
ST EDUCATION SPECIAL
SHOULD YOU BUY THE
LATEST DISNEY SOFTWARE?
MATHS PROGRAMS TESTED
HAT SOFTWARE - ANY GOOD?
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LOWEST EVER PRICE ROMS!

Ir

molo• gm moo ,•••••••

KABOOM
Challenge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time?
Or would you like to be the Mad Bomber and try to flatten
one of your  friends? Lots of excitement for one or two
players in this addictive arcade game that won awards for
Best Audio and Visual Effects when it was first released.
Simple yet addictive.

ROM CARTRIDGE
OUR PRICE E2.95

RIVE R A I D
This best-selling, all out battle adventure from Activision
will have your palms sweating as you fly up river bombing
enemy bridges, avoiding lethal choppers and hot air bal-
loons. Can you survive far enough up river to discover its
secret'? Few can. Now this 1 or  2 player game can be
yours at the lowest ever price. Bombs away!

ROM CARTRIDGE

MAqTr

ROM CARTRIDGE

FREE
with orders over E10

Yes a £9.95 Datasoft game absolutely FREE when you
spend over DO with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. I f  it comes to more than 170 (excluding
postage) we'll enclose a copy of this Pacman type game
absolutely FREE i f you ask for it.*

*NOTE the game is on disk only and we will not therefore include a
copy automatically unless you order contains disks

OUR PRICE E3.95

Now anyone can learn to type whilst playing a chal lenging
game. Master type was one of the original 'game based typi ng
tutors which requires you to zap enemy Words as they
approach from the four  corners of the screen. But it not really
a game for, before you realise it, you will become quite
proficient on the keyboard as you progress thr ough 18 les-
sons of increasing complexity.

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52

OUR PRICE £2.95

SUPER SPECIALS
ATARI SMASH HITS 7
FOUR of the best games for the Atari in one pack at
the amazingly low price of lust E2-99. Are these sub
quality games? No sir! Not with Colossus Chess 3.0,
Electragiide, Blue Max and Alley Cat as the selection.
any one of which would be a bargain at E2.99 but you
get all four! You had better hurry!
DISK ONLY  R e c o m m e n d e d  price 1
.
1 4 . 9 5
SUPER S P E CI AL JUS T E2.99

MAXWELLS DEMON
Check out the review In Issue 49. Paul Rizon found
this simple game to be quite addictive and at this
price can you afford not to become addicted' I ts a
different type of game more in the Tetris mould than
en arcade game. II sure makes you think end the
price won't break you it you don't get fully hooked.
DISK O NLY  R e c o m m e n d e d  price £9.95
SUPER S P E CI AL JUS T E
4
1 . 9 9MR ROBOT & HIS ROBOT FACTORY
One of the most famous of platform games that haa
you lumping over fire, running over breadmills and
bombs, climbing ladders, sliding down poles and
more with some great graphics. Master all 22 screens
II you can and then create your own for neverending
fun. This is what platform games are all about.
DISK O R R e c o m m e n d e d  price l i fi
d mCAS S E TTE  £ 7 . 9 5  cassetie19.95 disk
SUPER S P E CI AL JUS T El .99

ZAXXON
One of the all time classics tor the Atari. Zaxxon set
new standards when first issued and was copied
many times. Pilot your craft across the unique 3
dimensional battlefield shooting enemy fuel tanks,
anti-aircraft tanks and missiles before launching off
through space for the ultimate conflict with a mighty
robot - few have got this far! Zaxxon, often copied,
never bettered and NEVER at this incredibly low
price!
DISK OR R e c o m m e n d e d  price
CAS S E TTE  1 7 . 9 5  cassene19.95 disk
SUPER S P E CI AL JUS T E2.99

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO
THE ACCESSORY SHOP, PAGE 6. P.O. BOX 54, STAFFORD, ST16 1DR

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928
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NEW ATARI USER ON DISK
A disk containing all of  the 8-bit programs
from each issue of  NEW ATARI USER is
available either separately or on subcrip-
hon. 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
submi1 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. If something interests you.
whte a program or article arid submit it! Appropr
,ate payment wilt 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 is  copyright of the author
as credited. All uncreclited material is  copyright
PAGE 6. Unless containing the by-line All Rights
Reserved' any  material in  NEW ATARI USER
may be reproduced by  User Groups and other
non-profit making organisations 'provided that the
author's name is included and PAGE 6 ts credited
as the original publisher. Permission to publish
elsewhere should be obtained from PAGE 6  or
the author. Editors o t  newsletters reproducing
material are requested to send a  copy of  the
relevant issue to the Editorial address of PAGE
6. Whils t we take whatever steps we  can t o
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 (TM)  i s  a  regis tered t rademark  o f
ATARI CORP. A ll relecences 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 26th September
Editorial copy date is 19th August

C O N T E N T S
Issue 51 -  August/September 1991
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THE A -Z OF GOLDEN OLDIES compiled by Kirk Ruebottom
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THE CREDITS
All of the usual s tuf f  is on page 3 but  herr are
the people who noade this  issue possible.
Lea Effi ngham spent the usual couple of weeks
locked away in the hack room banging away on
the keyboard, try ing to keep warm and wonder-
ing lithe sun is going to shine this year
Sandy looked after the ads, did the mail order
and all the usual things that keep us tick ing over
Paulet te keeps changing the office round, in-
venting new systems. think ing up new ideas.
even tying all the pens to the desks so Les can't
pinch them! Still, as long as she keeps buying
the Eccles cakes well let her get on with it.
Stacey used to come in and gee us but ever
since she became famous with Champion Middle
White at the Gloucester Show and other awards
we hardly ever see her. She's probably too busy
going to the Royal Garden Parties and having tea
at Chatsworth.

The Regular Contributors, who provide the back-
bone of the magazine and can generally be relied
upon to come up with good artic les and reviews,

J ohn S Dav ison J o h n  Dav is on j r
J ohn Sweeney  P a u l  Riz on
Damon Howart h  t a n  Fin lay s on
Peter Hickman T h e  Tipster

Al] other contributors for this issue are indi-
vidually credited alongside their articles or prog-
rams. Thanks to everybody for sharing their en-
thusiasm with other Atari users.
Last issue's cover was by Paul Lingwood after all
but this one is a screen shot of RADZONE by
Robert  Stuart  taken with the old box brownie

Dozens of  different folks inspired this issue, all on
one CDt Normally I don't like compilations but a
real cracker is Bringing It AU Back Home from a
.
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being aired around the time you read this. mere
are 37 tracks and not a duff  one wnong them
including many that I had not heard bcfore such
as The Lee Valley String Band and Pierce Turner.
Add such _favourites as Mary  Black, Paul Brady.
Davy Spiffane, Maura O'Connell and The Water-
boys amongst many others and you have near on
50 minutes of sheerjoyl The others who helped

are Runny with a new album that is w e l l ,
Runny and you can't say arty better than Oita.
ORD have an excellent mar one and a guy called
Don Grusin helped pass cuvay the time. not Mi-
litant but quite nice. I'm off now to find a CD by
The Lee Vatleu String Band or Michael 0•Sull-
lebhain and The Irish Chamber Orchestra. Woo
der if  Boots will have a copy'?
The next issue of NEW ATARI  USER could

feature YOUR article or  program,
WO SEND IT IN NOWt

PAGE s hows  jtot what yoto can do with your Atari. N E W
ATARI USER has always been created entirely with M a r i
equipment, initially on Me X t. but more lately with a Mega
s r  and other stuff, who needs P C ' , or  S lats! With the
exception of the fi nal mama on a Linotron and the use of an
M M . . ,  repro ramera jor  the photos and listings memthing
ix done on the ST. Hardware anclosies a 4tegg 5T2 (upgraded
to dAtbi. 5A1125 Monitor, Supra 30,S1h P laid Dish, an Atari
Laser Prieto
-
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130XE, 1F5.51 dirk drive, 810 disk drive. 850 taterfare. NE C
8023 printer. Principal software used b Protest and Fleet
Strad Pubdisher 1,0. Other softwore include, Kermit. Tar t.
Talk. Turbo & M t  and s wim .  custom written programa On
the X LX E . Articles and programs submitted on X L/X F disks
are subjected to Yarioas column written ;magmas before
being matt sfee-red autos to the S T via TARITALK. A ll  major
editing is done with Protest and pager are laid oat with Fleet
Street Publisher. A disk with the finished pages a . Postscript
fides is sent to a typerening bureau to he output on a Linear...II
and hey presto, finished paper are sent bark exactly an you
see thou In really does work.' AB M at is left in Co drop in the
listings and photos.
Welk it's not quite os easy an that bat you get the idea.'

4 I s s u e  51 - New Atari User

O R D E R S PLEASE!
We had one or t wo produc t ion problems  wi t h t he las t  issue whic h resulted in  many
of  you hav ing a real hass le t o obt ain a  copy f rom the newsagents .  We had already
put  back the public at ion of the issue for one week due to some personal c ommit ment s
but  t hat  s t i l l  a l lowed plent y  o f  t ime t o get  i t  on  sale before t he end o f  the mont h.
The big problem was  t hat  t he people who do t he fi lm failed t o get  i t  t o t he print ers
on t i me  a n d  s o  i t  wa s  delay ed ev en f ur t her .  Th i s  caused ma y h e m amongs t  t h e
newst rade wi t h  cus tomers  being told any t hing f rom ' they 've gone out  o f  business' t o
l e s  been deleted f ront  t he database'  t o  ' y ou can' t  buy  i t  any  more.  i t ' s  being given
away  f ree i n  anot her  magaz ine! !  Ev ent ual ly  mos t  people got  t h e i r  c opy  b u t  we
certainly  los t  a f air n u mb e r  of  sales f rom readers  who believed what  t hey  had been
told.
All of  this  exacerbates t he s it uat ion ment ioned in  t he las t  edit orial and so we have

to mak e a dec is ion regarding the f ut ure dis t r ibut ion of  the magaz ine.  At  t he moment
the magaz ine is  dis t r ibut ed on a 'sale or  ret urn'  bas is  meaning t hat  t he newsagent
can order  as  many  copies  as  he  l ik es  and only  has  t o pay  f or  those t hat  he sells .
The res t  a re  re t u rned  t o  t h e  warehous e a n d  s ubs equent ly  des t royed a n d  we,  o f
course, hav e t o  wr i t e  o f f  t he (quit e s ubs t ant ial) p r i n t i ng  cost  o f  these copies.  The
alternat ive me t hod  o f  s ale t h r o u g h  t h e  news agent s  i s  o n  ' fi r m s ale'  wh e r e  t h e
newsagent  s tocks only  those copies he k nows  he c an sell and we get  paid f or every
copy. The disadvantage is t hat  the shops wi l l  cut  their orders  and you wi l l  be unlikely
to be able t o  pic k  u p  a  c as ual copy.
We want  to keep the magaz ine on general sale however and therefore,  f rom the next

Issue (Issue 52) we wi l l  adopt  t he I l mt  sale' policy  but  i t  does mean that  YOU MUST
M A C E  AN FI RM ORDER WI TH YOUR NEWSAGENT FOR FUTURE COPIES OF THE
MAGAZI NE unless  you take out  a subsc ript ion (which,  nat ural ly ,  we would l ik e you
to do).  There is  no c ommit ment  on y our part  t o order a number  of  copies or t o pay
In advance but  y ou do  need t o t el l  y our  newsagent  t hat  y ou wan t  a  copy  and y ou
should do it  NOW to ensure t hat  he orders  suffi c ient  copies. Alt hough any  newsagent
wi l l  s t ill be able to stock NEW ATARI USER you wi l l  probably  not  see it  on the shelves
as a l l  copies  wi l l  hav e been ordered.  You mu s t  place t he order.
An alternat ive,  of  course, is  to subscribe whic h can ac tually  work  out  cheaper.  This

way y ou k now t hat  y ou wi l l  never mis s  a copy and y ou wi l l  receive al l  t he v arious
offer leafl ets  t hat  we  I nc lude wi t h  subsc ribers  copies.
We believe t hat  t h is  is  t he r ight  course t o ens ure t hat  y ou c an c ont inue t o enjoy

a magaz ine t hat  s upport s  t he 8-b i t  At ar i  and gives an  alt ernat ive v iewpoint  on t he
• ST. A l l  we  need now is  f or  you t o  s how t hat  y ou s t i l l  want  t he magaz ine.  Order  or

subscribe!

X L / X E  AL IVE
A number  of  people have wr i t t en t o c omplain t hat  they  have sent  money  t o XL / XE
ALIVE and not  received t he goods  or  a reply .  B i l l  Sut t on.  wh o  was  runn ing  X I I X E
ALIVE, telephoned us  to say that  he had ceased t rading due to a number  of  problems.
princ ipally  concerning the supply  of  disk drives whic h he had paid for and whic h did
not  materialise.  Mr .  Su t t on  has  s t at ed t ha t  h e  wi l l  ens ure  t ha t  any  out s t anding
monies  are refunded i f  cus tomers  contact  h i m at  t he address  s hown on his  adverts.
Unfort unately  the telephone number  shown has  been disconnected so we suggest that
any c la imant s  s end a  pol i t e let t er  by  rec orded delivery  det a i l ing any  out s t anding
Items. Hopef ul ly  ev ery t hing wi l l  be resolved t o  everyone's  sat is fact ion.

IMPORTANT NOTICE
TO ENSURE YOU CAN OBTAIN NEW ATARI USER IN

FUTURE FROM YOUR NEWSAGENT YOU MUST PLACE AN ORDER
WITH HIM FOR ISSUE 52 AND AND FUTURE ISSUES
alternatively y ou can subscribe -  see  page  2 7

IF YOU REQUIRE ANY ADVICE ON HOW TO ORDER A COPY
OR HAVE ANY PROBLEMS PLEASE TELEPHONE US ON 0785 213928
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8:16 is the alternative Atar i newsletter,
released quarterly by the

B o u r n e m o u t h  &  P o o l e
A t a r i  U s e r  G r o u p

lt covers the more serious side of Atari 8 bit
computing, and is essential reading for any

Atar i enthusiasts.
Subscription rates:

UK - E4.80; Eu r o p e  - E9.00
Rest of the world - E9 (sea), 0 6  (air)

248 Winthorne Road, Oakdale, Poole,
Dorset BH15 3EF

Free Turbo BASIC & DOS 2.5 with subscription

NEW SOFTWARE FOR ATARI MAE COMPUTERS
EXCEL

IF YOU HAVE NEVER SEEN OR BOUGHT EXCEL
BEFORE, SEND 12 AND GET A SAMPLE COPY!

NEW DISKS
(German Imports)
E7. 99 e a c h

DRAG
Bffeant Botildetdash clone. 50 levels,

great graphics and sound!
DEDRIS

another clone of Terris
SOGON

Mtnd bogglIng puzzle game with
50 screens plus editor. Brilliant!

OBLITROID
140 screen arcade game

ZADO R
Superb Shanghat s ty
l
e p u z z l e r

TE CHNO -NI NJ A
100 screen arcade game

CULTIVATION & CHROMATICS
A lantastoc clone of the ST game

PuzznIc plus X L
,
X E  
v e r s i o n  
o f  
C o l o r
i s l

TO BO T & BRO S
Two arcade games: one es a
Super Mario Brothers clone

Mont h l y  di sk  No.  4  out  now ,  No.  5
out  S e pt e m be r  l s t
:  P r i c e  
£ 3 . 9 9
e a c h.  3  i s s ue  s ubs c r i pt i on E10 . 99

NEW CASSETTE
SOFTWARE

E2. 99 e a c h

AMNE S I A
Graphoc concentration game

G UNS TAR
Brilliant new scrolling game

CO LO RFO NT
Multicolour font creator
TILE TRO UBLE

Graphic puzzle game
PD P ACK 1

XAG O N/ SPACEBALL
PD P ACK 2

S MUS HiG A LA CTI C CHASE
PD P ACK 3

XEVI O US/ TRI AD
PD P ACK 4

ROTONTYRIAPEDE

All available from
EXCEL, 22, LEWIS WYND, BROOMLANDS,

IRVINE, STRATHCLYDE, KA1 1 1HL, SCOTLAND
Pleas e mak e all c heques  pos t a l o rde rs  pay ab le  t o  R. S t uart

Ov ers eas  p leas e add  t i  p o s t a g e

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

8bit  H ar d  D r ive Inter face . . . .E99.95
We are pleased to announce the availability of the K-P-I
Hard Drive interface for the Atari X I /X E  range of
computers. The standard interface, which comes complete
with MyDOS, will support any 20MB SCSI drive (not
supplied). The interface can also be used with SpartaDOS.
To complete the system you will also need to purchase a
PSU (63watts minimum) and cables. X E  users also
require the XE Adaptor board. For  information sheet
please send SSAE•
Hard Drive Interface ..E99.95 XE Adaptor Board  E15.00

Car tr idge Software
£4.99 each U S  Football £ 6 . 9 9  each

Missile Command D e s e r t  Falcon
River Raid
Kaboom

E5•99 each
Ballblazer
Hardball
Lode Runner
Rescue On Fractulus

Eastern Front 1941
Pacman
Moon Patrol
Star Raiders II
Food Fight
One On One
Rally Speedway

Archon
Battlezone
David's Midnight Magic
Fight Night
Barnyard Blaster*

*Requires Lightgun
Unboxed11.50 each
E.T. Phone Home

I C D  Products
ICD have recently decided to stop the manufacture of
their Atari 8 bit range. We still have a limited quantity
of the following items in stock. Once these have sold out
we do not believe we will be able to replace them, so this
could be your last chance to buy these excellent products_
Action! + Toolkit  E 4 1 . 9 9  Rambo XL £ 2 0 . 9 9
Action! Toolkit only -L15.99 SpartaDOS Con. Set
Action! Runtime £ 1 5 . 9 9  +  US Doubler E 3 1 . 4 9
MAC/65 Toolkit S p a r t a D O S  Toolkit E 1 5 . 7 9
Printer Connection .....E31.49 SpartaDOS X 2 4 1 . 9 9
R-Time 8 E 3 1 . 4 9  U S  Doubler E 1 5 . 7 9

Special Pr ice
22.00 each

Asylum
Bishops Square
Jeepers Creepers
Juno First
Pacific Coast Highway
Pole Position
Survivor
Tapper

£3.00 each
Aztec
Crypt of the Undead
Dodge Racer
Dragon's Eye
Hard Hat Mack
Maltese Chicken
Mission Asteroids
New York City

D isk Software
Nightmare
Phantom
Realm of Impossibility
Up'N' Down

24.00 each
Smash Hits 6
Smash Hits 7
Solar Star

Communicat ion Packages
Datatari Serial Interface & Multi-Viewterm

C/D dual pack  E  24.95
Atari 850 Interface & Multi Viewterm (CID) , E  49,95
XEP80 8z Bobterm (Disk only) E  39.95
Print Shop E 3 4 . 9 5
PS Graphics 1,2 & 3 ..13.50ea
Timewise 0 . 5 0
Cut & Paste £ 5 . 5 0
Visicalc £ 7 . 9 9
Flight Simulator H t  17.50
Microsoft BASIC E 5 . 4 9
DOS XE + Manual .......E12.50
Forth (D + book) 0 4 . 9 5
Graphics Transformer , E19.95
Magniprint II +  E 1 9 . 9 5
Atari Light Pen E 2 5  00
Light Gun  E 2 9 . 9 5
Microport XL Kit £ 1 7 . 5 0
Micronet System  £ 1 7 5 . 0 0

C o mi n g  Soon
Replay Sound Sampler
Replay Sound Studio

Digidrum /  MidiMaster

C/D Dual Packs i 2 . 9 9 e a
Pooyan / Rosen's Brigade /
0•Rileys Mine / Sea Bandit

Infocom Invisiclue  E2.99ea
Cutthroats / Seastalker /
Suspect
Repair  Manuals

800/ 800XL/ 130XE . . .L24.95 ea
1050 disk drive £ 2 4 . 9 5
520ST 0 7 . 5 0

ANTIC software and
magazines still available.

P & P  C h a r g e s
E1.50 for orders under E50
Oversea extra.
Cheques/P0s/IMOs payable to
Gralin International.
SSAE for latest catalogue.
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BUYING THE MAG

Wi th reference to you edi to-
rial remarks in Issue 50.  I
for  one would be very sorry
to see you have to go back
to being a subscr iption only
magaz ine.  Mu mai n reason
being.  as a pensioner .  I
woul d probably have di ffi-
cul ty fi ndi ng a l ump sum
for  the advance payment.
Maybe you could,  i f  it
comes to it,  fi nd a method
for  the l ikes of me to pay by
postal  order  for  each issue?
Now onto another  subject.

I have typed in the NIB'
Scroll program (Issue 50)
and i t locks up sol id when 1
press BREAK to enter  POKE
708 as i nstr ucted to change
the colour .  I  get ERROR
146 - FUNCTI ON NOT I M-
PLEMENTED.  Any clues?

K.  Edwards,
Runcorn

The goods news  Mr Edwards
is that  you wi l l  s t ill be able to
get New Atari User from your
newsagent  as ment ioned else-
where (several t imes!) in this
issue but  you must  place an
order wit h the newsagent .  All
this means  is that  you s imply
ask  the news agent  to put you
by a copy each issue, there is
no obligat ion for you to take a
number of  issues and no need
to pay  in advance, but  you
must  place the order other-
wise you won' t  be able to get
a copy. We have taken this
course for readers such as
yourself  but is important  for
you to show your commitment
and place that  order. I f  you
should miss  a copy, then you
can alway s  order direct ly
f rom us at  the normal cover
price, we  don't  charge any
e,vtra for postage,

On y our other question, we
are not sure of  the problem.

. Our  copy f rom which the list-
ing was  prepared works  per-
fec t ly  when the Break  key is

pressed. Possibly you have
missed out  a line in the prog-
ram (unlikely  as it probably
wouldn' t  run at  all). Are you
us ing Turbo Basic? It could be
that  the machine code
rout ines are not compat ible.
we have to admit  that  we
didn' t  test this  program wit h
Turbo Basic.

THE WORKS!

I am a 13 year  old 800XL
owner  and I have star ted to
program games but there
are a few thi ngs that I  need
some help on and I woul d be
grateful  i f you could help
me.
The first thi ng I woul d l ike

to know is how can you de-
sign characters that  are
more that  8 pixels high.
Stil l  on the subject of char-
acters, how can you design
t hem  wi th more than one
colour  in them? I  would
also be grateful  i f you could
hel p me wi th music and
backgr ound graphics.  I  can-
not  figure out how they get
the musical  effects in most
of  the expensive games and

woul d l ike to be able to do
this.  Wi th the backgr ound
graphics most games tur n
out br i l l iant but I  am not
sure how to do this.  One
last thi ng,  coul d you tel l  me
how to program a loading
screen. because I  would l ike
to give my games a profes-
sional  look.

Chr is Hopper
Fetcham

A tall order,  Chris !  You wil l
fi nd  that  writ ing good prog-
rams comes wit h experience
and you need to s tudy other
programs and read everything
you can to pick up all the
rout ines and tricks needed.
Most of  what  you require has
been covered in New Atari
User in the past but  things
like character redefi nit ion

tvere published many  years
ago in issues that  are now Out
o f  print. We haven't  published
this type of  article since the
early  days  and it is  probably
now t ime that we covered this
ground again.  Over to the ex-
perts in the readership,  let 's
have the defi nit ive art icle!
Things like background music
and loading screens that  you
see in commerc ial games re-
quire to be programmed in
machine code and normally
art ic les can only  give general
guidance.  leav ing the actual
programming up to the prog-
rammer.  but  we have recently
published some programs that
you could adapt  like DAVE T's
DISCO and the scrolling mes-
sage rout ine in the last issue.
We also have a Games Back-
drop Des igner program in the
pipeline for a future issue that
wi l l  probably  help. Keep read-
Mg. Chris ,  keep experiment ing
and take as many  rout ines
out of  other list ings as you
can. In this  way  you' ll begin
to develop your own ideas
and you should end up a good
programmer

FULL MARKS?

I am wr i ting to ask i f you
could give marks out of ten
In the game reviews be-
cause i t would help me and
other  readers to work out i f
i t is wor th buying.

Gary McShi mmi ng
Colston.
Scot land

We've alway s  avoided giv ing
marks  to sof tware because
The evaluat ion is so subjec-
tive. (as is the actual rev iew to
a degree) and a game might
get a high score s imply  be-
cause the rev iewer is into that
type of  game. We like to feel
that our rev iews give enough
background on a game to en-
able the reader t ojudge for
themselves the worth.  gaf fe
often a rev iew wi l l  end up
wit h a strong recommendat ion
to go out  and buy  but  you wil l
k now f rom the rev iew just
why  that  recommendat ion has
been given. I f  there is a mass
des ire f rom readers for games
to be mark ed then we can do
it. but  wi l l  it really  mean
any thing?
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CHANGING CHANNELS

I n Issue 48 there was a let-
ter  on the subject of chang-
ing the Atar i 's preset chan-
nels. The way to do this on
the XE is i f you l ook on the
bottom of the ICE you will
fi nd a small  hole on the left
of the label.  Inser t a tr im-
ming tool  and you should be
able to change the
channels.
Also I have been able to

locate a source of supply for
the X L/ X E  BASIC ROM
chips (which shoul d fi t the
400 / 800 )  pr ice £4. 49 and
the therrnistor  for  the ST's
PSU pr ice £1. 34.  These are
available from Marpet,  1
Hor nbeam Mews, Glouces-
ter, GL2 OUE

Jon Rushton,
Telford

Thanks for the info, Jon, but
the t r immer you ment ion is
merely  a fi ne tuning device
and does not change the
channels s ignifi rcmt ly.  It is
useftd however i f  you fi nd
that your TV picture is a bit
wavy  or Y
. t h e  
c o l o
u r s  
a r
e  
n
o
t

correct. You can quite often
gel bet ter sound and graphics
by play ing wit h this  t rimmer.
I f  you want  to have a go.
make sure that you use a
plast ic t rimming tool and not  a
metal screwdriver.  A small set
of  t rimming tools can be had
f rom Tandy  for a couple
pounds.

GOOD SUPPORT

After  recently spotti ng an
adver ti sement for  new Atar i
8-bi t games, I  decided to
write away and buy wi thout
wai ting to see a review in
your  magazine.  The  Hi -Tee
Software ad was for  var ious
releases of NEW games
based on the Hanna-Bar ber a
cartoons.  I  simply could not
believe how many ti tles
were avai lable to Atar i  8-bi t
users and I  fel t urged to put
pen to paper  and tel l  others
about this find.
I 've received the two Yogi

Bear games, both are very
good (indeed Yogi 's Great
Escape is excel lent!) and I
am awai ting the release of

Top Cat.  I  i ntend to buy all
these games i f not just to
show my suppor t to the
Atar i  communi ty but i n
thanks for the great speed
and br i l l iant service from
Hi -Tec.
So keep up the good work,

Hi -Tec,  I  know pl enty of
people who will always sup-
por t you,  especial ly me!

Ray Gri ffiths,
Luton

It is nice to hear that a com-
pany  st ill support ing the Atari
can give good value and good
service but Hi-Tec seem to be
a curious company. You were
lucky to see an ad veil for
At ari games (where did you
see it, in a Spectrum maga-
zine?) because we have asked
Hi-Tec on a number of  occa-
sions i f  they would like to
advert ise their Atari games in
New Atari User curd we have
never had a response. Indeed
we can't  even get rev iew
copies f rom Hi- Tee, we  have
had to go out and buy the
games  ourselves so that you
cart read the rev iews and Hi
Tee can make the money, I
s imply  don't  unders tand why
companies  who support  a par-
t icular machine don't  adver-
t ise and promote the fact to
the right  market .  No wonder
sof tware publishers stop sup-
port ing certain machines on
the grounds that  the sof tware
does not sell. I f  they don't
promote it. how on earth do
they expect to sell it?

MYSTERY SOFTWARE

I have just r etur ned to the
Atar i  8-bi t and can anyone
hel p me fi nd a game I  en-
j oyed very much? I  do not
remember  the name of the
game.  but I hope that I can
describe i t well  enough to
jog a memor y or two.

I t was a racing game, sup-
pl ied on disk in a silver wal-
let wi th a chequered pat-
ter n wi th the name of the
game on it. I t  featured a
number  of di fferent cars
whi ch ranged from moon-
buggies to Corvets thr ough
4x4 and also had the abi l i ty
to adjust the gravi ty of the
tr ack from Venus (lots) to
the Moon (none).  Oh yes.

there were also two motor -
bikes.  I t  also has lots of
tracks that you could load.
The mai n feature of the
game was the screen! The
display was spl i t in two and
the players used separate
screens, also the cars coul d
drop mines_
I hope that has jogged a

memor y or  two.  I  wil l  gladly
pay a reasonable price for
an or iginal  copy of this
game on disk.

Mar k Greenal l
St. Helens

Mo n k s  for the rev iew!  I f  any-
one knows  this  game perhaps
they could drop us a line to
put  everyone out of  their mis-
ery  and you can writ e direct
to Mark  at 2. Hinck ley  Road.
Is kinds Brow,  St. Helens.
Merseyside, WA 1
1 9 1  I N

ART ON CASSETTE

I recently purchased a
secondhand Atar i  800XL to
use for computer  ar twork
because i t seemed that  the
800XL was the best 8-bi t for
this task.  The problem is
that  I can't  fi nd any sup-
pliers that  stock art pack-
ages for  the 800XL.  I 've
read old issues of Atari  User
and seen many art packages
reviewed. Coul d you recom-
mend any suppl iers or
woul d one of your  readers
who has an ar t package on
cassette be wi l l ing to sell
me one?

Br ian Hoskins,
ReddItch

Probably  the best art  program
on cassette wa-s PAlls irBOARD
which was  produced by
Amethys t  Sof tware and
advert ised in these pages a

y ear or so ago. I t  is no longer
available as a normal casset-
te although Derek  Fern of
MICRO DISCOUNT now has a
version in Turbo Load _format
(for whic h you require art
adaptor  on your  tape deck).
Others to consider are ROM
cart ridges such as Atari Artist
but you' l l have to get these
secondhand now,  t ry  put t ing
a want ed ad in our next CON
TACTcolurr in

SUPPORT US!

Havi ng just read the edi to-
rial at the fr ont of last
month's magaz ine,  I
thought  you mi ght be in-
terested in a previous ex-
per ience of mine.
Back in 19811  purchased a

home computer  called a
Col our  Genie.  Al though
never  popular  wi th the
major  software houses I
thought  i t was an excel lent
machine.  Of course, in
time,  commercial l y pro.
duced software dr ied up but
the User Group conti nued
to produce good software
and an informative maga-
zine.  Eventual l y though
appeals to the readership to
buy software and wr i te arti -
cles fell  on deaf ears and
faced wi th the lack of re-
sponse the User Group.
whi ch was a nati onal  one,
final l y folded.  The losers
were the computer  owners
themselves.

now fi nd the Atar i  8-bi t
in the same si tuation.  I
appeal  to all users to sub-
scribe to this excel lent
magaz ine and suppor t those
who are trying to suppor t
you.  Keep up the good
work.

Chr is Thor ley,
Albright on

PAGE 6 WRITER CORRECTION
A chance misfortune (it's a bit too complicated to explain!) at the
stage of adding the tints to the program listings lead to a line being
missed from the bottom of the listing on page 30 of the last issue.
Line 1600 should be as follows

T L  1 6 0 0  D A T A  3 F 9 0 0 5 F 0 0 3 4 C 4 3 2 9 1 3 1 8 6 C 5 P O 0 F O r '
c / e t F e c 5 c ' e l r e f 1 c 9 t f r e c i a c
.
9 5 L r e c o 9 4 c 3 4 2
,

A D 0 6 3 F 0 D E D 3 P A D 0 7 3 1
-
1 3 D I L t 3 F , 6 5 7Please accept our apologies. Now you can type it all in, it's a great

program.
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)(LIU TUTORIAL

W hen you set out  to writ e a quiz  program a number  of
mat ters  have to be cons idered apart  f rom dec iding on
the actual quest ions and answers.  Should you opt  for

a mult iple choice type quiz  or do you want  t he user to input
the exact answer? How do you get the c omput er to ask ques-
t ions in random order each t ime? Can you ensure that  a
quest ion, once asked, wil l  not  be repeated? This  art ic le sets
out  to answer these and other quest ions wit h the help of  the
accompany ing program lis t ing.

following:

8 I s s u e  51 - New Arad User

TYPE OF QUIZ
Mult iple choice type quizzes tend to be more popular than

those where the player is expected to type in the right  ans wer -
they are easier and quicker to use and you don't  have the
problem whereby  a "right " answer is rejected because it  was
spelt incorrec t ly .  On the other hand,  some people don't  like
mult iple choices because they involve lucky  guesses as well as
"skill":  t his  is even more so wit h t rue/ false quizzes, where you
have a 50% chance of  being right  every t ime.
The lis t ing shown here gives you a choice between the two

quiz types. The quest ions and answers  used for the 'type the
ans wer'  quiz are stored as DATA s tatements  at LINES
1010-1080 while those for the mult iple choice quiz arc at
LINES 2010-2080.  As explained below,  each round of  the
quest ion loop directs the c omput er to a part ic ular DATA line
(using RND(0) and RESTORE) and gets it  to READ st rings in
sets of 2 or 4, depending on the type of quiz. The rout ines
assume that  the order of storage take the form quest ion-
answer ur ques t ion-right  answer -wrong answer-wrong answer
as appropriate.

GENERAL STRUCTURE
AND OPENING ROUTINES
The general s t ruc ture of  any quiz  wil l be along the lines of the

• For count 1  t o the number of  questions
- Computer selects a quest ion and prints  it on the

screen
- Player gives an ans wer
- Computer checks the ans wer and goes to a dif ferent

subrout ine if  you're right  or wrong
Computer goes on to the next quest ion

When the program begins you are given a choice of  quiz type
(LINES 150 160):  The locat ion of  the data and some of  the
rout ines used depend on the choice made here and these
variables are defined in LINE 190. LINES 210-220 offer a
choice of  the number of quest ions to answer and LINES
230-235 set up a graphics 0 quest ion screen whic h gives a
running tally of  quest ion number(N) and score (SC).

QUESTIONS 811
COMPUTER SELECTION

OF QUESTIONS
We check that  the ques t ion wasn' t  asked before by us ing an

array: - DI M FINQI in LINE 110 sets aside space in the compu-
ter for a one-dimens ional numeric  array  called "F".  This  has
spaces f or NQ+1 elements .  where NQ is the number  of  ques-
t ions in the quiz  (defi ned in LINE 100).  Numeric  arrays  count
f rom zero, not  one: that 's  why  there is one extra place, however
the program ignores the F(0) locat ion as it  is  easier to say Fi l l
is for the fi rst quest ion,  F121 for the second e t c .

LINE 240 sets all the elements  in the array  to zero before the
ques t ion loop begins. LANE 250 selects a random whole num-
ber between I  and the number  of quest ions in the quiz. I f  the
fl ag for this  number is not  zero it  means  the quest ion was
asked already so the computer wil l pick  another number  and
stay on this  line unt i l  it  gets a f resh quest ion.  LINE 260 then
sets the fl ag for this  number  quest ion at I  so that  it  is
el iminat ed in subsequent  rounds .
Next the c omput er reads a s t ring f rom a data line whic h we

specify us ing the RESTORE c ommand in LINE 260.  The value
for DAT will either be 1000 or 2000,  depending on the quiz
type (see LINE 190) and Q is our random number.  For exam-
ple, i f  DAT is 2000 (mult iple choice quiz) and Q is 4, t he
c omput er wil l read the fi rst  s t ring it comes across in line 2040
(2000+10*4).  This  wil l always be a ques t ion (because of  the
order in whic h we input  the data): it  is  displayed on the screen
let ter by let ter together wit h a short  sound (LINES 270-275)
At t his  stage the rout ines  dif fer s light ly  depending on quiz

type so the program either goes to LINE 300 (type the answer)
or LINE 600 (mult iple choice) depending on the choice made in
LINE 170. (The variable "GAME" was defi ned in LINE 190).

KEYBOARD INPUT
Compute r  reads answer:
LINE 300 directs the c omput er to read the next s t ring it
encounters ;  t his  will be the answer accompany ing the quest ion
selected at LINE 260 because of  the way the DATA is stored.
The FOR NEXT loop in LINES 300-320 looks at each space in
the ans wer and print s  a dash on the screen if  there's a
charac ter there and a blank  space otherwise.  This  can be a
useful h int  if. for instance,  the answer is a person's  name and
the player is unsure about  whet her to input  the s urname only
or the Chris t ian name too.

Player gives an answer:
Apart  f rom the dashes, there are a couple of  other ways to cut
down on the poss ibility  of  having the "correct" answer rejected:
POKE 702,64 puts  the c omput er into capital let ters mode as
the answers  are in this  format  and POKE 694.0 disables the
inverse key. These are put  in before the player inputs  the

1



1 ANSWERS
Ann O'Driscoll
explains what is
needed to program
your own quiz game

ans wer to each quest ion (LINE 3301 in case the keys are
acc identally  pressed between rounds .

Computer checks the answer:
The input ted answer in the s t ring TRYS i s
,
c o m p a r e d  w i t h  
t h e

computer's  answer in AS (LINE 340).  I f  they match the prog-
ram is directed to the s ubrout ine at  LINE 800.  otherwise it
goes to the rout ine at LINE 810

MULTIPLE CHOICE
Computer reads answers:
LINE 600 directs the c omput er to read the next  3 s t rings  in the
DATA list: these wil l  be the right  answer and the 2 wrong
answers  whic h go wi t h the current  quest ion.  LINES 610-630
print  the answers  on the screen in a random order,  depending
on the value of  a random number.  R. between 0 and I  gener-
ated in LINE GOO. For instance.  i f  R is more than 0.65 LINE
620 says print  the answers  wit h the right  one in the middle:
the computer then notes that  right  is  second. The other lines
work  in the same way.

Player gives an answer:
The player selects one of t he numbered opt ions  whic h are
listed on the screen by press ing a key. The program stays at
LINE 640 unt i l  1. 2 or 3 is pressed.

Computer checks the answer:
The correct  ans wer has already been flagged when the opt ions
were put  on the screen by LINES 610-630.  The computer now
checks if  the number  pressed is correct and goes to the
subrout ines  at LINES 800 or 810 accordingly.

RIGHT AND WRONG
ROUTINES

LINE 800 is specifically for right  answers.  LINE 810 is for
wrong answers  and LINES 820-840 are c ommon to both.  The
variables  used are Sc  for score (you get 5 points  per right
answer) and P for pitch - the sound dif fers if  you're right  or
wrong.  LINE 840 print s  a couple of rows of  blanks  over the
prev ious  ques t ion/answers - BLS is a s t ring containing spaces
whic h was set up in LINE 110. This  was used ins tead of  a c lear
screen c ommand so t hat  the top few lines showing quest ion
number  and running score wouldn' t  have to be repeated at
each go.

QUIZ OVER
When the loop counter reaches its target  (LINE 360 type the

answer;  LINE 670 mult iple choice) the program goes to LINE
850. The screen is c leared and the results  are displayed.
Pressing any key re-runs  the program and brings  you back  to
the t it le screen,

MODIFICATIONS
This  is only a short  l is t ing to show the princ iples  behind quiz

programs:  there is plenty  of scope for improvement  such as
inc lus ion of a nice t it le screen or opening menu.  Change NQ In
LINE 100 to alter the number  of questions. LQ and LA -
ques t ion and answer length respect ively - may  also be
changed. but  be careful here as longer s t rings might  mess up
the screen display.
When you are put t ing in new data, remember to follow the

Quest ion:  Answer or Ques t ion:Right :Wrong:Wrong Answer
order.  You may  have not iced that  there is  in fact no need to
use separate data for the two quiz  types; the c omput er will
read one or three s t rings af ter each quest ion,  depending on the
quiz  selected. I n any event, DAT in fi ne 190 defines the begin-
ning of the DATA list  and all ques t ions  mus t  s tart  on program
lines whic h are in mult iples  of  10 f rom this  (i.e. DAT+10.
DAT+20.  etc.)
Finally ,  when set t ing your own quest ions.  it  makes  things

more interes t ing if  the opt ions  in the mult iple choice quiz  are
kept  fairly  s imilar.  Also, you should t ry  to avoid apostrophes.
Full stops. etc. in  a type the answer quiz  as these can be
confus ing.

Happy  quiz -mak ing!

P R O G R A M
O V E R L E A F
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QUESTIONS
CS

1.18

1

2

REM

REM

uzuutunuttuumni tuw A s t u U t e l

U H o w  t o  w r i t e  y o u r  o w n

RR 3 REM u Q U I Z

AK 4 REM U b y  A n n  W O r i s c o l l

SG 5 REM U

HA 6 REM U N E W  A T A R I  US E R -  AUG  1 t 9 1

CV 7 REM

NN 8 REM

PC 99 REM O U I Z  PROGRAM

SM 100 N O = 8 : 1 0 = 3 9 : 1 0 = 2 0 : 3 C = 0 : C L O S E

250

UP 2 9 9  RE M

N U I , 4 , 8 , " K : "

LC 1 1 0  D I M  0 4 ( 1 0 ) , A S C L 4 ) „ T R Y 8 t L A S , W I S ( 1 n )

, 1 . 1 2 S C L A T , F C N O T , B
.
L S ( 3 9 ) :
0 1 8 C I I = "  
" :
1 5 1 S C

3 / ) = "  " : 5 1 $ ( 2 ) = 0 1 S

JW 1 4 5  RE M  M E I E R W I R E M : 1 1 1

DW 1 5 0  G RAP HI CS  2 : P O K E  7 5 2 , 1 : P O K E  7 1 8 , 0 : P

OKE 7 0 9 , 3 0 1 P O S I T I O N  4 , 0 1 7  U 6 ; " m U S i c  q u

i z " : P O S I T I O N  8 , 3

PX 1 6 0  ?  U 6 ; " 1  =  TY P E  T H E  ANS W E R"; ?  U 6 : 7

U 6 ; " 2  =  M U L T I P L E  C H O I C E " : ?  U 6 : ?  U 6 ; " 3

= O U T T " 1 7  "  P R E S S  I  2  O r  3 "

HN 1 7 0  G E T U 1 , K E Y : K E Y = K E V
-
4 0 : I F  K E Y ( 1  
O R

KEY>3 T H E N  1 7 0

NM ; t e e  I f  K E Y = 3  THE M G RAP HI CS  0 : P O K E  8 2 , 2

:POKE 7 5 2 , 0 : P O K E  7 6 4 , 2 5 5 : E N D

MU 1 9 0  G AM E = KE Y * 3 0 0 : DAT= KE V * 1 0 0 0

CA 2 1 0  ?  C H R S ( 1 2 5 ) : ?  "HO W  MANY
.  Q U E S T I O N S

CI -  " ; 0 1 0 ; " )  " ; : T P A P  2 1 0

JK 2 2 0  I N P U T  N O : I F  0 4 0 ( 1  O P  N O ) N 0  TH E N  2 1 0

RA 2 3 0  G RAP HI CS  0 : P O K E  0 2 , 0 : P O K E  7 1 8 , 4 8 : P

OKE 7 1 2 , 4 0 : P O K E  7 0 9 , 1 2 : P O K E  7 5 2 , 1

UN 2 3 5  P O S I T / O N  0 , 2 : ?  " Q U E S TI O N :  " ; N : P O S

I T I O N  2 0 , 2 : ?  "S CO RE :  ' ; S C

PU 2 4 0  FO R  N = L  T O  N O : FE N S = 8 : N E X T N

FF 2 4 5  FO R N = 1  T O  NO

SL 2 5 0  0 = I N 1 C R N 0 0 0 T * 0 0 + 1 1 : I F  r m o e  TH E N

FT 2 6 0  F ( 0 ) = 1 : P O S I T I O N  N : R E S T O R E

0 1 + 1 8 0 0 : RE AD O S

VS 2 7 0  P O S I T I O N  0 , 7 : F O R  1 = 1  T O  LE NCO S S : ?

O S C1 , 1 T; ;S O UND 0 , 6 0 , 1 0 , 1 2

FS 2 7 5  FO R 0 =1 .  T O  2 0 : N E X T  D: S O UND 0 , 0 , 0 , 0

:NEXT L : ?  : ?  : G O TO  G AME

TYPE T H  • N S W E R  0  Z

ON 3 0 0  RE AD A S : F O R  1 = 1  T O  L E N C A S T : I f  A S t 1
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, 1 1 0 "  "  TH E N  7  " - " ; : G O T O  3 2 0

LE 3 1 0  ?

OG 3 2 0  N E X T 1 :
7  : 7
EJ 3 3 0  P O KE  7 0 2 , 6 4 : p o K E  6 9 4 , 8 : I N P U T  0 1 6 2 T

RYS

NY 3 4 0  I F  TR Y 5 = A S  T H E N  GOSUB 0 0 0 : G O TO  3 6 0

UJ 3 5 0  GOSUO 8 1 0

LV 3 6 0  N E X T N: G O TO  8 5 0

NH 5 9 9  R E M

OB 6 0 8  RE AD n S , W 1 S , W 2 5 : P O S I T I O N  0 . 9 : ?  " I .

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

"3 . " : R = R N D C O 2

MM 6 1 0  I F  R ( 0 . 3 4  T H E N  P O S I T I O N  5 , 9 : ?  A S : P

O S I TI O N 5 , 1 1 : 7  W 1 S : P O S I T I O N  5 , 1 3 : ?  1425

:P I CTI T=1 :G O TO  6 4 0

1K 6 2 0  I F  0
,
0 . 6 5  
T H E N  
P O S
I T I O
N  
5 ,
9 1
?

P O S I TI O N 5 , 1 . 1 : ?  A S : P O S I T I O N  5 , I 3 : ?  142$

:RI G HT=2 :G O TO  6 4 0

N1 6 3 0  P O S I T I O N  5 , 9 : ?  W 2 S : P O S I T I O N  5 , 1 1
7

M I S : P O S I T I O N  5 , 1 3 : 7  A S : R I G H T = 3

U0 6 4 0  G E T U l A C E V I I F  K E Y ( 4 9  O R  K E Y ) 5 1  T H E

N 6 4 0

FV 6 5 0  K E Y = K E Y
-
4 8 : I F  
K E Y = R I G
H T  
T H E
N  
G O S
U B

800:G O TO  6 7 0

UO 6 6 0  G051113 8 1 0

MA 6 7 0  N E X T N: G O TO  8 5 0

CZ 7 9 /  P E N

GM 8 4 9  R E M

. MULTI P L H . I C E . Q U I Z

RI G HT O R  WRONG

11 8 0 0  P O S I T I O N  0 , 1 7 : ?  " C O R R E C T I " : P = 2 0 : 5 C

= 5 C * 5 : P O 5 I T / O N  2 7 , 2 : ?  S C:G O TO  8 2 0

Al  8 1 0  P O S I T I O N  0 , 1 7 : ?  " N o ,  t h e  a n s w e r  i s

AS : P = 8 0

NU 8 2 0  S O UND 0 , P , 1 0 , 1 2 1 F O R  D = I  T O  9 9 : N E X T

DtSOUND 0 , 0 , 0 , 0

DI  8 2 5  P O KE  7 6 4 , 2 5 5 : P O S T T / O N  8 „ 1 , : l  " P r e S

s a  k e y  t o  c o n t i n u e "

I I  8 3 8  I F  P E E K ( 7 5 4 ) = 2 5 5  T H E N  0 3 0

ZK 8 4 0  FO R  0 = 7  T O  I t  S TE P  2 : P O S I T I O N  0 , 0 :

7 0 1 S t N E X T  B : P O K E  7 6 4 , 2 5 5 : R E T U R N

Q UI Z O V E R

FM 8 5 0  G RAP HI CS  2 : P O K E  7 5 2 , 1 : P O K E  7 1 8 , 0 P

OKE 7 0 9 , 3 0 : P O 5 I T I O N  4 , 0 : ?  U 6 : " g a m e  ( w e

r " : P O S I T I O N  0 , 3

TX 8 6 0  7  U 6 ; " Q U E 5 T I O N s  T R I E D  - ; 0 0 : ?  U 6 : ?

116;"O UE 5TI O NS  R I G H T  " , 1 5 c / 5 : ?  " I ;  P R E S S

A K E Y "



M I C R C P  1 ) I S C G P L I A T T
f o r  A t a r i  8 - b i t  s p a r e s  a n d  r e p a i r s

ROM CARTRIDGES
ALL AT E5

HERO - BEAMRIOER • HARDBALL
FIGHT NIGHT - PITFALL - PITFALL II

ZONE RANGER. BALLBLAZER
RESCUE ON FRACTULAS

STAR RAIDERS II- LODE RUNNER
RALLY SPEEDWAY
DESIGNERS PENCIL

NEW NEW NEW
CARTRIDGES

ACE OF ACES E 1 7 . 5 0
AIR BALL E 1 7 . 5 0
INTO THE EAGLES NEST E17.50
ADVENTURE CREATOR E 7.50

UP-GRADE your 1010 or XC12 to
TURBO LOAD converted tapes 600% FASTER

COMPLETE CONVERSION KIT E15

T URBO F O RM AT  T APES
TURBO BASIC E 3 . 7 5
ATARI WRITER (WORD PROCESSOR) E 7 . 5 0
loads in 58 seconds
PAINT BOARD (Art/Design program) E 7 • 5 0
toads in 74 seconds
ACE OF ACES (World War II Flight Sim) E 4 . 5 0
loads in 75 seconds

DUAL F O R M A T  T APES
Standard Side A - TURBO Side B

TOMAHAWK - TITAN NINJA COMMANDO
E4.50 each

A

D ISKS
INFILTRATOR
RACING CAR DESTRUCTION SET
F-15 STRIKE EAGLE
HAWKQUEST
SILENT SERVICE
DROP ZONE
GHOST BUSTER
AUTO DUEL
NEWSROOM
MOVIE MAKER
SPY VS SPY (3 GAME PACK)
MERCENARY 2ad CITY :2 GAME PACK)
TRIVIAL PURSUIT
STAR WARS

1.103 CENTRONICS PRINTER INTERFACE
ATARI  650 RS232•CENTRONICS INTERFACE
POWER PACKS 5e0n..65xe.130XE
INPUTOUTPUT C ABLES
65XEY130XE REPLACEM ENT KEYBOAR D S
1020 PEN S x 4  B L A C K  E  1 .8 0  C O L O U R
1029 PRINTER R I BBON S

E12.50
t  9.95
E 9.95
E 9.95
E 6_00
E 5.00
E 8.00
E12.50
E15.00
E 8_95
E 4.00
E 5,00
E 4.95
E 3.00

E36.00
C40•00
E15.00
E 4 ,95
E23,00
t  2 .0 0
t  3 .5 0

ELEKTRAGUDE
CHESSMASTER
ACTION BIKER
ATARIWMTERPLUS
VIDEOTITLEPACK
PRINTERS DELIGHT
(1029 SCREEN DUMP UTILITY)

ADVENTURES
LANCELOT
CRUSADE IN EUROPE
SORCEROR OF CLAYMORGE
TEMPLE OF APSHAI (3 GAME PACK)
PIRATES OF THE BARBARY COAST

E 6.95
E 8.95
E 7_95
E12•00
05_00
E 7.50

t  2.50
t  2.50
E 8.50
E 2_50
E 7.95

RECONDITIONED COMPUTERS
130XE complete with power pack E49•95
65XE complete with poet pack 05.00

Al l  I t e m s  o f f e r e d  o n  a  fi r s t  c o m e  b a s i s ,  s o  p h o n e  t o  r e s e r v e
a n d  r e c e i v e  a  q u o t e  f o r  p o s t  &  p a c k i n g  o n  y o u r  t o t a l  o r d e r
E v e r y  o r d e r  p l a c e d  w i l l  r e c e i v e  a  f r e e  c o p y  o f  o u r  1 2  p a g e

8 - b i t  s o f t w a r e i h a r d w a r e  a n d  s p a r e s  p r i c e  l i s t
PLEASE ALLOW LIP TO 21 DAYS FOR DELIVERY

o
P
r
h
F
r
l

Pho
n
e %
A
l
i 
P o  
f g
1 -
1
1  
r  
F
E
N
.  
(
0
)
1
1  
3
3
5
5
3
2  
F
6
3
e
9

RY 8 6 5  I F  P E E K 1 7 6 4 ) = 2 5 5  T H E N  8 6 5

VG 8 7 0  R U N

AZ  1 0 1 8  D A T A  W H O  W R O T E  T H E  U B 4 0  H I T  ' R E D

RED W I N E ' , N E I L  D I A M O N D

WA 1 0 2 0  D A T A  W H O  H A D  A N  A M A Z I N G  D A N C I N G  8

E AR , S I M O N  S M I T H

AA 1 0 3 0  D A T A  W H O  D R O V E  H I S  C H E V V Y  T O  T H E

L E V Y , D O N  M C L E AN

ZO 1 0 4 0  D A T A  W H A1  W A S  T H E  H M V  D O G  C A L L E D ,

N I P P E R

DM 1 0 5 0  D A T A  W H O  H A D  A  H O L E  I N  T H E I R  S H O E

I N  1 9 6 7 , T R A F F I C

OK 1 0 6 0  D A T A  W H A T  W A S  Z A G E R  &  E V A N S  O N E  H

I T  W O N D E R , I N  T H E  Y E A R  2 5 2 5

VI_ L 0 7 0  D A T A  W H O  W E N T  F R O M  N E W  Y O R K  T O  L .

