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FREE

|
with orders over £10
Yes a £9.95 Datasoft game absolutely FREE when you
spend over £10 with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. If it comes to more than £10 (excluding
postage) we’ll enclose a copy of this Pacman type game
absolutely FREE if 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
FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52
ATARI SMASH HITS 7
oo s i ot A R
uality n'?c:? Mo sir! Hnllwﬂh Colossus Chess 3.0,
Elld ide, Blue Max and Alley Cat as the selection, |
4 bt a 1."?«31 HPnT:h ntl?um ba :lm?aln at £2.99 but you
Challenge the Mad Bomber as he tries to bomb you out of : s _
I sight. Can you catch his bombs and dowse ﬂ'IEI: in time? DISK ONLY Recommended price £14.95
Or would you like to be the Mad Bomber and try to flatten SUPER SPECIAL JUST £2.99
one of your friends? Lots of excitement for one or two
players in this addictive arcade game that won awards for
I Best Audio and Visual Effects when it was first released. Eﬁ‘ n&ﬁtﬂg—h&§ IE'E-IEJPQAI:!I:M i
Simple yet addictive. - this simple game to be quite addictive and at this
price can you afford not to become addicted! IU's &
ROM CARTRIDGE | : e T O e ki Yo N A the
YR PRICE £2.95  price won't break you if you don't get fully haoked. |
DISK ONLY Recommended price £9.95
ER RAID SUPER SPECIAL JUST £1.99
This best-selling, all out battle adventure from Activision
will have your palms sweating as you fly up river bombing L'!E GERBMQI ,;&ml;!!.smnlomangﬂ.r E,&EI.? hHJ
enemy bridges, avoiding lethal choppers and hot air bal- Eg:gmplnn over fire, running over mills and
loons. Can you survive far enough up river to discover its ) nﬁ#wﬁni llr:l.tﬂrm sll o m::r Pﬁ% and 1
secret? Few can. Now this 1 or 2 player game can be ot ity s 1 et o Tot neverending
yours at the lowest ever price. Bombs away! fun. This is what platform games are all about.
DISK OR Recommended price
ROM CARTRIDGE Nk AE SRR D Tk CASSETTE £7.95 cassette/£9.95 disk 1
UR PRICE £3.95 sSUPER SPECIAL JUST £1.99

e ZAXXON

RIYPFPHE One of the all time classics for the Atari, Zaxxon set
. B new .tifmm;tlu"th‘" ﬂl"'ltllﬂw._ﬂ ln:.':ll uupi%d
Now anyone can learn to type whilst playing a challenging ARy S your oraft acrosa the unque
game. Mastertype was one of the original ‘game based' typing dimensicnal battisfield shooting Snmr N ng ot
tutors which requires you to zap enemy words as they thmummm for ;th:hu.lmwnnﬂict with ;“i “I;ty
approach from the four corners of the screen. But it not really robot - ave g - xxon, often '
a game for, before you realise it, you will become quite it bettered and NEVER at this incredibly low
proficient on the keyboard as you progress through 18 les- y
sons of increasing complexity. DISK OR Recommended price
CASSETTE £7.95 cassette/£9.95 disk
CAR E
ek SUPER SPECIAL JUST £2.99

OUR PRICE £2.95

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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QUESTIONS & ANSWERS by Ann O’ Driscoll 8
How to go about wrifing your own programs
WRITING ADVENTURES by John White 12
THE A-Z OF GOLDEN OLDIES compiled by Kirk Ruebottom 16
RADZONE by Robert Stuart 20
A greaft thinking challenge
RADZONE T1HE 1IPSTER 24
A thinking challenge -  MENU 130 by Les Howarth 29
great graphics PD and A PRINTER by Dennis Fogerty 30
IAN FINLgYSON'S TUTORIAL TIME 32
: : Exploring Display Lists
SUBSCRIPTIONS | spRITE MOVER by Robert Stuart 36
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UK A4 Ea0nn Cavernia - Mercenary - Timeslip - Amnesia - Yogi and The
Enochars m e Greed Monster - Fruit Machine Simulator
oo vt e, DOS CUSTOMISER by Yuval Rabinovich 42
Overseas rates reflect only the difference in postal costs
NEW ATARI USER ON DISK | DISK BONUS - SYMBOLISM by Trevor Briscoe 35
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~iemnsee £ 00 2 X0 ST FILE
urope £32.00
Elsewhere ) £42.00

Please make cheques payable to PAGE
PUBLIEING ong w10 PACE S

mln‘?'m and do not have sirict
rules W‘% If something interests you,
write & program or and submit it!
e s by ot £ 0%
rams
mumm-_nmm-mhmu
the issue concemed. e i
All articles and other material
in ATARI USER is copyright of the author
as credited. Al uncredited material is :
Fﬁmmm&mn . All :
Reserved' any matarial NEW ATARI USER

held fabia or any. erors of cisns meds by | E[)[TORIAL 4 CONTACT 28

The next issue of
NEW ATARI USER
will be on sale 26th September
Editorial copy date is 19th August
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ATARI

ORDERS PLEASE!

Issue 51

ﬁugush’SEPtembﬂ 1991 We had one or two production problems with the last issue which resulted in many
‘The Magazine for of you having a real hassle to obtain a copy from the newsagents. We had already
the Dedicated Atari User’ put back the publication of the issue for one week due to some personal commitments
but that still allowed plenty of time to get it on sale before the end of the month
ISSN No. 0958-7705 The big problem was that the people who do the film failed to get it to the printers
THE CREDITS on time and so it was delayed even further. This caused mayhem amongst the
All of the usual stull is on page 3 but here are newstrade with customers being told anything from ‘they’ve gone oul of business’ to
the people who made this issue possible. ‘its been deleted from the database’ to "you can't buy it any more, it's being given
Les Ellingham spent the usual couple of weeks away free in another magazinell Eventually most people got their copy but we
:t]r:rkl?rl«.rﬁg;irdiﬂ:\E;E‘:::';L;gf:n:v::;ﬁﬁtﬁ:d:::l certainly lost a fair number of sales from readers who believed what they had been

ing if the sun is going to shine this year told.

Sandy looked after the ads, did the mail order All of this exacerbates the situation mentioned in the last editorial and so we hawve

and all the usual things that keep us ticking over io make a decision regarding the future distribution ol the magazine. At the moment
Paulette keeps changing the office round, in- the magazine is distributed on a ‘sale or return’ basis meaning that the newsagent
venting new systems, thinking up new ideas, can order as many copies as he likes and only has to pay for those that he sells.
even tying all the pens to the desks so Les cant N : N

pinch them! Still, as long as she keeps buying The rest are returned to the warehouse and subsequently destroyed and we, ol
the Eccles cakes we'll let her get on with It course, have to write off the [quite substantial) printing cost of these copies. The
Stace;lr_lusz-dlm:u[me in .'-mclsl_aleeusbul ever alternative method of sale through the newsagenis Is on ‘firm sale’ where the
since she became famous with Champlon Middle g £ e - P, T e : e get mal - EVETY
White at the Gloucester Show and other awards I'If‘\’-m!rf.i!,L[]l f-tm ks only those copies he knows he can sell and we get ;.:.m!l for +.u Ty
we hardly ever see her. She's probably too busy copy. The disadvantage is that the shops will cut their orders and you will be unlikely
going to the Royal Garden Parties and having tea to be able to pick up a casual copy.

at Chatsworth. : L
We want to keep the magazine on general sale however and therefore, from the next

The Regular Contributors, w i k- : : : :
#u ntributors, who provide the bac issue (Issue 52) we will adopt the ‘firm sale’ policy but it does mean that YOU MUST

tone of the magazine and can generally be relied

upon to come up with good articles and reviews, PLACE AN FIRM ORDER WITH YOUR NEWSAGENT FOR FUTURE COPIES OF THE

it MAGAZINE unless you take out a subscription {which, naturally, we would like you
John S Davison John Davison jr There is . i - ‘ . opies or to pay
John Sweeney Paul Rizem to do). There is no commitment on your part to order a number of copies or to pay
Damon Howarth  Ian Finlayson in advance but vou do need to tell your newsagent that vou want a copy and you

¥ : : : : |24 :

Peter Hickman The Tipster should do it NOW to ensure that he orders sufficient copies. Although any newsagenl

All other contributars for this issue are indi- will still be able to stock NEW ATARI USER you will probably not see it on the shelves

vidually credited a]nng}ﬁide their articles or prog- as all copies will have bee lered. Y : .t place th f .

rams. Thanks to everybody for sharing their en- as all copies will have been ordered. rou must place the order.

thusiasm with other Atari users. An alternative, of course, is to subscribe which can actually work out cheaper. This

)
Last ssue's cover was by Paul Lingwood after all way you know that you will never miss a copy and you will recefve all the various
but this one is a screen shot of RADZONE by offer leaflets that we include with subscribers copies.

Robert Stuart taken with the old box brownie : S : :
A T g We belleve that this is the right course to ensure that yvou can continue to enjoy
Dozens of different folks inspired this issue, all on 1 th

one CD! Normally I don't like compilations but a a magazine that supports the 8-bit Atari and gives an alternative viewpoint on the

real cracker is Bringing It All Back Home from a ST. All we need now is for you to show that you still want the magazine. Order or
forthcoming BBC series on Irish music. probabily subscribel : '
being aired around the time you read this. There STy s
are 37 tracks and not a duff one among them
En{'f};ipir}g many that I fd not hi—:::.dnl before such
as The Lee Valley String Band and Pierce Tumner.
Add such favourites as Mary Black, Paul Bracdy, _XL/XE ALIVE
Dayvy Spillane, Maura O'Connell and The Wter-
br.%s amongst many others arcl ::,Jr.ru have near on

. ] .
:u.t R”;ﬁg:ﬁﬁ{f;‘?gi,ﬂgfbﬁ :;,Lﬂ: Ir“_l_"?fﬁfiwd A number of people have written to complain that they have sent money to XL/XE
Runrig and yow can't say any better than that. ALIVE and not r= R e

| 8023 printer. Principal software wsed is Protest and Fleet | TO ENSURE YOU CAN OBTAIN NEW ATARI USER |
ORDER | o Turbo foaic and marioss cusions wrife prognid on FUTURE FROM YOUR NEWSAGENT YOU MUST PLACE AN
e e WITH HIM FOR ISSUE 52 AND AND FUTURE ISSUE:

PY ey e, fshed paes s ans bk saaly o o IF YOU REQUIRE ANY ADVICE ON HOW TO ORDER A C
213928 ki OF HAVE ANY PROBLEMS PLEASE TELEPHONE US ON 078



BACK ISSUES

The following back issues of
NEW ATARI USER are still available

Is==ue 31 Issuse 39 Issus 46
Issue 32 Issuse 40 Issuse 47
Issuse 33 Issus <41 Issus 48
Issus 34 Issus 42 Issus 49
Issue 36 Issue 43 Issuse S0
Issus A7 Issuse 44

Issue 383 Issus 45

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

BACHK ISSUES are £1.75 each in the UK (oe. post & packing),
£2.40 for Europe or surface mail elsewhere and £3.50
for Air Mail outside Europe. Prices include postage
ISSUE DISKS are for any 48k or 84k 8-bit Atari
Each disk is £2.95. Postage FREE in U.K.
Overscas add £1 per order (any number of disks)

Bend gour order to
PAGE &, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
ACCESS and VISA accepted. Telephone 0785 213928

GRALIN INTERNATIONAL

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

8bit Hard Drive Interface ....£99.95
We are pleased to announce the availabilit. le(nf'the K-P-I
Hard Drive interface for the Atari XL/XE range of
computers. The standard interface, which comes complete
with MyDOS, will support any 20MB SCSI drive (not
Suppheg} The interface can also be used with SpartaDOS.

To complete the system you will also need to purchase a
PSU (63watts minimum) and cables, XE users also
require the XE Adaptor board. For information sheet
please send SSAE.

Hard Drive Interface ..£99.95 XE Adaptor Board ......£15.00

8:16is the alternative Atari newsletter,
" released quarterly by the ;
Bournemouth & Poole
Atari User Gr‘nup

camputmg, and is essenu al readmg for any

Atari enthusiasts. ..~
Subscription rates:
UK - £4.80; Eumpe £9.00

Free Turhu BASIC & DOS 2.5 with subscription

Cartridge Software

£4.99 each US Football £6.99 each
Missile Command Desert Falcon Archon
River Raid Eastern Front 1941 Battlezone
Kaboom Pacman David's Midnight Magic

£5.99 each Moon Patrol Fight Night
Ballblazer Star Raiders II Barnyard Blaster*
Hardball Food Fight *Requires Lightgun
Lode Runner One On One Unboxed:£1.50 each

Rescue On Fractulus Rally Speedway E.T. Phone Home

NEW SOFTWARE FOR ATARI XLXE COMPUTERS

Monthly disk No. 4 out now, No. 5
EXCEL out September 1st. Price £3.99
each. 3 issue subscription £10.99
IF YOU HAVE NEVER SEEN OR BOUGHT EXCEL
BEFORE, SEND £2 AND GET A SAMPLE COPY!

NEW DISKS NEW CASSETTE
(German Imports) SOFTWARE

£7.99 each

£2.99 each
Bl B MDHAG
rilliant Boulderdash clone, 50 levals, -
great graphics and sound! AMNESIA
DEDRIS Graphic concentration garme
another clone of Tatris _ GUNSTAR
SOGON Brifliant new scrolling game
Mind boggling puzzie game with COLORFONT
50 screens plus editor. Brilliant! Multicolour font creator
OBLITROID TILE TROUBLE

140 screen arcade game Graphic puzzie game

ZADOR PD PQCK 1
Superb Shanghal style puzzier XAGON/SPACEBALL

G PD PACK 2
;TGE ggeun?m?d!aﬂggf#g SMUSH/GALACTIC CHASE

CULTIVATION & CHROMATICS PD PACK 3
A lantastic clone of the ST game XEVIOUS/TRIAD
Puzznic plus XL/XE version of Coloris! PD PACK 4
TOBOT & BROS ROTO/MYRIAPEDE

Two arcade games; one is a
Super Marfo Brothers clone

All available from:

EXCEL, 22, LEWIS WYND, BROOMLANDS,

IRVINE, STRATHCLYDE, KA11 1HL, SCOTLAND

Please make all cheques/postal orders payable to R. Stuart
Overseas please add £1 postage

ICD 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 ......... £4199 RamboXL .......coooieeee £20.99
Action! Toolkit only ....£15.99 SpartaDOS Con. Set
Action! Runtime........... £15.99 + US Doubler......... £31.49
MAC/65 Toolkit only...£15.99 SpartaDOS Toolkit .....£15.79
Printer Connection .....£31.49 SpartaDOSX .............. £41.99
R-Iime B......cnniniiiine £31.49 S Doubler.................. £15.79
Special Price Disk Software

£2.00 each £3.00 each Nightmare
Asylum Aztec Phantom
Bishops Square Crypt of the Undead Realm of Impossibility
Jeepers Creepers  Dodge Racer Up'N' Down
Juno First Dragon's Eye £4.00 each
Pacific Coast Highway Hard Hat Mack Smash Hits 6
Pole Position Maltese Chicken = Smash Hits 7
Survivor Mission Asteroids Solar Star
Tapper New York City

Communication Packages
Datatari Serial Interface & Multi-Viewterm

C/D dual pack... . £2495

Atari 850 Interface & Multi Viewterm (C/D)......£ 49.95
XEP80 & Bobterm (Disk only)... .£ 39.95
PNt BhDP - oeeeoecenaiieis £34.95 C/D Dual Packs ...... £2.99¢a
PS Graphics 1,2 & 3 ..£3.50ea  Pogyan / Rosen's Brigade /
PImMewise oo e £3.50 D'RIIE}'S Mine / Sea Bandit
g!""f &]P'ast.e """""""""" gggg Infocom Invisiclue .. £2.99ea
E‘;?éfiat g1mulatnr]] """" "$1750 Cutthroats / Seastalker /
e e B T

+ Manu - epair Manuals
Egrth (D + book) .......... £24.95 800/800XL/130XE .. £24.95 ea

aphics Transformer.£19.95 . &

Magm rant 11+ ooeeeennn.. £19.95 lﬂ-.r)ﬂ dlﬂk dﬁ‘b"& ............ £24.95
Atari Light Pen ........... £25.00 5205T ......ccocnrnnnnnnnnn. £37.50
Light Gun ... £2995 ANTIC software and

M‘]ﬂ'ﬂpm‘t XL Kjt ......... £1T.50 magazines Sti]] avai]ablE.

Micronet System ....... £175.00
P&P Charges

Coming Soon ... £1.50for orders under £50
Oversea extra.

Replay Sound Sampler & /00 pOsTMOs payable to
Replay Sound Studio Gralin International.

Digidrum /MidiMaster SSAE for latest catalogue.

Mew Atari User - lssue 51
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Mailbag

2.0, Box 5¢

Stafford
SR TR

Issua 51 - New Abari Lser

BUYING THE MAG

With reference to you edito-
rial remarks in Issue 50, I
for one would be very sorry
to see you have to go back
to being a subscription only
magazine. Mu main reason
being, as a pensioner, [
would probably have diffi-
culty finding a lump sum
for the advance payment.
Maybe you could, if it
comes to it, find a method
for the likes of me to pay by
postal order for each issue?
Now onto another subject.
I have typed in the VBI
Scroll program (Issue 50)
and it locks up solid when I
press BREAK to enter POKE
708 as instructed to change
the colour. I get ERROR
146 - FUNCTION NOT IM-
PLEMENTED. Any clues?

K. Edwards,
Runcorn

The goods news Mr Edwards
is that you will still be able to
get New Atari User from your
newsagent as mentioned else-
where [several times!) in this
issue but you must place an
order with the newsagent. All
this means is that you simply
ask the newsagent to put you
by a copy each issue, there is
no obligation 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 cormmitment
and place that order. [f you
should miss a copy, then you
can always order directly
Jfrom us at the normal cover
price, we don’t charge any
extra_for postage.
On your other question, we
are not sure of the problem.
= Our copy _from which the list-
ing was prepared works per-
fectly 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
using Turbo Basic? It could be
that the machine code
routines are not compatible,
we have o admit that we
didn’t test this program with
Turbo Basic.

THE WORKS!

I am a 13 year old S800XL
owner and I have started to
program games but there
are a few things that I need
some help on and I would be
grateful if you could help
me.

The first thing I would like
to know is how can you de-
sign characters that are
more that 8 pixels high.
Still on the subject of char-
acters, how can you design
them with more than one
colour in them? I would
also be grateful if you could
help me with music and
background graphics. I can-
not figure out how they get
the musical effects in most
of the expensive games and
I would like to be able to do
this. With the background
graphics most games turn
out brilliant but I am not
sure how to do this. One
last thing, could you tell me
how to program a loading
screen, because I would like
to give my games a profes-
sional look.

Chris Hopper
Fetcham

A tall order, Chris! You will
Jfind that writing good prog-
rams comes with experience
and you need to siudy other
programs and read everything
you can to pick up all the
routines and tricks needed.
Maost of what you require has
been covered in New Atari
User in the past but things
like character redefinition

were published many years
ago in issues that are now ot
of print. We haven't published
this type of article since the
early days and it is probably
now time that we covered this
ground again. Over to the ex-
perts in the readership, let’s
have the definitive article!
Things like background music
and loading screens that you
see in commercial games re
quire to be programmed in
machine code and normally
articles can only give general
guidance, leaving 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 routine in the last issue.
We also have a Games Back-
drop Designer program in the
pipeline for a _future issue that
will probably help. Keep reacd-
ing, Chris, keep experimenting
and take as many routines
out of other listings 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 writing to ask if you
could give marks out of ten
in the game reviews be-
cause it would help me and
other readers to work out if
it is worth buying.

Gary McShimming
Colston,

Scotland

We've always aveided giving
marks to softuware because
the evaluation is so subjec-
tive, [as is the aciual review to
a degree) and a game might
get a high score simply be
cause the reviewer is into that
type of game. We like to feel
that our reviews give enough
background on a game Lo en-
able the reader lo judge for
themselves the worth. Quite
often a review will end up
with a strong recommendation
to go out and buy but you will
know from the review just
why that recommendation has
been given. If there is a mass
desire_from readers for games
to be marked then we can do
it, but will it really mean
anything?




CHANGING CHANNELS

In Issue 48 there was a let-
ter on the subject of chang-
ing the Atari's preset chan-
nels. The way to do this on
the XE is if you look on the
bottom of the XE you will
find a small hole on the left
of the label. Insert a trim-
ming tool and you should be
able to change the
channels.

Also I have been able to
locate a source of supply for
the XL /XE BASIC ROM
chips (which should fit the
400/800) price £4.49 and
the thermistor for the ST's
PSU price £1.34. These are
available from Marpet, 1
Hornbeam Mews, Glouces-
ter, GL2Z OUE

Jon Rushton,
Telford

Thanks for the info. Jon, but
the trimmer you mention is
merely a fine funing device
and does not change the
channels significantly. It is
useful however if you find
that your TV picture is a bit
wawvy or if the colours are not
correct. You can quite often
get better sound and graphics
by playing with this trimmer.
If you want to have a go,
make sure that you use a
plastic trimming tool and not a
metal screwdriver. A small set
of trimming tools can be hacd
from Tandy for a couple of
pounds.

GOOD SUPPORT

After recently spotting an
advertisement for new Atari
8-bit games, I decided to
write away and buy without
waiting to see a review in
your magazine. The Hi-Tec
Software ad was for various
releases of NEW games
based on the Hanna-Barbera
cartoons. I simply could not
believe how many titles
were available to Atari 8-bit
users and I felt urged to put
pen to paper and tell others
about this find.

I've received the two Yogi
Bear games, both are very
good (indeed Yogi's Great
Escape is excellent!) and 1
am awalting the release of

Top Cat. I intend to buy all
these games if not just to
show my support to the
Atari community but in
thanks for the great speed
and brilliant service from
Hi-Tec.

S0 keep up the good work,
Hi-Tec, I know plenty of
people who will always sup-
port you, especially me!

Ray Griffiths,

Luton

It is nice to hear that a com-
pany still supporting the Atari
can give good value and good
service but Hi-Tec seemn to be
a curious company. You were
lucky to see an advert for
Atari games (where did you
see it, in a Spectrum maga-
zine?) because we have asked
Hi-Tec on a number of occa-
sions if they would like to
advertise their Atari games in
New Atari User and we have
never had a response. Indeeed
we can't even get review
copies from Hi-Tee, we have
had to go out and buy the
games ourselves so that you
can read the reviews and Hi
Tec can make the money. I
simply don't understand why
companies who support a par-
ticular machine don’t aduver-
tise and promote the fact to
the right market. No wonder
saftware publishers stop sup-
porting certain machines on
the grounds that the softuware
does not sell. If they don't
promote it, how on earth do
they expect to sell it?

MYSTERY SOFTWARE

I have just returned to the
Atari 8-bit and can anyone
help me find a game I en-
joyed very much? I do not
remember the name of the
game, but I hope that I can
describe it well enough to
jog a memory or two.

It was a racing game, sup-
plied on disk in a silver wal-
let with a chequered pat-
tern with the name of the
game on it. It featured a
number of different cars
which ranged from moon-
buggles to Corvets through
4x4 and also had the ability
to adjust the gravity of the
track from Venus (lots) to
the Moon (none). Oh yes,

there were also two motor-
bikes. It also has lots of
tracks that you could load.
The main feature of the
game was the screen! The
display was split in two and
the players used separate
screens, also the cars could
drop mines.

I hope that has jogged a
memory or two. I will gladly
pay a reasonable price for
an original copy of this
game on disk.

Mark Greenall
5t. Helens

Thanlks for the review! If any-
one knows this game perhaps
they could drop us a line to
put everyone out of their mis-
ery and you can write direct
to Mark at 2, Hinckley Road,
Islands Brow, St. Helens,
Merseyside, WAII 9HU

ART ON CASSETTE

I recently purchased a
secondhand Atari 800XL to
use for computer artwork
because it seemed that the
B800XL was the best 8-bit for
this task. The problem is
that I can't find any sup-
pliers that stock art pack-
ages for the S800XL. I've
read old issues of Atari User
and seen many art packages
reviewed. Could you recom-
mend any suppliers or
would one of your readers
who has an art package on
cassette be willing to sell
me one?

Brian Hoskins,
Redditch

Probably the best art program
on cassette was PAINTBOARD
which was produced by
Amethyst Software and
advertised in these pages a

year or so ago. It is no longer
available as a normal casset-
te although Derel Fern of
MICRO DISCOUNT now has a
version in Turbo Load formeai
(for which you require an
adaptor on your tape deck).
Others to consider are ROM
cartridges such as Afari Artisi
but you'll have to get these
secondhand now, try putting
a wanted ad in our next CON
TACT colummn.

SUPPORT US!

Having just read the edito-
rial at the front of last
month's magazine, I
thought you might be in-
terested in a previous ex-
perience of mine.

Back in 1981 I purchased a
home computer called a
Colour Genie. Although
never popular with the
major software houses I
thought it was an excellent
machine. Of course, in
time, commercially pro-
duced software dried up but
the User Group continued
to produce good software
and an informative maga-
zine. Eventually though
appeals to the readership to
buy software and write arti-
cles fell on deaf ears and
faced with the lack of re-
sponse the User Group,
which was a national one,
finally folded. The losers
were the computer owners
themselves.

I now find the Atari 8-bit
in the same situation. I
appeal to all users to sub-
scribe to this excellent
magazine and support those
who are trying to support
you. Keep up the good
work.

Chris Thorley,
Albrighton

PAGE 6 WRITER CORRECTION

program.

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

TL 1600 DATA IF90BS5FPBIAC4IZ9BLBGCIDBFOED
C90EFBESCY01FOELCY91FFADDCISEFODI4CIAZT
ADB6IFGDEDIFADB7IFBDEESF , 657

Please accept our apologies. Now you can type it all in, it's a great

Mew Atari User - lssue 51 r




XL/XETUTORIAL

QUESTIONS &

hen you set out to write a quiz program a number of
Wmullurs have to be considered apart from deciding on

the actual questions and answers. Should you opt for
a multiple choice type quiz or do you want the user to input
the exact answer? How do you get the computer to ask ques
tions in random order each time? Can you ensure that a
question, once asked, will not be repeated? This article sets
out to answer these and other questions with the help of the
accompanying program listing.

TYPE OF QUIZ

Multiple choice type quizzes tend to be more popular than
those where the player is expected to type in the right answer -
they are easier and quicker to use and you don't have the
problem whereby a "right” answer is rejected because it was
spelt incorrectly. On the other hand, some people don't like
multiple choices because they involve lucky guesses as well as
"skill"; this is even more so with true/false quizzes, where you
have a 50% chance of being right every time.

The listing shown here gives you a cholce between the two
quiz types. The questions and answers used for the ‘type the
answer’ quiz are stored as DATA statements at LINES
1010- 1080 while those for the multiple choice quiz arc at
LINES 2010-2080. As explained below, each round of the
question loop directs the computer to a particular DATA line
(using RND(0) and RESTORE) and gets it to READ strings in
sets of 2 or 4, depending on the type of quiz. The routines
assume that the order of storage take the form question-
answer or question-right answer -wrong answer-wrong answer
as appropriate.

GENERAL STRUCTURE
AND OPENING ROUTINES

The general structure of any quiz will be along the lines of the
following:

For count = 1 to the number of questions

- Computer selects a question and prints it on the
SCreern
Player gives an answer

- Computer checks the answer and goes to a different
subroutine if you're right or wrong
Computer goes on to the next guestion

When the program begins you are given a choice of quiz type
(LINES 150-160): The location of the data and some of the
routines 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 questions to answer and LINES
230-235 set up a graphics 0 question screen which gives a
running tally of question number(N) and score [(SC).
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COMPUTER SELECTION
OF QUESTIONS

We check that the question wasn't asked before by using an
array:- DIM F(NQ) in LINE 110 sets aside space in the compu
ter for a one-dimensional numeric array called "F". This has
spaces for NGQ+1 elements, where NQ is the number of ques-
tions in the quiz (defined in LINE 100). Numeric arrays counl
from zero, not one; that's why there is one extra place, however
the program ignores the F[0] location as it is easier Lo say F(1)
is for the first question, F(2) for the second ... ete

LINE 240 sets all the elements in the array to zero before the
question loop begins. LINE 250 selects a random whole num-
ber between 1 and the number of questions in the quiz. If the
flag for this number is not zero it means the question was
asked already so the computer will pick another number and
stay on this line until it gets a fresh question. LINE 260 then
sets the flag for this number question at 1 so that it is
eliminated in subsequent rounds.

Next the computer reads a string from a data line which we
specify using the RESTORE command in LIN E 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, if DAT is 2000 (multiple choice quiz) and Q is 4, the
computer will read the first string it comes across in line 20440
(2000+10*4). This will always be a question (because of the
order in which we input the data); it is displayed on the screen
letter by letter together with a short sound (LINES 270-275)

At this stage the routines differ slightly depending on quiz
type so the program either goes to LINE 300 (type the answer)
or LINE 600 (multiple choice) depending on the choice made in
LINE 170. (The variable "GAME" was defined in LINE 1890).

KEYBOARD INPUT

Computer reads answer:

LINE 300 directs the computer to read the next string it
encounters: this will be the answer accompanying the gquestion
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 answer and prints a dash on the screen if there's a
character there and a blank space otherwise. This can be a
useful hint if, for instance, the answer is a person’s name and
the player is unsure about whether to input the surname only
or the Christian name too.

Player gives an answer:

Apart from the dashes, there are a couple of other ways to cul
down on the possibility of having the "correct” answer rejected:
POKE 702,64 puts the computer into capital letters mode as
the answers are in this format and POKE 94,0 disables the
inverse key. These are put in before the player inputs the




ANSWERS

Ann 0'Driscoll
explains what is
needed to program
your own quiz game

answer to each question (LINE 330) in case the keys are
accidentally pressed between rounds.

Computer checks the answer:

The inputted answer in the string TRY$ iscompared with the
computer's answer in A$ (LINE 340). If they match the prog-
ram is directed to the subroutine at LINE 800, otherwise it
goes to the routine at LINE 810

MULTIPLE CHOICE

Computer reads answers:

LINE 600 directs the computer to read the next 3 strings in the

DATA list: these will be the right answer and the 2 wrong
answers which go with the current question. 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 1 gener-
ated in LINE 600. For instance, il R is more than 0.65 LINE
620 says print the answers with 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 the numbered options which are
listed on the screen by pressing a key, The program stays at
LINE 640 until 1, 2 or 3 is pressed.

Computer checks the answer:

The correct answer has already been flagged when the options
were put on the screen by LINES 610-630. The compuler now
checks if the number pressed is correct and goes to the
subroutines 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 common 1o both. The
variables used are SC for score (you get 5 points per right
answer) and P for pitch - the sound differs if you're right or
wrong. LINE 840 prints a couple of rows of blanks over the
previous question/answers. BLS is a string containing spaces
which was set up in LINE 110. This was used instead of a clear
screen command so that the top few lines showing question
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 multiple choice) the program goes to LINE
850. The screen is cleared and the results are displayed.
Pressing any key re-runs the program and brings you back to
the title sereen.

MODIFICATIONS

This is only a short listing to show the principles behind quiz
programs; there is plenty of scope lor improvement st wch as
inclusion of a nice title screen or opening menu. Change NG in
LINE 100 to alter the number of questions. LQ and LA -
question and answer length respectively - may also be
changed, but be careful here as longer strings might mess up
the screen display.

When you are putting in new data, remember to follow the
Question: Answer or Question:Right:Wrong:Wrong Answer
order. You may have noticed that there is in fact no need to
use separate data for the two quiz types; the computer will
read one or three strings after each question, depending on the
quiz selected. In any event, DAT in line 190 defines the begin-
ning of the DATA list and all questions must start on program
lines which are in multiples of 10 from this (i.e. DAT+10,
DAT+20, etc.)

Finally, when selling your own quest ions, it makes things
more interesting if the options in the multiple choice quiz are
kept fairly similar. Also, you should try to avoid apostrophes,
full stops, ete. in a type the answer quiz as these can he
confusing.

Happy quiz-making!

PROGRAM Iy

OVERLEAF
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QUESTIONS

10

3

ve

506G

Ha

cY

PC

SH

L

JH

DM

PK

ca

JK

PU

FF

3L

FT

Y5

F5S

up

oM

1 REM

z ﬂEH n How To write your own o
3 REM 1 auIz

4 REM B by Ann DO'Priscoll H
5 REM ff —————————mmmm——— e n
6 REM #t NEW ATARI USER - alG 1991 #
7 REM

8 REM

99 REM

108 NO=8:LA=39:LA=20:5C=0:CLOSE 1:0PE
N f1.4,8,"K:"™

118 DIM O5CLA) , ASILAY , TRYS LAY ,Hi1S (LAY
(HZS (LAY, FCNG) ,BLSC39) :BLSCLY =" "i1BLS(
=" ":BLECZI=BLS

149 REM

150 GRAPHICS Z2:POKE 752,1:PDKE 710,0:P
OKE 789%,3I8:POSITION 4,8:7 H6;"Mmusic qu
iz":POSITION 8,3

160 7 #W6;"1 = TYPE THE ANSHER:? B6:7

#6;"2 = MULTIPLE CHOICE"™:? H6:? #6;"3
= QUIT:? *“» PRESS 1 2 or 3"

170 GET #1,KEY!KEY=KEY-48:IF KEY{1 OR

KEY>Z THEN 170

180 IF KEY=3 THEN GRAPHICS @:1POKE 82,2
{POKE 752,01POKE 764,255 1END

190 GAME=KEY®I00:1DAT=KEY%1000

210 7 CHRSC125) 7 "HOW MANY QUESTIONS
€L - ;N33 ;i TRAP 210

220 INPUT NO:IF MO<i OR NOD>NG THEN 210
230 GRAPHICS 0:POKE 82,01POKE 718,48:P
OKE 712,481POKE 709,121POKE 752,1

235 POSITION ©,2:7 “QUESTION: ";N:POS
ITION 20,2:7 “SCORE: ";5C :

240 FOR N=1 TO NO:iFCNI=@iNEXT N

245 FOR N=1 TO NO

258 O=INTCRND () ®NR+1) iIF FCA) <)@ THEN
250

260 FIR)=1:POSITION 11,2:7 N:RESTORE D
AT+10%0:READ 0% :

270 POSITION ©,7:FOR L=1 TO LEN(OS):7?
05CL,L); :SOUND ©,60,10,12

275 FOR D=1 TO 20:NEKT DiSOUND ©,0,0,0
IMEXT L:? :? :60T0 GAME

299 REN

I00 READ AS:FOR L=1 TO LENCAS):IF ASCL

LE
0G
EJd
Y
u.a

LY

LK

NL
uo
FY
uo

LL
ar
NU
BI

II

ZK

GH

FH

TH

SLIC! » THEM 7 **-";:GOTO 3Z@

Zim T " oy

320 NEWT L:7 17

II0 POKE 702,64:PDKE 694,0:INPUT #H16;T
RYS

348 IF TRYS=AS THEN GOSUB 800:GOTD I68
358 GOSUB Bi8

I68 MEXT N:GOTD 850

LRI HULTIPLE CHOICE OUIZ |

608 READ AS,HL1S5, WZ5:POSITION @,9:7 "1,
wpOSITION ©,41:7 “2,.":POSITION ©,13:7
"X, RZAND (@)

618 IF R<D.34 THEN POSITION 5,%:7? A%:P
OSITION 5,11:7 WiS:POSITION 5,13:7 H2S
tRIGHT=1:GOTD G648

628 IF R)D.65 THEN POSITION 5,9:7 HiS!:
POSITION 5,11:7 A%:POSITION §,13:7 H2S§
IRIGHT=2Z:GOTOD 648

638 POSITION 5,9:7 WZ5:POSITION 5,11:7
HW1S:POSITION 5,13:7 ASIRIGHT=3

648 GET #1,KEY:IF KEY{4% OR KEY>TL THE
M 640

658 KEY=KEY-48:IF KEY=RIGHT THEN GOSUB
8808:GOTO 670

660 GOSUB 818

678 MENT WN:GOTOD 858

799 REM NETHINECTNCTTTTANN

880 POSITION B,17:7 "CORRECT!'"!P=281:5C
=SC+5:POSITION 27,2:7 SCi:GOTOD 820

8id POSITION ©,17:7 "NO, the answer is
“ia%SiP=80

820 SOUND 8,P,10,12:FDR D=1 TO 99:NEHT
D:S0UND 2,0,0,0

825 POKE 764,255:P0OSITION B.19:7 "“Pres
S a key to continue!

838 IF PEEK(7643=255 THEN 838

648 FOR B=7 TO 19 STEP Z:POSITION ©.,B:

? BLS:NEXT BIPOKE 764,255:RETURN

643 REM

86590 GRAPHICS Z2:POKE 7S2,1:POKE 71@,0:P
OKE 709,30:POSITION 4,.8:7 H6;"game ove

r':POSITION 8,3

860 7 NE;"OUESTIONS TRIED *;NO:? #6:7

NE;"OUESTIONS RIGHT ";S5C/5:7 b PRESS

A KEY"
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MICRO DISCOUNTT

for Atari 8-bit spares and repairs

ROM CARTRIDGES

ALL AT £5
HERQ - BEAMRIDER - HARDBALL
FIGHT NIGHT - PITFALL - PITFALL Il
ZONE RANGER - BALLBLAZER
RESCUE ON FRACTULAS
STAR RAIDERS Il - LODE RUNNER
RALLY SPEEDWAY

NEW NEW NEW
CARTRIDGES

ACE OF ACES £17.50
AIR BALL £17.50
INTO THE EAGLES NEST £17.50
ADVENTURE CREATOR £ 7.50

DISKS

DESIGMER'S PENCIL

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

COMPLETE CONVERSION KIT £15

INFILTRATOR £12.50 ELEKTRAGLIDE £ 6.95
RACING CAR DESTRUCTION SET £ 9.95 CHESSMASTER £ 8.95
F-15 STRIKE EAGLE £ 9.95 ACTION BIKER £ 785
HAWKQUEST £ 9.95 ATARMWRITER PLUS £12.00
SILENT SERVICE ¢ 6.00 VIDEQO TITLE PACK £15.00
DROP ZONE £ 500 PRINTERS DELIGHT £ 7.50
GHOST BUSTER £ 8.00 (1029 SCREEM DUMP UTILITY)

AUTO DUEL £12.50

NEWSROOM £15.00 ADVENTURES

MOVIE MAKER £ 895 LANCELOT £ 250
SPY VS SPY (3 GAME PACK) £ 4.00 CRUSADE IN EUROPE £ 250
MERCEMARY/2nd CITY (2 GAME PACK) £ 5.00 SORCEROR OF CLAYMORGE £ 8.50
TRIVIAL PURSUIT £ 4.95 TEMPLE OF APSHAI (3 camE Pack) £ 2.50
STAR WARS £ 3.00 PIRATES OF THE BARBARY COAST £ 7.95

Sta

DUAL FORMAT TAPES

TOMAHAWK - TITAN NINJA COMMANDO

ndard Side A - TURBO Side B

£4.50 each

Phone
or FAX

PLEASE A

DER

for further details

S MD3 CENTRONICS PRINTER INTERFACE £36.00
TURBO FORMAT TAPES |p aTAR 850 RS232/CENTRONICS INTERFACE  £40.00 RECONDITIONED COMPUTERS
A POWER PACKS BODXL/65XE/130XE £15.00 . (04005
INPUT/QUTPUT CABLES £ 4.95
TURBO BASIC £3.75 E 65XE130XE REPLACEMENT xevanngngun gzg$ ;gﬁi‘;‘:ﬂrﬂﬂ?ﬁﬁh power p:ﬁ £35‘ﬂﬂ'
1020 PENS x4 BLACK £ 1.80 COL X p.n.wgf i
f;lﬁ‘f,—',,“gﬂﬁﬂ, :“}HD ERaEDREY E7-501 5 1029 PRINTER RIBEONS £ 3.50 p pa
PAINT BOARD (Art/Design program) £7.50 All items offered on a first come basis, so phone to reserve
loads in 74 seconds and receive a quote for post & packing on your total order
ACE OF ACES (World War Il Flight Sim) £4.50 Every order placed will receive a free copy of our 12 page
loads in 75 seconds 8-bit software/hardware and spares price list

LLOW UP TO 21 DAYS FOR DELIVERY

EK FERN

021 353 5730
021 352 1669

& ANSWERS

DK

UL

RY 865 IF PEEK(764)=255 THEN 865
UG 870 RUN -
HE 1018 DATA WHD WROTE THE UB48 HIT 'RED

RED HINE®',MEIL DIAMOND

1828 pATA WHO HAD aM aMAZIMNG DAMCING B
EAR, SIMON SMITH

1838 pATA WHD DROVE HIS CHEYYY TO THE

LEVY ,DON MCLEAM

Z0 1848 DATA WHAT HWAS THE HMY DOG CALLED,
NIPPER
M 1850 DATA WHO HAD & HOLE IN THEIR SHOE

IN 1967, TRAFFIC

1868 DATA HHAT WAS ZAGER & EVANS OME H
IT HONDER,IM THE YEaAR 2525

1878 pATa HWHD HENT FROM MEMW YORK TO L.

