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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 your 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

CHECK OUT

s, WAG)es G ML g HEACCESSORY SHOP
. p——— T The Infocem classic and the adventure game that changed the way PAGES FOH MANY

all future adventures were written. The Great Underground Empire
of Zork is well documented by now and thousands of players have [}
become addicts graduating te Infocom's more difficult adventures. MOHE BAHGAINS-
Zork | is the ideal introductory level adventure for beginners or
those with a little experience. If you have never ventured under-

ground before now |s the time to try, it's never been cheaper to :
expand your universe! Classic original Infocom packaging with
excellent manual and a map. :

OFFER PRICE £2.95! MAXWELLS DEMON

Check out the review in Issue 49. Paul Rixon found
this simple game to be quite addictive and at this
price can you afford not to become addicted! It's a
different type of game, more in the Tetris mould than
an arcade game. It sure makes you think and the
price won't break you if you don’t get fully hooked.

DISK ONMLY Recommended price £9.95
KABOOM SUPER SPECIAL JUST £1.99

Challenge the Mad Bomber as he tries to bomb you outof | MB BOBOT & HIS ROBOT FACTORY

sight. Can you catch his bombs and dowse them in time? One of the most famous of platiorm games that has

Or would you like to be the Mad Bomber and try to flatten z:u E'mﬂi over fire, mnnl:m aver breadmills and
mbs,

one of your friends? Lots of excitement for one or two Ly m;u“ |!ﬂn=:lrl= IL‘“ dﬂ:f“l':_ Pﬂhzz and
players in this addictive arcade game that won awards for | U0l %an and then create your own for neverending

Best Audio and Visual Effects when it was first released. fun. This is what platform games are all about.

Simple yet addictive. DISK OR Recommended price
CASSETTE £7.95 cassettel£9.95 disk
ROM CARTRIDGE

OUR PRICE £2.95 SUPER SPECIAL JUST £1.99
MASTERTYPE B et g

Mow anyone can learn to type whilst playing a challenging mm m&mﬁc”?mr"m“ t:f“_

game. Mastertype was one of the original ‘game based’ typing anti-aireraft tanks and missiles aunching off
tutors which requires you to zap enemy words as they through space for the ultimate conflict with a m?ght]r
approach from the four corners of the screen. But it not really robot - few have ﬂf‘g&faﬂtﬁw- Gﬂ?" E?P'H‘s
a game for, before you realise it, you will become quite e " = MERRY: 1T
proficient on the keyboard as you progress through 18 les- £

sons of increasing complexity. DISK OR Recommended price

CASSETTE £7.95 casselte/£9.95 disk

ROM CARTRIDGE OUR PRICE £2.95 SUPER SPECIAL JUST £2.99

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO
THE ACCESSORY SHOP, PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928
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BAT PACK

Super scrolling fun
in the caves

SUBSCRIPTIONS
Annual subscription rates (6 issues)
UK £10.00
Europe £15.00
Elsewhere (sea) £15.00
Elsewhere (Air) £21.00

Overseas rales reflect only the ditference in postal cosis

NEW ATARI USER ON DISK

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

UK £25.00
Europe £32.00
Elsewhere {sen] £32.00
Elsewhere (Air) £42.00

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

SUBMISSIONS

PAGE & welcomes and encourages its readers to
submit, articles. programs and reviews for publi-
cation. Programs must be submitted on disk or
cassette, articles should wherever i be
submitied as fext files on disk. We seek to en-
COoL your participation and do not have strict
rules for submissions. f something interests you,
write a program or arlicle and submit it! Appropri-
ate payment will be made for all published prog-
rams and articles, all payments being made at the
end of the second month shown on the cover of
the izsue concernad.

All original aﬂlclas.EmngramE and other material
in NEW ATARI USER is copyright of the author
as credited. All uncredited material is copyright
FAGE 6. Unlass containing the by-lina 'AI!FI'{i ts
Reserved’ any material in NEW ATARI UgEH
may be reproduced by User Groups and other
nan-profil making organisations provided that the
author's name is included and PAGE & is credited
as the original publisher, Permission to publish
elsewhere should be obtained from PAGE 6 or
the author. Edifors of newsletters reproducing
material are requested to send a copy of the
relevant issue to the Editorial address of PAGE
6. Whilst we take whatever we can o
ansure the accuracy of arficles and programs and
the coments of advertiserments, PAGE & cannot
be held Rable for any emors or claims made by
advertisars.

ATARI é)TMH] is a registered trademark of
ATARI CORP. All references should be so
noted. NEW ATARI USER is an independent
publication and has no connection with Atar
or with any other company or publisher,
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THE CREDITS

All of the usual stuff s on page 3 but here are
the people who made this Issue possible.

Les Elllngham battled on survi the ingquisi-
tHon from the Tax Man whilst watching th:r];usi
huild up on his desk trying o ass his feel-
ingz of guilt at not replying to letters by convine-

m% himself that getting the magazine out on time
is the most important consideration

still managed to do the ads and other
things whilst with duff disks and spend-
ing hours trying to get the Post Office to deliver
our mail to the right address (and they have got
the cheek to put up the prices!)

Paulette still can't leave a good mess where she
finds it, all ggru have Lo do is unload a big order
in the corridor and next day it's gone but she is
running out of ideas on what to change so maybe
we'll rb-: ahle to find all those missing things

SO0

The R:F.llar Contributors, who provide the back-
bone of the magazine and car:_&anem]ly be relied
upon to eome up with good articles and reviews,
AT Les

John S Davison  John Davison jr
John Sweeney Paul Rixon
Damon Howarth  Ian Finla

Peter Hickman The Tips

All ather contributors for this issue are indi-
vidually credited alongside their articles or prog-
rams. Thanks to ev for sharing their en-
thusiasm with other Atari users.

The cover this time is a simple old screen shot of
BAT PACK by Bill taken with an Ohlm-
E:us OM1 and a zoom telepholo lens set at
S0mm using an sure of 1,15 second at {4,
Sounds impressive deesn't it? Ba [ just
inted the camera and pressed that little silver
ution on top.

Following on_from Ihﬂmumhn album | never
did get the ones ment lalthough Ann O Dris-
eoll very kindly bought a Michael O'Suil-
beb}minﬂﬂﬁrme.t!\wm&mubuudﬂ,geﬁckup
one by Pierce Turmer which turmed out to be one
of those brilliant, exciting discoveries that come
m!ynmmawhﬂeandw&hmw
almast every day sincel Also Maura O
wrho Leas aluays in De Danaan and s still
on her ouwn, most ins has to be
whose new album is as tant as ever
and p as I write this fabout the fifth time
today!). Others were Bill Staines, o master of
stony telling song, Richie Hauens, Helen (FHara
with a New Age album called Romonzo. quite
beautiful and featuring Robin Williamson, speak-
ing of whom I now have the first Incredible String
Band album o be issued on CD with Mike
Heron's first sola, I uwas a bit fed thet they
might sound dated, but none qf it, Sl the best
beind that ever [ved!