A . , P A T S Y  G A L L A N T

I C  1 0 8 0  D A T A  W H AT  W A S  S W E E T S  O N L Y  N U M BE R

ON E,  BL O C KBU S T E R

KR 2 0 1 0  D A T A  W H O  H A D  A  H I T  W I T H  ' H O R S E  W I

TH M O  N A M E ", A M E R I C A , C H I C A G O , J O H N  D E N V E

& ANSWERS

NO 2 0 2 8  D A T A  W H O  W A S  L E A D  S I N G E R  W I T H  T H E

D O O R S , J I M  M O R R I S O N , V A N  M O R R I S O N , C AU C K

M O R R I S S E Y

LW 2 0 3 0  D A 1 A  W H O M  D I D  P A U L  A N K A  S I N G  A B O U

T , D I A N A , S A R A H . C L A I R E

J A 2 0 4 0  D A T A  N A M E  H A R O L D  M E L V I N ' S  B A C K I N G

G R O U P, T H E O L U E N O T E S , T H E  D A K O T A S , T H E  8

EL M O N T S

AC  2 0 5 0  D A T A  M H O  W E R E  S C O T T  J O H N  A N D  B A R R

Y , W AL KE R  B R O T H E R S  , R I G H T E O U S  B R O T H E R S , (

V E R L Y  B R O T H E R S

OZ 2 0 6 0  D A T A  W H A T  W E R E  T H E  B E A C H  B O Y S  O N C

E c A L L L o , c 4 4 1 _  &  T H E  P A S S I O N S , T H E  W I L S O

•  O R O T H E R S , O R I A N  &  T H E  S U R F E R S

CL 2 0 7 0  D A T A  W H I C H  W A S  A  H I T  F O R  M AN F R E D

M AN N , D 0  W A H  D I D D Y  D I O D Y , Y U M A Y  Y U M M Y  Y U

M A Y , 0 1 3
-
L A
-
D 1  0 8
-
L A
-
D A

UN 7 0 0 0  D A T A  W H O  W A S  T H E  M O N K E E S  D R U M M ER ,

M I C KY D O L E N Z , P E T E R  T O R K , D A V Y  J O N E S

•
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PROGRAMMING

WRITING
ADVENTURES
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const ruc t ion of  text adventures ,  I shall look at advanced
programming techniques  and also at some of the tools

used as programming aids.
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DISPLAY
The display of the adventure that  appears  on the screen is  the

most crit ical part  of  the program.  f rom the user's point  of  view.
Whatever bri l l iant  programming may  lie beneath the surface,
the user is bound to assume that  l i t he  v is ible part  is no good.
then neither is the submerged seven-eighths.
The first part ,  then,  t hat  requires  at tent ion is the use of

English in the messages displayed by the adventure.  There is
nothing more of f -put t ing t han a phrase like 'There is. an
ongoing, cris is  s itewat ion".  whic h proves only  that  the prog-
rammer has an ongoing inabilit y  to use, spell or punc tuate
English properly- s it uat ion.  So. for goodness' sake, use the
Queen's English and,  i f  necessary, a good spelling checker
(unless you're int ending to sell to the French market .  in  which
case you'd bet ter writ e good French!).
Many adventure programs  use a split  screen display  where

the top half  of the screen indicates  the room and its  contents.
and does not  scroll,  whi le the lower half  contains the act ions
entered by the player and the program's  responses to those
actions. The second, lower half  of the screen does scroll.  This
is rather like the split -screen display  whic h can be achieved. in
graphics mode 0 wit h POKE 703.4,  but  the lat ter ins t ruc t ion
gives a split -screen display  in whic h only  the bot tom four lines
are available for the user's input  and the program's  responses.
The top half  of a two-part  screen display  needs to contain

only the descript ion of  the c urrent  room and the lis t  of  con-
tents. I t  is possible that  the lis t  of contents may  be very large if
the player has decided to f orm a *dump' In this  room of
everything he can lay his  hands  on. I t  is therefore necessary
either to prov ide suffi c ient  space to show the contents  of  every
moveable object wi t h in one room or. bet ter,  to writ e a more
flexible rout ine whic h creates more space for the top half  of the
screen as the number  of items accumulated there increases.
Scott Adams' adventures  prov ide good examples of  this type of
screen format .
The best means  of  implement ing such a split -screen display

regrettably involves the use of two cus tom-writ t en display
handlers,  one for each half  of the screen. The use of  display
handlers is a complex  subject, outs ide the scope of  this tuto-
rial,  and is of most value to machine code programmers  since
the handlers  have to be modifi ed by the addit ion of  machine
code rout ines. The interested reader is referred to "De Re

Atari".  Atari's  OW11 publicat ion about  the operat ing system of
t heir 8-bit  computers .
Alternat ively ,  t he programmer can writ e a mac hine code

rout ine whic h effectively mimic s  the ac t ion of  the t wo display
handlers  but ,  being cus tom-writ ten,  is  easier to implement .
There remains ,  however,  the poss ibilit y  of  a 'fudge' solut ion.

An easier remedy  is to prov ide a machine code rout ine whic h
div ides the two halves of the screen, counts  whenever the
number  of lines of  messages in the bot t om half  of the screen
reaches the bot t om of the screen (row 23), and then blanks  the
bot t om half  of the screen, reset t ing the message cursor to the
top of  the lower half  of the screen.
This  rout ine works  rather well,  al t hough it is  a lit t le t iresome

to have to keep count ing the screen row on whic h the next
message wil l  be displayed. For example.  af ter an INVEntory ,
the program mus t  print  out  a l ine of possessions held by the
player,  tes t ing the vert ical screen pos it ion of  each message.
The same princ iple can be used f rom Basic, c all ing a short

mac hine code rout ine.  The display  program lis ted here con-
tains  a general purpose,  t wo-part  screen ut ilit y .  in whic h the
sizes of  the two parts  of  the screen are programmable.  The
mac hine code rout ine is quite lengthy  (see the number  of DATA
statements),  alt hough the t win screen handler ment ioned
above would have been muc h longer.
The f ul l  display program illus t rates  the use of  the mac hine

code ut il i t y .  The key feature is the call to the mac hine code
wi t h  the line:

X = USR(11536,N,VERT)
where:

1536 = beginning of machine code rout ine (in page 6)
N 0  to c lear the top half  of the screen
N •c> 0 to c lear the lower half  of the screen
VERT v e r t i c a l  pos it ion where the screen wil l  be broken in

two,  c ount ing in rows f rom the top of  the screen. v E mr
mus t  be altered to suit  the size of the room descript ion in
the top half  of the screen. but  mus t  in any  case never be
less t han 2 or greater t han 20, or the c omput er may lock
u p  (the machine code rout ine prov ides no safety check).

The Basic part  of the program requires  the cursor pos it ion for
pr int ing messages to be adjus ted af ter each call to the machine
code rout ine.

RUN the program and type in any messages you like.  press ing
RETURN af ter each message. When the cursor reaches the
bot t om of the screen, the program wi l l  suddenly  c lear the lower
hal f  of the screen and the cursor wil l  reappear jus t  below the



$
screen break.
Alternat ively ,  type in •i (RETURN) to force the lower part  of

the screen to be cleared, or type in '0' (RETURN) to force the
top part  of  the screen to be cleared, af ter whic h the room
descript ion wil l  again be displayed.  I n the second ease, note
that  the cursor returns  to its original pos it ion in the lower half
of  the screen.
Finally ,  type in '2' (RETURN) to cause a shif t  in the div iding

line between the two screen halves. For illus t rat ive purposes
only,  the div is ion is increased by six screen rows  each t ime '2'
Is entered.
1 hope that  many  would-be adventure programmers  wil l he

able to benefi t  f rom incorporat ion of  this screen ut il it y  into
t heir creations.
The easiest way of  all to create an adequate screen display for

an adventure is to c lear the screen every t ime the player enters
a new room,  or enters a LOOK c ommand (meaning look
around).  Thereaf ter,  the room descript ion is  writ t en to the
blank  screen, followed by any other messages and all other
user commands.  The screen is permit t ed to scroll in the usual
way.
The clear-screen opt ion is widely  used in mos t ly  amateur

adventure programs,  and is arguably  suffi c ient  for most  pur-
poses. I t  is s urpris ing to observe that  Level 9*s adventures use
a s imple scrolling screen display  wit hout  even the lux ury  of
c learing the screen between locat ions.  This  presumably  was
due to the diffi culty  of  arranging superior screen displays for
the many  dif ferent  types of  computer for whic h the adventures
were sold. Similarly ,  my  "MetMan" adventure,  for which the
lis t ing was prov ided in the prev ious art ic le,  also had a s imple,
scrolling screen display  in order not  to obscure the princ ipal
adventure programming ideas wit h complicat ions  caused by
the screen display.

PACKING MORE INTO
THE ADVENTURE

There are two princ ipal methods  by whic h large amount s  of
screen informat ion,  such as messages, can be brought  up onto
the screen f rom a c omput er adventure.
The fi rst requires  data compress ion techniques.  so that  the

screen messages occupy less space in memory .  The second
uses 'overlays' to load data into memory  f rom a disk  as re-
quired.  Both types are discussed below.

John White concludes his
series with some advice
on how to speed up your
programs and introduces
a more sophisticated
screen display

DATA COMPRESSION
A large part  of  any adventure program comprises  the long

st rings of room descript ions,  help text and ot her messages. I t
would save a lot  of computer memory  if  these messages could
be made more compact .
The fi rst, t riv ial,  opt ion is to shorten the screen messages.

Whet her lengthy room descript ions  really  add any t hing to an
adventure is c learly  a mat t er  of personal preference. However,
there is no doubt  that  verbose descript ions  are subject ively
more impress ive to the player of an adventure.
A number  of data compress ion techniques  exist. but  all rely

essent ially  on one princ iple:  the ident ifi cat ion of  common f rag
,inents  of  text whic h can be replaced by a shorter piece of  code.
When the program encounters  the ident ifi er,  it  uses a look -up
table to restore the original,  expanded piece of code.
Messages require very few characters.  Eight -bit  computers

permit  up to 256 variat ions  for every character,  but  adven-
tures  need to use:

26 variat ions  for let ters A to Z
10 variat ions  for numbers  0 to 9
approx.  10 variat ions  for punc t uat ion (space. comma,  f ull

stop. ques t ion mark ,  quotes.  exc lamat ion mark .  hyphen. )
(opt ionally) 26 variat ions  for let ters a to z.

This  means  that  at  most  62 variat ions  are used for messages.
so that  another 200-odd are available as "cont rol codes". When
encountered in the middle of  a message, the program knows
that  it  mus t  take some addit ional act ion,  such as replac ing the
cont rol code wit h a sect ion of  text taken f rom a look -up table.
A short  example wil l i l lus t rate the basic idea. Cons ider these

three messages:
I AM STANDING UNDERNEATH A WATERFALL
I AM STANDING IN A LARGE CAVERN WHERE I CAN HEAR
THE SOUND OF RUNNING WATER
A MAN-EATING TIGER STANDS BEFORE ME WITH SALIVA
RUNNING FROM ITS LIPS

A casual inspect ion shows that  the rec urr ing words STAND.
I AM RUNNI NG  a n d  WATER can all be replaced wit h codes,
e.g.;

CTRL-A " I _AM_",  CTRL-B = -
S T A N D "CTRL-C " RUNNI NG  ",  CTRL-D = "WATER"

Accordingly  we can create the following compressed sent-
ences:

[CTRLA] (CTRL-BjING UNDERNEATH A [CTRLD]FALL
[CTRLAI ICTRL-B[ ING IN A LARGE CAVERN WHERE I CAN
HEAR THE SOUND OF ICTRL-CHCIRL-D1
A MAN-EATING TIGER [CTRL-B]S BEFORE ME WITH SALIVA
[ CTRL-WHOM ITS LIPS.

When the program encounters  these control codes, easily
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Ident ified especially in mac hine code, the relevant  words  are
inserted instead.
This  process. whic h is  called PACKING. does mean that  every

charac ter of a message has to be read by the program to see
whet her any character needs to be replaced by an expanded
Item. I t  can be rat her s low in Basic, and the procedure is best
suited to machine code adventures,  unless  the messages are
quite short.
The computer memory  saved in the cases cited above is

comparat ively  small,  but  there exists a related,  muc h more
general method of  data compress ion k nown as Huf f man
coding.

HUFFMAN CODING
The underly ing princ iple of  Huf f man coding is t hat  all the

accumulated screen messages are examined for common
occurrences of c lusters of characters by an automated process
whic h seeks blocks of  common text regardless of  whether the
blocks make sense of  themselves. For example.  a c ommon
block  of code might  be f ound to be M_STAN as in I AM
STANDING.. .  This  computerised process provides a muc h
greater degree of  data compress ion t han would have been
possible by s imple pack ing.
I luf fman coding breaks down the text s t rings into a series of

bit  (as in 8-bit  computer) sequences. each sequence represent -
ing a port ion of  text, and stores the bit  sequences in memory
wit hout  regard to the number  of  bytes used for each sequence.
Inevitably,  this  technique wi l l  be of  most value to mac hine
code programmers .  The code to create an automat ic  "Huf f man
Coder" is quite complex,  and is beyond the scope of  this
art ic le.  A good overv iew was prov ided several years ago In the
magazine "Pract ical Comput ing" (November.  1982).
The use of  a word processor.  such as AtariWrit er.  can be

st rongly  recommended for handl ing st rings of messages. You
can then writ e a program in Basic to 'c runch'  the text fi le into
a coded, compressed variant  d o  this  f requent ly  to create
st rings of  book opening moves for computer chess programs).
The compressed vers ion is  itself  saved as a word-processor file,
unt i l  it  needs to be copied.  byte by byte, int o memory  us ing
another special Basic rout ine.
A f urt her variant  of  data compress ion is available f rom the

SpartaDOS-X cart ridge,  whic h has, among many  other useful
features, an archiv ing facility.  The archiv ing program 'c run-
ches' the original word processor fi le into an archive fi le of
roughly  half  the original size - this  indicates the type of space
saving one should expect f rom efficient Huf f man coding -and
stores the whole ftle. I t  occurs  to me as I writ e these words  that
it should be possible to use an archive ffie direc t ly  as a source
of compressed message data, i f  one could only  work  out  Spar-
t aDOS-Ks  method of  s toring the archive fi le and its  associated
look -up tables.

A-CODE
Level 9's adventure programmers  went  one step f urt her than

Huf f man coding. Ins tead of  subjec t ing just  the screen mes-
sages to data compress ion,  they  also reduced the whole of  the
original machine code. inc luding the program itself, to a more
compact  code. The result ing program is said to run in 'A-code'.

Naturally ,  a short ,  normal  (non-compressed) mac hine code
program is needed to interpret  the func t ion of  the remainder of
the compressed machine code main program.  I t  is possible to
write 'A-code' since Level 9 observed that  only  a very l imit ed
set of machine code ins t ruc t ions  was needed to implement  a
work ing adventure.
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OVERLAYS
The second solut ion to the problem of present ing lengthy

room descript ions  for a large number  of  rooms is t hat  of
overlays. New data is entered into memory  to overlay that
whic h prev ious ly  existed.
The princ iple is that  when the player enters a room,  the

associated inf ormat ion for that  room (and. perhaps .  for the
s urrounding rooms) is  read in f rom an ex ternal device. Typical-
ly t he external device is a disk  drive; in  other words ,  the room
data is stored on the program disk  and called up as necessary.
The major  advantage of  this approach is  that  the computer's

memory  can be very largely  devoted to the program itself, so
t hat  complex  coding is made easier. Moreover,  the amount  of
data whic h can be prov ided is l imit ed only  by the capacity of
the disk, whereas  data compress ion techniques  at best do lit t le
more t han double the amount  of  data whic h can be stored in
the computer.
The princ ipal disadvantage is the inconvenience to the user of

hav ing the disk  drive switched MI  for hours  at  a t ime (causing
over-heat ing),  and the interval required to load the informat ion
each t ime a new room is entered. Some of the disadvantages
can be averted by reading in data f rom a RAMdis k  instead of
f rom a disk  drive. but  this  solut ion is only  accessible to owners
of  the 130XE computer.
Overlays can also be used to call up high-re. .  graphics  for

pic tures  of  events seen In the adventure.  The combinat ion of
text adventures  wit h periodic  pic tures  - for example,  every t ime
a room is entered - has  proved to he quite popular,  alt hough I
suspect  that  the hundredt h v is ion of  a dragon in a room mus t
get t iring;  especially  if  the player has had to wait  ten seconds
each t ime to get it.

THE TURBO BASIC
COMPILER

Turbo  Basic Is a public  domain program available on disk for
Atari XL/ XE computers  f rom, among others, New Atari User.  A
high-speed tape vers ion is available f rom Derek  Fern.  prov ided
that  you have the necessary modifi cat ion to your data recor-
der. I t  is  completely  compat ible wi t h Atari Bas ic  programs.
adds several new c ommands  and runs  about  three t imes as
fast.
Turbo  Basic also comes wit h a compiler,  whic h t urns  Turbo

Basic programs  into a rat her ineffi c ient  mac hine code whic h
runs  about  ten t imes  faster than Atari Basic  (opt imised
mac hine code can run 100-200 t imes  as fast as Atari Basic).
However,  the compiler is not  completely  compat ible wit h prog-
rams  writ t en in Atari Basic and Turbo Basic.
This  lack of  compat ibilit y  is by no means  unus ual.  Many

ot her compilers  have diffi culty  wit h some Bas ic  statements,
and DataSof t 's  Basic compiler uses a completely  dif ferent
met hod of  handling st rings f rom Atari Basic. However,  the
Turbo  Basic compiler is bet ter t han most.

Nevertheless, some alterat ions  do have to be made to Turbo
Basic  programs  to get proper results  when the programs  are
compiled.  This  problem caused some of the s t range coding in
the "Met Man" adventure,  whic h wi l l  be explained below.
The doc ument at ion for the Turbo Basic c ompiler comes f rom

the Western New York Users' Group,  and ment ions  only  the
Following diffi cult ies:

I E N D  and NEW commands  wil l  not  compile.
2. FOR-NEXT loops mus t  match,  for example the lines:
FOR X = 1 To  5
IF X = 3 TH EN NEXT X
NEXT X



will not  execute properly  in the compiled program.
In the course of my own explorat ion of  the Turbo Basic

compiler.  I have discovered a number  of other cases where a
program writ t en in Atari Basic or Turbo Basic runs  properly  in
normal (Interpreted) Basic, but  gives undefi ned errors  when
compiled.

111.
TO L P 2 7 8  P O S I T I O N  2 . 0

.
4 ?  " T H E  
R O O M  
D E S C R
I P T I

ON W I L  W E  G x v e n  M E R E "

1 REM utunnummustuuntrm4twigu
2 R E M  1 1  S P E / 7  S C R E E N  D I S P L A Y  S I

0 0 3 R E M  1 1  b y  J o h n  W h i t * NU 2 8 8  P O S I T I O N  2 , 1 r
,V I 4 R E M  U  W R I T I N G  AD V E N T U R E S  S E R I E S  n *

MR 5 R E M  1 1 mO 2 7 8  P O S I T I O N  2 , 2 :
,  
" C O N T E N T S  
O F  
R O O
M  
H

PS 6 R E M  n  N E W  A T A R I  U 5 E R  -  A O G  1 7 7 1  i t
7 R E M

I L L  S E  L I S T E N  M E R E '
I R YZ 3 0 0  R E T U R N
Mk 8 R E M CT 3 1 8  R E M  N O  M O C N I N E  C O D E  D A T A  N o
ZE 1 0 0  R E M  * *  T W O

-
H A L F  
A D V E N T
U R E  
S C R
E E N

DR 4 2 0  D A T A  1 0 4 , 1 0 4 . 1 0 4 . 1 4 1 , 1 4 0 , 6 , 1 8 4 , 1 0 4
I S P L A y  * * . 1 4 1 , 1 4 1

MC 1 1 0  D I M  A S ( 1 0 ) : I = 0 XU 4 3 8  D A T A  6 , 1 7 3 . 1 4 8 , 0 , 2 0 8 , 2 1 , 1 4 1 , 1 3 6 , 6 .
L B 1 2 0  C U R 5 = 8 4 :R E M  * m  C U R S  =  C U R S O R  V E R T I 1 4 1

CAL P O S I T I O N  * * 2E 3 4 8  O n t a  1 3 7 , 1 1 , 2 0 1 1 . 1 8 1 , 0 i 3 2 , 1 1 0 . 8 , 1 4 1 .
MJ 1 3 0  V E R T = 6 :R E M  * *  S A M P L E  V E R T I C A L  D I V I 1 3 7

D I N G L I N E  B E T W E E N  S C R E E N S  * * RC 3 5 0  D A T A  4 , 1 4 0 , 1  3 0 . 0 , 7 6 . 5 6  . 6 , 3 2 , 1 1 0 , 6
TV 1 4 0  R E M  * *  V E R T  M U S T  N O T  O f  < 2  D R  7 8 OK 3 6 0  D A T A  1 4 1 , 1 4 7  . 0 . 1 4 0 , 1 3 6  ,  1 6 9 ,  3 ,  1 4 1* * , 1 3 7
TM 1 5 0  R E S T O R E  3 2 0 GU 3 7 8  D A T A  6 , 1 6 7 , 1  7 2 , 1 4 1 , 1 3 0  , 6 , 1 6 5 , 0 0 , 2 4
WI' I 6 0  R E A D  A : I F  1 1 = - 1  T H E N  1 9 0
R J 1 7 0  P O K E  1 5 3 6 + I , 8 NA 3 :

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

VD 1 8 0  I = I + 1 : G O T O  1 6 0 6 , 1 3 3FO 1 9 0  I F  V E R T / 2 0  T H E N  V E R 1 = 6 GV 3 9 8  D A T A  2 4 1 , 1 6 5  . 8 0 . 2 4 , 1 0 9  , 1 3 8 , 6 , 1 3 3 , 2CV 1 9 5  G R A P H I C S  8 : G O S U B  2 7 0 : P O S I T I O N  2 , R E 4 2 , 1 6 5
1 1 1
-
1 : '
7

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

CV 2 0 0  P O K E  C U R S , V E R T CC 4 1 8  D A T A  2 4 0 . 1 3 0 . 2 4 0 , 2 0 8 , 2 , 2 3 0 , 2 4 1 , 1 6 6ER 2 1 0  I N P U T  A S : R E M  I N P U T  A N T H I N G  Y O U  L I K . 2 4 8 . 2 2 8
UN 4 2 0  D A T A  2 4 2 . 2 0 0 , 2 4 2 , 1 6 6 , 2 4 1 , 2 2 8 , 2 4 3 , 2CA 2 2 0  I F  A S = " 0 •  T H E N  T E M P = P E E K ( C U R S ) :X = U 8 8 , 2 3 6 , 9 0

5 1 / 1 1 5 3 6 , 0 , V E R T ) :G O S U O  2 7 0 : P O K E  C U R S , T E N E 4 3 0  D A T A  I G S , 0 , 1 4 1 , 1 4 0 . 6 . 1 6 2 , 8 , 7 8 . 1 4 1 „
PIP 6

i l l  2 3 0  I F  A $ = " 1 "  O R  P E E K O C U R 5 1 ) 2 0  T H E N  X = ITZ 4 4 0  D A T A  1 4 8 . 3 , 2 4 . 1 0 5 , 4 0 , 1 0 6 , 1 1 0 , 1 1 0 , 6
U S R ( 1 5 3 6 , 1 0 . P E R T ) :P O KE  C U R S , V E R T 2 8 2

8M 2 4 0  I F  0 5 = " 2 "  T H E N  V E R T = V E R T 4 6 :G O T O  1 9 D i 4 5 0  D A 1 A  2 8 8 , 2 4 1 , 1 7 2 , 1 4 0 , 6 , 9 6 , 2 0 0 , 2 0 0 ,
2 5 8 , 2 3 8

MM 2 5 0  G O T O  2 1 0 ME 4 8 0  D A T A  1 3 5 , 6 . 2 0 2 , 2 8 0 , 2 4 4 , 2 4 , 9 6 , 0 , 0 , 0
Al- 2 6 0  R E M  * *  S H O W  U P P E R  H A L F  O F  S C R E E N  * GN 4 7 8  D A T A  - 1

1. VARI ABLE GOSUB NOT ALLOWED •
The expression:

100 Q= 1000:  GOS1JB Q
sends the program to the s ubrout ine at l ine 1000 in Atari
Basic or Turbo Basic. However,  the vers ion for the Turbo Basic
compiler has to be recoded as:

100 Q 1 0 0 0 :  GOSUB 500
500 GOTO Q

where Q is the address of  the s ubrout ine as previously.  This
problem occuri  in a few places in "MetMan",  such as lines
50/ 200.

2, MULTI PLE ARRAY ARI THMETI C NOT I MPLEMENTED
PROPERLY

The expression:
100 A(1,1) A ( l  J ) A(J _O)

gives an undefi ned result  in the compiled version, and has to
be replaced with:

100 Q A ( 1 , 1 ) :  Q Q  A ( J . 0 )

3. ARRAYS BADLY NESTED WI TH LOGI CAL OPERATORS

Combinat ions  of  logical operators  wit h array  values work  well
In Atari Basic or Turbo Basic, but  give unpredic table results
wi t h the Turbo Basic compiler.  For example.  the line:

100 I F A i l l  <> TEMP AND (Ai1l<>1 OR A(2)<>TEMPI THEN. .
may  or may not  give the expected result ,  depending on the
values of A(1), A(2) and TEMP.  whereas  the equivalent  line:

100 A l  A (  1 ) : A2 -  A(2) : IF A l  <> TEMP AND (AI <> I OR
A2<> TEMP) THEN

Is implement ed correct ly  by the compiler.

4- USR COMMAND RETURNS WRONG VALUE
'rhe expression X=USR(1536) should ret urn the value of  X as

1536 if  the mac hine code rout ine beginning at memory  loca-
t ion 1536 (page 6) does not modif y  locat ions $D4 and $D5:
otherwise it s hould ret urn the value stored by the rout ine in
$D4 and $D5 (low byte, high-byte).  This  again is implement ed
properly  for Atari Bas ic  and Turbo Basic, but  the compiler
ret urns  a s t range value of  its own to variable X (doubt less of
some unk nown signifi cance).
The only  solut ion to this  problem is  to cause the mac hine

code rout ine to store values at defi ned memory  locat ions,  and
then to extract  t hem wit h a PEEK command.  For an example.
see lines 8000 and 8005 of  the "Met Man" lis t ing.

Not wit hs t anding these problems,  there is no doubt  that  the
Turbo Basic  compiler is a cons iderable boon to the adventure
writer.  Compiled Basic programs  run suffi c ient ly  fast so as to
be almos t  indis t inguishable f rom a 'proper'  machine code
adventure.  Since Turbo Basic is in  the public  domain.  I l l s
likely  that  programmers  can sell adventures  created wit h the
assistance of  the compiler.  inc luding the runt ime package
needed to support  the compiled program.  alt hough they mus t
be careful not  to sell Turbo Basic, its  compiler or the runt ime
package itself.  The programmer wil l he selling his  adventure.
not t he means  of  us ing it.

CONCLUSION
I have now reached the end of  this series about  programming

text adventures .  h o p e  readers  have enjoyed it ,  and I look
forward to seeing your creat ions (published in this  magazine?).
Please note that  I am unable to answer specific quest ions
about  solv ing other programmers '  adventures  - writ e to the
Tips ter instead.
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THE E Of GOLDEN
(AND NOT SO GOLDEN)OLDIES

continued
CONAN THE BARBARIAN
plat D a t a s o f t / U . S .  Gold 1 9 8 4  (t ,d) m i d
An eight screen platform game with the emphasis on puzzle solving
rather than jumping and dodging. 'Conan' suffers from a few bugs
and a truly awful colour palette. On the plus side. the music is of a
very high standard. Of Datasoft's trio of thinking mans  plafformers
(Goonies', Zorro and 'Conan'). this one is the worst.

COSMIC TUNNELS
arc D a t a m os t /D a t a by t e  1983/1986 (t,d) m i d
A neat little blast 'em up, strong on music and sound effects. You
travel through each cosmic tunnel (a primitive 3-D effect) and then
dodge the aliens on the planets at the end of them. Graphics could
have been better, but generally there is nothing to complain about.
You'll probably find yourself saying One more go'. even if it's lust to
hear the music on the high score table again.

Star Rat ings:-
*

arc
plat
sim
strai
adv
gr adv

frp

a r c
.
a d
v

arcade game
platform game
s imulat ion
strategy game
text adventure
text adventure with
pictures
lantasy role play ing
game
arcade game with
puzzle s olv ingmap-
ping etc.

THE KEY

poor
poorimedlocre
mediocre
medioc regood
good
goodrexcellent
excellent

1
1
/
(d)
(r)
bud

mid

full
imp

scarce

game is  available on tape
game is available on disk
game is available on ROM
cartridge
budget priced game
(E149-E2.99)
mid-priced game
(E3.00-E8.99)
full priced game (E9.00+)
game is (or was) only
available on import  f rom
America
no price range available,
because game is very dif-
fi cult to get hold of

The price and format (tepe. disk etc.) ranges quoted are intended as goiderines
onir Games which were originally availabie on tape and disk can now be round
on cartridge and vice-versa. This can also alter the price  at the game in question.
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THE COUNT
(gr.) adv. Adv. International 198183 (t,d) bud/mid
This game is also available as a two-disk graphical adventure. You
play the part of a Van Heising like character and must dispose at
Dracula while he is asleep at his castle. The puzzles and plot
developments are nicely done. and the programs vocabulary is
small but adequate. One of the better Scott Adams adventures.

CRUMBLE'S CRISIS
arc R e d  Rat 1 9 8 7  (t ,d) m i d
Technically good, but not very original game in which you guide
Crumble (with built  in Jet Pack) through lots of nicely drawn locations
in his search for six fuzzies that have escaped from the intergalactic
zoo. I fs  one of those 'if you touch the walls it drains your energy'
type of games. On the whole, it's far too difficult to complete but very
pretty to look at

CRYSTAL RAIDER
arc M a s t e r t r o n i c  1 9 8 6  ( t )  b u d
An entertaining little quickie from the once prolific software house.
You manoeuvre a little character through fifty screens, collecting
jewels and avoiding nasties. What sets 'Crystal Raider' apart from a
hundred other games of the same theme is the unique control
method and the night time feature, when you can only see what is
within the range of your torch.

CURSE OF CROWLEY MANOR *  t•
-adv. A d v i n t e r n a t i o n a l  1 9 8 1  ( I )  s c a r c e
Probably programmer Jym Pearson's best adventure, but that's not
saying much. This  one scores heavily with its Lovecraftian type
atmosphere, but it has one of the worst parsers ever devised. For
adventure addicts only!

CYTRON MASTERS
strat Stra tegic  Simulations 1982 (d)  s c a r c e
Weird, complex simulation of futuristic combat set in an arena. This
one plays like a wargame in real time. Definitely not for arcade
freaks, but a fairly interesting challenge for the strategists Out there.
Written by Dan Bunten, who later went on to program such Atari
classics as 'M.U.L.E.' and 'Seven Cities of Gold'.

DAMBUSTERS
arc U n k n o w n  (forgottenl)1984?(t) s c a r c e
An arcade game, written in Basic about the bombing of the Ruhr
dam in World War 2. The horizontal and vertical scrolling is done
competently and the game itself is fairly addictive and Challenging
No real long term interest though.

DAN STRIKES BACK
plat E n g l i s h  Software 1 9 8 3  ( I )  s c a r c e
The sequel to 'Diamonds'. This is a tricky little game in which you
have to manoeuvre Dan to the bottom of a vertically scrolling screen_
Nasties and traps abound, and it is all very well worked out.

DARK CRYSTAL, THE *
gr. adv S i e r r a  On-Line 1 9 8 2  ( d)  f u l l
Graphical adventure based on the film of the same name. The bad
news is that the graphics are artif acted (black and white on English
T.V.'s), The good news is that if you liked the film you will probably
like this. It takes up three double-sided disks (mainly data for the
numerous pictures).



DARTS
arc T h o r n  E M I

arc M a  stertronic

OF ATARI SOFTWARE

1981 ( r )  m i d
Graphics are a bit blocky in this early darts game. but on the whole it
turns out to be quite entertaining, and contains some nice touches.
Up to four people can try their hand at either 301, 501 or 1001. The
screen shows a view of your player and a close up of his hand which
you must guide over the board. A good family game.

DATASOFT BASIC COMPILER
ut D a t a s o t t  1 9 8 3  (d)  f u l l
One of the first Basic compilers for the )(LIKE.
Briefly, what it does is turn your Basic programs
into machine code and allows them to run much
faster. This one can't be recommended nowa-
days though because of its 16K limitation on
source code and more importantly because the
brilliant 'Turbo Basic and Compiler are available
in the Public Domain for a fraction of the cost.

DAY AT THE RACES, A
strat A n v i l / R e d  Rat 1 9 8 5 / 1 9 8 6  (t )  bud
A game about horse racing to bring out the punter in you? Well, only
if you're a horse racing fanatic, because this game really fails to
convey any genuine excitement- Each player backs a horse and then
watches the race. The computer keeps a running total of money lost
or won over the whole day's meeting. That's about it really.

DEATH RACE
arc A t l a n t i s  Software 1 9 8 7  ( t )  b u d
Graphically okay, but this is still one ol the least exciting of the
multitude of car racing games available for the Atari. Sound effects
are among the worst you'll ever hear. Still, at it's budget price, you
may find it worth acquiring.

DECATHLON
arc A c t iv is ion /F i r e b i r d  1984/1987 (t )  bud
The ultimate joystick wrecking game. Waggle your way through ten
events (and possibly joysticks) in this reasonable athletics simula-
tion. Graphics are good. but there is hardly any sound. Worth getting
if you like this sort of thing.

DESMOND'S DUNGEON
plat C r e a t i v e  Sparks 1 9 8 6  ( t )  b u d
It's up to you to help Desmond recover all the treasure from the
chests and deposit it at the top of the screen. Watch out for the
usual assortment of baddies, including a chap in a plane. Pretty
good fun, with nice scrolling and sound effects. There are a lot worse
buys for E1,99.

DESPATCH RIDER
1987 ( t )  b u d

Graphics aren't tremendous in this 'race against time' time, but
playability is. You must guide your despatch rider around the streets
(shown in a view from above) and deliver as many parcels as you
can. Watch Out for skips and the street walls as these knock
precious minutes off your time limit.

DIAMONDS
plat E n g l i s h  Software 1 9 8 3  ( t )  b u d
Quintessential platform game in which you must help Dan collect all
the diamonds from each screen whilst avoiding a motley collection of
nasties. Fast and furious action all the way. Not  a brilliant game by
any means, but 'Diamonds' has its own unique charm.

DIMENSION X
arc S y n a p s e  Software 1 9 8 4  ( t )  s c a r c e
An unusual 3 D game in which you have to shoot the evil Rigellian
ships and navigate your way through tunnels. The checker board
ground whizzes past as you move along, and the approach to a
tunnel is a nice graphic effect (almost as good as 'Elektraglide'). All
round good graphics and also imaginative use of the sound chip.

DISC HOPPER
arc R e d  Rat 1 9 8 7  (t,d) b u d
As far as I know this game only appears on the 'Four Star Compila-
tion Vol. 1' release. It's a highly unusual game which makes use of
Graphics Mode 9, so be prepared for some chunky but very colourful
graphics_ I'm afraid the game itself isn't up to much. A pseudo 3-D
effect gives the impression of depth to the screen as you lump from
disc to disc whilst avoiding flashes.

DISK WIZARD 2
ut C . A . P .  Software 1 9 8 4  ( d)  s c a r c e
An invaluable utility for disk drive owners containing features like
map disk, copy, displayialter contents of sectors, change file links,
disassemble from sectors, drive speed and much more. If you can
find it, buy it,

DIZZY DICE
arc P l a y e r s  Software 1 9 8 7  (t,d) b u d
There aren't that many fruit machine games for the XLIXE, but this is
one of the best. There are four reels, hold and gamble features and
a hillo dice game. Colour is used to good effect but the sound is just
adequate.

DOMAIN OF THE UNDEAD
arc R e d  Rat 1 9 8 6  (t ,d)  m i d
A 'Ghouls and Ghosts' clone from the once prolific Atari software
house. This does not rate as one of their best however. Armed only
with a cross and a missile weapon, you must first clear all the
skeletons from a graveyard. Then it's onto another screen and more
blasting and dodging. Graphics and sound are O.K. and the game
rates pretty highly in the difficulty league.

DONKEY KONG
plat A t a r i  1 9 8 3  ( r )  m i d
'Donkey Kong' was one of the first platform games in the arcades
and it translated pretty well onto computer. All of the main features of
a good platform game are contained here (jumping obstacles, hitting
your enemies, finding the best route across the screen etc.). Some
graphically amusing moments are to be seen along the way. Good
Jun.

DRAGON RIDERS OF PERN
strat E p y x  1 9 8 3  (d)  i m p ,  scarce
A game based on the fantasy novels of Anne McCaffrey, which is
unlike any other I have ever seen. It contains elements of role
playing, bargaining, arcade action and diplomacy mixed together in a
hodge-podge style. You have to make alliances with the other
characters in the game to halt the invasion of the 'thread'. Game
screens include a map, information about other characters and
events, and an arcade thread-fighting sequence. Not without merit,
but I wish the whole thing had gelled together better than it did.

compiled by
Kirk Ruebottom
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A-Z OF ATARI SOFTWARE

DRELBS

arc U . S .  Gold

arc S y n a p s e  Software 1 9 8 3  (t,d) m i d
A game which is almost impossible to describe. 'Drelbs' consists of
two separate phases. In the first you try to rearrange a large grid into
a set of squares whilst dodging nasties. In the second you must free
all your friends by running over them and avoiding a different nasty.
Sound effects and graphics are pretty good, but gameplay is to
shallow (and too weird!) to lift this one from the realms of mediocrity.

DROPZONE
1985 (t,d) m i d

One of the all-t ime classic home computer games (written especially
for the Atari incidentally). Author Archer McClean converted it to
other machines, such as the Commodore 64, and things had to be
slowed down considerably. It's a shoot 'em up where you have to hit
the button very fast it you want to rack up a decent high score. Make
sure you also have someone at the keyboard to operate your
cloaking device and smart bombs. Scrolling, graphics and sound are
astounding. and don't  forget the firework death sequence.

DRUID
arc/adv. Firebird Software 1 9 8 7  ( t )  m i d
This is the game 'Gauntlet should have been. 'Druid' is a thoroughly
entertaining shoot 'em up with strategic elements. There is a variety
of nasties to kill, a number of weapons and spells with which to do it,
and a myriad of passages to explore in your quest for the exit to the
next level Possibly Firebircis best game for the MA E .

DUELLIN' DROIDS
arc E n g l i s h  Software 1 9 8 2  ( t )  s c a r c e
A bog standard shoot 'em up. You are in art arena and must kill
robots which come at you from all directions, and at the same time
rescue your friends. The games  graphics, made from a redefined
character set. are pretty crude. Paranoia is likely to set in as the
robots converge on you from all sides.

EARTH VIEWS
ut A n t i c  Software 1 9 8 4  (d)  i m p
This technically excellent program is worth acquiring if you have any
interest in geography. Literally thousands of maps of the earth, in
2-D or 3-0, can be called up at the press of a key. Information
concerning cities, rivers, mountains etc. can also be viewed. A
'game' using the maps was also included as an afterthought. The
two colour graphics used throughout are fine and nicely detailed.

EASTERN FRONT
strat A P X  1 9 8 1  (t ,r )  f u l l
In its time this was a lour  de force' of design and programming.
'Eastern Front  is a wargame about the German invasion of Russia in
World War II. Movement of units is completely joystick controlled and
orders are very easy to input. The map can be scrolled in all
directions. Factors include supply, reinforcements and weather. This
home produced program surpasses many efforts from the acknow-
ledged computer wargame experts. 'Strategic Simulations'.

EIDOLON, THE
arc/adv. Lucasfilm/Activision 1986 (d)  f u l l
Aspiring Atari programmers should take a look at this technically
brilliant program, a lesson in how to exploit the graphic capabilities of
the 8-bit machine. The game has you travelling through 3-0 caverns
in search of jewels, monsters and fireballs. The monsters you meet
are wonderfully animated, and you can actually see them following
you through the caverns! Strategic elements, excellent graphics,
sound and gameplay, make up an all-t ime classic.
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ELEKTRAGLIDE
arc E n g l i s h  Software 1 9 8 5  (t ,d)  m i d
Often exciting car racing game with a nice line in graphics and
music. Your view is from the windscreen of your vehicle and you
must complete the chosen course in a set time. Bouncing balls
constantly come towards you and there are tunnels, forks in the road
and pillars to be negotiated. The scenery whizzes past at a terrific
rate. Difficult to master at first, but stick with it and you should find
'Elektraglide' a stimulating experience.

ENCHANTER
fulladv. I n t o c o m  1 9 - ( d )

85
Infocom set the standards oy which all other
text adventures were judged. In 'Enchanter'
you play the part of an apprentice wizard and
you are charged with defeating the evil Krull.
Spells play an important part in this one
(sometimes tO humorous effect). As always,
the Infocom parser is up to a high standard, and the puzzles to be
solved are of the medium to difficult variety.

ENCOUNTER
arc N o v a g e n  1 9 8 4  (t ,d)  m i d
Paul Woakes, later to write 'Mercenary' made his Atari debut with
this one. Basically, it's a humdinger of a 3-D shoot 'em up. a bit like
'Battlezone' but with filled•in graphics. 'Encounter' offers 360 degree
scrolling, first person perspectives, intelligent enemies, eerie sound
effects and terrific gameplay. What more could you ask for?

ESCAPE FROM DOOMWORLD
arc R e d  Rat 1 9 8 6  (t,d) b u d
A fairly poor offering from the Red Rat. This looks like two bad
games combined into one. The first part is a platform type game in
which you collect things and dodge baddies. The second has you
trying to rescue scientists, 'Choplifter' style in a horizontally scrolling
shoot 'em up. Neither of the two ideas have been implemented very
well. Avoid this one if you can

ESCAPE FROM TRAAM
adv. A d v .  International 1 9 8 1  ( t )  s c a r c e
Possibly the worst adventure I've ever played. 'Traam' is from the
undetworked keyboard of Jym Pearson, the man with the 20 word
adventure vocabulary. This outing finds you crash landing on the
planet of the title and trying to find a way back home. Trying to
communicate with the program can be extremely frustrating to say
the least.

EVEREST
strat T i t a n  Software 1 9 8 3  ( t )  s c a r c e
A fairly old and rarely seen text only simulation of a mountaineering
expedition, written in Basic. You'll be called upon to make vanous
decisions regarding climbers, porters. equipment and routes. Quite
complex, involving and challenging.

EXCELSOR
arc P l a y e r s  Software 1 9 8 7  (t ,d)  b u d
Another quickie from Players which, like most of their other games
for the Atari. is very frugal in length of code. But for all that, it's
colourful, noisy, and not a bad shoot 'ern up. At the price, worth
adding to your collection
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F-15 STRIKE EAGLE
sim M i c r o p r o s e  1 9 8 4  (t ,d)  m i d
Frightening in its realism, 'F-15' has you bombing, shooting and
navigating your way over areas ranging from the Persian Gulf,
Vietnam and Korea. Sound effects and graphics are very good and
the speed of the game is impressive. There are lots of things to do,
with keypresseS Controlling your weapons systems, radar, afterbur-
ners, speedbrakes, fuel tanks etc. Yes, it's all here. Microprose don't
leave anything to the imagination.

FIDGET
arc A m e r i c a n a / U . S .  Gold 1986 (t ,d) b u d
A curious game, a sort of 'Marble Madness' derivative. The screen
scrolls smoothly downwards as you move your little inertia-ridden
character down ramps and platforms in his quest to reach the door
to the next level. Nothing at all wrong with fi dget ' .  but there's
nothing outstanding either.

FIGHT NIGHT
arc U . S .  Gold 1987 (t,d,r) mid
An amusing boxing game which took a long t ime to reach Britain
after its initial release in America. You can either create and train
your own boxer or choose one of the many provided to fight the likes
of Hu Him, British Bulldog and Dipstick. The emphasis is on humour;
there is only a limited amount of moves to employ. Best played as a
two player game, as it is fairly easy to complete against the
computer. Sound is pretty disappointing but graphics are quite good.

FIGHTER PILOT
sim D i g i t a l  Integration 1 9 8 5  (t,d) f u l l
A complex, challenging flight simulator with all the features present
that demanding buffs would expect. The only drawbacks are that it is
very difficult to land the plane, and that the program uses the
dreaded 'Lenslock' device as an anti-pirate measure. As with 'F-15
Strike Eagle' this is a simulation of flying an F-15 aircraft. For
playability and realism, I think 'Strike Eagle' just has the edge.

FIREFLEET
arc E n g l i s h  Software 1 9 8 3  (t ,d) scarce
A rather tacky and boring vertically scrolling shoot 'em up. This is a
bit reminiscent of 'Caverns of Mars' as you blast your way slowly
downwards, trying to reach the bottom of a cavern, Sound effects
are unusual to say the least and the game is far too difficult to
sustain any lasting interest. An early effort from English Software.
They later went on to produce better games.

FLIGHT SIMULATOR 2
sim S u b l o g i c  1 9 8 4  (d,r )  f u l l
A huge. sprawling 'game' which has all the
features any would-be aviator could wish
for. Incredible detail and realism on the
cockpit side of things, and the graphics
(runways, rivers, buildings, roads etc.) are
of a good standard. The whole scope of
the program is unbelievable. Scenery
areas are Included for Chicago, New York,
Los Angeles and Seattle. each with
thousands of square miles to fly over. You
can also buy additional scenery disks
which cover other parts of America, West-
ern Europe and Japan. A simulation in the truest sense of the word,
so to gel the most of 'FS2' requires reading of the detailed manuals
which come with the package.

Right
Simulator rl

arc U . S .  Gold

AZ OF ATARI SOFTWARE

FLIP 'N FLOP
arc F i r s t  Star Software 1 9 8 3  (t,d) scarce
Nice graphics, smooth scrolling and good gameplay make this game
a winner, You take the part of an escaped kangaroo and you dodge
a keeper through screen after screen of ladders and suspended tiles.
Every other round your role changes to that of a monkey (Flop), who
climbs about underneath the ladders and tiles. Manoeuvring him can
become quite tricky!

FLOYD OF THE JUNGLE
plat M i c r o p r o s e  1 9 8 2  (d)  s c a r c e
Is this now Microprose started in business, writ ing forgettable plat-
form games in Basic? Can this really be by the same flight.Military
simulation experts? All the platform cliches are here, namely run-
ning, jumping, punching pygmies (pygmies?) and avoiding nasties.

FORBIDDEN FOREST
arc C o s m i / T o p  Ten 1 9 8 3 / 1 9 8 7  (t )  bud
A drab and uninteresting game in which you are an archer in a forest
with all sorts of evil creatures to dispose of. You simply move the
archer left and right, load his bow, aim and fire. I've seen better
graphics on the old 2600 VCS. Cosmi strike out again I 'm afraid.

FORT APOCALYPSE
arc S y n a p s e / U . S .  Gold 1982/1985 (t,d) bud
An old reliable shoot 'em up. regarded by some as a minor classic of
the genre. The old scenario of 'rescuing the hostages in your
helicopter' is at least carried out with some flair here. 'Apocalypse'
offers four-way scrolling, a barrage of loud and imaginative sound
effects and challenging gameplay. Worth considering for the collec
tion if you get off on shoot 'em ups.

FRENESIS
arc M a s t e r t r o n i c  1 9 8 7  ( t )  b u d
Mindless game from computer journalist Tony Takoushi. Aliens come
at you from four quadrants and it's up to you to move your gun to the
right quadrant and make sure it 's moving in the right direction. That's
all there is to it. The author should be congratulated upon writ ing a
game for the X 1 2
-
X E ,  b u t  
r e p r i m a
n d e d  
f o
r  
i t
s  
q u a
l i t y
.

FROGGER
arc S i e r r a  On-Line 1 9 8 1  ( t )  s c a r c e
The ancient arcade favourite made its appearance on the Atari
courtesy of today's 16-bit adventure specialists! They did a faithful
and charming conversion. Graphics are bright and colourful and if
you like your games simple and challenging at the same time then
you could do a lot worse than buy Frogger.

GAUNTLET
1987 (t ,d) m i d

XI2XE 'Gauntlet' was one of the first versions to be promised and
the last version to be delivered. The extra time the programmers had
did not show in the quality of the finished effort. This could have
been a lot better. There is still a terrific game in here however
('Gauntlet' was the biggest seller of '87). It's best played as a two
player game, as you can co-operate in your battles through the
dungeons. Really, it has little to do with role playing and a lot to do
with shoot 'em ups. Addictive at first, but you may soon become
bored with it.

F  I I  Aorz  e l  AVE
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ROOM 1  M E M  3  R A D I A T I O N  1 5  P O D S  8 2
RAD Z O N E  b 9  R o b e r t  S t u a r t  1 1 9 1

by Robert Stuart
You are in control of a robot which has to remove twelve radioactive pods_from six different zones. The robot has a

shield which can withstand the radiation as long as it keeps moving: if  you stop, the radiation will rapidly increase
until it reaches 30 and then. BOOM! Also, the floor panels in the RAD ZONES have a nasty habit of slitting away oiler
your droid moves off them, so each section of floor can only be used once! You have to work out a mute to collect all of
the pods without getting trapped in the RAD ZONE. You have another two cirokls in reserve, but remember you have to
keep moving!