A, ., PAaTSY GALLANT

IC 1680 DATA WHAT MWAS SHEETS ONLY NUMBER
ONE , BLOCKBUSTER
KR 2818 DATA HWHO HaAD & HIT WITH "HORSE HWI

TH NP NAME®' , AMERICA ,CHICAGOD, JOHN DENVE

HD

Lk

iy

HC

0z

CE

R
2028 DATA WHO WAS LEAD SINGER WITH THE
DOORS, JIH MORRISON, VAN MORRISON,CHUCK
MORRISSEY

7638 DATA WHOM DID PAUL ANKA SING ABOU
T.DIAMA, SaRkaH, CLAIRE

Z849 DATAH NAME HARODLD MELVIN'S BACKING
GROUP, THE BLUEMOTES,THE DAKDTAS,THE B

ELMONTS

2850 DPAaTa WHO WERE SCOTT JOHN AND BARR

¥,HALKER BROTHERS,RIGHTEDOUS BROTHERS.E

YERLY BROTHERS

2060 DATA HWHAT MWERE THE BEACH BOYS5 ONC

E CALLED,CARL & THE PASSIONS,THE WILSO0

N BROTHERS,BRIAM & THE SURFERS

2870 DATA WHICH HWAS A HIT FOR MaNFRED

HAMN, D0 HWAH DIDDY CIDDY, YUMMY YUMMY YU

MMY,0B-La—DI OB-LA-DA

MOMKEES

2088 DATA HWHO WAS THE PRUHMMER ,

MICKY DOLEMZ ,PETER TORK,DAVY JONES

Mew Atari User - lssue 31
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PROGRAMMING

WRITING

12

ADVENTURES

construction of text adventures, | shall look at advanced
programming techniques and also at some of the tools
used as programming aids.

I n this fourth, and last, article of a series about the

DISPLAY

The display of the adventure that appears on the screen is the
most critical part of the program, from the user's point of view.
Whatever brilliant programming may lie beneath the surface,
the user is bound to assume that if the visible part is no good,
then neither is the submerged seven-eighths.

The first part, then, that requires attention is the use of
English in the messages displayed by the adventure. There is
nothing more off-putting than a phrase like "There is, an
ongoing, crisis sitewation”, which proves only that the prog-
rammer has an ongoing inability to use, spell or punciuate
English properly- situation. So, for goodness' sake, use the
Queen's English and, if necessary. a good spelling checker
funless you're intending to sell to the French market, in which
case you'd better write good Frenchl).

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, while the lower half contains the actions
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 which can be achieved in
graphics mode 0 with POKE 703.4, but the latter instruction
gives a split-screen display in which only the bottom lour 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
anly the description of the current room and the list of con-
tents. It is possible that the list of contents may be very large if
the player has decided to form a ‘dump’ in this room of
everything he can lay his hands on. It is therefore necessary
either to provide sufficient space to show the contents of every
moveable object within one room or, better, Lo write a more
flexible routine which creates more space for the top half of the
screen as the number of items accumulated there increases.
Scott Adams’ adventures provide good examples of this type of
screen format.

The best means of implementing such a split-screen display
regrettably involves the use of two custom-written display
handlers, one for each half of the screen. The use of display
handlers is a complex subject, outside the scope of this tuto-
rial, and is of most value to machine code programiners since
the handlers have to be modified by the addition of machine
code routines. The interested reader is referred to "De Re
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Atari’. Atari's own publication about the operat ing system of
their 8-hit computers.

Alternatively, the programmer can write a machine code
routine which effectively mimics the action of the two display
handlers but, being custom-written, is easier to implement.

There remains, however, the possibility of a ‘fudge’ solution.
An easier remedy is to provide a machine code routine which
divides the two halves of the screen, counts whenever the
number of lines of messages in the bottom half of the screen
reaches the bottom of the screen row 23), and then blanks the
bottom half of the screen, resetiing the message cursor to the
top of the lower half of the screen.

This routine works rather well, although it is a little tiresome
to have to keep counting the screen row on which the next
message will be displayed. For example, after an INVEntory.
the program must print out a line of possessions held by the
player, testing the vertical screen position of each message.

The same principle can be used from Basic, calling a short
machine code routine. The display program listed here con-
tains a general purpose, two-part screen utility, in which the
gizes of the two parts of the screen are programmable. The
machine code routine is quite lengthy (see the number of DATA
statements), although the twin screen handler mentioned
above would have been much longer.

The full display program illustrates the use of the machine
code utility. The key feature is the call to the machine code
with the line:

X = USR(1536,N,VERT)

where:

1536 = beginning of machine code routine (in page 6)

N = 0 to clear the top half of the screen

N <= 0 to clear the lower half of the screen

VERT = vertical position where the screen will be broken in
two, counting in rows from the top of the screen. VERT
must be altered to suit the size of the room description in
the top half of the screen, but must in any cast never be
less than 2 or greater than 20, or the computer may lock
up (the machine code routine provides no safety check].

The Basic part of the program requires the cursor position for
printing messages to be adjusted after each call to the machine
code routine.

RUN the program and type in any messages you like, pressing
RETURN after each message. When the cursor reaches the
bottom of the screen, the program will suddenly clear the lower
half of the screen and the cursor will reappear just below the



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

S 4

screen break.

Alternatively, type in ‘1" (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, after which the room
description will again be displayed. In the second case, note
that the cursor returns to its original position in the lower half
of the screen.

Findlly, type in ‘2" [RETURN) to cause a shift in the dividing
line hetween the two screen halves. For illustrative purposes
only, the division is increased by six screen rows each time "2’
is entered.

I hope that many would-be adventure programmers will be
able to benefit from incorporation of this screen utility into
their creations.

The easiest way of all to create an adequate screen display for
an adventure is to clear the screen every time the player enters
a new room, or enters a LOOK command (meaning look
around). Thereafter, the room description is written to the
blank screen, followed by any other messages and all other
user commands. The screen is permitted to scroll in the usual
way.

The clear-screen option is widely used in mostly amateur
adventure programs, and is arguably sufficient for most pur-
poses. It is surprising to observe that Level 9's adventures use
a simple scrolling screen display without even the luxury of
clearing the screen between locations. This presumably was
due to the difficulty of arranging superior screen displays for
the many different types of computer for which the adventures
were sold. Similarly, my "MetMan" adventure, for which the
listing was provided in the previous article, also had a simple,
scrolling screen display in order not to obscure the principal
adventure programming ideas with complications caused by
the screen display.

screen

PACKING MORE INTO
THE ADVENTURE

There are two principal methods by which large amounts of
screen information, such as messages, can be brought up onto
the screen from a computer adventure.

The first requires data compression techniques, so that the
screen messages occupy less space in memory. The second
uses ‘overlays' to load data into memory from a disk as re-
guired. Both types are discussed below.

display

DATA COMPRESSION

A large part of any adventure program comprises the long
strings of room descriptions, help text and other messages. It
would save a lot of computer memory if these messages could
be made more compact.

The first, trivial, option is to shorten the screen messages.
Whether lengthy room descriptions really add anything to an
adventure is clearly a matter of personal preference. However,
there is no doubt that verbose deseriptions are subjectively
more impressive to the player of an adventure.

A number of data compression techniques exist, but all rely
essentially on one principle: the identification of common frag
ments of text which can be replaced by a shorter piece of code.
When the program encounters the identifier, 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 variations for every character, but adven-
tures need to use:

26 variations for letters A to £

10 variations for numbers 0 to 9

approx. 10 variations for punctuation (space, comma, full
stop. question mark, quotes, exclamation mark, hyphen.)

(optionally) 26 variations for letters a to z.

This means that at most 62 variations are used for messages,
so that another 200-odd are available as "control codes”. When
encountered in the middle of a message, the program knows
that it must take some additional action, such as replacing the
control code with a section of text taken from a look-up table.

A short example will illustrate the basic idea. Consider these
three messages:

| AM STANDING UNDERNEATH A WATERFALL

| AM STANDING IN A LARGE CAVERN WHERE | CAN HEAR
THE SOUND OF RUNNING WATER

A MAN-EATING TIGER STANDS BEFORE ME WITH SALIVA
RUMNING FROM ITS LIPS

A casual inspection shows that the recurring words STAND,
| AM_. RUNNING_ and WATER can all be replaced with codes,
e.g.:

CTRL-A ="I_AM_", CTRL-B = "STAND"
CTRL-C = "RUNNING ", CTRL-D = "WATER"

Accordingly we can create the following compressed sent-
ences:

[CTRL-AJ[CTRL-B]ING UNDERNEATH A [CTRL-DJFALL
[CTRL-A]J[CTRL-B]ING IN A LARGE CAVERN WHERE | CAN
HEAR THE SOUND OF [CTRL-C][CTRL-D]
A MAN-EATING TIGER [CTRL-B]S BEFORE ME WITH SALIVA
[CTRL-C)JFROM ITS LIPS.

When the program encounters these control codes, easily
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identified especially in machine code, the relevant words are
inserted instead.

This process, which is called PACKING. does mean that every
character of a message has to be read by the program fo see
whether any character needs to be replaced by an expanded
jtern. It can be rather slow 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
comparatively small, but there exists a related. much more
general method of data compression known as Huffman
coding.

HUFFMAN CODING

The underlying principle of Huffman coding is that all the
accumulated screen messages are examined for common
oceurrences of clusters of characters by an automated process
which seeks blocks of common text regardless of whether the
blocks make sense of themselves. For example, a common
block of code might be found to be M_STAN as in I AM
STANDING... This computerised process provides a much
greater degree of data compression than would have been
possible by simple packing.

Huffman coding breaks down the text strings into a series of
bit (as in 8-hit computer) sequences, each sequence represent-
ing a portion of text, and stores the bit sequences in memory
without regard to the number of bytes used for each sequence.
Inevitably, this technique will be of most value to machine
code programmers. The code to create an automatic "Huffman
Coder” is quite complex, and is beyond the scope of this
article. A good overview was provided several years ago in the
magazine "Practical Computing” (November, 1982).

The use of a word processor, such as AtariWriter, can be
strongly recommended for handling strings of messages. You
can then write a program in Basic to ‘crunch’ the text file into
a coded, compressed variant (I do this frequently to create
strings of book opening moves for computer chess programs).
The compressed version is itself saved as a word-processor file,
until it needs to be copied, byte by byte, into memory using
another special Basic routine.

A further variant of data compression is available from the
SpartaDOS-X cartridge, which has, among many other useful
features, an archiving facility. The archiving program ‘crun-
ches’ the original word processor file into an archive file of
roughly half the original size - this indicates the type of space
saving one should expect from efficlent Huffman coding - and
stores the whole file. It oceurs to me as [ write these words that
it should be possible to use an archive file directly as a source
of compressed message data, If one could only work out Spar-
taD0S-X's method of storing the archive file and its associated
look-up tables.

A-CODE

Level 9's adventure programmers went one step further than
Huffman coding. Instead of subjecting just the screen mes-
sages to data compression, they also reduced the whole of the
original machine code, including the program itself, to a more
compact code. The resulting program is said to run in ‘A-code’.

Naturally, a short, normal (non-compressed) machine code
program is needed to interpret the function of the remainder of
the compressed machine code main program. It is possible to
write ‘A-code’ since Level 9 observed that only a very limited
set of machine code instructions was needed to implement a
working adventure.,
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OVERLAYS

The second solution to the problem of presenting lengthy
room descriptions for a large number of rooms is that of
overlays. New data is entered into memory 1o overlay that
which previously existed.

The principle is that when the player enters a room. the
associated information for that room (and, perhaps, for the
surrounding rooms) is read in from an external device. Typical-
ly the 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
that complex coding is made easier. Moreover, the amount of
data which can be provided is limited only by the capacity of
the disk, whereas data compression techniques at best do little
more than double the amount of data which can be stored in
the computer.

The principal disadvantage is the inconvenience to the user of
having the disk drive switched on for hours at a time (causing
over-heating), and the interval required to load the information
each time a new room is entered. Some of the disadvantages
can be averted by reading in data from a RAMdisk instead of
from a disk drive, but this solution is only accessible to owners
of the 130XE computer.

Overlays can also be used to call up high-res. graphics for
pictures of events seen in the adventure. The combination of
text adventures with periodic pictures - for example, every Lime
a room is entered - has proved to be quite popular, although I
suspect that the hundredth vision of a dragon in a room must
get tiring; especially if the player has had to wail ten seconds
each time to get it.

THE TURBO BASIC
COMPILER

Turbo Basic is a public domain program available on disk for
Atari XL/XE computers from, among others, New Atari User. A
high-speed tape version is available from Derek Fern, provided
that you have the necessary modification to your data recor-
der. It is completely compatible with Atari Basic programs,
adds several new commands and runs about three times as
fast.

Turbo Basic also comes with a compiler, which turns Turbo
Basic programs into a rather inefficient machine code which
runs about ten times faster than Atari Basic [optimised
machine code can run 100-200 times as fast as Atari Basic).
However, the compiler is not completely compatible with prog-
rams written in Atari Basic and Turbo Basic.

This lack of compatibility is by no means unusual. Many
other compilers have difficulty with some Basic statements,
and DataSoft's Basic compiler uses a completely different
method of handling strings from Atari Basic, However, the
Turbo Basic compiler is better than most.

Nevertheless, some alterations do have to be made to Turbo
Basic programs to get proper results when the programs are
compiled. This problem caused some of the strange coding in
the "MetMan" adventure, which will be explained below.

The documentation for the Turbo Basic compiler comes from
the Western New York Users’ Group, and mentions only the
following difficulties:

1. END and NEW commands will not compile.

2. FOR-NEXT loops must match, for example the lines:
FORX=1TO5

[F X = 3 THEN NEXT X

NEXT X
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WP 168 READ A:IF a=-1 THEN 198
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FR 1930 IF VERT)Z8 THEM VERT=6

CY 195 GRAPHICS @:GOSUB 270:POSITION 2,VE

Cv ZP8 POKE CURS,VERT

LH 218 INPUT A%:REHM THPUT ANTHING YOU LIK
E

Ca Z2B IF A5="6"" THEN TEMP=PEEK(CURS) :¥X=U
SRELSX6,8,VERT) : GOSUB 270:POKE CLRS,TE
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IZM 230 IF a$="1" OR PEEK(CURS)>Z8 THEMN X=
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]

MM 258 GOTO 210
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YZ 380 RETURN

CT 318 REM w8 WI‘I CODE DATA wE

DR 328 DATE L104,184,104,141,1490,6,104,104
,141,141

MU I3 DATA 6,173,149,6,208,21,141,136,6,
141

ZF 348 DATA 137,6,206,141,6,32,1108,6,141,
139

RC I5@ DATO 6,149,138,6,76,.56,6,32,110,6

QK 368 PATA 141,1%7,6,148,136,6,169,3,141
+»1X9

GY 370 DATA 6,169,192, 141,138,6,165,88,24
L1089

Ba I80 DATA 136,.6,133,748,165,89,109,137,
6,133 :

GU I98 DATA 241,165,88,24,109,13I8,6,13I3,2
42,165

GH 498 DATA 89,189,13%,6,133,243,169,0,16
8,145

CC 419 DaTa 248,238,248 ,288,2,2360,241,166
L248,228 :

UN 428 DOTH 242,208,242,166,241,226,243,2
88, 236,96

NK 438 DATA 189,9,141,140.6,162,6,706,141,
. ;

FZ 440 DATA 144.3.24,105,40, 166,110, 140,6
L2082

DZ 450 DATA 288,241,172,140,6,96,200,208,
258,238

HE 468 DATA 135,6,202,208,244,24,96,0,0,0

GN 478 DaATa -1

will not execute properly in the compiled program.

In the course of my own exploration of the Turbo Basic
compiler, | have discovered a number of other cases where a
program written in Atari Basic or Turbo Basic runs properly in
normal (interpreted) Basic, but gives undefined errors when
compiled.

1. VARIABLE GOSUB NOT ALLOWED -

The expression:

100 Q= 1000: GOSUB Q
sends the program to the subroutine at line 1000 in Atari
Basic or Turbo Basic. However, the version for the Turbo Basic
compiler has to be recoded as:

100 @ = 1000: GOSUEB 500

500 GOTO Q
where @ is the address of the subroutine as previously. This
problem occurs in a few places in "MetMan”, such as lines
50/200.

2. MULTIPLE ARRAY ARITHMETIC NOT IMPLEMENTED
PROPERLY

The expression:
100 A[1..J) = Al1.J) + AlJ,0)
gives an undefined result in the compiled version, and has to
be replaced with:
100 Q=A[1J): @ =Q + AlJ0)

3. ARRAYS BADLY NESTED WITH LOGICAL OPERATORS

Combinations of logical operators with array values work well
in Atari Basic or Turbo Basic, but give unpredictable results
with the Turbo Basic compiler. For example, the line:

100 IF A[l) <> TEMP AND (A[l)<>1 OR A(2)<>TEMF) THEN..
may or may not give the expected result, depending on the
values of A(1], Al2) and TEMP, whereas the equivalent line:

100 Al = A1) : A2 = A(2) : IF Al <> TEMP AND (Al<>1 OR

A2<> TEMP) THEN ...

is implemented correctly by the compiler.

4. USR COMMAND RETURNS WRONG VALUE

The expression X=USR[1536) should return the value of X as
1536 if the machine code routine beginning at memory loca
tion 1536 (page 6] does not modify locations $D4 and $D5;
otherwise it should return the value stored by the routine in
$D4 and $D5 (low-byte, high-byte). This again is implemented
properly for Atari Basic and Turbo Basic. but the compiler
returns a strange value of its own to variable X [doubtless of
some unknown significance).

The only solution to this problem is to cause the machine
code routine to store values at defined memory locations, and
then to extract them with a PEEK command. For an example,
see lines 8000 and 8005 of the "MetMan” listing.

Notwithstanding these problems, there is no doubt that the
Turbo Basic compiler is a considerable boon to the adventure
writer. Compiled Basic programs run sufficiently fast so as to
be almost indistinguishable from a “proper’ machine code
adventure. Since Turbo Basic is in the public domain. it is
likely that programmers can sell adventures created with the
assistance of the compiler, including the runtime package
needed to support the compiled program, although they must
be careful not to sell Turbo Basic, its compiler or the runtime
package itself. The programmer will be selling his adventure,
not the means of using it.

CONCLUSION

I have now reached the end of this series about programming
text adventures. | hope readers have enjoyed it, and [ look
forward to seeing your creations (published in this magazine?).
Please note that [ am unable to answer specific questions
about solving other programmers’ adventures - write to the
Tipster instead.
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continued

CONAN THE BARBARIAN * *
plat Datasoft/U.S. Gold 1984 (t,d) mid

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 man's platformers
('Goonies', Zorro' and ‘Conan’), this one is the worst,

COSMIC TUNNELS * kW
arc Datamost/Databyte 1983/1986 (t,d) mid

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 just to
hear the music on the high score table again.

Star Ratings:-
* poor
* T poor/mediocre
* mediocre
* Wi mediocre/good
* * K good
* % Wiy good/excellent
* % K Kk excellent
arc arcade game (t) game |is available on tape
plat platform game (d) game is available on disk
sim simulation r) game is available on ROM
strat sirategy game cartridge
adv text adventure bud hudg;i priced game
gradv text adveniure with (£1.99-£2.99)
?Il:tums mid mid-priced game
frp antasy role playing (£3.00-£8.99)
game full full priced game (£9.00+)
arc/adv arcade game with imp game is (or was) onl
puzzle solving/map- available on import from
ping etc. America
scarce no price range available,
because game Is very dif-
ficult to get hoid of
The price and format (tape, disk etc.) r guated are intended as guidelines
only. Games which were originally avail; on tape and disk can now be found
on cartridge and vice-versa. This can also alfer the price of the game In questian.

lssupe 51 - Mew Atari User

THE COUNT * K i
(gr.) adv. Adv. International 1981/83 (t,d) bud/mid

This game is also available as a two-disk graphical adventure. You
play the part of a Van Helsing like character and must dispose of
Dracula while he is asleep at his castle. The puzzles and plot
developments are nicely done, and the program's vocabulary is
small but adequate. One of the better Scott Adams adventures.

CRUMBLE’S CRISIS * * *
arc Red Rat 1987 (t,d) mid

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
-00. Its one of those ‘if you touch the walls it drains your energy’
type of games. On the whole, it's far 100 difficult to complete but very
pretty to look at.

CRYSTAL RAIDER * K i
arc Mastertronic 1986 (t) bud

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 % ir
adv. Adv.International 1981 (1) scarce

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 Strategic Simulations 1982 (d)  scarce

Weird, complex simulation of futuristic combat set in an arena. This
one plays like a wargame in real ime. Definitely not for arcade
freaks, but a fairly interesting challenge for the strategists out there.
Written by Dan Bunten, who later went on 1o program such Atari
classics as ‘M.U.L.E." and ‘Seven Cities of Gold".

DAMBUSTERS * *
arc Unknown (forgotten!)19847 (t) scarce

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 challe nging.
Mo real long term interest though.

DAN STRIKES BACK * K
plat English Software 1983 (1) scarce
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 * K 3¢
gr.adv  Sierra On-Line 1982 (d) full

Graphical adventure based on the film of the same name. The bad
news is that the graphics are artifacted (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 * %k i
arc Thorn E.M.L 1981 (r) mid

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  * *x v
ut Datasoft 1983 (d) full

One of the first Basic compilers for the XL/XE.
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 * K
strat Anvil/Red Rat 1985/1986 (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 * W
arc Atlantis Software 1987 (1) bud

Graphically okay, but this is still one of 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 * K i
arc Activision/Firebird 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 * % i
plat Creative Sparks 1986 (1) bud

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 £1.99.

DESPATCH RIDER w W iy
arc Mastertronic 1987 (1) bud

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 * i
plat English Software 1983 (1) bud

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 unigque charm.

DIMENSION X * kK
arc Synapse Software 1984 (t) scarce

An unusual 3-D game in which you have 1o 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 * K
arc Red Rat 1987 (t,d) bud

As far as | 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 jump from
disc to disc whilst avoiding nasties.

DISK WIZARD 2 * K K iy
ut C.A.P. Software 1984 (d) scarce

An invaluable utility for disk drive owners containing features like
map disk, copy, display/alter contents of sectors, change file links,
disassemble from sectors, drive speed and much more. If you can
find it, buy it.

DIZZY DICE * kK
arc Players Software 1987 (t,d) bud

There aren't that many fruit machine games for the XL/XE, but this is
one of the best. There are four reels, hold and gamble features and
a hiflo dice game. Colour is used to good effect but the sound is just
adequate.

DOMAIN OF THE UNDEAD * *
arc Red Rat 1986 (t,d) mid

A ‘Ghoulzs 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 * kK
plat Atari 1983 (r) mid

'‘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
fun.

DRAGON RIDERS OF PERN * % i
strat Epyx 1983 (d) imp, scarce

A game based on the fantasy novels of Anne McCafirey, which is
unlike any other | 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 | wish the whole thing had gelled together better than it did.

compiled by
Kirk Ruebottom
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DRELBS * *
arc Synapse Software 1983 (t,d) mid

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 * Kk Kk ok
arc U.S. Gold 1985 (i,d) mid

One of the all-time 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 if 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 seguence.

DRUID * kK i
arc/adv. Firebird Software 1987 (t) mid

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 Firebird's best game for the XL/XE.

DUELLIN’ DROIDS * *
arc English Software 1982 (i) scarce

A bog standard shoot 'em up. You are in an arena and must Kill
robots which come at you from all directions, and at the same time
rescue your friends. The game's 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 - * Kk Kk
ut Antic Software 1984 (d) imp

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-D, 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 * kK
strat  APX 1981 (t,r) full

In its time this was a ‘tour de force’ of design and programming.
‘Eastern Front' is a wargame about the German invasion of Russia in
World War Il. 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 * % Kk X
arc/adv. Lucasfilm/Activision1986 (d) full

Aspiring Atari programmers should take a look at this technically
brilliant program, a lesson in how to exploit the graphic capabilities of
the B-bit machine. The game has you travelling through 3-D 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-time classic.

ssue 31 - New Atari User

ELEKTRAGLIDE * * K i
arc English Software 1985 (t,d) mid

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 expernence.

ENCHANTER
adv. Infocom

* % K i
19-(d) full
85

Infocom set the standards by 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 puzzies to be
solved are of the medium to difficult variety.

ENCOUNTER * k Kk i
arc Novagen 1984 (t,d) mid

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 Red Rat 1986 (t,d) bud

A fairly poor offering from the Red Rat. This locks 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 harizontally scrolling
shoot ‘em up. Neither of the two ideas have been implemented very
well. Avoid this one if you can.

ESCAPE FROM TRAAM *
adv. Adv. International 1981 (1) scarce

Possibly the worst adventure I've ever played. ‘Traam' is from the
underworked 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 * K i
strat Titan Software 1983 (t) scarce

A fairly old and rarely seen text only simulation of a mountaineering
expedition, written in Basic. You'll be called upon to make various
decisions regarding climbers, porters, equipment and routes. Quite
complex, involving and challenging.

EXCELSOR * K i
arc Players Software 1987 (t,d) bud

Anather 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 ‘em up. At the price, worth
adding to your collection.



F-15 STRIKE EAGLE * Kk W
sim Microprose 1984 (t,d) mid

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 Americana/U.S. Gold 1986 (t,d) bud

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 ‘Fidget', but there's
nothing outstanding either. :

FIGHT NIGHT * kK
arc U.S. Gold 1987 (t,d,r) mid

An amusing boxing game which took a long time 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 * ok h
sim Digital Integration 1985 (t,d) full

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, | think ‘Strike Eagle' just has the edge.

FIREFLEET . * i
arc English Software 1983 (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 fo 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 * ok ok K
sim Sublogic 1984 (d,r) full

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 digks
which cover other parts of America, West-
ern Europe and Japan. A simulation in the truest sense of the word,
so to get the most of 'FS2' requires reading of the detailed manuals
which come with the package.

A-Z OF ATARI SOFTWARE

FLIP ‘N FLOP * kK
arc First Star Software 1983 (t,d) scarce

Mice 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 ather round your role changes to that of a monkey (Flop), who
climbs about underneath the ladders and tiles. Manog&uvring him can
become guite tricky!

FLOYD OF THE JUNGLE *

plat Microprose 1982 (d) scarce
Is this how Microprose started in business, writing 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 Cosmi/Top Ten 1983/1987 (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 * & i
arc Synapse/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 Mastertronic 1987 (t) bud

Mindless game from computer journalist Tany Takoushi. Aliens come
at you from four quadrants and it's up to you to move your gun to the
right guadrant and make sure it's moving in the right direction. That's
all there is to it. The author should be congratulated upon writing a
game for the XL/XE, but reprimanded for its quality.

FROGGER * * i
arc Sierra On-Line 1981 (1)  scarce

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 * ok i
arc U.S. Gold 1987 (t,d) mid

XL/XE '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.

o be CCorztzrzrveed
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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 sliding away after
your droid moves off them, so each section of floor can only be used once! You have to work out a route to collect all of
the pods without getting trapped in the RAD ZONE. You have another two droids in reserve, but remember you have (o
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 add more levels to the game. The variables
used are as follows; M-Men 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. [ hope you enjoy it!
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1 REM

2 REH #® Ra&D ZONE H
¥ REM B by -4

4 REM ® Robert Stuart H
5 REN B —————— s e bR e e "

6 REM B NEHW ATARI USER - AUG 1991 #

7 REN

8 REM

9 REM HO MEED TO TYPE &MY OF THIS!!

8 POKE 55§,ﬁ=hIH A5 (IF) ,BSIISN:GOTO I8

1 REM EDITTSEETIN&ES

Z FOR F=0 TO 7:Y=Y-Z:POKE 1541,YiNEKT
F:GOSUB 10:Z=Z-80:RETURN

4 FOR F=B TO 7:¥Y=Y+2:POKE 1541,Y:MNEXKT
F:GOSUB 18:Z=Z+30:RETURN

6 FOR F=B TD 7:iH=K-1:PODKE 1548,HK:NEXT
FiGOSUB 18:Z=Z-Z :RETURN

8 FOR F=0 TO 7:H=H+1:POKE 1548,H:MEXT
F:GOSUB 18:Z=Z+Z:RETLURN

18 REM [
1Z FOR F=i48 TO 168 STEP 4 i1POKE Z,FiPD
KE Z+1,F+1:POKE Z+4B,F+2:POKE Z+41,F+3
(SOUND @,F/18,8,2 1NEXT F

14 SOUND B,.8,.8,.8:POKE Z.0:POKE Z+1,8:1P
OKE Z+48,8:POKE Z+41,8:R=-0:RETLURN

28 REM [Chad ST ¥

22 P=P+1:FDR F=58 TD 8 STEP -5:50UND 8
JF,10,12 :NEXT F:SOUND @,.8.8,.8:IF P9 T
HEN POSITION X6,28:7 p;" "

Z4 IF P{18 THEM POSITION 36,20:7 "“8";P
R LR L]

26 POKE Z,149:POKE Z+1,141:POKE Z+d48,1
AZ:POKE Z+41,143:IF P=12 THEN S=5+1:P:=
8:GOTOD Z0@

28 GOTD ZAS

LU IS PRTITE MY INTERRUPT ROUTINE

I7 RESTORE Z4:FOR F=3I0720 TO I8BL1I:REAL
D D:POKE F.D:MEMNT F

34 DATA 172,1,6,162,9,169,0,153,32,124
+ 232,200,224 ,16,208,247

I6 DATA 172,1,6,162,08,16%9,8,153,32,125
,232,700,224,16,208,247 "

38 DPATA 162,0,189.4,6,157,0,6,232,224,
4,208,245

48 DATA 172,5,.6,.162.9,18%,0,178,153,332
2124,232,200,224,16,208,244,173,4,6,14
1,8,288

42 paTa 172,5,6,162,8,18%,16,128,153,3
2,125,232,2900,224,16,208,244,173,4,6,1
41,1,788,76,98,228

58 REM

57 RESTORE S4:FOR F=3I5872 TO0 36192 !REn
b K:POKE F,H:MEXT F

S4 DATA 255,191,42,40,46,46,46,46,255,
255,171,11,1%39,1%9,139,139,46,46,46,486
+47,42,8,98,139,139,139,139,235,171

55 DATA 2,0,215,189,189,1584,162,139,14
1,197.215,189,189,45,137,225,113,83,19
7,141,1%9 167, 164,189,189,235,83

56 DATA L13,225,137,45,189,189,23%5,21%
,189,1689,169%,1689,189,189,235,215,189,1
89,1689,169,1689,169,235,189,18%,189

57 DATA 189,189,189,18%,235,215,169,18
9,189,189,189,1689,235,189,189,189,189,
189,169,48,08,189,189%,189,189, 189

58 pPATA 189,40,8,08,20,189,18%,189,189,
189,18%9,0,26,1689,189,189,1689,169,189,1
89,189,189

5% DAaTa 189,1689,48,0,0,189,189,18%,189
+»189,48,9,0,0,0,20,18%,168%,189,18%,148%
,8,08,20,189,169,1689,169,169,189

&0 DATA 189,189,189 .40,0,0,0,189,1689,1

Y

NT

HH

HC
EF

YN

KB
EX

0

JG

IG

ER

IN

HJ

PR

Ul
SR
Ju

BD
on

e

Fd
NC

oy

DE
BB
S
LI
oM
JM
UL
BG
oc
FX

TYH

LiFd

89,189,.40,0,0,0,0,.8,8,26,18%,18%,189,1
89,0,0,0,20,18%,189,189,189,189,189

61 DATa 169 .48,8,8,0,8,18%,187,189,48,
8,8,0,8,0,0,0,0,20,189,189,189,0,0,0,0
+28,189,189,18%,189,40,08,8,0,0,08,8,189
62 pATA 49,8,0,.0,.80,0,0,0,0,0,0,0,08,208,
169,8,0,0,9,0,0,20,189,190,47,1081,149,1
59,158,158,158,168,248,94 ,86,246,182
6 pATA 182,182,158,158,158,159,149,18
1,47,18,182 ,182,182 ,246,86,94,248,160,
170,255 ,85,85,255.,170,0,8,8,8,170

64 DATA 255,85,86,255,170,156,158, 158,
158,156,158,158,158,182,182,182,182,18
2.18%2,182,1682,240

78 REM

72 RESTORE 74:FOR F=32768 TO 32783:REn
D H:POKE F,H:NEKT F

74 DATA ©8,36,90,126,189,189,90,102,102
,90,189,189,126,90,36,0

76 RESTORE 7B:FOR F=32784 TO 3Z2799:REnQ
b K:POKE F,H:iMEHT F

78 DaTA 0,24 ,36,24,90,182,165,21%,219,
165,182,998,24,36,24,8

68 REM [IWi i

B2 RESTORE B4:FOR F=1636 TO 1656:REaAD
K:POKE F,HiMEXKT F

84 DATA 7Z,169,14,141,10,217,141,23,28
8,169,0,141,24,2068,169,224,141,9,212,1
4,64

86 a%f="" DHHHHHHHHHHHHHHHHHHHHHHHHHHHHH
HHHHHHHE""

88 BS=" FIIYITXITIITIIIIIITIIIIIIIIIIIII
IIIIIIIG" :

98 REM

P2 GRAPHICS B:POKE 16,64:POKE S3774,64
t!POKE S5592,0:PO0KE 7902,0:POKE 718,0:7 K
“:POKE 752,1:POKE 756,224

93 POKE I9978,6:POKE I9979,.6:POSITION
12,3:7 "PAGE & PRESENTS"

94 POSITION 6,%:7 ""rad zone":POSITION
5,8:7 "Mritten by Robert Stuart 1L9%91"
95 POSITION 11,13:7 "PRESS FIRE TO PLA
vll

96 POKE S559,6Z:FOR F=0 TO 14 STEP B8.2:
POKE 70%,F:MEKT F

97 IF PEEK(B443=0 THEN 9%

98 POKE 77,0:G0T0 97

99 FOR F=14 TO @ STEP -0.Z:POKE 709,F:
HEXT F

188 REM

118 PDKE 559,8:FOR F=Z9974 TO 3I9991:P0
KE F,4:NEXT F:PDKE ZI9971,68:POKE Z99%%2
SJA1X2

115 FOR F=39993 TO I9996:FPOKE F,Z:iMENT
F

124 POKE 82,8:POKE 708,14:POKE 719,68
125 POKE 756,140:POKE 75Z,1:POKE 54279
1208

1390 POKE S54286,0:POKE S548,0:POKE S49,1
Z0:POKE S12,.100:PDKE 513,6:P0KE 54286,
192 :POKE S3Z77.3:POKE 62I,33

135 FOR F=1536 TO 1S43:POKE F,B:NEXT F
148 5=1:M=3Z:P=0:R=8

2088 REM

702 IF H=@ THEN GOTO 76e

284 IF 536 THEWN 688

206 POKE 559,0:G0SUB S®i1000

287 POSITION 2,28:7 “ROOM *;5;*

208 POSITION 10,28:7 "MEN "jM;*

2689 POSITION I1,Z0:7 "PODS @'";pP;"
210 POSITION 17,2017 "RADIATIOM @";R;""
717 POSITION 5,22:7 “RAD ZOME by Rober
T Stuart 1991

Z1l4 POKE 710,18:POKE 709,6:POKE 708,14
!POKE 559,62

215 REM [EFTEWTID

continved W

Mew Alari User - [ssue 51

21



RADZONE

cu
HS5

oH
CH

CR
co

[t
KB
Ku
uz
VR
IB
¥YF
HC
PU
MC

HP
55

Ga

[1]+}
ou
ML,
L
Gu
cy
HH
au
SR

cCpP
o

DG
oW
ET
aB

UN

H
WM
us
Jia
co
HC
HF

aH

228 IF PEEXK(GIZ)=14 aMDP Y{>8 AND PEFKC
Z-80))127 THEW GOSUB 2

22T IF PEEKCZ)=136 THEN 2Za8

224 IF PEEKIBI2)=1I AND Y<>136 AND PEE
K(Z+88)>127 THEN GOSUB 4

226 IF PEEK(IZ)=1i36 THEN Z0

228 IF PEEKCGIZ)=11 AND X{)56 AND PEEK
(Z-23%127 THEN GOSUB &

238 IF PEEKCZ)=136 THEN 2@

232 IF PEEK(GIZI=7 aMD H<{>192 aND PEEK
CZ+2)>127 THEN GOSUE &

234 IF PEEKCZ)=13I6 THEN 28

250 IF R>9 THEN POSITION 27,28:7 R:" »
260 IF R{18 THEM POSITION 27,Z@:7 ugw;
- SR LENLL]

Z78 R=R+1:IF R>Z0 THEN S08

I8 POKE 77.8:G07T0 215

508 REM

516 GOSUB 19:FOR F=15@ TO 18 STEP —d4:5
DUND &,F,.4,F/15:S50UND 1L,F+188,8,F/15:N
EXT F

520 FOR F=14 TO 0 STEP -Z2:S0UND 8,F%id
8,12, F:POKE 784,.F:PDKE 705,F:NENT F
536 SOUND ©,0,0,0:50UND 1,8,0,0:R=0:HM=
H=1:P=B:FOR F=1 TO S@:MEXT F

548 GOTOD 2080

LU A N COMPLETED ||

610 GRAPHICS B:POKE 16,64:POKE 53I774.6
4:POKE 559,0:POKE 1548,0:P0KE 1541,0:P
OKE 709.0:POKE 710,90:7 “"K':POKE 752, 1
629 POSITION 9,6:7 “WELL DOME CLEVER [
ICK!":POSITION 15,18:7 “PRESS FIRE"™:PO
KE 756,224:POKE 559,62

638 FOR F=8 TO 14 STEP 0.Z2:PDKE 789,F:
MEKT F

648 IF PEEK(644)=8 THEN &60

658 POKE 77,0:G0TD 648

666 FOR F=i4 TO © STEF -8.Z:POKE 769,F
:MEXT F:GO0TD 78

788 REM

718 POKE 1540,0:P0KE 1541.0:G0T0 98
999 REM

1900 ? “RY H=1X6:¥Y=72:POKE 82,0:POKE 7
84,54 : POKE 705,58

1001 POKE 711,.184:POKE 1548, X:POKE 154
L, Y:Z=4038Z:POSITION 0,0

1882 7 as .