The next issue of NEW ATARI USER could
feature YOUR article Wﬁm
- 80 SENDIT IN

PAGE 6 shows fust what you can do with your Atari. ¥EW
ATARI USER has always beer created ewtirely with Atari
equipment, initially on the XL but more lately with o Mega
ST and othver sinff, who needs PC's or Macs! With the
exceplion of the final onipar on o Linotron and the wse of an
in-house repro camera for the photos and listings everything
is done on the 5T, Hardware includes'a Mega ST2 (upgraded
fo 4MB), SM 125 Monitor, Supra 30Mb Hard Disk, an Atari
Laser Printer, Citizen 1240 printer, Philips CME8I3 monitor,
130XE, XF551 disk drive, 810 disk drive, 850 interface, NEC
K023 printer. Principal software noed is Protect and Fleer
Street Publivher 3.0 Ouher software includes Kermit, Tari-
Talk, Turbe Basic and various cuifom writlen programs on
the XL/XE. Articles and programs submitted on XEXE disks
are subjected o variows ciestor written programs before
being transferved across to the 8T via TARITALK, AN major
editing is done with Protext and pages are laid oul with Fleet
Street Publivher. A disk with the finished pages as Postvoripl
Jiles is sent to @ typeselting bureau to be ouipirt on a Linatron
and, hey presto, finished pages are sent back exactly i you
see thewe. It really does work! AN that is left is to drop in the
listings and plofos.

Well, It's mod guite az easy as that but you get the ideal

lssue 52 - Mew Atari Liser

we hope that things work out as planned. There are far fewer copies in the

shops so you must get in there quick and if any of your friends miss out on a
copy tell them to order the missing copy from us and then either place an order with
the newsagent or subscribe,

Lest you think that the past couple of editorials have been a little paranoid let me
mention a quite interesting passage from another magazine. Those who read the
credits will realise that I am interested in folk music and I have been taking a
magazine called Folk Roots since it started. After a while it disappeared from the
newsagents shelves, having gone on firm sale, so I subscribed and have been enjoying
every issue since. Now Folk Roots is a similar size outfit to ourselves and the editorial
for the current issue made very interesting reading. Let me quote a section

"For a small publisher like ourselves, sale-or-return ought to mean that you're more

widely available but it's a suicidal system: in reality you have very little control over

whether your expanded print run gets to the right places for potential sales and you
end up printing a lot of waste paper. We've been on firm sale’ with the trade since
not long after we finally went on the news stands in 1985. That does make it much
herder to pick up casual readers and build a bigger circulation, but once you've
heard of us, theoretically you can walk into any newsagents, order Folkk Roots, and
get a regular copy. I say ‘theoretically” because although F.R. is handled by one of
the main distribution eompanies, a hard-pressed local wholesaler will sometimes
invent any kind of story rather than process a small order. The number of times
we've been rung up by anxious readers who have been told an issue has not been
published or, worse, that we've ceased publication altogether, is beyond belief.”

And 1 didn't write a single word of that! So you see that the problems are not yet over.
You must keep vigilant and keep pressing the newsagents for a copy. Don't get fobbed
offl They can get if if they want.

SUBSCRIBE!

As always, [ repeat that a subscription benefits us much more than a regular order
through the news trade and now is the best time to subscribe. Incredibly the Post
Office have the gall to put up their prices yet again and having already absorbed two
price increases (not to mention the scandalous 25% increase on parcels last July) we
cannot continue the subscription rate at its present ridiculously low sum. Subscrip-
tions will increase from next issue but if you get in now you can enjoy the old rates,
which offer you a considerable saving.

SUPPORT

You know there are still one or two genuine folks supporting the Atari, like Robert
Stuart up in Seotland who runs the EXCEL disk magazine and TIGER DEVELOP-
MENTS who have an advert in this issue (check the bonus on this issue’s disk for a
sample of the quality you can expect from them). Unfortunately we have now reached
a situation where Atari owners don't trust newcomers, understandably so since all the
problems people like XL/XE ALIVE and others have caused, and these folks may not
get the response they deserve. The irony is, if you don't take that small chance when
someone new comes along, you soon won't need to take any chances, for there won't
be anybody supporting your machine. We sincerely hope that you give Tiger Develop-
ments and Excel a chance because they are doing their best to give you some support.
If you find their products and service good write and tell us so that we can tell others,
likewise if it's crap tell us that too. Above all don't just sit there and let the support of
your machine die.

T his is our first issue on the ‘firm sale” basis mentioned in the last issue and

IF YOU HAD ANY PROBLEMS OBTAINING THIS COPY OF
NEW ATARI USER FROM YOUR NEWSAGENT
PLEASE TELEPHONE US ON 0785 213928

IF YOU WANT TO SUBSCRIBE THIS IS YOUR LAST CHANCE

AT THE PRESENT PRICES BECAUSE THE SUBSCRIPTION
COST MUST BE INCREASED NEXT ISSUE.
SUBSCRIBE NOW! - THE FORM IS ON PAGE ?? OR JUST GIVE
US A CALL ON 0785 213928 AND USE YOUR CREDIT CARD

L daTalwid -2 el B = 0 =1 i
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ALL THE FUN OF THE MICRO FAIR

* SUPPORTING LOCAL CHARITIES *
AA Signposted from Junction 14 on M6
Hardware - Software - Books - TV & Video - Components
Media - Discs - Paper - Ribbons - Radio - Printers - Monitors
and more
All Micros including -
Amstrad - Sinclair - Einstein - Oric - QL - Dragon - Z88
Atari 8-bit - Commodore - SAM - IBM PC - Amiga - ST
* FREE PARKING *
* FREE COURTESY BUS FROM STAFFORD BR STATION *
* BAR and REFRESHMENTS *
* ELECTRONIC BRING & BUY SALE
Entrance on the day - £2 Adult - £1 Children
Advance tickets by post just £1 from the organisers -
Sharward Services, Upland Centre, 2 Upland Road, Ipswich IP4 5BT
Tel 0473 272002 - Fax 0473 272008

AA
Signposted
from
Ji4
on M6

Exhibitors include -

Al Electrical Services
Al Electronics

Capital Products
Carrs Electronics

Chic Computer Club
Dean Garraghty

Digital Precision Limited
DX Electronics
Hollywood Business Supplies

ID Computers
MFM Supplies
Micro Discount

Nipco - Frank Martin
Original Media Company
Page 6 Publishing
Tekdata Limited
Willis Enterprises
etc etc
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ADVENTURERS

Following the recent clo-
sure of The Adventurers
Club Ltd., three of the ori-
ginal reviewing team have
decided to form a partner-
ship and to start The
Adventure & Strategy Club.

The club will continue in a
similar style, quality and
format as before, but will be
under entirely new manage-
ment, with no obligations
to its predecessor. We will
continue to produce the Re-
ference Book of Adventure,
built up from bi-monthly
packs of new and updated
material, and covering a
wide range of subjects asso-
ciated with adventure,
strategy and role-playing
games. The Reference Book
includes a news section,
comprehensive reviews of
all types of adventure,
hints, tips, solutions, maps,
letters and articles.

Members will also have
free access to the club's hel-
pline, by mail or by tele-
phone, and the opportunity
to purchase a selection of
software at discount prices.

The first issue will be pub-
lished in September and
further details can be
obtained from Hazel Miller
at the address below.

The Adventure & Strategy
Club, 17, Sheridan Road,
London, E12 89T

ANY STOCKISTS?