THE PROGRAM

The program is written in BASIC with a small machine code interrupt routine which is based on the sprite X/Y
program in this issue. The routine has been modified slightly to use only two sprites (overlapped to achieve a three
colour sprite). which saves typing in a lot of unnecessary data. The routine also uses only one pair of co-ordinates, to
enable the multi-coloured sprite to be positioned using only two memory locations instead of four.
The other data Is for a small Display List Interrupt to change the character set and character colours at the bottom of

the screen, plus the new character set, which only uses forty characters. The standard set has not been moved from
ROM, as there was no need: the DLI allows the ROM set to be used.
The strings A$ and B$ hold the characters for the metallic walls at the top and bottom of the screen. The rest of the

screens are just printed to the screen while it is switched off to make it look more professional. These can easily be
changed to different designs if  you are feeling creative. You could even i add more levels to the game. The variables
used are as M - M e n  left P-Pods collected, R-Radiation level, S-Room number. So. if  you find the game too
tough, you can alter the Radiation level to go to 99 instead of 30. The _first screen is straightforward, but the others get
a little more tricky. I hope yOU enjoy it!
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F sGOSU O 1 0 : Z = 1 - B 0 : R E T U R N
TB 4  F O R  F O  T O  7 1 Y = V 6 2 : P O K E  1 5 4 I , V ; N ( X T

F :G O S U B 1 0 : Z = Z + 8 0 : R E T U R N
P4  6  F O R  F 7 0  T O  7 : N = 0 4
-
I : P O K E  
1 5 4 8 , R ; N E X
T

F ;G O SU O  1 0 : 2 = Z - 2 i R E T U R N
KB 8  F O R  F = 0  T O  7 : X = X + I t P O K E  1 5 4 0 , X : N E X T

F:G0 5 1 .0 1  1 O 1 2 = 2 + 2 ;R E T U R N
MZ 1 0  R E M
FA 1 2  F O R  F m 1 4 0  T O  1 6 0  S T E P  4 : P O K E  Z . F : P O

KE Z 4 I , F 4 1 : P O K E  Z . 4 0 , F + 2 : P O K E  Z + 4 1 , F + 3
;SOU N D  0 , F / I 0 , 0 , 2 : N E X T  F

JO 1 4  S O U N D  8 , 0 . 8 , 0 P O K E  2 „ 0 : P O K E  Z + 1 , 0 : P
OKE Z . 4 0 , 0 : P O K E  2 + 4 1 , 0 : R = 0 : R E T U R N

UT 2 8  R E M
GM 2 2  P . : I . . . I . :F O R  F = 5 0  T O  0  S T E P  - 5 : 5 0 u 4 D  0

, F , 1 8 , 1 2 : N E K T  F :S O O N D  8 , 0 , 0 , 0 : I F  P ) 9  I
HEN P O S I T I O N  3 6 , 2 0 ?  "

RN 2 4  I F  P ( 1 0  T H E N  P O S I T I O N  3 6 , 2 0 : ?  " 0 " ; T o
;I I  I t

ACU 2 6  P O K E  Z , 1 4 0 : P O K E  Z + 1 , 1 4 1 : P O K E  Z
. 8 .
4 0 , 1

4 7 :P O KE  2 + 4 1 , 1 4 3 : I F  P = I 2  T H E N  5 7 5 4
-
1 : P =
0 :G O T O  2 0 0

PD 2 8  G O T O  2 1 5
FO 3 0  R E M
NC 3 2  R E S 1 O R E  3 4 : F O R  F = 3 0 7 2 0  1 0  3 0 8 1 3 : R E A

D D : P O K E  F , D : N E X T  F
R I  3 4  D A T A  1 7 2 , 1 , 5 , 1 6 2 , 0 , 1 6 9 , 0 , 1 5 3 , 3 2 , 1 2 4

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

, 2 3 2 , 2 0 0 , 2 2 4 . 1 6 , 2 0 8 , 2 4 7  •
110 3 8  D A T A  1 6 7 , 0 , 1 8 9 , 4 , 6 , 1 5 7 . 0 , 6 , 2 3 2 , 2 2 4 ,

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

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

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

PS 5 0  R E M
ZO 5 2  R E S T O R E  5 4 : F O R  F = 3 5 8 7 2  T O  3 6 1 9 2 : R E A

O X : P O K E  F „ X : N E N T  F
GS 5 4  D A T A  2 5 5 , 1 9 1 , 4 2 , 4 0 , 4 6 , 4 6 , 4 6 , 4 6 , 2 5 5 ,

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

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

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

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

F P 5 8  D A T A  1 8 9 . 4 0 . 8 . 0 . 2 0 . 1 8 9 , 1 8 9 , 1 0 9 , 1 0 9 ,
1 8 9 , 1 8 9 . 0 , 2 0 , 1 0 9 , 1 0 9 , 1 8 9 , 1 8 9 , 1 8 9 , 1 0 9 , 1
8 9 , 1 8 9 , 1 8 9

I V  5 9  D A T A  1 8 9 „ 1 8 1 , 4 0 , 0 , 0 , 1 8 9 , 1 8 9 , 1 8 9 , 1 8 1
. 1 8 9 , 4 0 , 0 . 0 , 0 . 0 , 2 0 , 1 8 9 , 1 8 9 , 1 8 9 , 1 8 9 , 1 8 9
, 0 , 0 , 2 0 , 1 0 9 , 1 8 9 , 1 8 9 , 1 8 9 , 1 8 / , 1 8 5

Jw  6 0  D A T A  1 8 9 , 1 8 9 , 1 8 9 , 4 0 , 0 , 0 . 0 . 1 8 / . 1 8 9 , 1

EX 1 REM

I P 2 REM  I t PAD  Z O N E

MD 3 REM u b y  1 1
GO 4 REM  U R o b o r t  S t u a r t

MC 5 REM U

N J 6 REM  U NEW A T A R I  U S E R  -  A U G  1 1 9 1  U

FD 7 REM

NM 8 REM

CM 9 REM NO N EED  T O  T Y P E  A N Y  O F  T H I S ! !

NH 0 POKE 5 5 9 , 0 : D r m  4 S ( 3 9 ) , B $ C 1 9 ) : G O T O  3 0
GT I. REM HOVE S P R I T E
VN 2 FOR F =0  T O  7 : Y = V - 2 : P O K E  1 5 4 1 , Y ; N E X T

OPEN  F L O O R

P I C K U P  P O D

NEW C H AR AC T E R S

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

NC 6 1  D A T A  1 8 9 , 4 0 . 0 . 0 . 0 0 3 , 1 0 9 , 1 8 9 , 1 0 9 , 4 0 ,
0 . 0 , 0 . 0 . 0 , 0 . 0 , 0 , 2 0 , 1 8 9 , 1 8 9 , 1 8 9 , 0 , 0 , 0 , 0
, 2 0 , 1 8 9 , 1 8 9 , 1 0 / , L 8 9 , 4 0 , 0 , 0 , 0 , 0 , 0 , 0 , 1 8 9

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

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

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

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

MC 7 0  R E M
EF  7 2  R E S T O R E  7 4 : F O R  F = 3 7 7 6 8  T O  3 2 7 8 3 : R E A

D X : P O K E  F , X : R E N T  F
MK 7 4  D A T A  8 , 3 6 , 9 8 , 1 2 6 , 1 8 9 , 1 8 9 . 9 0 . 1 0 2 , 1 8 2

, 9 0 , 1 8 9 , 1 8 9 , 1 2 6 , 9 0 , 3 6 , 0
NO 7 6  R E S T O R E  7 0 : F O R  F = 3 2 7 8 4  T O  3 2 7 9 9 : R E A

D X : P O K E  F , X : N E N T  F
VW 7 8  DATA 0 . 2 4 , 3 6 , 2 4 . 1 0 , 1 0 2 , 1 6 5 , 2 1 / , 2 1 1
,
,

1 6 5 . 1 0 2 , 9 8 , 2 4 , 3 6 , 2 4 , 0
KO 0 8  R E M  O M B
EX 8 2  RESTO RE 8 4 : F O R  F = I O T O  TO  l O S O ;O LO O

X :P O K E  F , X : N E N T  F
LID 0 4  D A T A  7 2 , 1 6 9 , 1 4 , 1 4 1 . 1 0 , 2 1 2 . 1 4 1 , 2 3 . 2 8

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

5 0  8 6  R i l r . ”  6 4 4 4 4 4 4 H H H H H H H H H H H H H H H H H H H H H H H
NONNOTONE"

JG 8 8  1 1 6 :v .  F I I I I I I I I I I I I I I I I I I I I I I I I 2 I I I I
I I I I I I I G "

WO wo REM 0011gAI2331
I G  9 2  G R A P H I C S  0 : P O K (  I 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4

:P O KE  5 5 9 . 0 : P O K E  7 8 9 , 0 : P O K E  7 1 0 , 0 : ?  " N
" : P O K E  7 5 2 , 1 : P O K E  7 5 0 , 2 2 4

ER 9 3  P O K E  3 9 9 7 8 , 6 : P O K E  3 9 9 7 9 , 6 : P O S I T I O N
1 2 , 3 :• 7  " P A G E  6  P R E S E N T S "

I N  9 4  P O S I T I O N  6 , 0 : 9  " r a d  z o n e " : 1 . 0 5 / T I O 4
•  " W r a t t e n  b y  R o b e r t  S t u a r t  1 9 9 1 "

mJ 9 5  P O S I T I O N  1 1 , 1 3 :
9  " P R E S S  
F I R E  
T O  
P L A

y "

S P R I T E  D A T A

PR 9 6  P O K E  5 5 9 , 6 2 : F O R  F 7 0  T O  1 4  S T E P  0 . 2 :
POKE 7 0 9 , F : N E X T  F

UN 9 7  I F  P E E K 1 6 4 4 ) = 0  T H E N  9 9
SR 9 8  P O K E  7 7 , 0 : G O T O  9 7
JU  9 9  F O R  F = 1 4  T O  0  S T E P  - 0 . 2 : P O K E  7 0 9 , F :

N EXT  F
OD 1 0 0  R E M  M a n I M M M I A
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ell this is a new issue and a new bout of the
wickedly freshest tips and hints for all of
those games that you're stuck on.
Well what have we got for you? What haven't

we got! We've got the complete solution to LORDS OF
TIME (perhaps i f  you tippers get your skates on and
send me a solution and maps to PRICE OF MARK we
could complete the Time and Map( series within three
issues!). We have for your delectation and delight the
maps to levels 1,2 and 3 of  RUFF AND REDDY AND THE
GREAT SPACE ADVENTURE (I'm sure they make up
such long titles to make us writers lives hell!) and much
more besides.
Right. let me show you around my little emporium of

delights (a.k.a. The Little Shop of Horrors).

BOUNTY PERFICK!
From the perlick hop country of Ashford Kent comes a B O U N T Y

B O B  S T R I K E S  B A C K  tip from S. Young. In the game you start
off with only three lives and a bonus life at 20.0(K) points_ But if  you press
the O P T I O N  key then you have four lives instead of three and you get a
bonus life at 10.000 points instead of 20.000_

FRUIT
PICKIN
1

The next tip is from Mr. T. Jones of Gillingham
who's been busy extracting obscene amounts of
money from ARCADE FRUIT
M A C H I N E  by Zeppelin. He stumbled across

a good cheat by accident. lie's found that if  you wanted a "HOLD" or
"OPTION HOLD" then press SELECT to go to the menu then press
START. Keep on doing this until you either get HOLDS. SUPER HOLDS
or OPTION HOLDS. sometimes this works but sometimes it doesn't but
90%.
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millionaire (well almost!)

AND THE WINNER IS
Tr ust the crazy Tipster  to awar d this I ssue s pr ize to
someone  fr om over seas!
The H A N D  H E L D  C O L O U R  T V  is winging
its way over to H.W. Schorsy of The Netherlands. I've no idea
whether it will work over there, it probably only picks up
BBC and Mr. Schorsy will have to wander around holding his
TV with a 30 foot high aerial sticking out of his rucksack!
This issue. due to the Editor's severe brain fade and inability
to think of something exotic, we are back to

Y O U R  C H O I C E  O F  S O F T W A R E
U P  T O  £ 3 5  U P  V A L U E

so get them tip, hints, cheats, maps and cookies for The
Tipster heading this way.
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BUSTING OUT t
ALL OVER! 1

JUST FOR YOU KATIE!
In response to a plea by  a very nice y oung lady.  Kat ie Crook,

who asked for help on M I N E R  2 0 4 9 e r ,  I  am going to
r e
-
p r
i n
t  
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fi nd a  ' s af e'  p l a c e  o n  s c reen  a n d  t y pe  i n  t h e  f ol lowing:
213(space)782(space)6861 t h e n  p res s  S HI FT a n d  I  t o  O.
1-.4evel 1,  ( M e w l  10.  Eas y  is n' t  i t .  I  hav e inc luded t his  t ip
because It seems that  Kat ie can get f urt her t han I can without
the password and so us ing t his  t ip s hould mak e her a bet ter
games player.

KICK OFF!
O.K. now that the football season is over
people start playing computer soccer and
from Kevin Smith of Swanley comes a few
tips for KICK O FF  players.
The best tactics are either 4
-
4
-
2  o r

4
-
3
-
4
.  
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the ball up, keep yourself just inside the
area and exactly opposite the goalie. When
he kicks the ball out it will bounce into your
path and you'll get a free shot.

From deepest Dorset comes another
nice tip for KICK O FF from Alastair
Mooney_ When playing the game against
the computer pressing SELECT will quit the
game. So if you press the SELECT key when you are in the
lead it will take that score as the final score and you will have
won! Alastair also recommends that you go to Diablos as the
second level in ZYBEX as there are plenty of lives within
easy reach of the start. I would agree with him whole-
heartedly as this level has got me out of many sticky
situations in my time playing this game.

A COUPLE OF QUICK 'UNS
Ghosthunter  G. Gol dsi Nor th of Br i dgend,  Mi d.  Gl amor -

gan has found a way of advanci ng to level  14 in
S P O O K Y  C A S T L E .  You si mpl y pr ess Contr ol  J and
you are advanced to level  14 and then you can fini sh the
game.  Al so it you keep pr essi ng J dow n then you can go
to other  scr eens in the game.

C A L I F O R N I A N  R U N n i n g  is that much easier
thanx to Steven Head of Wi l lenhal l .  Choos e  the Ferrari
and r each about  65-70 m ph then al l  you have to do is
move left and r ight.  Thi s shoul d make it much easier  to
compl ete the var i ous stages.

1



Lords O f  clime
Ri ght gr ab your  sword.  backpack and torch and venture wi th nie and H. W.  Schorsy of  The Nether lands into the mythical

past and exciting future of  the lands of  The Lor ds O f  Tirne. As per  usual  I 've typed the solution i n backwards so that DAOL
KS I D =  LO AD DI S K

By the way this solution wi l l  work on the ST and 8-bi t as does last issues Red Moon solution.

P E R I O D  1 :  T H E  P R E S E N T
KOOL EREHW EHT HSALF EMAC MORE - EKAT SSALGRUOH - EKAT

ERUTCIP - MAXE ERUTCIP - N - EKAT XOBHCTAM - EKAT ELDNAC
DNIW KCOLC N I  P O RD GNIHTYREVE - NRUT GOC I - HSUP MULUD-
NEP T U O  • W • W • NEPO ROOD - RETNE - EKAT RAEPS - PU - N -
EKAT KCAPKCAB • RAEW TI - EKAT EPOR - HCRAES FLIP - EKAT
RENEPO • S - W - EKAT ESAC - E - D - W - EKAT EMONORTEM E K A T
GNIKOOL SSALG - E - S - NEPO DRAOBPUC - EKAT DOOETAC N  -
NEPO ROOD- TUO - E - E - N - N -  EKAT KCIP - EKAT SKNALP • S • S -
NEPO ROOD. S - PORD ESAC - PORD DOOFTAC - PORD RENFRO -
PORD RAEPS - PORD EMONORTEM - HSUP MULUDNEP T U O  - W - W -
W • NEPO ROOD - W - W NE P O  ROOD - W - W P U  • N E I T  KSNALP -
PORD SKNALP REVO MAERTS - W E V I G  GNIKOOL SSALG - E • EKAT
KNALP - -  PU • E W S  - EKAT SYEK FITIW ENOTSEDOL - NEPO ROOD
• NI E K A T EXA - EKAT LEVOHS • NEPO ROOD - TUO • E • F .  E -
HCRAES EHCSROP - EKAT NACLORTEP D  - PORD GNIHTYREVE
EKAT EXA - HSUP MULUDNEP - TUO - W - W - NERO ROOD - RETNE - W
- NEPO ROOD- TUO - WN -EKAT NAIRELAV - ES - W - PU S  - EVAW
NAIRELAV AT WOLLIW T U C  WOLLIW E K A T PORDRAET - N - PU - E -
NEPO ROOD - NI - E - NEPO ROOD • E - E - E NE P O  ROOD • S P O R D
GNIHTYREVE E K A T LEVOHS - HSUP MULUDNEP - TUO • W • W • NEPO
ROOD - W • NEPO ROOD - TUO - WS • E • E - ENIMAXE PAEH - HCRAES
PAEH - TAE MOORHSUM KO O L - E - D

P E R I O D  2  :  I C E  A G E
CARRY WITH YOU DURING THIS PERIOD: XOBHCIAM - NACLORTEP -

KCASKCUR - ELDNAC

NRUT GOC 2 - HSUP MULUDNEP - TUO - N - N - N • THGIL HCTAM -
THGIL ELDNAC Y TP ME  NAC - THGIL ENT LORTEP HTIW ELDNAC -
KOOL DNUORA - EKAT KSUT • EKAT TAOC - TI RAEW • S S  S  - NEPO
ROOD - 5 - ROAD TUSK E K A T  RAEPS • EKAT RENEPO - EKAT NIT -
NEPO NIT - PORD RENEPO - NRUT GOC 2 - HSUP MULUDNEP - TUO -
EN - PU - PU P U  - NI - EVIG DOOFTAC - EKAT HTOOT • O UT- D - D - D -
WS - S - S .  NEPO ROOD - S - PORD GNIHTYREVE - EKAT HTOOT -
NRUT GOC 1 - HSUP MULUDNEP T U O  • W W  - NEPO ROOD - NI - W •
NEPO ROOD - TUO - WS • E - E - EVIG 1
-
1 1
-
0 0 1 %  O N .  
S E Y  E  
-  -  
P O R D

NIOC - EKAT KCIP - NRUT GOC 2 - HSUP MULUDNEP • TUO - EN - PU -
PU - EKAT ENOB - PU - NI S  • TUOHS OT ELCICI - EKAT ELCICI N  - E -
E - E E V I G  ENOB E  - TIN LLAW - 5 • EKAT ARBALEDNAC - N - W • S •
PORD ELCICI W N  W N  T I H  EBUC - ES - ES - N N  W  - TUO - D - D - D
- WS • S • S - NEPO ROOD - S

P E R I O D  3  :  S T O N E  A G E
CARRY WITH YOU THIS PERIOD: RAEPS - YLFERIE - RAEW KCASK-

CUR

NRUT GOC 3 - HSUP MULUDNEP T U O  - E - E - W - W • W - W - W -
EKAT RORRIM - EKAT SEVAEL • EVIG SEVAEL TO OTNORB - EVAW
RORRIM OT OTNORB - S - E P U  • PU • NI P O RD RORRIM TXEN OT
NEMEVAC N  E K A T GGE - EN - EKAT BULC - WS - N - S - W E K A T
ELBBEP - S - EKAT TOP.  N - E - ES - E W O RHT ELBBEP OT
NOTELEKS - EKAT ELBBEP - ES - WORHT BULC OT NAMEVAC S  - YAS
AKERUE • NI Y A S  SEMAJ H A W  • NI - EKAT LEEHW - D

P E R I O D  4 :  V I K I N G  E R A
CARRY WITH YOU THIS PERIOD: YLFERIF - TAOC - LEVOHS -

TELTNUAG

NRUT GOC 4 - FISUP MULUDNEP - TUO - N • EVIG TAOC OT DRALIG - S
- ES - ES- ES N I  E N  - E - GID - GID • DAER TNEMHCRAP • W W S  -
HSUP - ENOTS - W - W • W - W -  PU - PU - E - NEPO TSEHC - YALP RUL -
NI - EKAT (WHATEVER OBJECT WAS STOLEN) - LLUP ELDNAH

P E R I O D  5 :  M I D D L E  A G E S
CARRY WITH YOU THIS PERIOD: LEVOHS DRO W S  - TEGGUN -

YLFERIF
WEAR: KCASKCUR

NRUT GOC 5 - HSUP MULUDNEP T U O  - N • DAER ENOTSELIM - EKAT
ENOTSELIM E  - NEPO ROOD - NI • EVIG TEGGUN OT REDNETRAB -
EKAT ELA - NEPO ROOD- TUO - E - E - E • EVIG ELA OT REGNESSEM -
W - W - W - EN E  - E - E- EVIG DOOF OT NOGARD - SEY E K A T WING -

SSIK GORE-  EVIG DROWS OT ECNIRP • S - NI E K A T TELTNUAG -
RAEW TI - ES - W - EKAT RUOMRA - RAEW - S - W  W • W • D • D •
GID - GID • EKAT REFFOC • GID

P E R I O D  6 :  T U D O R  E R A
CARRY WITH YOU THIS PERIOD: KCASKCUR • YLFERIF TELTNUAG

NRUT GOC 6 - HSUP MULUDNEP - TUO - N - W - S - EKAT NROH E KAT
STAEMTEEWS - N - E - E • S •  EKAT LLEB - GNIR LLEB - PORD LLEB -
EKAT SDRAC - ELFFUHS SDRAC • PORD SDRAC E K A T REKOJ - EVIG
REKOJ OT REISEJ - N - W - PU - PU - PU • W • S E K A T  GUR - S - EVIG
STAEMTEEWS OT El-IT SGOD - NEPO NAMOTTO - HCRAES MANOTTO
EKAT NWORC • N - N - E - E - S - S -  EKAT ETUL - N - N  -W  - 0  Y ALP
ETUL - E - W - S - E - S - D -  KNIRD RETAW • LLIF NROH HTIW RETAW -
N

P E R I O D  7 :  F U T U R E
CARRY WITH YOU THIS PERIOD: KCASKCUR - YLFERIE NI O C
WEAR; TELTNUAG

NRUT GOC 7 - HSUP MULUDNEP - TUO - W - W Y A P  NIOC - E N  P U
- P U - T E G R A T S - D - D - S • E • E - N - N - N E P O R O O D - N - W - E K A T
DLAREME - E - N E K A T SSERTTAM - EKAT TEKCOR - S - NEPO ROOD -
S - S - S - E - 0 - S - E - E K A T E R B A S - W - S - N E P O R 0 0 0 - W - E K A T
SSALG LAIHP- NEPO ROOD - ERIE TEKCOR - NI • YAP TAORG N I  - D -
TEG YBUR - PU - TUO - N E  - THGIF NAMREBYC HTIW ERBASTHGIL • E
- HCRAES HCNEBKROW - EKAT REVIRDWERCS - W - NEPO ROOD -
KOOL NI TOBOR E K A T  PIHC • S N I  - D • D

P E R I O D  8 :  R O M A N  T I M E S
CARRY WITH YOU THIS PERIOD: NROH Y LFE RI F - KCASKCUR
WEAR! TELTNUAG

NRUT GOC 8 - HSUP MULUDNEP - TUO - N . N • N - N -  EKAT ELKCUB -
S - 5 S  W  N I  • LEENK - YARP - RAEW SLADNAS - E - E E N  - E • NI
-TEG TEN TE G  TNEDIRT • TUO - W - WS - S - S - NI - w onw r  TEN OT
NOIL - WORHT TNEDIRT OT TEN E K A T  ELKCUB - NEPO ROOD - E - E -
N - EN - EN - EN - S - KNIRD RETAW - LLUP ETARG • N LLI F  NROH
HTIW RETAW - S - S - S- W - KNIRD RETAW W  • W • S

P E R I O D  9 :  T H E  F A R  F U T U R E
CARRY WITH YOU THIS PERIOD: YLFERIF • LEVOHS - ELIVO HCNARO -

NEDLOG ELKCUB - RETSEJ PAC - NOCILIS PIHC - A DNOMAID POR-
DRAFT YRO VI  KSUT • SNOGARD GNIW G G E  RAUSONID ENOTSELIM
• SYEK
WEAR: KCASKCUR

NRUT GOC 9 - HSUP MULUDNEP - TUO - S - PORD ENOTSELIM • S - S -
S - D - W - S -  GID ELTIOB - TEG ELTTOB • N E  - S - NEPO SEGAC - S -
NEPO SRAB T E G  EYE - N - EN - E - NI - D - D • PORD Eur Toe E  E  -
PU • PU • PU • EKAT KAOLC - NEPO ROOD - PU - RAEW KAOLC • E •
(SEE BELOW BUT BEFORE YOU DO RAM SAVE YOUR POSITION SO
THAT YOU CAN COME BACK OVER AND OVER AGAIN IF YOUR KILLED)
ROAD EVIL() HCNARB OTNI NORDLUAC
ROAD YROVI KSUT OTNI NORDLUAC
PORD DNOMAID PORDRAET OTNI NORDLUAC
PORD NOCILIS PIHC OTNI NORDLUAC
PORD NEDLOG ELKCUB OTNI NORDLUAC
PORD LIVE EYE OTNI NORDLUAC
PORD RETSEJ PAC OTNI NORDLUAC
PORD NOGARD GNIW OTNI NORDLUAC

SNOITALUTARGNOC UOY EVAH ISUJ DETELPMOC SDROL FO EMIT

If you would like the maps to Lords of Time then send an
S.A.E. or  International Reply coupons if you are overseas to:-

L O R D S  O F  T I ME  M A P S
d o  8
9  
B
Y
R
O
N  
D
R
I
V
E

N E W P O R T  P A G N E L L
B U C K S

M K 1 6  8 DX

and your maps will be sent to you post haste. (Joke, get it?)

MORE
TIPSIER

OVER
HERE
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COME ON
THE GIRLS!
At last a tip

written by
young lady
called Sue
Donym of
Gamesley (apt
name!), Glos-
sop. She says
that if  you
want some
more more
money in LAS
VEGAS CASI-
NO then press
HELP.

6 e t  Fa. ,  to rs.4... on b
a
L i . 0 0 r ,A_ e r  ,jA44.1 t tAL,1.95, boot5

Leyet'.3

RUFF A N D  REDDY IN THE
GREAT SPACE ADVENTURE
m o p p e d  b y  S t e v e n  H  e Cid

QUICK E's
Once again for the second issue running B A S I L  T H E  G R E A T

M O U S E  D E T E C T I V E  gets the expose treatment from non-other
than Chris Day of Isaacs from down-under. He provides us with all the
items that are needed to get to the other levels and some general hints
on playing the game. Right grab your deer stalker and lets go!
Remember the shops have both front and back doors! Use the traps

where you can't jump over the baddies. It helps if you can find the secret
room on level 3.
Level 1: DAGGER, GUN. CIGAR, FLOWERS AND KEY
Level 2: BONE, HAT, CARD, TOOTH AND FRUIT
Level 3: LETTERS, PADLOCK, CANDLE. CIGAR AND FLOWERS

James Burnett of  Ayrshire brings us  a smattering of  t ips f or four
popular games.
First off is P E R I S C O P E  U P  in which when you start off you are

undamageable (does that word actually exist?) when flashing and so you
can go straight through the wall.
Thundering round the track at 160 mph on the straights and taking the

bends at 110 mph in S P E E D  A C E  is what Jamie recommends. Oh
yeah if  you keep on the inside on the bends that also helps.
Go to the bottom of the screen and blast only the bad guys that come

to your level in the E X T I RP A TO R.

Grab your pyjamas and cord and kick your way Into C H O P  S U E Y
from All Aftab of Slough. If you start oft with a flying kick and then use
the punch as often as possible then you win much easier.
Take Ali's tip for WO RLD S O CCE R,  young man, and have only

one midfield player as you can then concentrate all your attention on
attack and defence. The SCOUT will say that you have a terrible midfield
but over the seasons it  will get better to that of  average or good.

From Basingstoke James Hunkin says that to gain the maximum num-
ber of points on the boulder stage of  J U N G L E  H U N T  you have to
keep in the middle of  the screen as if  you stay at the side you won't
get any points for jumping the boulders!

26 I s s u e  51 - New Atari User
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SOS.SOS.SOS.SOS
Andrew Kleanthaus is pulling his hair out trying to figure out

S N O W B A L L  from Level 9. He is stuck because he keeps getting
shot by a laser beam after climbing Jacobs ladder. He thinks he needs to
find a portable laser but he's not sure. So dig out your maps and solutions
and get writing.
Henry Knowles of Tonbridge Kent asks about C L O A K  O F

D E A T H .  To this I can say that if  you look in issue 38 and 39 you will
find the full and complete solution. I have to say this because otherwise I
would be printing the same stuff over and over again because I get at least
twoletters an issue asking about this adventure! I may be a conscientiously
green person but re-cycling tips isn't for me! I f  you haven't got a copy of
the mentioned issues then there are still copies available. Details arc
elsewhere in this issue.
Even though H.W. Schorsy has sent us a huge amount of help with Lords

of Time he needs help as well on E N C H A N T E R .  He is stuck after
only a few moves when he gets to a location which says "The ground here
is higher than to the South  "  and then can't get any further. Any
idea?
Kevin Smith wants to know if  there is any way of beating the world

champion boxer in K I N G  O F  T H E  R I N G ,  If so, what training
and between round comments have to be used. He also wants to know if
there is a cheat for D O M A I N  O F  T H E  D E A D .
One last thing before I go. and that is please don't send me any more

Transdisk information as I have compiled a table of some 309 different
games that is available to registered Transdisk users. When I do an update

• to this I ' ll ask for your invaluable help once again.
So until the next time our paths cross and I ' ll once again pick up the

gauntlet to battle by your side through the adversities of the latest mind
numbing problems.

G00000000000000111)1)1MDBBI OBBBMI 'MYEEEEEEEEET

Send your  hints, tips. maps, cheats etc. to
T H E  T I P S T E R

N E W  A T A R I  U S E R
P . O .  B O X  5 4
g T ' A F F O R D

s T i o



HOW TO GET NEW ATARI USER
FROM THE

NEWSAGENTS
FROM ISSUE 52 YOU MUST PLACE

A REGULAR ORDER - JUST POP IN TO
ANY NEWSAGENTS AND ASK THEM TO

RESERVE A COPY FOR YOU EACH ISSUE

SUBSCRIPTION
For your copy of the ONLY magazine to support the
ATARI XL/XE and the one that gives the alternative

viewpoint on the ST subscribe NOW!

A six issue subscription is available for the special
price of just £10 in the UK. This not only saves you

money but ensures that you never miss a copy

OVERSEAS RATES: EUROPE £15.00
ELSEWHERE £21.04) by AIRMAIL or £15.00 by Surface

TELEPHONE SUBSCRIPTION
S i m p l y  p h o n e  u s  o n  0 7 8 5  2 1 3 9 2 8
q u o t i n g  y o u r  c r e d i t  c a r d  n u m b e r

f o r  y o u r  s u b s c r i p t i o n  t o  c o m m e n c e
w i t h  t h e  n e x t  i s s u e

YES I want to show my commitment to Atari by subscribing to NEW ATARI USER
Please commence my subscription for SIX issues from Issue*

Name

Address

n  ORDINARY SUBSCRIPTION
Elsewhere Surface E15.00 Elsewhere Air E21.00

D I S K SUBSCRIPTION'U K E25,00EuropeE32.00
Elsewhere E42.00

•PLEASE SEND ME FREE OF CHARGE THE 3 ITEMS MENTIONED ABOVE

OVERSEAS
THE MAGAZINE WILL NO LONGER

BE AVAILABLE THROUGH THE
NEWS TRADE - YOU MUST SUBSCRIBE

TO OBTAIN A COPY
SEE SUBSCRIPTION FORM BELOW

DISK SUBSCRIPTION
SPECIAL OFFER

Subscribe NOW for the Magazine arid Disk at the
normal UK price of £25.04) and receive the following

FREE OF CHARGE*

NIBBLER • A GREAT PACMAN TYPE GAME
TIME WISE - TO KEEP YOUR RECORDS
HOME FILING MANAGER/THE PAY OFF
That's right! Receive ALL THREE of these

A RSOLUTELY FREE if you subscribe at the regular
UK price of £25 for Six issues with Disk

iiffer Rot tosilable overseas snd subject to a I b I I t  o1  Mock IM h a l ,  piefils!k

•  I enclose ChequetPostal Order for E
PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING

▪  I wish to pay by AccessNisa MasterCardiEurocard
Card No:

001111I  El

• Insert commencing issue riUmb•3r

Expiry date: L i n

Please debit my credit card with the amount shown above

Signature

IP Co -
1
-
C )  
:  
1
7
• 1 3
L I G  
6
,  
P
P
_
C
:
)
.  
I
E
I
C
:
)
X  
5
4
,  
-
1
-
z
k
y
v
t
:
:
)
n
c
)
,  
T
1
6  
1  
o
F
t

You don't have to cut the magazine - photocopy this form, write a letter or  just phone your subscription



contact contact contact contact

FOR SALE
XL SYSTEM. bUCXL XF55 I
lope deck a ll in excellent cone.-
I on Many games on tape and
disk, d isks and box, poysticks and
manual El 75 o n o Te l 0923
(Walloral 670841 Bu ye r collects.

XE SYSTEM: XE VGS, XC1 2 data
asirorder, 1029 printer. 27 cassette
games, 3  cartridge. light gun. joys
lick, two books. mac's. manuals
NO SPLITS E100 o.n o Contact
A Gilt e y,  I . Eastbmok Avenue.
Dagenham. Essex, RM10 7UL.
Buyer collecte of pays postage.

BOO SYSTEM: 803. Commodore
1701 colour mOreltir, 1050 disk
dnire with Happy backup lilted.
XC12 data recorder. a ll leads.
PSUS etc paddles merge 350
disks. ValFoeh 3  game ROMs 3
anguage ROMs lo isa  books Inc

Mapping The Alan plus 130XE,
laulty keyboard. othenetse okay.
OFFERS? Phone Brighton 10273)
653443 for details.

XE SYSTEM : XE system and cas-
sette drive with over E70 worth o l
games inc. FS2 I ROM) and others
Pius joyst icks and green monitor
no sound) and some New Atari

User nags, Sell for E120 o.n.o.
Phone Richard before 6pm on  081
441 2666. Eagware, Mickte area

XL SYSTEM: 800XL, 1050 dish
deve. 1 0
,
0  
c a s s
e t t e
,  
C e
n t r
o n i
c s

irterlace, a ll leads. manuals, 1o1rS
!lex, and over E600 ot original quail
ty software and books. E230 ovne.
Will not split. Tel (Bucks) 0628
4e4824

SELL'SWAP: STFM 1 Meg ram_ 1
Meg drive. 65 disks in box igames.
RD, utilities). mouse mat, E330
ovno or swap for 800XL ow 130XE,
disk drive (freed with US Doublet),
cassette recorder, games. utilities,
mags, also Trarisclisk Al l  muSt be
in good condition. Ring Mike On
(07135) 714836 (Penkridae, SMITS)
alter 6pm

XL SYSTEM: 800XL with Phone-
mark Datacorder, joyst icks. a ll
leadS and manuals, excellent con-
dition with over E200 of original
software, t e e  plus PAP Also  Me '
canary Se co n d  Cty E4. Slave
Adventure Creator £7. Computers
Second Machine Language book
E6, Basic Rev C  trio lock tee ca ri
Incige E4. Machine Code Tutor
'tapes) ES. Phone David 031 337
1641.

XL SYSTEM; 800xL• 1050 d isk
drive and 1010 tape recorder plus
lb  disks. I D  tapes and 5 car-
tridges. Trarisdisk IV 800XL woiks
OK but needs slight attention,
hence E60 only Phone Paul on
071 323 5 7 2 6
7
3 0  3 0  
a m  
t o  
4  
p m

Mon • Fri only

SIRIUS COMPUTER: For sale or
exchange for Atari 8011iST Sole
Hardware - Sinus twin d isk drive
computer with integral grime
screen monitor and some sonware
inc WordStar Contact Barrie on
Wisbech. Cambs. (09451 660346

28  I s s u e  5  1 •  N e w  Aid l i  User

PRINTER: 1027 Letter Quality
welter plus AtariWerer software_
E65 Te l. 0636 79850 Am a r a .
Notts I.

XE SYSTEM : 65XE, XC12 data-
corder. joystick, E70 worth of
games. all Manuals and leads, a ll
complete. 35 games. a ll in excel-
lent condition E9 5  o n o Te l.
(07951 875343 atter 4pm

DAISY WHEEL PRINTER: Ricoh
1600S, last  excellent print. wide
carnage, R5232 but complete wrth
Atari interlace with additional Cen-
tronics output. Ee5. Tel. 10625)
420782.

800 & XL  SYSTEM: 800 (48k) and
800XL with 1050 disk drive, 410
and 1010 data recorders, all with
CMS! covers. Touch tablet. Iwo
traekballS. joyst ick and speech
synthesiser. a ll yeth correct cables
and manuals, hundreds of games
and utilities on ROM. d isk arid
tape. Various manuals and a ll edi
Sons of PAGE 6 and ATARI USER
from Issue 1 and d isks !ewe Issue
35 onwards Al l  len ts in excellent
condition. Would prefer not to split,
buyer collects or pays postage
E400 ono Phone Gary on 091 454
3257 any erne

XL SYSTEM : 800XL computer,
1010 data recorder, 1050 disk
drive. a ll in good condition. toys-
tick. Over 550 game-S, utilit ies e tc
Loads ot useful magazines and
books. All manuals and cables
Will sell everything tor E250. Buyer
must collect or pay for postage.
Tel (081) 851 6642 after Sp in  on
weekdays, ask lor Melanie. Must
sell everything!
,
XE SYSTEM: 65XE and XC12
cassette recorder with built in  high
speed converter Ata ri 1027 LO
printer with ink rollers (boxed).
Atarivailer on cassette and E70
worth of software. joystick, a ll
leads and manuals. low mags Al l
in immaculate condition, E200 or
will swap for Atari 520ST and I will
add up to  E60 Te l. (0233) 628185
or write to Mr Young, St  Helens,

Kingsnorth, Ashford. Kent,
TN23 3EP

800XL SYSTEM : Atari 800XL with
1350 disk drive a ll manuals and
leads Bo xe d  as original and in first
class condition E130 Te l M a rk
051 339 9227 atter 7pm

XL SYSTEM: 800X1 e lm  1050
disk drive. 850 interlace. XC I I  re-
corder and Shinwa CP80 9 pin
printer (plus 3 new nbbons). a ll
boxed and with all manuals
together with a range of sollware
wheb includes Superscript M in i
Office II, Solo Flight and opts of
other utilities and games. Se ll all
for E185 ono. Te l Bristo l 102751
857618

XL SYSTEM: 800XL complete with
1010 cassette, leads etc parted
order, E95. Tel. 0372 453733

UPGRADE: Memory expansion for
6LIOXL from 16k up to 64k Th is
cartridge for E25. Wrrte to Arnold
Boresema, Wibenaheerd 366,
9736 ND, Groningen Holland

VIDEO CAMERA: Hitachi HV•720
with e n s CCTV surveillance type.
BTW 600 lines resolution, standard
composite video output. 240v
males. Immaculate picture a s
new). ideal tor digitiser. ESO Te l.
DM 798 0455 after 7.30pm

65XE SYSTEM: 65XE COrIVUtet
Xe l 2 data recorder, over 50
games. joystick and some maga
bees On ly ESO Te l. 051 531
0493, Merseyside.

NAGS & GAM ES: PAGE 6  nos
20 • 28 m in t  condition and 130XE
machine cede book plus 50e on-
ginal cassette games • otters
Simon Brownlee. 9 Canterbury
Road. Farnberough, Hants

XL SYSTEM: 800XL, 11110 recor-
der, books, manuals, leads, joys-
lick and over E130 worth of soft-
ware, everything in  good condition.
Cnly £ 1 3 5 0 0 0  buyer must col-
lect. Write to Mr. 0  Rothod, 22,
Nevelt Street, Preston, Lancs. PR1
4RB

XE SYSTEM : 130XE. 1050 disk
drive, new and hardly used XCl2 ,
small amount of games software.
E150 Te l Halifax 350642

800 SYSTEM: 800 with 410 data-
corder At a ri 1027 printer and ten
original cassette games On e  key
on dalacorder needs attention but
machine works welt  Buyer collects
or pays postage. All lor E75 or will
separate. Tel (05701 422387 any
lime o r write to A I  M o rns,  Coed
Ceinos. Forest Road, Lampeter,
Dyfed, SA4a 8AN

WANTED
MANUAL: ManJal fur 1050 aisk
drive Or Pholeeeelr. Wit  Day post-
age Trever Bakewell. 3  Northville
Court. St . Armes. Nottingham,
NG3 4HZ

ANTIC; Can anyone help me ac-
quire the Antic Music Processor
and the AMS File Translator prog-
rams wheel appeared as bonus
OrOgrams on the December 1988
Antic magazine disk? Also the
Antic Music Processor. version 2 0
which was a disk bonus on the
Jun.)1_19119 Antic magazine diSk
Please write to Len Lawson, 100
Berries Road Bu ry St. Edmunds.
Sufloat IP33 2LY

FLIGHT SIMS: Does anybody
have a copy o l Infiltrator ice sate
for the Atari 800XL preferabry on
disk. Any other ligh t  simulation
programs also wanted Phone 071
242 8404 ask tor I  Vita le

MANUALS: Wanted by newcomer
to XL XE. user manuals for
800XL•XE. d isk drive 1050 An y
instructions for DOS and Transdisk
IV. Please write to EMI, 15. Edin-
burgh Place, Leeds. LS12 3R0 or
phone 796853

WANTED: A DOS 2,5 disk wet'
manuals a lso  a XC1 2 data recor
der in working order Write  to
Jason I  Hibbert 8 4  Chequers
Close, Pontefract, West Yorkshire
WF8 2TE

OBSCURE SOFTWARE?: I am
looking for lee following 0-bit t it les:
Cloak and Dagger (based on the
movie I, Bounty Bob Strikes Beck
and Tycoon. I  am wilting to pay lop
prices for these titles Please con-
tact Sean LaBrecque, 2750 S.
Durango 1075-36, Las Vegas, NV
89117, U S A

NEWSROOM: Has anyone got
volumes 1. 2  and 3 Newsroom clip
art d isks for sa le  Phone or write
to Les Taylor, 99 Bredoe Road,
Stourtnage We st  Midlands, DY8
41A Te l,  0384 379575

BOUNDER: Help
,  e t a s  
a n y o n
e  
g o t

a photocopy listing of an old Basic
game called Bounder, This was in
a very early issue of Atari User
and I believe tee programmee's
name was Waddilove I f  anyone
out there has this the please con-
tact me on OBt 778 7060 after
7pcn (Tim). I  will gladly pay up to
E5 for this listing.

BRIK BAT: Bre  Bat with Construc-
tor on disk or cassette in exchange
for any two issues of Atari User or
E2 50 cash Also  the book Soft•
ware For Your Atari XL to swap for

issue of Atari User or E1.25
cash Writ e  to Andy ba le .
Meackawaoft Lumley Lane Kirkb y
Fleetham Northallerlon, North
Yodishice, 017 OSJ or phone
(0609) 748455 any weekday be-
M e t . 3  35pm and 7 30pm

COMMUNICATIONS: Comms
freak wants any communication
Sothiam tor XliXE particularly
hard to ge l programs like Phone
Man, War Gaines Aulodialler,
Find-Ent Teletalk, Phone- Phreak
and Blue Box. Anything cone
Owed Buy'swap Also  want In-
tricorn adventures and Hayes corn•
pebble modem Bu y modem or
swap tor 1 027 printer. I  will need
correct leads and interlace kir
modem 2k50. Write to Darren
Gregory. 29 Ludlow Grove, Black
pool, Lancs. FY2 OPZ

MAGAZINES: ATARI USER back
issues from i t  to  1 8  except 2
,
4
to 2 7  Software Weak Only) C lick-
en Chase arid Head Over Heels,
write to Guerrier. J. Claude, 11
CH d e s Arnouroux, 13800 'sires.
France

BOOKS; Mapping The Atari, DOS
Users Manual. printer suitable for
800XL with leads and power pack.
Diggers, 1$ Edinburgh Place,
Leeds, LS12 3R0. Tel. 0532
796853

FONT IV: Or descender ROM
liver) feting instructions) tor 1029
pnriter. Write 10 Witham Jackson,
63 Martin Street Buckhaven,
Leven File  Scotland KYR 1FP

WANTED: F15 Strike Eagle, Ken
riedy Approach, Solo Flight 2 on
tape with instructions Good prices
paid. Write to James M le e . 4
Highlands Taunton, Somerset
TAI 4 HP

TOUCH TABLET: Atari AliSt
ROM and Touch Tablet wantoil
Phone Peter 0203 691392

PENPALS
CONTACTS WANTED: I have a
130XE, 1050 disk terve and 1029
printer I  would like to hear from
anyone interested in  swapping
hints, t ips. ideas etc. All letters
answered. Bernard Lally, 185
Broad Oak Road Pa rr. St  Helens
Merseyside. WA9 240 . Te l. 0744
23465
He: Alex is calling to all Atari
freaks, I f  you do believe that the
Alan ST and XL are the best thee
voile to me Amiga  is good, ST is
boner Contact Alex Schiphouwer
Hugo De Grootstraat 51. 4206 ZL).
Gorirchem. Holland

WANTED BADLY: Contact with
person I  sold my 130XE and a l
other tarts to, Th is was 3  to 4 year
ago. Al the time you were living
just oft the A4 at Osterly. Just abet
this you got a job in Insurance I t
you are reading this please contact
me on 081 778 7060 alter 7pri
(Tim),

GREETINGS: He ll°
,  
G r e e t i n g s
front the USA I  am 21 years old
and an avid Atari 8-bi1 fan I  wouic
like to talk to 111-bit users from
across the sea I  would like to
swap hints_ tricks and programs. 1
1you are interested in finding out
what the 8-bit is like in the USA
contact Sean LaBreoaue, 2750 5
Durango 1075-36. Las Vegas
89117, U .S.A.

PENPALS: I  would like to hear
from any XUXE owners willing to
swap any hints, t ips etc. I  have a
65XE I  have 39 games which I
share with my brother, I  will
answer most WW1'S Contact David
Rochester, 3  Keewick terve, Ferry
Femon, Castletord, West Yrarli•
Shire. WEIO 2R0 or le i  0977
519033

CONTACTS WANTED: I have a
130XE, 1050 drive and 1029 p in
ter and would like to hear from
anyone interested in swapping
hints, t ips. ideas etc Al l  letters
answered Contact Bernard Lally
185 Broad Oak Road. Parr, St
Helens, Merseyside, WAS 2A0
Tel :1744 23465

CONTACT is FREE of charge and may be used by any genuine Atari
enthusiast for contacting other owners. Any notice may be in-
cluded except those offering software only for sale or exchange or
those offering items for sale commercially. The Editor reserves
the right to omit any notice received at his discresion.
Send your CONTACT notice to CONTACT. PAGE 6, P.O. Box 54,

Stafford, ST16 IDR. Please write your notice on a separate sheet
of paper. not as part of a letter.

FOR SALE WANTED P E N  PALS A D V I C E  H E L P



XEUTILITY

MENU13

BACK TO T H E  M E N U

by Les Howarth

MENU130 is a p rogramfor
the 130XE only which auto-
matical ly  runs a MENU
whenever RESET is pressed

This  program was originally  submit t ed to ATARI USER as a 5
l iner rout ine s imply  to run any  program in 1)8: wi t h the name
'MENU'.  That  was quite a long t ime ago and they  never did
publis h it. I have since expanded the program to aut orun on
press ing RESET and run any  chosen Basic program.  The
rout ine remains  in memory  and wi l l  run  every t ime RESET is
pressed.

The 130XE menu wil l  automat ically  save itself  to DRIVE 8.
Af ter which it  will display  the disk  direc tory  f rom drive
Select a number  and press RETURN to n ib  a Basic program.
While a program is running,  you may  press RESET and the
menu wil l  then aut orun f rom D8:  and display  the index of any
disk  In drive 1 a s i c  programs  don't  need any  modifi cat ion to
operate this  menu.  the RESET key is t rapped to run any
program in drive 8 whic h has the name of  MENU.
The rout ine is s tored in the last 46 bytes of  page 6 so should

be okay wit h the great majori t y  of programs whic h use page 6.
Jus t  as long as it is  never overwrit ten.  I t  wi l l  not  run any
machine code proaxams bid I 'm sure readers  could modify  it to
do so.

HOW IT WORKS
The real work  is done by the rout ine on lines  860 to 940.

Whenever the menu runs  it  wi l l  check I f  the rout ine is already
there and if  so wil l not  re-writ e the code so sav ing a lit t le t ime.
There is a D1,1 rout ine on lines  50 to 55 jus t  to make a nicer

screen. Whenever the index is  loaded the screen wil l  blank  so
that  the D1,1 doesn't  make the screen jump.
Select ion of  a program to run  is by typing the number on the

menu and press ing RETURN.  To look at another index.  put
another disk in drive and eit her press START or RESET.
Lines 240 to 480 load the Index and wait  for choice.
Lines 500 to 780 check and run the selected program.

The only  other requirements  for successful use of  this prog
ram are the RAM DISK.COM for drive 8 whic h should be on
y our boot copy of  DOS and preferably  an aut orun on your boot
disk to instal and run the Menu program automat ically .

EX 1  R E M
v7  2  R E M  U
MD 3  R E M  u
Z J  4  R E M  N
MC 5  R E M  U

1 3 0 X E  R E S E T  M E N U
b y

L e s  H o w a r t h

N J b  R E M  U  N E W  A T A R I  U S E R  -  A U G  I S S I  U
FD 7  R E M
NN 8  R E M
EA 2 0  P O K E  8 4 2 , 1 2 : 5 A V E  " 0 8 : M E N U "
SK 4 0  D I M  F I L E S t 7 0 4 ) , R 5 ( 1 8 ) , 0 5 ( 2 ) , P R O G S C I

5 . 2 . T S C I 1 1 , 0 1 1 5 ( 8 )
OW 4 5  I F  P ( E K ( I 7 4 0 ) = 7 2  T H E N  b e
ML S O  R E S T O R E  5 5 : F O R  I r 0  T O  1 0 : R E A D  0 : P O K

I  1 7 4 0 + 1 , 1 ) : N E X T  /
I T  5 5  D A T A  7 2 , 1 6 1 . 3 2 , 1 4 1 . i 0 , 2 1 2 . 1 4 1 , 2 4 , 2 0

8 , 1 0 4 , 6 4
T T  6 0  G R A P H I C S  0 : P O K E  7 1 0 , 1 1 5
SY 8 0  0 1 7 - P E E K ( 5 6 0 ) + 2 5 6 * P E E K C 5 6 1 ) : P 0 K E  0 1 .
4 8 , 1 3 0
XK / 6  P O K E  5 1 2 , 2 0 4 : P O K E  5 1 3 , 6 : P O K E  5 4 2 6 6 ,

i l z : P O K E  5 5 9 , 0
HK 1 0 0  P O S I T I O N  0 , 0 :
9  "
TA 1 2 0  P O S I T I O N  0 , 1 :
9  " 1  
E M 1 4 4 4
1 M 1

OF P R O G R AM  T O  P U N
P I  1 4 0  P O S I T I O N  0 , 2 :
9  " 1a t  R  N E W  I N D E X  1 "

OR P R E S S  S T A

" : P O S I T I O N 2 , 4
YR 1 8 0  I F  P E E K ( 1 7 5 6 ) 0 1 6 2  T H E N  G O S U O  8 4 0
E J  2 4 0  O P E N  N 1 , 6 , 0 , " 1 ) : * . * " : C = O t 1 R A P  4 2 0
RA 2 8 0  C = C • 1 : I N P U I  n l
o
R S : F I L E S ( I E N ( F I
L E S )

4 1 -
1 ) ;
; R S
( 3 ,
1 3 )

PA 3 8 0  I F  5 1 5 ( 5 , 8 ) = " F R E E "  T H E N  4 7 0
FU 3 2 0  9  C ; : I F  C ( I 0  T H E N  9  •  " ;
RO 3 4 0  9  R 5 t 2 , 1 3 ) : I F  C .7 :1 7  T H E N  3 8 0
KI  3 5 0  I F  C ) 3 3  T H E N  4 2 0
PO 3 6 0  G O T O  2 8 8
OF 3 8 0  P O K E  8 2 , 2 4 : P O S I T I O N  2 4 , 4 : G 0 T O  2 8 0
QU 4 2 0  P O K E  8 2 , 2 : P O K E  5 5 9 , 3 4 : C . 7 X - I
HT 4 3 0  P O K E  7 6 4 , 2 5 5 : P O S I T I O N  2 , 2 2 ?  " M E D

5 1 2 . "
;EH 4 4 0  I F  P E E K ( 5 3 2 7 / ) = 6  T H E N  C L O S E  U I : R U N

SE 4 6 0  I F  P E E : ( ( 7 6 4 ) 0 2 5 5  T H E N  5 0 0
OV 4 8 0  G O T O  4 4 6
I N  5 0 0  I N P U T  Q S : I F  0 $ ( 1 . 1 ) ( " 1 "  O R  0 5 ( 1 , 1 )

> " 9 "  T H E N  5 6 0
CO 5 2 0  0 = V A L ( 0 5 ) : I F  0 ) C  T H E N  5 6 0
DU 5 3 0  I F  F / L E S C O * 1 1
-
2 , 0 * 1 1 ) = " 5 Y S
•  T H E N  
5

6 0
0 0  5 4 0  G O T O  5 8 0
L A 5 6 0  P O S I T I O N  9 , 2 2 :
9  "  • •YZ 5 7 0  S O U N D  0 , 1 8 0 , 1 2 , 8 : F O R  W = 1  T O  5 0 : N E X

I  W :S O U N D  0 , 0 , 0 , 0 : G O T O  4 3 0
ML 5 8 0  R S = F I L E S ( O N I I - L 0 , 0 1
,
1 1 1 ) : P R O G S ( 1 , 2 ) =

" 0 : "
ON 6 0 0  F O R  I = I  T O  8 : I F  1 1 1 5 ( / „ I ) = "  "  T H E N  I

= 8 :G O T O  6 4 0
JS  6 2 0  P R O G S C I + 2 , I + 2 ) = R 5 ( I , I )
GE 6 4 0  N E X T
CO 6 6 0  P R O G S ( L E N ( P R O G S ) 4 I ) = " . "
LU 6 8 0  F O R  I z 9  T O  I I : I F  R $ ( 1 , 1 ) = "  "  T H E N

I = 1 1 : G O T O  7 2 0
VT 7 0 0  P R O G S ( L E N ( P R O G S ) + 1 ) . 7 R S C I , I )
GO 7 2 0  N E X T  I
TS 7 4 0  G R A P H I C S  1 7 : P O S / T I O N  6 , S :
9  n 6 ; " 1 1 6 E D

U P O S I T I O N  4 , 1 1 :
9  6 ; P R O G S

7 1 7Y " U0
OE 7 8 0  T R A P  0 0 0 : R U N  P R O G S
HK 8 0 0  G R A P H I C S  0 : 9  : 9  "E R R O R  " I P E E K ( 1 9 5 )
0 8  6 2 0  E N D
YO 8 4 0  P O K E  9 , 3 : P O K E  2 , 2 2 0 : P O K E  3 , 6
ZG 8 6 0  R E S T O R E  0 8 0 : F O R  1 = 0  T O  3 4 :1 4 E AD

O K(  1 7 5 6 . 1 , 0 N E X 1  I : R E T U R N
TE 8 8 8  D A T A  1 6 2 , 0 , 1 8 9 , 2 4 3 , 6 , 1 5 7 , 1 4 6 , 1 5 6
CM 9 0 0  D A T A  2 3 2 , 2 2 4 , 1 2 , 2 0 8 , 2 4 5 , 1 6 9 , 1 3
V I  9 2 0  D A T A  1 4 1 , 7 4 , 3 , 7 6 , 1 2 8 , 2 5 5 , 0 , 0
KO 9 4 0  D A T A  5 0 , 5 3 , 4 6 , 2 , 3 6 , 2 4 , 2 6 , 4 5 , 3 7 , 4 6 ,

5 3 , 2

UF 1 6 0  P O S I T I O N  0 , 3 : *
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the addit ion of  a Epson compat ible printer.  At fi rs t  it
was used mos t ly  for lis t ings and disk  directories,  etc..

but  I soon realised that  my  l imit ed amount  of  software severely
restricted i t
-
s  u s e .  
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glitzy, expensive c ommerc ial programs.
It was  while brows ing t hrough the PAGE 6 PUBLIC DOMAI N

catalogue I realised what  a wide range of  non-expensive print er
sof tware was available:  s omet hing that  would keep me, com-
put er and printer,  occupied for some t ime.