1804 7 " RO PRSI
==~ -l

1886 7 ¢ R L L
== -, -1}

1988 7 " JMRSHSHSHSHMRS NSNS MRS KSE Sy
SHSxSx[EK
1018 = " JRL' &' & A MR & &' A 'MRL & &
,‘I &- !'Eﬂt"
et O - O R () A
o=, =, = =88

1014 7 " IFEFEEIFEFENCLI PRI TIE
(1]

=== -1

1816 7  J5uSMRS MRS PRl S S i v,
[ =L T

118 7 " J&'&'ME& MR PEFEELE ' & & AL
L A A, -l

1820 2 v MRS IR R s
L -3, - ~[4l ;
1ezz = » JFEEFRL M PR i
[ %+, - —T'gl

1824 7 " JMRSHSAS RS S Y S RS v,
MESxsnsnKy :

1026 7 " JMRL & R MRLPEFEE L TR
muﬁlﬁlxll

1828 7 » JIERFRIENE S s MRS v s
L=, - — -[3

1830 2 " JMEFEFEIFENES PR R & &
L=, = -, ~[§}

1032 7 " IR RS RS RS v 5 5

NR
LH
cCT
LB
a0
oy
ca

G

co
PZ

Eu

¥J

KC

L

JG

PY

GY

FH

VR

cZz

BG
L]
FOD
PG
Dc
ap
RH
RI

I3

CR
oM

L]

45

EL

L4

EJ

YC

SHEY S VMK

18314 7 " IR MRL FEFEA CIFEMEE L4
&I&lil‘lﬂl

1e3s 7 " NIRRT
L= —, - (3[40

1838 7 v O G LR - | e
L =, =, =%+ 30

1040 * BS

1056 RETURN

1999 REM

2008 7 YK IK=S56:Y=8:POKE 82,0:POKE 704
54! POKE 705,58

2001 POKE 711,88:POKE 1540, H:POKE 1541
;¥1Z=40042:POSITION 0,8

2882 7 as

2884 7 " IR PRI S
Lo -, —. [

2886 ? U IR I PR i £
o=, = = ~TH

Zees 7 v USRS CRRS LS MRS S v S P
|, —ErA-#d, —'{l

Zeie 7 v JE'MRAMRE L MEA MR A
H&,l &lwu

zalz 7 " ISR PP v 5 v,
£ B () Ll

LR e+, - - -, - I - - - -[XFY
b 4+ PR Rl + Rl

2016 T M ASHSHSYIERS R E]S v S S v
[~ -Tgl

2018 7 " JE' A A'MRA PRI A R R
. LEEW . -[3

Z028 T v IR v [E]S LS RS v S v M ¥
L=, =, -, -3

z0zz 7 v IR TOA & MRL & EFELD
L=, -, =, -[48

2024 7 M JRESY SIS Y S RS S V.
SYMBS R SuK"

2826 7 " JRRE S FEFEFRL LR R
ﬂr“ﬁ‘i'“"

2eza 7 " JMRSKSHSHSHIRSY S wIELS < MRS vIEl5
SRS HE KK

2030 7 " UMRA'E' & A MERE & IIDAERALEIR
& MRA &K

2032 7 0 JMESK S R R S
SHMES ¥ S nK

2034 7T " UMEA A EFECIFEIEIEE L PR
&MRE R K

2036 7 ¢ I 5 S v G
[, =, =L

2838 7 v JIPRFRFRE L L PR &
PR &K

2840 7 BS

2058 RETURM

2999 REM

IBB8 7 "KR":MH=88:Y=56:POKE BZ,0:POKE 78
4,54 :POKE 705,58

3081 POKE 711,120:POKE 15468, K:POKE 154
1,¥:Z=40Z290:POSITION @,8

Ioez 7 as

Rl L |~~~ - (), -, —, — By, -~
L=, =3 —[{L

ELA L =~ R, — — — LR, - -]
L -, %+, -[4)

Ioes 7 v ONRSKRRS MRS LSS S s
A S 43 — gl

LS - -C. -TAR ARy —  —FRF AT
FAN B &r_“ll

Ieiz 7 v ARSI S M
b, -~ -4l

Jel4 7 o IR MEFEFRENRNRE L R TR
&

ELPE R~ -ERR, B~ - ()
SEIES MK

Iets 7 v JMEFEFREMRL L MREPEFELLE R
& CR& MR

ELFL R et — . - - (O RFEPEY BN -]
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ee, —EEe Tl

Iz T v JMRE R A MEEFRLIA A A PRA R
& A K

Ieza 7 V' IPEFRIEIS VRS NSRS MM SNSRI
SHMES v

Iez6 7 U JMEPRELDNA MRS A A AR A MRA'MR
L LA, LR

2028 7 M JEIERS R § 15
[ -, =134, [ 4l

Ieie 7 v IR R
L —, L, -3

032 T Y MRS MRS MRS S ES S MRS K NSy
S S XS

J034 7 " JMRE'NRE'MRA LD A MR LR
& & & MK

1836 7 " IR ILrR
L~ — - (3[40

3838 7 v IRV L R
[ -~ =+ 4k

T840 7 BS

IB50 RETURN

I9%9% REH

4000 7 "“"K'":H=-56:¥=56:POKE 82,08:POKE 78
4,54:POKE 705,58

4881 POKE 711,166:PDKE 1540, X:POKE 154
1,¥:Z=40282:POSITION 8,8

4882 7 as

4004 7 " IREFEITIERERS 575 VS Y MR
L, —, ), -4y

4006 7  JEFREIFRFRL L L L RN
[ =, — %+ —[40

4088 7 " JMRSESES PRI s s v
SRS v

4010 7 " JMRG & & MRS T4 &
;'m'mkh

4012 7 * JENEFEIREIERS MRS S S S T
L -, -bkd, -4l s

4814 7 " JEFEFEFREIRL MR L L LR
4016 7 v JERSHARS MRS PRI S v S v S v
b3, =L —[4l]

4818 7 " JARE'MEE MR MEFEEIFRL L LS
ﬁ'_&'m"

4828 7 " JES RS MR e
SRS MK

4022 7 AL RRE MEFEFR R
&--ﬁ|mn

4824 7 v IRV IR S MRS S n SRS vIE
SYIES v K

4026 2 v MR PR A ARE AR R DD
Alm‘m-xu

4028 7 U JARSESKSKS MR v 5
5 v

4030 2 v IMRR AL L PRI A
& ' K

4932 7 Y JRRSESVSHSKIEIS S IS R
SuSnSxPEEK ;
40T4 7 J_Eill‘i&i'misln&lm
&I,&l&l‘ﬂ

4836 7 U IR PR S e
s

4838 7 U IR P T
==, =, —L&

4048 7 BS

4858 RETURN

499% REM

5088 ? "KR'":H=I168:¥Y=S6:POKE BZ,0:POKE 7
84,541 POKE 705,58

5001 POKE 711,24:POKE 1540,X!POKE 1541
J¥1Z=40310:POSITION 8,0

S8B2 7 as

5a84 7 v sk RS S T v 5
SRR

5086 T " UL A FMRFREFRL LA IR L
&
5808 7 v ASHSHEIS LIRS RS MRS S v S RS v

GL

PD

MT

FX

Fu

TC

QE

JO

DG
Zn
vR
[H:]
SL
RH
nF
]
TL
Ko

JI

Cu
BF

JP

PJ

HH

Is

YO

Y

uR

BP

LH

YP

|, -, =084, —['el

S018 7 v JE A LA PMEA A MEA AL PEERA
L -, Lo -4

CLE N ||~~~ — —ERe — - - () f -]
=

5014 7 " IMEFEFEFEFEE LR T
5016 7 " JARSHSHARS < FEFRELEIS S RS v
L= . - -

5018 7 v JMRE' & 'MEA PR & MERE MR
L=~ —, -4l

5828 7 v MRS RS YRS s S
SHENENEXK

S22 7 U UM MR MRE AL R
K K Er R 3
S0z4 7 0 as5KS IR P P
= = — . —[4h

SeZ6 T U UL AR R TR
== = ~14l

5828 7 v JSKSHMRSIEFRS RS SRS RS
SrSHSYMmK

5838 7 M JE'A'MRATEFRLMRE A ARE MRE
F. A &I ;lmll

5832 7 U O ASKSYIENEE)S SRS S RS wEl S v
SHSnSVMRK

5834 7 " J& A& FEFELIDE L ARA A MRAIIA
&l,ﬁ! ﬁ!mik

ELEL TN (), — — —, —ERdRd () , -, -, B, —, -]
L=, =, =3

ELEL T =+~~~ LR+, -, — -4 - -]
=, —, — W H A

5040 7 BS

5858 RETURMN

5999 REM

G868 7 K" IM=170:Y=8:POKE BZ,0:POKE 78
4,54 POKE 705,58

6881 POKE 711,56:POKE 1548,H:POKE 1541
sY:Z=40058:POSITION 0,0

68B2 7 as

6884 7 U IS5 RS PR S 55 S
- - — (el

GABE 7 " JA'MEFEEFEL PR A AR
L =, = %+

geas 7 " JAEFRSYS S RS R
L 0 B [ :
6010 7 " JMEFERL & CDL MR R
&:m&-‘u

6812 7 " JRRSVS I RS NSNS NN Y
b4, i34, -4

G014 T ﬂ&lﬁlmﬁlmlﬁlﬁlﬁlil
LN LAl L4l

LUEE LN - -~ - () EH ) — () PP PR
Rl —, -, -8

o018 7 " JMEPREFREAS A MERLA A A A&
LN, - L4

6828 7 v JSXPRSVARSYS MRS T i e
SHARS K

6022 2 U S 'MREARE L PR FEFEFEFEIIE
& PRE AR

EBZ4 7 U UK PR RS s
L~ LA, Ll

6826 7 * JA'FMEFEFRL PEDA MRS LA AR

KI

TK

TC

oG
ar

6026 7 v JSRRS S S S v S .
sy s K

6830 7 U JE MR MR LR R
ml‘lmll

6032 7 “ JSHMRSHSNENSKSHS VIS VMRS MRS
L —Lhddd, gl

EBI4 7 uw J&lml&i&-‘ra|&|mtm-m+
u&'&*ﬂ" -

6036 7 ' S N PR ¢ (S
T

6038 2 * J& NI
L= i T

6049 7 BS &

6050 RETURN
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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 if you tippers get your skates on and
send me a solution and maps to PRICE OF MAJIK we
could complete the Time and Majik 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 malke 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 perfick hop country of Ashford Kent comes a BOUNTY
BOB STRIKES BACK tip from S. Young. In the game you start
off with only three lives and a bonus life at 20,000 points. But if you press
the OPTION key then you have four lives instead of three and you get a
bonus life at 10,000 points instead of 20,000,

FRUIT
r ey fron ARCADE FRUIT
PICKIN ﬁ;ﬂ[—;l;ﬂﬂ by Zeppelin. He stumbled across

a good cheat by accident. He's found that if you wanted a "HOLD" ar
"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 DPTION HOLDS, sometimes this works but sometimes it doesn’t bul

The next tip is from Mr. T, Jones of Gillingham
who's been busy extracting obscene amounts of

9% of the time it will, even on winning reels, so have a go and become a

millionaire {well almost!)

AND THE WINNERIS ..

lsswe 51 - Mew Atari User

BUSTING OdT
ALL OVER!

JUST FOR YOU KATIE!

In response to a plea by a very nice young lady, Katie Crook,
who asked for help on MINER 2049°er. 1 am going to
re-print a way to start on any level. Start the game and then
find a ‘safe’ place on screen and type in the following:
213(space)782(space)6861 then press SHIFT and 1 to 0.
1=level 1, O=level 10. Easy isn’t it. I have included this tip
because it seems that Katie can get further than I can without
the password and so using this tip should make her a better
games player.

KICK OFF!

0O.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 OFF players.

The best tactics are either 4-4-2 or
4-3-4. When the opposition goalie picks
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 OFF 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. | 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. Goldsworth of Bridgend, Mid. Glamor-
gan has found a way of advancing to level 14 in
SPOOKY CASTLE. You simply press Control J and
you are advanced to level 14 and then you can finish the
game. Also if you keep pressing J down then you can go
to other screens in the game.

CALIFORNIAN RUNning is that much easier
thanx to Steven Head of Willenhall. Choose the Ferrari
and reach about 65-70 mph then all you have to do is
move left and right. This should make it much easier to
complete the various stages.

!




MORE
TIPSTER

Lords Of Tinme 2

=2

Right grab your sword. backpack and torch and venture with me and HW. Schorsy of The Netherlands into the mythical
past and exciting future of the lands of The Lords Of Time. As per usual I've typed the soluwtion in backwards so that DAOL

KSID = LOAD DISK

By the way this solution will work on the ST and 8-bit as does last issues Red Moon solution,

PERIOD 1: THE PRESENT

KOOL EREHW EHT HSALF EMAC MORF - EKAT SSALGRUOH - EKAT
ERUTCIP - MAXE ERUTCIP - N - EKAT XOBHCTAM - EKAT ELDNAC -
DNIW KCOLC - NI - PORD GNIHTYREVE - NRUT GOC 1 - HSUP MULUD-
NEP - TUDQ - W - W - NEPO ROOD - RETNE - EKAT RAEPS - PU - N -
EKAT KCAPKCAB - RAEW TI1 - EKAT EPOR - HCRAES ELIP - EKAT
RENEPO -5 - W - EKAT ESAC - E - D - W - EKAT EMONORTEM - EKAT
GNIKOOL SSALG - E - § - NEPO DRAOBPUC - EKAT DOOFTAGC - N -
NEPO ROOD - TUO-E-E-N-N-EKAT KCIP - EKAT SKNALP-S-5-
NEPO ROOD - S - PORD ESAC - PORD DOOFTAC - PORD RENEPO -
PORD RAEPS - PORD EMONORTEM - HSUP MULUDMEP - TUO - W - W -
W - NEPO ROOD - W - W - NEPO ROOD - W - W - PU - N - EIT KSNALP -
PORD SKNALF REVO MAERTS - W - EVIG GNIKOOL SSALG - E - EKAT
KNALP -5 - PU - E - WS - EKAT SYEK HTIW ENOTSEDOL - NEFO ROOD
- NI - EKAT EXA - EKAT LEVOHS - NEPO ROOD - TUQ -E-E-E -
HCRAES EHCSROP - EKAT NACLORTEP - D - PORD GNIHTYREVE -
EKAT EXA - HSUP MULUDNEP - TUO - W - W - NEPO ROOD - RETNE - W
- NEPO ROOD - TUQ - WN -EKAT NAIRELAY - ES - W - PU - 5 - EVAW
NAIRELAY AT WOLLIW - TUC WOLLIW - EKAT PORDRAET - N-PU-E -
NEPO ROOD - NI - E - NEPO ROOD - E- E - E - NEPO ROOD - 5 - PORD
GNIHTYREVE - EKAT LEVOHS - HSUP MULUDMNEP - TUO - W - W - NEPO
ROOD - W - NEPO ROOD - TUO - WS - E - E - ENIMAXE PAEH - HCRAES
PAEH - TAE MOORHSUM - KOOL -E-D

PERIOD 2 : ICE AGE
CARRY WITH YOU DURING THIS PERIOD: XOBHCTAM - NACLORTEP -
KCASKCUR - ELDMNAC

NRUT GOC 2 - HSUP MULUDNEP - TUO - N - N - N - THGIL HCTAM -
THGIL ELDNAC - YTPME NAC - THGIL EHT LORTEP HTIW ELDMNAC -
KOOL DNUORA - EKAT KSUT - EKAT TAOC - TI RAEW - S-S - S - NEPO
ROOD - S - PORD TUSK - EKAT RAEPS - EKAT RENEPO - EKAT NIT -
NEPO NIT - PORD RENEPO - NRUT GOC 2 - HSUP MULUDNEP - TUO -
EN - PU - PU - PU - NI - EVIG DOOFTAC - EKAT HTOOT-OUT-D-D-D -
WS - 5 - 5- NEPO ROOD - S - PORD GNIHTYREVE - EKAT HTOOT -
NRUT GOC 1 - HSUP MULUDNEP - TUO - W - W - NEPO ROOD - NI - W -
MEPO ROOD - TUO - WS - E - E - EVIG HTOOT - ON - SEY - E - D - PORD
NIOC - EKAT KCIP - NRUT GOC 2 - HSUP MULUDMEP - TUO - EN - PU -
PU - EKAT ENOB - PU - NI - S - TUOHS OT ELCICI - EKAT ELCICI -N - E -
E-E-EVIGENOB - E-TIHLLAW - S - EKAT ARBALEDNAC -N-W-5 -
PORD ELCICI - WN - WN - TIHEBUC -ES-ES-N-N-W-TUO-D-D-D
-WS-5-5-NEPOROOD -5

PERIOD 3 : STONE AGE
CARRY WITH YOU THIS PERIOD: RAEPS - YLFERIF - RAEW KCASK-
CUR

NRUT GOC 3 - HSUP MULUDNEP - TUO -E-E-W-W-W-W-W-
EKAT RORRIM - EKAT SEVAEL - EVIG SEVAEL TO OTHORE - EVAW
RORRIM OT OTNORB - 5 - E - PU - PU - NI - PORD RORRIM TXEN OT
NEMEVAC - N - EKAT GGE - EN - EKAT BULC - WS-N-5 - W - EKAT
ELBBEP - S - EKATTOP - N - E - ES - E - WORHT ELBBEP OT
NOTELEKS - EKAT ELBBEP - ES - WORHT BULC OT NAMEVACG - 5 - YAS
AKERUE - NI - YAS SEMAJ TTAW - NI - EKAT LEEHW - D

PERIOD 4: VIKING ERA
CARRY WITH YOU THIS PERIOD: YLFERIF - TAOC - LEVOHS -
TELTNUAG

NRUT GOC 4 - HSUP MULUDNEP - TUO - N - EVIG TADC OT DRAUG - 5
-ES-ES-ES-NI-EN-E-GID - GID - DAER TNEMHCRAP - W - WS -
HSUP - ENOTS -W - W -W - W - PU - PU - E - NEPO TSEHC - YALP RUL -
NI - EKAT (WHATEVER OBJECT WAS STOLEN) - LLUP ELDNAH

PERIOD 5: MIDDLE AGES
CARRY WITH YOU THIS PERIOD: LEVOHS - DROWS - TEGGUN -
YLFERIF
WEAR: KCASKCUR

NRUT GOC 5 - HSUP MULUDNEP - TUO - 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 - EKAT WING -

SSIK GORF - EVIG DROWS OT ECNIRP - S - NI - EKAT TELTHUAG -
RAEW Tl - ES - W - EKAT RUOMRA - RAEW TI-S-W-W-W-D-D-
GID - GID - EKAT REFFOC - GID

PERIOD 6: TUDOR ERA
CARRY WITH YOU THIS PERIOD: KCASKCUR - YLFERIF - TELTNUAG

NRUT GOC 6 - HSUP MULUDNEP - TUO - N - W - S - EKAT NROH - EKAT

" STAEMTEEWS -N-E-E-S-EKAT LLEB - GNIR LLEB - PORD LLEB -

EKAT SDRAC - ELFFUHS SDRAC - PORD SDRAC - EKAT REKOQJ - EVIG
REKOJ OT RETSEJ-N-W-PU-PU-PU-W-S-EKATGUR-5S - EVIG
STAEMTEEWS OT EHT SGOD - NEPO NAMOTTO - HCRAES MANOTTO -
EKATNWORC -N-N-E-E-S-S-EKATETUL-N-N-W-D-YALP
ETUL-E-W-S-E-S-D-KNIRD RETAW - LLIF NROH HTIW RETAW -
N

PERIOD 7: FUTURE
CARRY WITH YOU THIS PERIOD: KCASKCUR - YLFERIF - NIOC
WEAR: TELTNUAG

NRUT GOC 7 - HSUP MULUDNEP - TUDO - W - W - YAP NIOC - E- N - PU
-PU-TEGRATS-D-D-S-E-E-N-N-NEPOROOD-N-W - EKAT
DLAREME - E - N - EKAT SSERTTAM - EKAT TEKCOR - S - NEPQ ROOD -
5-5-5-E-D-5-E-EKAT ERBAS - W -5 - NEPO ROOD - W - EKAT
SSALG LAIHP - NEPO ROOQD - ERIF TEKCOR - NI - YAP TAORG -NI-D -
TEG YBUR - PU - TUD - N - E - THGIF NAMREBYC HTIW ERBASTHGIL - E
- HCRAES HCNEBKROW - EKAT REVIRDWERCS - W - NEPO ROOD -
KOOL NI TOBOR - EKATPIHC -5-NI-D-D

PERIOD 8: ROMAN TIMES
CARRY WITH YOU THIS PERIOD: NROH - YLFERIF - KCASKCUR
WEAR: TELTNUAG

NRUT GOC 8 - HSUP MULUDMEP - TUD -M-HN-N-N - EKAT ELKCUBE -
5-5-5-W-Nl-LEENK - YARP - RAEW SLADNAS -E-E-EN-E-NI
-TEG TEN - TEG TNEDIRT - TUO - W - WS -5 -5 - NI - WORHT TEN OT
NOIL - WORHT TNEDIRT OT TEN - EKAT ELKCUB - NEPO ROOD -E-E -
N-EN-EN-EN-5S - KNIRD RETAW - LLUP ETARG - N - LLIF NROH
HTIW RETAW -S -5 -5 W - KNIRD RETAW -W-W-5S

PERIOD 9: THE FAR FUTURE
CARRY WITH YOU THIS PERIOD: YLFERIF - LEVOHS - ELIVO HCNARB -
NEDLOG ELKCUB - RETSEJ PAC - NOCILIS PIHC - A DNOMAID POR-
DRAET - YROVI KSUT - SNOGARD GNIW - GGE RAUSONID - ENOTSELIM
- SYEK
WEAR: KCASKCUR

NRUT GOC 9 - HSUP MULUDNEP - TUO - S - PORD ENOTSELIM-5-5 -
S-D-W-S-GIDELTTOB - TEGELTTOB-N-E - S - NEPO SEGAC -5 -
NEPO SRAB - TEGEYE-N-EN-E-NI-D-D-PORD ELTTOB-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)

PORD EVILO HCNARE OTNI NORDLUAC

PORD YROVI KSUT OTNI NORDLUAC

PORD DNOMAID PORDRAET OTHI 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

SMHOITALUTARGNOC UOQY EVAH TSUJ DETELPMOC SDROL FO EMIT

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

LORDS OF TIME MAPS
c/o B, BYRON DRIVE
NEWPORT PAGHELL

BUCKS
MK16 8DX

and your maps will be sent to you post haste. (Joke, get it?)
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COME ON
THE GIRLS!

At last a tip

written by

young lady Leyel d

called Sue s

Donym of e "
Gamesley (apt #lbrarm ° STaRT

name!), Glos-
sop. She says
that if you
want some
maore more
money in LAS
VEGAS CASI-
NO then press

1 Get ﬁ':m'g te riae an balloen

Level 1

bj::lm

e

1 Get card o ws e machina

Ei ik AL

RUFF AND REDDY IN THE
GREAT SPACE ADVENTURE
mapped by Sia-van Head

QUICK E's

Once again for the second issue running BASIL THE GREAT
MOUSE DETECTIVE 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: BOME, HAT, CARD, TOOTH AND FRUIT

Level 3: LETTERS, PADLOCK, CANDLE, CIGAR AND FLOWERS

James Burnett of Ayrshire brings us a smattering of tips for four
popular games.

First off is PERISCOPE UP 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 SPEED ACE 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 EXTIRPATOR.

Grab your pyjamas and cord and kick your way into CHOP SUEY
from Ali Aftab of Slough. If you start off with a flying kick and then use
the punch as often as possible then you win much easier.

Take Ali's tip for WORLD SOCCER, 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 JUNGLE HUNT you have to
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keep in the middle of the screen as if you stay at the side you won't
get any points for jumping the boulders!
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Andrew Kleanthaus is pulling his hair out trying to figure out
SNOWBALL 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 CLOAK OF
DEATH. 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 |
would be printing the same stuff over and over again because | get at least
two letters an issue asking about this adventure! I may be a conscientiously
green person but recycling tips isn't for me! If you haven’t got a copy of
the mentioned issues then there are still copies available. Details are
clsewhere 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 ENCHAMNTER. 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 KING OF THE RING. If so, what training
and between round comments have to be used. He also wants to know if
there is a cheat for DOMAIN OF THE DEAD.

One last thing before 1 go, and that is please don’t send me any more
Transdisk information as [ 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.

S0 until the next time our paths cross and 1'll once again pick up the
gauntlet to battle by your side through the adversities of the latest mind
numbing problems,

GOOOO0000000000DDDDDDEBEEBEBYYYYYYYYEEEEEEEEE!!!

Send your hints, tips, maps, cheats etc. to
THE TIPSTER
NEW ATARI USER
P.O. BOX 54
STAFFORD
ST16 1DR




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

OVERSEAS

THE MAGAZINE WILL NO LONGER
BE AVAILABLE THROUGH THE
NEWS TRADE - YOU MUST SUBSCRIBE
TO OBTAIN A COPY
SEE SUBSCRIPTION FORM BELOW

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 £21.00 by AIRMAIL or £15.00 by Surface

TELEPHONE SUBSCRIPTION

Simply phone us on G785 213928

quoting your credit card number
for your subscription to commence
with the next issue

DISK SUBSCRIPTION

SPECIAL OFFER

Subscribe NOW for the Magazine and Disk at the
normal UK price of £25.00 and receive the following
FREE OF CHARGE*®
NIBBLER - A GREAT PACMAN TYPE GAME
TIMEWISE - TO KEEP YOUR RECORDS
HOME FILING MANAGER/THE PAY OFF
That’s right! Receive ALL THREE of these

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

* affer not available overseas and subject o avallability of stock (we have plenty?)

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

* Insert commancing Issue number

D | enclose Cheque/Postal Order for £
PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING

I:’ | wish to pay by Access/Visa/MasterCard/Eurocard
Card No:

IEENEEEEEEEE NN

L e R P
BOREEES " i o RGE SN e kL B e
ORDINARY SUBSCRIPTION
Elsewhere Surface £15.00 Elsewhere Air £21.00 Expiry date: DD D D
DISK SUBSCRIPTION* UK £25.00 Europe £32.00

Elsewhere £42.00 Flease debit my credit card with the amount shown above

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

Signature

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

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



contact ... contact ... contact ... contact

FOR SALE

XL SYSTEM: B00XL. XF551 drive,
lape deck, all in excellent condi-
ton. Many games on tape and
disk, digks and box ;nyﬁ]lnhﬁ and
manual £175 o.n.o. Tel. 0823
IWatltord) 670841 Ell','E" collects.

XE SYSTEM: XE VG5, XC12 data
recorder, 1029 printer, 27 cassefte
games, 3 carinidge, light gun, joys
tick, two books, mags, manuals
NG SPLITS. £180 o.n.o. Contact
A. Gilbay, 1, Eastbrook Avenue
Dagenham, Essax, AM10 TUL
Buyer collects of pays postage.

BOD SYSTEM: 800, Commodare
1701 colour monelor, 1050 disk
drive wilh Happy backup fitted
XC12 data recordes, al leads
PSU's alc. paddies, mags, 350
dhsks_ ValForth, 3 game ROMs, 3
anguage AOMs, loisa books inc.
Mappeng The Atan plus 130XE,
faulty keyboard, otherwise okay
OFFERS? Phone Braghton (0273)
553443 for delails

XE SYSTEM: XE sysiem and cas-
sefe drive with over £70 worth of
games inc. FS2 [AROM) and athers
plus joysticks and green manitar
{no sound) and some New Atan
Lser mags. Sell for £120 o.no
Phone Richard before G6pm an 081
441 2666, Edgware, Middx. area

XL SYSTEM: BOOXL, 1050 disk
drive, 1010 cassetle, Cantranics
interface, all leads. manuals, joys
tick and over 2600 o anginal quall
ty software and books. £230 ovno,
Wil not split. Tel. (Bucks) 0628
44624

SELL/SWAP: STFM 1 Meg ram. 1
Meg drive, 65 disks in box [games,
PDy, utilities). mouse mat, £330
ovno or swap for BOOKL or 130XE,
disk drive (fittad with U5 Doubler),
cassetle recorder, games, utilities
mags, also Transdisk All must ba
in good condition. Ring Mike on
(07B5) 714836 (Penkridge, Stafls)
alter &pm

AL SYSTEM: BOOXL with Phane
mark Datacorder, joysticks, all
leads and manuals, excellent con
dition with over £200 of oniginal
software, £90 plus PAP. Also Mar
cenary + Second City £4, Slave
Adventure Creator E7, Computal's
Second Machine Languaga book
£6, Basic Rev. C (no lock up) car
tridge £4. Machine Code Tulos
(tapes) £6. Phona David 031 337
1641,

XL SYSTEM: BOOXL, 1050 disk
drive and 1010 tape recorder plus
16 disks, 10 tapes and 5 car
tridges, Trarnsdisk IV, BODXL works
QK but needs shight attemton,
hence £60 only. Phone Paul on
071 323 5726 7.30 am o 4 pm
Man - Fri anly

SIRIUS COMPUTER: Far sale or
exchange for Atari 800/ST Solt/
Hardware - Sinus twin disk drive
computer with integral grean
screan monitor and some softeans
inG, Waordstar, Conlact Bamie on
Wisbech, Cambs. (0945) 860346

PRINTER: 1027 Latter Quality
printar plus AtariWriter software
£85. Tel. 0636 79850 (Newark
Moits. ).

XE SYSTEM: 65XE, XC12 data-
corder, joystick, £70 worih of
games, all manuals and keads, all
completa, 35 games, all in excel-
lent conditson. £95 o.n.o. Tel
(0795) 875343 after 4pm

DAISY WHEEL PRINTER: Ricoh
16005, fast excellent prind, wide
camiage, RSZ32 but compete with
Atari inferiace with additional Can-
tronics output, £95. Tel. (D625)
420782,

BDD & XL SYSTEM: 800 (4Bk) and
BOOXL with 1050 disk drive, 410
and 1010 data recorders, all with
dust cowvers. Touch tablet, two
trackballs, joystick and speach
synthesiser, all with correct cables
and manuals. hundreds of games
and utilities on ROM. disk and
fape. Various manuals and all edi
tions of PAGE & and ATARI USER
fram lssué 1 and disks from lssue
a5 prwards. All tems in excellent
condion. Would prefer not to split,
buyer collects or pays postage
£400 ono. Phane Gary on 091 454
257 amy lime

XL SYSTEM: BOOXL compuier,
1010 dala recorder, 1050 disk
dirive, all in good conddion, joys-
fick. Ower 550 games, uliblies etc
Loads of useful magazines and
pooks. All manuals and cables
Will sell everything for £250. Buyer
must colbect or pay for postage.
Tel. (081) B51 6642 after 5 pm on
weekdays, ask for Mealanie, Must
sall averythangl!

XE SYSTEM: 65XE and XC12
cassette recordar wilh buill-in high
speed converter. Alari 1027 LO
printer with ink rollers (boxed),
Atariwriter on casselte and £70
waorth of software, joyshck, all
leads and manuals, few mags. All
im immaculate condition, E200 or
will swap for Atar 5205T and | will
add up to €60, Ted, (0233) 626185
or write to Mr. Young, 51. Helens,
MillHil, Kingsnaorth, Ashford, Kent,
TH23 ZEP

B00XL SYSTEM: Atari 800XL with
1050 disk drive, all manuaks and
leads. Boxed as ariginal and in first
class condition, £130. Tel. Mark
051 339 9227 after 7pm

XL SYSTEM: B00XL with 1050
disk drive, 850 interface, XC11 re-
corder and Shinwa CPE0 8 pin
priniter (plus 3 new ribbons), all
boxed and with all manuals
together with a range of software
which includes Suparscript, Mini
Oflice 1, Solo Flight and lots of
ather ulilities and games. Sell all
for £185 ono. Tel. Bristal (0275)
BSTE18

XL SYSTEM: &00XL complate with
1010 cassette, leads elc. pariect
order, £95. Tel. 0372 453733

UPGRADE: Memaory expansion lor
GO0XL from 18k wp to 64K, This
cartridge for £25. Wrile 10 Armald
Bontzema, Wibanaheerd 366,
9736 ND, Grondngen, Holland

VIDED CAMERA: Hitachi HV-T20
wilh lans CCTV surveillance type,
BAW 600 lines resolution, standard
composite video output, 240v
malng, immaculate piciura [as
new), ideal for digitiser, £60. Tel,
061 798 0456 after 7.30pm

B5XE SYSTEM: 65XE computar,
XG12 data recorder, over 50
games, joystick and some maga
zinas. Only £80. Tel. 051 51
0433, Merseyside.

MAGS & GAMES: PAGE 6 nos
20 - 28, mint condition and 130XE
machine cade book plus 50+ on-
ginal cassette games - offers
Simon Brownlee, 9 Canarbury
Aoad, Farmborough, Hanls

XL SYSTEM: 800XL, 1010 recor-
der, books, manualks, leads, joys
tick and over £130 worth of soft-
ware, everyihing in good condition
Onily £135 0.n.0. buyer musi col
lect, Write to Mr. D. Raothod, 22,
Mavedt Street, Preston, Lancs, PR1
4RB

XE SYSTEM: 130XE, 1050 disk
drive, new and hardly used XC12,
small amount of games software.
E150. Tel, Hakfax 350642

BOO SYSTEM: B00 with 410 data-
carder, Atari 1027 printer and ten
onginal cassette gamas. One key
on datacorder neeads attention but
machine works wall. Buyer collecis
of pays postage. All for £75 or will
separate. Tal. (0570} 422387 any
fime or write to A.L. Momis, Coed
Ceirios, Foresi Road, Lampeter,
Dyted, SA48 BAM

WANTED

MANUAL: Manual for 1050 disk
drive or pholocopy. Will pay post-
age. Trevor Bakewell, 3 Morthville
Court, 5t. Annes, Nottingham,
NG3 4HZ

ANTIC: Can anyone halp me ac
cpuire the Antic Music Processor
and the AMS File Translator prog
rams which appeared as bonus
programs on the December 1988
Antic magazine disk? Also the
Antic Music Processor, verson 2.0
which was a disk bonus on the
June 19859 Antic magazine dsk
Please write to Len Lawson, 100
Barons Road, Bury 5t Edmunds
Suffolk, IP33 2LY

FLIGHT SIMS: Does anybody
have a copy of Infiltrator for sale
for the Atari 800XL preferably on
disk. ,ﬂm!,r otfar .'Ilghl simulation
programs also wanted, Phone 071
242 8404 ask or T, Vitale

MANUALS: Wanted by newcomer
o XLKE, user manuals lof
BO0XL/XE., disk drive 1050, Ay
imstructions for DOS and Transdisk
IV, Please write to Bal, 15, Edin-
burgh Place, Leads, L512 3RO or
phone 796853

WANTED: A DOS 2.5 disk wilh
manuals, also a XC12 dala recor
der in working arger Write ta
Jason L. Hibber, 84 Chequers
Close, Pantefract, West Yorkshire,
WF8 2TE

OBSCURE SOFTWARE?: | am
locking for the following B-bit titles:
Cioak and Dagger (based on the
maovie), Bounty Bob Strikes Back
and Tycoan. | am willing to pay iop
prces for these titles. Please con-
tact Sean LaBrecque, 2750 S
Durango 1075-36, Las Vagas, NV
80117, US.A

NEWSROOM: Has anyone got
volurmes 1, 2 and 3 Mewsroom clip
art disks for sale? Phone or wrile
o Les Taylor, 99 Bredon Hoad,
Stourbridge, West Midlands, DY8
4LA. Tel 0384 379575

BOUNDER: Help! Has anyonea got
a photocopy listing of an old Basic
game called Bounder. This was In
a wery early issue of Alari User
and | beleve the programmea’ s
name was Waddilove. I anyone
oul there has this the please con-
tact me on 081 778 7060 after
Tpm. (Tim). | will gladly pay up 1o
£5 for this listing.

BRIK BAT: Brik Bat with Consiruc
tor on disk of cassette in axchangs
for any two issues of Atari User or
£2.50 cash. Also the book Sofi-
ware For Your Atari XL 1o swap for
1 isswe of Atarl User or £1.25
cash, Write 1o Andy Little,
Meadoweraft, Lumiay Lang, Kirkby
Fheatham, Morthallerton, Maorth
Yorkshire, DLT 05J or phone
(0609) 748455 any weakday be
taean 3.35pm and 7.30pm

COMMUNICATIONS: Comms
fraak wants any communicatian
sodtware for XLXE paricubarly
hard 1o get programs lke Phone
Man, War Gamas Autodialier,
Find-Em, Tebetalk, Phone-Phreak
and Blue Box. Anything consi
dered. Buy'swap. Also want In-
focom adventuras and Hayes com-
patible modem. Buy modem or
swap for 1027 printer. | will nead
comect leads and interface for
modem akso., Write 1o Darren
Gregory, 29 Ludlow Grove, Black
pool, Lancs, FY2 OPZ

MAGAZINES: ATARI USER back
issues from 1/1 to 3/8 excepl 24
o 2/7. Software (disk anly) Chick-
en Chase and Head Over Heels
write to Guerrer, J. Claude, 11
CH. das Amourow:, 13800 ksires,
France

BOOKS: Mapping The Atari, DO
Usars Manual, printer suitabla tor
BOOXL with keads and power pack
Digging, 15 Edinburgh Placa,
Leads, LS12 3R0. Tel. 0532
796853

FONT IV: Or descendar FCH
{with fitting instructions) for 1029
primter, Write 1o William Jackson,
63 Martin Street, Buckhaven,
Leven, File, Scotland, KY8 1EP

WANTED: F15 Strike Eagle, Ken
niacly Approach, Solo Flight 2 on
tape with instructions. Good prices
paid. Writa to James M. Lee, 4
Highlands. Taunion, Somersest,
TA1 4HP

TOUCH TABLET: Atari fuslist
ROM and Touch Tablet wanied
Phone Peter 0203 691392

PENPALS

CONTACTS WANTED: | have a
130XE, 1050 disk drive and 1029
printer. | would like to hear fram
anyone interested in swapping
hants, tips, deas elc. All letlers
anewarad. Bamard Lally, 185
Broad Oak Road, Parr. 51. Helens,
Mersayside, WAS 2A0. Tel. 0744
23465

HIl: Alex is calling to all Atan
freaks. If you do believe that the
Atari 5T and XL are the best thean
write to me. Amiga is good, 5T is
beter. Contact Alex Schiphouwer
Hugo De Grootstraat 51, 4206 ZD
Gorincham, Hollamd

WANTED BADLY: Contact with
person | sold my 130XE and all
atihir bits to. This was 3 1o 4 years
age. Al the time you wera living
just off the A4 at Ostery. Just alter
this you got a job in insurance, i
you ang reéading this please contac
me on 081 778 7060 atter Tpm
{Tim)

GREETINGS: Hello! Gresbings
from the USA. | am 21 years old
and an avid Alar B-bit fan. | would
like to talk 10 8-bit users from
across the sea. | would like to
swap hints, tricks and programs. i
you are interested in finding out
what the 8-bit is like in the USA
contact Sean LaBrecgue, 2750 5.
Durango 1075-36, Las Vegas, NV
#9117, U.S.A.

PENPALS: | would like 10 hear
from any XL/XE owners willing to
swap any hints, tips etc. | have a
GSXE. | have 39 games which
share with my brothes, | will
answer most ketbers, Contact David
Rochaster, 3 Keswick Dvive, Farry
Frision, Castleford, Wesl York
shire, WF10 2RD or Tel, 0977
519033

CONTACTS WANTED: | have &
130XE, 1050 drive and 1028 prin-
ter and would like to hear from
anyons interaéshad in SWapping
hints, tips, eas etc. Al lettars
answarsd, Contact Bernard Lally
185 Broad Cak Road, Parr. 51
Helens, Marseyside, WA 2A0.
Tel. 0744 23465

is FREE of charge and may be used by any genuine Atani
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 comme

ally. The Editor reserves

the right to omit any notice received at his discresion.
Send your CONTACT notice to CONTACT, PAGE 6, P.0. Box 54,
Stafford, ST16 1DR. Please write your notice on a separate sheet

of paper, not as part of a letter.

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ...
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MENUL

by Les Howarth

MENU130 is a program for
the 130XE only which auto-
matically runs a MENU
whenever RESET is pressed

This program was originally submitted to ATARI USER asa 5
liner routine simply to run any program in D8: with the name
‘MENU". That was quite a long time ago and they never did
publish it. I have since expanded the program to autorun on
pressing RESET and run any chosen Basic program. The
routine remains in memory and will run every time RESET is
pressed.