I am trying to compile a full
list of retailers that stock
Atari 8-bit software. If your
readers could send me de-
tails of their local dealer
with name, address and
telephone number and a
basic idea as to what sort of
software they stock I would
be most grateful.

I know this may seem like

ailbag

a strange request but many
of us do have local dealers
that we can use regularly,
but other users don't know
of them, so all that software
is lying there with only one
or two people buying it.
Who knows if demand in
the High Street increases
then maybe software com-
panies will take an interest
in the Atari 8-bit again.

Jason L. Hibbert,

84, Chequers Close, Pontef-
ract, Wesl Yorkshire, WF8
ITE

I don't know what sort of re
sponse you'll have Jason, but
it is a great idea to get
together a current list of stock-
isis. Who knows what sort af
treasures are buried in shops
around the country. If you do
get a list together be sure and
let us have a copy so that we
can publish it and let other
users know.

NO START

I have a 130XE and recently
the START butiton became
faulty and will not work
while trying to load a game.
Do you know of any other
button I could use instead,
or of any other way I could
load a game without using
the START button.

David Corcoran,
Dublin

Sorry, David but you'll need
that START button to boot
machine language tapes.
Quile often the problem can

be cured by cleaning the con-
taets on the keyboard. You'll
need to take the cover off by
remouving all the screws on the
bottormn and then youw'll find
that the keyboard can be lif-
ted up to reveal a ribbon cable
joining it to the main board.
Very carefully ease this cable
out of its socket and remove

the keyboard entirely. Nott
carefully clean both sides of
the contacts with some cotton
wool or a eotton wool stick
and refit the cable by easing it
back into the socket. malke
sure il is all the way homse
and then refit the cover. Nine
times out of ten you'll find
that the problem with the
START key has been solved. If
this doesn't work then your
only other option is likely to be
a new keyboard bul these are
now quite hard to find.

US SOFTWARE

I just finished reading Issue
51 of New Atari user and
noticed the letter from
Mark Greenall. The mystery
software he is looking for is
called Racing Destruction
Set produced by Electronic
Arts. I know because I own
a copy of the game. It is
very good but now quite
tough to find. I have the
addresses of four places in
the USA which support the
8-bit Atari as follows
American TechnaVision
15338, Inverness Street
San Leandro, California
94579
B & C ComputerVisions
3257 Kifer Road, Santa
Clara, California 95051
San Jose Computer
1278 Alma Court, San
Jose, California 95112
Toad Computers
566 Baltimore Annapolis
Blvd., Severna Park, MD
21146-3818

1 know that American
TechnaVision has Racing
Destruction Set for $9.95. 1
hope that this information
will be of use to Mark and
your other readers.

Also tell Mr Ruebottom
that Dam Busters was pro-
duced by Accolade Software
and distributed by US Gold.
If Mr Ruebottom needs any
help with the Golden Old-
ies, I own copies of the
1984 and 1985 books of
Atari software by Arrays
Inc. The book gives titles,
description and ratings for
most of the great Atari soft-
ware produced in the B-bit
heyday.

Prof. Willie C. Burnside Jr.
Chicago, lllinois




THE XF551
DISPELLING
THE MYTHS?

I own and use both 1050
and XF551 disk drives and
appreciate them both very
much, however, the XF551
is clearly superior. In issue
49 I was appalled to read
the seemingly authoritative
letter regarding the XF551.
As the XF551 already has a
much maligned reputation
it was disturbing to see so
much wrong and misleading
information contributing
further damage to that
machine and the 8-bit com-
munity in general.

There are two significant
components of the XF551;
the drive mechanism and
the interface circuit board.
The drive mechanism is a
360K, 2 sided, 40 track per
side, 300 RPM, 5.25" unit,
which is apparently of the
IBM standard type. It is
rated at 300 RPM and has
its own on board circuitry,
which I believe controls
this speed, not the microp-
rocessor on the interface
board. So changing the
ROM on the interface will
not affect the fixed speed of
the mechanism.

Of the reputed XF551 in-
compatibilities I think the
speed of the drive is an
over-emphasised issue,
There seems to be a lot of
worry about the 300 RPM in
terms of copy protected
disks. True there are pro-
tection schemes that check
the speed that sectors are
loaded but this would also
affect modified 810's and
1050's. Anyway, 300 RPM is
only 4.9% faster than stan-
dard, which is almost insig-
nificant. I only have two
disks in my entire collec-
tion which won't load on
the XF551 and I am not
convinced it has anything
to do with speed. There are
other peculiarities of the
machine which may be the
cause of minor incompati-
bility (i.e. different opera-
tion characteristics and
microprocessor and the pre-
sence of a configuration
block).

Most people think of a

drive as performing two
basic functions; reading and
writing information. In fact
it performs a third distinct
function; formatting. Con-
trary to what you may have
read, the XF551 does not
use the so called "timing
hole" for controlling the
speed. The hole is more cor-
rectly called an "index hole"
and for the most part is
ignored in the XF551, ex-
cept during formatting. At
that time its use apparently
relates to the location of
the beginning sector of
each track (recall hard sec-
tor floppy disks).

During reading and writ-
ing, the index hole is
ignored. This can be simply
verified by XF551 owners
by covering the hole with
tape on a formatted disk.
Revolution speed remains
constant despite the hole
being covered. The XF551
can read and write on side 2
of a disk if already format-
ted, but can't format side 2
if it can't see the index hole
when the disk is flipped. If
careful not to scratch the
disk, you can use a hole
punch (twice) to provide the
extra index hole opening
through both sides of the
black plastic jacket (but not
through the physical disk
inside). If you don't know
what I mean, check a recent
PAGE 6 disk which has two
index hole openings, the
XF551 can format those on
either side with no problem!
(I hope PAGE 6 will let
XF551 owners know where
to get them).

I have no experience with
the US doubler so can't real-
ly comment regarding it's
double density sector skew
problems on the XF551.
However, it occurs to me
that, most probably no com-
mercial software exists that
would use that format. Any
disk you might receive in
that format is therefore un-
likely to be copy protected.
For use on the XF551 sim-
ply ensure that the US
doubler formats disks with
sector skew off or else copy
to an XF551 sector skew
formatted disk.

Replacing the 5.25" drive
mechanism with a 3.5"
mechanism on the XF551 is

not as simple a stated. On
both mechanisms, most
pins have the same assig-
ned function, except for
pins 32 and 31. On the
5.25" mechanism they are
"Side one select" and its
"Ground return pin" respec-
tively, but on the 3.5"
mechanism they are
"Spare’. The 5.25" mechan-
ism is 40 tracks per side
but the 3.5" mechanism is
80 tracks per side. The
XF551 interface can only
handle 80 tracks total, to
handle the 3.5" mechanism
the interface needs to be
modified. There have been
at least two different mod-
ifications available in the
U.5.A for that purpose.
Apparently they require
changing the ROM and a 34
pin plug as well as the drive
mechanism.

Finally, let me just say
that the XF551 is an excel-
lent drive for the serious
8-bit enthusiast, as is the
1050. I use Superdos 5.1
(quite Dos 2.5 compatible
yet handles single/ enhan-
ced/ double and 2 sided de-
nsities in standard or fast
baud rate) which allows the
XF551 to really fly. There's
been a lot of lingering mis-
information spread about
the XF551 which has hurt
all 8-bit users. [ hope the
XF551 "haters" are happy
now that it is no longer
manufactured and nor will
any other 8-bit drive be. I
wish I had the foresight to
purchase several while they
were still available.