START WITH LISTINGS
Probably  the earliest  need for hard copy is for lis t ing prog-

rams  - those that  eit her don't  run correct ly  or require modifi -
cat ion to be more user f riendly.  Easy you say. jus t  LIST to
printer.  Unfortunately .  t his  results  in 3 screen lines  being
printed on I  l ine by the printer,  and wit h all the Cont rol
characters which took  ages to type are miss ing,  UTI L I T I E S  3
(#20 )  contains  an excellent  ut il it y  for Epson compat ibles
named EPLISTER.BAS.  Not  only  does it  inc lude every detail in
the lis t ing but  pr int -out  is every bit  as c lear as it  appears  in a
magazine. There is however,  one snag - 3 screen lines, again.
become 1 line on pr int out  so presentat iorrisn' t  any thing like
what  you see on the screen or in a magazine.  Confus ion!

Fortunately ,  the init ial part  of  the program is in Basic so the
remedy is s imple,  Alt er Line 151 to: -

151 I F LEN(AS)>38 THEN BS=A$(39):ASt391=
—You wil l  now have hard copy exactly as it  appears in NEW

ATARI  USER, inc luding all CONTROL/ I NVERSE/ ESC charac-
ters.
Complete lis t ings are not  always  the ult imat e answer espe-

c ially  when modif y ing a program.  Amongs t  that  mass of  char-
acters on the page. where and what  are the Variables  that
actually  cont rol the program? Finding t hem in a long lis t ing
can be worse t han the proverbial needle. And don't  you always
miss  some?
DISK #20 also has a s mall  ut i l it y  called X RE FUTI L I S T

whic h removes all the f rus t rat ion f rom the job. Not  only  does it
print  all the Variables  but  also the Line Numbers  where they
appear. All done in a neat  c olumnar form both prac t ical and
pleasing to look at.
UTI L I T I E S  5  ( # 3 5 )  too, has  a useful Search and Print

ut il it y  named DI SKDUMP.  This  is a disassembler which gets
the bytes f rom disk  and print s  all Hex. Dec and Op codes to
both screen and printer.

Few of us can c laim to be t ruly  methodical so the t ime
eventually comes when an ac c umulat ion of  disks wit h dozens
of programs can cause problems.  The result  is endless sear-
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ching for the part ic ular one you want .  CA TA L O G  (#11 )  puts
an end to all that ,  l i t  not  only  creates a database of all
fi lenames but  prov ides sub-headings  covering descript ion,
category. etc. Your whole l ibrary  can be sorted under any one
of  those fi elds and scrolled on the screen. But  it  is the print out
that  really  proves the pmgram's  value. Ful l  details  of  every fi le
under  your choice of  heading is print ed wit h neat  presentat ion
then,  af ter c l ipping the pages together,  you have a profess ional
look ing catalogue of  your disk  library .
CATALOG dues have a few l imit at ions  some of  which are

ment ioned in the documentat ion.  One not  ment ioned however,
Is the fact t hat  it  wil l  not  record an AUTORUN_SYS file, and
everybody mus t  have quite a number  of these. Delet ion of  Line
375 f rom the lis t ing will correct  this  and,  when auto-catalo-
guing.  al low a descript ion of  the AUTORUN. SYS file. When a
disk  is catalogued the program inserts  a locked 1-sector ident i-
fi er onto that  disk. Any  later programs  added to the disk  can
be inc luded by select ing "Redo" f rom the Menu.
It was  In us ing "Redo" I f ound a bug in version 2.3;  it  jus t

would not  accept the command.  The outcome was always
"Error  5 at Line 6700".  The lis t ing.  in Basic,  only  requires
correc t ion of  Line 6700 to:-

6700 TRAP 240: 0PEN #3,4,0,PCS:TRAP 40000: INPUT #3,INS
but  it  s t ill requires  fi rst going to DOS to delete the DISK,CAT
ident ifi er on every disk you want  to re-catalogue.  To avoid this
hassle make f urt her alterat ions  to the CATALOG lis t ing as
follows:•

6708 ? "Insert  Disk  to Redo now": REM ADD THIS LINE AND
ENTER WORDS IN INVERSE
6720 X10 36.#3,00,PCS:X10
33,#3,0,0,PC$:B= I :B= I+1:GOTO 200

Now instead of  hav ing to manual ly  delete the ident ifi er the
program does it  automat ically  and reins tates  it  when re-cata-
logue is fi nished.

WORD PROCESSING
At home probably  one of  the mos t  irk some chores for most of

us is  let ter writ ing,  whet her bus iness  or personal.  Now the
computer.  in conjunc t ion wit h word processor and printer.
makes  that  task more pleasurable.
T E X T P R O  ( DS # 8 )  is a fi rs t -rate word processor.  Alt hough

Public  Domain it  mus t  surely  knock  spots off  many  a commer-
cial program.  I have only  ever used TEXTPRO because it  covers
every thing I need, so there is no point  in my  buy ing a S.254.50
word processor Admit tedly  it  does not c ont ain a spell checker
but  I t h ink  most  scribes can manage wit hout  that .
Also on the disk  is a massive 35 page manual  but ,  alt hough

this  in itself  may sound daunt ing,  the word processor is so



s imple to use it 's rarely  necessary to refer to the manual.  So,
even if  TEXTPRO is only  needed for the odd let ter,  a cookery
recipe, or even an art ic le to NEW ATARI USER it must .  in  the
long term,  prove to be cheaper t han pen and ink !

PRETTY PRINTING!
Of course, once hav ii ig used a word processor you then begin

to look  around for sof tware that  wil l  enhance your printed
word.  Look  no further,  because DA I S Y  DO T I I  ( DS # 2 1 )
provides jus t  that .  This ,  too, has  comprehens ive documenta-
t ion of  23 pages! Text and c ommands  mus t  be converted to a
disk fi le so the program.  together wit h a word processor, go
hand in hand.
Altogether there are 15 dif ferent  text fonts  on the disk  but ,

coupled with DAISY DOT ACCESSORY DISK (DS422)
there is a f urt her choice of  32 fonts.  l i t hat  doesn't  satisfy your
requirements  an excellent Edit or program is also on the disk
wit h whic h you can modify  ex is t ing fonts or even design y our
very own.
The fi nal pr int out  defies belief  that any t hing so professional

could be available in the Public  Domain.  Depending on y our
choice of  the four Densit ies  prov ided.  y our print  can equal the
best of  typewriters.  For any t hing longer than a few paragraphs
fanfold paper is required.  but  it  is  possible to print  on both
sides of  the paper by means  of  Page Select. Firs t  odd-num-
bered pages are printed then,  t urn ing over the paper,  even-
numbered pages are selected. Two-c olumn print ing,  s imi lar  to
magaz ine layout .  is also available s imply  by f ormat t ing the
text. This  does, however,  involve some hand manipulat ion of
the paper feed.

PICTURES
I cannot  leave the subject  of  DAISY DOT wit hout  ment ioning

that  the disk  also contains  a marv ellous  graphics  print er
driver ut i l i t y  under the name of BI LLBOARD,  again fully  docu
mented.  This  wil l  pr int  a Graphics  7.5.8 or 9 pic ture,  upright
or sideways, to almost  any  size required,  prov ided the fi le is in
62-sector format .
The pic ture in memory  can be v iewed at any  t ime. Print

choices range f rom regular to inverse wit h f our types of  Densi-
ty; any  widt h or height .  Pos it ion can be centre, far left or far
right  on the paper.  Hav ing made a select ion the menu then
advises the amount  of  paper required and the t ime it wi l l  take
to print !
Obv ious ly  the larger the print out  the 'grainier" its appear-

ance. While it  is possible wit h this  program to produce "super-
mega" posters It is rat her imprac t icable.  For example,  the
document  ment ions  a 95f t  x 10011 poster whic h wil l  take
17.920 sheets of paper and over 1.592 hours  to print  - a total
of  66 days. No wonder a pause/ s top pr int ing c ommand is
provided!

ART PROGRAMS
Many mus t  have dabbled wit h graphic  art  programs  in an

at tempt  to produce their mas t erwork  only  to fi nd many  such
programs leave a lot to he desired. This  cannot  be said about
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out -rank ,  many  commerc ial arts  packages. Apart  f rom the 4
colours  available,  whic h can be adjus ted for Hue and Lumi-
nance. there is a massive select ion of  16 pat terns.  Then,  not

only  can you choose f rom 6 dif ferent  sized brushes  but  also a
fi ne or coarse Air Brush.  The range of effects which are pro-
duced by swit ching between these choices is sheer magic.
Joyst ick or graphics  tablet  can be used, separately  or both
together. Very  useful for int ricate designs.
I f ound one of  its most  useful features was the cursor variable

speed cont rol.  This  prov ides adjus tment  f rom a mere c rawl to
almost  the speed of  light! Ful l  benefi t  f rom this  can be gained
when us ing the Zoom facility  whic h magnifi es  a s mall  port ion
of the screen some 8 t imes.  The user decides whic h port ion is
selected and very fi ne detail can be touched in wit hout  great
effort. All the usual features you expect in a graphics  program
are there, inc luding Bend. whic h allows  the curvature of  a line
in two places.
Wi t h  your masterpiece saved to disk  a print er driver is needed

to t rans fer on to paper_ Af ter all,  you can't  hang your TV
screen on the wall!  The prev ious ly  ment ioned BI LLBOARD
does all t hat  is required wit h 62-sector files, whi le P I CDUMP
( # 6 8 )  handles  both 62-sector and Koala/ Mic ropaint er files_
also support s  a wide variety of  printers.  This  part ic ular dump
allows a prev iew of the pic ture in various  shades of  grey and
adjus t ment  of  those shades prior to print ing.  What  you see is
what  you print .

FAMILY TREES
G E NE A L O G Y  ( DS # 2 9 )  is  perhaps  of  more l imit ed appeal,

but  nonetheless comprehensive.  Prov iding one can t race family
ancestors this  disk  prov ides a valuable database of  lineage
Informat ion.  Most  of  us have the relevant  inf ormat ion regard-
ing our parents  and once you have seen this  in printed f orm it
cart t hen become almost  al l  obsession to trace f urt her back.
Menu driven,  it  presents inf ormat ion in 3 forms.  le_ Namefi le,

Pedigree and Family  Groups.  Obv ious ly  Namefi le requires  all
relevant  data on a part ic ular name.  wit h the neat  prov is ion of
a sect ion for inc lus ion of personal history_ Also there are
sect ions for data on parents .  wife and children.
Pedigree print s  ancestry in chart  f orm s imilar to the f amil iar

Family  Tree wit h its  branches.  The program is designed for use
wit h Gemini / St ar  printers  but  there is an opt ion for Others. I
f ound it  worked well wit h a Cit izen 120D.  the boxes and
branc h lines  being formed wit h the + sign. Print er codes can be
adjus ted as ment ioned in the document  but  you need to be
Into mac hine code to do so. Finally ,  Family  Group presents
ancestry in a neat, easy to f ollow tabulated text form.  Obv ious-
ly all this  is dependent  on the relevant  data being available in

While pr int ing takes place it  is interes t ing to watch the fi le-
names  scroll on screen as the disk  is searched in chronological
order.  A fasc inat ing disk.

A FINAL BIT OF FUN
Finally ,  in a dif ferent  vein, I can rec ommend P A P E R A I R-

P L A NE  M A K E R  ( D8 4 2 6 )  whic h allows  you to print  out
paper airplanes.  They really  do fly! Alt hough it 's quite a serious
program it makes  good f un for young and old alike.  Altogether
there are 8 ready-made planes on the disk. Americ an Air Force
of  course, and It only  requires  a s ingle keypress to t rans fer
t hem to printer.  In addit ion the disk  has a s imple,  but  excel-
lent drawing program.  For those who dabble in a n
-
0  d e s i g n
here is a chance to fly your very own paper Spitfi re.
There is no room here to ment ion other print er programs  in

the PAGE 6 LIBRARY. but  a few minut es  browse t hrough the
catalogue wil l  prove there are plenty  more wort h considering.
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databases, and some of you have even sent database
programs which are very good for their specific tasks.

With this encouragement I was thinking of doing another
article on the subject. hut after consideration decided that the
series of articles constructing the database for tape users was

enough for the time being. I f any of you want to air the subject
fur ther  please write with a disk or tape and return postage and

will send you a copy of the database programs that others
have written, and put you in touch with the authors.  Mean-
while I will go on to the second most popular  subject in the
mail - graphics.
One enquiry that I have had many times over the years is

about saving graphics screens to tape or disk for use later in
other programs. I t is a long time since I addressed this prob-
lem in one of the first articles I wrote for Page 6 back in Issue
20 so many of you will not have seen HI But before we try to
load and save graphic screens it is important to have an
understanding of how graphics are handled in the Atari and
what the various graphics modes are like. For  this issue I will
restrict myself to the displayed text and pictures and the
display list which controls them, then next time I will go on to
talk about loading and saving screens.

PIXEL LINES
AND MODE LINES

Before going any further  I will explain a bit about how the
picture on the screen is made up. The Atari display is made up
of 192 horizontal  lines, these are pixel lines. Now in a normal
GR,0 text screen the individual letters and numbers are each
made up from an 8x8 matrix of pixels (including the spaces
between the characters both horizontally and vertically). So
you can see that in GR.0 a line of text, or mode line occupies 8
pixel lines. Different numbers of pixel lines are used to make
up a mode line for different graphics modes. In the highest
resolution, GR.8.  one mode line is the same as a pixel line, and
at the other end of the scale in GR.2 (double height text) there
are 16 pixel lines in a mode line.

WHAT IS
THE DISPLAY LIST?

Inside the 8 bit Atari  computers is a microprocessor or "chip"
called ANTIC,  which takes data from the computers RAM
memory and turns it into the display you see on the TV or
monitor. The display list is the program which tells ANTIC
what to do. so a different display list must be generated for
each separate graphic mode. The name Display lAst is very apt
as it is not a program like those you have seen in Basic, but
more like a machine code program - just a list of numbers.
When a GRAPHICS command is issued in a Basic program the
appropriate display list is set up automatically, but not all
graphics modes can be accessed in this way. Some can only be
generated by directly putting the right numbers in the display
list.



Table 1 s hows  a lis t  of  what  all the numbers  mean.  You can
see the extra operat ing system (OS) graphics  modes that  are
available which cannot  be called f rom Basic. Table 2 is the
short  display list  for graphics  mode 2 (the shortest  of  all the
display  lists) commented to show what  each number  in the list
means. I wi l l  run t hrough it  briefl y.
The fi rst  three numbers  (112) mak e 24 blank  lines at the top

of the screen. You can see at the top of your screen that  there
Is quite a bit  of  black space. In some older TV sets part  of  the
pic ture disappeared of f  the edges of  the screen so these blank
lines were used to push the pic ture down and ensure that  the
whole screen is displayed,  regardless of the overscan.
Next comes the number 71. This  mus t  be thought  of  as 64+7.

64 is  the LMS or Load Memory  Scan ins t ruc t ion,  and 7 is the
OS value of  the graphics  mode we are in (see table).  The LMS
Ins t ruc t ion means "start  look ing for the screen data at the
locat ion pointed to by the next  two bytes". I n this  case the next
two bytes are 112 and 158,  they are in low byte, high byte
order so the address they point  to Is I  12+256x158 or memory
locat ion 40560.  In the s tandard graphics  modes  the screen

WO
TZ
AN
XU
CO
OG
VU
WW
AT
AV
Z E
NH

TM

MA
CH
F 8
PD
AC
AN

PA
US
NC
Y6
V J
5 0
X I

T T
UL
ML
mr

ICE
FM
U I

WJ
HD

NO

BA

P P
WTI

1 R E M
2 R E M  *  T U T O R I A L  T I M E  *
4 R E M  *  D I S P L A Y  L I S T  I  *
5 R E M  *  b y  *
6 R E M  *  I a n  F i A l a y s o n  *
7 R E M  *  *
8 R E M  *  N E W  A T A R I  U S E R  -  A U G  1 9 9 1  *
9 R E M
1 0  R E M
1 1 0 8  G R A P H I C S  0
1 1 1 0  D I M  A S ( 1 ) , M ( 2 1 2 )
1 1 2 0  T R A P  4 0 0 0 0 : T R A P  1 1 2 0 : 7  " R " : P O S I T I
ON 1 , 5 ?  " W H I C H  G R A P H I C S  M O D E  W O U L D  T O
U L I K E  T O "
1 1 2 2  7  " S E E  T H E  D I S P L A Y  L I S T  F O R  C o  -
1 1 ) ; "
1 1 2 5  P O K E  7 1 0 , 0
1 1 3 0  I N P U T  M O D E
1 1 4 0  I F  M O D E > 1 1  O R  M O D E < 0  T H E N  1 1 6 5
1 1 5 0  G O T O  1 2 2 0
1 1 6 5  7  " R " : P O K E  7 0 8 , 5 2
1 1 7 9  P O S I T I O N  1 , 5 :
7  " M O D E S  
0  
T O  
g m  
O W
L

Y
.
:
5
0
U
N
D  
0
,
1
2
0
,
8
,
8
:
F
O
R  
W
=
1  
T
O  
5
0
0
:
N
E
X
T

W:SOU N D  0 , 0 , 0 , 0
' t o e  G O T O  1 1 2 0
1 2 2 0  G R A P H I C S  M O D E
1 2 3 0  N O N P E E K C 5 5 9 1 : P O K E  5 5 9 . 0
1 2 4 0  . . 1 0 :0 0 N E =4 1
1 2 4 5  D L = P E E K C 5 6 0 1 + 2 5 6 * P E E K ( 5 6 1 )
1 2 4 7  J = J 7 1 : D O N E = D O N E
-
6 1
1 2 5 0  M ( . . 1 ) = P E E K C O L 7 J
-
1 , : I F  M C J / = 6 5  
T H E N

D O N E
-
2

1 2 5 2  I F  D O N E 7 0  T H E N  1 2 5 4
1 2 5 3  G 0 1 0  1 2 4 7
1 2 5 4  G R A P H I C S  0 : K = 1 : P O K E  5 5 9 . N O N
1 2 6 0  7  ' M . : P O S I T I O N  8 , 0 : 7  " D I S P L A Y  L I S
T F O R  M O D E  " U 4 0 0 E : P O S I T I O N  1 , 1 : ?  " - - -
' I

1 2 7 0  T O T A L = J ; F O R  J = 2  T O  2 2
1 2 8 0  F O R  I = 1  T O  4 8  S T E P  4
1 2 9 0  P O S I T I O N  I , J :
7  
M C K I : K = K c I
: I F  
K > 1
0

TAL  T H E N  1 3 1 0
1 3 0 0  N E X T  I : N E X T  J
1 3 1 0  P O S I T I O N  2 , 2 3 :
7  " W O U L D  
Y O U  
L I K E  
I

0 S E E  AN O T H E R  " : : G O S U B  2 0 0 0
1 3 2 0  I F  K E Y = A S C C
.
Y
.
/  O R  
K E Y = A S C (
.
y
.
)  
T

H EN  1 1 2 0
1 3 3 0  I F  K E Y = A S C ( " N " )  O R  K E Y = A S C C " A " )  T
HEN P O K E  7 6 4 , 1 2 : E N D
1 3 4 0  G O T O  1 3 1 0
2 0 0 0  O P E N  U 1 . 4 . 0 , . K :
.
: G E T  
8 1 1 . K E Y : C L 0
5 E

U l :R E T U R N

,

WO 1  R E M  14-1*-04-0(114H*14414H.Ficww
-
be s i m - m 4 1 4 1 4 , 1 4 F 0 H . N - m -
w i t - N - 1 1 1

PA 2  R E M  *  T U T O R I A L  T I M E
SR 4  R E M  *  D I S P L A Y  L I S T  I I  *
XU  5  R E M  *  b y
CO 6  R E M  * I4111 F i n l a y s O R
OG 7  R E M  *
VU  8  R E M  *  N E W  A T A R I  U S E R  -  A U G  1 9 9 1  *
WW 9  R E M  0 0 0 1 3 4 4 1
-
1 1 4 4
-
1 4 1 4 / 4 1 4 1 4 R H * * * *
1 4 1 4
-
*

AT  1 9  R E M
FO 9 9  R E M  * * f t  G R A P H I S  8 ,  D L  S E T U P  * * *

* * *  S E T  L E F T  M A R G I N  T O  Z E R O *
0
*

OG 1 0 0  G R A P H I C S  0 : G O S U B  5 0 0 : P O K E  0 2 , 0
KM 1 0 9  R E M  * *  S E T  U P  C O L O U R S  f t * *
MO 1 1 0  S E T C O L O R  2 . 9 , 2 : S E T C O L O R  4 . 9 , 2 : S E T C

OLOR 1 , 0 , 1 0
RN 1 1 /  R E M  * *  E N T E R  T E X T  F O R  D I S P L A Y  * * *

www 7 1 0 6 ; N O T  U S E D  A S  C O M P U T E R *
* * *  T H I N K S  A L L  I S  I N  G R . 0  * * f t

RE 1 2 0  7  "
-
W I C  
W E L C
O M E  
T
O

. . . * * " : R E M  L I N E  1
Z E 1 2 2  "  * f t w o l f t - * * * * * T H * * * * * * *
.
; "  *  P R O

GRAM M E f t . : R E M  L I N E S  2 4  A N D  2 8
C l  1 2 3  7  "  *  T I T L E  P A G E  o w : "  f t w w w w w f t

* * w w * * * * * * * " : R E M  L I N E S  3 0  A N D  3 8
T i  1 2 4  7  "  * *

* * . ; R E M  L I N E  4
DT 1 2 5  7  .  * m

: :  T U T O R I A L  S U B R O U T I N Ew w .  R E M  L I N E
K I  1 2 6  7  "  * *  F O R  P A G E  6

* * . : R E M  L I N E  6
K O  1 2 7  7  "  * * *
-
1 , 6
-
1 6
-
w e l m
-
m
-
s e
-
m i 4 4 H 4
-
N 4 1 4 0
,
1 ” ; . .  
*  
O
V

*
.
:
R
E
M  
L
I
N
E
S  
7
4  
A
N
D  
7
8

Z A 1 2 8  7  "  *  I A N  F I N L A Y S O N  * . ; "  * f t w w w w w
-wwwmftftowm-0444 .:REM L I N E S  8 4  A N D  8 8

TO 1 2 9  7 "  * *  M A Y  1 9 8 8
* * ":RE14 LI NE  8

JK 1 3 0  7  "  w w w w * * * * * * * w w w m f t w - - P R E S S  o n e w
1 0 1 - - * * * * .

I L  1 9 7  R E M  * *  I F  S T A R T  P R E S S E D  E X I T  * f t *
EH  2 0 0  I F  P E E K C 5 3 2 7 5 0 = 6  T H E N  G R A P H I C S  0 : P

O K[  8 2 , 2 :
7  ; ?  
:
7  
: ?  
G
R
.
0  
R
E
S
E
T
S  
/

0 A  S T A N D A R D  D L " : E N D
L T  2 1 0  G O T O  Z O O
U0  4 9 9  R E M  * f t  S E T  U P  D I S P L A Y  L I S T  * * *
4.411 5 0 0  P O K E  5 5 9 , 0 : D L = P E E K C 5 6 0 1 . 2 5 6 * P E E K C 5

6 1 1
GG 5 2 0  2 1 = P E E K ( O L + 4 ) : Z 2 = P ( E K C D L
7
5 ) : I = 0
SO 5 4 0  R E A D  A : I F  A = 0  T H E N  6 0 0
KZ  5 5 0  P O K E  ( D L 4
,
I ) , A
SO 5 6 0  I F  1 = 4  T H E N  P O K E  D L . 4 „ 2 1
VD 5 1 0  I F  I = 5  T H E N  P O K E  D L i t
-
5 . 2 2
WIL 5 8 0  I = I + 1 : G O T O  5 4 0
FO 5 9 0  D A T A  1 1 2 , 1 1 2 , 1 1 2 , 6 b , 9 6 . 1 4 4 , 7 , 7 , 7 ,
7 . 2 , 2 , 2 , 7 , 7 , 7 , 7 , 2 , 2 , 6 5 , 3 2 , 1 5 6 ,

0H A 6 0 0  P O K E  5 5 1 0 , 3 4 :6 1 E 1 U R N

data follows direct ly  above the display list  Just below the top of
RAM as shown in the diagram.
The next  nine 7s are the OS numbers  for nine lines of GR.2.

Why  only nine? Because the tenth has  already been defi ned
earlier as part  of  the LMS byte.
The next number.  66.  is  another LMS ins t ruc t ion.  This  is

where the text window starts so the value is  64+2 for a GR,0
display.  The address for data for the text window at the bot tom
of the ordinary  G11.2 screen is in the next  two numbers  96 and
159 - locat ion 40800.  A Basic "PRINT c ommand wil l  put  data
in this  window,  whi le a "PRINT 006:" wil l  put  it  int o the main
window.

Next we have three 2s whic h wit h the 2 in the LMS byte make
the f our line text window.  Then 65 which means  "this  is the
end of  the display list .  Jump to the address in the next two
bytes". The fi nal two bytes (in this  case 88.158) point  to a new
address - these bytes do not  affect the display  list  and should
not  be changed if  you are set t ing up a DI ,  of your own or von
c omput er is likely  to hang up or crash.

cont inued •
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TABLE 2

'A VALUE REMARKS

112 3 sets  of  8  blank  scan l i nes  a t  t op  o f
screen ensure none of  t he  displayed

112 image i s  l o s t  a t  t op edge
112
71 LMS ins t ruc t ion  (64+7)
112 Address o f  s t a r t  o f  screen memory

1511(256+112 -  40560158
7x9 nine rows o f  GR.2 (OS mode 7)
66 LMS ins t ruc t ion  f o r  t ex t  window (64+2)
96 Address o f  s t a r t  o f  t ex t  window data

15 9
159*256+96 = 40800

2x3 three rows o f  GR.° OS mode 2)
65 Marks end of  d is play  l i s t
88 Address t ha t  systems jumps t o  a t  end o f

DI (do not  change these numbers when
158 customising a Ut )

THE SECOND
LMS INSTRUCTION

As you can see a second LMS ins t ruc t ion can split  the screen
to give a mix t ure of  graphic  modes and can direct  the compu-
ter to display  data f rom dif ferent  parts  of  memory.  I n a cus tom
display lis t  you can do the same, in fact you can split  the
screen int o many  separate areas t hough there is a pract ical
l imit  to the divers ity  you can c ram in on one screen.
There is, however,  one occasion when a second I ,MS ins t ruc -

t ion is mandatory ,  even i f  you are not  changing graphics mode,
and that  is when you are us ing a graphics  mode that  uses
more t han 4K of data. The system cannot  t rack  a c ont inuous
block greater that  4K so the display  lis t  has to redirect  ANTIC
when it  gets to the 4K point  to go and get more data s tart ing at
the next byte af ter the 4K limit .  Program I  generates display
lists for some of  the s tandard graphics  modes (0 to I  I) and i f
you run  it  for the higher graphics  modes (8 and above) you wi l l
see examples  where the extra LMS ins t ruc t ion is present.
When work ing out  y our own DI ,  you wi l l  have to take a bit  of
care to get t his  right  when you are us ing the higher resolut ion
modes.

AN EXAMPLE
AND SOME TIPS

Program 2 gives an example of  changing the DI - I t  is just  a
s t raight forward mixed mode screen as might  be used in a t it le
page, in  fact I used it  to il lus t rate an art ic le on Tit le Screens
back in 1988.

A FEW MORE TIPS
If you are generat ing your own DI-s there are a couple more

things to remember.  Ex periment  freely. and if  you get in  a
mess, unable to see what  is going on because the screen has
gone crazy t ry  t yping "GR.0 (RETURN)" and the graphics  com-
mand should reset the display  list.
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TEXT WINDOW

r,PAPHICS MODE
4

UNUSED MEMORY

MAIN SCREEN MEMORY

DISPLAY LIST

Take care when us ing mixed text modes  where some use 20
bytes per line and others 40_ It is best to always use two lines
of  the 20 byte modes, otherwise you can get f unny  effects
where the text is shif ted half  way across the screen.

If you have writ t en a few lines of  Basic to set up a new DL and
want  to see what  you have achieved, run  the program to set up
the DL then LIST the program and the program lines wil l scroll
up  the screen t hrough the dif ferent  areas you have defi ned so
you can quick ly  see where you have text and where you have
graphics .  You can do this  wit h lis t ing 2. RUN the program then
press (BREAK] and type LIST IRETI3RNI.

ADDRESSES
Here are a couple of  addresses that  are useful in fi nding your

way  around display  lists:

Start  of  Display List ID us-r1 PEEK(560)+PEEK(56 I )s256
Start  of  Screen Data PEEK(DLIST+4)+PEEK(DLIST+5)•256
Top of  RAM PEEK(740)*256

My  address follows, please writ e if  you have t rouble wit h M s
or  other Basic programming enclos ing a s tamped envelope for
a reply.

Write to
IAN FINLAYSON

60 Roundstone Crescent ,
East Preston. West  Sussex. BN16 I D Q



DISK BONUS

SYMBOLISM
by

Trevor Briscoe
A  m a c h i n e  c o d e  t h i n k e r ' s  c h a l l e n g e  t h a t

w i l l  k e e p  y o u  o n  y o u r  toes

The BONUS on this Issue's disk is a 100% machine code game
which should be booted with the OPTION key held. The title
screen will appear from which the following may be selected

OPTION • alters the players/joysticks
SELECT - alters the difficulty
START - alters the starting screen level

Press the joystick in port 1 to start the game_ When the introduc-
tion screen appears for any level, press the relevant joystick
button.

PLAYING SYMBOLISM
You control a black marble bouncing around a grid of tiles. The

joystick movements cause the marble to j6imp in the required
direction and pressing the button makes the marble leap over the
adjacent square.
Each tile in the grid has a colour and a symbol. the object of the

game is to collect the tiles in sequence according to similar
colours andlor symbols in order to gain bonus points_ The points
awarded for matching a tile to the previous tile at the base of the
scoreboard are:

Same colour 25 points
Same symbol 50 points
Identical 100 points

As the marble gathers matching tiles, the bonus increases and
when the highest bonus attained reaches a threshold level you
can exit the screen by moving to the 'Gate Tile and pressing the
joystick button with the stick in the centre position. If you should
bounce the marble over the edge of the grid, fall down a hole or
bounce on a blank tile then your current bonus is reset to zero.
As the marble bounces along the tiles, it leaves a trail of blank

squares, the tiles in this trail will flip over in turn to reveal new
symbols which can be matched_ If the trail catches up with the
marble then it will be flung off-screen, however the Gate Tile is
safe while the marble is bouncing on it. If the marble falls from
the gnd then it will not return until all of the blank tiles have
flipped over.
When you complete a level, you will be awarded lime credits'

for every 10 seconds time remaining, these credits can be
exchanged for rewards in the Time Bank. You can make a
withdrawal of 4 credits from the Time Bank during any level and
this will gain you an extra 20 seconds.

PI1181' r o m m o n a uguaL

Omiklo

If you complete a level and have 10 or more credits in the Time
Bank then you will visit the bank and have a chance to exchange
credits for services.

500 points
Skip Next Level
Play a Joker
Time Chase
Extra Life

Skip Level Y o u  will miss the next screen level but receive the
points for completing it.
Play a Joker - The bonus you receive for your next screen will
be doubled
Time Chase - Enter the bonus level
Extra Life - You will receive an extra life (maximum of 7 lives at
any one time

Joystick movement
Movement  + but ton
ESC/OPTION
SPACEISELECT
START

TIME BANK

10 credits
20 credits
30 credits
40 credits
50 credits

TIME CHASE
In the Time Chase bonus level you must follow the Gate Tile as

it moves around the grid. The longer you manage to avoid falling
through the grid, the more bonus points you will receive, but as
time passes the tiles move taster and faster.

CONTROLS
move marble
move marble two squares
quit level
swap credits for seconds
return to title page

This excellent game is the BONUS on this Issues's disk.
Disk subscribers will receive their copy with this issue
but the disk can be purchased separately for  just E2.95
and includes all of the other  programs from this issue,
ready to run.  Order by post from PAGE 6,  P.O. 60X54,
STAFFORD, ST16 I  DR or  by phone on 0785 213928
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)(LIU TUTORIAL

SPRITE MOVER
A machine code routine
to manipulate player
missile co-ordinates
by Robert Stuart

0  n e  of the Atari XL and XE's mos t  useful (and least
unders tood) features is the Player/Miss ile Graphics
system, otherwise k nown as hardware sprites. These

are special graphics  whic h are totally  independent  f rom any
graphic  or text mode current ly  in use. By  set t ing the priorit y
register they can appear to move over and under other objects
(sprites or normal charac ter graphics) on the screen, wi t hout
ever dis t urbing the background.
The sprites each have a separate colour,  widt h (normal,  dou-

ble, or quadruple),  and horizontal pos it ion register,  but  no
vert ical pos it ion register.  Each sprite's  vert ical size is the ent ire
height  of  the TV screen, so there are no vert ical pos it ions  as
such; the data for the sprite mus t  be moved up or down ins ide
the vert ical s t rip.  This  can be done quick ly  in mac hine lan-
guage, but  is very, very s low in Basic. This  is where this
program comes in. I t  wi l l  set up an int errupt  driven mac hine
language rout ine whic h wil l  run  independent ly  of  your own
Basic and mac hine code programs.  The rout ine constant ly
updates the vert ical and horizontal pos it ions  of  the live hard-
ware sprites us ing locat ions 1546-1555 as X and V co-ordin-
ates, The program runs  in the vert ical blank ,  so is executed 50
t imes per second, mak ing the movement  of  the sprites nice
and smooth.
The program works  by s toring two sets of  co-ordinates. The

first is the 'old' set, s tored in locat ions 1536-1545,  and these
are used to erase the sprites at t heir prev ious posit ions,  t hen
the 'new' set is stored over the 'old' (to be used to erase the
sprites next t ime they are moved), and fi nally  the sprites arc
plot ted us ing the *new' set. This  process is repeated every
1/ 50t h of  a second. The vert ical co-ordinates  range f rom 0-176
whic h keeps the sprites ins ide the screen border,  and horizon-
tally  f rom 0-255 but  remember pos it ions 0-47 and 209-255 are
off the s ide of  the screen. The memory  locat ions used for the
co-ordinates are 1546 (vert ical) and 1547 (horizontal) f or sprite
1. 1548 and 1549 for sprite 2. 1550 and 1551 for sprite 3,
1552 and 1553 for sprite 4 and 1554 and 1555 for sprite 5.
The fi fth sprite is made up of  the four missiles,  but  the rout ine
requires  only  two co-ordinates,  as the pos it ions of  the other
missiles are worked out  by the computer_
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M a r i  
U s e r

AJ
B I
PAX
Z Z
ON
DC
XP

OU
L A

I T
AS

5 0

J34
JO

ST

L B
MU

BZ

L H
NG

BM

MO
MC

DU

RU

AV
Z E
AZ

RG

TU

M I

VM

UC

I X

MN

KX

O R E M
REM

2 R E M
3 R E M
4 R E M
5 R E M
6 1
'  
C
H
R
$
(
1
2
5
)
:
P
O
K
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5
4
2
7
8
,
1
2
0
:
P
O
K
E  
7
5
2
,

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

L EAR  S C R E E N SET  P M B A S E

SET  C O L O U R S7 R E M
8 P O K E  7 1 0 , 0 : P 0 K E  7 0 4 , 1 9 0 : P O K E  7 0 5 , 5 4 :
PO KE 7 0 6 , 2 1 6 P O K E  7 0 7 , 1 1 6 : P O K E  7 1 1 , 1 2
1 1  R E M
1 2  R E S T O R E  1 3 : F O R  F = 3 2 7 6 8  T O  3 2 7 8 3 : R E A
•  X : P O K E  F , X : N E X T
1 3  D A T A  0 , 6 0 , 1 2 6 , 2 5 5 , 1 5 3 , 1 5 3 . 2 5 5 ,
2 5 5
,
2

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

1 4  R E M
1 5  R E S T O R E  1 6 : F O R  F = 3 2 7 8 4  T O  3 2 7 9 8 : R E A
D X ; P O K E  F , X : N E X T  r
1 6  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 2 8 , 6 2 , 1 2 7 ,
6 2 , 2 8 , 8
17 RE M

D AT A F O R  5 P R  .
E  1

D AT A F O R  S P R I T E  2

D AT A F O R  P P M  3
1 8  R E S T O R E  1 8 : F O R  F = 3 2 8 0 0  T O  3 2 8 1 5 R E A
D X : P O K F  F , X : N E X T  r
1 8  D A T A  8 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 2 8 , 6 2 , 1 2
7
,
6 2  2 8 , 8
2 0  R E M
2 1  R E S T O R E  2 2 : F O R  F = 3 2 8 1 6  T O  3 2 8 3 1 R E A

D AT A F I R  S P R I T E  4

O X : P O K E  F , X : N E X T  f
2 2  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 2 8 , 6 2 , 1 2 7 ,
6 2 , 2 8 , 8
2 3  R E M D AT A F O R  S P R I T E
2 4  R E S T O R E  2 5 : F O R  F = 3 2 8 3 2  T O  3 2 8 4 7 R E A
D X : P O K E  F „ X : N E X T  F
2 5  D A T A  0 , 0 , 2 8 , 2 8 . 8 , 6 2 . 9 3 , 8 3 , 8 . 2
0
,
2 0
. 2

0 , 2 0 , 5 4 , 0 , 0
3 0  F O R  F = 3 1 4 8 8  T O  3 2 7 6 7 : P O K E  F , O : N E X T

4 7
48 RE M
49 RE M
5 8  R E S T O R E  6 0 : F O R  f = 3 8 7 2 0  T O  3 0 8 4 6 R E A
D D : P O K E  F , O : N E X T  f
6 0  D A T A  1 7 2 . 1 , 6 , 1 6 2 , 0 . 1 6 8 . 0 , 1 5 3 , 3 2 , 1 2 4
, 2 3 2 , 2 0 0 , 2 2 4 , 1 6 , 2 0 0 , 2 4 7
6 1  D A T A  1 7 2 , 3 , 6 , 1 6 2 , 0 , 1 6 9 . 0 . 1 5 3 , 3 2 ,
1 2 5'
2
3
2
,
2
0
0
,
2
2
4
,
1
6
.
2
0
8
,
2
4
7

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

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

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

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

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

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

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

REM mmm44444,4*444-444-441-11mmimm00-A-A-4-4-44044/*
V E R T I  A L  B L A N K  I N T E R R U P T  C O P E

•



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

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

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

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

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

N J 1 9 7  R E M  *INOte-M4H•Ho4H0-4-4-NE-m-ot-m-wwwa
0 I  1 9 0  R E M
HP 1 9 9  R E M  i.H .Fa m4 N E9 F9 H * * * * * * * * * * N a Apt
0 2  2 0 0  P O K E  5 4 2 8 6 , 0 : P O K E  5 4 8 . 0 : P O K E  5 4 9 , 1

2 0 :P O K E  5 4 2 8 6 , 6 4 P O K E  5 3 2 7 7 . 3 : P O K E  5 5 /
, 6 2

MC 2 3 1  R E M
C r  2 4 0  R E M
MG 2 4 1  R E M
EZ  2 4 5  F O R  r = 1 5 3 6  T O  1 5 4 5 : P O K E  F , O : N E X T  F
MA 2 5 0  C H R 6 ( 1 2 5 ) : P O K E  5 3 2 7 8 , 1
LM 2 5 1  R E M
YC  2 6 0  F O R  F - 7 1 5 4 0  T O  1 5 5 3 : P O K E  F , F I N D ( 0 ) 0 1

0 0 + 7 8 :N E X T  F : P O K E  1 5 5 4 , 0 0 : P O K E  1 5 5 5 , 6 0
I T  2 6 1  R E M
MR 2 7 0  I F  S T I C K ( 0 ) = 1 1  A N D  P E E K ( 1 5 5 4 ) ) 5 2  T

HEN P O KE  1 5 5 4 , P E E K ( 1 5 5 4 ) - 2
.0 0  2 7 5  I F  S T I C K ( 0 ) = 7  A N D  P E E K ( 1 5 5 4 ) ( 1 9 6  I
MEN P O K E  1 5 5 4 , P E E K ( 1 5 5 4 ) 4
,
2

MR 2 8 0  I F  S 1 I C K ( 0 ) = 1 4  A N D  P E E K E 1 5 5 5 ) > 0  T N
EN  P O K E  1 5 5 5 , P E E K ( 1 5 5 5 ) - 2

Ve 2 8 5  I F  5 T I C K ( 0 ) = 1 3  A N D  P E E K C 1 5 5 5 2 ( 1 7 8
T H EN  P O K E  1 5 5 5 , P E E K ( 1 5 5 5 ) 4 . 2

L a  2 8 1  R E M
RE 2 9 0  I F  P E E K C 1 5 4 6 1 ) P 6 E K ( 1 5 5 4 )  T H E N  P O K E

1 5 4 6 , P E E K ( 1 5 4 6 )
-
1

MD 2 9 5  I F  P E E K C 1 5 4 6 ) < P E E K ( 1 5 5 4 )  T H E N  P O KE
1 5 4 6 , P E E K ( 1 5 4 6 ) . 1

VW 3 0 0  I F  P E E K ( 1 5 4 7 ) , P E E K C 1 5 5 5 )  T H E M  P O K E
1 5 4 7 , P E E K ( 1 5 4 7 )
-
1

OV 3 0 5  I F  P E E K ( 1 5 4 7 ) < P E E K ( 1 5 5 5 )  T H E N  P O K E
1 5 4 7 , P E E K ( 1 5 4 7 ) + 1

Ve  3 1 /  R E M
I l l  3 2 0  I F  P E E K ( 5 3 2 6 0 ) = 2  T H E N  F O R  F = 0  T O  2

0 0  S T E P  2 0 : 5 O U N D  0 , F , 1 8 , 1 0 : N E X T  F : P O K E
1 5 4 8 , 0 P O K E  1 5 4 9 , 0 : 5 0 U M 0  0 , 0 , 0 . 0

PE 3 3 0  I F  P E E K ( 5 3 2 6 0 ) = 4  T H E N  F O R  F 7 0  T O  2
0 0  S T E P  2 0 : S O U N D  0 , F , 1 0 , 1 0 : M E X T  F : P O K E

1 5 5 0 , 0 P O K E  1 5 5 1 , 0 : S O U N D  0 , 0 , 0 , 0
PS 3 4 8  I F  P E E K ( 5 3 2 6 0 ) = 8  T H E N  FO R  F. .70 T O  2

0 0  S T E P  2 0 : S O U N D  0 . F , 1 0 , 1 0 : M E H T  F I P O K E
1 5 5 2 , 0 : P O K E  1 5 5 3 , 0 : 5 O U N D  0 , 0 , 0 , 0

PL 3 9 0  I F  P E E K ( 1 5 4 8 ) = 0  A N D  P E E K C 1 5 4 9 ) = 0  A
ND P E E K ( 1 5 5 0 ) = 0  A N D  P E E K ( 1 5 5 1 ) = 0  A N D  P
E( 1 C C 1 5 5 2 ) .7 .0  A N D  P E E K ( 1 5 5 3 ) = 0  M E N  7 5 0

NI  3 V /  RE M
TZ 4 0 0  P O K E  5 3 2 7 8 , 1 : G O T O  2 7 0

SET  I N T E R R U P T  V E C T O R S

S P R I T E  C O
-
O R D I N A
T E SJ O Y S T I C K R O U T I N E

L OOP T O  S T A R T  O F  P R O G R A

Here is a break down of  the Bas ic  program.
Line 6 c lears the screen. sets PMBASE,  gets rid of  the cursor
and t urns  off  the screen to speed up the data poking.
Line 8 sets the sprite colours,  and lines  11 t o 25 contain the
data for the sprite shapes_
Lines 47 to 200 poke in the mac hine code and set the int errupt
vectors. The remainder of the program is an example of  how
the co-ordinates  can be used. You cont rol a lit t le grey man who
mus t  guide a green alien around to pick  up 3 diamonds .  For
some myst ic  reason the man can't  touch the diamonds  so he
has to get t he alien to pick  t hem up!
Line 260 gives random pos it ions  to 4 of  the sprites. (the alien
and the 3 diamonds ) and puts  your man near the top left of
the screen.
Lines  270 to 285 read the joyst ick and manipulat e pos it ions
1554 and 1555.  whic h are the co-ordinates  of  your man.
Lines 290 to 305 move the green alien around af ter your man.
and lines 320 to 340 examine the sprite collis ion registers to
see if  the alien has  touched the gems. When all the diamonds
are collected, they  are randomly  re-plot ted.
Line 400 clears the collis ion registers and loops back to the
beginning of  the example program.
Since the example is writ t en in Basle, it  is  quite s low. but  it  is

s t ill muc h faster than mov ing data up and down ins ide the
sprites ' data strips.  I f  you are handy  wit h mac hine code, and
can manipulat e the X and Y co-ordinates  us ing another inter-
rupt  rout ine,  t hen your sprites wil l  be zooming around the
screen. Ei t her way, you can now add a bit  more life to those
old programs!

Robert  Stuart  is a s taunch supporter of  the 8-bit  Atari and hails
f rom Bonnie Scotland. He is the man respons ible for the EXCEL
dis k  magaz ine ment ioned in the last couple of  issues

REMEMBER!
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Games has released a
new t it le in it 's s uperb

range for the 8-bit  Atari.  t it led
Cav emia and programmed by
the well k nown pair of  Ivan
Mack intosh and Richard
Mum' s .

You are Teddy Ark lethorpe.
ace pot -holer and leader of
many  dangerous  expedit ions
Into the bowels of  the earth. '  is
the fi rst sentence in the won-
derfully  i l lus t rated inlay.  I t
seems Teddy now wants  to
test his  sk ills  to the l imit s  as
well as get t ing his hands  on
the t reasures of  the Caves Of

Title: C A V E R N I A
Publisher: Zeppelin Games
Price: £ 3 . 9 9
Players: 1
Loading
.  
1 2 '  
5 7

Reviewed by Richard Gore

Cavemia.
You mus t  cont rol Teddy

us ing a joyst ick in port  one of
y our computer.  The usual
combinat ions  of  running and
jump ing  are employed but  all
the moves are explained in the
ins t ruc t ions .  The aim is guide
Teddy t hrough all s ixteen
levels of Cavemia but  on his
way Teddy mus t  collect a cer-
tain number  of art ifacts
(which inc lude rings,  jugs  and
dogs?!) whic h wil l  t hen be
swapped for a key enabling
h im to enter the next level. In
addit ion you mus t  avoid
various  nast ies and some fast
falling stalactites. Coll is ion
wit h one of  these wil l  result  in
Teddy  los ing one of  his spir-
it ual eleven (yes that 's  right
eleven) lives.
The screen is split  up into

three main parts,  f our fi f ths
being the main play  and sta-
tus  area which scrolls to the
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Novagen didn' t  pro-
duce muc h sof tware

for the 8-bit  Ataris  but  when
they did it  was not  to be
ignored.  Some t ime ago At lan-
t is Sof tware re-released
Novagen's excellent  Enc ount er
as a budget  package - t his
t ime Novagen themselves have
budget ised° aut hor Paul
Woakes' second and even
more popular masterpiece -
MERCENARY.

Mercenary is described as a
combinat ion of  fl ight s imula-
t ion, adventure and arcade
style act ion. Your role is a
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21st century  soldier of fortune
who has crash landed on the
s t rif e-t om planet  of  ' lark  The
act ion focuses on the planet 's
main areas of habitat ion
which are now v irtually  deser-
ted f ollowing decades of  war
between the normally  peaceful
Palyars and the invading
Mechanoids.  Adopt ing a mer-
cenary role you proceed to ex-
plore the planet ,  hoping to
fi nd the ways and means  of
escape. There are several
approaches to the task whic h
could all prove to be equally
successful. You can swear
allegiance to either side or

left as you move to the right
and one fi f th being green
mount ain scenery and blue
sky. One really  novel idea is
y our score displayed as large
bounc ing numbers  in the sky
port ion of  the screen.
The graphics  to the game are

excellent,  well on a par wit h
Zybex and the animat ion of  all
the characters are t ruly  su-
perb, especially  in the case of
Teddy,  whose c l imbing is very
lifelike. Unfortunately ,  as wit h
a lot of  releases lately there is
no mus ic  and sound effects
are few and far between. The

MERCENARY
play  t hem both of f  against
each other in a bid to lay your
hands  on an intergalac t ic  craft
that  wil l  carry  you away  f rom
Targ.  Your only  reliable assis-
tant  is Benson, y our in-helmet
n int h generat ion PC. who dis-
plays your guidance systems
and prov ides an interpretat ion
for your v iew of  events in bril-
liant  t hree-dimens ional vector
graphics.
The act ion unfolds  in real-

t ime as you set about  explor-
ing the cit ies of  Targ and t heir
mys terious  subterranean
complexes, all the while be-
c oming more deeply embroiled
In the confl ict  between the
Palyars and t heir robot ised
foes. Should you get t ired of
roaming around on foot, you
can hop aboard one of  several
high-speed aircraf t .  There are
lots of  objects scattered
around whic h can be picked
up and dropped as required.
Some are useful,  some are not
- old games magazines arc

only  real quibble I have is that
af ter los ing a life you mus t
start  again f rom the beginning
of  that level. but  t his  is the
case wit h most  games of  this
nature.
The game is essent ially  a

plat f orm type game but  it  is
really  very good and I urge you
to go out  and buy  it  now. Un-
fortunately  it  wi l l  cost you
three pounds  ninety  nine and
not two pounds  ninety  nine,  a
new policy that  many  budget
sof tware companies  are tak ing
up on the lesser mic ros  (Atari
not  inc luded,  of  course).

chock -full of  hints  and t ips  to
help you along the way. The
save game feature is an essen-
t ial part  of  this game!
There's  cons iderably  more to

Mercenary  t han I could poss-
ibly  ment ion here, it 's  really
up to you, t he adventurer,  to
explore and discover - t hough
Nov-agen do supply  some very
useful notes enabling you to
get easily  started.  The 3-D
vector graphics  are excellent,
the package does not  suf fer
f rom its 'budget* t rans forma-
t ion, and the whole game is
guaranteed to keep you en-
thralled for many  sessions to
come. Quit e s imply ,  Mercen-
ary is an undis put ed classic -
don't  miss  out  on this  one.