BACK TO THE MENU

The 130XE menu will automatically save itself to DRIVE 8.
After which it will display the disk directory from drive 1.
Select a number and press RETURN to nin a Basic program.
While a program is running, you may press RESET and the
menu will then autorun from D8: and display the index of any
disk in drive 1. Basic programs don't need any modification to
operate this menu, the RESET key is trapped to run any
program in drive 8 which has the name of MENU.

The routine is stored in the last 46 bytes of page 6 so should
be okay with the great majority of programs which use page 6.
Just as long as it is never overwritten. It will not run any
machine code programs but I'm sure readers could modify it 1o
do =0,

HOW IT WORKS

The real work is done by the routine on lines 860 to 940,
Whenever the menu runs it will check if the routine is already
there and if so will not re-write the code so saving a little time.

There is a DLI routine on lines 50 to 55 just to make a nicer
screen. Whenever the index is loaded the screen will blank so
that the DLI doesn’t make the screen jump.

Selection of a program to run is by typing the number on the
menu and pressing RETURN. To look at another index, put
another disk in drive and either press START or RESET
Lines 240 to 480 lpad 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 RAMDISK.COM for drive 8 which should be on
your boot copy of DOS and preferably an autorun on your boot
disk to instal and run the Menu program automatically.
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Z REM m 13IBHE RESET HMENL n
3 REM B by -]
4 REM 1 Les Howarth H
9 1 "
-]

7

8 REM

28 POKE 642,17:5aVE "D8!HMENU"

48 DIM FILES(704) ,R5C168),05(2) ,PROGSCL
5).TS€11) ,DLIS (B)

45 IF PEEK(1748)=72 THEN 68

50 RESTORE SS:FOR I=9 TO 10:READ D:POK
E A740+I.D:NEXKT I

55 DaTa 72,169,32,141,16,212 ,141,724,20
6,184,64

68 GRAPHICS O:POKE 718,116

88 DL-PEEK(S68)+256%PEEK{(S61) : POKE DL+
8,138

98 POKE 512,204 :POKE 513.6:POKE 54286,
19Z2:PDKE 559.89

188 PDSITION @,8:7 "y

1
128 POSITION 6,1:7 | EEEEEAETEEED
| OF PROGRAM TO RUN  EEEY i
148 POSITION 0,2:7 | DTSR
[HT FOR WEW IWGEX  EEEU

160 POSITION B,X:% "L

I PpOSITION 2,4
186 IF PEEK (17563 {}162 THEN GOSUB B840
248 OPEN HL1,6,.0,"D % ¥ C-8 ! TRAP 4780
280 C=C+1:IMPUT #1,R$:FILESC(LENIFILES)
+1LI=RE(Z,13)

ZB0 IF RSCS,8)="FREE" THEN 420

328 7 C:;:IF CL18 THEN 7 " .

I48 ?* REL2,133:IF C=17 THEN 380

IZ58 IF C>3I3 THEM 428 :

I60 GOTOD 288

I88 POKE 82,Z4:POSITION Z4,4:GOTO0 288
429 POKE 82,Z2:POKE 5592,34:C=C-1

438 POKE 764,Z55:POSITION 2,22:7 "IN
CE_H

448 IF PEEK(SIZ79)=6 THEN CLOSE #t1:RUN
468 IF PEEK(764){»255 THEN 588

488 GOTO 448

568 INPUT G5:IF O541,13{"1" OR O501,1)
g THEN S68

5280 O=VALINSY:IF OXC THEN S68

S5I0 IF FILESIOMIi-2, 011)=""5¥5" THEN 5
(1]

S48 GOTOD S88

568 POSITION 9,22:7 " w

578 SOUND 0,180,12.8:!FOR H=1 TD S8:NEH
T H:SOUND B,0,8,0:60T0 438

580 RS-FILESIO™11-18,0%11) ;PROGS(L,2)=
Il‘.’ll 1

608 FOR I=1 TO 8:IF RSC(I,.XI)=" * THEWN I
=8:G0TD 640

628 PROGSII+Z,.I+2Y=RS(I,I1)

648 MEXT I

668 PROGS (LENMCPROGS)#1)=" .

688 FOR I=9 TO 11:IF RSLI,I3=" " THEN
I=Z11:60TD 7Z8

700 PROGS CLENCPROGS) +1)=R$(I,I)

728 MEHT I

740 GRAPHICS 17:POSITION &,9%:7 86 ;"L
M L H G

7606 POSITION 4,11:7 H6; PROGS

760 TRaAP BOA:RLUN PROGS

88098 GRAPHICS B:7 :7 “ERROR ";PEEK(I[1975)
828 END

8B40 POKE 9,3:POKE Z,2Z0:POKE 3I.6

6680 RESTORE B88:FOR I=0 TO I4:READ D:P
DKE A1756+I,D:NEXT I:RETURN

888 DATA 162.0,189,24X.6,157,146,156
980 DAaTa Z23IZ,Z224,12,708,245,169,13

920 pATA 141,74,%,76,128,255,0,0

948 DaTh 508,53,46,2,36,24,26,45,37,46,
53,2
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PD and a PRINTER

a0

the addition of a Epson compatible printer. At first it

was used mostly for listings and disk directories, etc.,
but I soon realised that my limited amount of software severely
restricted it's use. And my pocket just wouldn’t stretch to
glitzy, expensive commercial programs.

It was while browsing through the PAGE 6 FPUBLIC DOMAIN
catalogue | realised what a wide range of non-expensive printer
software was available; something that would keep me, com-
puter and printer, occupied for some time.

Reﬂenﬂy the versatility of my BOOXL was expanded with

START WITH LISTINGS

Probably the earliest need for hard copy is for listing prog-
rams - those that either don't run correctly or require modifi-
cation to be more user friendly. Easy you say, just LIST to
printer. Unfortunately. this results in 3 screen lines being
printed on 1 line by the printer, and with all the Control
characters which took ages to type are missing! UTILITIES 3
(#20) contains an excellent utility for Epson compatibles
named EPLISTER.BAS. Not only does it include every detail in
the listing but print-out is every bit as clear as it appears in a
magazine. There is however, one snag - 3 screen lines, again,
hecome 1 line on printout so presentatiorrisn’t anything like
what you see on the screen or in a magazine. Confusion!

Fortunately, the initial part of the program is in Basic so the
remedy is simple. Alter Line 151 to:-

151 IF LEN(A$)>38 THEN B$=A%$(39):A$(39)=""

You will now have hard copy exactly as it appears in NEW
ATARI USER, including all CONTROL/INVERSE/ESC charac-
ErS.

Complete listings are not always the ultimale answer espe
cially when modifying a program. Amongst that mass of char-
acters on the page, where and what are the Variables that
actually control the program? Finding them in a long listing
can be worse than the proverbial needle. And don't you always
miss some?

DISK #20 also has a small utility called XREFUTIL.LST
which removes all the frustration from the job. Not only does it
print all the Variables but also the Line Numbers where they
appear. All done in a neat columnar form both practical and
pleasing to look at.

UTILITIES 5 (#35) too, has a useful Search and Print
utility named DISEDUMP. This is a disassembler which gets
the bytes from disk and prints all Hex, Dec and Op codes to
both screen and printer.

KEEPING TRACK

Few of us can claim to be truly methodical so the time
eventually comes when an accumulation of disks with dozens
of programs can cause problems. The result is endless sear
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by Dennis Fogerty

ching for the particular one you want. CATALOG (#11) puts
an end to all that. lit not only creates a database of all
filenames but provides sub-headings covering description,
category, etc. Your whole library can be sorted under any one
of those fields and scrolled on the screen. But it is the printout
that really proves the program's value. Full details of every file
under your choice of heading is printed with neat presentation
then, after clipping the pages together, you have a professional
looking catalogue of your disk library.

CATALOG does have a few limitations some of which are
mentioned in the documentation. One not mentioned however,
is the fact that it will not record an AUTORUN.SYS file, and
everybody must have quite a number of these. Deletion of Line
375 from the listing will correct this and, when auto-catalo-
guing, allow a description of the AUTORUN.5YS file. When a
disk is catalogued the program inserts a locked 1-sector identi-
fier onto that disk. Any later programs added to the disk can
be included by selecting "Redo” from the Menu.

It was in using "Redo” I found a bug in version 2.3; it jusi
would not accept the command. The outcome was always
"Error 5 at Line 6700", The listing, in Basic, only requires
correction of Line 6700 to:

6700 TRAP 240:0PEN #3,4,0, PC$:TRAP 40000:INPUT #3,IN%
but it still requires first going to DOS to delete the DISK.CAT
identifier on every disk you want to re-catalogue. To avoid this
hassle make further alterations to the CATALOG listing as
follows:

6708 ? "Insert Disk to Redo now":REM ADD THIS LINE AND
ENTER WORDS IN INVERSE

6720 X10 36.#3.0,0,PC$:X10
33,#3.0,0,PC%:B=1:B=1+1:GOTO 200

Now instead of having to manually delete the identifier the
program does it automatically and reinstates it when re-cata
logue is finished.

WORD PROCESSING

At home probably one of the most irksome chores for most of
us is letter writing, whether business or personal. Now the
computer, in conjunction with word processor and printer,
makes that task more pleasurable.

TEXTPRO (DS5#8) is a first-rate word processor. Although
Public Domain it must surely knock spots off many a commer-
cial program. I have only ever used TEXTPRO because it covers
everything I need, so there is no point in my buying a £25-£50
word processor Admittedly it does not contain a spell checker
but I think most scribes can manage without that.

Also on the disk is a massive 35 page manual but. although
this in itself may sound daunting, the word processor is so

[



simple to use it’s rarely necessary to refer to the manual. So,
even if TEXTPRO is only needed for the odd letter, a cookery
recipe, or even an article to NEW ATARI USER it must, in the
long term, prove to be cheaper than pen and ink!

PRETTY PRINTING!

Of course, once having used a word processor you then begin
to look around for software that will enhance your printed
word. Look no further, because DAISY DOT II (DS#21)
provides just that. This, too. has comprehensive documenta-
tion of 23 pages! Text and commands must be converted to a
disk file so the program, together with a word processor, go
hand in hand.

Altogether there are 15 different text fonts on the disk but,
coupled with DAISY DOT ACCESSORY DISK (DS#22)
there is a further choice of 32 fonts. If that doesn’t satisfy vour
requirements an excellent Editor program is also on the disk
with which you can modify existing fonts or even design your
VETY OWT.

The final printout defies belief that anything so professional
could be available in the Public Domain. Depending on your
choice of the four Densities provided, your print can equal the
best of typewriters. For anything 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. First odd-num-
bered pages are printed then, turning over the paper, even-
numbered pages are selected. Two-column printing, similar to
magazine layout, is also available simply by formatting the
text. This does, however, involve some hand manipulation of
the paper feed.

PICTURES

I cannot leave the subject of DAISY DOT without mentioning
that the disk also contains a marvellous graphics printer
driver utility under the name of BILLBOARD, again fully docu
mented. This will print a Graphics 7.5,8 or 9 picture, upright
or sideways, to almost any size required, provided the file is in
62-sector format.

The picture in memory can be viewed at any time, Print
choices range from regular to inverse with four types of Densi-
ty; any width or height. Position can be cenire, far left or far
right on the paper. Having made a selection the menu then
advises the amount of paper required and the time it will take
to print!

Obviously the larger the printout the "grainier” its appear-
ance. While it is possible with this program to produce "super-
mega” posters it is rather impracticable. For example, the
document mentions a 95t x 100ft poster which will take
17.920 sheets of paper and over 1,592 hours to print - a total
of 66 days. No wonder a pause /stop printing command is
provided!

ART PROGRAMS

Many must have dabbled with graphic art programs in an
attempt to produce their masterwork only to find many such
programs leave a lot to be desired. This cannot be said about
PIXEL ARTIST DE-LUXE (#141) which must equal, even
out-rank, many commercial arts packages. Apart from the 4
colours available, which can be adjusted for Hue and Lumi-
nance, there is a massive selection of 16 patterns. Then, not

only can you choose from 6 different sized brushes but also a
fine or coarse Air Brush. The range of effects which are pro-
duced by switching between these choices is sheer magic.
Joystick or graphics tablet can be used, separately or both
together. Very useful for intricate designs.

I found one of its most useful features was the cursor variable
speed control. This provides adjustment from a mere crawl to
almost the speed of light! Full benefit from this can be gained
when using the Zoom facility which magnifies a small portion
of the screen some 8 times. The user decides which portion is
selected and very fine detail can be touched in without great
effort. All the usual features you expect in a graphics program
are there, including Bend, which allows the curvature of a line
in two places.

With your masterpiece saved to disk a printer driver is needed
to transfer on to paper. After all, you can't hang your TV
screen on the wall! The previously mentioned BILLBOARD
does all that is required with 62-sector files, while PICDUMP
(#58) handles both 62-sector and Koala/Micropainter files. It
also supports a wide variety of printers. This particular dump
allows a preview of the picture in various shades of grey and
adjustment of those shades prior to printing. What you see is
what you print.

FAMILY TREES

GENEALOGY (DS#29) is perhaps of more limited appeal,
but nonetheless comprehensive. Providing one can trace family
ancestors this disk provides a valuable database of lineage
information. Most of us have the relevant information regard-
ing our parents and once you have seen this in printed form it
can then become almost an obsession to trace further back.

Menu driven, it presents information in 3 forms, i.e. Namefile,
Pedigree and Family Groups. Obviously Namefile requires all
relevant data on a particular name, with the neat provision of
a section for inclusion of personal history. Also there are
sections for data on parents, wife and children.

Pedigree prints ancestry in chart form similar to the familiar
Family Tree with its branches. The program is designed for use
with Gemini/Star printers but there is an option lor Others. |
found it worked well with a Citizen 120D, the boxes and
branch lines being formed with the + sign. Printer codes can be
adjusted as mentioned in the document but you need to be
into machine code to do so. Finally, Family Group presents
ancestry in a neat, easy Lo follow tabulated text form. Obvious-
ly all this is dependent on the relevant data being available in
Namefile.

While printing takes place it is interesting to watch the file-
names scroll on screen as the disk is searched in chronological
order. A fascinating disk.

A FINAL BIT OF FUN

Finally, in a different vein, I can recommend PAPER AIR-
PLANE MAKER (DS#26) which allows you to print out
paper airplanes. They really do fly! Although it's quite a serious
program it makes good fun for young and old alike. Altogether
there are 8 ready-made planes on the disk, American Air Force
of course, and it only requires a single keypress to transfer
them to printer. In addition the disk has a simple, but excel-
lent drawing program. For those who dabble in aero design
here is a chance to fly yvour very own paper Spitfire,

There is no room here to mention other printer programs in
the PAGE 6 LIBRARY, but a few minutes browse through the
catalogue will prove there are plenty more worth considering.
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enough for the time being, If any of you want 1o air the subject
further please write with a disk or tape and return postage and
1 will send you a copy of the database programs that others

have written, and put you in touch with the authors. Mean-

while 1 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
pther programs. It is a long time since 1 addressed this prob-
lem in one of the first articles 1 wrote for Page 6 back in Issue

20 so many of you will not have seen it! But before we try to
load and save graphic screens it is important to have an
R E v l s . l E D 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 1 will go on to
I have had several items of mail recently on the subject of talk about loading and saving screens.

databases. and some of you have even sent database
programs which are very good for their specific tasks.

With this encouragement | was thinking of doing another PIXEL LINES

article on the subject, but after consideration decided that the

series of articles constructing the database for tape users was AND MODE LINES

ﬂﬁ, ":ulllljlf HEE{L P#l}?:l Et}tl:“; ::,':Eﬂ ]EEI Before going any further | will explain a bit about how the
OL) MODE LINES LINE | GRAPHIC picture on the screen is made up. The Atari display is made up
e —— of 192 horizontal lines, these are pixel lines. Now in a normal
0 BLANK L INE GR.O text screen the individual letters and numbers are each
1 JUMP made up from an 8x8 matrix of pixels (including the spaces
B 2 0 8 g 40 TEXT =7 between the characters both horizontally and vertically). So
you can see that in GR.0 a line of text, or mode line occupies 8
3 10 2 40 TEX] pixel lines. Different numbers of pixel lines are used to make
4 8 4 40 TEXT up a mode line for different graphics modes. In the highest
5 16 : a0 TEXT 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
& ] B 5 20 IEX] are 16 pixel lines in a mode line.
7 & 16 5 20 TEXT
B 3 8 4 10 PLOT WHAT IS
9 4 4 £ 10 FLOT
e s | o | 20 lwo THE DISPLAY LIST?
11 b 2 2 20 PLOT
1?2 1 2 20 PLOT Inside the 8 bit Atari computers is a microprocessor or 'chip”
13 ) 5 1 40 PLO] called ANTIC, which takes data from the computers RAM
memory and turns it into the display you see on the TV or
14 1 4 40 PLOT monitor. The display list is the program which tells ANTIC
15 8 1 2 40 PLOT what to do, so a different display list must be generated for
each separate graphic mode. The name Display List is very apl
16 2 BLANK LINES 80 6 _BLANK_LINES as it is not a program like those you have seen in Basic, but
iz 3 BLAME LINES 96 7 BLAMK LINES more like a machine code program - just a list of numbers.
48 4 BLANK LINES 112 8 BLANK LINES When a j[lRf'LPl [ICS mm.rua:nd is issued in_ a Basic program the
appropriate display list is set up automatically, but not all
64 5 BLAME LINES 65 JUMP & WALI graphics modes can be accessed in this way. Some can only be
generated by directly putting the right numbers in the display
TABLE 1 list.
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WO 1 REM i fof ol o oo~
TZ 2 REM %= TUTORIAL TIME *
aM 4 REM = DISPLAY LIST I -
HU S REM = by bad
CO 6 REM * Ian Finlayson »
DR 7 REM Mmoo o i B xS S e S e ek i, o e e e e *
Ul B REM % MEW ATARI USER - AlUG 1991 *
Wi 9 RE M 5o - -Tof- 0ok - - oot -
AY 18 REH

i AV 11866 GRAPHICS @

ZE 1118 pIM ASC1) . MIZ1Z2)

NH 1128 TRAP 40080;:TRAP 1120:7 "N POSITI
ON 1,5:7 "HHICH GRAPHICS MODE WOULD YO
U LIKE ToO“

¥H 1122 7 "“SEE THE DISPLAY LIST FOR (@ -
113 ;"

Ma 1125 POKE 718,90

CH 11X8 IMPUT HODE

FBE 1148 IF MODE>11 OR MODE{® THEN 1165

PR 1158 GOTO 1278

AC 1165 7 “K“:POKE 708,52

4N 1178 POSITION 1.5:7 "MODES [ TO Il ONML
¥ :S50UNMD 8,120,8,8:FO0R W=1 TO S88:MEKT

H:S0UND 8,08,8,8

PA 1188 GOTO 1128

C5 1228 GRAPHICS MODE

MC 12X8 NON=PEEK (559) :POKE 55%.0

Yo 1248 J-O:DONE=B

YJ 124% DL=PEEK(568) +Z56%PEEK (561}

50 1247 J=J+1:DONE=DOME+1

HI 12580 MCD ZPEEK(DL+J-1) :IF MCJI=65 THEM
DONE=—-2

TT 1252 IF DOME=9@ THEM 1254

UL 125 GOTO 1247

ML 1254 GRAFHICS BIK=1:POKE 559, NON

NI 1268 7 “K":POSITIOM 8&,6:7 "DISPLAY LIS
T FOR MODE ";MODE:POSITION 1,1:% *----

KE 1278 TOTAL=J:FOR J=2 TO Z2Z

FM 1788 FOR I=1 TOD 48 STEP 4

UT 1298 POSITION I,J:? MIK) :K=K+1:IF K:>TO
THL THEN 131i@

W] 1308 MEXKT I:NEXT .

HDP 1Z186 POSITION 2,23:7 "WOULD YOU LIKE T
0 SEE AMOTHER '";:GOSUB 2000

NO 1326 IF KEY=ASCC("Y") DR KEY=ASCC"y') T
HEN 1128

Ba 1338 IF KEY=ASCC('N"™) OR KEY=ASCO('n'') T
HEM POKE 764,1Z:END

PP 1348 GOTOD 1310

HN Z000 OPEN ##1,4,0,"K:"!GET #1, KEY:CLODOSE
H1:RETURMN

Table 1 shows a list of what all the numbers mean. You can
see the extra operating system (O5) graphics modes that are
available which eannot be called from 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. [ will mun through it briefly.

The first three numbers (112) make 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
picture disappeared off the edges of the screen so these blank
lines were used to push the picture down and ensure that the
whole screen is displayed, regardless of the overscan.

Next comes the number 71. This must be thought of as 64+7.
64 is the LMS or Load Memory Scan instruction, and 7 is the
0S5 value of the graphics mode we are in [see table). The LMS
instruction means "start looking for the screen data at the
location pointed to by the next two bytes”, In 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 112+256x158 or memory
location 40560. In the standard graphics modes the screen

'HﬂlllEH“lﬂ-ﬂﬂmmwm

Pa 2 REM * TUTORIAL TIME L]

SR 4 REM = pISPLAY LIST IX -

Kl 5 REM * by -

CO 6 REM = Ian Finlayson *

O0G 7 REM M———mmmmm e e e =

VUl & REM % MEM ATARI USER - alG 1991 =

B 9 FE M PSRRI

aY 18 REH

FO 99 REM %% GRAPHIS @8, DL SETUP L]

#¥¥ SET LEFT MARGIN TO ZERD™MN
0G 188 GRAPHICS B!GOSUB S00:POKE 82,0
KH 189% REM ##% SET UP COLOURS i
HO 116 SETCOLOR Z,9,2:SETCOLOR 4,9,2:5ETC
OLOR 1,08,18
RM 119 REM %% ENTER TEHT FOR BISPLAY Wes
#¥% THEH; MOT USERF A5 COMPUTER®
#um THIMKS ALL IS5 IN GR.8 e
RE 128 7 "#W# MHWELCOME TO...::co00ennseean
oM REM LINE 1L
ZE 1Z2 7 " b 2 1 e PRO
GRAMME #'REM LINES 24 aMD 2B
CZ 123 7 " = TITLE PaGE P2 0T MR
HRMMMANMMNNNN | REH LINES 3Ia& AND IB
TZ 124 7 " %
#u': REM LINE 4

pT 125 T @ 2 6 TUTORIAL SUBROUTINE
*¥'i: REM LIME S
KI 126 T " e FOR PAGE 6

#%':REM LIMNE &
KO 127 7 " s W BY
s :REM LINES 7a aWD 78
Zh 128 2 " % IAN FINLAYSOM gt e
FMNMMMM MMM REM LIMES &4 AND BB
TO 42% 7 w4  HaY 1988
#¥'": REM LIME B
JE 130 7 0 MMM -~ PRESS BRI
= —
IL 199 REM %% IF START PRESSED EHIT ®HM
EW 288 IF PEEK(S53279)=6 THEN GRAPHICS @:P
OKE BZ,Z:17 17 17 317 M GR.® RESETS T
0 A STANDPARD DL':END
LT 218 GOTO 288

U0 499 REM %% SET UP BPISPLAY LIST b g
UH S08 POKE 559,0:DL=PEEK(S68) +Z56%PEEK (S
611

GG 520 ZAi=PEEKIDL+4) :ZZ=-PEEKIDL+5) :1I=8

S0 548 READ a:IF A=8 THEN 608

KZ 558 POKE (DL+I).A

S0 568 IF I=4 THEN POKE DL+4,Z1

vp 578 IF I=S THEM POKE DL+%,Z2

HL S88 I-I+1:G0TO0 S48

EQ 599 DATA 112,112,112,66,96,144,7,7,7,7
s 2,2,2,7,7,7.,7,2,2,656,32,156,98

HA 6648 POKE 559,34 :RETURN

data follows directly above the display list just below the top of
RAM as shown in the diagram.

The next nine 7s are the 0S5 numbers for nine lines of GR.2.
Why only nine? Because the tenth has already been defined
earlier as part of the LMS byte.

The next number, 66, is another LMS instruction. 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 bottom
of the ordinary GR.2 screen is in the next two numbers 96 and
159 - location 40800. A Basic "PRINT" command will put data
in this window, while a "PRINT #6;" will put it into the main
window,

Next we have three 2s which with the 2 in the LMS byte make
the four 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 final 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 setting up a DL of your own or you
computer is likely to hang up or crash.

continued
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DL VALUE REMARKS

112 3 sets of B blank scan lines at top of
screen ensure none of the displayed

112 image is lost at top edge

112

7l LMS instruction (64+7)

112 Address of start of screen memory
158x256+112 = 40560

158

7%9 nine rows of GR.2 {05 mode 7)

66 LMS instruction for text window (64+2)

96 Address of start of text window data
159*256+96 = 40800

159

2%3 three rows of GR.0O (05 mode 2)

&5 Marks end of display list

88 Address that systems jumps to at end of
DL (do not change these numbers when

158 customising a OL)

TABLE 2

THE SECOND
LMS INSTRUCTION

As yon can see a second LMS instruction can split the screen
to give a mixture of graphic modes and can direct the compu-
ter to display data from different parts of meimory. In a custom
display list you can do the same, in fact you can split the
screen into many separate areas though there is a practical
limit to the diversity you can cram in on one screen.

There is, however, one occasion when a second LMS instruc-
tion is mandatory, even if you are not changing graphics mode,
and that is when you are using a graphics mode that uses
more than 4K of data. The system cannot frack a continuous
block greater that 4K so the display list has to redirect ANTIC
when it gets to the 4K point to go and get more data starting at
the next byte after the 4K limit. Program 1 generates display
lists for some of the standard graphics modes (0 to 11] and if
vou run it for the higher graphics modes (8 and above) you will
see examples where the extra LMS instruction is present.
When working out your own DL you will have to take a bit of
care to get this right when you are using the higher resolution
modes,

AN EXAMPLE
AND SOME TIPS

Program 2 gives an example of changing the DL. It is just a
straightforward mixed mode screen as might be used in a title
page, in fact | used it to illustrate an article on Title Screens
back in 1988,

A FEW MORE TIPS

If you are generating your own DLs there are a couple more
things to remember. Experiment freely, and if you get in a
mess, unable to see what is going on because the screen has
gone crazy try typing "GR.0 [RETURN]" and the graphics com
mand should reset the display list.
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EXT WINDOW

UNUSED MEMORY

4K

MAIN SCREEN NENORY

DISFLAY LIST

@

- . . e e e . .

Take care when using 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 funny effects
where the text is shifted half way across the screen.

If you have written a few lines of Basic to set up a new DL and
want to see what you have achieved, run the program to sel up
the DL then LIST the program and the program lines will scroll
up the screen through the different areas you have defined so
you can quickly see where you have text and where you have
gmphiirs_ You can do this with listing 2, RUN the program then
press [BREAK] and type LIST [RETURN].

ADDRESSES

Here are a couple of addresses that are useful in finding your
way around display lists:

Start of [.‘-‘i*_-'.]_'-I';;yl..r List (DLIST) PEEKI(S60)+FPEEK(561)*256
Start of Screen Data PEEK(DLIST+4)+PEEK(DLIST+5]*256
Top of RAM PEEK(740)*256

My address follows, please write if you have trouble with DLs
or other Basic programming enclosing a stamped envelope for
a reply.

Write to
IAN FINLAYSON
60 Roundstone Crescent,
East Preston, West Sussex, BN16 1DQ



SYMBOLIS

by
Trevor Briscoe

A machine code thinker’s challenge that
will keep you on your toes

The BONUS on this Issue's disk is a 100% machine code game
which should be booted with the OPTION key held. The fitle
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 jump 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 and/or 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 prassing 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 ofi-screen, however the Gate Tile is
safe while the marble is bouncing on it. If the marble falls from
the grid then it will not return until all of the blank tiles have
flipped over.

When you complete a level, you will be awarded time 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.

TIME BANK

It 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.

10 credits
20 credits
30 credits
40 credits
50 credits

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

Skip Level - You 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 tima}

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 faster and faster.

CONTROLS

Joystick movement ...
Movement + button ...
ESC/OPTION

SPACE/SELECT .........
START ...

move marble

mowve marble two sgquares
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 £2.95
and includes all of the other programs from this issue,
ready to run. Order by post from PAGE 6, P.O. BOX54,
STAFFORD, ST16 1DR or by phone on 0785 213928
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A machine code routine
to manipulate player
missile co-ordinates

by Robert Stuart

ne of the Atari XL and XE's most useful (and least

understood) features is the Player/Missile Graphics

gystem, otherwise known as hardware sprites. These
are special graphics which are totally independent from any
graphic or text mode currently in use. By setting the priority
register they can appear to move over and under other objects
[sprites or normal character graphics) on the sereen, without
ever disturbing the background.

The sprites each have a separate colour, width (normal, dou-
ble, or quadruple), and horizontal position register, but no
vertical position register. Each sprite's vertical size is the entire
height of the TV screen, so there are no vertical positions as
such; the data for the sprite must be moved up or down inside
the vertical strip. This can be done quickly in machine lan-
guage, but is very, very slow in Basic. This is where this
program comes in. It will set up an interrupt driven machine
language routine which will run independently of your own
Basic and machine code programs. The routine constantly
updates the vertical and horizontal positions of the five hard-
ware sprites using locations 1546-1555 as X and Y co-ordin-
ates, The program runs in the vertical blank, so is executed 50
times per second, making the movement of the sprites nice
and smooth. -

The program works by storing two sets of co-ordinates. The
first is the ‘old’ set, stored in locations 1536-1545, and these
are used to erase the sprites at their previous positions, then
the ‘new’ set is stored over the ‘old’ (to be used to erase the
sprites next time they are moved), and finally the sprites are
plotted using the ‘new’ set. This process is repeated every
1/50th of a second. The vertical co-ordinates range from 0-176
which keeps the sprites inside the screen border, and horizon-
tally from 0-255 but remember positions 0-47 and 209-255 are
off the side of the screen. The memory locations used for the
co-ordinates are 1546 (vertical) and 1547 (horizontal) for 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 fifth sprite is made up of the four missiles, but the routine
requires only two co-ordinates, as the positions of the other
missiles are worked out by the computer.
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R - 0 eI
REM : SPRITE H,Y CO-ORCIMNATES
REM ! BY ROBERT STUAaRT 1321

a

1

Z !
TR e FOR PAGE 6 MAGAZINE i
4

5

6

FEE o -
i MCLEAR SCREEM SET. PMBASE
? CHRS(125) :POKE S4Z79,1Z0:POKE 752,
1:POKE 623,17:POKE 55%,8
7 REHM EFEEAINIE
B PDKE 710,0:POKE 704,198:POKE 785,54:
POKE 706,Z16;POKE 707,116:POKE 711,42
11 REM [N
1?2 RESTORE 13:FOR F=32768 TD JIZ763:REnA
D X:POKE F,X:MNEXT F
AZ DATA ©O,608,126,255,153,153,255,255,2
%1,219,189,255,255,255,908,9%0
P UNbAaTA FOR SPRITE 2
15 RESTORE 16:FOR F=XZ784 TO IZ7I3:RER
D K:POKE F,X:NEXKT F
16 DATA ©,9,8,0,0,0,0,0,0,6,268,62,127,
62,268,868
(-1 MeaTa FOR SPRITE I
18 RESTORE 19:FOR F=3Z8688 TO0 IZ815:REA
D H:POKE F,X:MEKT F
19 pATA ®,0,0,0,0,0,0,0,0,8,28,62,127,
62,28,8
280 REM [N :
71 RESTORE ZZ:FOR F=32816 TO JIZ8I1:REA
D H:POKE F,X:MEXT F
27 paTh B,9,6,0,0,0,0,.8,0,8,28,62,127,

74 RESTORE ZS5iFOR F=328Z2 TO 32Z847:REaA
P H:POKE F,H:NEXT F

25 paTA ©0,0,28,28,8,62,93,93,8,28,20,12
8,28,54,8,8

I0 FOR F=31488 TO I2767:POKE F,8:HEXT
F

A7 FUE P S -
FE: (A MVERTICAL BLAMK INTERRUFT CODE
A9 REM oI
58 RESTORE G6GO:FOR F=38728 TO0 3I8%46:REn
0 D:POKE F,D:MEXT F

60 DATA 172,1.6,162,9,169,0,153,32,124
s 237,208 ,224,16,206,247

61 pATH 1L72,3,6,162,8,169,0,15%,%2,125
+ 232,200,224 ,16,208,247

62 DaTA 172,5.6,162,08,16%9,0,153,32,1Z6
s 232,200,224 ,16,208, 247

6% DaTA 172,7,6,162,8,169,0,153,X2,127
;232,200,224 ,16,208,247

64 DATA 172,9,6,162.98,169,0,153,32,123
;232,200,224 ,16,208,247

69 DATA 167,8,189,198,6,157,8,6,232,224
;18,288,245

78 paTa 172,11,6,162,0,189,8,128,153%,3
?,1%4,232,200,224,16,208,244,173,108,6,
141,86, 288

71 paTa 17%2,13,6,162,0,189,16,128,153,
32,125,232,200,224,16,208,244,17%,12.6




NT

JB

NC
CF

EZ
KA
LM
¥YC

IT
HR

Yu

LR
RE

UM

ve

IM

PE

F3

PL

NI
TZ

y141,1,208

72 DATA 172,15,6,162,0,189,32,128,153,
$2,126,232,200,224,16,208,244,173,14,6
S141,2,208

73 baTha L72,17,6,162,0,189,48,128,153,
32,127,232,200,224,16,208,244,173,16,6
+141,3,208

98 DpPATA 172,19,6,162,0,189,64,1268,1583,
32,12X,232,200,224,16,208,244,173,168,6
141 ,7,208,24,105,2,141,6,208

91 DPATA 10%5,2,141,5,208,105,2,141,.4,20
8,76,98,228

197 REM e -pE- el oot

E-1. BN . WSET IMTERRUPT VECTORS

199 RE M e

288 POKE S4286,08;POKE 548,01 POKE 549, 1
28:POKE S4286,64:POKE S3I277,3:POKE 559

.62
RS RE P SR o B
FL UM A MEFHAMPLE PROGRAM USING. SPRITES

FA L TE e
245 FOR F=1536 TO 1S545:POKE F,.B8:MEXT F
250 7 CHR$C125) :POKE 53278,1

25% REM

260 FOR F=1548 TO 15S5I:PDKE F, RND(O) 1

D8+70 1 NEXT F:POKE 1554,80:P0OKE 1555,6@

FA U I OYSTICK ROUTINE]

278 IF STICK(B)=11 AND PEEKC1554)}52 T

HEN POKE 1554,PEEK(1554)-2

275 IF STICK(B)=7 AND PEEKC15S41<196 T
HEN POKE 1554, PEEK(1554)+2

289 IF STICK(8)=14 ANDP PEEKC(L1555)>0 TH
EN POKE 1555,PEEKIi1i555)-2

285 IF STICKI®)=1I aND PEEKC(1555) {176
THEN POEKE 1555,PEEKC(1555)+2
F4- - A BMHONSTER HOVE ROUTIMN
298 IF PEEK (15463 )PEEK(1554) THEN POKE
1546, PEEK(1546) -1

295 IF PEEK(1546) {PEEKC(1554) THEN POKE
1546, PEEKL1546) +1

308 IF PEEK(1547)PEEKCL555) THEN POKE
1547, PEEKL1547) -1

Z05 IF PEEK(1547) (PEEKCL555Y THEN POKE
1547 ,PEEK (15473 #1

ESR- NI BMCOLLTSION DETECTION ROUTIMNE
128 IF PEEK(S3I?608)=2 THEN FOR F=8 TO 2
88 STEP Z20!50UND @,F,16,10:MEXT F:POKE
1548, 0! POKE 154%,0:50UND 9,0,8.0

339 IF PEEK(532608)=4 THEN FOR F=9 TO0 Z
88 STEP 20:50UND O ,F,i6,16:MEXT F:POKE
1550,8:!POKE 1551 ,9:50UND 8,0,8,8

348 IF PEEK(SIZ6B)=8 THEN FOR F=8 TO Z
BB STEP ZO:SOUND ©,F,10,10:NEXT F:POKE
1552,0:POKE 155I,0:5%0UND 9,0,0,0

398 IF PEEK(1548)=98 AND PEEKCL549)=0 A

ND PEEKL1S558)=8 AND PEEK(1551)}=8 AND P
EEK(LSSZ)=08 AMD PEEK(1553I)=8 THEN 258
ks NI M OOF TO START OF PROGRA

480 POKE S3278,1:G0TO0 276

Here is a breakdown of the Basic program.

Line B clears the screen, sets FMBASE, gets rid of the cursor
and turns off the screen to speed up the data poking.

Line 8 sets the sprite colours, and lines 11 to 25 contain the
data for the sprite shapes,

Lines 47 to 200 poke in the machine code and set the interrupt
vectors. The remainder of the program is an example of how
the co-ordinates can be used. You control a little grey man who
must guide a green alien around to pick up 3 diamonds. For
some mystic reason the man can't touch the diamonds so he
has to get the alien to pick them up!

Line 260 gives random positions 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 joystick and manipulate positions
1554 and 1555, which are the co-ordinates of your man.
Lines 290 to 305 move the green allen around after your man,
and lines 320 to 340 examine the sprite collision registers to
see if the alien has touched the gems. When all the diamonds
are collected, they are randomly re-plotted.

Line 400 clears the collision registers and loops back to the
beginning of the example program.

Since the example is written in Basic, it is quite slow, but it is
still much faster than moving data up and down inside the
sprites’ data strips. If you are handy with machine code, and
can manipulate the X and Y co-ordinates using another inter-
rupt routine, then your sprites will be zooming around the
screen. Either way, you can now add a bit more life to those
old programs!

Robert Stuart is a staunch supporter of the 8-bit Atari and hails

Jfrom Bonnie Scotland. He is the man responsible for the EXCEL

disk magazine mentioned in the last couple of issues

REMEMBER!

IF YOU WISH TO PURCHASE
NEW ATARI USER FROM
YOUR NEWSAGENT YOU

MUST PLACE A FIRM ORDER

FOR FUTURE ISSUES

Phone us on 0785 213928 for advice
or if you have problems
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t long last Zeppelin

Games has released a

new title in it's superb
range lor the 8-bit Atari, titled
Cavernia and programmed by
the well known pair of Ivan
Mackintosh and Richard
Munns.

You are Teddy Arklethorpe,
ace pot-holer and leader of
many dangerous expeditions
into the bowels of the earth.’ is
the first sentence in the won
derfully illustrated inlay. It
seems Teddy now wants Lo
test his skills to the limnits as
well as getting his hands on
the treasures of the Caves Of

Title: CAVERNIA
Publisher: Zeppelin Games
Price: £3.99

Players: 1
Loading: 12' 57
Reviewed by Richard Gore

CAVERNIA

Cavernia.

You must control Teddy
using a joystick in port one of
your computer. The usual
combinations of running and
jumping are employed but all
the moves are explained in the
instructions. The aim is guide
Teddy through all sixteen
levels of Cavernia but on his
way Teddy must collect a cer
tain number ol artifacts
(which include rings, jugs and
dogs!!) which will then be
swapped for a key enabling
him to enter the next level. In
addition you must avoid
various nasties and some [ast
falling stalactites. Collision
with one of these will result in
Teddy losing one of his spir-
itual eleven (yes that's right
eleven) lives,

The screen is split up into
three main parts, four fifths
being the main play and sta
tus area which scrolls to the

left as you move to the right
and one fifth being green
mountain scenery and blue
sky. One really novel idea is
yvour score displayed as large
bouncing numbers in the sky
portion of the screen.

The graphics to the game are
excellent, well on a par with
Zybex and the animation of all
the characters are truly su-
perb, especially in the case of
Teddy, whose climbing is very
lifelike. Unfortunately, as with
a lot of releases lately there is
no music and sound effects
are few and far between. The

only real quibble I have is that
after losing a life you must
start again from the beginning
of that level, but this is the
case with most games of this
nature.