John Stecyk,
Hawthorn, Australia

Many thanks for you com-
ments, John. Most of the
image problems of the XF551
stemn from Atari's {usual) lack
of documeniation and expla-
netion of the workings of the
drive. The 1050 just came out
of the box, was plugged in
and, with a quick look ai the
manual, away you went. With
the XF551, all the promises of
double sided, double density
storage didn’t appear to be
there, at least for those who
did not know enough to_find
these features. For the begin-
ner an advanced disk drive
with inadequate documenta-

lion is a nightrmare.

The only point which I would
take (ssue with is the gquestion
of the drive speed and its
effect on copy protection. The
speed difference is not ‘insig-
nificant’ on certain softuare.
The UK company Databyjte de-
veloped one of the most
sophisticated copy protection
techniques some years ago_for
the word processor Super-
script. Now this was a greal
program but if your 1050 or
810 was running fust slightly
out of speed (by 3 or more
rpmy then it wouldn’t load - a
real pain. Databyte subse-
guently introduced this copy
protection on their own games
so there are a number of com-
mercial programs that certain-
ly won't run at 300 rpm.
Another problem is the myth
of having to flip disks, There
is absolutely no need fo go to
the lengths of cutting notches
and index holes, if the drive is
properly configured it will
automatically write (o both
sides of the disk,

The XF551 is a good drive,
perhaps more so _for those
who understand their sys-
terns fully. Beginners might
not find il so easy to use all of
the features but that is only
because ils lacks documenta-
tion. If you find one, buy it
anyway, you wort't go far
wrong.

TAPE PROBLEMS

I own a 130XE and XC12
tape recorder. When I saved
a program in LISTed format
go that I could combine it
with other programs I tried
to load it with ENTER "C:"
but it would not load the
program. It gave the error
143 but the cables are good
and properly connected.
Could you HELP?

E. Manning
Nievw-Dijk. Holland

This error is usually due to a
poor quality tape. Sadly there
is nothing that you can do but
start again. We did publish a
cassetie verify routine a while
ago which allmeed you to test
whether a save had been suc-
cessful before wiping out your
program and it might be wise
to use a utility such as this.
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REVIEW

some early user written
software now available again
reviewed by Paul Rixon |

APX

S o, here we are in the closing months of 1981 - some

twelve years after the Atari 400 first emerged onto the

computing scene, and almost nine years after the first
edition of PAGE 6! Few micros, and even {ewer compuler
magazines have survived as long. Probably none can claim to
have eommanded such an enthusiastic [ollowing,

A recent report on the 1991 Atari Shareholder’s meeting by
Atari Interface Magazine reveals that the XE is still in produc-
tion. It is currently selling in South America, Eastern Europe
and the Middle East. In the States, the 8-bit Alari is still
supported by a small number of commercial organisations,
such as Reevesoft - publishers of the Diamond GOS system
reviewed in NAU #44 - and a nationwide network of user
groups. Here in the UK there continues to be a trickle of new
software releases from the budget houses of Zeppelin, Hi Tec
and others. However, the majority of programs currently avail-
able originate from those ‘good ol days’ of the last decade
many having re-emerged at drastically reduced prices.

Gralin International, who have close ties with the Bourne-
mouth and Poole User Group. offer many such ‘oldies’ in their
catalogues. Recently, they announced the availability of APX
software in a series of specially-bundled collections. Newer
Atarians may not recognise the abbreviation APX, but it was
once a key component of Atari's Stateside software support.
The letters stood for Atari Program Exchange and the concept
was an attempt to involve users in supporting their own
machines, The basic idea was that if someone wrote a piece of
software and thought it might be of interest to other users,
they would send it to APX. A panel of reviewers would then
decide whether or not it was worthy of inclusion in the APX
catalogue, which was itself widely distributed to other Atari
owners. By keeping costs to a minimum - simple packaging,
‘standard’ user manuals (luxurious by modern standards!) and
without spending hours of testing and development time -Atari
could market APX software at a much lower price than was
otherwise viable. The only catch was that Atari would not
guarantee the programs in any way - they were offered on an
‘is as' basis with copious disclaimers accompanying the manu-
als! Buying software from APX was a gamble but it could
sometimes pay off. Some programs became so popular that
they were subsequently released into the regular Atari line-up
- authors had the incentive of a share of annual prize money
worth a hundred thousand dollars!

What sort of programs were found in the AFX? The answer is,
simply, almost any and every kind! There were games, utilities,
educational programs, music and specialist applications. Let's
take a closer look at some of the best entertainment titles
released by the APX,

EASTERN FRONT 1941 was written by Chris Crawford (of
De Re Atari fame) and published by APX in 1982, Its a
simulation of Operation Barbarossa, the German invasion of
Russia during World War IL. The game is relatively complex
and re-creates the conditions of the campaign including ter-
rain, seasons and the various types of military units involved.
Each “turn’ covers one week in history in which the player
must asses the strategic information displayed and decide on
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the movement orders for his troops. The smooth multi-way
scrolling graphies were considered innovative at the time of
release and this helped Eastern Front earn the respect of many
war-game fanatics. It was later marketed as a full-priced pack-
age and is probably the best-known war-game to date.
PHOBOS is the little known sequel to Caverns Of Mars, a
'classic’ vertical seroller that admittedly appears rather poor by
today's standards but was once thought to be rather good!
Phobos runs along similar lines to its predecessor - the task is
to manage a space craft rapidly descending through a series of
increasingly hazardous caverns. You must dodge enemy mis-
siles, obtain fuel for when it's needed later and carefully
negotiate the winding passages. There are four skill options,
and a maximum sixteen levels of defence. The game is addic-
tive, and the graphics aren't too bad at all!

QUARXON earned author Scott Ludwig of Hawalii first prize
in the autumn 1982 APX contest. The plot sets you in control
of a laser-equipped spaceship battling to save your planet from
an enemy attack. The screen is split vertically into two por-
tions - one for each player. A central barrier separates two
opposing space craft, and a nicely shaded border defends a
line of Droids on either side. The objective is to fire your laser
through randomly occurring openings in the barrier to break
the protective shield and destroy your opponent’s Droids. Of
course, the enemy - who may be human or silicon - is deter-
mined to do the same to vou! Considering the age of Quarxon,
the graphics and sound are a lot better than you would expect!

Clearly, the quality of APX software differs enormously from
one program to another - the games mentioned above are the
best amongst those I received from Gralin, but the omission of
a title shouldn't be regarded as a negative indication. Next
issue we will continue to explore the APX, with a focus on
utilities and applications.