Title: M E R C E N A R Y
Pualisher Nov agen
Price: 6 2 . 9 9  cassette
Players: 1
Loading
- 
1 5 ' 3
0 '

Reviewed by Paul Rixon
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A (NEE SERVICE IN COMPUTERS SOFTWARE
TOP 5 CASSETTES TOP 10 DISKS

Gauntlet & Deeper Dungeons.. 9.95
GAMES

Flight Simulator II 14.95

ADVENTUREISTRATEGY

7.95

Can_ Disk

Atari Compilation

Cass. Disk
Kick-Off 2 95 9,95 Flight Simulator I I

6.99

14.95
Smash Hits 1 - 4 & 7 teach)

Hawkquest

699 Flight Sim Scenery Disks

Pirate Adventure

Living Daylights 2.99 4.99 Nos 1-7 each

6.99

9.95
Spy vs Spy Arctic AntiOs 2.99 3,99 Quest ron 9 95
Spy vs Spy Trilogy
Polar Pierre
Mr Robot
Bela Lyrae
Boulderdash 2
Arkanold
trailblazer

7.95
4.99
4.99

4 . 9 9
299

995
6.99
699
6.99
699
9.95
9 95

Field of Fire
Hollywood Hilink
Jinxter
Time & Magik
Lurking Horror
ingria's Back
Knight arc
Cloak of DeaM

11.95

11 95
11.95
2.99

7 95
9•95
9.95

11.95
11.95
11 95
11,95

Solo Flight . . . . . . . . . . . . . 7.95 Gunslinger 9.95
Spyhunter 5 99 Eternal Dagger 14.95
Rescue on FractulaS 6.99 Theatre Europe 11.95
Ballblazer 6.99 Carrier Force 16.95
Rampage 6.99 Panzer Grenadier 16.95
Platform Perfection 4.99 Battlecrusier 16.95
Spindizzy 2.99 6.99 Warship 19.95
Touchdown Football 6.99 Vietnam 9.95
Spitfire 40 699 Conflict in Vietnam 11.95 14.95
Draconus
Druid
Brian dough's Football Fort
Pooyan
European Super Soccer
Hard Hat Mac

2.99

8.95
4 . 9 9

699
499

12 95
499
499
4.99

Crusade in Europe
Decision in the Desert
Colossus Chess 4
Kennedy Approach
Hawkquest
Cutthroats
lork  1

11.95
795
895
795

9.95
14.95
995

12 95
12 95
9.95
9.95

New York City 4 99 The Count 4.99Crumbles Crisis • • .. 4.99 Pirate Adventure 4.99
Freaky Factory , 4.99 Scapeghost 12.95 12.95
Star quake 4.99 Silicon Dreams 7.95 9.95
Preppie 2 4.99 Jewels of Darkness 7.95 9.95
Laser Hawk 4 99 Rebel Charge 19.95
Colossus Chess 3 4.99 Super Huey 9.95 11.95
Sidewinder 499 Lancelot 11.95
Joe and the Nuclear Caverns 499 Sargon ill Chess 6.99
Nuclear Nick 499 Gettysburg 19 95
Knockout Boxing 499 Knights of the Desert 9 95
Sunstar 299 Nato Commander 995
Cuthber/ Goes Walkabout
Hip Alley Ace 795

2.99
995

U.S.A.A.F.
Colonial Conquest

14 95
16.95

Winter Events 9.95.• . „.  ...........
Night Mission Pinball 6 99 U TILITIES
Jump Jet 6.99
International Karate 6.99 Disk
Pitslop 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
(5 games - Star Raiders, Tennis etc) Cut 'n Paste 995
Gauntlet + Deeper Dungeons 9 . 9 5 Visica lc 9 95

XL XE CARTRIDGES
Missile Cummand 7.95 David's Midnight Magic 7,95
Star Raiders 7 95 Archon 7.95
Galaxian 4.99 Rescue on Fractulas 7.95
American Football 7 95 Moon Patrol 7.95
Tennis 7.95 Robotron 2084 7.95
Food Fight 4.99 Joust 7.95
Donkey Kong 7.95 ELE.R.0 7.95
Pole Position 7.95 River Raid 7.95Hs Pacman 9.95 Mega Mania . . . . .  . . . . . 7.95Star Raiders I I 9.95 Eireadnanht Factor . . . . . . 7.95Lorlerunner 7.95 Designers Pencil 4.99
Barnyard Blaster (LigMoun) 7.95 Rally Speedway 7.95
One on One Basketball 7.95 Eastern Front 1941 7.95
Battlezone 7.95 Skywriteror 4.99

7 gS

TOP 5 CASSETTES TOP 10 DISKS

Kick Off (Budget) 2.99 Flight Simulator II 14.95
Colossus Chess IV 7.95 Jewels of Darkness 9.95
Atari Compilation 4.99 Colossus Chess IV 9.95
Plastron 7.95 Draconus 6.99
Mig Alley Ace 7.95 Hawkquest 12.95

Pirate Adventure 4.99
Bop 'NI Wrestle 6.99
Silent Service 9.95
The Count 4.99

?wed591,twage

FULL RANGE OF ATARI 2600
CARTRIDGES IN STOCK

219/221 Cannock Road, Chadsmoor, Cannock,

Telephone (0543) 466577/8/9
Staffordshire, WS11 2D0

TOP 10 ROMS
Pacman   7 . 9 5
Designer's Pencil  4 . 9 9
Star Raiders ll   9 . 9 5
Donkey Kong Jr... SOLD OUT
Battlezone   7 . 9 5
Donkey Kong   7 . 9 5
Food Fight   4 . 9 9
Pole Position   7 . 9 5
Ms. Pacman   9 . 9 5
Gataxian   4 . 9 9

BUDGET CASSETTES
Zeppelin
Draconus
Mirax Force
World Soccer
Pha ntom
lybek
Speed Ace
Las Vegas CasinoFruit Machine
Sidewinder
Fantastic Soccer
Kenny Diliglish Soccer Manager
Nino Commander . . . . . . .
Ellinky's Scary School
Jocky Wilson Darts
The Living DaylightsMountain Bike Racer
HI-Tec
Spy vs Sp y-
. . . . . . .
. . .
Spy vs Sp y Island Caper
Spy vs Sp y Arctic Antics
Boulderdash I V
Space Rider
Yogi & The Greed Monster
Ruff 'n' Reddy •
Yogi's Great Escape . . . . .
Byte Back
Robot Knights
Jet Bout Jack
Timeslip
Astrod roid
Speed Run
Space Lobster
lighter Pilot
Dreadnaught
Space Wa rs
Planet Attack
Mad Jar
Roulette Simulator
Cosmic Pirate
Warcopter
Screaming Wings
Exploding Wall
L
i
t
t
l
e  
D
e
v
i
l

Tomahawk . . . . . , . .
Coriernasters
1
-
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t  
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B.M.X. Simulator
Transmuler

Grand Prix Simulator
Advanced Pinball Simulator . . . . .
KIXX
Gauntlet
Footballer of the Year

Hit Squad
Green Beret
Arkanoid
i lead Over Heels
Atlantis
Dawn Raider
Death Race
Pro Gott
Pa r*
League ChallengePot Hole Pete . . . . .
Spooky Castle
Daylight RobberyTitan
Periscope Up
Encounter
Gunfighter
Crack LipSurvivors
Cops 'n' Robbers
Aire nititikre
Leapster   1 . 9 9
Monkey Magic  1  9 9Soccer . . . . .  . . .  1  99
Castle Top

2.09
2.99
2.99
2 99
2
9
9
2 .
9
9
2.99
2
9
9

2.99
7.99
2.99

2 .
9
9
7.99
2.99

TOP 10 BUDGET
CASSETTES

Draconus   2 . 9 9
Star Wars   2 . 9 9
Yogi & The Greed Monster 2.99
Ruff 'n• Reddy   2 . 9 9
Joe Blade II   2 . 9 9
Chuckle Egg   2 . 9 9
The Living Daylights 2 . 9 9
Speed Run   2 . 9 9
Gauntlet   2 . 9 9
Tank Commander   1 . 9 9

Who Dares Wins
Spindizzy
Pro Mountain Bike299

2.992 .
9
9  
A
t
e
r
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o
l
t

2
-
9
9  
S
p
e
e
d
h
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l
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2  
9
9

2.99 T w i l i g h t  World   2  99
2.99 H e a r t a ch e    2 . 9 9
2.99 T h u n cle r f o x   2 . 9 9
2.99 s i i n o s t i g i    2 . 9 92 99
2.99
2 .99
2.99
2 99
2.99

Adventureson
10 Little inthans
Secret Mission
Arrow of Death I  . . . . . .
Arrow of Death 2  .

2.99 G o l d e n  Voyage
2 99 M y s t e r y  Fun 1-louse

Strange Odyssey ..........
Wizard of Akyrz
The Time Machine
AdventurNand . . . .  ........
Circus
Escape horn Pulsar 7 ..........
Perseus and Andromeda
The Count
Voodoo Castle .......
Waxworks

2 99 Fi r e bi r d
2
.
9
9  
V
i
d
e
o  
C
l
a
s
s
i
c
s    
2
.
9
9

2.99 M a t t a  *Nana   1 . 9 9
99 M icr u R h yt t im   1 . 9 9

2.99 t h r u s t  1 . 9 9
2 99 C h i m e r a    1 . 9 9
2 99
2.99
2.99
299
2.99
2.99
2.91
2.99
2 99
2.99
2.99
2.99

Players
Stratesphers
lanium
Dizzy DiceBubble Trouble
Joe Blade
Miscellaneous
Star Wars
Football Manager
Superman
River Raid
Tapper

299  C h u c k l e  Egg
2 99 T a n k  Commander
2.99 P u g o t r o n  ......... .......
299  E lo u ld e rd a sh  . . . . . .
2 99 e iou lderdas h II
2.99 D a r t s

System 8  Pods
Tort Form
Masterfronic
Masterchess . . . . .  1  99
Protector   2  99

299
199
299
199
1.99
1.99
1.99
1.99
1.99
2.99
2.99
1.99

Revenge II
Crystal Raider
Amaurote ..........
Action Biker
Vegas Jackpot

99 K i k s t a r t
2.99 C o l o n y
2.99 F e u d
299 I n v a s i o n
1
.
9
9  
O
n  
C
u
e  
.
.
.
.
.

1.99 L a s t  V8
i 99  M u t a n t  Camels
1
.
9
9  
M
i
l
k  
R
a
c
e

2 99 I
-
g e n
e s i
s  
•

1 99  P a  nther
2.99 S i d e w i n d e r
1 9 9  D e s p a t c h  Rider
1.99 H o v e r  Bowe r

2.99 M o l e c u l e  Man
1.99 G u n  Law

Speedzone
Ninja
Ghostbusters
Henry's House
180!
Beinhfusion

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

Please add El per item tor overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE'

2.99
2.99
2.99

2 .
9
9
2 99
7.99
7.99
2 99
2 g g
299
299
2.99
2.99
2 09
299
2 99
2 99

99
2 99

1.99
1.99
199
199
299

299
2.99
2.99
2.99
2.99
2.99
1.99
2 99
2 99
2.99
199
2 99
2 99

1.99
1.99
1 99
2.99
1.99
199
199
199
Ti 9 9
2 99
2 9 9
I 9 9
2 .
9
9
1,99
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TIMESLIP
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glish Sof tware? Once
upon t ime they c hur-

ned out  dozens of  games for
the Atari,  inc luding hits  such
as Jet Boot  Jack, Elek t raglide.
Chop Suey and Mediator - all
of  which can be highly  recom-
mended.  The aut hor of Jet
Boot Jack - Jon Wil l iams  -
also produced a game called
TIMESLIP which,  for some
reason, hardly  got a ment ion
In the c omput ing publicat ions.
As Byte Back have now de-
cided to re-release the t it le
(see 'Budget  Delights '  last
Issue), I  t hink  we should mak e
amends  by tak ing a closer
look,

Title: T I M E S L I P
Publisher
- 
B y t e  
B a
c k

Price: £ 2 . 9 9  cassette
Players: 1
Loading
- 
8 ' 3 0
"

Rev iewed by  Paul Oxon
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the group of  Scott ish
Atari enthus ias ts  who

recent ly  launched a disk
magazine called 'Excel'. The
first edit ion received a very
favourable rev iew in these
pages. AMNESI A was inc luded
wit h the fi rst  issue (at least
two others have since been
published) and,  f ol lowing their
success, the authors  have now
decided to offer the game to a
wider audience by releas ing it
on cassette.
I mus t  admit  that  before I'd

experienced this  game I was
expect ing to fi nd an amat eur-

40  I s s u e  51 - New Atari User

The story concerns a dis tant
planet  that 's  in a state of
Times lip' .  Whatever this
means,  the import ant  point  is
t hat  it 's likely  to result  in dis-
aster so it 's c ruc ial that  the
dis turbance is dealt  with.  The
only  way to achieve s tabilit y  is
to t ravel deep into the planet 's
three t ime zones, annihi lat e a
collect ion of  t ime orbs  and
then synchronise the respec-
tive t imers  to zero. You've
been allocated twent y -f our
hours  to complete the task.
Play ing the game is a lot

easier t han t ry ing to explain it?
The screen is div ided vert ically
Into three sc rolling scenarios,
each represent ing a t ime zone.
The game is bas ically  a t r ipl i-
cate vers ion of  Sc ramble'  t h e
Idea is  to manoeuv re a craf t
t hrough the cons tant ly  scroll-
ing backdrops,  avoid the ob-
stacles and blast  every thing in
sight. Your princ ipal object ive
is to knock  out  the t ime orbs
but  you mus t  also be careful

ish style produc t ion - but  t his
preconcept ion soon evapo-
rated once the loading had
completed.  Alt hough the game
itself  is int rins ically  very s ini-
ple, and by no means  unique.
the programming has been
competent ly  done and the
graphics  show a touch of
class.
The player is faced wit h a

grid of  tiles, each t ile conceal-
ing an animat ed icon. The aim
of  the game is to remove the
t iles in groups  of  three so as to
uncover mat c hing sets of
icons. I f  all three icons are
ident ical they remain unco-

not  to collide wit h the hazar-
dous  surroundings .  As you
progress, the t imer for the
c urrent  zone counts  steadily
downwards  - to complete the
zone, it  mus t  reach zero. The
best policy  is to keep your fi n-
ger pressed t ight ly  on the t rig-
ger and concent rate on nego-
t iat ing the nast ies. I f  you col-
lide too many  t imes,  a 'Times-
lip'  occurs and scrambles  the
t imers ,  mak ing it  more diffi -
cult  to complete the miss ion.
The graphics  are really  su-

perb. The zones dif fer widely
in style - On the fi rst you're the

vered, but  if  they're not,  you're
only  ent it led to a very brief
glimpse.  I t 's  quite a challenge
since on each level the cleverly
shaded designs, whic h appear
to represent  various  compo-
nents  of  machinery ,  share a
s ingle colour.  I t 's  not  easy
t ry ing to remember the re-
spective locat ions - but  then,
of  course, that 's  the intent ion?
To complicate mat ters  f urt her
there's a t ime l imit  to keep you
on your toes and,  unf ort un-
ately, an otherwise c ommend-
able t une that  plays con-
t inuous ly  t hroughout  and
soon becomes rather an irr i-
tant.  I t  might  have been a
good idea to inc lude some
alternat ive diffi culty  sett ings,
as younger players may  soon
give up in f rus t rat ion.  A high-
score table (recording the least
number  of tries needed to
complete the puzzle) would be
a nice addit ion,  too.
If you revel in games that

challenge the mind,  Amnes ia

pilot  of  a s tarlighter craft
fl y ing above the planet 's  sur-
face, on the second you're Jet
Boot  Jack s k imming through
underground caverns, and on
the t hird you're the comman-
der of  an at tack submarine.
In my  opinion.  Times lip is

one of  the mos t  underrated
games in Atari his tory.  I f  you
enjoy shoot 'em ups  of  the
Sc ramble variety, this  one
mus t  be right  up your street,
You don't  jus t  get one game
for your money,  but  three!
Byte Back  are onto a winner
here.

AMNESIA
wil l  not  disappoint  you. Af ter
several hours  play, you' ll
never need a Post-I t  note
again? The program has  been
put  together in a profess ional
way and alt hough i t s  very
s t raight forward and not  exact-
ly t he most  original idea
around,  it  mus t  score quite
highly  in terms  of  last ing
appeal.  I  haven't  seen the
Excel disk  magaz ine yet, but  if
the qualit y  of  Amnesia is any
pointer to that  of  the mag,
disk  drive owners  would
appear to be in for a treat,
Why  not  show some apprec ia-
t ion to the guys f rom St rath-
clyde for their desperately
needed support?

Title: A M N E S I A
Publisher. Excel
Price: £ 3 . 9 5  cassette
Players: 1
l
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"

Rev iewed by  Paul Rixon
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cat ion in the series
featuring popular

Hanna-Barbera cartoon char-
acters. Hi  Tee have devised
what  is probably  one of  the
longest game t it les in exist-
ence! Yogi Bear & Friends  in
the Greed Monster:  A Treasure
Hunt  (let's call it  THE GREED
MONSTER for short!) is
anot her produc t ion f rom PAL
Developments ,  whose name
seems to c rop up wit h almos t
every new release nowadays.
We're told that  Yogi and his

pals have received a dis t urb-
ing report  f rom Top Cat  t hat
all the world's  toys have been

Title: T H E  GREED MONSTER
Publisher: Hi Tee
Price: E 2 . 9 9  cassette
Players: 1
Loading:  11'45"

Reviewed by Paul Raton

odernasters are well
k nown for publ is hing
games wit h the world

's imulator'  in the t it le - in
t ruth,  they seldom seem to
produce any t hing else! This
t ime they've devised what  they
c laim is the 'fi rst real f rui t
machine s imulator' .  As every-
one knows,  s imulat ing f ruit
machines  is any thing but  a
unique concept - such games
abound in the Atari world,
both commerc ially  and in
type-in format  - but  Codemas-
ters add c redibilit y  to t heir
bold s tatement  by  lis t ing a

stolen, and they've set out  on
a quest  to discover the expla-
nat ion.  Whils t  out  exploring,
Yogi's f riends somehow fall
into the hands  of  a mys terious
Greed Monster,  leav ing Yogi
all alone wit h more t han a bit
of  a problem!  Not  only  mus t  he
recover the toys, he's now got
to rescue the other five mem-
bers of  the group.
You mus t  help Yogi t hrough

the perilous  landscapes, col-
lect ing various  objects that
wi l l  help to overcome the dan-
gers and lead to his  capt ive
friends. The screen v iew con-
sists of  a large 'window'  whic h
fl ips as Yogi walks  across the
boundaries  into new locat ions.
Unfortunately ,  the colouring is
characteris t ically  yukky -brow-
nish (see gripes last  issue!)
and some of  the inev itable
nast ies aren' t  too cleverly de-
fined, however these draw-
backs aren' t  too serious - my
main objec t ion is that  the
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my riad of  features that  would
appear to leave the compet i-
t ion wit hout  a reel to spin on!
The good news  is that  the

screen shots f rom other com-
puters  shown on the packag-
ing do NOT leave the Atari ver-
sion s tanding.  I n fact. I 'd dare
to suggest that  we have been
treated to a superior product !  I
suspect the reason is that  the
game was developed indepen-
dent ly  by a guy f rom Callis to
Computers ,  rat her than being
t rans lated direc t ly  f rom the
other formats.  The game is
confi ned to a s ingle screen but

screen shots on the inlay  indi-
cate the Atari graphics  are in-
ferior to the Crummy dore 64
version!
As wit h mos t  arcade adven-

tures,  the best strategy is to
map the layout  - once you've
done this,  i t  should prove to
be reasonably  s t raight forward.
It's not  all plain sailing
though.  Firs t ly ,  there are a
number  of  locked doors  to
contend wit h - you're required
to fi nd the corresponding keys
- and secondly, t he locat ions
are bus t l ing wit h adversaries
that  can dras t ically  reduce
Yogi's food supplies .  There are

INITICHIERAIN
it's been designed wit h an eye
for detail and due considera-
t ion for 'user f riendliness'.  The
aut hor has done a terrifi c  job
wi t h  the colours - there are so
many  that  it  looks like the
af t ermath of  an explos ion in a
paint  factory - whic h goes to
show that  there's more to
Atari programming t han a few
shades of  yukky brown (other
programmers  PLEASE take
note!). The cont rols  are fully
joys t ick  operated so all you
have to do is point  and c lick  a
'hand'  that  pops up at t he
appropriat e t ime.
There's  no need for me to ex-

plain the objective of  this
game. suffice to say that  you
start  wi t h a couple of  pounds
and inev itably  end up broke!
As us ual there are 'nudge* and
'hold'  features plus  the opt ion
to gamble or collect y our win-
nings.  On the right  of  the

a number  of useful objects to
look out  for, inc luding jars of
sweets that  can be used as
ammun i t i on  to fi re at  the nas-
ties, cans  of  pop that  double
Yogi's speed and jars  of  honey
that  mak e h im imperv ious  to
danger for a l imit ed t ime.
When Yogi s tumbles  across
one of  his mates, a port rait  in
the s tatus line is revealed.
If you enjoyed Yogi's Great

Escape there's  no doubt  you'll
fi nd The Greed Mons ter equal-
ly wort hwhile.  Arcade adven-
tures can be lots of  fun and
are generally  very addict ive -
this  one's no exception.

screen there's  a spiral maze
and, in  the centre, a character
called 'Dizzy*. I f  you collect a
f ruit  bearing a digit .  Dizzy
j umps  a corresponding num-
ber of  places around the maze
- i f  he lands  on a let ter you
can gain goodies such as extra
nudges,  a f ree spin or some
money for the credit  bank .
Far f rom being lus t  another

f ruit  mac hine s imulator' ,  this
one is probably  the best you
can buy.  I f  you like gambling.
you' ll fi nd this  game is incred-
ibly  addic t ive and great f un -
and it  could save you an awful
lot of  money!

Title: F R U I T  MACHINE
SIMULATOR

Publisher Cac iemas ters
Price i 2 _ 9 9  cassette
Players: 1
Loading:  9'30"

Reviewed by Paul Rixon
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ly. I ts  documentat ion is detailed enough to let you
confi gure your system. Wit h a few POKES you can set

verify on or off, decide on the max imum number  of  open fi les
at a given t ime, and so on. Compared to us, I BM users, for
example,  have to reboot  t heir systems every t ime they want  to
change system confi gurat ion.
Whenever I look for the right  POKE however,  I have to go

t hrough old books and magazines to fi nd what  I am look ing
for. That  is why  I have writ t en CSTMDOS• It is  a menu driven
ut il it y  that  enables you to modify  DOS to your needs, and if
you like,  you can save your modifi ed DOS.SYS fi le to disk.
Type in the accompany ing lis t ing.  CSTMDOS.BAS.  check it

wi t h TYPO 3 and SAVE a copy before you RUN it. The program
displays a menu on the screen, and a 'greater than'  cursor (>).
You can move the cursor wit h the up-arrow and down-arrow
keys. Holding the CONTROL key is not  necessary. To change
an opt ion that  the cursor points  to, press the RETURN key. A
'prompt  window'  at the bot tom of  the screen wi l l  let you specify
the required change. You can leave the prompt  window at any
t ime by press ing the ESC key.
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MENU OPTIONS
Here are the menu opt ions,  one by one:

Maximum # of  open files
As you probably  know,  you can open a few fi les s imult aneous -
ly. DOS 2.5 defaults  to a max imum of  3 open files, but  you can
change this  number.  Remember that  inc reas ing this  value
decreases the available memory  of  your Atari by 128 bytes per
file, so do not  use more than you need. I f  you really  need more
memory  for an applicat ion,  you may  t ry  to decrease this  value,
keeping in mind that  the applicat ion itself  may require a
higher number,  and you may need to ex per iment  Available
values range f rom I  t o 7 (there are 8 IOCHs, but  IOCB #0 is
always used for the screen display).

Active drive #s
As it comes f rom Atari,  DOS 2.5 recognizes drive numbers  1,2.
and 8. This  is because many  users have two disk  drives, and
on a 130XE c omput er there is a RAMdis k  available,  whic h is
treated as drive #8 by the system. I f  you want  to at tach more
than two drives, you wi l l  have to tell the c omput er about  it.
This  opt ion wil l show you a table of drives 1-8,  al lowing you to
toggle any of  them. Af ter set t ing the needed changes. press
RETURN to accept the change, or ESC to abort .  Each addit ion-
al drive eats up 128 bytes, so again,  do not  use more t han you
need.

Yuval Rabinovich presents
a handy utility that means
you can have your own
version of DOS 2.5

Verify
At ari disk  writes  are slow, but  safe. This  is because whenever
the c omput er writes  any t hing to the diskette. it  immediately
reads It to make sure it  was properly  writ ten.  You can t urn the
verify off. effectively inc reas ing the speed of  disk SAVES.
Alt hough it  is theoret ically  less safe, I never had any  problems
wi t h  disket tes writ t en wi t hout  verify. Ex periment  wit h your
system to fi nd out  whet her you need the verify on or not.

# of  writing retries
When the verify is on, any  disk  writ e error wil l  be captured.
and the computer wi l l  t ry  to writ e again to the diskette a few
t imes  before it  reports  an error.  The default  is ret ry  three
t imes,  but  you can change it  f rom zero to 255.  Personally.  I
would not  recommend to make it  more than 3, because if  the
disk  is in such a condit ion t hat  three ret ries  are unsuccessful,
i l l s  best to copy all t he disket te fi les to another diskette, and
t hrow the damaged disket te away.

Drive for DUP.SYS
DOS 2.5 has a fi le called DURSYS that  loads whenever you
type the DOS c ommand f rom BASIC or boot the computer
wi t hout  BASIC. This  fi le has  the f amil iar DOS menu.  On
computers  that  have less t han 128K memory ,  this  fi le is loaded
f rom drive #1. On an Atari 130XE.  that  has  I 28K,  a v irtual
'RAMdisk '  is fonned f rom 64K. and the DUP.SYS fi le is copied
to it .  Later,  whenever you access the DOS menu,  it  is  ins tant ly
loaded f rom that  part  of  memory,  whic h is t reated as drive "8.
To conclude:  DUP is loaded f rom d r i v e l  I on most  machines .
and f rom drive #8 on machines  that  have I 28K or more.
Alt hough it  is usually  very convenient ,  one might  want  more
room on the RAMdisk .  and to access the DUP f rom another

a



se ?

E X 1 REM

2 1 0 GET  1 1 1 , K : I F  K 0 4 6  A N D  K 0 6 1  A N D  K (

PO KE

> 1 5 5 T H EN  2 1 0

3 2 0

JR

L I 2 REM  U DOS 2 . 5 C U ST O M I Z ER

GE 3 REM  n

2 4 0

b y

" > " ; : G O T O  7 1 0

EY 4 REM  U Y u v a l R a b i n o v i c h n
HC 5 REM  A

2 7 0 ? " . . P O S I T I O N  1 , ( 1 : ? " ) " ; ; G O T O  2 1 8

N J 6 REM  n  N E N AT AR T U SER  -  A U G 1 9 9 1  n

r e 7 REM

I F  K = 8  T H E N  P O K E  8 2 , 2 : P O K E  7 5 2 , 0 : G

R AP AI C S  0 : E N D

• •

2 9 0  O N  K  G O S U B  3 0 0 , 4 0 0 , 5 0 0 , 6 8 0 , 7 0 0 , 8 0 0

• 11 •

NM 8 REM

GP 1 0 G R AP H I C S 0 :P O K E 8 2 . 1 : P O K E 8 3 , 3 9 : P O K

E 7 5 2 , 1 : ?  : ? D OS , 5  C u s t o m i c e r  7  •

Y . R - b i n o v i c I .

MU 2 0 0  P O S I T I O N  2 , 3 : 0 P E N  U 1 , 4 . 0 . " K : " : P O K E

0 2 , 1

AA 2 1 0 GET  1 1 1 , K : I F  K 0 4 6  A N D  K 0 6 1  A N D  K (

PO KE

> 1 5 5 T H EN  2 1 0

3 2 0

JR 2 2 0 I F  K 0 4 5  T H E N  2 5 0

? " 6 .

BE 2 3 0 A = P E E K ( 0 4 1 7 2 : I F  A = 1 T H EN  A = 1 7

HO 2 4 0 ? " f " : P O S I T / O N  l
o
n : ?

" > " ; : G O T O  7 1 0

L F 2 5 0 I F  K 0 6 1  T H E N  2 8 0

B A S I C "

GL 2 6 0 A = P E E K ( 8 4 ) . 2 : / F  4 = 1 9 T H EN  0 = 3

H if 2 7 0 ? " . . P O S I T I O N  1 , ( 1 : ? " ) " ; ; G O T O  2 1 8

AT 2 0 0 R O M =P E E K ( 8 4 ) : L O C A T E 3 . 0 0 1 4 , K : K = K - 4 8

KZ

:?  " 4 " ; K : P O S I T I O N  2 , 2 1 : 7 .1r.;
T B 2 8 5 I F  K = 8  T H E N  P O K E  8 2 , 2 : P O K E  7 5 2 , 0 : G

R AP AI C S  0 : E N D

AL 2 9 0  O N  K  G O S U B  3 0 0 , 4 0 0 , 5 0 0 , 6 8 0 , 7 0 0 , 8 0 0

" ; c a n S ( P E E K ( s i t x 9 ) )

a t  t h e  s a m e  t i m e  t 1 - 8 1  > M 4

I M 1 0 5 PO KE 8 5 , 1 : ?

BR 3 2 0 K = K 7 4 8 : I f  K < 1  O R

KR 1 1 0 ? " 6 . W r i t e  n e w D O S . S Y S "

5 0 1 2 0 ? : ? " 7 .  F o r m a t a n e w  d i s k "

VV 1 2 5 ? " 8 .  E x i t  t o B A S I C "

TM 1 2 7 POKE 8 5 . 1 : 7  "

OD 4 1 0 GET  1 1 1 , K : I F  K = 2 7 T H EN  D I N = P E E K ( 1 0 0

1
1
1
1KZ 1 3 0 ? : ? :G O S U 8  1 0 0 0

.

.
;

a t  t h e  s a m e  t i m e  t 1 - 8 1  > M 4

LG 3 1 0 GET  1 1 1 , K : I F  K = 2 7 T H EN  R E T U R N

BR 3 2 0 K = K 7 4 8 : I f  K < 1  O R K>I1  T H E N  3 1 0

I M 3 3 0 P O S I T I O N  3 7 , 3 :
7

K ; : P O K E  1 0 0 1 , K : R E T

URN

5 0 4 0 0 " t t . ; B I N S ; " 1 : E t E M  t o  a c c e p t

I I I B U E M E N N A M
E n t e r  d r i v e  1 1  t o

1 4 4 3  t o  a b o r t

t o g g l e  ( 1 7 8 )  > 1 1 4 - .:

JK 4 0 5 B I N = P E E K ( 1 8 0 2 )

OD 4 1 0 GET  1 1 1 , K : I F  K = 2 7 T H EN  D I N = P E E K ( 1 0 0

1
1
1
1
3

MB 1 5  I F  P E E : M I . . 9 1 3 1 0 8 0  A N D  P E E K ( 1 9 1 3 > 0 5

7 T H E N  P O K E  8 2 , 2 : P O K E  7 5 2 . 0 : 7  : ?  " T h i s

i s  n o t  D O S  2 . 5 " : E N D

T J  2 0  D I M  fl i S ( 1 0 ) , R E T S ( 3 ) , 8 I N S ( 1 6 ) : F N S = " D

1 : D O S . S Y S " : R E T S = " 8 0 0 "

C V 5 0  ?  ; ?  1 .  m a x i m u m  A  o f  o p e n  fi l e s

( 1 - 8 ) :  " ; P E E K ( 1 8 0 1 ) ; p 0 K E  8 2 , 3

OW 6 0  ?  : ?  " 2 .  A c t i v e  d r i y e  U s : " ; : G O S U B  2

0 0 0 :
1  
B I
N S

TI  7 0  1  "  0 1 1 1 1 1 1 A 1 1 3 1 1 1 1 3 1 1
EIEJ "

BV

ES

AU

E K ( 1 9 4 8 )

SD 1 0 0  ?  : ?  " 5 .  D r i v e  f o r  D U P . S Y S  ( i - s ) :

V e r i f y :  1 1 1 " ; : I F  P E E K ( 1 9 1 3 ) = 0 7

TH EN  ?  . 1 n  " : G O T O  9 0

81  ,  l a m  "

9 0  ?  : ?  " 4 .  n  o f  w r i t i n g  r e t r i e s :  " ; P E

less used drive, such as #2. Therefore,  the opt ion is given here
to set any other drive that  the computer wil l access whenever
the DUP menu is required.

Write new DOS.SYS
Alter set t ing all the above parameters ,  you can writ e a modifi ed
DOS.SYS fi le to a diskette,  When you boot wit h this  diskette,
y our preferred opt ions  wil l  be automat ically  set. I f  you do not
save this  fi le, you wi l l  have to set the parameters  again whene-
ver you t urn the c omput er on, You wi l l  be asked for a drive
number.  The c omput er will cheek if  a DOS.SYS fi le already
exists. I f  it does, you wi l l  he asked whet her you want  to
overwrite it.

PM

, 9 0 0 :G O S U 0  1 0 0 0 : P O S I T I O N  2 , R O W ?  " ' o f " ;

:G O T O  2 1 0

3 0 8  ?  " N o w  m a n y  o p e n  fi l e s  d o  y o u  n e e d

2 ) :G O 5 U B  2 0 0 0 : ?  " U " : R E T U R N

F L  4 2 8  I F  K = I 5 5  T H E N  ?  " " : P O K E  1 8 0 2 , B I N :

P O S I T I O N  2 2 , 5 : 7  B I N S : R E T U R N

C Z 4 3 8  K = K - 4 8 : I F  K ( I  O R  K > 0  T H E N  4 1 0

VE 4 4 0  P O S I T I O N  3 3 , 2 1 : ?  C H R S C K + 1 7 6 1 :L O C A T

E K A 2 , 1 9 , T : X F  T = 4 3  T H E N  ?  " f 7 " ; : 0 I N = B I

N7
2
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7
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-
" :
G
O
T
O  
4
1
0

continued
F o rm at  a new d isk
It would be a pit y  if. af ter all the careful paramet er sett ing, you
realize that  you have forgot ten to f ormal a new diskette. There-
fore, t he opt ion is given here to format  a diskette.  Af ter you use
this  opt ion,  you can writ e to your f reshly format ted disket te
t he new DOS,SYS. us ing the appropriate opt ion.

Exit to BASIC
After you have fi nished wit h 1 he program,  you may  exit to
BASIC. Your preferred set t ing will remain active in memory
unt i l  you t urn the c omput er off or change it  again wit h t his
program.
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TY 4 5 0  ?  " 4 . . " ; : B I N = B I N + 2
,
- 2 K
-
1 1 : B I N S C K *
2
.
1 1

* 2 ) = " + " : G O T O  4 1 0

Z.1 5 0 0  ?  "  t o g g l e s  v e r i f y  1 1 M 1  c a n

e e l s " ;

TN 5 1 0  G E T  W I , K t I F  1 ( 0 2 7  A N D  1 1 0 1 5 5  T H E N

5 1 0

WZ 5 2 0  I F  K = 2 7  T H E N  R E T U R N

GD 5 3 0  K = C P E E K C 1 9 1 3 1 = 8 0 1 7
1 .
0 0 : P O K E  1 9 1 3 , K: P O S I T I O N  1 5 , 7

OS 5 4 0  I F  P E E K C 1 9 1 3 ) = B 7  T H E N  ?  " M  " : R E T U

RN

LU 5 5 0  ?  l i l l a " : R E T U R N

I C  6 0 0  I F  P E E K C 1 9 1 3 ) = 6 0  T H E N  ?  " N o t  a v a i l

a b l e  w i t h  v e r i f y  C r S j  P r e s s  0 0

y  k e y  t o  c o n t i n u e " ;  G E T  1 1 1 , K :R E T U R N

YE 6 1 0  T = P E E K 1 1 9 4 8 ) : K = I + 1 T ) 9 2 f ( T >
9 9
) : R E T SC 4 - 1 0 = S T R S C T I

OG 6 2 0  ?  " H o w  m a n y  t i m e s  t o  r e t r y  ( 0 - 2 5 5 )

SW 6 3 0  P O K E  8 5 , 3 5 ! ?  R E I S ;

LP 6 4 0  G E T  W 1 , K ! I F  1 1 =2 7  T H E N  R E T U R N

L B 6 . 5 0  I F  K = 1 5 5  T H E N  6 8 0

JO 6 6 0  K = K - 4 6 : I F  K ( 0  O R  K > 9  T H E N  6 4 0

DH 6 7 0  R E T S = R E T S 1 2 ) : R E T S C 3 1
7
. 5 T R S
(
K T = V A l

( R E T S ) :G O T O  6 3 0

D I  6 8 0  I F  1 ) 2 5 5  T H E N  ?  1 ?  " W N u m b e r  t o o  b i

0 .  H i t  a n y  k e y "  G E T  2 1 1 , K : ?  " l a t " ; : G O T O

6 4 0

DO 6 9 0  P O K E  1 9 4 8 , T e P O 5 I T I O N  2 6 , 9 : ?  T ; "  "

;R ET U R N

TE 7 0 8  ?  " E n t e r  d r i v e  U  f o r  D U P . S Y S  > I f " ;

L K 7 1 0  G E T  2 1 1 , K : I F  K = 2 7  T H E N  R E T U R N

GP 7 2 0  K = K - 4 0 : I F  K ( 1  O R  1 ) 8  T H E N  7 1 0

I .

RI P

vX  7 3 0  I F  B I N S C K 1 1
.
2 , K * 2 ; = " * "

T H EN  P O K E  5 4 3

5 , 1 1 4 - 4 0 :P O S I T I O N  3 1 , 1 1 1 ?  K : R E T U R N

OX 7 4 0  ?  C H R S 1 1 1
.
1 1 7 6 1 : ?  
" 2 1 1 ) " ; K ; "
:  
i s  
n o
t  
a

n a c t i v e  d r i v e .  H i t  a n y  k e y

t o  c o n t i n u e . " ;

EN 7 5 0  G E T  U 1 , K : ?  " a t " ;  : P O S I T I O N  2 8 , 2 1 : G O

TO 7 1 0

BC 6 0 0  ?  " W r i t e  D O S . S V S  t o  w h a t  d r i v e  ) 1 1
1 . -

L Y 6 0 5  G E T  2 1 1 , K : I F  K = 2 7  T H E N  R E T U R N

MW 8 1 0  K = K
-
4 0 : I F  
1 1 ( 1  
O R  
1 0
1 1  
T H
E N  
8
0
5

XL  8 1 5  ?  C H R S ( K + 1 7 6 ) ; : I F  6 I N 5 ( K m 2 , K * 2 ) = "
- 1

"  T H E N  8 3 0

ME 8 2 0  ?  : ?  "1 1 L 1 0 ":K, :": i s  n o t  a n  a c t i v e  d r

i V e .  N i t  a n y  k e y  t o  c o n t i n u

e . " ;

ER 6 7 5  G E T  2 1 1 .1 1 1 ?  l a t " : : P O S I T I O N  3 0 , 2 1 : G O
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TO 8 8 5

ws 0 3 0  T R A P  6 6 0 t E N S C 2 , 2 ) = S T R S C K ) : C 1 0 5 E  2 1 1

:O P E N  2 2 1 . 4 , 0 , E N S : C L O S E  2 1 1 :O P ( N  1 1 1 , 4  0 ,

”Ko.
1Z 0 3 5  ?  " 0 " ; E N S T "  e x i S t s .

O v e r w r i t e  i t ?  c Y / 0 1 ) 1 1 1 K ";

PH  8 4 0  P O K E  6 1 4 , 0 : P O K E  7 0 2 , 6 4 G E T  1 2 1 , K : I F

0 1 0 2 7  A N D  K < > 7 0  A N D  1 ( 0 8 9  T H E N  8 4 8

D1 0 4 5  I F  K = 2 7  T H E N  T R A P  4 0 0 0 0 : R E T U R N

OR 8 5 8  I F  K = 7 8  T H E N  ?  " 0 " ; : G O T O  8 0 0

Y11 8 5 5  ?  " i n " ; : C L O S E  2 2 1 :X 1 0  3 6 , 2 1 1 , 0 , 0 , F t / 1 S

MA 0 6 0  C L O S E  U 1 : ?  " W r i t i n g  " f f 1 1 8 1 : 0 P E N

1 . 8 , 0 , F O S S :C L O S E  1 8 1 :O P E N  2 1 1 , 0 1 1 , 0 p K t " I T R

AP 4 0 0 0 0 : R E T U R N

GO 6 0 0  C L O S E  1 8 1 :O P E N  : 1 1 . 4 , 0 , " 1 1 : " : T R A P  6 0 0

: T = P E E K ( 1 9 5 ) : I F  T = 1 7 0  T H E N  8 6 0

VY 8 8 5  ?  " I g U n e x p e c t e d  e r r o r  1 2 " ; T , : " .

H i t  a n y  k e y  t o  c o n t i n u e . " ;

CO 8 9 0  G E T  1 2 1 .1 1 ! ?  " g " : : G O T O  8 0 0

Kr  1 0 0  ?  " E n t e r  d r i v e  1 2  t o  f o r m a t  > I r e " ;

LM  9 1 0  G E T  1 2 1 , K : I F  K = 2 7  T H E N  R E T U R N

JB 9 2 0  1 1 = K - 4 8 : I F  1 < 1  O R  K > 8  T H E N  9 1 0

NM 9 3 0  I F  B I N S C K * 2 , K * 2 ) = " + "  T H E N  9 6 0

0 2  9 4 0  ?  C H R S 1 1 1 . 1 7 6 1 :9  "
1
• 1 0 " ; K ; " :  i s  
n o t  
a

n a c t i v e  d r i v e .  H i t  a n y  k e y

t o  c o n t i n u e . " 1

F J  9 5 0  G E T  1 4 1 , 1 ?  " U t " ; t R O S I T I O N  2 6 , 2 1 : G O

TO 9 1 0

BK 9 6 0  ?  t o  f o r m a t  D " ; 1 1 ; " :

a b o r t s . " :

J J  9 7 0  G E T  1 4 1 , K : I F  1 ( 0 2 7  A N D  K < > 1 . 5 5  T H E N

9 7 0

HP 9 8 0  I F  K = 2 7  T H E N  R E T U R N

DR 9 9 0  T R A P  1 9 6 :F P 1 S i 2 , 2 1 = 5 T P 5 I E K 1 :C L O S E  W I

:7 -G r o r m a t t i n g . . . .  3E015(1 ,33 ;10TO 2 5
4 , 2 1 1 , 0 , 0 , F N S C I , 3 ) : O P E N  1 1 1 , 4 , 0 , " K : " : R E T

URN

PM 9 9 8  C L O S E  W I : O P E N  1 * 1 . 4 , 0 , " K : " : ?

p e c t e d  e r r o r  8 * " ; P E E K ( 1 9 5 ) ; " .

H i t  a n y  k e y  t o  c o n t i n u e . “ ;

ED  9 9 9  G E T  2 1 1 , 1 I 7  " D " ; : G O T O  W i e

M i  1 0 0 0  P O S I T I O N  3 , 2 I : ?  . 1 3  M I K E S  M o v e

M A M E )  S e l e c t " ;  :R E T U R N

TH 2 0 0 0  B I N S "   " : B I N = P E E K 2

1 0 0 2 ) : 1 = 1 2 8 : T = 8

CO 7 0 1 0  I F  B I N > = I  T H E N  B I N S ( T * 2 , T * 2 ) * " !

B I N = B I N
-
IAD 2 9 2 0  T > 0  T H E N  2 0 1 0

AJ 2 0 3 0  R E T U R N

R ET U R N

•



1 THE ACCESSORY SHOP
ISSUE 5 1

SERIOUS
SOFTWARE
NEW!

DISK
ONLY

DISK
ONLY

CASSETTES

MICROSOFT BASIC
‘Ikrosoft Basic II is now sold out but you can sal
practice prugramming in the standard Basic if you have a
disk Mike. Microsoft Basic is ideal is yinj want to consert
programs From other machines as it contains many of the
cal lllll ands that are missing from Atari Basle. You'll lie
able to share ihe creation of programs with other comp.
ter owning friends and mashe isle in and adapt listings
written oil caber computer
s
.Recommended price ,19.95
OUR PRICE E5.95

PRINT SHOP GRAPHICS
The official PRINT SHOP Graphics Library
- c o m p r i s -es three separate disks each with 120 graphics and a
printed out reference guide of the new Icons. Disk I
cosers Holiday., Special Occasions. Sports and more.
Disk 3 covers Business, Symbols, Mythology and
others. ONLY No,t, I  and 3 NOVS' AVAILABLE.Th-
ese are all lop quality graphics In the original Brode-
rhund Print Shop packaging.

Original Price .112.99 each
OUR PRICE E4.95 each

SPECIAL • BUY BOTH FOR JUST 1195!

INVITATION TO PROGRAMMING
THREE PACKAGE OFFER!

assette owes wishing in learn Baste programming bane nen er
had ii so i i i
!  
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an M I M I ,  we are ininn able I t  nrier the full three part bin amino.
I o P rogramming series comprising F I V E . . . d i e s  and two

workbooks. The series covers Fundamentals. Wr iting I  out
I two Programs and an iniroducilue ia samat and riraph
V. ith these actual. on•screen, examples sour programming
hooks will c o w  aline and not. will in. wr iting !owe ow u
program% in no lime. S tart to program MP" a t oor  bargain
price!
Original Price £32.97
OUR PRICE C5_00

ROM
CARTRIDGE

TELELINK
The simplest in use coiums package ever available,
just plug it in and got rellelink is a bask, no frills.
communications program thai will base 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 Sera ices. Optional dump of buf-
fer to a printer. The most bask of facililies but the
simplest and quickesi to use comms program avail-
able.

Original Price £14.95
OUR PRICE E4.00

This issue we continue the more serious software and also have some
games software at very special prices detailed on the inside front cover
and in the following pages. Some items previously advertised are now
sold out but there are still a selection of word processors for you to
choose, from the most simple to the most complex - the choice is yours.
Also there is one comms packages left and lots of educational titles. As
always we are able to offer these items at considerably less than the
recommended price so check through these pages.

MASTERTYPE
Now anyone can learn to type whilst playing a challenging
game. Maslertype was one of the original 'game based'
lyping tutors which requires you tit lap enemy words as
they appruach from the four corners of the screen. But it
not really a game far, hefore 'WI realise it. yuu
become quite proficient on the keyboard as you progress
through IS kssons of increasing complexity.

Recommended price £14.95
OUR PRICE C2_95

NEW!

ROM
CARTRIDGE

BASIC COMPILER
Compile your Bask programs into 0502 machine
code! Unlike other compilers w
h i c h  r e q u i r e  
a  
s e p a r a t c

run-time program the Datasoft Basic Compiler cre-
ates stand alone programs in machine code with the
added benefit of also creating assembler files that can
be used with other Assembler programs. Could be an
ideal way to learn Assenibler. just write a routine in
Basic. compile it and Muds
- t h e  s a m e  
r o u t i n e  
i n

Assembler!

Original Pricet29.95
OUR PRICE E4.95

Ca P I M A
.a.a='
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DISK
ONLY

LETTER WIZARD
For tiowe who need a little more sophistication in a
word processor. Letter Wizard gives you all i t the
basic features you would expect plus mail merge,
prini of selected pages. headers and footers, automatic
page numbering and a whole host more print format-
ting styles. Although set up for Epson compatible
printers or the NEC 8023, control codes can be ,.en
direct to the printer. Comes with an CIPsy to learn and
use manual plus a handy Quick Reference card.

Original Price E19.95
OUR PRICE E8.95 DISK

ONLY

TEXT WIZARD
If sou don't need a ser, powerful word processor hut
still want to use your Atari In help with producing
wHiten docurnenis Text Witard could he the answer.
A simple to use and easy to learn word processor that
has ihe basic features such as search and replace,
mine and duplicate lest arid straighiforward print
G i l
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print commands are set for Epson c  p r i n .
ter'.. Text Wirard will gel you printing without getting
you confused.

Original Price 129.95
OUR PRICE E7.95 DISK

ONLY
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99p C A S S E T T E  S P E C I A L S
NEW!

NEW!

STATISTICS
A general statistical program in which you
enter your data to discover various statistics
including, mean, mode, median, standard de-
viation, variants, skewness, kurlois and root
mean square. Data can be altered and saved.
Ideal for  schoolwork or  study.

CASSETTE O U R  PRICE JUST 99p!
ONLY

STATES AND
CAPITALS
Learn the get graph'. of the United States with
this program which draws outline maps of each
of the States and asks you to identify it and its
capital. Useful for school geography anti for
anyone interested in the USA.

CAS S E TTE ONLY O U R  PRICE JUST 99p!

SCRAM
A nuclear power plant simulation in which you must
learn to operate the plant under normal and emergere
cy conditkms_ The program trains you in the opera.
don of the plant and then tests you with a qualifying
exam in the form of a game Once you are in charge
you will fi nd earthquakes breaking components anti
you will have to rind the hest way to repair the
installation and keep it g g  to avoid meltdown

OUR PRICE JUST 99p!

KINGDOM
Do you hose what it takes to rule a country? This
simulation puts you in charge of a small agricultural
kingdom in which you must determine the farming
strategy for the long term benefit of the community.
Fatastrophes befall the people and the craps, and you
must determine how best to regulate the buying,
selling and planting of crops. I f  successful you will he
re-elected but how long can you survive?

OUR PRICE JUST 99p!

NEW!

SCRAM

CAS S E TTE
ONLY

NEW!

CAS S E TTE
ONLY
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Published price (7.95
OUR PRICE OM

Books fo r she Ata ri lt•issi computers .Jie  now beemning
eery d it jleah to obtain with  almost a ll the Compote!
silks M.,*  out o f  print so a r t  ve ry pleased to bare
been able to secure a supply o f  .sonte o f  the early lir it isb
books coverink the XL AU  range. fl a n ' : be put o f f  by the
low priers,  we are ante passing along the enormous
sa rin
d
s,  
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brond new and most are sh rin k wrapped so you .1 1  find
them o l top quality- l f  you are interested in  program-
ming with your Ata ri almost a ll o f  these books s i l l  help
in stone may and at the ir petrel you can afford us
experiment!

Please note that because or  the h igh c os t o f pos ting
books  orders  wi l l  only  be ac c epted i t  the M OO

pottage  c har ge s hown on our  or der  t o m  is  inc luded

THE 130XE HANDBOOK
A p r o g r a  l l l l l  Ong book  w h i c h  covers  n o t  on ly  th y  toac h ine
m entioned i n  i ts  t i t l e  ta i l  a ls o th e  ifi ltXF.. R N A '  a n d
ta l l i e r  m odels . t h e  book  w i l l  tak e  y ou  h o r n  the  fi r s t
steps in  p r o g r a m m i n g  u p  to  w r i t i n g  w a n t.  M r ool lA r r d
pr ogr am * . th i e  c hap te r  is  d im m ed to  the  vaanal c apab i l i -
ties  o f  the X l...0(F. w i th  debuts  o f th e  s ound c h i  i t s e l f
a l l ow ing  y ou  to  c r eole m or e  s ounds  th a n  is  no r m a l l y
poss ible w i th  I l a n ,  1-m ir  c hapter s  c os er  gr aphic s  inc lud-
ing i)1splay  L i s t  p r o g r a m m i n g . P lay er  M i s s i k  t r o p h i e s
and r edefi n ing  charac ters_ I t e m  ar e ex tens iv e app i th -
dices c ov er ing Bas ic  c om m ands . E r r o r  m aim , s ound a n d
gr aphic s  r eferences  a n d  n o r th  m or e . A n  idea l  c om pan ion
For nov ic e a n d  i n te r m ed ia te  p r ogr am m er s .

rublith,4 pritr 1s.95
OUR PRICE f2•00

MICRO ENQUIRER
A l a r g e  fo r m a t h i m k  th a t  covers  th e  w o r l d  o f  m ic r os  i n
gener al w i th  s om e is pec ilk  A ta r i  s ec tions . • Il i e  hook
r On ta in
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hom e c o m p u ti n g  and is  ideal  fo r  thos e w h i t  ar e r ec ent
c onv er ts  o r  w h o  w a n t  i n  ex pand th e i r  gener al  k now ledge
o f  c om puter s . I t  covers  a l l  s or ts  rot topic s  i nc l ud i ng
language*, b u l l e t i n  boar ds , ' A D .  D a ta  P rocess ing, l i r i n
te r ,. A r t i fi c i a l  In te l l igenc e and  m uc h  m o r e  T h e i r  a r e  a
few A ta r i  spec ifi c  p r ogr am s  to  i l l us tr a te  v ar ious  c onc epts
Ito ! gener a l ly  i b i s  hook  w i l l  N M I  a  need to  Is s n o r e
s hout th e  w o r l d  c o m p u t i n g  in  e m e r i t i  La r ge  M o r ta l
w i th  ov er  ISM pages .