The game is essentially a
platform type game but it is
really very good and I urge you
to go out and buy it now. Un-
fortunately it will cost you
three pounds ninety nine and
not two pounds ninety nine, a
new policy that many budget
software companies are taking
up on the lesser micros [Atari
not included, of course).

CEi L ]

he return of a classic!
I Novagen didn't pro-

duce much software
for the 8-bit Ataris but when
they did it was not to be
ignored. Some time ago Atlan-
tis Software re-released
Novagen's excellent Encounter
as a budget package - this
time Novagen themselves have
‘budgetised’ author Paul
Woakes' second and even
more popular masterpiece -
MERCENARY.

Mercenary is described as a
combination of flight simula-
tion, adventure and arcade
style action. Your role is a

Issue 51 - Mew Atari User

21st century soldier of fortune
who has crash landed on the
strife-torn planet of Targ. The
action focuses on the planet's
main areas of habitation
which are now virtually deser-
ted following decades of war
between the normally peaceful
Palyars and the invading
Mechanoids. Adopting a mer-
cenary role you proceed to ex-
plore the planet, hoping to
find the ways and means of
escape. There are several
approaches to the task which
could all prove to be equally
successful. You can swear
allegiance to either side or

play them both off against
each other in a bid to lay your
hands on an intergalactic craft
that will carry you away from
Targ. Your only reliable assis-
tant is Benson, yvour in-helmet
ninth generation PC, who dis-
plays vour guidance systems
and provides an interpretation
for your view of events in bril
liant three-dimensional vector
graphics.

The action unfolds in real-
time as you set about explor
ing the cities of Targ and their
mysterious subterranean
complexes, all the while be
coming more deeply embroiled
in the conflict between the
Palyars and their robotised
foes. Should you get tired of
roaming around on foot, you
can hop aboard one of several
high-speed aircraft. There are
lots of objects scattered
around which can be picked
up and dropped as required.
Some are useful, some are not
- old games magazines are

MERCENARY

chock-full of hints and tips to
help you along the way. The
save game feature is an essen-
tial part of this game!

There's considerably more to
Mercenary than I could poss
ibly mention here. It's really
up to you, the adventurer, to
explore and discover - though
Novagen do supply some very
useful notes enabling you to
get easily started. The 3-D
vector graphics are excellent,
the package does not suffer
from its ‘budget’ transforma-
tion, and the whole game is
guaranteed to Keep you en
thralled for many sessions to
come. Quite simply, Mercen-
ary is an undisputed classic
don't miss out on this one.

Title: MERCENARY
Publisher: Novagen
Price: £2.99 cassefte
Flayers: 1

Loading: 15'30°
Reviewed by Paul Rixon




TOP 5 CASSETTES

Kick Off (Budget) ......... 2.99
Colossus Chess IV ...... 7.95
Atari Compilation .......... 4.99
PIastron ..........cwsiees  7.95
Mig Alley Ace ... 7.95

Cass. Disk
Kick-Of ... 285 995
Smash Mits 1-4 & 7 (each) 6.99
Living Daylights 299 4589

Spy vs Spy Arctic Antics .. 2.99 3.99

Spy vs Spy Trilogy ........... 7.895 995
Polar Pierre .......... 499 699
Mr Robot .........cooocceooeeeee.. 4,99 699
Beta Lyrae .......... e 499 699
Boulderdash 2 ... 299 699
Arkanoid ... ; 995
Tralibdazer ..o, 9.95
Solo Flight ... 7.95
Spynunter ., 6.99
Rescue on Fractulas 6.99
Baliblazer ........... 6.99
RAMPAQE: ..o 6.99
Platform Perfection ......_... 4,499

SR e 299 6.99
Touchdown Football 6.99
Spfire & ... 6.99
DR s 299 699
AL e 4.99
Brian Clough's Football Fort,  8.95 12.95
PO 499 499
European Super Soccer ... 4.09
Hard Hat Mac 4.04
Mew York City ... 4,99
Crumbles Crigis ........ = 499
Freaky Factory S 4.99
SANQOAKE .o 4.99
Preppia 2 ........... 4.99
LaserHawk ......._....ccocoo. 4,99
Colossus Chess 3 4.99
Sidewinder ... 4.99
Joe and the Nuclear Caverns 4.99
Nuclear Nick ... 4.99
Knockout Boxing ... 4.949
Sunstar ... 209
Cuthbert Goes Walkabout 2.99
Mig Alley Ace ................. 795 995
Winter Events ; i 9.95
Might Mission Pinball ... . 6.99
JumpJdet ... # 6.99
International Karate 6.99
P e 6.99
Montezuma's Revenge 4.99
Atarl Compilation 4949

(3 games - Star Raiders, Tennis atc)

Gauntlet + Deaper Dungeons 9.95

TOP 10 DISKS

Flight Simulator Il ......... 14.95
Jewels of Darkness ..... 9.95
Colossus Chess IV ....... 9.95
Draconus ........osseeeenee 6.99
Hawkquest ..................... 12.95
Pirate Adventure ........... 4.99
Bop ‘N’ Wrestle ............. 6.99
Silent Service ................ 9.95
The Count .........ccerveiinene. 4.99
Gauntlet & Deeper Dungeons.. 9.95

ADVENTURE/'STRATEGY

Cass. Disk
Flight Simulator 11 e 14.85
Flight Sim. Scenery Disks
Nos 1-7 each & 8.95
Questron ... R 8.95
Field of Fire ...... A 7.95
Hollywood Hijinx 9.95
Jinxtar ... 9.85
Time & Magik | 11.95 11.95
Lurking Harrar ._........ 11.95
Ingrid's Back e | I K
Kright OFS  .eeeeeeccieecene 11.85 11.95
Cloak of Death 209
Gunslinger ... 9.85
Eternal Dagger 14.85
Theatra Europe 11.85
Camier FOrce ..o 16.85
Panzer Grenadier .............. 16.95
Battlecrusier ... 16,95
‘Warship 19.95
Vietnam ..o 9.95
Conflict in Vietnam | 11.95 14.95
Crusade in Europa 9.95
Decision in the Desert 11.95 14.95
Colossus Chess 4 ., 78956 995
Kennedy Approach ... B.95 12.95
Hawkaguest
Cutthroats
Zork 1 095
The Count 2 :
Pirate Adventure 4089
Scapeghost R 12.895 12.895
Silicon Dreams ..........ccee. 7.95 285
Jowels of Darkness e 195 9895
Rabsl Charge i 19.85
Super Huay ... e 3.85 11,85
Lancelot S b 11.95
Sargon Il Chess 6.99
Gettysburg oo, 19,95
Knights of the Desert .......... 9.95
MNato Commander 9.95
U.S.AAF. e 14,095
Colonial Conguest 16.95

UTILITIES

Disk
Mini Office Il | 14.95
Atari Writer Plus ..., 29.95
Plametarium 16.95
Cut 'n' Paste ... 9.95
WIBIGEIG e 0.95

XL’ XE CARTRIDGES

Missile Command  ...........occovveees 7.95
Star Relders o cln s 7.95
Galaxian i 499
American ruo[mll .95
L e e L 795
Food FIght  ..miiiien o 4,99
DonkEy KO .........ocoommermmnrnienes 7.95
Pole Posgition i Mo s it T
Ms. Paoman ...............ccceee. 9.95
Star Raidars Il PSR B

Loderunner ... AR - ]
d’irl'l"."-_'lld Blaster |l.||;;|h1g|.|n:| 7.95
Ona on e Baskemall ............ 7.95
Battliezone e mrs 7.95

David's Midnight Magic ..... 7.95
Amhon e ; e 130
Rescue on Fractulas ... 7.95
Moon Patrol ... ; .95
Robotron 2084 ... 7.95
Jousl .o .95
H.E.R.Q 7.85
River Rald ... i 7.95
Maga Mania ... snmnans 4300
Dreadnavght Faetor ... 7.95
Designers Pancil ... by 4.99
Rally Speadway SR R e e
Eastern Front 1841 .............ec.. 7.95
Skywritar ... 4.99
B R L R R SRR L 7.95

FULL RANGE OF ATARI 2600

CARTRIDGES IN STOCK

A COMPLETE SERVICE IN COMPUTERS & SOFTWARE

TOP 10 ROMS

Pacman .........cciiieene. 7.95
Designer’s Pencil ........ 4.99
Star Raiders Il ............... 9.95
Donkey Kong Jr... SOLD OUT
Battlezone ............. 7.95
Donkey Kong .......... 7.95
Food Fight ......ccccrvmveneneee .99
Pole Position ................. 7.95
Ms. Pacman .................. 9.95

Galaxian ......cessseseerense 4.99

TOP 10 BUDGET
CASSETTES

Draconus ......cmemees
Star Wars ...
Yogi & The Greed Monster
Ruff ‘n’ Reddy ...........
Joe Blade Il ...................
Chuckie EQg .......counrenee
The Living Daylights ....
Speed RUN ....coovuernnenns
Gauntlet .........cccvumniene
Tank Commander

CLETE T

BUDGET CASSETTES

Zeppelin
Draconus -« .......
Mirax Force
World Soccar
Phantom
Lybix
Speed Ace ... R S L
Las Vegas Ga: ,|r||_|

Fruit Maﬂ'ul e

Sidewinder ...

Fantastic Soccer ... ;
Kenmy Dalglish Soccer Manaqer i
Minja Commander % o )
Blinky's Scary School ..

Jocky Wilson Darts ...
I'he Lineing Draylights

Mountain Bike Racer

Hi-Tec

P PR P B3 DR P 3 PO RSB B3 B B R

A0 6 il i i :nmmin-u::iz:u:u::.gg
0 DD DD DD 0 DB O D

Spy vs. Spy kst 2.99
Spy va. Spy Island Caper 2 .99
Spy wa. Spy Arctic Antics 2.99
Boulderdash IV ... i 2.99
Space Rider ... ... ... 2.99
Yogi & The Greed Monster ... 2.99
Auff 'n" Hadd : 2.949
Yogi's Great Es.n::apa 2.99
Byte Back
Robot Knights ... 2.99
Jot Bool Jack ... 2.99
Timeslp 2.99
Astrodroid ... 2.99
Speed Run  .....oociiimiien 2.99
Space Lobster 2.99
Faghtar Pllot ... s 2.99
Dreadnaught , 2.949
Space Wars .....e........ 2.99
Planat Attack ... 2.99
Mad Jax : SRR
Houlatte ‘_all'lu.llmur g 2949
Cosmic Firgte ... 2.949
Warcoptar ....... LA 2.99
Screaming Wings ... 299
Exploding Wall ... 299
Little Dl 2089
Tomahawk . 2.899
Codemasters
Fruit Machine Simulator ... 2 99
B.M_X. Simulator .. 2.99
TrRANSMUDET ..o 289
Fed Max ...... . 298
Grand Prix SIMuator ... 2.99
Advanced Pinball Simulator 2849
KIXX
Gauntlet _........ - 2.99
Footballer of the Year ... 299
Hardball - SRR
Hit Sgua
Graan amt ................. 299
Arkanold ... ... 2499
Head Over Heals ... 2499
Atlantis
Dawn Raider ... 1.99
Death Race 299
Fro Golt 2.99
R R R, 2.99
League Challenge 1.99
Pot Hola Pete 1.98
Spunk‘,’ Castle ... 1.99
Dy light Rl:_:nl:lbl_,r':,r : 1.99
Tilan ...... i 2.99
Pariscopa L||:- 1.99
Encoumnter 294
Gunrlﬂhter ................ 1.99
Grack Up il 1.99
Survivors ... 2.99
Cops 'n' Robbars ... 1.99
Alternative
LoREmer i ——— 1.899
Maonkey Maglc‘ 1.99
L A R SRR 1.99
Castle Top 1.99

Who Dares Wins 11
Spindizay

- Muunl:i;unuﬂugu

Alarisoft
Speedhawk ...
Twilight Wurld
Heartache
Thunderfox

Slingshol

Adveniuresofi

10 Little Indians

Sacret Mission ...
Arrow of Death 1 ...
Arrow of Death 2 ___.
Golden Voyage ...
Mystery Fun Housae |
Strange Odyssey

Wizard of Akyrz ..

The Time Maching
Adventureland

Circus .. L
Escape from Pulsar 7 E
Persaus and Andromeada
The Count TR
Voodoo Castle ...
Waxworks

Firabird

Video Classics ...
Matta Blatta _...._.
MicraRhythim
Thrust

Chimera

Players

Stratospherg ...
Tanium

Dizzy Dice £

Bubble Trouble ...

Joe Blade I ..........

Miscellaneous
Star Wars s
Football Mdnaqsr o Y ot
Suparman NG il
River Raid __.......
Tappar L i e
Chuckie Egg BHE
Tank Commander

Pogotron
Boulderdash

BOUIIBIDBSN 11 .uvvecosioeriamsancmriosion

Darts ..
Systemn 8 Pools | ;
Tert Form e

Mastertronic

Mastarchess

Protector ...
Revanga Il ............ooriinnn,
Crystal Raider ........................
Amaurote ... o
Action Biker ....................
Vegas Jackpot ..o
Kikstar ARl
L P N T
Fevd L e L e i ()
Invasicon
On Cua
Last V8
Mutant Camals
Milk Race
Frenesis

Panthar
Sidewinder Il ..
Despatch Rider
Howver Bowver
Molecule Man

Ghostbusters ...
Henry's House
TR s i

Bomblusion ...
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Add 50p to orders less than £ 5.00. All prices correct al
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ho remembers En-
glish Software? Once
upon time they chur-

ned out dozens of games for
the Atari, including hits such
as Jet Boot Jack, Elektraglide,
Chop Suey and Mediator - all
of which can be highly recom-
mended. The author of Jet
Boot Jack - Jon Williams -
also produced a game called
TIMESLIP which, for some
reason, hardly got a mention
in the computing publications.
As Byte Back have now de
cided to re-release the title
(see '‘Budget Delights’ last
issuel, [ think we should make
amends by taking a closer
look.

Title: TIMESLIP
Publisher: Byte Back
Price: £2.99 cassette

Flayers: 1
Loading: 8'30"

Reviewed by Paul Rixon

ere’s a new game from
the group of Scottish
Atari enthusiasts who

H

recently launched a disk
magazine called ‘Excel’. The
first edition received a very
favourable review in these
pages. AMNESIA was included
with the first issue (at least
two others have since been
published) and, following their
success, the authors have now
decided to offer the game to a
wider audience by releasing it
on cassette.

I must admit that before I'd
experienced this game [ was
expecting to find an amateur-
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TIMESLIP

The story concerns a distant
planet that's in a state of
“Timeslip'. Whatever this
means, the important point is
that it's likely to result in dis-
aster so it's crucial that the
disturbance is dealt with. The
only way to achieve stability is
to travel deep into the planet's
three time zones, annihilate a
collection of time orbs and
then synchronise the respec-
tive timers to zero. You've
been allocated twenty-four
hours to complete the task.

Playing the game is a lot
easier than trying to explain it!
The screen is divided vertically
into three scrolling scenarios,
each representing a time zone.
The game is basically a tripli-
cate version of ‘Scramble’ - the
idea is to manceuvre a craft
through the constantly scroll-
ing backdrops, avoid the ob-
stacles and blast everything in
sight. Your principal objective
is to knock out the time orbs
but you must also be careful

ish style production - but this
preconceplion Soon evapo
rated once the loading had
completed. Although the game
itself is intrinsically very sim-
ple, and by no means unigue,
the programming has been
competently done and the
graphics show a touch of
class.

The player is faced with a
grid of tiles, each tile conceal-
ing an animated icon. The ailm
of the game is to remove the
tiles in groups of three so as to
uncover matching sets of
icons. If all three icons are
identical they remain unco-

not to collide with the hazar-
dous surroundings. As you
progress, the timer for the
current zone counts steadily
downwards - to complete the
zone, it must reach zero. The
best policy is to keep your fin
ger pressed tightly on the trig-
ger and concentrate on nego-
tiating the nasties. If you col
lide too many times, a “Times-
lip*' occurs and scrambles the
timers, making it more diffi-
cult to complete the mission.
The graphics are really su-
perb. The zones differ widely
in style - on the first you're the

vered, but if they're not, you're
only entitled to a very brief
glimpse. It's quite a challenge
since on each level the cleverly
shaded designs, which appear
to represent various compo-
nents of machinery, share a
single colour. It's not easy
trying to remember the re
spective locations - but then,
of course, that's the intention!
To complicate matters further
there's a time limit to keep yvou
on your toes and, unfortun-
ately, an otherwise commend-
able tune that plays con-
tinuously throughout and
soon becomes rather an irri
tant. It might have been a
good idea to include some
alternative difficulty settings,
as vounger players may soon
give up in frustration. A high
score table (recording the least
number of tries needed to
complete the puzzle) would be
a nice addition, too.

If you revel in games that
challenge the mind, Amnesia

pilot of a starfighter craft
flying above the planet's sur-
face, on the second you're Jet
Boot Jack skimming through
underground caverns, and on
the third you're the comman
der of an attack submarine.

In my opinion, Timeslip is
one of the most underrated
games in Atari history. If you
enjoy shoot ‘em ups of the
Scramble variety, this one
must be right up your street,
You don't just get one game
for your money, but three!
Byte Back are onto a winner
here,

AMNESIA

will not disappoint you. After
several hours play, you'll
never need a Post-It note
again! The program has been
put together in a professional
way and although it's very
straightforward and not exact-
ly the most original idea
around, it must score quite
highly in terms of lasting
appeal. I haven't seen the
Excel disk magazine yet, but if
the quality 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 apprecia-
tion to the guys from Strath-
clyde for their desperately
needed support?

Title: AMMNESIA
Publisher: Excel

Price: £3.95 caosselte
Players: 1

Loading: 14'10"

Reviewed by Paul Rixon




YOGI BEAR & FRIENDS IN

THE GREED MONSTER

ith their latest publi-
cation in the series
featuring popular

Hanna-Barbera cartoon char-
acters, Hi Tec have devised
what is probably one of the
longest game titles in exist-
ence! Yogi Bear & Friends in
the Greed Monster: A Treasure
Hunt (let's call it THE GREED
MONSTER for short!) is
another production from PAL
Developments, whose name
seems to crop up with almost
every new release nowadays.
We're told that Yogi and his
pals have received a disturb-
ing report from Top Cat that
all the world's toys have been

Title: THE GREED MONSTER
Publisher: Hi Tec
Price: £2.99 cassefte

Players: 1
Loading: 11'45"
Reviewed by Paul Rixon

odemasters are well
‘ known for publishing

games with the world
‘simulator’ in the title - in
truth, they seldom seem to
produce anything else! This
time they've devised what they
claim is the “first real fruit
machine simulator'. As every-
one knows, simulating fruit
machines is anything but a
unique concept - such games
abound in the Atari world,
both commercially and in
type-in format - but Codemas
ters add credibility to their
bold statement by listing a

stolen, and they've set out on
a quest to discover the expla-
nation. Whilst out exploring,
Yogi's friends somehow fall
into the hands of a mysterious
Greed Monster, leaving Yogi
all alone with more than a bit
of a problem! Not only must he
recover the toys, he's now got
to rescue the other five mem-
bers of the group.

You must help Yogi through
the perilous landscapes, col-
lecting various objects that
will help to overcome the dan
gers and lead to his captive
friends. The screen view con-
sists of a large ‘window’ which
flips as Yogi walks across the
boundaries into new locations.
Unfortunately, the colouring is
characteristically yukky-brow-
nish (see gripes last issue!)
and some of the inevitable
nasties aren’t too cleverly de-
fined, however these draw-
backs aren't too serious - my
main objection is that the

screen shots on the inlay indi
cate the Atari graphics are in
ferior to the Crummydore 64

version!

As with most arcade adven
tures, the best strategy is to
map the layout - once you've
done this, it should prove to
be reasonably straightforward.
It's not all plain sailing,
though. Firstly, there are a
number of locked doors to
contend with - you're required
to find the corresponding keys
- and secondly, the locations
are bustling with adversaries
that can drastically reduce
Yogi's food supplies. There are

a number of useful objects to
look out for, including jars of
sweets that can be used as

ammunition to fire at the nas
ties, cans of pop that double
Yogl's speed and jars of honey
that make him impervious to
danger for a limited time.
When Yogi stumbles across
one of his mates, a portrait in
the status line is revealed.

If you enjoyed Yogi's Great
Escape there's no doubt you'll
find The Greed Monster equal
ly worthwhile. Arcade adven-
tures can be lots of fun and
are generally very addictive
this one's no exception.

myriad of features that would
appear to leave the competi-
tion without a reel to spin on!
The good news is that the
screen shots from other com-
puters shown on the packag-
ing do NOT leave the Atari ver-
sion standing. In fact. I'd dare
to suggest that we have been
treated to a superior product! |
suspect the reason is that the
game was developed indepen
dently by a guy from Callisto
Computers, rather than being
translated directly from the
other formats. The game is
confined to a single screen but

it's been designed with an eye
for detail and due considera-
tion for ‘user friendliness’. The
author has done a terrific job
with the eolours - there are so
many that it looks like the
aftermath of an explosion in a
paint factory - which goes to
show that there's more to
Atari programming than a few
shades of yukky brown (other
programmers PLEASE take
notel). The controls are fully
jovstick operated so all you
have to do is point and click a
‘hand’ that pops up at the
appropriate time.

There's no need for me to ex-
plain the objective of this
game, suffice to say that you
start with a couple of pounds
and inevitably end up broke!
As usual there are ‘nudge’ and
‘hold” features plus the option
to gamble or collect your win-
nings. On the right of the

FRUITNAGHINE SHULATOR

screen there's a spiral maze
and, in the centre. a character
called ‘Dizzy’. If you collect a
fruit bearing a digit, Dizzy
jumps a corresponding num
ber of places around the maze
- if he lands on a letter you
can gain goodies such as extra
nudges, a free spin or some
money for the credit bank.

Far from being ‘just another
fruit machine simulator’, this
one is probably the best you
can buy. If you like gambling,
you'll find this game is incred
ibly addictive and great fun -
and it could save you an awful
lot of money!

Title: FRUIT MACHINE
SIMULATOR
Publisher: Codemasters
Price £2.99 cassette
Players: 1
Loading: 930"
Reviewed by Paul Rixon
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DOS CUSTOMIYER

05 2.5 from Atari is well documented and user-friend

D ly. Its documentation is detailed enough to let you

configure your system. With a few POKEs you can set
verify on or off, decide on the maximum number of open files
at a given time, and so on, Compared to us, IBM users, for
example, have to reboot their systems every time they want to
change system configuration.

Whenever I look for the right POKE however, I have Lo go
through old books and magazines to find what I am looking
for. That is why I have written CSTMDOS. It is a menu driven
utility that enables you to modify DOS to your needs, and if
you like, you can save your modified DOS.5YS file to disk.

Type in the accompanying listing, CSTMDOS.BAS. check it
with 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 with the up-arrow and down-arrow
keys. Holding the CONTROL key is not necessary. To change
an option that the cursor points to, press the RETURN key. A
‘prompt window” at the bottom of the screen will let you specily
the required change. You can leave the prompt window at any
time by pressing the ESC key.

MENU OPTIONS

Here are the menu options, one by one:

Maximum # of open files

As you probably know, you can open a few files simultaneous-
ly. DOS 2.5 defaults to a maximum of 3 open files, bul you can
change this number. Remember that increasing this value
decreases the available memory of your Atari by 128 bytes per
file, so do not use more than you need. If yvou really need more
memory for an application, you may try to decrease this value,
keeping in mind that the application itsell may require a
higher number, and you may need to experiment. Available
values range from 1 to 7 (there are 8 IOCBs, but 1OCB #0 is
always used for the screen display).

Active drive #s

As it comes from Atari, DOS 2.5 recognizes drive numbers 1.2,
and 8, This is because many users have two disk drives, and
on a 130XE computer there is a RAMdisk available, which is
treated as drive #8 by the system. If you want to attach more
than two drives, you will have to tell the computer about it.
This option will show vou a table of drives 1-8, allowing you to
toggle any of them. After setting the needed changes, press
RETURN to accept the change, or ESC to abort. Each addition-
al drive eats up 128 bytes, so again, do not use more than you
need.

lssue 51 - Mew Atari Lser

Yuval Rabinovich presents
a handy utility that means

you can have your own
version of DOS 2.5

Verify

Atari disk writes are slow, but safe. This is because whenever
the computer writes anything to the diskette, it immediately
reads it to make sure it was properly written. You can turn the
verify off, effectively increasing the speed of disk SAVEs.
Although it is theoretically less safe, I never had any problems
with diskettes written without verify. Experiment with your
system to find out whether you need the verify on or not.

# of writing retries

When the verify is on, any disk write error will be captured,
and the computer will try to write again to the diskette a few
times before it reports an error. The default is retry three
times, but you can change it from zero to 255. Personally, |
wonild not recommend to make it more than 3. because if the
disk is in such a condition that three retries are unsuccessful,
it is best to copy all the diskette files to another diskette, and
throw the damaged diskette away.

Drive for DUP.SYS

DOS 2.5 has a file called DUP.SYS that loads whenever you
type the DOS command from BASIC or boot the computer
without BASIC. This file has the familiar DOS menu. On
computers that have less than 128K memory, this file is loaded
from drive #1. On an Atari 130XE, that has 128K, a virtual
‘RAMdisk’ is formed from 64K, and the DUF.SYS file is copied
to it. Later, whenever you access the DOS menu, it is instantly
loaded from that part of memory, which is treated as drive #8.
To conclude: DUP is loaded from drive #1 on most machines,
and from drive #8 on machines that have 128K or more.
Although it is usually very convenient, one might want more
room on the RAMdisk, and to access the DUP from another



EX 1

LL 2 REM H b05S 2.5 CUSTOMIZER H

GE I REM © by L

EY 4 REM 1 Yuval Rabinovich n

HC 5§ REM It —————— == e H

NJ 6 REM B MNEW ATARI USER - alc 1991 #

FD 7

NN & REM

GP 18 GRAPHICS O:POKE £2,.1:POKE 8I,3I9%:P0K
E 752,1:7 :7 " [NMEEFNEIEITIFD:

MB 15 IF PEEK(1913) {88 aAND PEEK{19132{>8
# THEN POKE 82.Z:POKE 752,8:!7 :? "“"This
is mot DOS Z.5":END
T) 20 DIM FNSLL10) ,RETSII) . BINSC16) :FNS=1p
1:D05,.5YS5"iRETS=""0888""
cCV 56 7
f1-8): “:PEEKI{1801):POKE 82,3

DM 68 7 7 ",

1?7 "} 1. Maximum H# of open files

Active draive #is:"::GOSUB 7
eoB: 7T BINS

TL 78 % u (1]z2]3]a]5[6]

& E'I L1

BY 88 7 "X. verify: [0';:IF PEEK(1913)=87
THEN % ff] ":GOTO 9@

ES 81 7 “"[X3 "

all 38 ? ;7 "d. B of writing retries: "' ;PE
EKC1248)

9B 188 T :% 5, Dprive for DUF.S5YS €1-8):
";CHRS (PEEK (S54I9))

IM 185 POKE 85,1:7 **

KR 118 ? ™6, Hrite new DOS5.5¥5"

S0 128 ? :? “F. Format a new disk"
Yy 125 ? ? Y8, Exit to BasiIc™

IH 127 POKE B85,1:%

KZ 138 % 17 :GOSUB 1680

less used drive, such as #2. Therefore, the option is given here
to set any other drive that the computer will access whenever
the DUP menu is required.

Write new DOS.SYS

After setting all the above parameters, you can write a modified
DO5.5YS file to a diskette. When you boot with this diskette,
vour preferred options will be automatically set. If vou do not
save this file, you will have to set the parameters again whene
ver you turn the computer on. You will be asked for a drive
number. The computer will check if a DOS.SYS file already
exists. If it does, you will be asked whether you want to
overwrite it.

MU 200 POSITION 2,3:0PENM H1,4,08,"K:":POKE
82,1

A 218 GET B1,K:IF K{}45 aND K{}61 aND K<
»155 THEN z18@

JR 2280 IF K{>45 THEN 250

BE 238 A=PEEK(B84)-2:IF A=1 THEN A=17

HQ 248 2 "{":POSITION 1,A:7 “>*;:GOTO Z18@

LF 258 IF K<{>61 THEN Z88

GL 260 A-PEEK({B4)}+42:IF A=19 THEN aA=3

HH Z78 7 4" !POSITION L.A:7T "2;::GOTO Z1@

AT Z88 ROM=PEEK(84) :LOCATE I ,ROH.K:K=K-48
17 VML N POSITION 2,2Z1:7 ")

IB Z85 IF K=8 THEN POKE 82.2:POKE 752.08:G
RAPHICS ©:END

AL 290 ON K GOSUB 300,400,508,600,700,800
+900:GOSUB 18088;:POSITION 2,.ROM:? "44&';
iGODTO Z1i8@

RM 388 7 "How many open files do vou need

at the same time ([(1-8) >+

iy

LG 310 GET M1, K!IF K=27 THEN RETURM

BR X228 K-K-48:IF K<{1 OR K)& THEN 318

IM 338 POSITION 37,3:7 K;!POKE 1801,K:RET
URN

S0 488 7 "t4" BINS;"™ to accept
(1]212lal5l6l7]8] 4 to abort
Enter drive #f to toggle €1-8) >@e"

: ;

JK 485 BINSPEEK(1802)

BD 410 GET H1,K:IF K=27 THEN BIN-PEEKC1B8@
2):GOSUB Zees:? “[":RETURNM

FL 428 IF K=155 THEN ? “[":POKE 188Z.BIN:
POSITION 22,5:7 BINS:RETURMN

CZ 438 K=K~-4B:IF K{1 OR K>8 THEMN 418

VE 440 POSITION 33,21:7 CHRS(K+176) :LOCAT
E K¥Z,1%,T:IF T=43 THEN 7 "e¢—v::BIN=BI

M=-ZALK=1) :BINS (K2, KN2)}="-1:GOTO 418

continued e

Format a new disk

It would be a pity if, after all the careful parameter setting, you
realize that you have forgotten to format a new diskette. There-

fore, the option is given here to format a diskette. After you use

this option, you can write to your freshly formatted diskette
the new DOS.SYS, using the appropriate option.

Exit to BASIC

After vou have finished with the program, you may exit to
BASIC. Your preferred setting will remain active in memory
until you turn the computer off or change it again with this
program.
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DOS

i S

#ZI=""+" 1 GOTO 4189

cels';

518

WZ 520 IF K=27 THEN RETURN

iPOSITION 15,7

LU 558 7 "[Ed ":RETURN

able with verify

(4-KI=S5TRELTY

}II:
54 638 POKE 85,3¥5:7 RETS;

LE 658 IF K=155 THEN G680

(RETS) : GOTOD 638

648

iRETURN

n active drive.

tTo continue.';

T 7i@

.
»

' THEN B30

e.ii;

ZJ S8a 7 togales verify

05 S48 TIF PEEKC(1%1X)=87 THEN 7 [

LP 640 GET #i,K:IF K=27 THEN RETURN

J0 668 K-K-48:IF K<{0 OR K>% THEN 648
DH 678 RETS=RETS(Z) :RETS(I(II=STRS(K)!

DO 698 POKE 1948, T:POSITION 20,917 7T
LK 718 GET 1 ,K:IF K=27 THEN RETURNM
GP 728 K=-K-48:IF K<{1 OR K>8 THEW 7i@

9, K+48:POSITION Z1,11:7 K:RETURN
O 740 7 CHRSC(K+176):7 "LD"™;K;*:

LY 805 GET #1,K:IF K=27 THEN RETURN

MW Bi0 K=K-48:IF K{1 OR K)8 THEN 885

I¥Y 458 7 "4 (BIN=BIN+ZACK-1) :BINS (K®2,K

33 can

TN S10 GET #1,K:IF K{>27 aMD K<{>155 THEN

GD SIP K=(PEEKC1913I)=80)%7+BO:POKE 1%13,K

"rRETU

TC 688 IF PEEKCL91I)=88 THEN 7 "Not avail

Press an

y key to continue';:GET #1,K:RETURN

YE 610 T=PEEKCL948) iK=1+(T>93+(T}99) (RETS

A6 628 7 "How many times to retry (B-2Z55)

=vaL

DL 686 IF T»255 THEM 7?7 :7 ""[Number too bi
g. Hit any key™::GET #1,K:? "O*";:G0TO

TE 7860 27 “Enter drive # for DUP.5Y5 »Hle";

UK 7I8 IF BINS (K2, K®2)=""+" THEW POKE 543

is mnot a

Hit any key

EN 750 GET #1,K:7 “Q+"; :POSITION 28,21:6G0

gCc 500 7 “Write DOS.5Y¥5 to what drive i+

ML 815 7 CHRSIK+176);:IF BINS (K2, K¥Z)='"+

KE 828 7 7 "@o:K:*: is not an active dr

ive. Hit any key to continu

ER 825 GET #1,K:7 "@t+";:POSITION I0,21:G0
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HE

TZ

BL

QR
YN

G

uy

co

KT

LM

JB

nz

F.J

BK

Jod

HP

PH

TO 885
&30 TRAP BBO:FWNSC2,2)=STRS(K) :CLOSE H1
:OPEN H1,4,8,FNSICLOSE H1:0PEN HB1,4,0,
g e
835 7 “{"iFNS;" exists,
overwrite it? (Y M1l
848 POKE 694 ,0:POKE 70Z,64:GET H1,K:IF
K{»27 AND K<{>78 aND K{}89 THEN 848
845 IF K=27 THEN TRAP 49800:RETURN
850 IF K=78 THEN 7 "{i"';:!GOTO &O@
855 7 *{'"; :CLOSE #1:KI0 36,%1,0,8,FNS
860 CLOSE #i:? "OQWriting ";FN$;:0PEN 1
1,8,0,FNS:CLOSE H1:0PEN #1,4,0,"K:":TR
OF 40086 RETURN
8680 CLOSE #H1:0PEN #1,4,8,"K:":TRaP 880
:T=PEEK (1951 :IF T=178 THEMN 868
885 7 “"QUnexpected error #;T;".
Hit any key to continue.*;
g9p GET #i,K:? "[Q"::GOTO 888
sge 7 “Enter drive # to format XHe;
910 GET #1,K:IF K=27 THEM RETURN
928 K=K-48:IF K{1 OR K}& THEN 918
930 IF BINS (K®2,K%Z)=""+" THEM 960
948 7 CHRS(K+1762:7 "[@p';K;": is not a
n active drive. Hit any hkey
to continue.";
950 GET #1,K:7 "Q@+";:POSITION 26,21:G0
TO 91@
960 7 "[QHit CIEITI] to format DUiK;": |
aborts.';
978 GET Hi,K:IF K<»27 AND K{>155 THEN
a78
980 IF K=27 THEN RETURN
998 TRAP 99B:FNS(2,Z)=5TR$(K);CLOSE #1
:7 “[Formatting.... ";FN5CL1,3); i HID 25
4,H1,0,0,FN5C1,3) :0PEN #1,4,0,"K!":RET
URN
998 CLOSE HL:O0PEN #t1.4,0,"K:":7 “{Unex
pected error BY;PEEK{1935) ;.
Hit any key To continue.';
299 GET Hi,K:? "0';:60TO0 960

MZ 1@@08 POSITION 3Z,21:7 0 IEK@IEA Hove

TH

co

an
a.Jd

Select™; :RETURN
28088 BINS="* - - — - - — - —";BIN=PEEK(
180Z2):I=128:7T=86
2018 IF BINY)=I THEN BINS(THZ, 6 THZ)='"4#':
BIN=BIN-I
z@z@ I=I/Z:T=T-1:IF T>»® THEN 20190

28390 RETURN
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SEHIOUS
SOFTWARE

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.

MICROSOFT BASIC

Microsoft Basic 11 is mow sold out butl you can still
practice programming in the standard Basic if you have a
disk drive. Microsofl Basic is ideal is you want to convert
programs from other machines as it contains many of the
commands that are missing from Atari Bagic. You'll be
able to share the creation of programs with other compu-
ter owning friends and maybe type in and adapt listings
written on other computers.

Recommended price £9.95

OUR PRICE £5.95

MASTERTYPE

MNow anyone cin learn o (ype whilst plaving a challenging
game., Mastertype was one of the original ‘game based’
typing tutors which requires you to zap enemy words as
they approach from the four corners of the screen. Buf it
not really a game for, before you realise it, vou will
become guite proficient on the kevboard as vou progress
through 18 lessons of increasing complexity.

MasterType

Recommended price £14.95

OUR PRICE £2.95

ROM
CARTRIDGE

PRINT SHOP GRAPHICS

The official FRINT SHOP Graphics Library compris-
es thiree separate disks each with 120 graphics and a
printed oul reference guide of the new icons. Disk 1
covers Holidays, Special Occasions, Sports and more,
Disk 3 covers Business, Symbols, Mythology and
others. ONLY Nos 1 and 3 NOW AVAILABLE.Th-
ese are all top guality graphics in the original Brode-
rbund Print Shop packaging,

Original Price £12.99 each

OUR PRICE £4.95 each

SPECIAL - BUY BOTH FOR JUST £8.95!

DISK
ONLY

BASIC COMPILER

Compile vour Basic programs into 6502 machine
eode! Unlike other compilers which require a separate
run-time program the Datasofi Basic Compiler cre-
ates stand alone programs in machine code with the
added benefit of also creating assembler files that can
be used with sther Assembler programs. Could be an
ideal way to learn Assembler, just write a routine in
Basic, compile it and study the same rootine in
Assembler!

Original Price £29.95
OUR PRICE £4.95

INVITATION TO PROGRAMMING

THREE PACKAGE OFFER!

i Cassefle users wishing to learn Basic programming have never

8l it 5o casy! Alongside the fine programming books we have
available, we are mow able to affer the full three part Invitation
T'o Frogramming series comprising FIVE cassetbes and two
workbooks, The series covers Fundamentals, Writing Your
(i Programs and an Introduction to Sound and Graphics,
With these actual, on-screen, examples your programming
hawks will come alive and vou will be writing your own
programs in no time, Start to program now al our hargain
price!

Original Price £32.97

OUR PRICE £5.00

CASSETTES

LETTER WIZARD

For those who need a little more sophistication in a
word processor, Letter Wizard gives you all of the
basic features you would expect plus mail merge, !
print of selected pages, headers and footers, automatic
page numbering and a whole host more print format-
ting styles. Although set up for Epson compatible
printers or the NEC 8023, control codes can be sent
direct to the printer. Comes with an casy to learn and
use manual plus a handy Quick Reference card.

Original Price £19.95

OUR PRICE £8.95

TELELINK

The simplest to use comms package ever available,
just plug it in and go! Telelink is a basic, no frills,
communications program that will have you up and
running in no time. Ideal for simple access of your
local Bulletin Board or for aceess to the major Inter-
national Information Services. Optional dump of buf-
fer to a printer. The must basic of facilities but the
simplest and quickest (o use comms program avail-
able.

Original Price £14.95

OUR PRICE £4.00

ROM
CARTRIDGE

TEXT WIZARD

If voui don’t need a very powerful word processor bui
still want to use your Atari to help with producing
written documents Text Wizard could be the answer.
A simple to use and easy to learn word processor that
has the basic features such as search and replace,
mive and duplicate text and straightforward print
formatting including double column print out, The
print commands are set for Epson compatible prin-
ters. Text Wizard will get vou printing without getting
you confused.

Original Price £29.95

OUR PRICE £7.95

DISK
ONLY
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99p CASSETTE SPECIALS

CASSETTE
ONLY

STATISTICS

A general statistical program in which vou
enter your data to discover various statistics
including, mean, mode, median, standard de-
viation, variants, skewness, kurtois and root
mean square. Data can be altered and saved,
Ideal for schoolwork or study.

OUR PRICE JUST 99p!

NEW!

SCRAM

A nuclear power plant simulation in which you must
learn to operate the plant under normal and emergen-
cy conditions. The program trains you in the opera-
tion of the plant and then tests you with a gualifying
exam in the form of a game. Once vou are in charge
you will find earthquakes breaking components and
you will have to find the best way to repair the
installation and keep it going to avoid meltdown

OUR PRICE JUST 99p!