EASTERN FRONT
- one of the all
time classics that
was first released
in the Atari Prog-
ram eXchange

HOW TO OBTAIN APX SOFTWARE

The APX software _featured above was supplied by Gralin Inter-
national. 11 Shillito Road, Parkstone, Poole, Dorset BH12 2ZBN.
The exact composition of cassette and disk collections is subject
to change and full details of current availability and prices

should be sought from Gralin. &



TIGER DEVELOPMENTS GRALIN INTERNATIONAL

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

present an exciting new range of 8-bit software

MISSION ZIRCON 8bit Hard Drive Interface. ............. £99 95
Battle through lidal waves, jungles, the living caves and killer strawberries in this 8 The K-P-I Hard Drive interface will allow you to connect a 20MB SCSI
level shoot ‘'em up fealuring animated scenery, a weapons shop for buying extra fire drive (not supplied) to your Atari XL/XE computer. It comes complete
FOwr Sl semae newlng CASSETTE/DISK £4.99 ||| ¥ith the MyDOS disk operating system and can also be used with
SpartaDOS. To complete the system you will need to purchase a PSU
PROGRAMMER'S WORKSHOP VOLUME 1 (63watts minimum) and cables. XE users also require the XE Adaptor
Volume 1 features utilities for designing and storing backdrops fer games using the board. For information sheet please send SSAE.
minimum of memory. This can be used lor single fixed’ screens or large scrollin .
areas. As an nam;rc about 100 five colour 15: % 160 screens can be ugmre:l In ug, Hard Drive Iﬂlﬂffa(:ﬂ ,{9995 XE Adﬂptﬂl’ Board "”£15m
than 10k! 2
DISK ONLY £3.99 APX Collections
COMING SOON ... TARKUS AND THE CRYSTAL OF FEAR Cassette £4.00ea Disk £8.00¢a
PROGRAMMER'S WORKSHOP VOLUME 2 Set #1:Text Formatter Set #5:Extended Set #1:Preschool
Send cheques/Postal Orders to {EZGNHS]I[;JE::HHKJ ESFN: BH.I'Illr:.EI d GaThES; COUI+T.ET; T
itor; 15ion enerator; Instedit; Mathematic-Tac-Toe;
TIGER DEVELOPMENTS, 26 HE'E!ENE J,EEE.:UE HBALEP;IEH DEAL, KENT CT14 70Z Maker: T: Text Ultimate Renumber ~ Magic Melody Box
Display; Chameleon  Utility; Dsembler Set #2:Developers
CRT Terminal Set #7:Avalanche; Disk; Dsembler;
Emulator Attank!; Space Trek; Family Cash Flow;
Set #2:Mugwump; Salmon Run BLIS
Babel; Block ‘em; Set #8: Pla_‘,u:r Piano;  Set #3:BASIC Utility;
Phobos Terry; Space Chase;  Instedit; Enhancement
Set #3:Typo Auack; Magic hgmody Box  To Graph-It; Word

Counter; Memory Set #10:Seven Card  Processing Combo
Maich; Morse Code  Stud; Bumper Pool;  Set #4:Wizards Gold:

Tutor Mankala; Quarxon Downhill; Meltdown;
Set #4:Quarxon; Set #11:Dog Daze;  Blackjack Casino
. Atari enthusiasts. .. 1] Solitaire; Pro Dice Poker; Tack Set #5:Keyboard
S Bowling; Codecracker Trek; Codecracker Organ; Player Piano;
- Subscription rates Graphic Sound Demo;
UK £4.80; Eurﬂ pe £9;0{] ST Xformer Interface.......£19.95 Insomnia

Atari 8bit emulator for Atari ST complete with ;?ﬂ #ﬁﬁl%ckjack
cable for connection of 8bit disk drive, thus oo - tUmae

Renumber Utility;
allowing you to boot those protected disks. B?&Tﬂmr Eﬁgﬁ;
1CD Products %Eﬂhﬁcs TEs éﬁi
We still have a limited quantity Timewise ... """ 53 80
of the following items in stock. Cut & Paste . .£550
| Action! Toolkit only ........£15.99 Visicalc .. ol .£7.99
ATT NTl N ALL XLfXE WNEHS Mfthﬁs +Tun!kil'. R Flight Sunulmm' [1 £14 95
gnliugnmzctmn fgz]l gg ]S,I“Per Pacman {RDM only}ifigg
R i i - . EWSTOOIMm .. -
The first issue of the NEW monthly magazine SpartaDOS Con. Set DOS XE + Manual .. L£12.50
ATARI EXCEL is out now, and contains programs, + US Doubler............... £31.49 Lightspeed C... 38 08
tutorials in Basic and Machine Code, reviews, articles,new SpartaDOS X .......ceee e £41.99 Forth (D + hoc:k) ................ £24.95
software and much, much more, all for Atari XL/XE only!! 3 Doubler ........coccconereneee £15.79 E{raphigs Tmnsfgrmgr,_____,,ﬁm_gj
Memory Upgrades agniprint II + ..................£19.95
ATARI EXCEL ISSUE 1 (Oct. 91) £1.00 Iy UPE :
Three issue subscription £3.00 1-4MBytes for 800XL, 65XE or i‘;‘;ﬂﬂ’;ﬂpcnﬁ%?ﬁ
ATARI EXCEL + EXCEL BONUS DISK E’“x.E (P[lf”" i‘;:?“‘fl" “‘“’dﬁ'@ T e L 820,06
(Oct. 81 - contains programs from the mag plus £4.50 equires RAM chips .........£49.95 Microport XL Kit .. e £17.50
lots of bonuses!) 256KByte upgrade for 800XL.
Three issue subscription £13.00 130XE compatible. Requires Cnm;: u?n Igﬂme'ﬂtbf a: %TSS
: A
EXCEL BONUS DISK ONLY (Oct. 91) £4.00 RAM chipt. .. —.conmamnsennnn 24,95 Biilgleo I?I?]l Fl;laff{)rd
Three issue subscription £11.00 New Software =
LDS 1C:l| Emu]ﬂlﬂl‘ {CEISS to 80 {::ulunm Os Chlp
Issues 1 - 5 of the old EXCEL DISK MAGAZINE Disk backup) £6.05  With Wordprocessor &
are still available at £3 each or £10 for all 5 issues! e s comms software .............£22.95
memory to disk) .......... £6.95 OSNXL % £34.95
DISKS STILL AVAILABLE AT £7.99 EACH 6502 MC-Monitor (D) .£12.95 g1 08 board """ £14.95
DRAG - SOGON- DREDIS - OBLITROID - ZADOR - Action! Tooldisk ............ £9.95 o S
TECHNO NINJA® - TOBOT & BROS" - Digidrum 11 ............o #5ipg SeAb Athma A dypnnines
CULTIVATION & CHROMATICS - ZEBU LAND* St iy Graphic 1-6 Set ............£19.95
“enhanced density drive requined|| wa [.ames Sﬂftware T ] 12 S £_ 4 9
Disk - £9.95 / Cass-£6.05 X "G LA
Gigablast / Barkonid / Plots tari oftware
TAPES STILL AVAILABLE AT £2.99 EACH D%sk Only Games Software Geography Tutor .......... £19.95
AMNESIA - COLORFONT - TILE TROUBLE - BT -t anan £ wani s £4.95 Mugshot! ..............ccourese. £9.95
XAGON & SPACEBALL - TRIAD & XEVIOUS - Scaremonger V2.5..........£7.95
GALACTIC CHASE & SMUSH TavaslOE. L £6.95 NEW ANTIC software and
A Player's Dream 1 ............ £6.95 , m:g;zll’ni;i:vmlable.
ROBERT STUART, 21 STRONSAY WAY, BROOMLANDS, EEQ‘;_[IH’GESI --------------------- ﬁgg AT EY e e i
IRVINE, STRATHCLYDE, KA11 1HZ, SCOTLAND pire EI"{, T S R £6.05 Oversea extra.
PLEASE NOTE CHANGE OF ADDREss! ||| 2 EESXL """"""""""""" Cheques/POs/IMOs payable to
Please make all cheques/PO’'s payable to Robert Stuart alpEI S e £6.95 Gralin International .
Overseas add £1 postage Rubber Ball .................... LS e e Tainnt & atalogue.
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Feature

EIGHT BITS
OF HISTORY

OR, THE WAY IT MIGHT HAVE BEEN

Ed Hall charts the
history of personal
computers as it relates

to Atari.

ne of the standard plot devices in science fiction is the

Pure Science Fiction?
parallel universe, a goofy concept involving the crea-

0 tion of a new world every time someone sneezes, or

chooses Pepsi instead of Coke. Thus, somewhere there is an
Earth where dinosaurs are still running around, and John F.
Kennedy was not assassinated, and I am typing out this article
on my trusty 8-bit Syzygy.