EASY PROGRAMMING
FOR YOUR ATARI MICRO
This  book  w e n t m i l  o f  p r i n t 3  y ear s  ago  and  w e  hav e
been s e a r s
-
M u g  
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absolidels  d e l i g h te d  to  hav e fo u n d  m or e  s toc k s  o f  one o f
the lam t b e g i n n e r s  hook s  ev er  pub l i s hed . Ov e r  th e  pas t
c ouple o r  years  whenes m  s om eone has  phoned  fo r  a
beginner s  hook  o n  p r o g r a m m i n g  w e  hos e adv is ed th e n  to
tr y  a n d  fi n d  a  second h a n d  c opy  o f  th is  book  •  n o w  y o u
can hay  i t  o n te  aga in , b r a n d  n e w ! B y  th e  end o f  th i s
book  y o u ' l l  he  w r i t i n g  y ou r  o w n  p r o g r a m ,.  i nc l ud ing
those w i th  fu l l  g r aph ic s  and  s ound . OUR PRICE E5.95

ATARI ADVENTURES
A n etheihm il  hook  w r i t te n  b y  adv en tu r e  es -per t Tony
Br idges  c ov er ing adv entur es  in  gener a l  a n d  s how ing  how
you c an w r i te  y o u r  o w n  a th e n te r e *  o n  the  A ta r i .  Th i s
hook  has  i n  fa c t fo r m e d  the  tor t.1, fo r  s om e o f  the
m is t- M ar e l is tings  th a t  t o o
,  h e w n  
p u b l i s h e d  
i n  
P A t i E  
6 ,

l i m y  w i l l  l ak e  y ou  th r o u g h  es am ples  DI c om m er c ia l
adv entur es  w i t h  lo ts  o f  h m k i p  o i led to  a l l  d i f fe r e n t l) dr - "
,o f  ads entur e  a n d  th e n  s how s o u  h i m  a l l  thes e ideas  r a n
he p u t  toge the r  i n  y o u r  wer
.
k  o w n  
a d i e n t u r e .  
T h e r e  
i s  
I I

play able a d s e n tu r e  l i s ting  c al led Th e  E y e o f  I l e  M a r
Wa r r i o r  to  s how y o u  j u s t h o w  i t  a l l  Cones  toge ther .
E v er y th ing y ou  need to  k n o w  to  w r i te  y ou r  fi r s t adv en-
tur e .

I f  v im  a r e  fed  u p  w i th  s im ple  ar c ade s ty le gam es  b u t  a r c
not s ur e o f  the  m aths  r equ i r ed  i n  w r i t i n g  ' th i n k i n g '
games l i k e  chess her e is  a  book  th a t  w i l l  h e l p  s on  i n i t .  T o
wr i te  gam es  o f  M r ategy  r equ i r es  n i t  m i l s  l e d g e  Of
postgro •  i g  h u t  a ls o o f  c er ta in m a them a ti c a l  a n d  c od-
ing tec hniques . Th i s  book  is  p i tc hed  a t  a n  i n te r m e d i a te
level, tr owe l i ng  th a t  y ou  a l r eady  k n o w  s onic  A ta r i  B as ic .
M ac hine c ode p r og r am m er s  a r e  als o c ater ed fo r  w i th
many  h i n ts  on  h i m  t o  l l l l l  dir* th e  r ou tines . Th e  hook
covers the  p r o g r a m m i n g  Ilhv or y  b e h i n d  i n te l l i gen t gam es
tiefor e m ov ing  on  to  p . m  tic al eseamples o f  s e tti ng  u p  a
chess b o a r d , m oo ing  M e th ,  and  MAN i nu th r o u g h  I  l i t r e
ASV s am ple gam e*  fo r  d r a u g h t* ,  chess and  t i th e r  s tr ategy
games.

Published price IMPSOUR PRICE E1,50

WRITING STRATEGY GAMES 7
r
u
2
r m o g
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Published price t5.95
OUR PRICE E1.50
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N E W!

DISK
ONLY

LAPIS PHILOSOPHORIN
One of the best graphic adventures released on the
Atari NA hich is suitable for all abilities. A mystical

adventure set in a small country in which the Kingstep owl has poisoned the King to gain the throne.
The Magicians have failed to cure the dying King but
can sou? You will need to rind the philosopher's stone
among I43 different screens and alIh seen possible
solutions.

Original Price 19_95
OUR PRICE E1.99

DISK OR
CASSETTE

JUGGLES RAINBOW
A fi rst computer learning esperience for children
aged 3 to b that teaches the concepts of abine,
left and right plus letter recognition allowing the child
to enjoy learning with colours and music and games
they can create and play themsels es.

OUR PRICE E5.95
NOW ALSO ON DISK!

SKYWRITER
Help your children learn lino to create complex
words with a fun game that will keep them happy
while they learn. A two syllable word is gay en and the
child has to recreate that word from its parts which
float across the screen on clouds. A simple concept
but one which teaches in an interesting way. Suitable
Fur ages 5 upwards.

Original Pricef12.99
OUR PRICE E4.95

NEW!
ROM

CARTRIDGE

JUGGLES HOUSE
Another for 3 to 6 year olds teaching the concepts of
inside. outside, upper and lower with Juggles Mum,.
and Toyshell. each game also includes 41 • playground'
where children can try  out these new ideas for them-
sely es,

OUR PRICE E5.95
SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST 0.95

CASSETTE
ONLY

CAWROLS Of MARS

ATKRI
DISK
ONLY

1
.
7 
a
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a

DISK
ONLY

CAVERNS OF MARS
Winner of one of the fi rst Atari programming com-
petitions, this was one of  the fi rst vertical scrollers
and remains a much sought alter original game.
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pkking up fuel. Highly playable and addictive, only
one or two hase made it to the bottom of the cavern
to dis t
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LAST FEW WITHOUT BOX BUT WITH FULL
ORIGINAL MANUAL LOWER PRICE
OUR PRICE E4.95

TIME and MAGIK
Uhree of Level 9's Famous adventures in one
package, This includes LORDS OF TIME,
RED MOON and THE PRICE OE MAGI K to
give you mans hours of puzzle solving and
exploration of the unique worlds created 1)
Level 9. MI  these games have received top
reviews. Now you can try them at a very
special price

Originallyil 1.95
OUR PRICE E5.95

DISK
ONLY

SILENT BUTLER
The all round personal finance planner that keeps
track of three bank amounts, maintains income re-
cords, reminds you of birthdays, anniversaries and
Important dates and generally keeps you up to date
on y nor Financial status.

OUR PRICE E6•95

TOUCH TYPING
Everyone oho uses a t p u le s  needs to brush up on
their typing and now you can learn it i type like a
professional typist with this complete M i n
-
M I . 1   ' I I
Typing presents a self paced method of learning by
letting you practice typing letters. sentences and para-
graphs. The c p u l e r  determines words per minute,
h e r o f errorsandy ourweakpoints.Random
sentences are generated to drill you in those areas.
Contains two cassettes and instruction manual.

Previously £19.95.
OUR PRICE E4.95 CASSErrE

ONLY

TYPO ATTACK
A typing trainer based on the Space Insaders concept
In ohich you hone up your typing skills by blasting
Falling letters. An enjoyable was to learn that will
quickly enable you to recognise the keys without
haying to look at the keyboard.

Normally .02.95
OUR PRICE E6.95 ROM

CARTRIDGE

•••••

MUSIC PAINTER
kin exciting educational program that helps to teach
music by using odours instead of notes. Change the
fifteen supplied songs to feature different ins trument,
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
sour own great music. Children or adults alike will
get great satisfaction from being able to create their
cry own music.

OUR PRICE E7.95 DISK
ONLY
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9cetateit Seeectioa
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!

PLANETARIUM BACK IN STOCK!
Lin or education? Both really in this I  's!eist,oling look at the heas ens! 41s er 1200

stars. 88 constellations, the solar system and more than 300 deep-ski objects arc
depicted in this program that allows you to siew the universe, You can make
stellar and planetary maps, study eclipses, learn about latitude and longitude
and much more.

1050 DRI VE O NLY  N o r m a l l y f 1 6 . 9 5
Please state when ordering it
you hawe a US Doubler fitted O U R  P R I C E  E  6  9 5

KABOOM
Challenge the Mad Bomber as he tries to bomb you omit of sight. Can you catch
his bombs and dowse them in time? Or would you like to he the Mad Bomber
and try  to flatten one of your friends? Lots of excitement for one or two players
in this addictive arcade game that won awards fur Best !Audio and Visual Effects
when it was fi rst released. Simple yet addictive.

CARTRI DG E   139  O U R  P R I C E  E 2 . 9 5

NEW!

ATARI SMASH HITS 7 NEW!
Ibis is incredible! EOLR of the best games for the Atari in one pack at the
amazingly low price of just Vika. Are these sub quality games? No sir! Not will
Colossus Chess 3.0, Electraglide. Blue bias and Alley Cat as the selection. any
one of which would be a bargain at £2.99 but you get all four! Von had better
hurry!

Recommended price 1'14.95
DISK

ONLY SPECIAL PRICE E2.99

SCREEN DUMP 1020 NEW!
Owners of the 1020 printer/plotter will he delighted with this utility  which has

been unavailable for a long time. Now AtariArtis t pk lures can be dumped to
your 1020 in Ft  1,1. CO WL R. Just boot up the tape, select your lasourite
picture and lel the software do the rest.

CASSETTE ONLY

Originally t 14.95 OUR PRICE JUST E2.95

HOME FILING MANAGER/PAY OFF
DISK O N L Y

*the Home Filing Manager record keeping system that simulates index cards on
your Mari.  keeps track of almost anything together with The Pay-Off Adventure
• your chance to sample an adsenture in classic style. This two disk set also
includes t o p  class graphics demos.

SPECIAL PRICE - ONLY (1

MACRO ASSEMBLER
I he Macro Assembler will allow you to create your own machine language
games and applications five times faster than with the Assembler Editor
cartridge and it can assemble as many as 1600 symbol defi nitions with not limit
on program size. You can duplicate code, optionally assemble code and modu-
Wise your program. A Program-Text Editor is included.

Normally £19.95DISKONLY O U R  PRICE E7-95

TAIL OF BETA LYRAE NEW PRICE
Our A-Z of Atari Software series says "The ultimate 'Scramble' clone with
superb graphics and music. This humdinger of a horizontal!) scrolling shoot
'ern up was written bs Philip Price, and the music was hi 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 lop arcade games of all time. Gise
your eyes, ears and reactions an unforgettable treat!

Original Price E7.95
DI SKOR CASSETTE OUR PRICE E"I.99

RIVER RAID NEW!
Ibis hest-selling, all out battle ads enture from Aclivision will have your palms
sweating as you fly up riser I b i n g  enemy bridges. asooiding lethal choppers
and hot air balloons. Can you survive far enough up riser to discloser its secret?
Few can, Nuss this 1 or 2 player game can he yours at the lowest eser price.
Bombs away!

RO M
CARTRI DG E

Recommended price £12.95
OUR PRICE £3.95

ZAXXON
One of the all time dossics for the Atari, b iomil set new standards when fi rst
issued and was copied many times. Pilot your craft across the unique 3
dimensional battlefi eld shooting enemy fuel tanks. anti•aircraft tanks and mis-
siles before launching off through space for the ultimate conflict with a mighty
rabid - few have got this far! laxxon. often copied. never bettered and NEVER
at this incredibly low price!

RRP 17.95 casslf9.95 disk
DISKOR CASSETTE OUR PRICE E2.99

NEW!

TIME WISE REDUCED PRICE
fly not use your Atari as an electronic diary? .
i fi r r o v a  l o w  
a l l o w s  
y o u  t o  
k e e p

track of all your appointments and important dates on a daily. monthly or
yearly basis. Now you can dispense with your diary and let sour Atari do the
work, I f  you have a printer Timewise allows you to print out the information in
a variety of ways.

DI SK
O NLY

Originallyi22.99
OUR PRICE E3.95

PROOFREADER
I:sers of  Marks riter will he delighted with this, the long lost spelling checker for
the Alarissriter cartridge! Proofreader may he loaded alongside Atioriwriter to
give you instant access to a dictionary of 36.000 words. IF that is not enough you
Clin add sour own words as you go. Errors are highlighted on screen for
correction, unusual words can be saved and you can look up spellings.

DISK
O NLY OUR PRICE E5.95

BASIC CARTRIDGE
Why would you V..1111i a Basic r .artridgc when Rasic is already built  in to your
!machine? Well some programs, especially some early public domain programs
won't run on the XLIO,  but they will if  you plug in the old version of Basic.
Much more cons enient than haying to boot in the old Basic I   d i s k  and, at
this price. worth having just as a backup.
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PIRATE ADVENTURE
"To hit ho and a  bottle  of  rum .., "• ou•1 1  meet up with  the  pira te  and his da ffy
bird along with ma ny strange sights a l you attempt to go erom your London fla t
to Treasure  Island. ca n  you recover Long ,Iltihro Sits er's lost treasures? Ha ppy
sailing matey. Scott Ada ms Gra phic Adve nture  rt2 brings you a  superb Begin-
ner's level adyentore complete with gra phics and ide a l roe a ll ages

Original price 119.95
OUR PRICE E7.95D I S K

O N L Y

HARDBALL
American le a gue  ba ,eha ll ill Ws ve ry best. A highly regarded game -  cheek out

the re% le% in  Issue 45 ' T U E  best sports reilliUhli 11111 on the Ata ri' . Look over the
pitcher,  st I c i e r  as he throws the ba ll to the  wa iting t rio  of  batter. catcher and
umpire . in  H a rd  M ill you can hit,  run,  stea l. blunt and dive . change the fie lders
and t in  e •e ry thing you can do in the  rea l game. For one or two players.

Normally .114.95
OUR PRICE E7.95R O M

C A R T R I D G E

STAR RAIDERS II
Disk ye rsion o f  this follow up  to the greatest computer game. Your mission is to
pilot the  hottest fighte r In the  ga laxy -  the  Libe rty Sta r -  to destroy the  entire
',Otto M a ste r Force . Vo u r weapons a re  Pu lse  Lasers, Ion (  •annons and Surface
Star Bursts,  Wa rp  between two systems, protecting frie ndly ha w, . whilst drop-
ping Sta r Bursts on the  enemy, M ore  great action in  Sta r Raiders fashion.

Normally •e14.95
OUR PRICE E5.95D I S K

JOUST
Nut your he lowi and hoist your lance and climb aboard a n ostrich In this
unusual a rcade game! Do b a t ik with the  e vil Buzza rd Ride rs in deep space.
Pterodactyls to the  right o r you. a lien eggs to the  left,  you mud le a rn to fly so
that you won't die  sip sirs f a r from home. All  the  arcade th rill,  I rrr one or two
players.

R O M
C A R T R I D G E

Normally112.95
OUR PRICE E6.95

BALLBLAZER
Another from Luca stilm,  this lop qua lity split  screen game lakes place in a
games arena of  the future_ Note a re  strapped Otto a  le ttioloil h o ve rcra f t
-
like
Yehicie that skims ove r the surface of the play field a t 34) metres per second. •the
object is simple ,  just release your %%%%% rh through your •ppone nt's goal. rwt e
player si I t a n e m is play with first  person perspeetive for both pla ye rs.

Normally £14.95
R O MCARTRIDGE O U R  PRICE E6.95

STAR RAIDERS 2
The origina l Sta r Ra iders is updated with  lo it e r gra phic,  and sound. Your Job
Is to clear each sector whilst ensuring that the  enemy do not ove rrun planets In
another pa rt of  the' ga laxy. I t  w ill take  skill in  de riding which sector to wa rp to,
can you a fford to cle a r
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return la te r! A  great follow up to an a ll t ime  classic.

Normally £14.95
OUR PRICE E6.95R O M

C A R T R I D G E

TENNIS
t treat sports fun either against the cal-nattier nr another player. singles or doublet. Foreloinds
and backhands. drily iog approach shots angled volleys. overhead Sin il
,
1 1 1 ,  a n d  t r i r k y  l a b s  
•

they are a ll here. You control your position on the court and where you want to hit thr
lire electronic scoreboard dis pkys the resales All the action without the sweat!

R O M
C A R T R I D G E

Normally 112.95
OUR PRICE E6.95

FIGHT NIGHT

Normally E14.95

BACK IN STOCK!
Fight sig h t  brings you a ll the thrills tot the hosing ring as you face I lse  o f  the
MEM bruta l lighte rs ever. IL,  the  separate battles a re  tota l wa r with relentless
action. The  Hosing (1•111411ruclitits Sri a llow N y
o u  a n d  y o u r  
o p p o n e n t  
t o  
c r e a t e

your own perfect boxers,  selecting stamina, inte llect and style . Step into the ring
to pit your perfect boxer against the c p u t t e r  or another opponent. 112 players.

R O MCARTRIDGE O U R  PRICE E7.95

STRANGE ODYSSEY
1
i.i 
t
h
e 
g
a
l
a
x
y
'
s 
r
i
m
,  
t
h
e
r
e 
a
r
e 
r
e
w
a
r
d
s 
a
p
l
e
n
t
y 
i
n 
h
e 
h
a
r
v
e
s
t
e
d 
f
r
o
m 
a 
l
o
n
g
-
d
e
.
t
i
l

alien civilica t•  l a b u t o u s  treasures a d s  tinted technologies fa r beyond human
ken A l l  ib is and 44444 re awa its ih r bras e ga la rilr .tche nture r. But will you hi-
able to recover the  wealth and re turn home? Prepare  yourse lf for a  Strange
odyssey! Scott Ada ms teraphk- Atlye nture  Net is a Moderate  level adventure

Original price £19.95
OUR PRICE E7.95D I S K

O N L Y

GALAXIAN
.Anolher  a r c a de  eons ersblo th a t r e ta ins  a l l  o f  the  itddie tiveness  o f the  or igina l
and st ill stands as one o f  the a ll lime  classics. Bla st the  galaxians as they advance
in formatitin and peel off  to a tta ck. Wit h  one or two players and I n  skill leve ls
y ou' l l  he  e nte r ta ine d fo r  a  long l im e .  Inc lude s  a n easy o p ti o n  fo r  be ginne r s .

R O M
C A R T R I D G E

Normally 112.95
OUR PRICE E6.95

U.S. FOOTBALL
American Footba ll is now a  big craze  in this country and you can now pla y a t
home. Outsma rt the  defence. pass with amazing a ccura cy. run with speed and
agility,  make  tackles,  select oftenshe  and defensive pla ys and 4 4  re. Vo u  can
take on the computer in  a  practice  game or challenge a  friend to  a dra ma tic
video howl game of  your own in  a  packed st t t d io
m . .
1
1 1 1  t h e  t h r i l l s  
o f  t h e  
g r i d i r o n .

Normally 112.95
R O M

C A R T R I D G E S O L D  O U T

SOLD OUT

RESCUE ON FRACTALUS
Ask old hands u h a l stas one of  the best games ever for the  Ata ri and a  good
proportion o f  them will say Rescue on Fractalus_ This game from trica sfi lm sed
new standards in   p u l e r  games slim! • •  a  spine  night simula tor with a
rescue mission. Super,  ever changing, 3-1) scenery a s you I ly through the
mountains to hind on the planet and rescue stranded pilots,

Normally 114.95
OUR PRICE E6.95R O M

C A R T R I D G E

SUPER BREAKOUT
Breakout was the origina l simple- ye i tota lly a ddictive  game and this enhanced
version w i l l  peas  ide even l l l l l  re acidic- list fu n .  S evera l v a r ia tions  on th e  basic
the m e  a r e  a v a i la ble  fo r  one  to  fo u r  pla y e r s  l o p  to  B on the  4007100 !L N O T E  tha t
this g•  r e i p t i r e s  paddle controlle rs.

R O M
C A R T R I D G E

Normally £9.95
OUR PRICE £3.95

LODE RUNNER
ts h e r  classic, pe r ha ps  the  best o f  a ll p l a tfo r m  games . Y o u  a r e  a  highly  tr a i n e d
1;alactic c m a n d o  deep in enemy te rritory. Your mission is to infiltra te  a ll 75
or the enemy 's sohterranean leve ls to recover every last piece of gold. You a re
equipped with a  laser d rill pistol but you 'll need cunning,  speed and a gility.
Lode Rattner includes a  unique e stra  that a llows you to create ',PM' os.n 111%.

R O M
C A R T R I D G E

Normally £14.95
OUR PRICE E7.95

ONE ON ONE
Play basketball with  two ot Ame rica 's top pia_  i n  this great sports s• ! a n o n
whic h fe a tur e s  r e a lis tic  offe ns is e  a nd de fe ns iv e   e s .  fa tigue  fa c tor s .  hot
streaks, a  shot clock,  even Instant repas a nd a  shattering backboard! L ike  the
game o f  basketball itse lf. One-on-One re wa rds you for pla sing o ith  , o u r head
as we l l  tis  y our  ha nds .

R O M
C A R T R I D G E

Normally 114.95
OUR PRICE E6.95

DESERT FALCON
sersion o f  the-  classic B lue  M o s  th a t tinds  y ou II!.  lug ,ht•ri 1%, I  he deser t I n d i a n a

.10nes style  searching for hie roglyphics hidden in  lin . de srri sands. Yin ; nre d to
survive  long enough to destroy the  howling Sphinx. [ b e  longer yOU taws he  and
the furthe r you proceed, the more  perilous your mission lorunrors• IF you destroy
the Sphinx you gel to gain the  bonus round for even higher l l l  ll is Four leve ls.

Normallye14.95R O MCARTRIDGE O U R  PRICE E7.95
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Name

99p
Qty.

C A S S E T T E S
Tree Price Total

Tata,

KINGDOM SOLD OUT

E19,95

SCRAM E 0.99
E 4.95

E19.95

STATES & CAPITALS E 0.99
t 1,00

E14.95

STATISTICS t 0.99

E 5.00
TotalGALAXIAN

Qty.

GAMES SOFTWARE
nue Price Total

Tata,

ATARI SMASH HITS 7 SOLD OUT

E19,95

BALLBLAZER E 6.95
E 4.95

E19.95

CAVERNS OF MARS E 6.95
t 1,00

E14.95

DESERT FALCON E 7.95

E 5.00

E 6.95

GALAXIAN E 6.95

E 5.95

TOTAL

HARDBALL E 7.95

E 5.95

FIGHT NIGHT E 7.95

E 9.95

JOUST E 6.95

E 5,95

KABOOM E 2.95

E 8.95

LAPIS PHILOSOPHORUM E 1.99

E 7.95

LODE RUNNER E 7.95

E 2.95

MAXWELLS DEMON E 1.99

E 5.95

MR ROBOT- CASS E1.99

E 7.95

MR ROBOT • DISK E 1.99

E 6.95

ONE ON ONE E 6.95

t 4.95

PIRATE ADVENTURE E 7.95

t 4.95

RIVER RAID E 3.95

E 8.95

RESCUE ON FRACTULAS E 6,95

E 5.95

STAR RAIDERS 2 E 6.95

E 2.95

STAR RAIDERS II (DISK) E 5.95

E 4.95

STRANGE ODYSSEY E 7.95

t 6,95

SUPER BREAKOUT E 3.95

E 4.00

TAIL BETA LYRAE - CASS E 1.99

E 7.95

TAIL BETA LYRAE • DISK E 1.99

E 3.95

TENNIS E 6.95

E 4.95

THE COUNT SOLD OUT

E 6.95

ZAXXON • CASS E 2.99
ZAXXON • DISK E 2.99

Total

Oty.

SERIOUS SOFTWARE
Title Puce Total

Tata,

BASIC CARTRIDGE E 3.95

E19,95

BASIC COMPILER E 4.95

E19.95

NOME RUNG MAN. PAY OFF t 1,00

E14.95

Total

INV TO PROGRAMMING E 5.00

E 6.95

JUGGLES HOUSE E 5.95

TOTAL

JUGGLES RAINBOW E 5.95
JUGGLES RAINBOW HOUSE E 9.95
JUGGLES RAINBOW - DISK E 5,95
LETTER WIZARD E 8.95
MACRO ASSEMBLER E 7.95
MASTERTYPE E 2.95
MICROSOFT BASIC E 5.95
MUSIC PAINTER E 7.95
PLANETARIUM E 6.95
PRINT SHOP GRAPHICS 1 t 4.95
PRINT SHOP GRAPHICS 3 t 4.95
PRINT SHOP (BOTH) E 8.95
PROOFREADER E 5.95
SCREEN DUMP 1020 E 2.95
SKYWRITER E 4.95
SILENT BUTLER t 6,95
TELELINK E 4.00
TEXT WIZARD E 7.95
TIMEWISE E 3.95
TOUCH TYPING E 4.95
TYPO ATTACK E 6.95

Total

City_

PUBLIC DOMAIN
Title

ETC.
Pr e Total

Tata,

ISSUE 51 DISK E 2.95

E19,95

HIT REFERENCE GUIDE E 6.95

E19.95

TURBO BASIC E 3.95

E14.95

Total

ATARI ADVENTURES

PAGE 6 SOFTWARE
All on disk unless shown

Oty. Tilte Price Tata,

EASY PROGRAMMING

TRANSDISK IV E19,95

THE 130XE HANDBOOK

TARITALK E19.95

' MICRO ENQUIRER

MINI OFFICE II E14.95

ATARI ADVENTURES

SPELL ME - Disk E 6.95
Total

Qty.

BOOKS
Tree Price Totai
EASY PROGRAMMING ' E5.95
THE 130XE HANDBOOK E3.00
' MICRO ENQUIRER E2.00
ATARI ADVENTURES E1.50

El 50WRITING STRATEGY GAMES •I
TOTAL

Address

O R D E R  F O R M
A L L I T E M S  F O R  X L / X E

TELEPHONE ORDERS 0785 213928

E L I M  I  L E I  EILIET1 El
Expiry date: D E I  E H

F R E E  N I B B L E R  -
IF ORDER TOTALS r10 or more (ex, postage)
DISK ONLY- TICK IF REQUIRED T 1

TOTALS
Software
Books
Post and Packing on above E  1 . 0 0
Public Domain
PAGE 6 Software
Total

Most goods will be despatched withM a few days but please allow up to 28 days for
delivery - Pease feel free to copy tins form if you do not wish to cut the magazine

D I enclosecheque/P.O.f o r E

n  I  authorise you to debit my credit card

E l VISAOA C C E S S DEUROCARDOMASTERCARD

M y cardnumberis : rn
Total Order E

OVERSEAS postage PLUS 1 5
1
%  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 F A X :  0785 54355
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DISNEY SOFTWARE
- some great looking
graphics but do the games
live up to their visual appeal?
Turn the page and check out
these and other educational
programs for your ST

NEWS WHAT NEWS?
Checking through the usual pile of press releases we were
surprised to find n o  press releases! Well, none of great
interest. The new releases mentioned in the computer trade
papers seem to be getting fewer and fewer, does this mean
that the ST is going down the path that Atari have taken in
the past or is this just a temporary aberration? Meanwhile
thanks to John Sweeney for the following snippet on a new
version of Tetris released by Infogrames.
Infogrames have acquired the rights to TETRIS and have
released a new version of the game at 119.99. Completely
new sound and graphics, much better response to the
controls, more challenge as it is 50% faster than the
original and an option to start with random tiles at the
bottom of the well to make life even harder for yourself!

CHUCK ROCK CHEATS
As promised in the review last issue here are some cheats
for this great game courtesy of John Sweeney. If you are
stuck then read on and play on!
On the title screen (second diskette) type TURN FRAME
(lower case, but with the space) then press the fire button.
Now when you get to the game you can press 1-5 to select
which level you want to see. Other cheats: if you press ESC
to return to the title screen you can also enter MORTIMER
(activates F1-F5 as zone select within current level) or
UNCLE SAMS (to get infinite energy).

Top to bottom
MICKEY'S RUNAWAY ZOO
DONALD'S ALPHABET CHASE
G o o k
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been ar ound a while
now, but  seem to

have been keeping a fairly low
profile. Perhaps that's chang-
ing though,  as they recently
sent me TEN of their products
For review. Unfor tunately I just
don't have the space here to do
a full review of each one, but I
do want to mention them all so
I've compromised by providing
a brief description plus my
overall opinion of each.
All the programs r un on a

520ST/ STE in low resolution,
except the odd one which requires
medium resolution. Each program is
supplied on one single-sided disk.
accompanied by a small instruction
manual .  These manuals are very dis-
appointing - they concentrate purely on
program operation, providing virtually no
guidance on how to exploit the educa-
tional aspects of the programs and hence
get maximum benefit from them. Most
don't even tell you the program's purpose
- and in the case of the first three de-
scribed below it's not immediately
obvious what that is, because of their
rat her specialised nat ure

SPRINTER (X29.95) - a very un-
usual  and specialised program aimed at
students involved in fabric design. It's
basically a pattern generator and can
load a DEGAS Pll  format picture, cut a
square block from any part of it t he n
replicate this in a regular  pattern all over
the screen. Horizontal  or vertical offsets
can be applied to shift the relative block
positions, or  you can manual ly ''rubber
stamp" the block anywhere you want on
the screen. There's also a simple drawing
facility so you can alter the block's con-
tents first. When complete. your  creation
can be saved in Pi l  format.  The program
also has a -
c o l o u r  
s t r i p
p i n g '  
f a c
i l i t
y .

about which the manual  tells you abso-
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LEARNING
SOFTWARE REVIEWED
by JOHN S DAVISON

lutely nothing.  Apparently it's used for
printing colour separation acetates used
for transferring your  pattern onto a fabric
in colour.

Verdic t  • the computer side of  it seems
to work  ,fine. I 'd love to see the end result
o f  the complete fahrtc print ing process!

COLOUR STRIP (L12.95) -
similar to the colour str ipping part of
Sprinter, but works on any PI I or
Neochrome format picture file. Again, the
manual  says nothing about its intended
application.

Verdic t  - as for Sprinter.

COLOURS (L12.95) - another
specialised util ity. Early models of the
s r / s
-
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printing of incorrect colours when screen
dumpi ng to a colour printer. This prog-
ram loads a Pi l  format picture; adjusts
the colours so they'll pr int out as origin-
ally intended: then writes the adjusted
file back to disk for later printing.

Ver di ct N o  mat/neat. I  trove
cut early  ST. but  no colour prin-
ter so I couldn't  test its effec-
tilieness.

FIRST PAINT
( X 1 2 . 9 5 )  - a simple paint
program. specifically aimed at
very young children. Functions
include freehand drawing:
polyline: circle/ellipse: box:
colour fill; and text - all in any
of 16 colours - plus erase:
undo; and screen wipe. Save/
load use PI I format,  so the
childrens' creations can be

saved for posterity or passed to other
HAT programs for further  processing.
Screen dumps to the pr inter  are also
supported.
Verd ic t  fi n e  for its intended users, but

rather expensive for what  it  is.

STAGE II  (Z14.95) - a more ver-
satile version of First Paint,  with addi-
tional facilities including filled or outline
shapes: rays: zoom and pixel paint; solid
colour and pattern fill: airbrush; cut /
paste: variable 16 colour palette; variable
brush sizes: and load/save in PI I or
Neochrome formats. Also supports the
vi Dt-sT video digitiser, but again the
manual  says little about using it! Unfor -
tunately I couldn't try it either. as I don't
have access to one.
Verd ic t  - the natural next step for chil-

dren f amil iar wit h Firs t  Paint. prov iding
comprehensive facilit ies whit e remaining
east; to use.

BLOWUP (L12.95) '
t h i s  c a n  
l o a d
any PI I format picture from disk, enlarge
it. then pr int it out on an Epson compati-
ble printer. Other  makes (even colour
printers) can be used, but the manual
doesn't explain how. Pr intout size can be
scaled from actual  screen size up to 26 x
26 screen size, al lowing giant posters to
be made. The picture is printed in see-



t ions  on separate pages. so you have to
cut  t hem out  and glue t hem together to
cons t ruc t  the poster. Print ing giant  post-
ers eats print er ribbons,  so ensure you've
got spares  handy !
Verd ic t  - work s  well,  i f  a lit t le s lowly.

Kids  wi l l  lave mak ing posters of  their
creat ions!

N OU GH T TO N IN E (L14 .95) -
int roduces  young children to the concept
of  numbers .  I t  contains  seven dif ferent
"games" whic h are based on pair match-
ing. object  count ing,  and number  recog-
nit ion.  The pair mat c hing games also
help wit h memory  development  and are
really  f our dif ferent  levels of  the same
game. They  follow the classic f ormat  - the
child uncovers  an icon and t hen locates
its hidden mat c hing twin f rom the selec-
t ion presented.  Single icons are used to
begin with,  so the child has only  to
mat c h objects. I t  t hen moves on to mult i -
ple icons, so the child has to count  t hem
AND mat c h them.  The numerals  0 to 9
are then int roduced,  and fi nally  icons
and numerals  are used together.
The other three games involve count ing,

"How Many?" involves a s t raight  count  of
the icons displayed.  "How Many  More?"
displays a numera l  and the same num-
ber of  icons and asks "how many  more?"
to mak e a given total,  "How Many  Less'?"
is s imi lar but  involves c ount ing down in-
stead of  up. Answers  are input  v ia the
keyboard or by mouse c lick on an
onscreen number st rip.  No help is given
for wrong answers,  t he child jus t  ret ries
unt i l  he gets it  right ,  when he's rewarded
wit h an animated display  of  bounc ing
icons. Ten correct answers  is rewarded
by a snatch of  sampled mus ic .  You can
customise the program by adding your
own sampled mus ic  (via a separate Re-
play cartridge),  and by des igning your
own icons wit h the supplied icon editor,
Verd ic t  - an easy-to-use "t radit ional"

learning aid whic h young children should
enjoy using.

J IGSPELL
( L 1 4 . 9 5 )  - des igned to
help wit h spelling.  I t  dis-
plays a numbered grid on
the screen, each sect ion
of  which covers part  of  a
picture.  A word is then
displayed, whic h the
child memorises  then
keys in after it 's removed
f rom the screen. A correct
answer uncovers a sec-
t ion of  the picture,  so as
the child progresses the
pic ture is s lowly revealed
in jigsaw-like fashion_
Help is given and ret ries  allowed if  the
child makes a spelling mistake.
Again the program can be customised.

You can prov ide your own Pi I f ormat
pic tures us ing FIRST PAINT, STAGE II, or
other art  program.  Cus tomised word lis ts
can be built  and stored on disk  us ing the
supplied word list  editor.

Verdic t  - a useful program, but  younger
children could get confused by use of
lower case letters on the screen and
upper case letters on the keyboard.

FIRST TYPE (Z14.95) - not a
typing tutor,  but  a s imple electric  type-

ter emulator.  You can type a line of  up
to 80 characters onto the screen (with
s imple edit ing facilit ies available),  t hen
press Return to print  it  out,  The STs
func t ion keys are used to switch f rom
normal font  to bold,  underline,  italic ,
condensed, extended, NLQ,  or certain
combinat ions  of these - as s uming your
print er can handle them.  Screen display
is non-WYSIWYG, so you can't  ac tually
see the dif ferent  styles unt i l  they're prin-
ted out. Default  support  is  for Epson
compat ible printers ,  but  a supplied ut il-
ity allows  v irtually  any  other make to be
supported.  There's  no save/ load fac ility
as the program is emulat ing a typewriter,
not  a word processor_
Verdic t  - very easy to use, useful for

keyboard f amiliarisat ion and s imple typ-
ing - wit hout  the complicat ions  of  a word
processing program.

LEARNING TO TYPE
( L 1 4 . 9 5 )  - IS a t yping tutor!  I t  starts
by display ing a colour coded keyboard
diagram showing which fi ngers are used
to press which keys. Graded and t imed
typing exercises follow, dur ing whic h you
can opt ionally  v iew a (dif ferent) keyboard
diagram as a v isual guide.  You have to
key in a "text  s t ream" whic h scrolls
across the top of the screen, wit h the
characters  of  the current  word displayed
in appropriate keyboard/ fi nger colour
codes - a nice feature, On complet ing an
exercise you're told y our typing speed in
characters and words  per minut e and
y our accuracy In percentage terms_ The
keyboard diagram can be replaced by any

EDUCATION

Pi l  f ormat  pic ture.  I t  isn't  displayed im
mediately .  but  is revealed a s t rip at a
t ime as you correct ly  key in the text
s t ream. Us ing the supplied edit or it 's
possible to prov ide your own cus tomised
text s t reams  to supplement  those pro-
vided. There's  also a game opt ion in
whic h you disable inc oming missiles by
quick ly  (and accurately!) t yping in their
displayed ident ifi cat ion codes.
Verdict aga in , a useful program which

achleoes its aims without  jitss.

OVERALL
IMPRESSIONS

These programs  cover a very wide range
of educat ional applicat ions  and HAT arc
to be commended for supply ing this  diffi -
cult  part  of  the mark et  - espec ially  for
prov iding such unus ual ut il it ies  as
Sprint er and Colour Strip.  I k now these
are of  limited interest ,  but  it  does demon-
strate innovat ive use of  the ST. opening
up a whole new field of  educat ional pos-
sibilit ies.
I part ic ularly  liked the way Pi l  pic t ure

files can be interchanged between
various  programs  - the k i d s
•
w i l l  l o v e
seeing their computer art work  in poster
form,  used as background pic tures  in
other programs.  or even ending up prin-
ted on fabric!  Overall graphical presenta-
t ion of  the programs  can really  only  be
described as adequate.  and could do wit h
livening up somehow. The same applies
to the use of  sound. Also, it 's  a pity  I IAT
don't  s tandardise the user Interface
across all t heir programs  - and make
t hem a lit t le more intuit ive to use while
they're at it .  And those awf ul manuals
really  do need a major overhaul/

In s ummary ,  HATs  programs  are defi-
nitely  wort h cons idering,  especially  if  you
need the more unus ual  func t ions  they
provide. I  lowever, the less esoteric prog-
rams  have more compet it ion.  so alt hough
they're generally  quite good. you may
want  to compare t hem wit h other s imilar
produc ts  before part ing wit h y our hard
earned cash.
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ST lat e ly ? No. I don' t  mean Pac-
man or Space Invaders!  I mean

REALLY old games like Sen't, MereIs.
Wei-c hi ,  Chat uranga,  I I ndian or Rith-
momachy !  What ,  you have never heard of
any of  them?
Well,  Ri t hmomac hy  was a French game

f rom the 12th Cent ury  (yes, the French
were jus t  as crazy back then!) whic h in-
volved mov ing circles, t riangles  and
squares wit h numbers  on t hem around a
double chess board.  Rit lunomac hy
means  "the bat t le of  numbers".  For ex-
ample,  a piece x whic h could make a
legal move of  n squares onto a piece e n
could take it  by  mult ipl icat ion!  Winning
Involved arranging your pieces into arit h-
met ic ,  geomet ric  and harmonic  progres-
sions. The game died out  ....
Fort unately  most  of  the rest surv ived

and have evolved int o modem games of
whic h you wi l l  certainly  have heard - the
Egypt ian Sen't  became Backgammon:
MereIs was played everywhere and t ur-
ned int o games like Noughts  and Crosses
or Nine-Men's  Morris :  the anc ient  Chine-
se Wei-ch' i was adopted by the Japanese
around the 6th Century  Al) and became
k nown to the Western world as Go: the
Indian Chat uranga spawned many  di-
verse variat ions  of Chess inc luding the
vers ion YOU k now (mind you they were
st ill arguing about  details  - like how far a
k ing could move when he castled - in  the
17th Century! ):  Hnef t ail was a Norse
game,  interes t ing in that  the sides were
completely  unbalanced and had dif ferent
object ives - t he good guys were always
supposed to win - whic h could explain
why  that  died out  as well!
So what 's  this  got to do wit h

computers? Well.  you can play
all of  the ones that  surv ived
against  your SF. and that  is
what  this  art ic le wil l eventually
be about .  But  before we get to
that ,  here is a hint  for anyone
t ry ing to t hink  of a s imple game
to program onto their home
computer:  n ip down to your
local l ibrary  and have a look  for
"A His tory  of  Hoard Games" by
H.J.R. Murray  or 'Board and
Table Games .from Many  M a s a -
dons" by R.C. Bell.  I f  you sk ip t hrough
the boring bits  you wi l l  fi nd the rules  for
lit erally  hundreds  of  s imple board games
whic h PAGE 6 would.  I am sure, be de-
lighted to publish or put  into the Public
Domain Library  if  you would care to
program them!
So, let 's s tart  wit h Chess. I f  you haven't

got a Chess program yet for your Atari
then I can t horoughly  recommend both
COLOSSUS CHESS X and CHESS
CHAMPI ON 2175.  Bot h are excellent

chess-players and c ranuned full ol ext ra
features to mak e them good value for
money. The credits  for Chess Champion
c laim that  it  is  the 'World's  Strongest
Chess", but  s ince they also c laim that  It
was writ t en by  the "Most  Modest  Prog-
rammers " we should probably  take that
wi t h  a pinc h of  salt! What  is certain is
that  both programs  are right  up there at
the near Candidate Mas ter level and wil l
give anyone but  the top few players in the
count ry  a good run for their money.  arid
despite the Champion's  c laims I would
not l ike to say whic h is the s t ronger at
any part ic ular sett ing.
Of  course, you may  be look ing for a

Chess program whic h you can beat (we
all need a moral  boost f rom t ime to
t ime!).  Fort unat ely  both games offer this
opt ion as well,  but  in dif ferent  ways. De-
spite Champion's  c laim to have the
weakest low - achieved by select ing
Orangut an level, whic h plays v irtually
randomly !  - i t  failed to lose against  Col-
ossus's opt ion of  "Play to Lose"! Colossus
kept  put t ing Its pieces where they could
easily be captured.  but  Champion,  play-
ing randomly ,  nearly  always missed
them!  However.  It is  v irt ually  imposs ible
for someone play ing randomly  to ac tually
achieve checkmate.  so Champion
couldn' t  WIN eit her - the result  was  a
DRAW!
I did like Colossus's  "Play to Draw" op-

t ion whic h deliberately  makes  mis takes if
you are los ing badly,  so that  you can
catch up again - prov ided you take
advantage of  them!
As i f  they aren't  s t rong enough already,

both Champion and Colossus wil l  auto-

mat ically  learn f rom their games wit h
you and updat e their libraries  of  opening
moves. Bot h wi l l  also allow you to add
y our own openings  as well.  A nice feature
of  Champion is t hat  if  you play  a s tan-
dard,  named opening or defence it  wi l l
display  the name on the screen for you.
Both prov ide mult ip le views of  the board

and mul t ip le sets of  fancy chess pieces -
not hing like Liat t leChess of  course whic h
is not  as good a chess-player,  nor  so full
of  features.
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Pic t ures  - lef t  Ches s  Ch a mp i o n  2175,
abov e At ar i ' s  B A CK G A MMO N,  r igh t
B A C K G A M M O N  RO Y A L E

Uniques  for Colossus inc lude an opt ion
to play  blindfold,  opt ional classical back-
ground mus ic .  "s how legal moves" (good
for beginners).  f un t ournament  para-
meters  (fi rst  and second cont rols  and
times), "All the Moves" mode (so you can
play  l ight ning chess wit h a t ime limit ),  a
problem solv ing mode (and some prob-
lems for you to solve) and 29 of  the best
human  vs c omput er struggles since 1951
for you to review.
t iniques  for Champion inc lude intuit ive

fast move ent ry  (c lick on a square or
piece and it  wi l l  guess whic h move you
want  to make).  "What  if?" (allows you to
enter the next  few moves and Champion
wi l l  t hen tell you what  it  t hinks  would
happen if  you did that).  Y o u r  Grade"
(will test you wi t h a series of Chess prob.-
lems and tell you y our ELO grade) arid a
Pause opt ion in case the phone rings!
What  neit her of them has is my

favourite chess program feature f rom a
game I used to play  back in the sixties/ I f
you were los ing badly  you could press a
key whic h made the board t ip over and
all the pieces fell of f  and disappeared
t hrough the bot t om of  the screen! Com-
pletely point less.  but  very therapeut ic !
Two excellent programs  - I leave you to

make your own choice about  whic h ext ra
features you prefer.  Of  course. i f  you
don't  need any  of  those ext ra features,
you aren' t  too good a player,  you haven't
got a lot  of  money and you don't  mind
being told ' 'Mit t lere Aufl osung Eins tellen"
(select medium resolut ion! ),  t hen you
could always get the German Public  Do-
main version for only  1,.,2.95 (inc luding
other goodies such as Bac k gammon and
Monopoly)!  It is on Page 6 disket te ST27
and plays quite a reasonable game.
As a fi nal c omment  on chess games you

might  like to k now that  infogrames '
Chess Simulator,  rev iewed last issue, is
ac tually  the prev ious vers ion of  Chess
Champion 2175;  t he Simulat or is the
2150 version licensed f rom Oxford Soft-
works '  parent  company  CP Software.

BACKGAMMON
Enough about  Chess! I jus t  men-

t ioned that  you can get a Backgam-
mon program for only  / . . . 2
;
95:  a s
with the Chess program on that
diskette, the Bac k gammon program
is fairly  low on features: no doubl-
ing cube, no changing your mind
halfway  t hrough your move (which
is ac tually  legal), no choice of style
or s t rength of play, in fact no fea-

tures at all!  But  it  wi l l  give you a reason-
able game of Backgammon!
Of  course if  you would like something a

lit t le more sophis t icated you again have a
choice - Atari do a BACKGAMMON in
their Mindgames  series, And Oxford Soft-
works do BACKGAMMON ROYALE.  Both
games prov ide an explanat ion of  how to
play Bac k gammon (unlike the PD ver-
sion!): t he Atari descript ion is perhaps  a
lit t le more helpful for the beginner and
inc ludes  some recommended
openings, but  there are plenty  of
good books  on the subject  if  you
want  to go deeper into the game.
Jus t  in case you don' t  k now -

Bac k gammon is a gambling game.
a race to get y our 15 men off  the
board before your opponent .  You
move, according to dice throws.  in
opposite direc t ions  around the
board,  and if  you manage to land
on a solitary  enemy piece (known
as a blot) you send h im all the way
back to the beginning!  A very import ant
extra dimens ion is added to the game by
the use of  the Doubl ing Cube - at  any
t ime you can demand that  your opponent
mus t  choose between res igning or play-
ing on at  double the init ial stakes! This  is
a modern innovat ion whic h brings  a
psychological element  to the game, and.
while the c omput er is not necessarily
very good 'ath u m a n  psychology, at  least
both versions implement  Doubl ing fully
so that  you can get pract ice at it .
Both versions play quite a s t rung game.

though if  you are already  an experienced
and s t rong Bac k gammon player you may
fi nd that  you can win quite regularly
against  either of them even at t heir
strongest levels. Sadly  neit her of them
seem very good at eit her play ing or de-
fending against a Back Game ithis  is an
advanced strategy whereby  a good play-
er. hav ing taken some risks whic h failed
to work  out, s tarts  to deliberately  get his
men sent back so that  they can harass
the enemy more effectively - this  seem-
ingly  suic idal technique can show amaz-
ing results if  played well!).
The Atari Bac k gammon is probably  best

for beginners  as you can set its  play ing
st rength f rom 1 to 10. Levels 1 and 2 are

G A M E S

specially designed to be easy for those
who are learning how to play  Backgam-
mon.  Its main weakness is that ,  although
It only  takes 2 or 3 seconds to decide on
its nex t  move, it  can take up to 10 more
seconds to ac tually  make it  as it  ins ists
on fl ashing the dice and mov ing the
pieces very  s lowly  to t heir dest inat ions.  I
was  look ing for a way to speed it  up
before it  had fi nished its fi rst  move -
sadly there is none - don' t  games testers
not ice these sort  of  things? The end re-
sult  is  that  it  takes around 10 minut es  to
play  a game that  Royale can play  in 5
minutes .
Royale moves its pieces at a sens ible

speed (though you can s low it down if
you are a beginner! ) and generally  has a
s light ly  f riendlier user interface (though
neither are perfect!). The only  place
where Royale may  fall down is that  it  has
no easy levels. I t  prov ides two opponents
for you (who pres umably  play wit h dif fe-
rent  styles) and it  chooses randomly  be-

tween t hem for each game: it  also allows
you to select whet her you wis h it  to play
aggressively or defensively. But  it  always
plays at its  best so a beginner may  get a
lit t le f rus t rated,

More Ancient Games next issue: Bridge.
Go-Moku, Shanghai and the best of  them
all - GO!

by
John Sweeney
COLOSSUS CHESS X

(CDS Software) - E24.99
CHAMPION CHESS 2175

(Oxford Softworks) - E30.60
BACKGAMMON ROYALE

(Oxford Softworks) - E26.28
BACKGAMMON (Atari) E24.99
PD DISKS from the

Page 6 Library - £2.95 each
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are usually of high quality. so I
was looking forward to trying out

these Disney based educational  prog-
rams distributed by Nathan Software.
The three programs under  review are
aimed at chi ldren in the 2-5 years age
group. and cover the basic concepts of
numbers and counting: letters of the
alphabet; and colours and shapes. Each
program runs in colour on any ST/ STE
and is supplied on one single sided disk.
The accompanying instruction booklets
aren't as comprehensive as they first
seem as they cover several different com-
puter  formats. Each one includes ideas
for additional activities based on the
programs_ though, very useful with soft-
ware of this type.
As you'd expect the packaging is attrac-

tive, but does carry some rather mislead-
ing information. Each box has apr omo-
tiortEd flash on it saying "free Disney gift
inside". I n fact, you have to collect stick-
ers from several different programs in the
series and send them off to get your  "free"
gill! That's very sneaky. Nathan Software!

Write out one hundred times "I must not
mislead customers".

MICKEY'S
RUNAWAY ZOO

This program helps children learn about
numbers and counting.  The scenario has
Mickey and Goofy looking after a "petting
zoo", but Goofy accidentally let all the
animals escape. They're now hiding in
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various places, so our  two chums (with
your  child's help) have to find them and
return them in their waggon to the zoo.
There are only four  screens, and these

depict a cake sale(!) in the park: a city
street scene; a subur ban street scene:
and the beach. The basic scenery also
incorporates four or five large numerals,
sometimes tightly disguised as part of
that scenery. The numerals mark the
animals' hiding places, and they flash in
turn,  so the child can easily see them.
Also. i f you watch carefully for a while.
various animals will occasionally peep
out from their hiding places!
Press a key corresponding to one of the

numerals and that number  of animals
will emerge from hiding and happily
climb aboard the waggon. For  instance.
pressing a 3 persuades three toucans to
fly one-by-one out of a tree and into the
waggon. A counter above its door incre-
ments as each animal enters, so the child
can count along with It. By working
through the numerals on the screen all
the missing animals can he found.  Re-
Iteying a numeral  for animals already lo-

cated causes them
to peek out of the
waggon. so the
child can count
them again.
All numerals on

one screen have to
be selected before
the program moves
to the next. The
booklet says you
can "nip" to any
screen by pressing
an arrow key. but
this didn't work on
my copy. Neither
did the sound on/

oil toggle. Alter  completing the fourth
screen, you see Mickey. Goofy, and the
animals reunited at the zoo, after which
the program restarts from the beginning
again.
The scenery graphics are big. bold, and

colourful  in typical Disney style. The ani-
mation of the animals is handled well
too, some of it in a way that's guaranteed
to make you smile! However, al though
Mickey and Goofy are excellently drawn,
their animation is minimal. One odd
thing is that their mouths move In time

with the counting of the animals. but no
sound emerges. They also laugh sound-
lessly at the completion of each screen. I t
looks for all the world as if there should
be sampled sounds here, but there's no-
thing. Also, the music Just fizzles out
part way through the fourth screen, so
you complete it in total silence! This,  plus
the non-functioning toggle and flip con-
trols mentioned earlier give the program
a distinctly unfinished feel!
Overall, I was very disappointed by

Mickey's Runaway Zoo. The graphics are
cute, but there's not enough of them.
Four  simple screens, skimped sounds.
and functions that don't work for £24.99
is poor value in my book. so I can't hon-
estly recommend it.