CASSETTE
ONLY

CASSETTE
OMLY

STATES AND
CAPITALS

Learn the geography 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 and for
anyone interested in the USA.

OUR PRICE JUST 99p!

NEW!

KINGDOM

Do you have what it takes to rule a cou ntry? 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.
Catastrophes befall the people and the crops, and you
must determine how best to regulate the buying,
selling and planting of crops. If successful you w ill be
re-clected but how leng can you survive?

OUR PRICE JUST 99p!

CASSETTE
ONLY

AR
BOOKS

Bowks for the Atari 8-bit computers are now becoming
very difficult to obiain with almost all the Comjpte!
fitles mow out of print so we are very pleased fo have
been able to secure o supply of some of the early British
Books covering the XL/XE range. Don't be put off by the
low prices, we are only passing along the enormious
savimgs we have been able to obtain. AN these books are
brand new and most are shrink wrapped 5o you will find
them of tep quality. [f you are interested in program-
ming with your Ataeri almost all of these bowks will kelp
in some way and af these prices you can afford to
experiment!

Please note that because of ihe high cost ol posting
books orders will only be accepted I the £1.00
postage charge shown on our order form is Iincludad

sy PhrOgroani g

EASY PROGRAMMING
FOR YOUR ATARI MICRO

Ihis book went out of prini 3 years ago and we have
been scarching for o replacement ever since. Ye are
absolutely delighted to have found more stocks of one of
the best beginner's books ever published, Over the past
couple of vears whenever somecns has pharved Tor o
beginners ook Gn programming we have advised (hen toe
try ani find a second hand copy of this book - now you
can buy it once again, brand mew! By the end of this
book you'll be writing your own progEriems, incheding
theose with full graphics and sound.

Published price £7.95

OUR PRICE £3.00

A programming book which covers not only the machine
mentioned in its titke but also the 65XE, BIIXL wnad
earlier moedels, The book will take you from the Tirst
sheps in programming op o writing g, structured
programs. One chapier is devoted te thie sl capabili-
ties of the XL/XE with details of the sound chip itself
allswing you to creale more sounds than is nermally
possible with Basic. Four chaplers cover graphics inclod-
ing Display List programming, Player Missile Graphics
and redefining characters. There are extensive appen-
dices covering Baske commands, Error codes, sound and
graphics references and much mare. An beal companion
for novice and intermediate programmers.

ATARI ADVENTURES

An excellent book written by adventure expert Tony
Bridges covering adveniures in general and showing how
yasa can write your own adveniures on the Atari. This
hosk hias in fuct formed the basls for some of the
adventure listings that have been published in PAGE 6.
Tony will take you through examples of commercial
adventures with lois of background to all different types
of adventure and then show you how all these ideas can
be put fogether in your very own adventure. There is a
playabbe sdventure listing called The Eye of The Star
Warrbor to show you jist how it all comes together.
Everything you need to Know (o write your first adven-
ture.

Published price £5.93

OUR PRICE £1.50

Published price £8.95

OUR PRICE £2.00

MICRO ENQUIRER

A large format book that covers the world of micros in
general with some specific Atari secthns, The hodak
contains @ ot of worthwhile background information on
home computing and is ideal for those who are recent
converts or who want to expand their geanersl knowledge
of computers. It covers all sorts of topics including
languages, bulletin boards, CAID, Dala Processing, Prin-
ters, Artilicial Intelligence and much more. There are a
few Alarl specilic programs to illustrate varkas comCEps
but generally this baok will Fulfil @ nesd (o know mors
shout the world of commputing in meneral. Large fisrmat
wilh over 180 pages.

WRITING STRATEGY GAMES

I youn are Fed up with simple arcade style games but are
not sure of the maths required in writing “thinking"
ganies like chess here i a book that will help you out. Te
write games of strategy requires aot only a knowledge of
programming bt alsae of certain mathematical and cod-
ing technigues, This book is pitched ut an intermediate
level, assuming that you already know somie Atari Basic.
Muchine code programmers are also catered for with
many hinis on kow to maodily the routines, The ook
covers the programming theory behimd intelligent games
before moving on o practical examples of setting up a
chess bosard, moving pieces and playing through. There
are sample games for draughts, chess and other strafegy
BRI,

i e
s -

Published price £5.95

OUR PRICE £1.50
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LAPIS PHILOSOPHORUM

One of the best graphic adventures released on the
Atari which is suitable for all abilities. A mystical
adventure s¢l in a small country in which the King's
step son has poisoned the King to gain the throne.
The Magicians have failed to cure the dying King but
can you? You will need to find the philosopher’s stone
among 83 different screens and with seven possible
solutions.

Original Price £9.95

OUR PRICE £1.99

SKYWRITER

Help vour children learn how to create complex
words with a fun game that will keep them happy
while they learn. A two syllable word is given 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

for ages 5 upwards

|
Original Price £12.99 v oo
OUR PRICE £4.95 T

JUGGLES RAINBOW

A first computer learning experience for children
aped 3 to 6 that teaches the concepts of above, below,
left and right plus letter recognition allewing the child
to enjoy learning with colours and music and games
they can create and play themselves.

OUR PRICE £5.95

JUGGLES HOUSE

Another for 3 to 6 vear olds teaching the concepts of
inside, outside, upper and lower with Juggles” House
and Toyshell. each game also includes a ‘playground’
where children can try out these new ideas for them-
selves,

OUR PRICE £5.95

Winner of one of the first Atari programming com-
petitions, this was one of the first vertical scrollers
and remains a much sought after original game,
Descend through the caverns avoiding mines and

| picking up fuel. Highly playable and addictive, only

one or twoe have made it 1o the bottom of the cavern
to discover the secret that awaits them.

. LAST FEW WITHOUT BOX BUT WITH FULL

ORIGINAL MANUAL - LOWER PRICE

OUR PRICE £4.95

25598 NOW ALSO ON DISK! | | Jiceismocuusronsustioss — “onv
CAVERNS OF MARS | [ TOUCH TYPING

Everyone who uses a computer needs to brush up on CH TYPING
their typing and now vou can learn to type like a
professional typist with this complete tutorial. Touch
Typing presents a self paced method of learning by
letting you practice typing letters, sentences and para-
graphs. The computer determines words per minube,
number of errors and your weak points. Random
sentences are generated to drill you in those areas.
Contains two cassettes and instruction manual.

Previously £19.95. CASSETTE

OUR PRICE £4.95 ONLY

DISK
ONLY

TIME and MAGIK

Three of Level 9°s famous adventures in one
package. This includes LORDS OF TIME,
RED MOON and THE PRICE OF MAGIK to
give you many hours of puzzle solving and
exploration of the unigue worlds created by
Level 9. All these games have received top
reviews. Now you can try them at a very
special price i

Originally £11.95
OUR PRICE £5.95

TYPO ATTACK ™=

A tvping trainer hased on the Space Invaders concept |
in which you hone up your typing skills by blasting
falling letters. An enjoyable way to learn that will
quickly enable you to recognise the keys without
having to leok at the keyboard.

Normally £12.95 :. . :
OUR PRICE £6.95 ROM

DISK
ONLY

SILENT BUTLER

The all round personal finance planner that keeps
track of three hank accounts, maintains income re-
cords, reminds you of birthdavs, anniversaries and
important dates and generally keeps you up to date
on your financial status,

OUR PRICE £6.95

MUSIC PAINTER

An exciting educational program that helps (o teach
music by using colowrs instead of notes. Change the
fifteen supplied songs to feature different instrumenis,
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
vour own great music. Children or adulis alike will
get great satisfaction from being able to create their
VETY OWR music.

OUR PRICE £7.95 DK
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A Fanttern Selection

More software for your added enjoyment ranging from adventures to arcade games and serious
software. Check out Visicalc - we only have a few copies left!

PLANETARIUM

Fun or education? Both really in this fascinating look at the heavens. Over 1200
stars, 88 constellations, the solar system and more than 300 deep-sky objects are
depicted in this program that allows you to view the universe. You can make
stellar and planetary maps, study eclipses, learn about latitude and longitude
and much more.

1050 DRIVE ONLY  Normally £16.95
Please state when ordering if

wunavea tsoousieries  OUR PRICE £ 6.95

TAIL OF BETA LYRAE

Our A-Z of Atari Software series says " The ultimate *Scramble’ clone with
superb graphics and music. This humdinger of a horizontally scrolling shoot
‘ern up was written by Philip Price, and the music was by Gary Gilberison.
They later went on to write the ‘Alternate Reality’ games." This is one of the
few original ‘classics right up there with the top arcade games of all time. Give
your eyes, ears and reactions an unforgettable treat!

Original Price £7.95

on casnzrre. OUR PRICE £1.99

KABOOM

Challenge the Mad Bomber as he tries to homb you out of sight. Can ¥ou catch
his bombs and dowse them in time? Or would you like to be the Mad Bomber
and try to fatten 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.

cambee OUR PRICE £2.95

RIVER RAID

This hest-selling, all out battle adventure from Activision will have your palms
swealing as you fly up river bombing enemy bridges, avoiding lethal choppers
and hot air balloons. Can you survive far enough up river to discover its secret?
Few can. Now this 1 or 2 player game can be yours al the lowest ever price.
Bombs away!

Recommended price £12.95

camor e OUR PRICE £3.95

ATARI SMASH HITS 7

This is incredible! FOUR of the best games for the Atari in one pack at the
amazingly low price of just £2.99. Are these sub quality games? No sir! Not with
Colossus Chess 3.0, Electraglide, Blue Max and Alley Cai as the selection, any
one of which would be a bargain at £2.99 but you get all four! You had better
hurry!

Recommended price £14.95

oniy  SPECIAL PRICE £2.99

ZAXXON

One of the all time classics for the Atari, Zaxxon set new standards when first
issued and was copied many times. Pilot your crafl across the unigue 3
dimensional hatilefield shooting enemy fuel tanks, anti-aireraft tanks and mis-
siles before launching off through space for the ultimate conflict with a mighty
robol - few have got this far! Zaxxon, often copied, never bettered and NEVER

at this incredibly low price!
RRP £7.95 cass/£9.95 disk

or caek-rre OUR PRICE £2.99

SCREEN DUMP 1020

Owners of the 1020 printer/plotter will be delighted with this utility which has
been unavailable for a long time. Now AtariArtist pictures can be dumped to
your 1020 in FULL COLOUR. Just boot up the tape, select your favourite
picture and let the software do the rest.

CASSETTE ONLY

Originally £14.95 OUR PRICE JUST £2.95

TIMEWISE

Why not use your Alari as an electronic diary? Timewise allows you to keep
track of all your appointmenis and important dates on a daily, monthly or
yearly basis, Now you can dispense with your diary and let your Atari do the
work. If you have a printer Timewise allows you to print out the information in
a variety of ways.

Originally £22.99

DSk OUR PRICE £3.95

HOME FILING MANAGER/PAY OFF

DISK ONLY

The Home Filing Manager record keeping system that simulates index cards on
your Atari, keeps track of almost anything together with The Pay-(MT Adventure
- vour chance to sample an adventure in classic style. This two disk set also
includes some top class graphics demas.

SPECIAL PRICE - ONLY £1

PROOFREADER

Users of Atariwriter will be delighted with this, the long lost spelling checker for
the Alariwriter cartridge! Proofreader may be loaded alongside Atariwriter 1o
give you instant access 1o a dictionary of 36,000 words. IT that is not enough vou
can add your own words as you go. Errors are highlighted on screen for
correction, unusual words can be saved and you can look up spellings,

DSk OUR PRICE £5.95

MACRO ASSEMBLER

The Macro Assembler will allow vou to create your own maching language
games and applications five times faster than with the Assembler Editor
cartridge and it can assemble as many as 1600 symbol definitions with no limit
on program size. You can duplicate code, optionally assemble code and modu-
larise your program. A Program-Text Editor is included.

Normally £19.95

ny  OUR PRICE £7.95

BASIC CARTRIDGE

Why would you want a Basic Cartridge when Basic is already built in to your
machine? Well some programs, especially some early public domain programs
won’t Fun on the XL/XE but they will if you plug in the old version of Basic.
Much more convenient than having to bool in the old Basic from disk and, at
this price, worth having just as a backup.

camom <= OUR PRICE £3.95
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PIRATE ADVENTURE

"Yo ho ho and a bottle of rum ...". You'll meet up with the pirate and his daffy
bird along with many strange sights as you attempt o go from vour London Mat
to Treasure Island. Can vou recover Long John Silver's lost treasures? Happy
sailing matey. Scott Adams Graphic Adventure #2 brings vou a superh Begin-
ner's level adventure complete with graphics and ideal For all ages

S Original price £19.95

ONLY OUR PRICE £7.95

STRANGE ODYSSEY

Al the galaxy's rim, there are rewards aplenty to be harvested from a long-dead
alien civilization. Fabulous trensures ... sdvanced technologies far bevond human
ken ... All this and more awaits the brave galactic Adventurer. But will you be
able to recover the wealth and refurn home? Prepare yoursell for a Strange
{:ld__l'riﬁ-t}'! Scott Adams Grraphic Adventure #6 is a Moderate level sdventuare.

- - - » . I 5
i Original price £19.9

ONLY OUR PRICE £7.95

HARDBALL

American League baschall at it's very besi. A highly regarded game - check out
the review in Issue 45 “THE best sports simulation on the Atari’. Look over the
r as he throws the ball to the waiting trio of hatter, catcher and
umpire. In HardBall you can hit, run, steal, blunt and dive, change the fielders
and de everything you can do in the real game. For one or two players.

i Normally £14.95
CARTRIDGE DUH pHICE E?.gs

GALAXIAN

Another arcade conversion that retains all of the addictiveness of the original
and still stands as one of the all time classics. Blast the galaxians as they advance
in formation and ped off to attack. With one or two players and 10 skill levels
you'll be entertained for a long time, Includes an casy option for beginners,

s Normally £12.95
CARTRIDGE OU_H PRICE £6.95

STAR RAIDERS II

Disk version of this follow up to the greatest computer game. Your missbon is (o
pilet the hotiest fighter in the galaxy - the Liberty Star - to destroy the entire
Lylom Master Force. Your weapons are: Pulse Lasers, lon Cannons and Surface
Stur Bursts. Warp between two systems, protecting friendly bases whilsi drop-
ping Star Bursts on the enemy, More great action in Star Raiders fashion.

Normally £14.95
OUR PRICE £5.95

DISK

U.S. FOOTBALL

American Foothall is now a big craze in this country and you can now play at
hovme, Outsmart the defence, pass with amazing accuracy, run with speed and
agility, make tackles, select offensive and defensive v and more, You can
take on the computer i a practice game or cha v w dramatic
video howl game of vour own in a packed stadivm,. Al the thrills of the gridiron.

Normally £12.95
ROM

CARTRIDGE SOLD OUT

wu frie

JOUST

Don your helmet and hoist your lance and climb aboard an ostrich in this
unusual arcade gume! Do battle with the evil Buzzard Riders in deep space.
Frerodactyls to the right of you, alien cggs to the left, you must learn to Ny so
that you won'tl die so very far from home. All the arcade thrills for one or twis
players.

e Normally £12.95
cartrnce  OUR PRICE £6.95

RESCUE ON FRACTALUS

Ask old hands whai was one of the best games ever for the Atarl and a good
proportion of them will say Rescue on Fractalus. This game from Lucasfilm set
new standards in computer games combining a space Might simulator with a
rescibe mission. Super, ever changing, 313 scenery as vou fly through the
mountains to land on the plancet and rescue stranded pilods,

s Normally £14.95
cartrnce  OUR PRICE £6.95

BALLBLAZER

Another from Lucasfilm, this top quality split screen game takes place in a
games arena of the Molore, Yoo are strapped into a Rotofoil hovercraft-like
wehicle that skims over the surface of the playTield at 50 metres per second. The
object is simple, just release your Plasmorh through vour opponent s goal. Two-

player sim 15 play with first person perspective for both players.
s Normally £14.95
CARTRIDGE OUR PHICE 26195

SUPER BREAKOUT

Breakout was the original simple vet totally addictive game and this enhanced
version will provide even more addictive Fun. Several variations on the basic
theme are available Tor one to four players (up to § on the 20008008 ), NOTE that
this game requires paddle controllers.

Normally £9.95
ROM

cartrince  OUR PRICE £3.95

STAR RAIDERS 2

The original Siar Raiders is updated with better graphics and sound. Your Juoly

is to clear each sector whilst ensuring that the enemy do nol overrun planets in
ancther part of the gulaxy, It will take skill in deciding which sector o warp io,
can you afford to clear a sector or will vou have cave to defend a planel and
return later! A great Follow up to an all time classic.

Normally £14.95

OUR PRICE £6.95

ROM
CARTRIDGE

LODE RUNNER

Another classic, perhaps the best of all plaiform games, You are a highly trained
Gialactic commando deep in enemy territory. Your mission is to infiltrate all 75
of the enemy’s subferranean levels to recover every last piece of gold. You are
equipped with a laser drill pistol but you'll need cunning, speed and agility.
Lode Runner includes s unigque extra that allows you to create your own levels.

Normally £14.95
ROM

CARTRIDGE OUH PHICE E?.gs

TENNIS

Lareal sports fun either against the compuler or another plaver, singles or doubles. Farehands
and backhands, driving approach shots, angled volleys, overhead smashes and tricky lobs -
they are all here. You control your position on the court and where you want o hit the ball,
The electranic scorchoard dis plays the resulis. All the sction without the sweat®

e Normally £12.95
cartrice OUR PRICE £6.95

ONE ON ONE

Play haskethall with two of America®s top players in this great sports simulation
which features realistic offensive and defensive moves, Tatigue Factors, hot
sireaks, a shot clock, even instant repay and a shattering backboard! Like the
game of baskethall itself, One-on-One rewards you for playving with your head

s well as vour hands,
Normally £14.95
ROM

cartrice  OUR PRICE £6.95

FIGHT NIGHT

Fight Night brings you all the thrills of the boxing ring as vou face five of the
musl brutal fighters ever. [is five separaie hattles are total war with relentless
action, The Boxing Construction Set allows you and your opponent to creale
your own perfect boxers, selecting stamina, intellect and style. Step inlo the Fing
o pit your perfect boxer against the computer or another opponent. 12 players.

Normally £14.95

OUR PRICE £7.95

ROM
CARTRIDGE

DESERT FALCON

A version of the classic Blue Max that finds you Nying across the desert Indiana
Jones style searching for hieroglyphics hidden in the desert sands. You need (o
survive long enough to destroy the howling Sphinx. The longer vou survive and
the further you procecd, the more perilous yvour mission becomes. IF you desiroy
the Sphinx you get to gain the bonus round for even higher points. Four levels,

Normally £14.95
OUR PRICE £7.95

ROM
CARTRIDGE
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ORDER FORM

ALL ITEMS FOR XL/XE

~ SERIOUS SOFTWARE GAMES SOFTWARE 99p CASSETTES

Qty. | Thie Pice | Tota Qty. | Titk Price | Total Qty. | e oo e o (T;“'
BASIC CARTRIDGE £ 3.05 ATARISMASHHITS7 |SOLD OUT KING SOL gl
BALLBLAZER £ 6.95 SCRAM £ 0.89
BASIC COMPILER £4.95 CAVERNS OF MARS £ 6.95 STATES & CAPITALS |£ 0.99
HOME FILING MAN. | PAY OFF | £1.00 DESERT FALCON £7.95 STATISTICS £ 0.99
GALAXIAN £ 6.95 Total
INV TO PROGRAMMING | € 5.00 HARDBALL £7.95
JUGGLES HOUSE £ 595 FIGHT NIGHT £7.95
JOUST £ 6.95
JUGGLES RAINBOW | £5.95 KABOOM £205 PUBLIC DOMAIN ETC.
, LAPIS PHILOSOPHORUM | £ 1.99 N Prce| Toa
JUGGLES RAINBOWHOUSE £9.95 LODE RUNNER =795 Gty. | Title T o
JUGGLES RAINBOW - DISK | £ 5.95 MAXWELLS DEMON | £1.99 ISSUE 51 DIS ;
MR ROBOT - CASS £1.99 8-BIT REFERENCE GUIDE |£ 6.95
LETTERWIZARD | £8.95 R T.DRx [ ti® e T
MACRO ASSEMBLER | £7.95 ONE ON ONE £6.95 -
PIRATE ADVENTURE | £7.95 Total
MASTERTYPE £295 T
MICROSOFT BASIC £5.95 RESCUE ON FRACTULAS | £6.95 DAGE 6 SOFTWARE
STAR RAIDERS 2 £ 6.95
MUSIC PARNTER £7.95 STAR RAIDERS Il (DISK) | £5.95 All on disk unless shown
PLANETARIUM £ 6.95 STRANGE ODYSSEY £7.95 oy e = =
SUPER BREAKOUT __ | £3.95 -
il B e TAIL BETA LYRAE - CASS | £1.99 TRANSDISK IV £19.95
PRINT SHOP (BOTH) £ 8395 THE COUNT SOLD OUT MINI OFFICE I £14.95
PROOFREADER £5.95 3::3: - gﬁs 5—333 SPELL ME - Disk | £695
SKYWRITER £ 495 S FREE NIBBLER -
SILENT BUTLER £6.95 00 IF ORDER TOTALS £10 or more (ex. posiage)
TELELINK £ 4.00 Qty. | Title Pice | Total DISK ONLY - TICK IF REQUIRED D
TEXT WIZARD £ 7.95 EASY PROGRAMMING | £5.95 TOTALS
TIMEWISE £3.95 THE 130XE HANDBOOK | £3.00 Software ¢
TOUCH TYPING £4.95 MICRO ENQUIRER___ | £2.00 Books g
TYPO ATTACK £6.95 ATARI ADVENTURES £1.50 Post and Packing on above £ 1.00
TOTAL PAGE 6 Software £
Total £
i —— |

Most goods will be despaiched within a few days but please allow up fo 28 days for
delivery - Please feel free to copy this form if you do not wish to cul the magazine

TELEPHONE ORDERS 0785 213928

#

Name [] 1 enclose cheque/P.O. for £

Address I___l | authorise you to debit my credit card

[Jvisa [Jaccess [JEUROCARD [ JMASTERCARD

—_— My card number is:

OO0 OO0 OO0 O
Total Order x g oy DD DD

OVERSEAS postage PLUS 15% £ Signature
Total £

Please ensure that the name and address shown are
Please make cheques payable to PAGE 6 the same as the cardholders.

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928  FAX: 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 ... no 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 £19.99. 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 Z0OO
DONALD'S ALPHABET CHASE
GOOFY'S RAILWAY EXPRESS
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AT Software have
H been around a while

now, bul seem to
have been keeping a fairly low
profile. Perhaps that's chang-
ing though, as they recently
serit me TEN of their products
for review. Unfortunately 1 just
don't have the space here to do
a full review of each one, but [
do want to mention them all so
I've compromised by providing
a brief description plus my
overall opinion of each.

All the programs rumn 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
rather specialised nature!

SPRINTER (£29.95) - a very un-
usual and speclalised program aimed at
students involved in fabric design. It's
basically a pattern generator and can
load a DEGAS PI1 format picture, cut a
square block from any part of it, then
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 manually “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 P11 format. The program
also has a "colour stripping” facility,
about which the manual tells you abso-
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lutely nothing. Apparently it's used for
printing colour separation acetates used
for transferring your pattern onto a fabric
in colour.

Verdict - the computer side of it seems
to work fine. I'd love to see the end result
af the complete [abric printing process!

COLOUR STRIP (£12.95) -
similar to the colour stripping part of
Sprinter, but works on any PI1 or
Neochrome format picture file. Again, the
manual says nothing about its intended
application.

Verdict - as_for Sprinier.

COLOURS [312.95] another

specialised utility. Early models of the
ST/STFM have a bug which causes the
printing of incorrect colours when screen
dumping to a colour printer. This prog-
ram loads a P11 format picture; adjusts
the colours so they'll print out as origin-
ally intended; then writes the adjusted
file back to disk for later printing.

Verdict - No commenti. I have
an early ST, but no colour prin-
ter so [ couldn’t test its effec-
tiveness.

FIRST PAINT
[£12.95] - 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 PI1 format, so the
childrens' creations can be
saved for posterity or passed to other
HAT programs for further processing.
Screen dumps to the printer are also
supported.

Verdict - _fine for its intended users, buf
rather expensive _for what it is.

STAGE 11 [£14,95] - a4 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 P11 or
Neochrome formats. Also supports the
VIDI-ST video digitiser, but again the
manual says little about using it! Unfor-
tunately 1 couldn't try it either, as I don’t
have access L0 One.

Verdict - the natural next step for chil-
dren _familiar with First Paint, providing
comprehensive facilities while remaining
easy o use.

BLOWUP (£12.95) - this can load
any P11 format picture from disk. enlarge
it, then print it out on an Epson compati-
ble printer. Other makes (even colour
printers) can be used, but the manual
doesn't explain how. Printout size can be
sealed from actual screen size up to 26 x
26 screen size, allowing glant posters to
be made. The picture is printed in sec-
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tions on separate pages, so you have to
cut them out and glue them together to
construect the poster. Printing giant post-
ers eats printer ribbons, so ensure you've
got spares handy!

Verdict - works well, if a little slowly.
Kids will love making posters of their
creations!

NOUGHT TO NINE (£14.95) -
introduces voung children to the concept
of numbers. It contains seven different
"games” which are based on pair match-
ing, object counting, and number recog-
nition. The pair matching games also
help with memory development and are
really four different levels of the same
game. They follow the classic format - the
child uncovers an icon and then locates .
its hidden matching twin from the selec-
tion presented. Single icons are used to
begin with, so the child has only to
match objects. It then moves on to multi-
ple icons, so the child has to count them
AND match them. The numerals 0 to 9
are then introduced, and finally icons
and numerals are used together.

The other three games involve counting.
"How Many?" involves a straight count of
the icons displayed. "How Many More?"
displays a numeral and the same num-
ber of icons and asks "how many more?”
to make a given total. "How Many Less?"
is similar but involves counting down in-
stead of up. Answers are input via the
keyboard or by mouse click on an
onscreen number strip. No help is given
for wrong answers, the child just retries
until he gets it right, when he's rewarded
with an animated display of bouncing
icons. Ten correct answers is rewarded
by a snatch of sampled music. You can
customise the program by adding your
own sampled music (via a separate Re-
play cartridge), and by designing your
own icons with the supplied icon editor.

Verdict - an easy-to-use "traditional”
learning aid which young children should
enjoy using.

JIGSPELL
[£14.95] - designed to
help with spelling. It dis-
plays a numbered grid on
the screen, each section
of which covers part of a
picture. A word is then
displayed, which the
child memorises then
keys in after it’s removed
from the screen. A correct
ANSWEer UNCOVETS A Sec-
tion of the picture, so as
the child progresses the
picture is slowly revealed
in jigsaw-like fashion.
Help is given and retries allowed if the
child makes a spelling mistake.

Again the program can be customised.
You can provide your own Pl1 format
pictures using FIRST PAINT, STAGE 11, or
other art program. Customised word lists
can be built and stored on disk using the
supplied word list editor.

Verdict - 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 (£14.95) - nota
typing tutor. but a simple electric type-
writer emulator. You can type a line of up
to BO characters onto the screen (with
simple editing facilities available), then
press Return to print it out. The ST's
function keys are used to switch from
normal font to bold, underline, italic,
condensed, extended, NLQ, or certain
combinations of these - assuming your
printer can handle them. Screen display
is non-WYSIWYG, so you can't actually
see the different styles until they're prin-
ted out. Default support is for Epson
compatible printers, but a supplied util-
ity allows virtually any other make to be
supported. There's no save /load facility
as the program is emulating a typewriter,
not a word processor.

Verdict - very easy to use, useful for
keyboard familiarisation and simple typ-
ing - without the complications of a word
processing prograrm.

LEARNING TO TYPE
(£14.9'5] - IS a typing tutor! It starts
by displaying a colour coded keyboard
diagram showing which fingers are used
to press which keys. Graded and timed
typing exercises follow, during which you
can optionally view a (different) keyboard
diagram as a visual guide. You have to
key in a "text stream" which scrolls
across the top of the screen, with the
characters of the current word displayed
in appropriate keyboard /finger colour
codes - a nice feature. On completing an
exercise you're told your typing speed in
characters and words per minute and
your accuracy in percentage terms. The
keyboard diagram can be replaced by any

P11 format picture. It isn't displayed im
mediately, but is revealed a strip at a
time as you correctly key in the text
stream. Using the supplied editor it's
possible to provide your own customised
text streams to supplement those pro-
vided. There's also a game option in
which you disable incoming missiles by
quickly (and accurately!) typing in their
displayed identification codes.

Verdict - again. a useful program which
achieves its aims without fuss.

OVERALL
IMPRESSIONS

These programs cover a very wide range
of educational applications and HAT are
to be commended for supplying this diffi-
cult part of the market - especially for
providing such unusual utilities as
Sprinter and Colour Strip. [ know these
are of limited interest, but it does demon-
strate innovative use of the ST, opening
up a whole new field of educational pos-
sibilities.

| particularly liked the way PI1 picture
files can be interchanged between
various programs - the kids will love
seeing thelr computer artwork in poster
form, used as background pictures in
other programs, or even ending up prin-
ted on fabric! Overall graphical presenta-
tion of the programs can really only be
described as adequate, and could do with
livening up somehow. The same applies
to the use of sound. Also, il's a pity HAT
don't standardise the user interface
across all their programs - and make
them a little more intuitive to use while
they're at it. And those awful manuals
really do need a major overhaul!

In summary, HAT's programs are defi-
nitely worth considering, especially if you
need the more unusual functions they
provide. However, the less esoteric prog
rams have more competition, so although
they're generally quite good. you may
want to compare them with other similar
products before parting with your hard
earned cash.
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ST lately? No, | don't mean Pac-

TRADITIONAL P i

ON YOUR ST
Part 1
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man or Space Invaders! | mean
REALLY old games like Sen't, Merels,
Wei-ch'i, Chaturanga, Hneftafl or Rith

momachy! What, you have never heard of

any of them?

Well, Rithmomachy was a French game
from the 12th Century (yes, the French
were just as crazy back then!) which in-
volved moving circles. triangles and
squares with numbers on them around a
double chess board. Rithmomachy
means "the battle of numbers”. For ex-
ample, a piece x which could make a
legal move of n squares onto a piece x*n
could take it by multiplication! Winning
involved arranging your pieces into arith-
metic, geometric and harmonic progres
sions. The game died out ...

Fortunately most of the rest survived
and have evolved into modern games of
which yvou will certainly have heard - the
Egyptian Sen’t became Backgammon;
Merels was played everywhere and tur-
ned into games like Noughts and Crosses
or Nine-Men's Morris: the ancient Chine-
se Wei-ch'i was adopted by the Japanese
around the 6th Century AD and became
known to the Western world as Go; the
Indian Chaturanga spawned many di
verse variations of Chess including the
version YOU know (mind you they were
still arguing about details - like how far a
king could move when he castled - in the
17th Century!); Hneftafl was a Norse
game, interesting in that the sides were
completely unbalanced and had different
objectives - the good guys were always
supposed to win - which could explain
why that died out as well!

chess-players and crammed full of extra
features to make themn good value for
money. The credits for Chess Champion
claim that it is the "World's Strongest
Chess", but since they also claim that it
was written by the "Most Modest Prog-
rammers” we should probably take that
with a pinch of salt! What is certain is
that both programs are right up there at
the near Candidate Master level and will
give anyone but the top few players in the
country a good run for their money. and
despite the Champion's claims [ would
not like to say which is the stronger at
any particular setting.

Of course. you may be looking for a
Chess program which you can beat [we
all need a moral boost from time to
timel!). Fortunately both games offer this
option as well, but in different ways. De
spite Champion’'s claim to have the
weakest low - achieved by selecting
Orangutan level, which plays virtually
randomly! - it failed to lose against Col
ossus's option of "Play to Lose"! Colossus
kept putting its pieces where they could
easily be captured, but Champion, play
ing randomly. nearly always missed
them! However, it is virtually impossible
for someone playing randomly to actually
achieve checkmate, so Champion
couldn’t WIN either - the result was a
DRAW!

I did like Colossus's "Play to Draw™ op
tion which deliberately makes mistakes if
you are losing badly, so that you can
catch up again - provided you take
advantage of them!

As if they aren’t strong enough already,
both Champion and Colossus will auto-

So what's this got to do with
computers? Well, you can play
all of the ones that survived
against your ST, and that is
what this article will eventually
be about. But before we get to
that, here is a hint for anyone
trying to think of a simple game
to program onto their home
computer: nip down to your
local library and have a look for
"A History of Board Games” by

CY48B281 .00 ENESB78ETe

H.J.R. Murray or "Board and
Table Games from Many Civilisa-
tions" by R.C. Bell. If you skip through
the boring bits yvou will find the rules for
literally hundreds of simple board games
which PAGE 6 would, | am sure, be de-
lighted to publish or put into the Public
Domain Library if you would care to
program them!

So, let's start with Chess. If you haven't
got a Chess program yet for your Atari
then I can thoroughly recommend both
COLOSSUS CHESS X and CHESS
CHAMPION 2175. Both are excellent

matically learn from their games with
you and update their libraries of opening
moves, Both will also allow you to add
your own openings as well. A nice feature
of Champion is that if you play a stan
dard, named opening or defence it will
display the name on the screen for you.

Both provide multiple views of the board
and multiple sets of fancy chess pieces
nothing like BattleChess of course which
is not as good a chess-player, nor so full
of features.



GAMES

Pictures - left Chess Champion 2175,
above Atari's BACKGAMMON, right
BACKGAMMON ROYALE

Uniques for Colossus include an option
to play blindfold, optional classical back
ground music, "show legal moves” (good
for beginners), full tournament para-
meters (first and second controls and
times), "All the Moves” mode (so you can
play lightning chess with a time limit), a
problem solving mode (and some prob-
lems for you to solve) and 29 of the best
human vs computer struggles since 1951
for vou to review.,

Uniques for Champion include intuitive
fast move entry (click on a square or
piece and it will guess which move you
want to make), "What if?" (allows you to
enter the next few moves and Champion
will then tell you what it thinks would
happen if you did that), "Your Grade"
(will test you with a series of Chess prob.
lems and tell you your ELO grade) and a
Fause option in case the phone rings!

What neither of them has is my
favourite chess program feature from a
game [ used to play back in the sixties! If
you were losing badly you could press a
key which made the board tip over and
all the pieces fell off and disappeared
through the bottom of the screen! Com-
pletely pointless, but very therapeutic!

Two excellent programs - 1 leave you to
make your own choice about which extra
features you prefer. Of course, if you
don't need any of those extra features,
you aren’t too good a player, you haven't
got a lot of money and you don't mind
being told "Mittlere Auflosung Einstellen”
(select medium resolution!), then you
could always get the German Public Do-
main version for only £2.95 (including
other goodies such as Backgammon and
Monopoly)! It is on Page 6 diskette ST27
and plays quite a reasonable game,

As a final comment on chess games you
might like to know that Infogrames'
Chess Simulator. reviewed last issue, is
actually the previous version of Chess
Champion 2175; the Simulator is the
2150 version licensed from Oxford Soft-
works' parent company CFP Software,

BACKGAMMON

Enough about Chess! | just men-
tioned that you can get a Backgam-
mon program for only £2.95; as
with the Chess program on that
diskette, the Backgammon program
is fairly low on features: no doubl
ing cube, no changing your mind
halfway through your meove (which
is actually legal), no choice of style
or strength of play, in fact no fea-
tures at all! But it will give you a reason-
able game of Backgammon!

Of course if you would like something a
little more sophisticated you again have a
choice - Atari do a BACKGAMMON in
their Mindgames Series, and Oxford Soft-
works do BACKGAMMON ROYALE. Both
games provide an explanation of how to
play Backgammon (unlike the PD ver-
sion!); the Atari description is perhaps a
little more helpful for the beginner and
includes some recommended
openings, but there are plenty of
good books on the subject if you
wanl to go deeper into the game.

Just in case you don’t know -
Backgammon is a gambling game,
a race to get vour 15 men off the
board before your opponent. You
move, according to dice throws, in
opposite directions around the
board, and if you manage to land
on a solitary enemy piece (known
as a blot) you send him all the way
back to the beginning! A very important
extra dimension is added to the game by
the use of the Doubling Cube - at any
time you can demand that your opponent
must choose between resigning or play-
ing on at double the initial stakes! This is
a modern innovation which brings a
psychological element to the game, and,
while the computer is not necessarily
very good ‘at human psychology, at least
both versions implement Doubling fully
so that you can get practice at it.

Both versions play quite a strong game,
though if you are already an experienced
and strong Backgammon player you may
find that you can win quite regularly
against either of them even at their
strongest levels. Sadly neither of them
seem very good at either playing or de-
fending against a Back Game (this is an
advanced strategy whereby a good play-
er, having taken some risks which failed
to work out, starts to deliberately get his
men sent back so that they can harass
the enemy more effectively - this seem-
ingly suicidal technique can show amaz-
ing results if played well!).

The Atarl Backgammon is probably best
for beginners as you can set its playing
strength from 1 to 10. Levels 1 and 2 are

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 next move, it can take up to 10 more
seconds to actually make it as it insists
on flashing the dice and moving the
pieces very slowly to their destinations. 1
was looking for a way to speed it up
before it had finished its first move -
sadly there is none - don't games testers
notice these sort of things? The end re-
sult is that it takes around 10 minutes to
play a game that Royale can play in 5
minutes.

Royale moves its pieces at a sensible
speed (though you can slow it down if
you are a beginner!) and generally has a
slightly friendlier user interface (though
neither are perfect!). The only place
where Royale may fall down is that it has
no easy levels. It provides two opponents
for you (who presumably play with diffe-
rent styles) and it chooses randomly be-

tween them for each game; it also allows
you to select whether you wish it to play
aggressively or defensively. But it always
plays at its best so a beginner may get a
little frustrated.

More Ancient Games next issue: Bridge,
Go-Mokuw, Shanghai and the best of them
all - GO!

by
John Sweeney

COLOSSUS CHESS X
(CDS Software) - £24.99
CHAMPION CHESS 2175
(Oxford Softworks) - £30.60
BACKGAMMON ROYALE
(Oxford Softworks) - £26.28

BACKGAMMON (Atari) £24.99
PD DISKS from the

Page 6 Library - £2.95 each
=
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DISNEY

roducts bearing the Disney logo
P are usually of high quality, so |

was looking forward to trying out
these Disney based educational prog
rams distributed by Nathan Software.
The three programs under review are
aimed at children 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 eolour 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 a promo-
tional flash on it saying "free Disney gift
inside". In fact, you have to collect stick-
ers from several different programs in the
series and send them off to get your "free”
gift! That's very sneaky, Nathan Software!

Write out one hundred times "l 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 suburban street scene;
and the beach. The basic scenery also
incorporates four or five large numerals,
sometimes lightly 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, if you watch carefully for a while,
varipus 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 be found. Re-
keying 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 selecied before
the program moves
to the next. The
booklet says you
can "flip" to any
screen by pressing
an arrow key, but
this didn't work on
my copy. Neither
did the sound on/
off toggle. After 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, although
Mickey and Goofy are excellently drawn,
their animation is minimal. One odd
thing is that their mouths move in time

HEY, MICKEY - LET

with the counting of the animals, but no
sound emerges. They also laugh sound-
lessly at the completion of each screen. It
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 [ 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
sereens. 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 ST's keyboard, which allows
Donald to catch the wayward letter and
hurl it up into the rack where it belongs.
The letter's outline 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! Although this means
they match the keytops of the ST's
keyboard, children 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 moving
from screen to screen did this time.

The sound is handled differently in this
program. The title music is a jazzed up
version of the "Alphabet Song”, using
sampled sound by courtesy of Microde-
al's Quartet sample sequencer. However,
ordinary internal chip sounds are used
on the main screens. At the end of each
screen Donald's mouth moves as if he's
singing the Alphabet Song, but all you
hear is a weedy single voice chip sound.
Why couldn't they have used sampled
sounds of Donald's voice? The subject
cries out for it!