The soap opera world of personal computing is rich in the
field of alternate universes. Let’s look at some of them, as they
relate to the Atari.

ATARI BUYS OUT APPLE!

In 1972 when Nolan Bushnell founded Atari, the name he
wanted to use for his company was "Syzygy." bult it had
already been claimed by a California roofing company. (Whew!)
"Atarl” was a second choice.

One day early in 1974 a long-haired, bare-footed teenager
presented himself at Atari and demanded a job. He was so
determined that the company figured it was a case of hire him
or call the cops.

The kid's name was Steve Jobs and. as so often happened in
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his life, he got his own way. He became employee no. 54, and
worked off and on for Atari over the next two years. Though he
left for good in 1976 to begin a company called Apple Compu-
ter, his relationship with Atari did not end there. Whenever he
needed help, whether in the form of parts, personnel, or
advice, he often went to Atari first.

Atari at this time was manufacturing arcade games, and
riding the crest of the phenomenal success of Pong. Nolan
Bushnell had turned a $500 investment in 1972 into earnings
of 33 million the following year. An unconventional man., an
engineer filled with the entrepreneurial spirit, he was known
around Silicon Valley as King Pong. He often held brainstorm-
ing sessions in a hot tub installed in Atari’s engineering build-
ing. In those days new ideas and concepts were Bushnell's
stock in trade, for within a year of Pong's release competition
had already become fierce. The videogame industry, and then
the personal computer industry, were so new, so volatile, that
companies balanced on a knife-edge between bankruptcy and
fantastic riches. It was an industry made for someone as
mercurial and eccentric as Nolan Bushnell. In Steve Jobs he
seemed to recognize a kindred spirit. Once, when Jobs was on
the verge of being fired, it was Bushnell who stepped in and
rescued him. "If you don't want him,"” he said, "l do.”

Even in a company as uncenventional as Atari, Jobs stood
out as an oddity. In the two year-period he worked there, he
took time out for primal scream therapy and visits to a com-
mune called the All-One Farm. He returned from a pilgrimage
to India with his head shaved and wearing saffron robes. He
became a fruitarian, following a diet to reduce the formation of
bodily mucus. It was a regime which he believed made bathing
Unnecessary.

Jobs's arrogance quickly alienated himself from his co-work-
ers at Atari, and to keep the peace he was re-assigned to work
at night. Sometimes he'd bring along his buddy Steve Wozniak,
who playved games for free on the assembly line.

One day Bushnell came up with a new idea for a game and
challenged Jobs to build it. For the next few nights, when Woz
showed up to play games, Jobs got him to work on the design
while he himself did the wire-wrapping. The game, called
"Breakout,” was a logical extension of Pong, and became an
enduring classic whose most recent incarnation is "Arkanoid.”

Bushnell offered Woz a job, but Woz was already happily
employed at Hewlett-Packard. Like Jobs, he was a cuilege



drop-out and electronics junkie, but his real love was compu-
ters. This interest became supercharged in January 1975
when the first personal computer, the Altair, became available,
It was a kit needing hours of careful soldering to assemble. It
came with less than 1K of memory; information had to be
entered using a row of toggle switches; and its display consis-
ted of a row of flashing lights. Yet within a month the tiny
company selling the kits was deluged with 4000 orders.

Woz began building a computer of his own design, using parts
scavenged from Atari and Hewlett-Packard. Though he was
doing it for fun, Jobs thought it might have commercial possi-
bilities. Others were sceptical because Woz had decided to go
with a brand-new microprocessor, the 6502, since it was
significantly cheaper than the Intel BOB0, which was used in
the Altair and other early machines.

In fact, it turned out to be one of many inspired choices made
by the two Steves, The 6502 family of chips became a stalwart
of the personal computer industry, showing up not only in the
Apple I, but also Commodore's VIC-20 and 64, and Atarl's
own B800/XL/XE line.

Undeterred by naysayers, Jobs convinced Woz to form a
company which would produce and sell the boards that Woz
had designed. The name they decided upon - Apple Compuler,
Inc. - reflected Jobs’s fruitarian leanings. It also put them
ahead of Atari in the phone book.

It wasn't the first time the two had joined together in a
business venture. Back in 1972, when Jobs was still in high
school, they had built and hawked another Woz design - blue
boxes - devices used to trick the phone company into allowing
free long-distance calls. This time the business was legitimate,
though still a sideline. Neither of them planned on giving up
their daytime employment at Atari and Hewlett-Packard.

BACK TO THE GARAGE

Jobs immediately began recruiting people from Atari to help
bring out the new computer. Ron Wayne become the third
partner in Apple Computer, Inc.: he designed the first com-
pany logo and worked on the technical manual. Howard Can-
tin (who had laid out the original Pong board) did the schema-
ties. Later, another recruit was Rod Holt, who left Atari and
became a key Apple engineer.

Working out of the Jobs's family garage, the tiny company
produced a small quantity of Apple I's. By today’s standards, it
wasn't much of a computer. It had no case, no keyboard, and
no power supply. It was simply a circuit board whose display
oulput was limited to black-and-white. Jobs and Woz hoped to
make a modest profit, and were astounded when they received
a $25.000 order. Jobs scrambled to raise enough credit to fill
the arder.

It was a heady, exciting, nerve-wracking time. Jobs threw all
his energy into the company while Woz was busy making
improvements to his original design. Topping the list was the
capability to display in colour, so Woz could play Breakout on
his own computer. By the fall of 1976 he had a prototype of the
Apple II ready for the first ever personal computer festival. But
bringing out the Apple II involved a significant escalation of
risk. First of it was going to be a complete unit (case, keyboard,
power supply] which meant a significantly higher production
cost,

Secondly. new companies and new compulters were popping
up as people scented the money that could be made. Most of
the early companies offering personal computers had hobbyist
origins. They began nervously looking over their shoulders,
anticipating the arrival of established companies like Tandy

and Texas Instruments, against whom they felt it would be
impossible to compete.

All three Apple partners [elt the pressure. Ron Wayne got cold
feet and backed out of the company. Woz offered his new
machine, the Apple II, to Hewleti-Packard, but his employers
politely declined. Even Jobs was ready to sell. He offered the
Apple 11 to Commodore, but they thought the price was too
steep. He also offered it to Atari, but made the mistake of
putting his bare feet on the desk of company president, Joe
Keenan, and was immediately ordered out of the office. At the
time Atari was stretched too thin to get into computers any-
way. The VCS game system was under development and the
company desperately needed capital. It was for this reason
that Nolan Bushnell sold controlling interest to Warner Com-
munications.