DONALD'S
ALPHABET CHASE
We move on to learning about letters of

the alphabet with this program. by help-
ing Donald Duck find his "alphabet pets".
They're roaming around his house and
garden, represented by six different
screens. Across the top of each is a rack
showing several alphabetic letters in out-
line form. One of the letters flashes, and
an animated "characterised" version of it
pops out of hiding and leads Donald a
merry dance around the screen. The
child has to find and press the matching
key on the S t s  keyboard, which allows
Donald to catch the wayward letter and
hurl  it up into the rack where it belongs.
The letter's outl ine is then replaced by
solid colour, so you can easily see which
letters have been caught.
The antics of Donald and the letters are

very amusing and great fun to watch,
with letters Jumping out of dustbins,
popping out of the bath,  scooting across
the floor on soap, and so on. But there's
one slight snag. The letters are all shown
in UPPER CASE! Al though this means
they match the keytops of the STs
keyboard, chi ldren generally learn lower
case letters first at school, so this prog-
ram could actually confuse them!
Like Mickey's Runaway Zoo the graphics

are handled well, but the animation does
seem a mite skimped - it's slow and jerky
In places. Once again, the control for
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sound toggling didn' t  work ,  but  mov ing
f rom screen to screen did this  t ime.
The sound is handled dif ferent ly  in this

program.  The t it le mus ic  is a jazzed up
vers ion of  the "Alphabet.  Song", us ing
sampled sound by  courtesy of  Microde-
ars  Quartet  s ample sequencer. However,
ordinary  int ernal chip sounds  are used
on the main screens. At  the end of  each
screen Donald's  mout h moves as if  he's
s inging the Alphabet  Song, but  all you •
hear is a weedy s ingle voice chip sound.
Why  couldn' t  they  have used sampled
sounds of  Donald's  voice? The subject
cries out  for it!
This  program is bet ter value for money

than Mickey 's  Runaway  Zoo, but  I don't
t hink  it  should have been cent red around
upper case letters_ Surely  the designers
could have used lower case, even l i l t
meant  replac ing keyboard input  wit h an
onscreen let ter display  and mous e selec-
t ion (pun intent ional! ),  as in other prog-
rams  of  this type now on the market_

GOOFY'S
RAILWAY EXPRESS
The t hird Disney  package is designed to

teach y our child about  colours  and
shapes. It involves  helping Goofy drive
his  t rain t hrough a colourful and scenic
landscape, t ak ing Mickey along for the
ride_ The t rain is quite small,  so to en-
sure you get a good v iew of  the Disney
characters there's an enlarged inset
f rame on the screen showing t hem in
close up.  There are seven screens to
travel t hrough.  each one depic t ing a dif-
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terent scene, in-
c luding a river ems
sing: a  desert
scene; and a couple
of  stat ions - more of
whic h anon.  The
t rain t ravels con-
t inuous ly  t hrough
the screens, t urn-
ing round and
cloing the ret urn
journey  af ter the
seventh.
The engine puf fs

out  c louds  of  black
smoke, each c loud

containit ig a coloured geomet ric  shape.
By press ing the STs  spacebar the child
can get Goofy to toot the engine's whis t le,
whic h magically  changes the geometric
shape into one of  a wide variety  of ani-
mated objects. This  is then pos it ioned
appropriately  in the landscape by the
program.
Passengers wait  at the stat ions, and

these are either Donald,  Unc le Scrooge,
Daisy, or Pluto. Above each passenger is
a dif ferent  geometric  shape, and if  you
want  Goofy to pick
up a passenger
you have to wat c h
out  for a mat c hing
shape to puf f  out
f rom the t rain's
smokestack.
Pressing the
spacebar then
causes the t rain to
stop, t he appropri-
ate charac ter will
get aboard,  and
appear with Mick-
ey in close up in
the inset f rame
ment ioned earlier.
The graphics  are

of  s imilar s tandard to the other two prog-
rams,  i.e. colourful,  at t ract ive,  and wit h
reasonable animat ion.  Disappoint ingly ,
the mus ic  has  been recycled f rom Mick -
ey's Runaway  Zoo - more corner cut t ing?
The t rain whis t le sounds  rat her good.
but  the engine noise is poor - It sounds
more like an old pet rol driven mot or
mower than a steam engine!  Yet again
the sound couldn' t  be t urned off, despite
the comments  in the ins t ruc t ion booklet.

I t hought  this  program was  the best of
the three, but  I s t ill can't  cons ider it
part icularly  good value for money  at
£24.99.

OVERALL
VERDICT

The concepts behind these programs  are
fine, they ' ll undoubt edly  do the job
they 're designed for, and the k ids wil l
love them.  I lowever. I can't  help feeling
they rely  far too heavily  on the "cuteness
factor" of  the graphics  and animat ion,  to
the det riment  of  the overall content .
Ot her areas don't  come up to the same
standard,  and there's  evidence of corner
cut t ing and sk imping,  part ic ularly  in the
sound department .  I got  the dis t inc t  im-
press ion I 'd been given short  measure,
part icularly  wit h Mickey 's  Runaway  Zoo.
J us t  compare it  wi t h any  of  Database's
superb Fun School series of  programs to
see REAL value for money  - Runaway  Zoo
is more like one sect ion of  any of  the Fun
School packages. I n my  opinion these
Disney  programs  aren't  really  wort h their
ask ing price, so if  you're interested in
buy ing t hem make sure you see them
before part ing wit h y our hard earned
cash - jus t  in case you agree wit h me!
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DONALD'S ALPHABET CHASE
GOOFY'S RAILWAY EXPRESS

Nathan Software E24•99 each
Reviewed by John S Davison
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probably!). Not only  is the
ST supported by hundreds

of software applications. MI DI  in-
struments, DTP  bureaux. dedi-
cated magazines and enthusiastic
users (not to me ntion excellent
public domain software lib-
raries!), i t's  also very fortun-
ate In having a ttrac ted a
wide variety  of third-party
expansion options. For  ex-
ample, w i th the  a ddi tion of
some relatively  affordable
hardware add-ons, the  ST
can be transformed into an
IBM PC or an Apple Mac in-
tosh - so bringing two whole
new worlds of computing to
your desk-top.

ONE MACHINE
OR MANY?

PC emulat ion on the ST has evolved
f rom humble beginnings  wit h Robtek 's
somewhat  less t han s t unning 'MS-DOZ'
sof tware emulat or to the dependable (but
desperately slow) 'PC Dit to'  and,  more
recently, to an ever-improv ing select ion
of powerful hardware devices of fering in-
creasingly comparable performance to
the 'real' machines  (inc identally .  i f  Con-
dor are look ing for someone to rev iew
their new 286 Supercharger,  I 'd be very
happy  to oblige!). Mac intosh emulat ion
has s imilarly  developed int o a highly  adv-
anced state, wit h the bri l l iant  Spectre
OCR. complete wit h bui l t - in Apple
ROMS, of fering a genuinely  realis t ic
alternat ive to the cons iderable expense of
purchas ing an original Mac.
As if  all this  isn't  exc it ing enough,  you

can even convert  your s r  into an Atari
8-bit i Now TI I ATS more like it! How
many  PAGE 6 readers sold t heir beloved
400s, 800s, XL's  and XE's to invest in a
16-bit  alternat ive,  only  to rue the day?
Besides, wouldn' t  it  be nice to Make use
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WORLD
of  all those type-in lis t ings  in the 8-bit
section, and to get down to some real
programming once again? Well you can.
wit h a s mall number  of exceptions,
t hanks  to an ext remely  clever program
called S T  X F O R M E R .  The good news,
as you might  have guessed, is t hat  it
won' t  cost you an arm and a leg since the
disk  is shareware and available at  the
usual nominal  price f rom the PAGE 6 ST
Library .

Oct reach/ to make (par  ST an X V

MAKE IT AN
8-BIT ATARI!

When you boot  up the disk  you're Ini-
t ially  greeted wit h various  not ices and a
GEM menu bar prov iding a variety of
opt ions.  The t rut h is, however,  that  the
majori t y  of  these opt ions  don' t  do a great
deal as they are Intended for "f uture en-
hancements",  such as support  for Com-
modore 64 (yuk!) and Apple i l emulat ion
modes. Unf ort unat ely  (though not  unex-
pectedly) the respect ive companies  have
not  exact ly been keen to allow PD prog-
rammers  access to t heir operat ing sys-
t em source code! The system does in-
c lude a useful help menu to aid you in
get t ing started - I f  you get  really  stuck
there's a liberal amount  of  documenta-
t ion supplied on disk, You probably  won' t
need to refer to this  much,  since running
the emulat or is really  quite s t raight for-
ward.  Firs t  of  all you may  confi gure
various  aspects of  the system to meet  the
requirements  of  the hardware or of the
8-bit  sof tware you want  to run.  There are

separate modes for 400/ 800 and XL/ XL
mac hines  and f urt her select ions to en-
able or disable BASIC, choose normal or
specially  enhanced fl oat ing point
rout ines.  RAM sizes f rom 32K to 64K
(128K mode isn't  supported).  fast or nor-
mal disk  speeds and alternat ive values
for the Vert ical Blank  int errupt .  The lat-
ter select ion is  intended to increase the
speed of  the emulator,  s ince VBI 's take
up around 3 or 4% of  the total processor

t ime on an 8-bit  Atari.
Hav ing confi rmed the set-up,

selected 'cont inue'  f rom the menu
and waited briefl y  for the usual
8-bit  boot -up init ialisat ion,  the
f amil iar blue screen wit h 'READY'
prompt  appears  - y our ST is now
an 8-bi t  Atari!  But  does it  really
work  like an 8-bit? Well,  most ly
yes! You can certainly  write prog-
rams  in Basic, PEEK and POKE
memory  locat ions,  call up the
Disk  Operat ing System and run
programs  in the normal  way -
albeit  at  approx imately  40% of the
speed of  a real 6502-based
machine,  The program appears  to
support  player miss ile graphics
(sprites to non-ex-8-bit ters ! ) and

most  of  the cus tom-chip hardware regis-
ters. The most  notable features not  cur-
rent ly  supported are display  lis t  inter-
rupt s  and the G M  graphics  modes.
Also, t he keyboard is based on the Nort h
Americ an layout  so UK users wil l  fi nd
that  a few keys aren't  in the places they
ant ic ipated.  I t 's  import ant  to bear in
mind  t hat  the aut hor doesn't  guarantee
his  work  to be absolutely  bug-f ree - in
fact he encourages users  to point  out
problems  and suggest improvements  - so
a fair amount  of  t rial and error should be
expected. Apart  f rom the niggles already
ment ioned,  the emulat or is generally  very
well Implemented.
You might  be wondering how it 's possi-

ble to use the 8-bit 's  5.25" fl oppies wit h
y our ST - the answer is, of  course, that
you can't.  Instead.  S T  X F O R M E R
creates two 'v irtual'  disk  drives (i.e. in
memory ) whic h can be loaded wit h v ir-
t ual 'disks ' or indiv idual fi les f rom the
STs  drive. The 'disks' are ac tually  fi les on
y our Si'  fl oppy whic h are bit -images  of a
single dens ity  8-bit  disk.  This  means you
can port  over ent ire disks in one go f rom
an 8-bit  mac hine us ing suitable coin-
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A couple of screen shots from THE CURRENT NOTES MAC COLLECTION - the disk contains a great reader as Weil as stacks of information

munications hardware and software,
such as PAGE 6's TariTalk package. A
util ity called DiskComm is provided to
create the 'disk' files on the 8-bi t and
another  to copy individual  files into
'disks' and vice versa on the ST. There's
also a 'demo disk' containing DOS and a
few other  programs to help you get star-
ted. Don't  worry l i l t sounds complicated
- i t is a bit,  but the instructions explain
everything you should need to know.

Finally, a note on system requirements.
ST )(FORMER will run in medium resolu-
tion or mono,  but requires at least one
megabyte of memory. There's a junior '
version for 520ST users available from
some sources and.  indeed. the X E
E M U L A T O R  disk in the PAGE 6 lib-
rary contains an earlier example of the
ST )(FORMER that will also run in 512K.
However, be warned - i t's not exactly
glitch free!

EVEN A
SPECTRUM!

0 0 " I n .  e a

I f you were brought up on lesser micros.
or want to find out how lucky you were
not to have been brought up on them,
the S I N C L A I R  ZX 8 1  E M U L A T O R
will, as the name makes obvious, tur n
you ST into a stunningly powerful  ZX81!
Unfor tunately the instructions are in
German but even if you've never seen one
of Clive's curious creations before, you
won't need a Masters degree in computer
science (or German) to work out the
basics. Once you're in emulation mode.
the 'l lelp' key pops up a useful  template
of the commands assigned to each key
ton Sinclair machines you don't have to
type in all the commands explicitly, of
course). There are thirty ZX81 files on
the disk to experiment with, so it's Just a
ease of hitting f o r  load (obvious, eh?)
and entering the filename. You don't even
have to remember the filenames, as you
can simply enter two quotes after the
load statement (i.e. load t o  invoke the
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standard Atari tile selector. Bri l l iant and
amazing are definitely Nur  words you
would use to describe the ZX8 I software
supplied (indeed, any Z.X81 software!).
You can choose from games such as
'break the block' and 'race the blocks
around the other blocks' and *fire the
block over the pile of blocks' - Just as you
would expect from the world's most
joked-about micro! There's no denying,
however, that the German authors have
produced an extremely good emulator.
It's fun too!

THE MORE
SERIOUS

USER
For those who've already invested in a

Macintosh emulator,  there's a whole
bundle of hints, tips and advice (for
Magic Sac and Spectre users) on a disk
called T H E  C U R R E N T  NO T E S
M A C  CO LLE CTI O N_  It comprises a
handy 'reader' program featur ing dozens
of options to let you view, search, pr int
and generally play around with the
screens of information, together with a
series of relevant articles from the US
publication Current Notes. The reader
could also be used for disk newsletter.
,

CURRENT NOTES MAG1C/SPECTRE COLUMNS
MARCH 1987 --  JUNE 1998

All of the NagiciSpectre columns printed in Current Notes from early
1987 through mid-1998 are included on this disk in three separate IOC
files. J ef f  Greenblatt authored this column from March, 1987 through
February 1989. Nis  column was entirled "Adventures in the Magic Sacdom."
The column t i t le was changed twice in 1988. "Magic Sic Update" appeared
in June and then, with the appearance of the Spectre, the column t it le
changed to "The ST/Mac Connection" in the October 1988 issue. Although
the t i t le chanyed, the contents were basically the same. J ef f ' s  articles
appear in two DOC fi les.  The 1987 articles are found in MAG1C87.DOC. The
1900 articles and the last column, which appeared in February 1989, are
found in MAG1C88.DOC.

Doug Hodson started his Magic/Spectre Tips column in March of 1989.
His fi rs t  14 columns, from March of 1909 throu9h June of 1998, are found
in the fi le 1IPS8998.DOC.

In addition to the column fi les, two DOC fi les, MAGICHILDOC and
SPECTLIA.DOC, are available with a complete lis t ing of the Magic and
Spectre libraries. I n  both of these fi les, disks are fi rs t  listed in
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and similar applications.
Talking of disk newsletters (or maga-

zines), did you spot that a new issue of
S T  N E W S  was recently added to the
PAGE 6 library? Issue 6.1 is dedicated to
the ST News coding convention which
was apparently held Just before Christ-
mas 1990,  at Oss in The Netherlands
(why weren't we invited!'?). As well as
containing the usual  selection of articles
(mainly reporting on the various days of
the convention), artwork, music and
other  goodies, the disk is filled with a
series of excellent competition demo
screens submitted by visitors to the con-
vention. There are even fully playable
versions of Jeff Minter's 'Gridrunner' and
the all-time classic 'Defender'.  This lot is
guaranteed to keep you occupied for
much longer than a while - but let's hope
this edition of sr  News. which everyone
thought was dead and gone, won't be the
last,

OFF TO PLAY
You might have noticed that many re-

cent additions to the PAGE 6 library have
been games - this isn't a deliberate policy
but rather a reflection of' the enormous
number  of PD games that have become
available in recent months.  In the coming
few weeks I'm going to try them all out
(it's a hard life!) so next issue is earmar-
ked to be an 'entertainment special'. See
you then!

HOW TO GET THEM
All of the disks featured in PO 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 al r l .  The disks referred to in this article are:

ST87 XE EMULATOR
5T260 SINCLAIR ZX81 EMULATOR
5T426 ST XFORMER
ST490 ST NEWS 6,1
ST506 THE CURRENT NOTES MAC COLLECTION

P r i c e s  for  s t a nda r d  di s k s  a r e  E •2 9 5  e a c h  or  E2_50 e a c h  for  te n or  m or e
Wr i te  to P A G E  6,  P . O .  B o x  54.  S ta f for d,  S T 1 6  l O R

Te l e phone  0 7 8 5  2 1 3 9 2 8  or  F A X  0 7 8 5  5 4 3 5 5  w i th c r e di t  c a r d or de r s
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SAMPLE THIS!
John S Davison explains the
technical side of  sampling and
looks at  a good low cost sampling
package to get you started
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basic nature of  sampled sound and
how a c omput er can be employed as

a form of  digital s ound recorder.  This
l ime I want  to look a lit t le c loser at the
process. ex amining the two main para-
meters  governing the qualit y  of  the re-
played sound.  namely ,  the s ampling rate
and resolut ion of  the hardware used.
The s ampling hardware ' takes a read-

ing" of  (or samples) the analogue s ignal
waveform voltage at regular intervals  and
converts each reading into a numeric
data it em a digital c omput er can handle.
So. i f  samples are taken every millise-
cond then 1000 data items  per second
are produced,  and the process is said to
have a s ampling rate of  I kHz  (k iloHertz).
A l ink  between s ampl ing rate and record-
ing accuracy was established by a gent le-
man called Nyquis t ,  who conc luded that
the highest  analogue sound f requency
that  can be recorded accurately  by such
methods is ONE HALF of the s ampling
rate, and this  f requency is k nown as the
Nyquis t  limit .
In our example above the Nyquis t  l imit

is only  500Hz,  whic h isn't  very high.
Low-fi  "t rans is tor AM radio" qualit y
mus ic  contains  f requencies up to about
5kHz, so achiev ing this  requires  a sam-
pling rate of  10kEtz. Similarly  "mid-I I "
sound extends to about  I  OkHz, requir ing
a 201d-lz sampling rate. True hi-fi  invol-
ves sounds up to 20kHz  and above, de-
manding a s ampling rate in excess of
40kHz.  This  is why  Compac t  Discs
(which use exactly the same sampling
concepts) have a s tandardised s ampling
rate of  44.1kHz.
You've probably  already spotted the

snag! Higher fi delity  requires  higher sam-
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piing rates, whic h generates more data
per second, and this  has to be stored
somewhere.  Sampl ing is one of  the big-
gest memory  guzzlers you're likely  to
meet! I f  each data it em generated takes
Just one byte, t hen a s ampling rate of
32kHz  gobbles 32K of  your STs  available
memory  for EACH SECOND of  sampling
t ime.  CD qualit y  stereo samples  take
10MB for EACH MI NUTE of  recording
t ime!
At tempts  to record sounds  containing

frequencies above the Nyquis t  l imit  for
the s ampling rate in use results  in un-
pleasant  dis tort ion in the recorded
sound.  k nown as "alias ing".  The only
solut ion is to fi lter out  f requenc ies above
the Nyquis t  l imi t  f rom the inc oming ana-
logue s ignal before they get sampled.
Most s ampling cart ridges for the ST have
some sort o f
.
" a n t i -
a l l a s i n g "  
fi l t
e r  
b u
i l t

into them,  giv ing reduced dis tort ion at
low s ampling rates,

RESOLUTION
The original analogue s ignal can take

literally  ANY value between two limits .  so
has an infi nit e number  of  possible
values. For instance,  s ignal voltages
could swing between -2 and +2 volts
overall,  but  at  a given ins tant  could have
any intermediate value, e.g. +1. 25764545
volts. Storing data wit h this  accuracy
takes many  bytes to represent  Just one
value, and even at int ermediat e sampling
rates the amount  of memory  required to
sample sounds would be prohibit ive.  So,
a compromise has to be made.
Each data it em is allocated a given

number  of  storage bits,  this  number
being k nown as the "resolut ion" of  the
system. Accordingly .  it  has a l imit ed
number  of  possible values. e.g. 4 bits  can
represent  16 values. 8 bits  gives 256
values, and so on.  The overall voltage
range of  the analogue s ignal is div ided by
the number  of values available,  so a
small RANGE of  original analogue values
gets represented by a SINGLE digital
value. A smoothly  vary ing analogue sig-
nal is therefore represented digitally  as a
number  of  "steps", a process k nown as
"quant isat ion".  This  int roduces  another
dis tort ion into the sampled sound.
k nown as quant isat ion error.  I t 's reduced
by mak ing the steps smaller,  whic h re-
quires  higher resolut ion (i.e. more bitsl.
whic h again requires  more memory !
Anot her aspect of  resolut ion is "s ignal-

to-noise-rat io".  Le, the background "his -
siness" present  in a sample.  Each bit  in
the resolut ion improves  the s ituat ion by
about  6dB (decibels), so an 8-bit  sampler
performs  at around 48dB,  about  equal to
a low qualit y  cassette recorder wit hout
Dolby , .The more expensive samplers  use
12 or 16 bits,  giv ing results  s imi lar to
good qual i t y  Dolby  cassette, and CD
qualit y  respectively.
So. top qualit y  sampling requires  a high

s ampling rate and high resolut ion,  whic h
is why  CD's  work  at 44. 1KHz  wit h 16
bits, of  course. Sampling equipment  at
this  level of  quality  costs a fortune,  so I
won' t  dwell on it  here. You can have a lot
of  fun wit h muc h s impler (and cheaper!)
equipment  though.  and it 's this  I want  to
cons ider now.

SHOESTRING
SAMPLING

One of  the lowest cost samplers  around
at present  is  Mas tersound 2 f rom the
Mic rodeal/  2-Bit Systems stable. 439. 95
buys  you every thing needed to get s tar-
ted, inc lud ing the sampling cart ridge.
software, a cable wit h 3. 5mni jack plugs.
and a 36 page ins t ruc t ion manual.
The manual  isn't  too f ort hcoming about

the hardware specifi cat ion.  but  the car-
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tridge appears to use 8-bit  resolut ion,
and under sof tware cont rol can sample
at rates  up to 30.7KI lz .  I ts  fixed fi lter is
set at  around 5K1-lz, whic h not  only  re-
duces alias ing effects, but  unfort unately
also restric ts  the f requency bandwidt h
you can record/ replay ,  even at high sam-
pling rates. I t  s t ill makes  reasonable
sounds  though,  and at  the price you
can't  really  grumble!
Connec t ing up is dead easy. You jus t

s lide the cart ridge int o the STs  cart ridge
port ,  plug one end of  the supplied cable
Into the socket on the cart ridge and the
other into the headphone socket of  a
suitable sound source, such as an audio
cassette player.  The headphone output
should have a volume control,  for sett ing
the s ignal level going to the cartridge.
The sof tware has two major  compo-

nents.  a sample editor and a sample se-
quencer.  The edit or ac tually  handles  re-
c ord/ replay  of  samples as well as provid-
ing edit ing facilit ies. The fi rst  step invol-
ves set t ing the correct  s ignal input  level.
to min imis e noise and dis tort ion in the
sample.  This  is achieved by play ing the
sound you want  to sample f rom cassette
and adjus t ing the headphone volume
unt i l  the correct  level is shown on Mas-
tersound's  oscilloscope display. At  this
point  you could also switch on the prog-
ram's  spec t rum analyser.  whic h shows
an animat ed barehart  type display of the
signal's  f requency content .  Trouble is.
the display  has  no scales to measure
any t hing by. so isn't  very useful.  I t  looks
good, t hought
You can then record the sample,  either

by manual ly  c lick ing on the record but -
ton or by us ing auto-t rigger,  whic h auto-
mat ically  s tarts  the recording process
when the input  s ignal exceeds a selected
level. The sample's  waveform is then dis-
played in the main edit  window,  and you
can begin the edit ing process.

SAMPLE
EDITING

The edit  window contains  two edit  cur-
sors displayed as t wo vert ical lines, ini-
t ially  set one at each end of  the window.
These can be independent ly  dragged to
any pos it ion in the sample,  wi t h  accura-
cy aided by a useful magnif y  feature,  and
are the main tool used in edit ing.  They
mark  the pos it ions in the sample be-
tween whic h you'll be perf orming an edit -
ing operat ion.  These inc lude cut, to re-
move unwant ed parts  of  the sample:
overall sample volume adjus tment :  fixed
t reble fi ltering:  f ade-in/ fade-out :  reverse
(to play  the sample backwards);  and
compress. The last named allows  you to
compress the sample into less memory ,

whic h also requires  a reduced replay  fre-
quency (and hence reduced sound quali-
ty) to make it  replay at  the same pitch as
before. You can also copy sect ions of  the
sample and overlay a sample (or part
thereof) on top of  another to superimpose
sounds and create echo effects.
One rather fl ash feature the program

has is a 3D Fast  Fourier Trans form dis-
play. This  decomposes the sample int o
its const ituent  f requency bands  and then
plots each of  them against  t ime to pro-
duce a spectacular look ing ' ' rolling
mount ain style" three dimens ional graph
display. Again it  has  no scales shown,  so
doesn't  have muc h prac t ical use.
You can replay  a sample v ia the TV/

monit or speaker during edit ing,  so you
can quick ly  hear the effect of  your ac-
tions. STE users  can select STE out put
mode, whic h uses the machine's  DMA
output  capability ,  and also gives access
to onscreen bass, t reble,  and volume
controls. Out put  is also routed via the
STE's rear audio out put  sockets, al lowing
easy connect ion to an ex ternal amplifi er.
However, you DO NT get stereo sound,  as
you've only  made a mono sample - both
sockets carry  the same mono signal,
Overall sample sound qualit y  isn't  exact-
ly in the hi-fi  class, but  wit h care reason-
able results  can be obtained.
Samples can be saved to disk  as 8-bit

s igned data in eit her raw or AVR formats.
The former is just  a s t raight  dump  of the
numeric  data, but  the AVR format  in-
c ludes a 128 byte header record contain-
ing details about  the sample's  name,  re-
solut ion,  data format ,  whet her mono/
stereo, etc. -  useful when import ing sam-
ples into other sample based sof tware
us ing the AVR format .  Samples  can also
be loaded f rom disk  into the editor.  Each
one loads into the space between the
current  cursor posit ions, so by reposi-
t ioning them af ter each load it 's possible
to bring several dif ferent  samples  into
memory  then combine them in any way
you want  us ing the edit  facilit ies. You
can create some ex t raordinary  composite
sounds this  way!
The editor also has a MIDI  play  opt ion.

This  allows you to play your newly  con-
st ructed sample over a two octave pitch
range f rom a MIDI  keyboard connected to
the STs  MIDI  IN port .  You can only  play
one note at a t ime though - it 's  NOT
polyphonic .
By invok ing Mastersound's  sequenc ing

func t ion you can record your own com-
plete mus ical pieces. Up to 18 dif ferent
samples can be loaded into memory
s imultaneous ly ,  and these can be t rig-
gered over a two octave pitch range f rom
the sequencer. I t 's  rather limited as it
uses only  one monophonic  t rack,  but  an
"overdub" func t ion allows you to bui ld it
up in several passes us ing dif ferent  sam-
ples. So. al t hough you can freely switch

between the 18 sounds,  you're l imit ed to
jus t  ONE sound play ing at any  given in-
stant. R only  records in real-t ime,  and
input  is f rom the STs  keyboard - no MIDI
opt ion here, There's  no v isual indicat ion
of the notes you've recorded,  and no way
of  edit ing them other than play ing them
in again!
The sequencer is the weakest part  of  the

package, so you really  need a decent
sound tracker program,  such as NoiseT-
racker (Page 6 PD Library ,  £2.95) as de-
scribed in the last  issue. or Master-
sound's  c ompanion produc t  called Quar-
tet (Microdeal.  2,49,95). Bot h can use
sample illes produced by Mas tersound 2,

Inc identally .  I mus t  ment ion a snag wit h
NoiseTracker I discovered too late to in-
c lude last t ime.  It 's writ t en for a French
style AZERTY keyboard,  so certain keys
on the ST keyboard don't  produce what
you'd expect! As the program's  mainly
mouse driven it 's  no great sweat,  but  you
may  have to hunt  around a bit  to fi nd the
right  keys. f or ins tance when entering
new fi lenames.

ST STEREO
I 'll fi nish of f  this c olumn wi t h some good

news for non-STE users! Any  ST can now
use stereo sound,  s imply  by plugging in
Microdeal's  new Stereo Playback car-
t ridge!  This  gives it  two audio out put
sockets. jus t  like the STE's. Connec t
t hem to your hi-fi  us ing a t win phono
plug equipped cable, press PF4, and
enjoy Quartet  V1.5 sounds  in stereo! The
package also inc ludes  a great new stereo
vers ion of AVR's Drumbeat  program,
whic h t urns  your ST into a programm-
able, s ampling d rum machine.  Also
there's a neat  "demo-mak er" ut ilit y .
al lowing you to create y our own demo's
whic h play Quartet  mus ic  in stereo while
display ing any Neochrome pic ture,  y our
own sc rolling message, and f our oscillo-
scopes indic at ing the sound on Quart et s
four tracks. It 's excellent  value for
£29.95.

Note that  you don' t  automat ically  get
stereo playback - nei t her f rom this  car-
t ridge nor on the STE. Programs  have to
be coded specifi cally  to use it. otherwise
all you hear is the same mono sound
t hrough two channels .  The Playback
package inc ludes  suitable BASIC, STOS,
and Assembler code examples.  so any
programmer can ensure his  new prog-
rams  exploit  the stereo feature.

That 's  a l l
.
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take a look at Quartet  Stereo and then go
on to look a t  way s  of  producing higher
qualit y  samples. us ing Mic rodears  Replay
8 and Replay  Professional sampling pack-
ages. See you then.
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W I T H  Y O U R  A T A R I

age 6's Pit  Library  recent ly  acquired another
excellent ST program for use wit h Yamaha's
PSS series of  MIDI  keyboards.  PatchEd and
PSSED (described in issues 42 and 43) have
now been joined by PSS SoundShif ter.  writ t en

by Henk  Hens ing of  Amsterdam.  Like the other programs  i f s
pr imari ly  a voice patch edit or designed for quick ly  c reat ing
new sounds, but  it  does have other useful func t ions  too.
SoundShif t er is writ t en specifi cally  for the Yamaha PSS-

480, 580.  680,  and 780 models.  Please note it  does NOT
support  the current  PSS-590 and PSS-790 models ,  as these
employ  a totally  dif ferent  method of  sound synthesis whic h
requires  dif ferent  edit ing software. At  the t ime of  writ ing I've
not  seen any t hing that  can handle them - please writ e and
tell me if  you k now otherwise!  SoundShif t er runs  on any
ST/ STE and works  in colour or hi-res mono,  and I mus t  say
it  looks part icularly  good on a mono monitor.  I t  ac tually  does
three jobs - in  addit ion to voice patch edit ing if s  also a patch
l ib rar ianand d rum rhy t hm editor.  Let 's have a quick  look at
each func t ion in t urn.
The patch editor screen allows  you to edit  all 36 of  the PSS's

voice parameters ,  rat her than jus t  the 9 available f rom the
P,SS's f ront  panel_ This  gives you f ull cont rol over the sonic
capabilit ies  of the PSS's two-operator FM synthesis system_
Changing parameter values is as easy as c lick ing the mouse
on them.  To hear the effect of  the changes the new voice
patch can be quick ly  downloaded to any of  the PSS's five
voice banks  and audit ioned wit hout  you touching the PSS•s
keyboard. One mouse c lick  init iates  the download and plays
a chord us ing the new patch?
The edit  screen also graphically  displays the shapes of the

PSSs ADSR (Attack Decay Sus tain Release) envelopes based
on the current  parameter values, to help you "v isualise" the
sound you've created. You can also print  out  a neat ly  format -
ted lis t  of  the current  voice parameter values, i f  you need
hardeopy for reference purposes.

PATCH LIBRARIAN
Voice patches may be indiv idually  saved and loaded t o/ f rom

disk, but  you're more likely  to want  to use SoundShif ter's
patch l ibrarian func t ion.  This  saves/ loads sets of  up to 25
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voice patches as one library  fi le on disk,  giv ing v irtually  unli-
mit ed patch storage capacity, organised however you wish.  For
instance.  you could set up separate libraries  to hold dif ferent
types of sounds, keeping all piano sounds  together.  all basses
together, and so on. You can also bui ld smaller sets of five
patches k nown as confi gurat ion files, whic h again can be
saved/ loaded separately.  They can also be direc t ly  downloaded
to the PSS's five voice banks  wit h a s ingle mouse click. Sound-
Shif ter comes complete wit h several libraries ,  but  these con-
tain mainly  the PSS's preset sounds,  useful as s tart ing points
when c reat ing your own sounds.  There are a few new sounds,
but  they're not  very inspired.  The aut hor obv ious ly  intends  you
to create your own,  and he's even made this  as easy as
possible by prov iding the "Magic  Library  Ut ilit y " func t ion.
This  func t ion automat ically  generates a set of  25 random

variat ions  on any  chosen voice, us ing any of  four dif ferent
algorithms.  It 's very fast, t ak ing only  about  three seconds to
generate each set! You can then quick ly  audit ion each patch,
tweak  t hem f urt her wit h t he editor if  necessary, and save those
you like. This  is a great feature,  and t remendous  fun to use!

RHYTHM EDITOR
Finally ,  there's  the rhy t hm editor.  This  allows  you to quick ly

bui ld rhy t hm pat terns  for the PSS 680/ 780' s  Cus tom Drum-
mer feature. us ing the t radit ional grid-based approach for
v isual edit ing.  You can defi ne a k it  of  up to 16 drums  f rom the
PSS's set of  32, t hen graphically  bui ld up a rhy t hm pat tern to
play this  k it  by c lick ing on appropriate pos it ions  in the grid.
Pat terns up to eight  beats long are handled,  wi t h each beat
split  into eight subdiv is ions .  giv ing a total of  64 possible t rigger
posit ions for each ins t rument  in the kit .  This  isn't  muc h
compared wit h s tandard d rum machines.  but  it 's  all the PSS
machines  can handle in one go! It doesn't  work  in real l ime
either.  you have to download the pat tern to the PSS before you
can hear it, but  this  only  takes a moment .  Kits  and pat terns
can be saved to disk, and details  printed out  as a neat diagram
for hardeopy reference.
SoundShif t er is quite intuit ive and easy to use, whic h is just

as well as the doc ument at ion supplied on disk  is writ t en in
Dutch!  Operat ion is rather mouse intens ive though.  especially
when audit ioning patches generated by the Magic  Library
Ut ilit y .  I f ound myself  wishing there were keyboard shortcuts
available.  Unl ik e PatchEd and PSSED, SoundSlt if t er can't  up-
load any thing f rom the PSS, but  then there's  no real need to as
it  already has the complete set of  PSS preset voices in its
libraries .
Overall.  I  t h ink  SoundShif t er is a top qualit y  program and can

strongly  recommend it. Even if  you already  own PatchEd
and/ or  PSSED you'll probably  want  SoundShif t er for the con-
venience of its rhy t hm editor and Magic  Library  Ut ilit y .  At  just
£2.95 it 's a bargain not  to be missed!
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MATH BLASTER
D a v i d s o n  and Associates

are a major producer of
educat ional sof tware in

the USA. mainly  for IBM and
Apple computers .  They 've only
ported one of  their packages to
the ST. and this  is it !  Mat h Blas-
ter Pitts (MBP) is  aimed at 6-12
year old c hildren and is desig-
ned to help t hem pract ice basic
mat hs  problems,  us ing addit ion,
subt rac t ion,  mult ipl ic at ion.  div i-
sion, f ract ions,  dec imals ,  and
percentages. I t  does this  via fi v t
dif ferent  act iv it ies,  between
t hem prov iding over 750 prob-
lems at s ix stages of  diffi culty  for
the child to complete.
The act iv it ies are called Count down,

Ignit ion.  Lif toff .  Orbit .  and Blas temaut .
As you've probably  guessed they all have
a space t ravel theme,  alt hough this  isn't
overdone as only  Blas ternaut  could be
cons idered a "game",  Each builds  on
what 's  t aught  in the prev ious one, but
they can be tack led in any  order,  i f
required.
Count down prov ides  pract ice wit h basic

facts t hat  should be remembered.  A
problem is presented complete wit h its .
correct answer,  whic h the child has  to
memorise.  The answer is then removed
and the child has  to key it  in f rom mem-
ory. A nice touch is that  the problems
can be presented in horizontal leg.  as in
5+6. 11) or vert ical f ormat  (fi gures writ -
ten in columns ) to suit  the preferred
met hod of  work ing.  I gnit ion takes the
idea a step further,  present ing the prob-
lems  wit hout  s howing the answer first.
Lif tof f  extends this  to the point  where any
part  of  the problem may  be miss ing,  e.g.
I 2+7"?=23, so the child may  have to work
back f rom the answer to supply  the mis -
s ing part .  Orbit  presents  three problems
at once, complete wit h answers  whic h
may be right  or wrong.  Each has  a part  of
the problem highlighted,  and the child
has to decide whet her or not  this  part
needs correct ing to produc e the riv,ht
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MATH BLASTER PLUS
Publisher: ABLAC/Davidson
Price: £ 3 4 . 9 5
Reviewer: John S Davison
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answer.
Blas t emaut  is a game us ing the sk ills

learned in the other activit ies. A problem
is displayed at  the top of the screen. and
below it  are f our spacestat ions. each
mark ed wit h a dif ferent  answer.  The
child has  to manoeuv re an as t ronaut  into
a rocket aimed at the spaeestat ion wit h
the correct answer,  Three levels of  dilli-
culty  affect the t ime allowed to get the
rocket to the correct  spacestat ion.
"Bonus  rounds" are used to maint ain in-
terest, where the as t ronaut  has to be
manoeuvred int o the correct  rocket  to
Intercept a spaceman or satellite fl oat ing
across the screen.

ANIMATED
REWARDS

Correct  answers  are rewarded by con-
gratulatory  messages and cute lit t le ani-
mated characters  cavort ing across the
screen. Generally ,  two wrong answers to
a problem are allowed,  af ter which the
program displays the correct answer
then cont inues wit h the next problem.  At
the end of  a stage, the child is asked
whet her he'd like to retake the problems
answered incorrect ly ,  or to carry  on.
Progress records may  be kept.  requir ing

each child to "log on" to the program
before beginning a session by key ing in
his  name and todays  date. Then,  as he
completes each stage, the program writes
a record to disk not ing stage and score
details,  whic h can later be rev iewed and
printed as required.  A really  nice touch is
that  if  a child scores 100% on any topic a
s mart  cert ifi cate proc laiming the fact can

be printed,  us ing an Epson
compat ible printer's  graphics
capabilit ies.  This  worked per-
fectly on my  Star SG-10.
MBP was originally  geared to

the American educat ion system,
but  the concepts it  presents
have to be learned by all chil-
dren at some t ime,  so this  is of
no real concern.  Also, t he pack-
age inc ludes  a problem editor so
you can modif y  the problems
presented - eit her to make them
fit a part ic ular c urr ic ulum,  or to
generally  mdend the scope of
the package. This  feature can
also be used for the preparat ion
and pr int ing of  test papers.

USER
FRIENDLY

The program is very easy to use, bot h
for the t eacher/ parent  and for the child.
The superv isory  func t ions  are generally
accessed v ia mouse select ion f rom
menus,  whi le the child's  input  is usually
f rom the keyboard.  Virt ually  every thing
displayed is accompanied by  an onscreen
prompt  of  some k ind,  so it 's always fairly
obv ious what  you have to do next. Even
so. there's  an excellent  ins t ruc t ion
manual  prov ided whic h explains  every-
t hing c learly  and concisely. The whole
thing is a model of  user f riendliness  - I
was very impressed.
The problems  are displayed in big, bold

characters,  so it 's  possible to use the
program wit h groups  of  children s imul-
taneous ly  i f  required.  The animat ed
graphics  are neat  and colourful,  but
could do wit h a lit t le more variety. Sound
could have been used more imaginat ively
too, but  these are very minor  crit ic isms.
The s imple appearance of  this program

belies the t hought  and care that  has
obv ious ly  gone int o its design and im-
plementat ion.  The result  is a very fi ne
piece of  educat ional software, I ts  qualit y
shows - in  its ease of use; progress  t rack-
ing capability :  ex tendabilit y :  and its
psychological aspects such as the lit t le
rewards,  bonus  rounds ,  and cert ifi cate
print ing.  I ts  design makes  it  perfect  for
use in schools, but  it 's  great  for home
use too. I f  you take educat ional sof tware
seriously,  mak e sure you cons ider Mat h
Blas ter Plus. I t 's expensive. but  wort h it!
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(hoot Software are last becoming
;1 major supplier of educational
software for the home market and

have recently been busy porting some of
their products to the ST. Better  Maths is
their latest offering, and is a package ol
maths programs covering a comprehen-
sive range of topics of interest to GCSE
and similar level students in the 12 to 16
year old age group.
The package consists of one single sided

disk tucked into a plastic wallet with just
a School Software catalogue for corn -
pany. There's no instruction manual ,  but
I found it wasn't really necessary as the
program is fairly intuitive in use.
Better Maths can be used in two ways,

the first being for tuition in certain
mathematical  topics and the second as a
source of exercises and tests - useful  for
revision purposes. The tui tion section
covers algebra; ratios and gradients: fac-
tors: quadratic equations: plus a "general
revision" section. To check the student's
understanding of the tuition, the prog-
ram asks lots of questions. They're
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answered by 'Tilling
in the blanks' left in
various statements.
from a list of
answers at the bot-
tom of the screen.
The program only
gives a basic outl ine
of the topics, so the
student would be
wise to use it in con-
junction with a
standard maths text
book. He'l l  need one
anyway, as the tui-
tion only covers a

few of the topics included in the other
parts of the package.

WIDE RANGING
TOPICS
The rest of the package is divided into

two major chunks,  called Better Maths 1
and Better  Maths 2. The first part covers
mensuration (areas of squares. rectang-
les, circles: and volumes of cylinders and
spheres); statistics (bar charts, pie
charts, mean,  mode): simple interest: fac-
tors 'prime numbers,  highest common
factor, lowest common multiple); percen-
tages: simple calculations; algebraic ex-
pressions: algebraic factors; tables (logar-
ithms, not multipl ication): approxima-
tions; fractions: sequences and series:
geometry: means and multiples: sets:
and trigonometry. Phew. that's quite a
list! The menu for the second part is
rather  unspecific though,  with items
blandly listed as Test 1. 2. and 3: Ar i th-
metic 1. 2,  and 3: and Mathematics 1. 2
and 3.
Both parts follow a similar pattern. For

each menu item chosen a series of ques-
tions are asked, again with the possible
answers chosen from a selection shown
on the screen. Two attempts at getting
the right answer are allowed, alter which
the correct answer is displayed i f the
student still hasn't got it. At the end of
each section the program displays simple
bar  charts showing the number  of right
answers, wrong answers, and average
score over all sections completed so far.
There are also a number  of separate test

sections, each covering a variety of topics
rather than being limited to just that of
an individual  section.

M AT T E R  DEMO?
I reviewed Better  Maths using my new

STE. and one thing it unexpectedly de-
monstrated was the effect of the blitter
chip! The title screen contains a horizon-
tally scrolling message. which initially
whizzed across the screen at a rate too
fast to read. After turning the Witter off
and reloading the program the scrolling
was much slower. So far it's the only
program I've seen where the effect of the
blitter has been so obvious.
After using the program for a little while

I became amazed at just how much of the
maths from my (far) distant schooldays I
could remember! I guess this must be an
Indication that it does achieve one of its
aims - to act as a revision aid. I liked the
interactive nature of the program, but
after only a short while it became obvious
that the program could have exploited
the computer 's capabilities far more than
it does. For  instance, i t could have used
animated graphics to illustrate some of
the more difficult concepts, such as find-
ing the roots of a quadratic equation by
plotting the graph of the function.  Appa-
rently the IBM PC version DOES include
such facilities, but regrettably the ST ver-
sion doesn't.
Also, al though the general content of

the program was fine. I thought that
some topics appeared In the wrong sec-
tions. For  example. the trigonometry sec-
tion included an item that seemed to
belong in the mensuration section: and
the three "mathematics'' sections in par t
two included items I'd class as arithme-
tic. But perhaps I'm just being too picky.
Overall. I was a little disappointed by

Better Maths and eventually came to the
conclusion that it really wasn't doing that
much more than a good maths textbook
or printed revision aid. I ts strength is its
interactive nature,  and I suppose the fact
that you're NOT working from a book can
sometimes be beneficial too. A break
from pure bookwork can make a welcome
change. especially in those long tedious
hours of revision before important
exams. I t won't totally replace a standard
maths textbook, but you could find it a
useful complement as an alternative
study aid. I suggest you try to see it in
action before making up your mind
about buying.

I
T
i
t
l
e
:

Publisher:
Price:
Reviewer

BETTER MATHS
School Software
£ 2 2 . 9 5
John S Davison



ST GAMES S T  GAMES _a_ ST GAMES..

SUPER SKWEEK
S
u
p
e
r  
S
k
w
e
e
k  
i
s  
a
n  
e
x
-

cellent  example of  how
to breathe new life into

an old c omput er game. Lori-
ck ) have taken the old concept
of  requiring the hero to change
the colour of  every square on
the board by walk ing over it
and added an inc redible num-
ber of  extra features to make a
superb new arcade game.
They  have taken ideas f rom

dozens of  other games and
c rammed t hem all into one
enormous  explos ion of  sound,
colour and movement .  The
scrolling screens are made up
of  count less special t iles -
there are s lippy  tiles, explod-
ing t iles, one-way  t iles, tele-
ports.  raised areas, lif ts,
shops, s hr ink ing Liles, mons -
ter generators,  blocks and
ones that  jus t  need to be pain-
ted. There are special ones
whic h paint  or unpaint  all the
ones around them,  or fl ip the
colour of  every t ile on the

Title: H Y D R A
Publisher: Domark / Tengen
Price: £ 2 4 . 9 9
Rev iewer Da mo n  Howarth

SIGHT & SOUND
Everything that you would ex-
pec t  from Ten gen, both are
strong

GAMEPLAY
Responsive controls and fast
ac t ion mak e this a good con-
version

VERDICT
Not part icularly  enthralling, no
real uniqueness

board - there are
45 dif ferent  t iles
and I s t ill haven't
worked Out what
they all do!.
There are all

sorts of monsters as well - las t
ones, s low ones, invulnerable
ones, fl y ing ones, t hiev ing
ones, the lis t  goes on and on.
You need to k ill these both to
surv ive and to get money,
As well as special items

whic h give you ext ra points
there arc dozens of  bonuses
whic h appear at random or
can be bought  in the shops
(cheek al l  the shops as many
of  them offer certain items for
free!), they inc lude:  4-way,
8-way, c ircular,  zig-zag, laser,
horning,  and boomerang
shots; ext ra lives, exits to the
next  level, more t ime,  shields,
non-s lip shoes, t urbos  and
s low-downs;  special paint ing -
every thing you shoot gets
painted,  or all squares adja-
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long line of  a l
-
C a d e
mac hine convers ions

f rom Domark ,  I t  is  based on
the machine of  the same name
and the expectat ions of  the
game are for the player to
guide a speedboat on a variety
of  miss ions carry ing certain
dangerous  v iruses or dooms-
day devices and even objects
of  great value such as the
c rown jewels,  but  never once a
fi sh supper!  This  game has a
healthier v iew of the 2I s t  Cen-
tury  since the scrolling river-
way  is s t ill blue and there are
st ill trees despite the act ions
of  madmen in boats blowing
t hem up.  The eponymous
Hy dra is in fact the player
since that  is the code name

cent to you get painted,  or
t iles above you get painted.
You can even get a map of  the
whole level and (fairly  unique
for an arcade game) you can
SAVE your pos it ion and reload
It as many  t imes as you wis h -
no more hav ing to restart  f rom
the beginning!
There are 225 levels in

groups  of  45 - you can start  at
1 . 46 or 91. or you can elect to
t ry the levels in random order

and,  there are levels where
the object ive is to rescue all
the Skweezettes or k ill certain
mons ters  a n d  there are
bonus  levels wi t h lots of  gold
to pick  up a n d  there is a
2-player version a n d  there
is a Cons t ruc t ion Kit !  This  one
really  has got EVERYTHING!

you have been
offered by the fi rm.
You propel your-

self  and y our valu-
able cargo in the

Hydrac raf t  t ry ing to dest roy or
dodge the my riads  of  opposing
forces that  wish to stop the
mail.  Surpris ingly  should you
succeed in dest roy ing enemy
craf t  they are so elated that
they release a shower of  cash
carry ing balloons whic h you
need to vandalise to obtain
y our  wages. This  money  is
later spent on bet tering your
boat  to enable you to create
more may hem and dest ruc-
t ion.
Graphically  the game is well

up to the Tengen s tandard
and shows all the love and
care lav ished on the big
machine,  Sonically  it is  very
s t rong wit h pounding beats
and loud effects. As wit h so
many  of  these convers ions the

FACTS
1 life : S U P E R  SKWEEK
Publisher: Lor ic ie l

(Intograrries)
Price: £ 1 9 . 9 9
Reviewer:  J ohn Sweeney

SIGHT & SOUND
A pandemonium of  sound and
colour • ex c ellent '

GAMEPLAY
Joystick-driven, k ill all The bad-
dies while you c harge madly
round the board l

VERDICT
Great fun, very  addic t ive, super
value tor money

HYDRA
technical work  is solid and
offers good playabilit y  but  the
context is  not  novel enough to
make me wish to spend large
amount s  of  money on it.
Perhaps when s t anding in the
fl ashy case in the arcade wit h
loud mus ic  and a s teering
wheel these games have a cu-
rios ity  value and may  well see
the player feed t hem the odd
pound or so in the arcade but
at home the exc itement  is mis -
sing. The game is a good con-
vers ion but  sadly  left me won-
dering why  I ev er  wanted to
deliver the miss ions  and
offered me no feeling of  addic-
t ive quality .
The game is playable but  I

could not  whole heartedly  re-
c ommend it  as a mus t  or even
a probable buy.  I f  you like
boat purs ui t  games or that
part ic ular arcade machine
then t ry  it  otherwise it  is only
a wort hy  also ran.
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budget  sof tware f rom
a fi rm that  has pro-

duced some highly  enjoyable
games. In this  part ic ular piece
of s ilicon whims y  it  is  the
player's role to rec laim the
light  of  the land whic h is being
stolen by the Dark  Lord_ This
somewhat  anonymous  person
surpris ingly  lives in a castle
and as the least experienced
and most  innocent  person in
the c ommuni t y  it is  y our job
to stop him.  Somet imes  I won-
der if  innocent  ac tually  t rans-
lates as foolish or gullible.
The castle is represented by

overhead 3D graphics  wit h
myriads  of  lit t le mons ters
appearing f rom nowhere to
suck life out  of  you as the hero
tries to both avoid t hem and
collect the money  that  keeps
appearing in f ront  of  him.  I t
seems to be a good t hing to
capture dragons belonging to
the amazon types. These crea-

tures  allow Hu-
hero to ride around
in some state of  in-
vulnerabilit y ,  at
least unt i l  the dra-
gon diestl
The object is to fi nd keys and

chests to access other parts  of
the cast le and eventually  save
the world,  The cont rols  are
very s imple needing no more
t han a joyst ick  and a space
bar to act ivate magic  pot ions
that  appear along the way. Oh
yes! the money  is used in
Hugo's  various branches  of
magic  shops which al low the
purchase of  useful t hings
whic h either allow ext ra life
points  or special effects to
take place. Det ai l ing too muc h
of  the pot ions  would take a
great  deal f rom the game since
muc h of  the fun is found in
det ermining their funct ions.
The game reminds  me of  the

old game Att ic At tack that
proved a great favourite on the

Spec t rum.  The graphics  arc
very well  drawn and of fer the
same sense of  fun as the
rat her tongue in cheek pre-
sentat ion of  the game. I f ound
that  the lack of  combat power
s urrounding the hero made
h im a target  for all the enenky
suck ing creatures alt hough
the poss ibilit ies  of  mount ing
dragons  for security  make the
chances s light ly  better. Even
though I was  k indly  supplied
wi t h a cheat  sheet the task
was not  easy and had I not
been appraised of  the correct
sequence of  events I would
st ill be wandering round lost.
The game offers a lot  of  space
for prolonged play  alt hough it
may  become f rus t rat ing due to
deaths.

0

FACTS
Title: D I S C
Publisher: L o n d e '

(infogrames)
Price: £ 2 5 . 9 9
Reviewer:  J ohn Sweeney

SIGHT & SOUND
Great high-s peed OnifTlati011,
lots of  good sound effects-

GAMEPLAY
VERY fast Joystick-drive. v iolent
sports game

VERDICT
A nic e idea, well implemented
- starts easy and gets ridicu-
lously hard!
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A n y o n e  for tennis?
While not  quit e ten-

nis, ac tually .  The net
has been replaced by a gaping
abyss. t he ball by lethal f ris-
bees. and the ground under
y our feet disappears  t ile by t ile
as your opponent  smashes the
corresponding t iles on the wall
behind youl
This  v iolent f uturis t ic  sport  is

completely  joyst ick-driven.
There can be a number  of
discs in play at any  one t ime.
Provided you are s tanding in
the right  place and you were
the last person to touch t hem
or parry  t hem well t hen you
wil l  automat ically  catch in-
c oming discs. The rest is up to
you, y ou can t hrow high or
low (by long or short  but t on

D I S C
pressing), and you
can use the joys-
t ick to cont rol the
direc t ion of  your
throws  and parries
and also to move

around the play ing area_ For-
tunately  y our character will
automat ically  somersault  over
gaps between tiles. Th e r e  is a
t raining mode which helps
you learn how to hit  s tat ionary
and mov ing targets. and how
to parry  and dodge. Then you
get int o the real game - you
have to beat more t han a
dozen c omput er opponents  of
vary ing qualit y  in order to
make your way up the ranks
f rom Novice t hrough to Great
Guide.  Your character's  rank
is automat ically  saved to
diskette.
You can challenge anyone

you wish,  enter a knockout
t ournament ,  or go for the
Champions hip - play ing all
the other players in order of

FACTS
Title: C R E E P Y
Publisher A t lan t i s
Price:
Rev iewer D a m o n  Howarth

SIGHT & SOUND
Very 8-bittish on performanc e
although the 3D effect is both
nostalgic  and  good for this type
of game, FX adequate

GAMEPLAY
Good, smooth sprites and fast
enough tor me

VERDICT
Extremely enjoy able litt le romp.
good value for a budget  game

superiority_ J us t  to make life
even harder there are various
special discs - power discs.
speed discs, homing discs.
shields.  etc. whic h you ac-
quire randomly  by hi t t ing a
rov ing quest ion mark .
Disc takes a lit t le get t ing

used to the controls ,  but  then
it is  a very fi ne lit t le arcade
game. I t  is beaut if ully  ani-
mated - t he players  get
pushed back  by each blow
f rom a disc, wave their arms
wildly  if  they lose t heir ha•
lance and leap all over the
place parry ing discs.
You can also play  against  a

f riend in a t wo-play er version.
You take it  in  t urns  to play  in
the foreground - whoever is
there has  the advantage that
they can see t heir enemies
backboard whic h indicates
how many  blows  each t ile wil l
take before disappearing
together wit h part  of  the
ground!
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a brat .  and Fred the
babys it ter has gut his

work  well and t ruly  cut  out
when he looks af ter the lit t le
guy on one part ic ular night.
Nathan's  parents  have gone
out  for the evening and the
lit t le devil decides to discard
his  nappy  and don his  t ight
fi t t ing leathers  and cool
shades as he searches for a
met hod to annoy  the poor de-
fenceless Frederick.  Unf ort un-
ately, due to some strange
twis t  of  fate the lit t le Brat  is
sucked into the toy dimens ion
and is now up to his  neck in
t rouble.  Oh no!