This program is better value for money
than Mickey's Runaway Zoo, but 1 don't
think it should have been centred around
upper case letters. Surely the designers
could have used lower case, even if it
meant replacing keyboard input with an
onscreen letter display and mouse selec-
tion (pun intentionall), as in other prog-
rams of this type now on the market.

GOOFY'S
RAILWAY EXPRESS

The third Disney package is designed to
teach your child about colours and
shapes. It involves helping Goofy drive
his train through a colourful and scenic
landscape, taking Mickey along for the
ride. The train is quite small, so to en
sure you get a good view of the Disney
characters there's an enlarged inset
frame on the sereen showing them in
close up. There are seven screens to
travel through, each one depicting a dif-

ferent scene, in-
cluding a river cros
sing: a desert
scene; and a couple
of stations - more of
which anon. The
train travels con-
tinuously through
the screens, turn-
ing round and
doing the return
journey after the
seventh.

The engine puffs
out clouds of black
smoke, each cloud
containing a coloured geometric shape.
By pressing the ST's spacebar the child
can get Goofy to toot the engine’s whistle,
which magically changes the geometric
shape into one of a wide variety of ani-
mated objects. This is then positioned
appropriately in the landscape by the
program,

Passengers wait at the stations, and
these are either Donald, Uncle Scrooge,
Daisy, or Pluto. Above each passenger is
a different geometric shape, and if you
want Goofy to pick
up a passenger
you have to watch
oul for a matching
shape to puff out
from the train's
smokestack.,
Pressing the
spacebar then
causes the train to
stop, the appropri-
ate character will
get aboard, and
appear with Mick-
ey in close up in
the inset frame
mentioned earlier.

The graphics are
of similar standard to the other two prog-
rams, i.e. colourful, attractive, and with
reasonable animation. Disappointingly,
the music has been recycled from Mick-
ey's Runaway Zoo - more corner cutting?
The train whistle sounds rather good,
but the engine noise is poor - it sounds
more like an old petrol driven motor
mower than a steam engine! Yet again
the sound couldn't be turned off, despite
the comments in the instruction booklet,

I thought this program was the best of
the three, but I still can't consider it
particularly good value for money at
£24.99,

OVERALL
VERDICT

The concepis behind these programs are
fine, they'll undoubtedly do the job
they’'re designed for, and the kids will
love them. However, I can't help feeling
they rely far too heavily on the "cuteness
factor” of the graphics and animation, to
the detriment of the overall content.
Other areas don't come up to the same
standard, and there's evidence of corner
cutting and skimping, particularly in the
sound department. | got the distinet im-
pression I'd been given short measure,
particularly with Mickey's Runaway Zoo,
Just compare it with any of Database's
superb Fun School series of programs to
see REAL value for money - Runaway Zoo

is more like one section of any of the Fun
School packages. In my opinion these
Disney programs aren’t really worth their
asking price, so if you're interested in
buying them make sure you see them
before parting with your hard earned
cash - just in case you agree with me!

MICKEY’S RUNAWAY 200
DONALD'S ALPHABET CHASE
GOOFY’S RAILWAY EXPRESS

Nathan Software £24.99 each
Reviewed by John S Davison
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PD

I probably!). Not only is the
ST supported by hundreds

of software applications, MIDI in-
struments, DTP bureaux, dedi-
cated magazines and enthusiastic
users (not to mention excellent
public domain software lib-
raries!), it's also very fortun-
ate in having attracted a
wide variety of third-party
expansion options. For ex-
ample, with the addition of
some relatively affordable
hardware add-ons, the ST
can be transformed into an
IBM PC or an Apple Macin-
tosh - so bringing two whole
new worlds of computing to
your desk-top.

users have at their finger-
tips one of the most flexi-
ble personal computer sys-
tems in the world (well,

ONE MACHINE
OR MANY?

PC emulation on the ST has evolved
from humble beginnings with Robtek’s
somewhat less than stunning ‘M5-DOZ’
software emulator to the dependable (but
desperately slow) ‘PC Ditto” and, more
recently, to an ever-improving selection
of powerful hardware devices offering in
creasingly comparable performance to
the ‘real’ machines (incidentally, if Con-
dor are looking for someone to review
their new 286 Supercharger, I'd be very
happy to oblige!). Macintosh emulation
has similarly developed into a highly adv
anced state, with the brilliant Spectre
GCR, complete with built-in Apple
ROMS, offering a genuinely realistic
alternative to the considerable expense of
purchasing an original Mac.

As if all this isn't exciting enough, you
can even convert your ST into an Atari
8-bit! Now THAT S more like it! How
many PAGE 6 readers sold their beloved
400s, 800s, XL's and XE's to invest in a
16-bit alternative, only to rue the day?
Besides, wouldn't it be nice to make use

Issue 51 - Mew Atari User

of all those type-in listings in the 8-bit
section, and to get down to some real
programming once again? Well you can,
with a small number of exceptions,
thanks to an extremely clever program
called ST XFORMER. The good news,
as you might have guessed, is that it
won't cost you an arm and a leg since the
disk is shareware and available at the
usual nominal price from the PAGE 6 5T
Library.

Paul Rixon’s

WORLD

separate modes for 400,/800 and XL/XE
machines and further selections to en-
able or disable BASIC. choose normal or
specially enhanced floating point
routines, RAM sizes from 32K to 64K
(128K mode isn't supported), fast or nor-
mal disk speeds and alternative values
for the Vertical Blank Interrupt. The lat
ter selection is intended to increase the
speed of the emulator, since VBI's take
up around 3 or 4% of the total processor
time on an 8-bit Atari.

AREIN-
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Get ready to make your ST an XE!

MAKE IT AN
8-BIT ATARI!

When you boot up the disk you're ini
tially greeted with various notices and a
GEM menu bar providing a variety of
options. The truth is, however, that the
majority of these options don't do a great
deal as they are intended for "future en-
hancements”, such as support for Com-
modore 64 (yuk!) and Apple II emulation
modes. Unfortunately (though not unex-
pectedly) the respective companies have
not exactly been keen to allow PD prog
rammers access to their operating sys-
tem source code! The system does in-
clude a useful help menu to aid you in
getting started - if you get really stuck
there's a liberal amount of documenta-
tion supplied on disk. You probably won't
need to refer to this much, sinee running
the emulator is really quite straightfor-
ward. First of all you may configure
various aspects of the system to meet the
requirements of the hardware or of the
8-bit software you want to run. There are

Having confirmed the set-up,
selected ‘continue’ from the menu
and waited briefly for the usual
B-bit boot-up initialisation, the
familiar blue screen with ‘READY’
prompt appears - your ST Is now
an 8-bit Atari! But does it really
work like an 8-bit? Well, mostly
yes! You can certainly write prog-
rams in Basic, PEEK and POKE
memory locations, call up the
Disk Operating System and run
programs in the normal way -
albeit at approximately 40% of the
speed of a real 6502-based
machine. The program appears to
support player missile graphics
{sprites to non-ex-8-bitters) and
most of the custom-chip hardware regis-
ters. The most notable features not cur-
rently supported are display list inter
rupts and the GTIA graphies modes.
Also, the keyboard is based on the North
American layout so UK users will find
that a few keys aren’t in the places they
anticipated. It's important to bear in
mind that the author doesn't guarantee
his work to be absolutely bug-free - in
fact he encourages users to point out
problems and suggest improvements - so
a fair amount of trial and error should be
expected. Apart from the niggles already
mentioned, the emulator is generally very
well implemented.

You might be wondering how it's possi-
ble to use the 8-bit’s 5.25" floppies with
your ST - the answer is, of course, that
you can't. Instead, ST XFORMER
creates two ‘virtual’ disk drives (i.e. in
memory) which can be loaded with vir-
tual ‘disks’ or individual files from the
ST's drive. The “disks’ are actually files on
your ST floppy which are bit-images of a
single density 8-hit disk. This means you
can port over entire disks in one go from
an 8-bit machine using suitable com-
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ALl of the Magic/Spectre columns printed in Current Notes from early
1987 thm?

h mid-1998 are included on this disk in three seEirm poc
eff Greenblatt authored this column from March, 1987 throush

February 1989, His colunn was entirled "Adventures in the Magic Sacdom.”
The colmn title was changed twice in 1988, “Magic Sac Update" appeared
in June and then, with the appearance of the Spectre, the column title
changed to "The §T/Mac Connection” in the Dctober 1988 issue, Although
the title changed, the contents were basically the same. Jeff's articles

ar in two DOC files, The 1987 apticles are found in MAGICE?.DOC. The
FCEDERAFHY TUTOR L1588 articles and the last colunn, which appeared in February 1989, are
TEFA BILY found in MAGICES.DOC.

PEPFANTEN WERE TUTR

IFRENCH VERS TUTER boug Hodson started his Magic/Spectre Tips column in March of 1989,
Wis first 14 columns, from March of 1989 through June of 1998, are found
in the file TIPS8998.DOC.

files. J
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In addition to the column files, two DOC files, MAGICLIE.DOC and
SPECTLIB,DOC, are available with a complete listing of the Magic and

Spectre libraries.

In both of these files, disks are first listed in
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A couple of screen shots from THE CURRENT NOTES MAC COLLECTION - the disk contains a greal reader as well as stacks of information

munications hardware and software,
such as PAGE 6's TariTalk package. A
utility called DiskComm is provided to
create the “disk’ files on the B-bit 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 if it sounds complicated

it is a bit, but the instructions explain
everything you should need to know.

Finally, a note on system requirements.
ST XFORMER will run in medium resolu-
tion or mono, but requires at least one
megabyte of memory. There's a ‘junior’
version for 5205T users available from
some sources and, indeed, the XE
EMULATOR disk in the PAGE 6 lib-
rary contains an earlier example of the
ST XFORMER that will also run in 512K.
However, be warned - it's not exactly
glitch free!

EVEN A
SPECTRUM!

If you were brought up on lesser micros,
or want to find out how lucky you were
not to have been brought up on them,
ihe SINCLAIR ZX81 EMULATOR
will, as the name makes obvious, turm
vou 5T into a stunningly powerful ZX81!
Unfortunately the instructions are in
German but even if you've never seen one
of Clive's curlous creations before, you
won't need a Masters degree in computer
science (or German) to work out the
basics. Onece you're in emulation mode,

standard Atari file selector. Brilliant and
amazing are definitely NOT words you
would use to describe the ZXB1 software
supplied (indeed, any ZX81 softwarel).
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 THE CURRENT NOTES
MAC COLLECTION. It comprises a
handy ‘reader’ program featuring dozens
of options to let you view, search, print
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 newsletters

HOW TO GET THEM

All of the disks featured in PD World are available from the PAGE 6 ST library. Each has a

and similar applications.

Talking of disk newsletters (or maga
zines), did you spot that a new issue of
ST NEWS 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 lor
much longer than a while - but let’s hope
this edition of ST 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!l) so next issue is earmar-
ked to be an ‘entertainment special’. See
you then!

the *Help” Key pops up a useful template
of the commands assigned to each key
(on 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
case of hitting J" for 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 ™) to invoke the

unigue reference code which you should use when ordering or making enguiries. Please contact
PAGE 6 if you don't have a copy of their Aceessory Shop
requirements for each disk. THE PAGE 6 CATALOG DISK containing a full list of disk names and
contents is available from the library, priced at £1. The disks referred to in this article are:

Prices for standard disks are £2.95 each or £2.50 each for ten or more
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR
Telephone 0785 213928 or FAX 0785 54355 with credit card orders

laaflets and check the system

ST87 XE EMULATOR

ST260 SINCLAIR ZX81 EMULATOR

5T426 ST XFORMER

S5T480 ST NEWS 6.1

ST506 THE CURRENT NOTES MAC COLLECTION
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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

n the last issue we looked at the

basic nature of sampled sound and

how a computer can be employed as
a form of digital sound recorder. This
time | want to look a litlle closer at the
process, examining the two main para-
meters governing the quality of the re-
played sound, namely, the sampling rate
and resolution of the hardware used.

The sampling hardware "takes a read-
ing" of (or samples) the analogue signal
waveform voltage at regular intervals and
converts each reading into a numeric
data item a digital computer can handle.
So, if samples are taken every millise
cond then 1000 data items per second
are produced, and the process is said to
have a sampling rate of 1kHz (kiloHertz).
A link between sampling rate and record-
ing accuracy was established by a gentle-
man called Nyquist, who concluded that
the highest analogue sound frequency
that can be recorded accurately by such
methods is ONE HALF of the sampling
rate, and this frequency is known as the
Nyquist limit.

In our example above the Nyquist limit
is only 500Hz, which isn't very high.
Low-fi "transistor AM radio” quality
music contains frequencies up to about
5kHz, so achieving this requires a sam-
pling rate of 10kHz. Similarly "mid-fi"
sound extends to about 10kHz, requiring
a 20kHz sampling rate. True hi-fi invol-
ves sounds up to 20kHz and above, de-
manding a sampling rate in excess of
40kHz. This is why Compact Discs
[which use exactly the same sampling
concepts) have a standardised sampling

rate of 44.1KkHz.

You've probably already spotted the
snag! Higher fidelity requires higher sam
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pling rates, which generates more data
per second, and this has to be stored
somewhere. Sampling is one of the big
gest memory guzzlers you're likely to
meet! If each data item generated takes
just one byte, then a sampling rate of
32kHz gobbles 32K of your ST's available
memory for EACH SECOND of sampling
time. CD quality stereo samples take
10MB for EACH MINUTE of recording
time!

Attempts to record sounds containing
frequencies above the Nyquist limit for
the sampling rate in use results in un-
pleasant distortion in the recorded
sound, known as "aliasing”. The only
solution is to filter out frequencies above
the Nyquist limit from the incoming ana
logue signal before they get sampled.
Maost sampling cartridges for the ST have
some sort of "anti-aliasing” filter built
into them, giving reduced distortion at
low sampling rates.

RESOLUTION

The original analogue signal can take
literally ANY value between two limits, so
has an infinite number of possible
values. For instance, signal voltages
could swing between -2 and +2 volts
overall, but at a given instant could have
any intermediate value, e.g. +1 25764545
volts. Storing data with this accuracy
takes many bytes to represent just one
value, and even at intermediate sampling
rates the amount of memory required to
sample sounds would be prohibitive. So.
a compromise has to be made.

Each data item is allocated a given

number of storage bits, this number
heing known as the “resolution” of the
system. Accordingly. it has a limited
number of possible values, e.g. 4 bits can
represent 16 values, B bits gives 256
values, and so on. The overall voltage
range of the analogue signal is divided by
the number of values available, so a
small RANGE of original analogue values
gets represented by a SINGLE digital
value. A smoothly varying analogue sig
nal is therefore represented digitally as a
number of "steps”, a process known as
"quantisation”. This introduces another
distortion into the sampled sound,
known as quantisation error. It's reduced
by making the steps smaller, which re-
quires higher resolution (i.e. more bits),
which again requires more memory!

Another aspect of resolution is "signal-
to-noise-ratio”, i.e. the background "his-
siness” present in a sample. Each bit in
the resolution improves the situation by
about 6dB [decibels), so an 8-bit sampler
performs at around 48dB, about equal to
a low quality cassette recorder without
Dolby. The more expensive samplers use
12 or 16 bits, giving results similar to
good quality Dolby cassetie, and CD
guality respectively.

So, top quality sampling requires a high
sampling rate and high resolution. which
is why CD's work at 44.1KHz with 16
bits, of course. Sampling equipment at
this level of quality costs a fortune, so |
won't dwell on it here. You can have a lot
of fun with much simpler (and cheaper!)
equipment though, and it's this | want to
consider now.

SHOESTRING
SAMPLING

One of the lowest cost samplers around
at present is Mastersound 2 from the
Microdeal /2-Bit Systems stable. £39.95
buys you everything needed to get star
ted, including the sampling cartridge,
software, a cable with 3.5mm jack plugs,
and a 36 page instruction manual.

The manual isn't too forthcoming aboul
the hardware specification. but the car-
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tridge appears to use 8-bit resolution,
and under software control can sample
at rates up to 30.7KHz. Its fixed filter is
set at around 5KHz, which not only re-
duces aliasing effects, but unfortunately
also restricts the frequency bandwidih

you can record /replay. even at high sam-

pling rates. It still makes reasonable
sounds though, and at the price you
can't really grumble!

Connecting up is dead easy. You just
slide the cartridge into the ST's cartridge
port, plug one end of the supplied cable

into the socket on the cartridge 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 setting
the signal level going to the cartridge.

The software has two major compo-
nents, a sample editor and a sample se-
quencer. The editor actually handles re-
cord /replay of samples as well as provid-
ing editing facilities, The first step invol-
ves setting the correct signal input level,
to minimise noise and distortion in the
sample, This is achieved by playing the
sound you want to sample from cassette
and adjusting the headphone volume
until the correct level is shown on Mas-
tersound’s oscilloscope display. At this
point you could also switch on the prog-
ram’'s spectrum analyser, which shows
an animated barchart type display of the
signal's requency content. Trouble is,
the display has no scales to measure
anything by, so isn't very useful. It locks
good, though!

You can then record the sample, either
by manually clicking on the record but-
ton or by using auto-trigger, which auto-
matically starts the recording process
when the input signal exceeds a selected
level, The sample's waveform is then dis-
played in the main edit window, and you
can begin the editing process.

SAMPLE
EDITING

The edit window contains two edit cur-
sors displayed as two vertical lines, ini-
tially set one at each end of the window.
These can be independently dragged to
any position in the sample, with accura-
cy aided by a useful magnify feature, and
are the main tool used in editing. They
mark the positions in the sample be-
tween which vou'll be performing an edit-
ing operation. These include cut, to re-
maove unwanted parts of the sample;
overall sample volume adjustment; fixed
treble filtering; fade-in/fade-out; reverse
(to play the sample backwards); and
compress. The last named allows vou o
compress the sample into less memory,

which 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 sections of the
sample and overlay a sample (or part
thereof) on top of another to superimpose
sounds and create echo effects.

One rather flash feature the program
has is a 3D Fast Fourier Transform dis-
play. This decomposes the sample into
its constituent frequency bands and then
plots each of them against time to pro-
duce a spectacular looking "rolling
mountain style” three dimensional graph
display. Again it has no scales shown, so
doesn’t have much practical use.

You can replay a sample via the TV/
monitor speaker during editing, so you
can quickly hear the effect of your ac-
tions. STE users can select STE output
maode, which uses the machine's DMA
cutput capability, and also gives access
to onscreen bass, treble, and volume
controls. Output is also routed via the
STE's rear audio output sockets, allowing
easy connection to an external amplifier.
However, you DONT get stereo sound, as
yvou've only made a mono sample - both
sockets carry the same mono signal,
Overall sample sound guality isn't exact-
ly in the hi-fi class, but with care reason-
able results can be obtained.

Samples can be saved to disk as 8-bit
signed data in either raw or AVR formats.
The former is just a stralight dump of the
numeric data, but the AVR format in
cludes a 128 byte header record contain-
ing details about the sample's name, re-
solution, data format, whether mono/
stereo, etc, - useful when importing sam-
ples into other sample based software
using the AVR formalt. Samples can also
be loaded from disk into the editor. Each
one loads into the space between the
current cursor positions, so by reposi-
tioning them after each load it's possible
to bring several different samples into
memory then combine them in any way
you want using the edit facilities. You
can create some extraordinary composite
sounds this way!

The editor also has a MIDI play option.
This allows you to play your newly con-
structed sample over a two octave pitch
range from a MIDI keyvboard connected to
the 5T's MIDI IN port. You can only play
one note at a time though - it's NOT
polyphonic.

By invoking Mastersound's sequencing
function you can record your own com-
plete musical pieces. Up to 18 different
samples can be loaded into memory
simultaneously, and these can be trig-
gered over a two octave pitch range from
the sequencer. It's rather limited as it
uses only one monophonic track, but an
"overdub” function allows you to build it
up in several passes using different sam-
ples. So, although you can freely switch

between the 18 sounds, you're limited to
just ONE sound playing at any given in-
stant. It only records in real-time, and
input is from the ST's keyboard - no MIDI
option here. There's no visual indication
of the notes you've recorded, and no way
of editing them other than playing them
in again!

The sequencer is the weakest part of the
package,. so you really need a decent
soundtracker program, such as NoiseT-
racker (Page 6 PD Library, £2.95) as de-
scribed in the last issue, or Master-
sound's companion product called Quar-
tet (Microdeal, £49.95). Both can use
sample files produced by Mastersound 2.

Incidentally, I must mention a snag with
NoiseTracker | discovered too late to in-
clude last time. It's written for a French
style AZERTY keyboard, so certain Keys
on the ST keyboard don’t produce what
yvou'd expect! As the program’s mainly
mouse driven it's no great sweat, but you
may have to hunt around a bit to find the
right keys, for instance when entering
new filenames.

ST STEREO

I'll finish off this column with some good
news for non-STE users! Any ST can now
use stereo sound, simply by plugging in
Microdeal's new Stereo Playback car-
tridge! This gives it two audio oulpul
sockets, just like the STE's. Connect
them to your hi-fi using a twin phono
plug equipped cable, press PF4, and
enjoy Quartet V1.5 sounds in stereo! The
package also includes a great new stereo
version of AVR's Drumbeat program.
which turms your ST into a programim-
able, sampling drum machine. Also
there’s a neat "demo-maker” utility,
allowing you to create your own demo’s
which play Quartet music in stereo while
displaying any Neochrome picture, your
own scrolling message, and four oscillo-
scopes indicating the sound on Quartet's
four tracks. It's excellent value for
£329.95. :

Note that you don’t automatically get
stereo playback - neither from this car-
tridge nor on the STE. Programs have to
be coded specifically to use it, otherwise
all you hear is the same mono sound
through two channels. The Playback
package includes suitable BASIC, STOS,
and Assembler code examples, so any
programmer can ensure his new prog-
rams exploit the stereo feature.

That's all for now, follcs. Next time I'll
take a look at Quartet Stereo and then go
on to look at ways of producing higher
quality samples, using Microdeal's Replay
8 and Replay Professional sampling pack-
ages. See you then.
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John S Davison’s
regular guide takes a
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age 6's PD Library recently acquired another
excellent ST program for use with Yamaha's
PSS series of MIDI keyboards. PatchEd and
PSSED (deseribed in issues 42 and 43) have
now been joined by PSS SoundShifter, written
by Henk Hensing of Amsterdam. Like the other programs it's
primarily a voice patch editor designed for quickly creating
new sounds, but it does have other useful functions too.

SoundShifter is written specifically 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 different method of sound synthesis which
requires different editing software. At the time of writing I've
not seen anything that can handle them - please write and
tell me if you know otherwise! SoundShifter runs on any
ST/STE and works in colour or hi-res mono, and I must say
it looks particularly good on a mone monitor. [t actually does
three jobs - in addition to voice patch editing it's also a patch
librarian. and drum rhythm editor. Let's have a quick look at
each function in turn.

The patch editor screen allows you to edit all 36 of the PSS's
voice parameters, rather than just the 9 available from the
PSS's front panel. This gives you full control over the sonic
capabilities of the PSS's two-operator FM synthesis system.
Changing parameter values is as easy as clicking the mouse
on them. To hear the effect of the changes the new voice
patch can be quickly downloaded to any of the PSS’s five
voice banks and auditioned without you touching the PSS's
keyboard., One mouse click initiates the download and play=s
a chord using the new patchl!

The edit screen also graphically displays the shapes of the
P5S's ADSR (Attack Decay Sustain Release) envelopes based
on the current parameter values, to help you "visualise” the
sound you've created. You can also print out a neatly format
ted list of the current voice parameter values, if you need
hardecopy for reference purposes.

PATCH LIBRARIAN

Voice patches may be individually saved and loaded to/from
disk, but you're more likely to want to use SoundShifter's
patch librarian function. This saves/loads sets of up to 25

PortaSownd SoundShifter U1.0d
= ——— ——
® Sustain OFF fms B
@ Vibrato OFF Pas @

Multipl. Fecter @
Sime Table A
Level ]
Attack Rate ]
Decay 1 Rate L]
5
[]
]

Decay Level 1
Decay 7 Rate
Release Rate

Sust, Rel. Rate B
Detune Fine

Detune Coarse OFF BFF
Scal: Lev, Low [}
Scal. Lev. High @
Scaling Rate il
AM Enable
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look at a new PSS
sound editor

voice patches as one library [ile on disk, giving virtually unli-
mited patch storage capacity, organised however you wish. For
instance, you could set up separate libraries to hold different
types of sounds, keeping all piano sounds together, all basses
together, and so on. You can also build smaller sets of five
patches known as configuration files, which again can be
saved /loaded separately. They can also be directly downloaded
to the PSS's five voice banks with a single mouse click. Sound-
Shifter comes complete with several libraries, but these con
tain mainly the PSS's preset sounds, useful as starting points
when creating your own sounds. There are a lew new sounds,
but they're not very inspired. The author obviously intends you
to create your own, and he's even made this as easy as
possible by providing the "Magic Library Utility” function,

This function automatically generates a set of 25 random
variations on any chosen voice, using any of four different
algorithms. It's very fast, taking only about three seconds to
generate each set! You can then quickly audition each patch,
tweak them further with the editor if necessary, and save those
you like. This is a great feature, and tremendous fun to use!

RHYTHM EDITOR

Finally, there's the rhythm editor. This allows you to quickly
build rhythm patterns for the PSS 680/780's Custom Dirum
mer feature, using the traditional grid-based approach for
visual editing. You can define a kit of up to 16 drums from the
PSS's set of 32, then graphically build up a rhythm pattern to
play this kit by clicking on appropriate positions in the grid.
Patterns up to eight beats long are handled, with each beat
split into eight subdivisions, giving a total of 64 possible trigger
positions for each instrument in the kit. This isn't much
compared with standard drum machines. but it's all the PSS
machines can handle in one go! It doesn't work in real-time
either, you have to download the pattern to the PSS before you
can hear it, but this only takes a moment. Kits and patierns
can be saved to disk, and details printed out as a neat diagram
for hardcopy reference.

SoundShifter is quite intuitive and easy to use, which is just
as well as the documentation supplied on disk is written in
Dutch! Operation is rather mouse intensive though, especially
when auditioning patches generated by the Magic Library
Utility. 1 found myself wishing there were keyboard shorteuts
available. Unlike PatchEd and PSSED, SoundShifter can’t up-
load anything from the PSS, but then there’s no real need to as
it already has the complete set of PSS preset voices in ils
libraries.

Overall, I think SoundShifter is a top quality program and can
strongly recommend it. Even if you already own PatchEd
and/or PSSED you'll probably want SoundShifter for the con-
venience of its rhythm editor and Magic Library Utility. At just
£2.95 it's a bargain not to be missed!




avidson and Assoclates

are a major producer of

educational software in
the USA, mainly for IBM and
Apple computers. Theyve only
ported one of their packages to
the ST, and this is it! Math Blas-
ter Plus (MBP) is aimed at 6-12
year old children and is desig-
ned to help them practice basic
maths problems. using addition,
subtraction, multiplication, divi-
sion, fractions, decimals, and
percentages. It does this via five
different activities, between
them providing over 750 prob
lems at six stages of difficulty for
the child to complete.

The activities are called Countdown,
Ignition, Liftoff, Orbit, and Blasternaut.
As yvou've probably guessed they all have
a space travel theme, although this isn't
overdone as only Blasternaut could be
considered a "game"”. Each builds on
what's taught in the previous one, but
they can be tackled in any order, if
required.

Countdown provides practice with basic
facts that should be remembered. A
problem is presented complete with its .
correct answer, which the child has to
memorise. The answer is then removed
and the child has to key it in from mem-
ory. A nice touch is that the problems
can be presented in horizontal (e.g. as in
5+6=11) or vertical format (figures writ-
ten in columns) to suit the preferred
method of working. Ignition takes the
idea a step further, presenting the prob-
lems without showing the answer first.
Liftofl extends this to the point where any
part of the problem may be missing, e.g.
12+??=23, so the child may have to work
back from the answer to supply the mis-
sing part. Orbit presenis three problems
at once, complete with answers which
may be right or wrong. Each has a part of
the problem highlighted, and the child
has to decide whether or not this part
needs correcting to produce the right

Title:
Publisher:
Price:
Reviewer:

MATH BLASTER PLUS
ABLAC/Davidson
£34.95

John S Davison

EDUCATION

MATH BLASTER

ATSWET.

Blasternaut is a game using the skills
learned in the other activities. A problem
is displayed at the top of the screen, and
below it are four spacestations, each
marked with a different answer. The
child has to manoeuvre an astronaul into
a rocket aimed at the spacestation with
the correct answer. Three levels of diffi-
culty affect the time allowed to get the
rockel to the correct spacestation.
"Bonus rounds” are used to maintain in-
terest, where the astronaut has to be
manoceuvred into the correct rocket to
intercept a spaceman or satellite floating
across the screen.

ANIMATED
REWARDS

Correct answers are rewarded by con
gratulatory messages and cute little ani-
mated characters cavorting across the
screen. Generally, two wrong answers to
a problem are allowed, after which the
program displays the correct answer
then continues with the next problem. At

whether he'd like to retake the problems
answered incorrectly, or to carry on.
Progress records may be kept, requiring
each child to "log on" to the program
before beginning a session by keying in
his name and today's date. Then, as he
completes each stage, the program writes
a record to disk noting stage and score
details, which can later be reviewed and
printed as required. A really nice touch is
that if a child scores 100% on any topic a
smart certificate proclaiming the fact can

be printed, using an Epson
compatible printer’s graphics
capabilities. This worked per-
fectly on my Star SG-10.

MEFP was originally geared to
the American education system,
but the concepts it presents
have to be learned by all chil-
dren at some time, so this is of
no real concern. Also, the pack
age includes a problem editor so
vou can modify the problems
presented - either to make them
fit a particular curriculum, or to
generally extend the scope of
the package. This feature can
also be used for the preparation
and printing of test papers.

USER
FRIENDLY

The program is very easy to use, both
for the teacher/parent and for the child.
The supervisory functions are generally
accessed via mouse selection from
menus, while the child's input is usually
from the keyboard. Virtually everything
displayed is accompanied by an onscreen
prompt of some kind, so it's always fairly
obvious what you have to do next. Even
s0, there's an excellent instruction
manual provided which explains every
thing clearly and concisely. The whole
thing is a model of user friendliness - |
was very impressed.

The problems are displayed in big, bold
characters, so it's possible to use the
program with groups of children simul-
taneously if required. The animated
graphics are neat and colourful, but
could do with a little more variety. Sound
could have been used more imaginatively
too, but these are very minor criticisms.

The simple appearance of this program
belies the thought and care that has
obviously gone into its design and im-
plementation. The result Is a very fine
piece of educational software. Its quality
shows - in its ease of use; progress track-
ing capability; extendability; and its
psychological aspects such as the little
rewards, bonus rounds, and certificatle
printing. Its design makes it perfect for
use in schools, but it's great for home
use too. If you take educational software
seriously, make sure you consider Math
Blaster Plus. It's expensive, but worth it!
&3 |
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EDUCATION

BETTER

chool Software are fast becoming

a 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 of
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 com
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 tuition 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 "filling
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 outline
of the topics, so the
student would be
wise to use it in con
junction with a
standard maths text
book. He'll 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 Betier 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 multiplication); 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; Arith-
medtic 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 atiempts at getting
the right answer are allowed, after which
the correct answer is displayed if the
student still hasn't got it. At the end of
each section the program displays simple
har 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 ol topics
rather than being limited to just that of
an individual section.

BLITTER 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 blitter 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
[ became amazed at just how much of the
maths from my (far) distant schooldays 1
could remember! | guess this must be an
indication that it does achieve one of its
aims - to act as a revision ald. [ 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, it 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, although 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 part
two included items I'd class as arithme
tic. But perhaps I'm just being too picky.

Overall, | 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. Its strength is its
interactive nature, and 1 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. It won't totally replace a standard
maths textbook, but yvou could find it a
useful complement as an alternative
study aid. 1 suggest you try to see it in
action before making up your mind
about buying.

Title: BETTER MATHS
Publisher: School Software
Price: £22.95

Reviewer: John 5 Davison




uper Skweek is an ex
S cellent example of how

to breathe new life into
an old computer game. Lori-
ciel have taken the old concept
of requiring the hero to change
the colour of every square on
the board by walking over it
and added an incredible num-
ber of extra features to make a
superb new arcade game.

They have taken ideas from

dozens of other games and
crammed them all into one
enormous explosion of sound,
colour and movement. The
scrolling screens are made up
of countless special tiles
there are slippy tiles, explod-
ing tiles, one-way tiles, tele-
ports, raised areas, lifts,
shops, shrinking tiles, mons-
ter generators, blocks and
ones that just need to be pain
ted. There are special ones
which paint or unpaint all the
ones around them, or flip the
colour of every tile on the

board - there are
45 different tiles
and [ still haven't
worked out what
they all do!.

There are all
sorts of monsters as well - fast
ones, slow ones, invulnerable
ones, flying ones, thieving
ones, the list goes on and on.
You need to kill these both to
survive and to get money.

As well as special items
which give you extra points
there are dozens of bonuses
which appear at random or
can be bought in the shops
check all the shops as many
of them offer certain items for
freel), they include: 4-way,
8-way, circular, zig-zag, laser,
homing, and boomerang
shots; extra lives, exits to the
next level, more time, shields,
non-slip shoes, turbos and
slow-downs; special painting -
everything you shoot gets
painted, or all squares adja-

cent to you get painted. or
tiles 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 position and reload
it as many times as you wish -
no more having to restart from
the beginning!

There are 225 levels in
groups of 45 - you can start at
1, 46 or 91, or you can elect to
try the levels in random order
.. and, there are levels where
the objective is to rescue all
the Skweezettes or kill certain
monsters ... and there are
bonus levels with lots of gold
to pick up ... and there is a
2-player version ... and there
is a Construction Kit! This one
really has got EVERYTHING!

FACTS

Tithe: HYDRA
Publisher: Domaik/Tengen
Price: £24.99

Reviewer: Damon Howarth

SIGHT & SOUND

Everything that you would ex-
pect from Tengen, both are
sirong

GAMEPLAY

Responsive confrols aond fast
action make this a good con-
version

Not particularly enthralling, no
real uniqueness

his is another in the

I long line of arcade
machine conversions
from Domark. Ii is based on
the machine of the same name
and the expectations of the
game are for the player to
guide a speedboat on a variety
of missions carrying certain
dangerous viruses or dooms
day devices and even objects
of great value such as the
crown jewels, but never once a
fish supper! This game has a
healthier view of the 215t Cen-
tury since the scrolling river-
way is still blue and there are
still trees despite the actions
of madmen in boats blowing
them up. The eponymous
Hydra is in fact the player
since that is the code name

you have been
offered by the firm.

You propel your-
self and your valu-
able cargo in the
Hydracraft trying to destroy or
dodge the myriads of opposing
forces that wish to stop the
mail. Surprisingly should you
succeed in destroying enemy
craft they are so elated that
they release a shower of cash
carrying balloons which you
need to vandalise to obtain
your wages, This money is
later spent on bettering your
boat to enable you to create
more mayhem and destruc
tion.

Graphically the game is well
up to the Tengen standard
and shows all the love and
care lavished on the big
machine. Sonically it is very
strong with pounding beats
and loud effects. As with so
many of these conversions the

HYDRA

ST GAMES ... ST GAMES ... ST GAMES...

SUPER SKIWEEK

AR RRAIERY
FACTS

Tithe: SUPER SKWEEK
Publisher: Loriciel

(Infogrames)
Price: £19.99

Reviewear: John Sweeney

SIGHT & SOUND

A pandemonium of sound and
colour - excellent

Joystick-driven, kill all the bad-
dies while you charge madly
round the board!

Great fun, very addictive, super
value for maney

technical work is solid and
offers good playability but the
context is not novel enough to
make me wish to spend large
amounts of money on it.
Perhaps when standing in the
flashy case in the arcade with
loud music and a steering
wheel these games have a cu-
riosity value and may well see
the player feed them the odd
pound or so in the arcade but
at home the excitement is mis-
sing. The game is a good con-
version bul sadly left me won-
dering why [ ever wanted to
deliver the missions and
offered me no feeling of addic-
tive quality.

The game is playable but |
could not whole heartedly re-
commend it as a must or even
a probable buy. If you like
boat pursuit games or that
particular arcade machine
then try it otherwise it is only
a worthy also ran.
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ere we have a piece of

budget software from

a firm that has pro
duced some highly enjoyable
games. In this particular piece
of silicon whimsy it is the
player’s role to reclaim the
light of the land which is being
stolen by the Dark Lord. This
somewhat anonymous person
surprisingly lives in a castle
and as the least experienced
and most innocent person in
the community it is your job
to stop him. Sometimes [ won
der if innocent actually trans-
lates as foolish or gullible,

The castle is represented by
overhead 3D graphics with
myriads of little monsters
appearing from nowhere to
suck life out of you as the hero
tries to both avoid them and
collect the money that keeps
appearing in [ront of him. [t
seems to be a good thing to

caplure dragons belonging to
the amazon types. These crea

tures allow the
hero to ride around
in some state of in-
vulnerability, at
least until the dra
gon dies!!

The object is to find kevs and
chests to access other parts ol
the castle and eventually save
the world. The controls are
very simple needing no more
than a joystick and a space
bar to activate magic potions
that appear along the way. Oh
yes! the money is used in
Hugo's various branches of
magic shops which allow the
purchase of useful things
which either allow exira life
points or special effects to
take place. Detailing too much
of the potions would take a
greal deal from the game since
much of the fun is found in
determining their functions.

The game reminds me of the
old game Attic Attack that
proved a great favourite on the

Spectrum. The graphics are
very well drawn and offer the
same sense of fun as the
rather tongue in cheek pre-
sentation of the game. | found
that the lack of combal power
surrounding the hero made
him a target for all the energy
sucking creatures although
the possibilities of mounting
dragons for security make the
chances slightly better. Even
though [ was kindly supplied
with a cheat sheet the task
was not easy and had [ not
been appraised of the correct
sequence of events | would
still be wandering round lost.
The game offers a lot of space
for prolonged play although it
may become frustrating due to
deaths.

FACTS

Title: DISC
Publisher: Loriciel

(Infogrames)
Price £25.99

Reviewsr: John Sweeney

SIGHT & SOUND

Greatl high-speed animation,
lots of good sound effects-

GAMEPLAY

VERY fast joystick -drive, violent
sporfs game

VERDICT

A nice idea, well implemented
- starts easy and gets ridicu-
lously hard!

lsspe 51
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nyone for tennis?

While not quite ten-

nis, actually. The net
has been replaced by a gaping
abyss, the ball by lethal fris
bees, and the ground under

your feet disappears tile by tile
as your opponent smashes the

corresponding tiles on the wall
behind yvou!

This violent futuristic sport is
completely joystick-driven.
There can be a number of
discs in play at any one time.
Provided you are standing in
the right place and you were
the last person to touch them
or parry them well then you
will automatically catch in-
coming discs. The rest is up to
you, you can throw high or
low (by long or short button

pressing), and you
can use the _iu}ﬂa-
tick to control the
direction of your
throws and parries
and also to move
around the playing area. For
tunately your character will
automatically somersault over
gaps between tiles. There is a
training mode which helps
vou learn how to hit stationary
and moving targets, and how
to parry and dodge. Then yvou
get into the real game - you
have to beat more than a
dozen computer opponents ol
varying quality in order to
make your way up the ranks
from Novice through to Great
Guide. Your character's rank
is automatically saved to
diskette,

You can challenge anyvone
you wish. enter a knockout
tournament, or go for the
Championship - playing all
the other players in order of
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CREEPY

Title CREEPY
Publisher: AHantis
Price: £6.99

RFeviewer: Domon Howarth

SIGHT & SOUND

Very 8-biftish in performance
although the 3D effect is both
nostalgic and good for this type
of game, FX adequate

GAMEPLAY

Good, smooth sprites and fasf
enough for me

VERDICT

Exfremely enjoyable litfle romp,
good value for a budget game

superiority. Just to make life
even harder there are various
special discs
speed discs, homing discs,
shields, etc. which you ac
quire randomly by hitting a
roving question mark.