ENTER THE TWO MIKES

Bushnell did however give Jobs a tip that eventually brought
Mike Markkula and Mike Scott to Apple Computer. Together
the two Mikes supplied something the two Steves did not have
- experience in running a company - and it was the final
component necessary to make Apple Computer a success.

The Apple Il was introduced in 1977 (the same year as the
Commodore PET and the Radio Shack TRS-80 Model 1) and
became an instant success. By 1980 Apple was the industry
leader with sales of $117 million. over 1000 employees, and
several new computers under development. When Apple finally
went public that vear, its market value became greater than
that of Ford Motor Company. and Steve Jobs was suddenly
worth $264 million.

But as important as 1980 was in the fairy-tale story of Apple,
the previous year was perhaps even more significant, for in
1979 Steve Jobs swung a deal with Xerox, which gained him
admittance to the Palo Alto Research Centre (PARC), a sort of
ivory tower of the computer world, into which Xerox had
pumped $100 million towards long-term research. There Jobs
and others from Apple discovered Smalltalk, a visually
oriented programming language designed by computer vision-
ary Alan Kay. Smalltalk used windows, icons, pull-down
menus, and a mouse, Jobs was so impressed he incorporated
all of these features into the Lisa and the Macintosh. both of
which were already under development at Apple. Though
Xerox used similar features in its own computer, the Star, it
was not a success when it debuted in 1981. It took the Mac,
which came out three years later, to popularize these features.
Eventually a graphics-based operating system using the de-
skiop metaphor would be imitated not only by Atari and
Commodore, but also by IBM.

The Macintosh became a personal crusade for Jobs, and
opened a deep rift in the company. He drove the Mac team
extraordinarily hard and demanded total commitment from
them. He wanted people still imbued with the hacker spirit,
people willing to go the limit to produce an "insanely great”
product, a computer which would "make a dent in the uni-
verse.” He didn't want the bureaucrats and traditional en-
gineers who had fouled up the Apple [1l and the Lisa. He
wanted renegades, people who got things right through sheer
brilliance, not by endless meetings and committee-work, Con-
sequently [to screen out people with the "wrong stuff) job
interviews were rather strange. "How many times have you
dropped acid?" and "When did you lose your virginity?" were
two standard questions. The final test involved playing a game
of Defender with Burrell Smith, a self-taught engineer who was
designing the main circuit board for the Macintosh. If you
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didn't play a hot game of Defender, you weren't likely to fit in.

Jobs was still visiting Atari in the early 1980s, even though
Nolan Bushnell was no longer around. Every few months he
would show up to have lunch with Alan Kay in Atari’s execu-
tive dining room. Kay had finally tired of PARC and joined Atari
as its chief scientist. There he was urged to build "fantasy
amplifiers.” One of the projects he was working on was an
"interactive movie game"; another was an encyclopedia in a
Smalltalk type envirenment,

Finally, in 1984, with Atari on the skids, Jobs finally convin-
ced Kay to join Apple. Kay immediately earned .Jobs’s displea-
sure by writing a memo which compared the Macintosh to a
Honda with a one-quart gas tank.

The following year was Jobs's last at Apple. The disappointing
sales of the Macintosh threw the company into upheaval, and
Jobs was finally ousted by another man he had hired, the man
from Pepsi, John Sculley.

One can't help wondering how good a game of Defender John
Sculley plays. i

IBM BUYS ATARI!

Atari not only started a whole new industry in 1972, it helped
launch a revolution. First of all, Atari’s video games subtly
altered the relationship between people and their television
sets by changing people’s roles from a passive one to an active
one. Then, by infiltrating so many homes (there was a
videogame in 17% of American households by 1982), it pre-
pared the way for a far more important device, the personal
computer.

If the personal computer was revolutionary. then IBM came to
symbolize all that was being rebelled against. "Personal” com-
puters were designed by people who wanted their own
machines, electronic hipples who didn't want to genuflect
before drones in white lab coats o get computer time. For
them, IBM was the enemy - rich, powerful and conservative - a
company of blue-suited clones. IBM was the Establishment
and its product was impersonal computers.

In their early years companies like Apple and Atarl could not
have been farther in spirit from IBM. One day when Apple was
readying for a visit from Bank of America officials, Mike Scott
had to get a programmer to quickly expunge the low-score
message "Pure Shit” from the Apple version of Breakout. And
at Atari, when a visiting rep from Sears viewed a program he
found bizarre and wondered aloud what drugs the designer
had been on, someone stepped forward with a lighted joint to
show him.

But the wild and woolly days began to change as corporate
America took notice of the money these firms were generating,
Warner Communications, a huge entertainment conglomerate
with holdings in the film and record industry, took over Atari
in 1976. It sank a lot of money into the VCS game unit and
brought it to market in 1977. Even then there was a lot of
competition and Atari may not have survived without the
backing of its parent company. But in 1979 Warner's patience
paid off when Space Invaders arrived from Japan and touched
ofl a worldwide videogame craze,

By then Nolan Bushnell was gone. He had hung around as
chairman for a couple of years after Warner took over, but his
interest faded quickly. Early in 1979 his position was filled by
Ray Kassar, one of the first of a new breed of executives to
arrive in the upper echelons of the personal computer indus-
try. Unlike Scott and Markkula at Apple. he had no prior
knowledge of, experience with, or interest in computers. His
background was not in engineering, but in textiles - underwear
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and rugs, to be precise. He cut out tub parties, cranked up
security and established dress codes. "Marketing” became the
new battle cry.

The year that Kassar took over as chairman of Atari was
significant not enly for the arrival of Space Invaders, but also
for the debut of Atari's own computers. The Apple success
story was a powerful reason to enter the market, but where
Breakout had exerted a subtle influence upon Woz and the
Apple 11, videogames played a more prominent role in the
development of the Atari computers, Since games were already
an important segment of computer software, it was clear that
any computer produced by Atari, the acknowledged leader in
videogames, would be a formidable game machine. In fact,
Atari's computers evolved out of its home videogame unit, the
VS (Video Computer System), with Steve Mayer and Joe
Decuir being principal designers of both sysiems.

Powered by the same microprocessor as the Apple I, the Atari
computers used additional custom chips which made them
unrivalled in the home computer market for sound and
graphics. Jay Miner designed the ANTIC and CTIA chips, while
Doug Neubauer did the POKEY chip. Neubauer also wrote Star
Raiders, the game which showcased the Atari's advanced
graphics so well that many people bought the computer just to
play the game.

In addition to their game-playing ability, the design of these
new computers reflected Atari's mentality in another way. Woz
had given the Apple II eight slots which were specifically
designed to make it easy to hook up additional circuit boards.
The Atari computers on the other hand were basically closed
systems, having only a few slots intended for memory expan-
sion. The Apple II's design attracted numerous companies
which became rich making peripherals and add-ons. The
availability of such items played an important role in extending
the life of the Apple II, and was just another element in the
synergy of success which the Apple 1l enjoyed.