Fred realizes this  immense
problem and manages to tele-
port  to the toy dimens ionand
has to guide the lit t le guy
t hrough the twis t ing passages
of  the unus ual world.  Being
uns ure of  his foot ing Nathan
needs cons iderable guidance,
so Fred is going to have to lay

FACTS
Title E U R O P E A N

SUPERLEAGUE
Publisher: CDS  Software
Price: E 2 4 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
Graphically  intense with litt le
sound of note. Pity about  the
game graphics  though

GAMEPLAY
As a management  game. fi rto,
as a football strategy game
perhaps  lack ing a litt le

VERDICT
Couid be okay  for enthusiasts,
try it and see

down arrows  on
the ground whic h
wi l l  show him
where to go.
The basic style of

Brat  is a sc rolling
plat f orm game whic h is jus t
that  lit t le bit  dif ferent .  The
isomet ric  v iew depicts young
Nat han as he walks  along the
narrow passageways of  the toy
dimens ion.  The young chap
doesn't  ever stop, so it  is up to
you, as Fred to lay down gui-
dance arrows  to steer our hero
out  of  t rouble.  Along the way.
all k inds  of  bonus objects can
be f ound so you can collect a
plethora of  extra points.
Graphically  the game is really

very good. The cartoon style,
colourful graphics  coupled
wi t h the s ilky  smooth sc rolling
gives the game a very slick
appearance whic h wil l  appeal
to both young and old players.
Likewise the sound is of  a su-
perior qualit y  and there are

he football season be-
gins in August  -
a m i dmuc h t hought  of  a

super Brit ish league but  this
game takes the theory one
step f urt her and int roduces  us
to an all Europe league.
The presentat ion i s  s t rong

wi t h  a sens ibly  sized box.
luc id bi l ingual ins t ruc t ions
and two disks. Even the
screenshots are fair represen-
tat ions  of the fare inside. I n
play the game allows you to
change the names of  any team
t hus  it  is  possible to arrange
for Colne Dy namos  or Stafford
Rangers  to win over Ajax or
Liverpool.  The game is a
strategic one rat her than
another joyst ick t hump and as
such presents as a more corn-

some really  nice lit t le sound
effects dot ted t hroughout  the
game,
Where Brat  scores most  high-

ly is  when cons idering its
playabilit y .  I t  really  is very
addic t ive indeed and the num-
erous lit t le puzzles wil l  keep
you occupied for hours.
There's  a nice password sys
tern for each level so there's
absolutely  no excuse for giv ing
up if  you can' t  fi nish that  last
level!
The game is fi lled wi t h

h u mo u r  and there is a really
great int roduc t ion sequence
wit h some fantast ic  sampled
sounds.  I f  your in the mark et
for a puz z le/ plat f orm game
you could do far worse t han
th-

plex vers ion of
Football Manager.
You are respons i-
ble for t raining
schedules, t rans -

fers. squad select ion and tac-
t ical format ions .  You are also
respons ible for the report  to
the board and can be fi red
very swif t ly.
Cont rol is  by the office f urni-

ture,  for example c lick  on the
fi ling cabinet  and receive in-
f ormat ion on squad.  money.
oppos it ion etc.. on the phone
or  intercom to contact various
agencies or even the whisky
bot t le to pass the t ime!  The
game appears to be as muc h a
s imulat ion of  office manage-
ment  as winn ing  football
games! To  add to the press-
ures  of  the game the telephone
and intercom keep you busy
normal ly  while you want  to
make other reports  or reviews,
t hus  the game ins is ts  on a

Title B R A T
Publisher. Mirrors of t
Price: £ 2 4 . 9 9
Rev iewe
,
:  
J o h
n  
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SIGHT & SOUND
The colourful graphics  and
smooth sc rolling are all of the
very highest standard. The flash
introduction sequence is s imply
a taster of what is to c ome

GAMEPLAY
A fun littte game which ac tually
makes  you think and a good
laugh whic h will keep you
absolutely  addic ted for hours

VERDICT
A superb game whic h should
be a part  of any puzz le/plat-
form fans  collec t ion, highly ty
rec ommended

IN
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phenomenal amount  of  disk
access.
Game day receives a some-

what  lackadais ical approach
wit h a few Isk ippablel s t ills  of
the highlights ,  an opt ion to
change players or tactics at
the half ,  and no inf ormat ion
as to scorers or foulers  or per-
formance of  indiv iduals .  In-
deed the games whic h you
spend so long preparing for
seem to be an af terthought
and an ant i-c limax .  There is
even a small bug whic h re-
fuses to acknowledge post-
poned games replayed on
Wednesdays as results .  I man-
aged to play several weeks
wit h a miss ing league game
whic h we won not  being
accepted. Thus  our league
posit ion was  low and the man-
agement  fi red me.
The game has  potent ial but

falls down on its  fi nal produc-
t ion,  a lit t le disappoint ing.

New Atari User' Issue 5 6 7



ENCOUNTER St
E
n
c
o
u
n
t
e
r  
m
e
t  
w
i
t
h

worldwide acc laim
about  f our or five

years ago. Not  only  was  it a
highly  popular 8-bit  release
but  it  mark ed the arrival of  a
t rue personalit y  in the soft-
ware scene - Paul Woakes,
This  man went  on to create
such classics as Mercenary
and Damocles.  Now,  af ter all
this  t ime, t he ST is fi nally
graced wit h the old classic
Batt lezone style game. This
sixteen bit  rework  of  the ori-
ginal has changed very lit t le.
obv ious ly  the graphics  have
been changed somewhat ,  but
the overall look and feel of  the
original has  been retained.
You are the pilot  of  a suped-

up speed t ank  whic h fl its
about  the surface of  an obel-
isk fi lled world.  Your miss ion
Is to blow the liv ing day lights
out  of  a number  of  host ile ves-
sels whic h are infi lt rat ing the
zone t hrough int er-dimens ion-

FACTS
lit  L O R D S  OF CHAOS
Publisher B l a d e  Software
Price £ 2 4 . 9 9
Reviewer.  J ohn Sweeney

SIGHT & SOUND
Lots at fine, colourtul graphics,
nice sound effects-

GAMEPLAY
Good WIMP once you get used
to it. Cate must be taken not to
waste Ac t ion Points. Manuals
are a bit obscure'-

VERDICT
Nice lo see a different
approac h to computerised
DC) - well worth a go, espe-
c ially  the mut t i-player vers ion-

68 I s s u e  51
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al portals .
Unfort unately

these lit t le vessels
possess an awe-
some fi repower.
and have the abil-
ity to zoom around the land-
scape at  breakneck speed.
They  have a very nasty habit
of  hiding behind one of  the
many  obelisks scattered
across the plain and then
s linging hundreds  of  laser
bolts  in your general direc t ion.
Friendly  eh? All you have to do
Is shoot  back and hope for the
best. Al l  laser shots wi t hin the
game have a tendency to
ricochet  of f  any objects whic h
get in the way. This  Is really
great  once you've got the hang
of  it, you can gain real sat is-
fact ion f rom get t ing a meanie
by bounc ing your shot of f
mult ip le obelisks.
The only  major dif ference be-

tween this  and the original
8-bit  vers ion is the between
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the s tandard stuff: a
bird's  eye v iew of  the

terrain.  lots  of icons for select-
ing your actions, and lots  of
monsters .  weapons,  spells.
and t reasures scattered across
a variety of landscapes. But
there are a couple of  things
whic h make Lords of  Chaos a
bit  special.

Firs t .  27 of  the 47 spells are
lor s ummoning creatures to
light  for you: Demons .  Giant
Spiders. Unicorns .  Trolls .  Dra-
gons and many  others. each
wit h t heir own special charac-
teristics. So you can bui ld up
a large army  of  creatures to
fight for you. On each t urn
you can move each of  your
creatures up to the l imit  of  its

level sect ion where you mus t
negot iate your way  t hrough a
'neut ral zone' whic h lies
beyond a dimens ion gate. On
the old vers ion this  was fi lled
wit h obelisks.  however.  the ST
gives you t umbl ing asteroids
and meteorites  which fly to-
wards  you at  t remendous
speed.

Graphically .  t his  is a really
good demons t rat ion of  how an
ST can really  scroll.  All of  the
movement  is both very fast
and except ionally  smooth and
slick. The background
graphics  are a bit  s implist ic '
but  they are more than effec-
tive - they 're certainly  bet ter
t han the original bat t lezone
screens! Sonic-ally it 's a bit
basic, quit e adequate.

Ac t ion Points to
explore, fight,  or
any t hing else
whic h is allowed.
You s tart  the

game by des igning a wizard -
spending experience points  on
mak ing yourself  stronger.
healthier.  etc, and on learning
spells - this  determines  how
many  helpers  you wi l l  be able
to s ummon.  Then you enter
Scenario I  wh ic h  is a wilder-
ness wi t h  a k w  houses for the
wizards.  Your objective is to
gain experience by k i l l ing and
t reasure gathering,  then sur-
vive long enough to escape
t hrough a myst ic  portal.  I f  you
succeed you can spend y our
new experience points  on im-
prov ing your wizard's  personal
characteris t ics  or on t eaming
new spells.
There are two other scenarios

prov ided wit h the basic game -
a dungeon and a cast le - each

FACTS
Title: E N C O U N T E R  ST
Publisher. No v a g e n
Price: S 2 0 . 4 2
Reviewer:  J ohn Davison Jnr

SIGHT & SOUND
Silky smooth and very fast
showing that the ST is more
than c apab le  of smooth scroll-
ing. Sonicolly  it's nothing spe-
c ial but more than adequate

GAMEPLAV
loved The original, so I was

going to enjoy  this no matter
what  I f  you like a good mind-
less blast you will love it

VERDICT
Fans of the original will love if
but the younger, more sophisti-
c ated games  player will soon
tire of the garne0ay  as it is a
touch on the repetetive s ide

101105 O CHAOS
f ull oi t raps, secret doors,  and
hidden t reasures.
The other special t hing about

Lords of  Chaos is that  it  can
be mult i-play er.  Up  to 4 play-
ers can be cont roll ing rival
wizards.  You take t urns  at
mov ing your wizard and his
creatures.  so you need some-
t hing else for the others to do
while wait ing for their t urn!
The game is carefully  designed
so that  each player can only
see enemy characters  if  they
are in direc t  l ine of' s ight  This
allows for some very sneaky
manoeuvres !
The cont rols  take a lit t le get-

t ing used to as the mouse but -
tons do dif ferent  things  at dif -
ferent t imes,  so you wi l l  fi nd a
few problems  to start  wit h like
walk ing into closed doors.  but
once you get used to it  it  is
quite a good system and
allows  you complete fl ex ibilit y
in cont roll ing your actions,
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brings  on the fear that
t he game wi l l  not  live

up to the fi lm,  they  seldom do.
Wit h a licence on a sequel the
fears are worse for the fi lm se-
quel seldom lives up to the
original so I did not  have great
expectat ions when I booted
this  up.  My  Init ial reac t ion
however was pleasure,  t he
opening screen and mus ic
were ext remely  effective and
both complemented each
other,  and the sof tware is
bright  enough to recognise the
second drive,  no "please insert
disk  two" message. My  jangled
rev iewing nerves calmed a l i t -
tle, on the fi rst game screen
the graphics  were very good, a
full horizontal scroll across
the screen wit h plenty  of  col-
ourf ul  smooth mov ement  and
a cornucopia of  action. The
player tak ing the heroic  role of
Mik e Harr igan sees hims elf  as
a see-through whit e line draw-

FACTS
Title T H E  KILLING

CLOUD
Publisher: I m a g e  Works
Price: E . 2 5 . 5 3
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
Bright and noisy, g o o d  scrolling
and fi ne pictures, the FX and
suitable and loading music  are
ac c eptable

GAMEPLAY
On the whole ac c eptable
perhaps  hard to pick up at  first
with the k ey board options
being so vast

VERDICT
Entertaining and not as run of
the mill as many. Try it first

ing us ing whatever
weapon comes to
hand.
The play ing style

is that  of  target
shoot ing carefully
choos ing targets and
and not  shoot ing helpless in-
nocents and colleagues. The
act ion manages  to follow the
fi lm's  plot  very well wit h the
Predator mak ing more not ice-
able appearances as the levels
go on. This  t rick  ac tually  man-
ages to create a lit t le dramat ic
tension and makes  a marvel-
lous  "hook" for the story to
hang upon.  Apart  f rom the
locale there is lit t le variance in
game play t hrough the levels
but  that  seems to pale when
the speed and sk ill factors are
accounted for. The game has a
mouse opt ion whic h I some-
what  unwisely  opted for.
Alt hough aiming is far more
precise the speed at  which fi n
gers need to tap but tons  is

boriuse!,

Ile t A t r i a  - , -

I m a g e  Works  have s inc e
their original associat ion
wi t h the Bit tnap Brothers,

produced interes t ing science
fi ct ion 4cenatios. This  is no
dif ferent  a good plot  that  may
have sprung f rom a Sc hwan
zenegger movie, not  quite so
muc h a shoot  'eat up,  more
the defi nit ive guide to polic ing
in the late 1990s. The heart  of
the game is a f orm of  fl ight
s imulat ion based on a jet
cycle, and should this  prove
an accurate predic t ion of  the
f ut ure I would like to place my
name on a wait ing lis t  for a
vehicle!
The act ion takes place in San

Francisco whic h has succum-
bed to the pollut ion problem
and is now covered in a Bio--

• • • r
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.yearing on tendons and leads
to mouse users c ramp.
It is possible to upgrade

weapons  by shoot ing them as
they appear on screen as does
the ammuni t ion and body
armour  to keep you alive.
There is also a police shield
whic h corrodes s light ly  for
every innocent  you k i l l  - k i l l
too many  and you are booted
off the force.
This  game has the act ion re-

quired of  a fi lm that  is basical-
ly shoot ing and violence and is
an extension of  the Untouch-
ables game that  appeared last
year. As a shoot ing gallery
game it Is  great, as a licence it
works  and as soon as my  fi n-
ger tendons have relaxed I 'm
going back in there.

Cloud of  poiso-
nous  fumes. This
does not  stop the
local mob em-
ploy ing new tech-

nology to hijack  and rob the
good cit izens, t hus  it  is your
job to c lear 'Frisco of  the
slime. T h e  game is mul t i
staged wit h each level being
preceded by a briefi ng f rom a
sergeant (I was most  dis-
appointed he did not  tell me to
"be careful out  there!") t hat  in-
it iates the strategic element  of
the game, the select ion of
weapons  and resources to be
used around the beat for the
day. These items inc luded per-
sonal armour  and armament s
for the bike such as machine
guns,  rockets, cannon and so
on together wit h the tact ical
placement  of  capture nets and
the modern Black  Maria called
a pup.
Should captures be made it

FACTS
Title: P R E D A T O R  2
Publisher I m a g e  Works
Price: £ 2 5 9 9
Rev iewer D a m o n  Howarth

SIGHT & SOUND
Both excellent, soundtrack  and
FX apt  and atmospheric , Plc-
ales colourful and stylish

GAMEPLAY
Very fast - don't  use The mouse
unless you have spare lingers
and mice!

VERDICT
Excellent I like target  games
and this is one of  the best

!RUIN UN)
Is possible to interv iew your
prisoners  to obtain inf orma-
t ion f rom them.  This  is done
via a set menu  of  quest ions
whic h receive vary ing degrees
of  compliabilit y .
Graphic ally  the game is

s t rong wit h some very effective
3D blocks being used, the
mugs hot s  of  the enemy also
prov ide a degree of  authent ic -
ity and al low the chance of
fi nding the man you want  to
talk  to. I enjoyed the fact there
was so muc h of  a tact ical na-
ture to the game and that  it
was  possibly  less intensive on
pure b l o w
-
t h e m  
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tactics rat her t han the opt ion
to lure foes int o t raps.  As a
combat  fl ight  s imulat or it  is
not  too bad alt hough I am not
convinced that  it  rivals  FI 5
and such purpose built  offer-
ings. I enjoyed the game as a
challenge alt hough I did not
fi nd it  al t oget her relax ing!
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come to anot her exc it ing mix -
ture of  news. programs.  more

news and even more news!! Ac tually  I
was t hink ing that this  issue was
gonna be full of doom and gloom.
STOS 3D s t ill has not  arrived
although Mandar in assure me it is  so
close to release you can smell it !
Maybe a rev iew next  t ime (haven't  I
been saying that  for over a year?).

Fortunately  gloom and doom are not
prevalent  on this  glorious  June day
'cos a nice let ter (together wit h a
press release) has jus t  popped
t hrough my  door.  The let ter is f rom
Fraser Newham (the guy won the lit t le
compo which we ran a while back!)
who together with fellow students
f rom HUTCHESONS GRAMMAR
SCHOOL (Natalie Hamilt on,  Wendy
Bishop. Joel Conn,  Graham Watt ,
Gail Kent and Kira Smylie) has  won a
mega award.  The compet it ion was the
EUROPEAN SCHOOLS INFOMATICS

AWARD and the team came up wit h a
fabo system for cont rolling water,  vent ila-
t ion and l ight ing in the home via a BBC
machine (ok, so nobody is perfect?).
Where does the ST come into this? Well,
to make the system t ruly  fl exible Fraser
wrote a speech recognit ion program
us ing STOS and the STOS MAESTRO
cart ridge whic h he won in the STOS com-
pet it ion.  amaz ing huh? Anyway Fraser
has writ t en to me ask ing if  I k now of  a
way  to cont rol a current  v ia STOS and
the ST. well I mus t  admit  to being pret ty
techno- ignorant  (as the old joke goes -
How many  computer programmers  does
it  take to change a l ight bulb? The
answers  is none!  It 's a hardware prob-
lem!!!!!) so i f  anybody out  there who can
help integrate the whole system around a

• s ingle ST rather than us ing a my riad of
dif ferent  machines  for dif ferent  tasks
drop me a line and I wi l l  pass on y our
let ter to Fraser and the team (oh and by
the way they have been asked to defend
their t it le next  year in Copenhagen!  Good
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our SPOS competition winner Fraser Newham. but Which one is Peter Hickman?
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luck!).
Okay, another bit  of  good news  is that

ex -Mandarin employee Nick  Harper
seems to have found a publis her for his
STOS game OZONE. Those nice people at
Elect ronic  Zoo are very interested and
are current ly  t alk ing to Nick about  a late
s ummer  release! Just  as a point  of  in-
terest Elect ronic  Zoo also published
Xiphos  which was writ t en by the same
team who are doing STOS/ AMOS 3D!!
Over the past few mont hs  I have been in

contact wit h a very nice chap named
Dion Guy. Now poor old Dion has been
sending me regular issues of  what  was a
new news let ter/magaz ine devoted ent ire-
ly to STOS, unfort unately  they always
arrived jus t  af ter I had fi nished wri t ing
this  c olumn and by the t ime the next one
came round I had forgot ten all about  it
(sorry Dion!).  This  t ime I have remem-
bered!!! This  newslet ter type af fair (ent i-
t led T H E  STOS MAGAZINE) comes on
six photocopied (and double sided) sta-
pled A4 sheets together wit h a disk  full of
programs.  The paper part  of  the maga-
zine is mainly  concerned wit h prov iding
breakdowns  of  the disk-based programs.
as well as some reasonably  interes t ing
tutorials  f rom people such as prolifi c  Pt)
aut hor Ralph Effemy. The price is k1.95.
whic h I t h ink  is quite reasonable and
cons idering that  s To s  owners  are star-
ved of  such publicat ions  it  might  be an
idea to check it  out! !  (full address at the
end of  the column)
Aaron Fothergill has  just  fi nished put •

t ing together the latest issue of  the offi-
c ial STOS Newslet ter,  and it 's not  too bad
at all!  One of  the main points  for new
subscribers  to consider is that  Aaron has
prepared a disk  for this  "special" issue
whic h contains  lots of STOS extensions,
inc luding a couple of  STE specific ones!!!
I have not  seen t hem yet but  t e l l  you
what  they do next  t ime around.
While on the subject of  Aaron Fothergill,

the company  whic h publishes  his  bril-
l iant  game (SKYSTRIKE PLUS, have you
got your copy yet?) has  jus t  released
anot her STOS smasher.  Writ t en by John
Shepherd (with neat  graphics  by Alas tair
Moffat) the game is an arcade adventure
whic h looks inc redibly  like an old ZX
Spec t rum game T r u s t  me when I say

Continued on page 7.3



10 m o d e  0  :  k e y  o f f  :  c u r s  o f f  :  fl a s h  o f f  :  h i d e  o n  :  c l i c k  o f f
15 d i m  S C ( 1 2 )
2 5  l o a d  " s p r i t e s . m b k "
3 0  X = h u n t ( s t a r t ( 1 )  t o  s t a r t ( 1 ) fl e n g t h ( 1 ) , " P A L T " / 4 - 4
4 0  f o r  A = 0  t o  1 5  :  c o l o u r  A , d e e k ( X + A * 2 )  2  2 1 e X t  A
41 d i m  C X ( 9 ) , C Y ( 9 1 , C D ( 9 ) , C S P ( 9 , 6 R D ( 4 1 , 2 6 )
4 5  r e s e r v e  a s  s c r e e n  1 0  :  c e n t r e  " P R E S S  MO USE K E Y  T O  S T A R T "  :  s c r e e n  c o p y  p h y s i r
t o  1 0
4 6  D E D = 0  :  g o t o  3 2 0 0
5 0  c i s  b a c k  :  c i s  p h y s i c  :  L V = 3
5 0 5  l i m i t  M O U 5 e  0 , 1 6 0  t o  3 1 1 , 1 8 2  :  s h o w  o n  :  c h a n g e  m o u s e  1 2  :  M X . 8
5 0 9  f o r  X = 0  t o  4 1  :  f o r  Y = 0  t o  2 6  :  G R O ( X
9
Y ) = 0  :  n e x t  
V  :  
n e x t  X

5 1 0  r e m
5 1 4  f o r  Z = 1  t o  4 0
5 1 5  X = r n d ( 3 9 ) * B  Y = r n d ( 1 9 ) * 8  :  s p r i t e  1 , X , Y , r n d ( 1 ) + 1 1  :  u p d a t e  :  p u t  s p r i t e  1
5 1 6  O R D ( X / 8 , Y / 8 ) = 1
5 2 0  n e x t  Z
5 2 5  f o r  Z = 1  t o  8  :  C Y ( Z ) = 0  ;  C X ( Z ) = - ( Z * 8 )  :  C D ( Z ) 1  :  C S P ( Z ) = 1
5 3 0  n e x t  Z
535 CS P ( 1 ) = 2
5 4 0  Z Z = r n d ( 3 ) * 2  :  f o r  Z = I  t o  8  C S P ( D = C S P ( Z ) + Z Z  :  n e x t  Z
9 9 0  a u t o  b a c k  o f f  :  u p d a t e  o f f
9 9 5  g o s u b  4 0 0 0
1 0 0 0  r e m  l o o p
1001 g o s u b  2 1 5 0
1 0 0 2  g o s u b  3 0 0 0
1 0 0 3  i f  O N = 1  t h e n  5 1 0
1 0 0 5  g o s u b  2 0 0 0
1 0 1 0  g o s u b  2 1 0 0
1 0 2 0  g o s u b  2 1 5 0
1 0 3 0  g o s u b  3 0 0 0
1 0 3 2  i f  D N = 1  t h e n  5 1 0
1 0 3 5  g o s u b  3 1 0 0
1 8 0 0  i f  r n d ( 6 0 ) = 1  a n d  S P N=O  t h e n  S P N= 1  :  S P X = - 5 0
1 8 0 5  i f  8 P X = - 5 0  a n d  S P N= 1  a n d  r n d ( 1 ) = 0  t h e n  S P X = - 8  :  S P Y = 1 8 2  S P X 1 = 8  :  S P Y 1 = - 8
: g o t o  1 8 1 0
1 8 0 6  i f  S P X = - 5 0  a n d  S P N= 1  t h e n  5 P X = 3 2 0  :  S P Y = 1 8 2  s  S P X I = - 8  i  S P Y I = - 8
1 8 1 0  i f  S P N = 1  t h e n  g o s u b  3 3 0 0
1 8 2 0  g o s u b  2 1 5 0  :  g o s u b  3 0 0 0
1 8 5 0  i f  D R N = 0  a n d  r n c 1 1 5 0 ) = 1 0  t h e n  D Y = - 8  1  D X = 1 r n d ( 3 6 ) * 8 / 4 - 1 6  D R N = 1
1 8 6 0  i f  O R N = 1  t h e n  g o s u b  3 5 0 0
1 9 9 0  u p d a t e
1 9 9 9  g o t o  1 0 0 0
2 0 0 0  Z = 1  :  r e p e a t
2 0 0 2  X = C X ( Z ) / 8  Y = C Y ( Z ) / 8
2 0 0 6  i f  Y = 0  a n d  X<61 t h e n  2 0 5 0
2 0 2 0  i f  C D ( Z ) 1  t h e n  i n c  X
2 0 2 4  i f  C D C Z 1 = 2  a n d  C X 4 Z ) = 0  t h e n  C D ( Z ) - 1  :  g o t o  2 0 5 0
2 0 2 6  i f  C D ( Z ) 2  a n d  C X ( D = 3 1 2  t h e n  C D ( Z ) = 3  :  g o t o  2 0 5 0
2 0 2 7  i f  C D ( Z / = 2  t h e n  C E 0 ( Z ) ( 0 (  m od  2 / 0 1 2 ) + 1  g o t o  2 0 0 2
2 0 3 0  i f  C D ( Z ) 3  t h e n  d e c  X
2 0 3 2  i f  X . 4 0  o r  X = 0  t h e n  C D ( Z ) = 2  :  g o t o  2 0 5 0
2 0 4 0  i f  G R O ( X , Y ) = 0  t h e n  2 0 5 0
2 0 4 2  i f  M U /  m o d  2 = 1  t h e n  C D ( Z ) 2
2 0 5 0  r e m  m o v e
2 0 5 5  r e s t o r e  2 0 6 0  :  f o r  2 2 . . 1  t o  3  :  r e a d  A , 1 3 , C
2 0 5 7  i f  C D C Z ) = A  t h e n  C X 1 Z 1 = C X ( Z ) + B  :  C Y ( D = C Y 1 2 1 4 - C
2 0 5 8  n e x t  Z Z
2 0 6 0  d a t a  1 , 8 , 0 , 2 , 0 , 8 , 3 , - 8 , 0
2 0 6 5  i f  C Y ( D = 1 9 2  t h e n  C D ( Z ) 1  :  C Y ( Z ) = 0  z  C X 1 Z / = - 8
2 0 7 0  i n c  Z  :  u n t i l  Z > M X
2 0 8 0  f o r  Z = M X  t o  1  s t e p - 1  i f  C D ( Z ) < > 4  t h e n  s p r i t e  Z , C X ( Z ) , C Y ( Z ) , C S P ( Z )
2 0 8 2  n e x t  Z
2 0 9 9  r e t u r n
2 1 0 0  r e m  u s  fi r i n g
2 1 0 5  1 4  m o u s e  V e y  m od 2 < > 1  t h e n  r e t u r n
2 1 1 5  i f  E I N=0  t h e n  E I N=1 e l s e  r e t u r n
2 1 2 0  B X = x  m o u s e  :  B Y = ( y  m ous e / 8 )4 1 -8
2 1 2 5  s h o o t
2149 r e t u r n
2 1 5 0  r e m  s h o o t  e m  u p
2 1 5 9  H T T = O
2 1 6 0  i f  E I N=1  a n d  8 Y - 1  t h e n  Y = 8 Y / 8  :  X = 0 3 X - 1 - 4 / / 8  :  1 4 TT=1
2 1 6 2  i f  H T T
,
- - 0  
t h e n  
2 1 7
0

2 1 6 5  i f  G R D ( X , Y ) = 1  t h e n  B N = 0  :  G R D ( X , Y ) = 0  :  s p r i t e  1 5 , ( X * 8 ) , ( Y * 8 ) , 1 4  :  u p d a t e
p u t  s p r i t e  1 5  :  s p r i t e  o f f  1 5  i  i n c  S C ( 1 0 )  :  g o t o  4 0 0 0
2 1 7 0  B Y = B Y - 8
2 1 7 5  i f  B Y < 0  t h e n  B N = 0  :  s p r i t e  o f f  1 5 continued le r
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2 1 9 0  i f  B N = 1  t h e n  s p r i t e  1 5 , 1 3 X , B Y , 1 0  e l s e  s p r i t e  o f f  1 5
2 1 9 5  u p d a t e
2 1 9 9  r e t u r n
3 0 0 0  r e m  h i t  c e n t i 7
3 0 0 5  D N = 0
3 0 1 0  Z Z = 1  r e p e a t
3 0 1 5  i f  B Y < > C Y ( Z Z )  t h e n  3 0 4 0
3 0 2 0  i f  a b s ( C X ( Z Z ) - F i X ) > 4  o r  8 1 4 =0  o r  C D ( Z Z ) = 4  t h e n  3 0 4 0
3 0 3 0  C D ( Z Z ) = 4  :  8 N = 0  :  s p r i t e  1 5 , C X ( Z Z ) , C Y ( Z Z ) , 1 1
4 -
r n d ( 1 )  :  u p d a t e  :  
p u t  s p r i t e

15 :  s p r i t e  o f f  Z Z  S C ( 1 0 ) = S C ( 1 0 ) + 5  z  g o s u b  4 0 0 0  :  O R D ( C X ( Z Z ) / 8 , C Y ( Z Z ) / 8 / 1
i n c  C S P ( Z Z + 1 )
3 0 4 0  i n c  Z Z  u n t i l  Z Z > M X
1041 Z X = 0  :  f o r  2 = 1  t o  8  i
f  C D ( Z ) <
.
)
,
4  t h e n  
Z X = 1

3 0 4 2  n e x t  Z
3 0 4 3  i f  7 X = 0  t h e n  3 0 5 0
3 0 4 5  i f  a b s ( S P X - B X ) < 5  a n d  a b s ( S P Y - B Y ) < 6  a n d  B N = 1  a n d  S P N = I  t h e n  5 P N = 0  s p r i t e
o f f  9  :  S C ( 9 ) = S C ( 9 ) + 5  :  B N = 0  :  s p r i t e  o f f  1 5  :  g o t o  4 0 0 0
3 0 4 6  i f  a b s ( D X - B X ) < 5  a n d  a b s ( D Y - B Y )
,
. 9  a n d  B N = 1  
a n d  
D R N - 1  
t h e n  
D R N = 0  
1  
s p r i t
e  
o f
f

10 i n c  5 C ( 9 )  :  8 N = 0  :  s p r i t e  o f f  1 5  :  g o t o  4 0 0 0
3 0 4 9  r e t u r n
3 0 5 0  r e m  d o n e  l e v e l
7 0 5 5  s p r i t e  o f f  :  D N = 1
3 0 6 0  S C ( 9 ) = S C ( 9 ) + 5  :  M Y • 8  :  S P N = 0  :  s p r i t e  o f f  9
3 0 7 0  B N = 0
3 0 9 9  r e t u r n
: 1 0 0  r e m  h i t  u s ?
3 1 0 5  Z = 1  :  r e p e a t
3 1 1 0  X X = a b s ( x  m o u s e - C X ( Z ) )  Y Y = a b s ( y  m o u s e - C Y ( Z ) )
3 1 1 5  i f  X X < 8  a n d  Y Y < 6  a n d  C D ( Z ) < > 4  t h e n  3 1 2 0
3 1 1 8  i n c  Z  :  u n t i l  Z > M X
3 1 1 9  r e t u r n
3 1 2 0  r e m L O S T L 1 F E
3 1 2 1  M X = 8  :  f o r  Z = I  t o  MX
3 1 2 5  C X ( Z ) = - ( Z * 8 )  :  C V ( Z ) 0  :  C D ( Z ) 1
3 1 3 0  n e x t  Z
3 1 3 2  b o o m
3 1 3 5  d e c  L V
3 1 4 0  i f  L V = - 1  t h e n  3 2 0 0
3 1 4 5  f o r  Z = 1  t o  MX  :  C X ( Z ) - ( 7 * 8 )  C Y ( 2 ) = 0  :  C D ( Z ) 1  :  n e x t  Z
3 1 4 6  Z Z = C S P ( 1 )  :  f o r  Z = 2  t o  8  :  C S P ( Z ) = Z 2 - 1  :  n e x t  Z
3 1 5 0  S P N=O  :  s p r i t e  o f f  9  :  D R N = 0  :  s p r i t e  o f f  1 0
3 1 9 9  r e t u r n
3 2 0 0  r e m  d e a d
3 2 1 0  o f f  :  h i d e  o n  :  c i s  b a c k  :  c l s  p h y s i c  :  s c r e e n  c o p y  1 0  t o  b a c k  :  s c r e e n
c o p y  1 0  t o  p h y s i c
3 2 1 1  i f  D E D < > 0  t h e n  l l o c a t e  1 , 1 5  :  p e n  1  :  C S = " Y O U  S CO RE D " 4 - 8 4  s  c e n t r e  C $
3 2 1 5  f o r  1 = 0  t o  1 2  S C ( Z ) - 0  :  n e x t  Z
3 2 2 0  w a i t  1 0 0
3 2 2 5  i f  m o u s e  k e y = 0  t h e n  3 2 2 5
3 2 1 0  D E D = I  g o t o  5 0
3 3 0 0  r e m  s p i d e r
3 3 1 0  S P X =S P X +S P X I  :  S P Y = S P Y + S P Y I
3 3 1 5  s p r i t e  9 , S P X , S P Y , 1 3
3 3 2 0  i f  S P Y < 1 4 4  t h e n  S P Y I = 8
3 3 2 2  i f  S P Y > 1 8 1  t h e n  s p v i — e
3 3 2 5  i f  S P X < O  o r  S P X .
,
3 2 0  t h e n  
S P N = O  
:  
s p r i t
e  
o f
f  
9

3 3 4 0  1 4  a b s ( x  m o u s e - S P X ) < 8  a n d  a b s ( y  m o u s e - S P Y ) < 1 3  a n d  S P N = 1  t h e n  S P N O  :  s p r i t e
o f f  9  :  g o t o  3 1 2 0
3 3 9 9  r e t u r n
3 5 0 0  r e m  d r o p p e r
3 5 0 2  i f  a b s C D X - x  m o u s e ) < 8  a n d  a b s ( D Y - y  m o u s e ) < 7  t h e n  3 1 2 0
3 5 0 5  s p r i t e  1 0 , D X , D Y , I 5
3 5 1 0  i f  D Y < 0  o r  D Y > 1 5 9  o r  r n d ( 4 ) < > 2  t h e n  3 5 5 0
3 5 2 0  X = D X / 8  Y = D Y / 8
3 5 2 5  i f  G R D ( X , Y ) < „
,
0  t h e n  
3 5 5 0

3 5 3 0  S R D ( X , Y ) = 1  :  s p r i t e  1 1 , X * 8 , Y * 1 7 1 , 1 1 4 - r n d ( 1 )  u p d a t e  :  p u t  s p r i t e  1 1  :  s p r i t e
o f f  1 1
3 5 5 0  DY =DY 4 . 8  s  i f  D Y > I 9 2  t h e n  D R N = O  :  s p r i t e  o f f  1 0
3 5 9 9  r e t u r n
4 0 0 0  r e m  d i s p l a y  s c o r e
4 0 0 5  i f  S C ( 1 ) > 9  t h e n  f u r  Z = 1  t o  1 2  :  S C ( l ) 0  :  n e x t  Z  g o t a  4 0 5 0
4 0 1 0  Z = 1 2  :  r e p e a t
4 0 1 5  i f  S C ( Z ) > 9  t h e n  i n c  S C ( Z - 1 /  S C M = S E M - 1 0  g o t o  4 0 1 5
4 0 2 0  d e c  Z  :  u n t i l  Z = 0
4 0 5 0  B $ . . "  f o r  Z = I  t o  1 2  :  B i = 1 3 $ 4 - c h r S ( S C ( 2 ) + 4 8 )
4 0 5 5  n e x t  Z
4 0 6 0  l o c a t e  1 , 2 4  :  c e n t r e  L i e
4 0 9 9  r e t u r n

72 I s s u e  51 - New Ala( Lher



that  the game is a lit t le t ricky  to get used
to (cos it 's so fast!) but  if  you don't  buy  it
you mus t  be s tark  rav ing bananas
(where's that  f resh cream!).
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AN ARCADE
CLASSIC

Program t ime!!!  Nick  Harper (sound
familiar?) has  writ t en a f reaky  c lone of
the old arcade classic Cent ipede.  There
are two parts  to the program,  the fi rst  Is
the sprite data (TABLE 1) whic h you
mus t  enter us ing the INPDATA.ACB
accessory whic h came wit h STOS (or the
replacement  publis hed in this  magazine
many  moons  ago!), and the second is the
ac tual program.  Once typed in it  may  be
best to compile it  (if  you own a copy of
Mandarins  STOS Compiler),  t his  wil l
really  make the program whizz along.
Unfort unately  the lis t ing is quite long so
this  is the bit  where I say goodbyeeecee.
If you were wondering about  the prom-
ised photo of  myself  and Aaron Fothergill
(amongst  others!),  well I have it  here but  1
t hink  I l l  let you wonder a lit t le bit  longer
before revealing my face to the nat ion
(lust prepare yourselves - I am sure tak-
ing that  photo damaged my  camera!).

The STOS Magaz ine can be found at:

STOS MAGAZI NE,
I I  SHORE CRESCENT.  BISHOPS
WALTHAM,  HANTS,  5 0 3  1DZ

Of you want  an issue make out  a cheque -
payable to WISEGUY PUBLICATIONS for
£195)

The official STOS CLUB can be found at:

STOS CLUB.  1 LOWER MOOR,
WHI DDON VALLEY,  BARNSTAPLE,
NORTH DEVON,  EX32

(subscriber enquiries  can phone 0271
23544 quot ing this  issue of NAU)

Finally  I can he f ound happily  diall ing
up a mega phone bill at  the following
address (and i f  you are going to writ e to
me don't  bother about  moaning that  NAU
doesn't  offer good value for money  and I
should move onto a bet ter magaz ine 'cos
you wi l l  end up in the bin,  even if  you do
send an S.A.E. ok ? - this  remark  is speci-
fically aimed at Michael Sime who quite
fairly  also moaned about  Mandarins
crappy STOS support ! ).

PETER HICKMAN
36 CLEVERLY ESTATE

WORMHOLT ROAD
LONDON
W12 OLX

END O F  B A N K

New Atar. User .5•5
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at nine o'clock this  morning,  but  I
decided to have another quick  go at

Lemmings fi rst  - it  is now five o'clock!
WARNING: Lemmings  is highly  addict ive!
It is one of those games where you k now
you can fi nish the level i f  you have jus t
one more go!
Lemmings is a bri l l iant ly  s imple arcade

game_ Tiny,  but  perfect ly  formed and ani-
mated. lemmings  pour onto the screen
and start  marc hing s ingle-mindedly  for-
wards. completely  obliv ious to the dan-
gers which s urround them.  You are t heir
only hope. Us ing your mouse you can
select skills  to allocate to part ic ular lem-
mings f rom a row of icons at the bot t om
of the screen. The sk ills  are: Climber,
Floater, Bomber,  Blocker.  Bridge Builder.
Basher. Miner  and Digger.  But  on any
part icular level you may  only  have a li-
mited number of  each sk ill to use.
The superb manual  shows a typical sce-

nario: the lemmings  start  at  the top of a
clif f and to stop t hem wandering off the
edges and going splat  you mus t  assign
one lemming at each side to the Job of
being a Blocker. But  you mus t  be sure to
let at least one lemming through before
you create the Blocker so that  he can
build a safe route for the others. You
quickly select Floater and c lick  on this
worker lemming so that  when he blun-
ders off the edge of the c lif f  he opens his
brolly and floats gent ly  to the ground
below.
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1 Title:

Publisher:
Price:
Reviewer:

LEMMINGS
Psygnosis
£25.99
John Sweeney

„AS

74 1 , , , e  51 - New Mori USE'

A D D I C T I O N !

You then set h im
bui ld ing bridges to
make a route to the
top of the next  cliff.
To avoid the next
drop you mak e h im a
Miner and he digs a
diagonal route
t hrough the c lif f  to
the next  valley (Dig-
gers dig vert ically
and Bashers  Hori-
zontally). Faced by a
deadly  pool of  water
you set h im bridge
bui ld ing again.  Bash
y our way t hrough the
next c lif f  face, and are conf ronted by  a
st range pi l lar wit h one way  arrows  all
over it. i t  can only  be Bashed f rom the
other side, so you mak e h im a Cl imber
and he gets past  t hat  obstacle. The
manual  shows the lemming now t urning
around and Bas hing t hrough the pillar.
unfort unately  it  is  not  t hat  easy as the
lemmings  are so s t upid that  they wil l not
t urn around unless  they hit  an obstacle.
You really  need anot her lemming out

there to act as  a Blocker and make his
part ner t urn back and Bash t hrough the
one-way  pillar!  Now,  hav ing created a
safe route,  you can blow up y our Block-
ers (this  really  is rat her a s ick game in
many  respects!) by  t urn ing t hem into
Bombers  and the lemmings  wil l  marc h
bl indly  across the screen to the exit! Only

149 levels to got
There are 30 beaut if ully  designed,

scrolling FUN levels for you to learn
how to cont rol y our lemmings ,  t hen
30 TRICKY ones, 30 TAXING ones.
and fi nally  30 levels of  MAYHEM!  in
the harder levels you have to cope
not only  wit h the diffi cult ies  of the
terrain,  but  also wit h t raps  scat-
tered all over the place! Some of  the
levels are repeats of  earlier ones
wi t h  parameters  changed to make
life harder - parameters  inc lude:
what  sk ills  you have available,  what
percentage of  the lemmings  you
have to save, and how muc h t ime

you have to do it!
There is a password for every level so

you can always res tart  f rom where you
left off, and the f our styles (fun, t ricky.
tax ing and mayhem) are independent  so
if  you get s tuck  you have three other
levels to work  at,
It is  a lit t le f rus t rat ing at t imes, espe-
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dai ly  when there are so many  lemmings
mi l l ing around that  you can't  get one to
bui ld or dig in the right  direc t ion - you
often need to plan your c rowd cont rol in
advance or you haven't  a chance of  sur-
viving.
The background graphics  are great and

very varied, the animat ion is superb -
each dif ferent  sk ill is fully  animated and
the s ight  of  hundreds  of  lemmings  mar-
ching over the edge of  a c lif f  and going
splat on the ground below is bril l iant !
As if  that wasn't  enough there are

another 20 2-player levels as well,  This  is
a proper 2-player game. not  jus t  t ak ing it
in t urns  at  a 1-player game. The screen
Is split  vert ically  down the middle and
the halves scroll independent ly .  Each
player starts wit h 40 lemmings ,  and as
well as keeping t hem alive he can t ry  and
direct the enemy  lemmings  to his  exit, or
sabotage the enemy's escape route!  The
second play er has to use the joyst ick
and / o r  the keyboard but  it  is quite play-
able once you get used to it.

•  S I G HT & SOUND - Superb graphics
and animation. lots of  happy music
and some nice sound effects

•  GAMEPLAY - Brilliantly simple and in-
novative. highly addictive. Frustrating
at times. but generally excellent

•  VERDI CT - I f  you are Jed up with
mindless blasting then rush out and
buy  it  now!
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or parallel madded." and ia an ideal Na t pr inter
•  9-pin Pninthead
•  Pqnt Speed 144cps Dra ft
•  30cps N W
•  Epson I B M  Graphics Emulation
• Pull Tractor I  Bottom Feed
a Superior Graphics -  240k218dpi
• FREE Starter Kit

FIRE
STARTER KIT E2 9 .9 5

MAL RRP: U l a n
E112.20

MICA PRICE: 0111.511

r233-IM

4 e  DRAFT 2 4  PI

CITIZEN 124D
The award winning Citizen 1240 br ings hign qual.
ty 24-pm dot Metr ia pr inting within every compete
uSets reach: It is the ideal cho,ca where high quail-
ry pr inding is  required a t a  budget pr ice
•  24-pin Impact Printer
•  Print Speed te Scps Draft
•  2  LO Fonts (eact's)
•  8 K Butte r
•  Epson. I BM  it NEC P6 , i Emula tion
•  Advanced Paper Pa rking
•  Superior Graphics -  360 .k 360dp1
•  FREE Starter Kit
RAP ...... E : 2 2 2 M
STARTER 101
-  
E 2 9
9 5

T I M  t 3 2 2 . 5 3
S4VW0. E112 20

VAT -  E151 5 B S I L I C A  PRICE: 1210.33

PRINTER
ACCESSORIES

S HE E T FE E DE RS
PRA 1200 1200 • • •  . . . . . .  E7 1 3 8
PRA 1215 1240/Swift 174  . . . .  o w n
P8Al228 1240/Swill 5124 .. . . . . . .  C4230

SERIAL I NTE RFACE S
PRA 1
1 8 9  
1 2
1 :
1 0
+    
E
5
8
A
5

PRAl209 Sw ill 511240 E 3 2 . 2 5
ppAggg Swif t  24   E 2 1 . 3 8

P RI NTE R S TAND
PRAl242 124015w111 9124 E 2 4 . 8 3

ORIGINAL R I BBO NS
RIB 3520 1200/SwItt 9 Black E 4 . 1 1
RIB 3924 1240/Swift 24 Black E 4 . 7 1
RIB 3930 Swift 5124 Cokno  E 1 5 . 6 3

CO LO UR K I TS
PRAl235 Swif t  9124 E 3 9 . 6 5

All prices include VAT end Free dellears

£179
.VAT  w  E210.33

FREE DELIVERY
Next Daj. Anywhere in the UK rnainiard

FREE STARTER KIT
Worth E2995 Wit h  every Citizen onnter inDri Silica

FREE COLOUR KIT
Worth E3995 • Wil l  Swift 9 and Swirl 24 printe•

2  Y E A R
WA R R A N T Y

often a 2 year warranty Om:Judos Re printer heai.
with every Citizen printer purchased tom Seca

W I N D O W S  3 . 0
Free Windows 30 dnver • In the Silica Starter Kit.

FREE HELPLINE
Iecnical support helpline wen during office hours.

MADE IN  THE UK
Ceizen printers are manulactured lo  high standards

Silica presents some great
offers on the award winning
range o f  h ig h  qua lity d o t
matrix printers from Citizen.
Each Citizen printer is built in
the UK to exacting standards,
ensuring supe rb  re liab ility
and a  very h igh quality o f
output. Our confidence in the
quality of Citizen printers is
such that we are pleased to
offer a  u n iq u e  t w o  ye a r
guarantee with every printer.
Plus, i f  you purchase your
Citizen printer from us. we
will give you a Silica Printer
Starter K i t  (worth  E29.95),
FREE OF CHARGE!

1 9 2 CP SDRAFT 9  PIN

SWIFT 9 - COLOUR!
The c itizen Swint g •  per fec t for  those who require
high quality  dot matr ix  black  or  colour  pr inting at a
budget pr ice Th e  pr int quality  cA & v i tt 9 'wets  that
ol other  m anufac tur er s  24-pin models .
•  9 -pin Impact Printe r

1
•  Print Spe e d 192cps Ora n FREW
•  3  N W  Fonts t4 8 cpsi C O L O U R
•  8 K Buffe r ,  K I T
•  Epson I B M  Graphics Emutation
•  Advanced Paper Parking
•  FREE Starte r Kit
•  FREE Colour Kit
RAP   L t a l l
STARTER Kir U N  95
COLOUR K IT C 4 4  65

TOTAL RAP: e356,43
SAVING  C13325

Sums erreCai C222•41 L  • V A T  E 2 2 2 .0 8

PRINTERS

£189

1 9 2  CPSDRAFT 2 4  PIN

SWIFT 24 • COLOUR!

The Citizen Sserft 24 is  one of E ur ope, best sellingpr inter* and has  won awards  inc luding P r int*, 0
,
The Year 1990 I ts  r apid pr int s p o o •  qual i ty  andblack or  colour  options  m ak e  in a  natural choice•  24-pin Impact Printe r
•  Print  Speed 192cps Dra ft R I M
•  4  N W  Fonts (64cps) C O L O U R
•  8 K Buffe r K I T
•  Epson,  I BM  S NEC P6+ Emula tkm
•  Advanced Paper Pa rking
•  FREE Sta rte r Kit
•  FREE Colour Kit
RAP   E 1 2 1 1 . 1 1 1 1
STARTER K i  E 2 9 , 9 5
COLOUR K IT [ 4 4 6 5

TOTAL RAPT ceeK41 E 2 5 9 1
SAVING
- 
E t a t
?  
t h

SAWA P A W : 130433 l   •  VAT. E304 .33 ,

Every Citizen printer from Silica. comes complete with the Silica
Printer Starter Kit ,  includ ing  everyth ing you  need to get up and run-
ning with your new printer immediately, FREE OF CHARGE!
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•  3 !4 ' Disk with Drivers tor Microsoft Windows 3
•  2 Metre Parallel Printer Cable
•  200 Sheets of High Quality Continuous Paper
•  200 Continuous Addmss Labels on hector Feed
•  5 Continuous Envelopes on Tractor Feted
If yai. already Own a printer, ard *Child like a & cc Printer N O R M A L  R R P

KIT 5MaKt,Starter
 price of i24 95 - o f f  ARP E 2 9  9 5
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FREE STARTER KIT

SILICA SYSTEMS OFFERS YOU
•  FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK.
•  TECHNICAL SUPPORT HELPL INE Team of PC technicat experts at your service.
•  PRICE MATCH: We normally match competitors on a' Same product • Same price' basis
•  ESTABLISHED 12 YEARS: Proven track record in professional computer sales.
•  113w TURNOVER (with  8 0  st a le
,  S o l i d  a n d  
r e l i a b l e  
w i t h  
m a i n t a i n
e d  
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•  BUSINESSIEDUCATION/GOVERNMENT: Volume discounts available tor large orders.
•  SHOWROOMS: Demonstration and training facilit ies at our London & Sicicup branches.
•  THE FULL STOCK RANGE: Al l  of  your PC requirements from one supplier
•  FREE CATALOGUES; Wil l  be mailed to you wan offers and software/peripheral details.
•  PAYMENT; By  cash, cheque and a ll major credit cards
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MAIL ORDER:
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WHO HAS THE BEST PUBLIC DOMAIN LIBRARY?
Hundreds of disks for both the Atari XL/XE and
the Atari ST but with a difference - every disk
in the PAGE 6 LIBRARY is carefully selected
we don't throw in everything just to make our
catalogue bigger.

Also PAGE 6 are the originators of THE CUP
• A R T  COLLECTIONS - hundreds of quality im-

ages to include in your DTP creations

CATALOGUES AVAILABLE FOR BOTH XL/XE
•  a n d  ST - PLEASE PHONE FOR YOUR COPY

-

•••••mo

CUP ART COLLECTION
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WHO HAS THE BEST SELECTION OF ATARI BOOKS?

40
GREAT
FLIGHT

FIC I %I -
)0K o r
MI6's G U I D E

IL E s '  A I M I N C ;  V. C

We import books direct from the USA
Fparticularly COMPUTE! publishers of
the best books available for the XL/XE
and ST

SPECIALISTS IN BOOKS FOR FLIGHT
SIMULATOR 2 S O ME  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 satisfied customers

A N D  WE SELL C A B L E S ,  BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having regular offers on selected ST and XLIXE software

THE PAGE 6 ACCESSORY SHOP
, t

\  P . O  BOX 54
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S T 1  
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Telephone 0785 213928 A s k  for our FREE catalogues i
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