Disc takes a little getting
used to the controls, but then
it is a very fine little arcade
game. It is beautifully ani-
mated - the players get
pushed back by each blow
from a disc, wave their arms
wildly if they lose their ba
lance and leap all over the
place parrying discs.

You can also play against a
friend in a two-player version.
You take it in turns to play in
the foreground - whoever is
there has the advantage that
they can see their enemies
hackboard which indicates
how many blows each tile will
take before disappearing
together with part of the
Eround!

power discs,
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athan the baby truly is

a brat. and Fred the

babysitter has got his
work well and truly cut out
when he looks after the little

guy on one particular night.
Nathan's parents have gone
out for the evening and the
little devil decides to discard
his nappy and don his tight
fitting leathers and cool
shades as he searches for a
method to annoy the poor de-
fenceless Frederick. Unfortun
ately. due to some strange
twist of fate the little Brat is
sucked into the toy dimension
and is now up to his neck in
trouble. Oh no!

Fred realizes this immense
problem and manages to tele
port to the toy dimensionand
has to guide the little guy
through the twisting passages
of the unusual world. Being
unsure of his footing Nathan
needs considerable guidance,
so Fred is going to have to lay

... 9T GAMES ... ST GAMES...

down arrows on
the ground which
will show him
where to go.

The basic style of
Brat is a scrolling
platform game which is just
that little bit different. The
isometric view depicts young
Nathan as he walks along the
narrow passageways of the toy
dimension. The young chap
doesn't ever stop, so it is up to
yvou, as Fred to lay down gui-
dance arrows to steer our hero
out of trouble. Along the way,
all kinds of bonus objects can
be found so you can collect a
plethora of extra points.

Graphically the game is really
very good. The cartoon style,
colourful graphics coupled
with the silky smooth scrolling
glves the game a very slick
appearance which will appeal
to both young and old players.
Likewise the sound is of a su-
perior quality and there are

some really nice little sound
effects dotted throughout the
game,

Where Brat scores most high-
Iv is when considering its
playvability. It really is very
addictive indeed and the num
erous little puzzles will keep
you occupied for hours.
There's a nice password sys
tem for each level so there's
absolutely no excuse for giving
up if you can't finish that lasi
level!

The game is filled with
humour and there is a really
great introduction sequence
with some fantastic sampled
sounds. If your in the market
for a puzzle/platform game
you could do far worse than
th-

FACTS

Tithe: EUROPEAM

SUPERLEAGUE
Publisher: CDS Software
Price: £24.99

Reviewer: Damon Howarth

SIGHT & SOUND

Graphically intense with little
sound of nolta. Pity aboul the
game graphics though

GAMEPLAY

As o management game, fine,
as a foofball strategy game
perhaps lacking a little

VERDICT

Could be okay for anthusiasts,
fry If and see

T

R L
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b day
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Fotadt it

L

he football season be-

gins in August amid

much thought of a
super British league but this
game takes the theory one
step further and introduces us
te an all Europe league.

The presentation is strong
with a sensibly sized box,
lueid bilingual instructions
and two disks. Even the
screenshots are fair represen
tations of the fare inside. In
play the game allows you to
change the names of any team
thus it is possible to arrange
for Colne Dynamos or Stafford
Rangers to win over Ajax or
Liverpool. The game is a
strategic one rather than
another joystick thump and as
such presents as a more com-

plex version of
Football Manager.
You are responsi-
ble for training
schedules, trans-
fers, squad selection and tac-
tical formations. You are also
responsible for the report to
the board and can be fired
very swiftly.

Control is by the office furni-
ture, for example click on the
filing cabinet and receive in-
formation on squad, money,
opposition etc., on the phone
or intercom to contact various
agencies or even the whisky
bottle to pass the time! The
game appears to be as much a
simulation of office manage
ment as winning football
games! To add to the press-
ures of the game the telephone
and intercom keep you busy
normally while you want to
make other reports or reviews,
thus the game insists on a

AN
FACTS

Title BRAT
Publisher: Mirrorsoft
Prica:; £24.99

Feviewer: John Davison jnr

SIGHT & SOUND

The colourful graphics and
smooth scrolling are ail of the
very highest standard. The flash
infroduction seqguence s simply
a taster of what is fo come

GAMEPLAY

A fun little game which aclually
makes you think and a good
laugh which will keep you
absolutely addicted for hours

A superb game which should
be a part of any puzzle/plat-

form fan's collection, highlyly
recommended

HRPEI EAEL

phenomenal amount of disk
access.

Game day receives a some-
what lackadaisical approach
with a few (skippable) stills of
the highlights, an option to
change players or tactics at
the half, and no information
as 10 SCOrers or 1‘”1l|4'['!—i Or per-
formance of individuals. In
deed the games which you
spend so long preparing for
seem to be an afterthought
and an anti-climax. There is
even a small bug which re
fuses to acknowledge post-
poned games replayed on
Wednesdays as results, | man-
aged to play several weeks
with a missing league game
which we won not being
accepted. Thus our league
position was low and the man
agement fired me.

The game has potential but
falls down on its final produc-
tion, a little disappointing.
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ENCOUNTER T

&8

necounter met with

worldwide acclaim

about four or five
years ago. Not only was it a
highly popular 8-bit release
but it marked the arrival of a
true personality in the soft

rare scene - Paul Woakes,
This man went on to create
such classics as Mercenary
and Damocles, Now, after all
this time, the ST is finally
graced with the old classic
Battlezone style game. This
sixteen bit rework of the ori
ginal has changed very little,
obviously 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 tank which flits
about the surface of an obel-
isk filled world, Your mission
is to blow the living daylights
out of a number of hostile ves-
sels which are infiltrating the
zone through inter-dimension

al portals.

Unfortunately
these little vessels
POSSESS Ar AwWe
some firepower,
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
slinging hundreds of laser
bolts in vour general direction
Friendly eh? All you have to do
is shoot back and hope for the
best. All laser shots within the
game have a tendency to
ricochet off any objects which
get in the way. This is really
great once you've got the hang
of it, you can gain real satis-
faction from getting a meanie
by bouncing your shot off
multiple obelisks.

The only major difference be
tween this and the original
8-bit version is the between

level section where you must

negotiate your way through a
‘neutral zone” which lies
beyond a dimension gate. On
the old version this was filled
with obelisks, however, the ST
gives you tumbling asteroids
and meteorites which fly Lo-
wards vou at tremendous
speed.

Graphically, this is a really
good demonstration of how an
ST ean really scroll. All of the
movement is both very fast
and exceptionally smooth and
slick. The background
graphics are a bit simplistic
but they are more than effec-
tive - they're certainly better
than the original battlezone
screens! Sonically it's a bit
basic, quite adeguate.

FACTS

Title:; LORDS OF CHAOS
Publisher: Blade Software
Price £24.99

Reviewern John Sweeney

SIGHT & SOUND

Lots of fine, colourful graphics,
nice sound effects-

GAMEPLAY

Good WIMF once you get used
to it. Care must be faken nof to
waste Action Points. Manuals
are a bif obscurel-

VERDICT

Nice fo see a different
approach to computerised
D&D - well worth a go, espe-
cially the mulfi-player version-
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antasy warfare with all

the standard stull: a

hird's eye view of the
terrain, lots of lcons for select-
ing your actions, and lots of
monsters, weapons, spells,
and treasures scattered across
a variety of landscapes. Bul
there are a couple of things
which make Lords of Chaos a
bit special.

First, 27 of the 47 spells are
for summoning creatures to
fight for you: Demons, Giant
Spiders, Unicorns. Trolls, Dra-
gons and many others, each
with their own special charac
teristics. So you can build up
a large army of creatures to
fight for you. On each turn
you can move each of your
creatures up to the limit of its

Action Points to
explore, fight, or
anything else
which is allowed.
You start the
game by designing a wizard
spending experience points on
making yourself stronger,
healthier. ete. and on learning
spells - this determines how
many helpers you will be able
to summon. Then you enter
Scenario 1 which is a wilder-
ness with a few houses for the
wizards. Your objective is to
gain experience by killing and
treasure gathering, then sur-
vive long enough to escape
through a mystic portal. If you
succeed you can spend your
new experience points on im-
proving your wizard's personal
characteristics or on learning
new spells.

There are two other scenarios
provided with the basic game -
a dungeon and a castle - each

... ST GAMES...

Title: ENCOUNTER 5T
Publisher: Novagen
Price: £20.42

Reviewer: John Davison Jnr

SIGHT & SOUND

Silky smooth and very fast
showing that the 5T is more
than capable of smooth scroll-
ing. Sonically it's nothing spe-
cial but more than adequate

| GAMEPLAY |

| loved the original, so | was
going fo enjoy fhis no matter
what. If you like a good mind-
less blast you will love it

Fans of the original will love it
but the younger, more sophisti-
cated games player will soon
tire of the gameplay as it is a
touch on the repetitive side

LORDS OF CHAOS

full of traps, secret doors, and
hidden treasures.

The other special thing about
Lords of Chaos is that it can
be multi-player. Up to 4 play-
ers can be controlling rival
wizards. You take turns at
moving your wizard and his
creatures, so you need some-
thing else for the others to do
while waiting for their turn!
The game is carefully designed
so that each player can only
see enemy characters if they
are in direct line of sight. This
allows for some very sneaky
manoeuvres!

The controls take a little get-
ting used to as the mouse but
tons do different things at dif
ferent times, so you will find a
few problems to start with like
walking into closed doors, but
once you get used to it it is
guite a good system and
allows you complete flexibility
in controlling your actions.
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PREDATOR 2

film licence game often

brings on the fear that

the game will not live
up to the film, they seldom do,
With a licence on a sequel the
fears are worse for the film se
guel seldom lives up to the
original so [ did not have great
expectations when [ booted
this up. My initial reaction
however was pleasure, the
opening screen and music
were extremely effective and
both complemented each
other, and the software is
bright enough to recognise the
second drive, no "please insert
disk two" message. My jangled
reviewing nerves calmed a lit
tle, on the first game screen
the graphics were very good, a
full horizontal scroll across
the screen with plenty of col
ourful smooth movement and
a cornucopia of action. The
player taking the heroic role of
Mike Harrigan sees himself as
a see-through white line draw-

ing using whatever
WeApon comes to
hand.

The playing style
is that of target
shooting carefully
choosing targets and bonuses
and not shooting helpless in-
nocents and colleagues. The
action manages Lo [ollow the
film's plot very well with the
Fredator making more notice
able appearances as the levels
go on. This trick actually man-
ages to create a little dramatic
tension and makes a marvel-
lous "hook" for the story to
hang upon. Apart from the
locale there is little variance in
game play through the levels
but that seems to pale when
the speed and skill factors are
accounted for. The game has a
mouse option which [ some
what unwisely opted for.
Although aiming is far more
precise the speed at which fin
gers need to tap buttons is

wearing on tendons and leads
to mouse Uusers cramp.

It is possible to upgrade
weapons by shooting them as
they appear on screen as does
the ammunition and body
armour to keep you alive,
There is also a police shield
which corrodes slightly for
every innocent yvou kill - Kill
too many and you are booted
off the force.

This game has the action re
quired of a film that is basical
ly shooting and violence and is
an extension of the Untouch
ables game that appeared last
yvear. As a shooting gallery
game it is great, as a licence il
works and as soon as my fin-
ger tendons have relaxed ['m
going back in there.

FACTS

Title: THE KILLING

CLOUD
Publisher: Image Works
Price £25.53

Reviewer: Damon Howarth

SIGHT & SOUND

Bright and noisy, good scrolling
and fine pictures, the FX and
suitable and loading music are
acceplable

| GAMEPLAY

On fthe whole occeptable
perhaps hard fo pick up of first
with the keyboard options
being so vast

Enfertaining and not as run of
the mill as many. Try it first

mage Works have, since

their original association

with the Bitmap Brothers,
produced interesting science
fiction fcenarios. This is no
different a good plot that may
have sprung from a Schwar-

Zenegger movie, not guite so
much a shoot "em up, more
the definitive guide to policing
in the late 1990s. The heart of
the game is a form of flight
simulation based on a jet
cycle, and should this prove
an accurate prediction of the
future [ would like to place my
name on a waiting list for a
vehicle!

The action takes place in San
Francisco which has succum-
bed to the pollution problem
and is now covered in a Blo

Cloud of poiso
nous lumes, This
does not stop the
local mob em-
ploying new tech-
nology to hijack and rob the
good citizens, thus it is your
job to clear 'Frisco of the
slime. The game is multi
staged with each level being
preceded by a briefing from a
sergeant (I was most dis
appointed he did not tell me to
"be careful out there!”) that in
itiates the strategic element of
the game, the selection of
weapons and resources to be
used around the beat for the
day. These items included per-
sonal armour and armaments
for the bike such as machine
guns, rockets, cannon and so
on together with the tactical
placement ol capture nets and
the modern Black Maria called
a pup.

Should captures be made it

FACTS

Titla PREDATOR 2
Publisher: Image Works
Price: £25 99
Reviewer. Damon Howarth

SIGHT & SOUND

Both excellent, soundirack and
FX apt and atmaospheric, Pic-
cies colourful and stylish

GAMEPLAY

Very fast - don't use the mouse
unless you have spare fingers
and mice!

VERDICT

Excellent | like target games
and this is one of the best

THE KILING LOUD

is possible to interview your
prisoners to obtain informa-
tion from them. This is done
via a set menu of questions
which receive varying degrees
of compliability.

Graphically the game is
strong with some very effective
3D blocks being used. the
mugshots of the enemy also
provide a degree of authentic-
ity and allow the chance of
finding the man you want to
talk to. | enjoyed the fact there
was so0 much of a tactical na
ture to the game and that it
was possibly less intensive on
pure blow them out of the sky
tactics rather than the option
to lure foes into traps. As a
combat flight simulator it is
not too bad although I am not
convincetl that it rivals F15
and such purpose built offer
ings. | enjoyed the game as a
challenge although | did not
lind it altogether relaxing!
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PeterHickman’'s

ello, STOS freaks and wel
come to another exciting mix-
ture of news, programs, more

news and even more news!! Actually [
was thinking that this issue was
gonna be full of doom and gloom,
STOS 3D still has not arrived
although Mandarin assure me it is so
close to release yvou can smell it!
Maybe a review next time (haven't 1
been saying that for over a year?).
Fortunately gloom and doom are not
prevalent on this glorious June day
‘cos a nice letter (together with a
press release) has just popped
through my door. The letter is from
Fraser Newham (the guy won the little
compo which we ran a while backl)
who together with fellow students
from HUTCHESONS GRAMMAR
SCHOOL (Natalie Hamilton, Wendy
Bishop, Joel Conn, Graham Watt,
Gail Kent and Kira Smylie) has won a
mega award. The competition was the
EUROPEAN SCHOOLS INFOMATICS

AWARD and the team came up with a
fabo system for controlling water, ventila-
tion and lighting in the home via a BBC
machine (ok, so nobody is perfect!).
Where does the ST come into this? Well,
to make the system truly flexible Fraser
wrote a speech recognition program
using STOS and the STOS MAESTRO
cartridge which he won in the STOS com-
petition, amazing huh? Anyway Fraser
has written to me asking if I know of a
way to control a current via STOS and
the ST, well I must admit to being pretty
techno-ignorant (as the old joke goes -
How many computer programmers does
it take to change a lightbulb? The
answers is nonel It's a hardware prob-
lem!!!!!) so if anybody out there who can
help integrate the whole system around a
single ST rather than using a myriad of
different machines for different tasks
drop me a line and 1 will pass on your
letter to Fraser and the team (oh and by
the way they have been asked to defend
their title next year in Copenhagen! Good

Award winning pupils from Hutcheson's Grammer School. One of these folks is
our STOS competition winner Fraser Newham, but which one is Peter Hickman?
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A great arcade
classic type-in

luck!).

Okay, another bit of good news is that
ex-Mandarin employee Nick Harper
seems to have found a publisher for his
STOS game OZONE. Those nice people at
Electronic Zoo are very interested and
are currently talking to Nick about a late
summer release! Just as a point of in-
terest Electronic Zoo also published
Xiphos which was written by the same
team who are doing STOS/AMOS 3D

Over the past few months | have been in
contact with a very nice chap named
Dion Guy. Now poor old Dion has been
sending me regular issues of what was a
new newsletter/ magazine devoted entire
ly to STOS, unfortunately they always
arrived just after | had finished writing
this column and by the time the next one
came round I had forgotten all about it
(sorry Dion!). This time I have remem-
bered!!! This newsletter type affair (enti-
tled - THE STOS MAGAZINE) comes on
six phnl.m-upied [and double sided) sta-
pled A4 sheets together with a disk full of
programs. The paper part of the maga
zine is mainly concerned with providing
breakdowns of the disk-based programs,
as well as some reasonably interesting
tutorials from people such as prolific PD
author Ralph Effemy. The price is £1.95,
which 1 think is quite reasonable and
considering that STOS owners are star
ved of such publications it might be an
idea to check it out!! (full address at the
end of the column)

Aaron Fothergill has just finished put
ting together the latest issue of the offi
cial STOS Newsletter, and it's not too bad
at alll One of the main points for new
subsecribers to consider is that Aaron has
prepared a disk for this "special” issue
which contains lots of STOS extensions,
including a couple of STE specific ones!!!
[ have not seen them yet but I'll tell you
what they do next time around.

While on the subject of Aaron Fothergill,
the company which publishes his bril
liant game (SKYSTRIKE PLUS, have you
got your copy yet?) has just released
another STOS smasher. Written by John
Shepherd (with neat graphics by Alastair
Moffat) the game is an arcade adventure
which looks incredibly like an old ZX
Spectrum game ..... Trust me when I say

Continued on page 73



18 mode @ ¢ key off : cur=s off : flash off : hide on 1 click off
15 dim SC(12)

25 load "sprites.mbk"

30 X=huntistart(l) to starti{l)+length{l),"PALT")+4

40 for A=0 to 15 : colour A,deek (X+A%*2) @ next A

41 dim CX (9} ,CY(?) ,CDI(9) ,CS5F(9) ,GRD(41,24)

45 reserve as screen 10 : centre "PRESS MOUSE KEY TO START" : screen copy physic
to 18

45 DED=0 : goto 3200

o8 cls back 1 cls physic : LV=3

505 limit mouse @,150 to 311,182 : show on : change mouse 12 : Mi=8

209 for X=@ to 41 : for Y=0 to 26 : GRD(X,¥)=0 : next ¥ : next X

218 rem

514 for I=1 to 40 ;

515 X=rnd(39)48 : Y=rnd(19)%8 = =sprite 1,X,Y,rnd{1}+11 : update : put sprite 1
914 GRD(X/8,Y/8)=1

928 next I

228 for I=]1 to 8 : CY{2)=0 : CX{Z2})=—(I#B)  CD(Z)=1 = CBFP(Z)=1

530 next 7

535 CSP(1)=2

9408 Zi=rnd(3)#2 : for ZI=1 to 8 : CSP(I)=CSF(L)+ZI : next Z

990 auto back off 1 update of+f

995 gosub 4020

1008 rem loop

1201 gosub 2150

18002 gosub 3000

1883 if DN=1 then 310

1805 gosub Z00Q

121@ gosub 21008

1020 gosub 2150

1828 gosub 3200

1832 if DN=1 then 5i@

1835 gosub 3100

1608 if rnd(&@)=1 and SFPN=0 then SFN=1 : SPX=-50

1805 if S5FPX=-538 and SFN=1 and rnd{1)=@ then SFPX=-8 : SPY¥=182 : SPXI=8 : SPYI=-8
: goto 181@

1806 if EPX=-50 and SPN=1 then SPX=320 : SPY=182 : S5PXI=-B @ SFYI=-8
1818 if S5PN=1 then gosub 3302

1820 gosub 2150 : gosub 3028

185@ if DRN=0 and rnd(S@) =10 then DY=-8 : Di=({rnd{(3&)#B)+1& : DRN=1

184@ if DRN=1 then gosub 3502

1990 update

1999 goto 1000

2000 I=1 : repeat

2002 X=CX(21)/8 : ¥Y=C¥{(Z)/B

20046 i+ Y=0 and X<@ then Z05@

2028 if CD(Z)=1 then inc X

2024 if CD(1)=2 and CX{(Z)=B then CDi(ZI)=1 : goto 2058

202& if CD(Z)=2 and CX(Z)=312 then CD(Z2)=2 : goto 2@5@

2027 if CDI2)=2 then CD(Z)={(Y mod 2)#2)+1 : goto 2002

2030 if CD(Z)=3 then dec X

2022 if X=42 or X=@ then CD{(Z)=2 : goto 2050

2048 if GRD(X,Y)=0 then 2050 .
2042 i+ CD(Z) mod 2=1 then CD(Z)=2

2058 rem move

2855 restore 2060 : for II=1 to 3 : read A,B,C

2057 if CD(2)=A then CX(Z)=CX(Z2)+B 3 CY(Z)=C¥(Z)+C

2058 next IZ

2040 data 1,8,0,2,0,8,3,-8,0

20865 if CY{(I)=192 then CD(Z)=1 1 CY¥(Z)=00 ¢ CX(I)=-8

2078 ine 71 : until Z>MY

2080 for I=MX to 1 step-1 : if CD(Z)<>4 then sprite Z,CX(Z),CY(Z),CSP(Z)
2082 next I

2099 return

2120 rem us firing

2185 if mouse key mod 2<>1 then return

2115 if BN=B then BN=1 else return

21208 B¥=x mouse : BY=(y mouse B} #8

2125 =hoot

214%9 return

21580 rem shoot em up

2159 HTT=8

2148 i¥ BN=1 and BY-1 then Y=BY/B : X=(BX+4)/8 1 HTT=1

2162 if HTT=0 then 2178

2165 if GRD(X,Y)=1 then BN=0 : BRD(X,Y)=0 : sprite 15, (X*8),(Y*8),14 : update :
put sprite 15 : sprite off 15 @ inc SC(13) : gotc 4600
=178 BY=EBY-8B

2175 if BY<D then BN=@ : sprite off 15

continued
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2190 i BN=1 then sprite 15,BX,BY,10 else sprite off 15

2195 update

2199 return

000 rem hit centi?

@S DN=0

3018 IZ=1 : repeat

3815 i+ BY<>CY{(ZZ) then 3240

I02A if absI(CX(ZZ)-BX)»4 or BN=0 or CD(IZ)=4 then 3048

Z030 CD(ZZ)=4 : BN=0 : sprite 15,CX{ZZ),CY(ZZ),11+rnd(1) : update : put sprite
15 : sprite off ZZ : SCU1B)=SC({1@}+5 : gosub 400 : GRDI(CX(ZI)/8,CY(ZZ)/8)=1 =
inc CBPI(ZIZI+1)

Z04@ inc IZ : until ZZ>MX

3041 ZX=0 : for Z=1 to B : if CD(Z)<>4 then ZX=1

042 next 7

3043 if ZX=0 then 3Z050

IPAS if abs=(SPX=BX)<S5 and abs(SFY-BY)<{& and BN=1 and SFPN=1 then 5FN=@ : sprite
off 9 : SCIFI=SCI(PI+5 : BN=@ : sprite off 15 1 goto 4220

I04& if abs(DX-BEX)<5 and abs(DY-BY1<% and BN=1 and DRN=1 then DRN=0 : sprite of+
1@ : inc SC{9) : BN=D : sprite off 15 : goto 4280

3049 return

J858 rem done level

3055 sprite off : DN=1

I0LHE SC(F)=BC(P?)+5 : MimB : SFN=0 : sprite off ¥

3070 EBN=0

099 return

3100 rem hit us?

3185 I=]1 : repeat

3110 XX=abs (x mouse—-CX(Z)) : YY=abs(y mouse-CY({L})

3115 if XX<B and Y¥<{& and CD(Z)<>4 then 3120

2118 inc I t until Z>MX

3119 return

3120 remLOSTLIFE

3121 Mi=8B : for I=1 to MX

125 CXi(Z)==(Z#B) : CY(ZI)=8 : CD(Z})=1

2138 next I

3132 boom

3135 dec LV

3148 i¥ LYVY=—1 then 3200

3145 for I=1 to MX : CXi(Z)=—(I#B) : Cv¥(Z)=0 CD(Z)=1 : next I

IT144 Z22=CSFPI(1) : for I=2 to B 1 CSP(1)=1II-1 : next 1

3150 S5PN=0 : sprite off 9 : DRN=0 : sprite off 10

Z2199 return

200 rem dead

I210 aoff : hide on & cls back : cls physic : screen copy 18 to back : screen
copy 18 to physic

211 i+ DED<>® ther locate 1,15 : pen 1 : C#="YOU SCORED "+B¥ : centre L¥
2215 for I=0 to 12 : SC{(Z)=0 : next I

3220 wait 100

3225 if mouse key=0 then 3225

3230 DED=1 : goto 58

3308 rem spider

3318 SPY=BPX+SPXI : SPY=SPY+5PYI

3315 sprite 9,5PK,5FPY,13

3320 if SPY<144 then S5FYI=8

3322 if SPY>»181 then S5PYI=-8

3325 if SPYE<{@ or SPA>I20 then SPN=8 : sprite off %

3340 if abs(x mouse-SFX)<B and abs(y mouse-SFY)<8 and SFN=1 then SFN=8 : sprite
off 9 : goto F120

X399 return

I580@ rem dropper

3502 if abs(D¥X—x mouse)<B and abs(D¥-y mouse)<7 then 3120

3505 sprite 18,DX,DY,15

3510 if DY<@® or DY>159 or rnd{(4)<>2 then 3558

35920 X=Dx/8 : ¥Y=D¥r/8

3525 if GRD(X,Y)<>@ then 3550

3530 BRD(X,¥Y)=1 : sprite 11,X#8,Y#B8,11+rnd(1) : update : put sprite 11 : sprite
off 11

IS550 DY=DY+8 : if D¥Y>192 then DRN=@ : sprite off 18

3599 return

4008 rem display score

4005 if SC(1)>% then for I=1 to 12 : SC{Z)=@ : next Z : goto 4850

4B1@ I=12 : repeat ;

4P15 if SCI(Z)>»%? then inc SC(Z=1) 1 SC(ZI)=SC{(ZI)-1@ : goto 4815

4020 dec Z : wuntil ZI=0

4950 B¥#="" ; for I=1 to 12 : B¥s=sBF+chr¥iSC{1)+48)

4055 next I

4040 locate 1,74 : centre B¥f

4899 return
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that the game is a little tricky to get used
to (‘cos it's so fast!) but if you don’t buy it
yvou must be stark raving bananas
(where's that fresh cream!).

AN ARCADE
CLASSIC

Program time!! Nick Harper (sound
familiar?) has written a freaky clone of
the old arcade classic Centipede. There
are two parts to the program, the first is
the sprite data (TABLE 1) which you
must enter using the INPDATA.ACB
accessory which came with STOS (or the
replacement published in this magazine
many moons ago!), and the second is the
actual program. Once typed in it may be
best to compile it (if you own a copy of
Mandarins STOS Compiler), this will
really make the program whizz along.
Unfortunately the listing is quite long so
this is the bit where | say goodbyeeeeee.
If you were wondering about the prom-
ised photo of myself and Aaron Fothergill
[amongst others!), well | have it here but [
think I'll let you wonder a little bit longer
before revealing my face to the nation
(just prepare yourselves - | am sure tak-
ing that photo damaged my cameral).

The STOS Magazine can be found at:

S5TOS MAGAZINE,
11 SHORE CRESCENT, BISHOPS
WALTHAM, HANTS, S03 1DZ

(if you want an issue make out a cheque -
payable to WISEGUY PUBLICATIONS for
£1.95)

The official STOS CLUB can be found at:

STOS CLUB, 1 LOWER MOOR,
WHIDDON VALLEY, BARNSTAPLE,
NORTH DEVON, EX32 S8NW

[subscriber enquiries can phone 0271
23544 quoting this issue of NAU)

Finally I can be found happily dialling
up a mega phone bill at the following
address (and if you are going to write to
me don't bother about moaning that NAU
doesn't offer good value for money and I
should move onto a better magazine ‘cos
you will end up in the bin, even if you do
send an 5.AE. 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
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ADDICTION!

planned to start writing this review
I at nine o'clock this morning, but I

decided to have another quick go at
Lemmings first - it is now five o'clock!
WARNING: Lernmings is highly addictive!
It is one of those games where you know
you can finish the level if you have just
one more gol

Lemmings is a brilliantly simple arcade
game. Tiny, but perfectly formed and ani-
mated, lemmings pour onto the screen
and start marching single-mindedly for-
wards, completely oblivious to the dan-
gers which surround them. You are their
only hope. Using your mouse you can
select skills to allocate to particular lem-
mings from a row of icons at the bottom
of the screen. The skills are: Climber,
Floater, Bomber, Blocker, Bridge Builder,
Basher, Miner and Digger. But on any
particular level you may only have a li-
mited numbeér of each skill to use.

The superb manual shows a typical sce-
nario: the lemmings start at the top of a
cliff and to stop them wandering off the
edges and going splat you must assign
one lemming at each side to the job of
being a Blocker. But you must 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 click on this
worker lemming so that when he blun-
ders off the edge of the cliff he opens his
brolly and floats gently to the ground
below.
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Title: LEMMINGS
Publisher.  Psygnosis
Price: £25.99
Reviewer. John Sweeney
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You then set him
building bridges to
make a route to the
top of the next cliff.
To avoid the next
drop you make him a
Miner and he digs a
diagonal route
through the cliff to
the next valley (Dig-
gers dig vertically
and Bashers Hori-
zontally). Faced by a
deadly pool of water : SR
you set him bridge '! w '
building again, Bash [ SEESER S
yvour way through the
next cliff face, and are confronted by a
strange pillar with one way arrows all
over it. It can only be Bashed from the
other side, so you make him a Climber
and he gets past that obstacle. The
manual shows the lemming now turning
around and Bashing through the pillar,
unfortunately it is not that easy as the
lemmings are so stupid that they will not
turn around unless they hit an obstacle.

You really need another lemming out
there to act as a Blocker and make his
partner turn back and Bash through the
one-way pillar! Now, having created a
safe route, you can blow up your Block-
ers (this really is rather a sick game in
many respects!) by turning them into
Bombers and the lemmings will march
blindly across the screen to the exit! Only
== 149 levels to gol

There are 30 beautifully designed,
scrolling FUN levels for you to learn
how to control your lemmings, then
30 TRICKY ones, 30 TAXING ones,
and finally 30 levels of MAYHEM! In
the harder levels you have to cope
not only with the difficulties of the
terrain, but also with traps scat-
tered all over the place! Some of the
levels are repeats of earlier ones
with parameters changed to make
life harder - parameters include:
what skills you have available, what
percentage of the lemmings you
have to save, and how much time
you have to do it!

There is a password for every level so
you can always restart from where you
left off, and the four styles (fun, tricky,
taxing and mayhem) are independent so
if you get stuck you have three other
levels to work at.

It is a little frustrating at times, espe-

LEMMINGS

AT RA
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£

‘highly
addictive®

clally when there are so many lemmings
milling around that you can't get one to
build or dig in the right direction - you
often need to plan your crowd control in
advance or you haven't a chance of sur
viving.

The background graphics are great and
very varied. the animation is superb -
each different skill is fully animated and
the sight of hundreds of lemmings mar-
ching over the edge of a cliff and going
splat on the ground below is brilliant!

As if that wasn't enough there are
another 20 2-player levels as well. This is
a proper 2-player game, not just taking it
in turns at a 1-player game. The screen
is split vertically down the middle and
the halves scroll independently. Each
player starts with 40 lemmings, and as
well as Keeping them alive he can try and
direct the enemy lemmings to his exit, or
sabotage the enemy's escape route! The
second player has to use the joystick
and/or the keyboard but it is quite play-
able once you get used to it.

@ SIGHT & 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

@ VERDICT - If you are fed up with
mindless blasting then rush out and
buy it now!



CITIZENJJPRINTERS

Silica presents some great] FIRIEEE DELIVERY
N

offers on the award winning et Dy - Amywhere in the UK mainland

range of high quality dot| epyEE STARTER KIT

matrix printers from Citizen. Worth £2995 - With every Citizen printer from Silica

Each Citizen printer is built in FREE co" OUR K'r

the UK to exacting standards,
Worth £3995 - With Switt 8 and Swift 24 printers

ensuring superb reliability
and a very high quality of 2 YEAR
WARRANTY

output. Our confidence in the
quallw of CltlZEl’l prlﬂtE‘rS IS Silica offer a 2 year warranty (ncluding the prnter head)
with every Citizen primer purchased from Silica

such that we are pleased to
WINDOWS 3.0

offer a unique two year
ith [ :
guarantee wit EUE‘I“," prl nter. Free Windows 30 deiver - In the Slica Starter Kit

Plus, if you purchase your
Citizen printer from us, we
will give you a Silica Printer
Starter Kit (worth £29.95),
| FREE OF CHARGE!

24 »i

FREE HELPLINE

Technical support helpline open during office hours.

MADE IN THE UK

Citizen prirters ane manufactured fo high standards

1 92 DE:?T 24 PIN

v

192854 9w

CPS

DRAFT

Tha Citizen 1200+ is one of the UK's bast sslling
printers. It has a stylish appearance and excallant
lealures and parformance for such an inexpansive
prirlar. The 1200+ is available with aither & serial
or paralel inferface and is an ideal first printer,
® 3-pin Printhead
& Print Speed 144cps Draft
& J0cps NLO
® Epson & IBM Graphics Emulation
® Pull Tractor & Bottomn Feed
¢ Superior Graphics - 240x218dpi
® FREE Starter Kit
RAP (23383
STRATER KIT ... £29.95

TOTAL RAF: E263.78

SAVING: £112.20

The award winning Citizen 124D brings high guali-
ty 24-pen dot mabrix printing within every computer
users reach, It is the ideal choice whare high quali-
ty printing is required a1 a budget price,

® 24-pin Impact Printer

® Print Speed 14d4cps Draft

® 2 LQ Fonls (48cps)

® 8K Buffer

® Epson, IBM & NEC PE+ Emulation

#® Advanced Paper Parking

® Superior Graphics - 360x360dp/
® FREE Starfer Kit

RAP ........ £292 58
STARTER KIT ... £2995
TOTAL RRP: £32253
SHVING: E112.20

SILICA PRICE: £151.58 + VAT = £151.58

SILICA PRICE: £21033
> N

+WAT = £210.33

PRINTER
ACCESSORIES

PRAT200 1200
FRA1215 1240/Swift 9724 ..
PRATZZE 124D/Swift Gr24

PRA 1189
PRA1209 Swilt 51240 ..
FRATTDS Swit 24

PRA1242 1240/Swift 924 ... £2403
ORIGINAL RIBBONS
RIB 3520 1200/Switt 9 Blask ........ 41

AIB 3924 1240/Swift 24 Black ... E4.TD

RIB 3038 Swift 924 Colowr ........ £15.63
COLOUR KITS
PRATZIG Swift 924 .. ... £39.65

AN pricas include VAT and Free delivery.

SHEET FEEDERS

SERI

AL INTERFACES
1200+ £56.45

PRINTER STAND

|SILICA SYSTEMS OFFERS YOU |

& SHOWROOMS: Demonstration and training

of E13 millian, With our unsivalled expariance and
eapariise, we can now ciaim to mesl our cusiomers
FROLITBMEAES with an understanding which is second
fa nona. But don'l just take our word for &, Compleie
and refurn the coupon now, for our latest Eres
literaiuse on the Citizan printer range and begin o
sxparignce the “Silica Systems Service™

® FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK,
® TECHMICAL SUPPORT HELPLINE: Team of PC technical experts at your service.

® PRICE MATCH: We normally match competitors on a "' Same product - Same price’’ basis.
® ESTABLISHED 12 YEARS: Proven frack record in professional computer sales.

® P13w TUANOVER (with 80 staft): Solid and rellable with maintained growth.

® BUSINESS/EDUCATION/GOVERNMENT: Velume discounts avallable for large orders.

® THE FULL STOCK RANGE: All of your PC requirements from one supplier
® FREE CATALOGUES: Will be malled to you with offers and softwarasiperipheral details.
® PAYMENT: By cash, cheque and all major credit cards.

Batare you decide when to buy your new printer, we suggest you think very carefully about WHERE you buy il.
Consider what & will be e a Sew months aMer you have made your purchasa, whan you may require additional
Peripherals or software, or soma technical belp and advice. And, will 1he company you buy from contact you with
detalls of new products? AL Silica Systams. we enaure that you will have nothing 10 worry aboul. Silica Sysiems
i6 orve o the LS lnading independent compulier deakers and provides. & quality sendce o usars &t home, in education
and in business throughout the nation, Silica have been established Jor pvar 12 years, and have an annisal iEnoes

SYSTEMS

facilities at our London & Sidcup branchas,

SILICA

I
| LPLEASE SEND CITIZEN PRINTER INFORMATION |

SWIFT 9 - COLOUR!

The Citizen Switt 9 is perfect for those who require
high quality dot matrix black or colour printing &t &
budget prica. Tha print quality of Swift B rivals that
of other manufacturer's 24-pin models.

& G-pin Impact

® Print Speed 192cps Draft | FICEE]
® 3 NLQ Fonts [48cps) COLOUR
. Har KIT

L]
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The Citizen Swilt 24 is one of Europe's best selling

print@rs and has won awards including Printer O

The Year 1990 Its rapid print speed, quality and

black or codour oplions, make it B natural choice.

® 24-pin Impact Printer

® Print Speed 192cps Draft FREE!
CD.I.:,IJ'IJR

® 4 NLQ Fonts (64cps)

® 8K Buffer !

® Epson, IBM & NEC P§+ Emulation
Parking

............ 478 BE
STARTER KIT ... £29.85
COLODUR KIT ..., £4485

;50348
SAVING: £199.15

Every Citizen printer from Silica. comes complete with the Silica
Printer Starter Kit, including everything you need o get up and run-
ning with your new printer immediately, FREE OF CHARGE!

® 312" Dual Format Disk with Amiga & ST Printer Drivers
® Ji& " Disk with Drivers for Microsoft Windows 3
® 2 Meitre Parallel Prinler Cable

® 200 Sheets of High Quality Continuous Paper
® 200 Continvous Address Labels on Traclor Feed
® 5 Continvous Envelopes on Traclor Feed
IF you alreadty own a printar, and would like & Sica Printar
Starter Kit, wou mdy ander cna (ref KIT 5000) for the special
Slilica price of £24.95 - £5 off ARP!

NORMAL RRP

£29.95
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WHO HAS THE BEST PUBLIC DOMAIN LIBRARY?

———a

Hundreds of disks for both the Atari XL/XE and e 4 rrup mmmmm| AL,
the Atari ST but with a difference - every disk g | 21

in the PAGE 6 LIBRARY is carefully selected o

we don’t throw in everything just to make our
catalogue bigger.

Also PAGE 6 are the originators of THE CLIP
ART COLLECTIONS - hundreds of quality im-
ages to include in your DTP creations

CATALOGUES AVAILABLE FOR BOTH XL/XE
and ST - PLEASE PHONE FOR YOUR COPY

i We import books direct from the USA,
@85y particularly COMPUTE! publishers of
=l the best books available for the XL/XE
r— and ST

SPECIALISTS IN BOOKS FOR FLIGHT

SIMULATOR 2 - SOME GREAT TITLES
THAT YOU DON’T SEE ELSEWHERE

WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT?

Keep that equipment free from dust and spills. We have been selling our top
quality dust covers for over five years with thousands of satisfied customers

AND WE SELL ... CABLES, BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having regular offers on selected ST and XL/XE software

- THE PAGE 6 ACCESSORY SHOP

P.O BOX 54, STAFFORD, ST1 6 1DR
Teleph\one 0785 213928 Ask for our FREE catalogues
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