cause amus ing
consequences and In
some cases mus t  be
seen to be believed!
Once you have man-
aged to travel
through the dimen-
sion successfully you mus t  place yourself
at the centre of  the magical pentacle and
wait  to he t ransported on to another set-
t ing. In all there are four dif ferent worlds
(or dimensions) whic h mus t  be explored,
and each of  these worlds  has three diffe-
rent  settings.
Throughout  the dif ferent  worlds,  not  all

of  the spells and pot ions collected must.
be used, as some can be stockpiled for
later use. This  is especially useful for
y our encounters with the gods who
appear at the end of  each 'world'.  The
princ iple is no dif ferent  f rom many  other
games containing 'end of  level guar-
dians'. You mus t  s imply  avoid everything
the god can t hrow at you whils t  t ry ing to
cast spells on both h im and his minions .
If you are successful the Great  Wizard

will appear in his  crystal ball and
lake you on to the next world.
The graphics in *Mystical' are poss-

ibly its most  impressive feature, as
they are quite superb.  Each charac-
ter is wonderfully  drawn in an
amus ing cartoonlike manner.  and
everything is animated ext remely
smoothly.  Humour  is a major aspect
of this  game and the graphics man-
age to capture a humorous  'feel' for
the whole game. All of  the host ile
creatures are t remendous.  There are
walk ing trees and bible t hrowing
monks,  along with 'Lit t le Red Riding
Hoods' and ugly  swamp things! The

sound is also amus ingly  implemented,
f rom the guzzling sounds as your magi-
c ian takes a swig f rom a bot t le of  potion.
to the babbling as he reads a spell.  All of
the sounds are sampled,  f rom the s im-
plest footstep to the various belches and
gmnt ings  of  the creatures. The mus ic
also uses sampled sound and captures

" T h e  graphics are
most impressive

quite superb 99
the atmosphere of  the game superbly_
Basically, Myst ical is nothing more than

a vert ically scrolling shoot 'em up,  it
merely  dif fers in its sett ing. Like so many
other games you mus t  move along col-
lect ing your weapons, and at the end of
the level you mus t  defeat the 'guardian'
(in this  case the god). What  makes this
stand out  a lit t le f rom the others is the
fact that  i l l s  not set on some far away
planet  bat t ling the evil aliens, instead we
are t reated to a fantasy s ituat ion which
is considerably  snore f un than o u r  aver-
age game.
Overall.  I was very impressed wit h the

quality  of  *Mystical'. I t  is presented in a
very professional way. The graphics are
of  a superior quality  and the sound is
superb. In terms of  gameplay, I f ound it
to be immensely  playable and highly  en-
joyable.  My  only  quibble with the whole
thing is that  it takes a very long t ime to
load,

•  S I G HT &  SOUND T h e  graphics and
sound are some of  the best 1 have
seen, They  are humorous and acid
great ly  to the game

•  GAMEPLAY - A typical shoot 'em up in
a dif ferent  environment.  Very playable
indeed

•  VERDI CT - A superb game of  superior
quality
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SEND FO R YO UR FRE E  P RO DUCT GUIDE!

A MUST FOR
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ST OWNERS!
IN FREE!
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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 C l o c k s  F l o p p y  Disk Drives
Hard Disk Drives Emulators G r a p h i c  Tablets
MIDI/Music M o d e m s  M o d u l a t o r s
Monitors M o u s e  controllers Plot ters
Printers S c a n n e r s  S c i e n t i fi c  Equip
Sound Digitisers Sound Samplers Video Enhancers

ACCESSORIES:
Cables
Disk Boxes
Monitor Access
Printer Labels
Stands

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:
ST Dedicated 6 8 0 0 0  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 PRODUCT IVIT Y:
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

1

& ST IL L  M O RE!
RETURN THE  CO UP O N NOW?

CC APIA E  &  RETURN
Tha" COL. JN FOR YOUR

FREE COPY
OF THE 1990 ATARI ST

48 PAGE PRODUCT GUIDE
FROM SILICA SHOP -  THE ATARI SPECIALISTS
Silica are the UK's  No 1 k er n Specialis ts  We  have been
estabashod For over 12 years, and have an annual turnover
o E l0  million. Wr lh our  exper ience and expertise. we can
claim l o  m e a l  o u r  c us tom er s  r equir ements  w i th  a n
understanding which is  second to none hu t d
,
,K 1  l u s t  t a l o a
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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 d if ference. 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?
Appikidiad
GUIDEc

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

A N D  WE SELL C A B L E S ,  BIND' (S,
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, ST1 6 1 DR

Telephone 0785 213928 A s k  for our FREE catalogues