Despite this shortcoming, Atari's computers initially sold well
and soon carved out a respectable share of the home market.
Nevertheless it was VCS sales which accounted for the major
portion of Atari's revenues. In 1980 Apple products may have
been selling like crazy (5117 million in sales), but Atari's
volume of business was even greater ($415 million). In 6
months Warner stock shot up 35%. Soon Atari was accounting
for well over half of Warner's operating profit, including many
times more than its record and film divisions.

THE $2 BILLION
TURNOVER!

But even as Atari reaped fantastic profits, it was already
sowing seeds which would contribute to its own downfall. First
of all, success made the new Atari over-confident; it was
making so much money ($2 billion in sales in 1982) that it
came to believe it thoroughly understood the home computer
and videogame marketplace. In fact, no one did. It was a time
when a new company like Osborne Computer could go from
multi-million dollar sales one year to bankruptcy the next.

Even larger companies like Apple and Atari weren't imper-
vious to financial trouble, as they were soon to discover. One
reason was simply a factor of their explosive growth - they
became increasingly bureaueratic and had trouble reacting
quickly enough to the rapidly changing demands of the mar-
ketplace. However, both Apple and Atari were generating so
much revenue that they had a larger margin of error than
smaller companies. Apple Il sales carried the company through




the twin debacles of Apple III and the Lisa, as well as the long
development period of the Macintosh. At Atari, the company
continued to reap vast profits despite its backward policy
toward software - a policy directly attributable to Ray Kassar's
ignorance of the product he was selling. For the new Atari,
computers and videogames were simply another consumer
product whose success was primarily dependant upon mar-
keting.

EXIT PROGRAMMERS

Atari had decided that the formula for success was in buying
the rights to games like PacMan, which had already proved
successful in the arcades, or spinoffs from movies like "ET"
and "Raiders of the Lost Ark."” Atari spent millions acquiring
such rights, then fiercely protected them through lawsuits.

Consequently Atari downplayed the importance of its prog-
rammers. After all, it was marketing, not programming, which
had brought in the money. At a time when other companies
were treating their programmers like rock stars and paying
them sizeable sums in royalties, Atari refused to acknowledge
their names and in many cases, as with Star Raiders, paid no
royalties at all. When some of them complained, Kassar
claimed they were no more important than designers of towels.
As a result, Atari lost a number of gifted programmers, who left
to start up firms like Activision and Imagic, companies whose
software sales soon began to bite into Atari's profits. In 1980,
Activision's first vear of business, the company grossed nearly
570 million.

Kassar also tried to keep the workings of Atari's new compu-
ters a closely guarded secret. To him, such a decision made
sense in a highly competitive market. This decision, however,
was clearly a mistake in the home computer market, which
had a tradition of openness and sharing. More importantly, it
simply retarded the development of software for Atari compu-
ters, and in one case, so angered a brilliant programmer
named John Harris, that he refused to sell Atari his state-
of-the-art game "Jawbreaker."

Despite the impressive growth of the home computer market,
corporate America was slow to take seriously the fledgling
industry. After all, it had not been validated by IBM. But the
spiralling profits of firms like Apple and Atari were blood in the
water for the corporate leviathan. Soon a Big Blue fin began to
circle the upstart firms of Silicon Valley.,

BIG BLUE APPROACHES

When IBM finally decided to get into personal computers,
they first considered buying a firm already in the market, thus
leapfrogging the costly delays involved in developing a compu-
ter from scratch. The group that was put together to explore
this option recommended that IBM buy out Atari. The proposal
was brought to a dead halt, however, because IBM chalrman,
Frank Carey, wanted only "the best," and according to the
advice he was given, that meant Apple, not Atari. Since Apple
was sure lo resist a take-over attempt, IBM's only alternative
was to bring out their own personal computer. They did so in
1981, after a development period of only a year.

It was an amazing feat for a company as elephantine as IBM.
Perhaps equally remarkable was the open architecture that it
employed, making it closer in spirit to the Apple 1] than the
Atari 800. Such openness was distinctly un-1BM-like,

While the PC was under development, IBM approached Eill

Gates, another computer whizkid and co-founder of Microsoft.
At the time Gates was working on a version of Microsoft Basic
for the Atari 400/800. and had a meeting with Ray Kassar
scheduled the next day. Hurriedly Gates cancelled that meet-
ing so that he could receive IBM. Before any discussion could
begin, however, Gates was obliged to sign a document which
pledged his secrecy on matters relating to IBM, but gave IBM
free use of any secrets Gates himself might inadvertently
reveal. Despite this lopsided agreement, the meeting turned
out to be a very profitable one for Gates, as it ultimately led to
his company’s development of MS-DOS, the operating system
for IBM's new PC.

COMMODORE
BUYS APPLE!

The success story of Jack Tramiel, founder of Commodore
Business Machines, is even more remarkable than that of
Steve Jobs. Born in Poland in 1928, he spent a major portion
of his teenage years in the Nazi death camps. For him there
was no need of a pilgrimage to India to give meaning to his life,
and his diet while at Auschwitz was not an experiment. He
became a survivor, and this experience toughened him for
survival in the business world, and especially in the personal
computer market, where the pressure can be brutal. Michael
Tomezyk, a former Tramiel aid. observed that working at Com-
meodore, or any other computer company in those days, was
like being in a real-life videogame game - one slip, one false
move, and you're dead. At Apple, Steve Jobs frequently wept,
while Tramiel, whose personal battle cry became, "Business is
war,” was once physically attacked by an employee who broke
under the strain.

Apart from the difference in their ages and backgrounds,
there are many interesting similarities between Jack Tramiel
and Steve Jobs. Both are equipped with powerful personalities,
both employ confrontation as a management tool, and hoth are
able to infuse in others their own compelling vision of the
future. So powerful was this in Jobs that co-workers at Apple
called him "the reality-distortion field.” At Commodore, Tramiel
preached a brand of hard-nosed business that became known
as "The Religion.” Though his rule was paternalistic and auto-
cratic, he was able to instill great loyalty among his top
workers.

Affter coming to America, Tramiel started a typewriter repair
shop and scon branched out into adding machines. When the
first microprocessors were developed in the early 1970s by
Inte]l and Texas Instruments for use in calculators, it seemed a

natural product for his company to get into. Commodore began

selling a line of calculators based on a Texas Instruments chip.
When Texas Instruments itself entered the market with its own
calculators, it crushed most of its competitors and Commodore
nearly went under.

NEXT ISSUE ...

WILL JACK TRAMIEL SURVIVE?

WILL ATARI SURVIVE?
MORE ASTOUNDING STORIES
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t once was a quiet sleepy village in remote

Transylvania but recently there have been a

number of strange deaths and disappearances.

At night, when it was once common to see the

odd bat or two flitting around the roofiops, there

are now huge flocks of them, some much larger
than others. A few villagers have stayed awale (ill
dawn and followed the flocks of bats as they retum
home for the daylight hours and have discovered that
they return to a large cave just up on the mountainside
Jjust outside towwn.

A group of villagers decide to eradicate the menace but
by the time you arrive at the cave mouth you find that
you are alone, none of the others have the courage to
come even this _far. As you enter the cave you find that it
is no ordinary cave but something that must have been
engineered by evil forces many aeons ago.

Here is the breeding ground of the bats but you soon
discover that it is more than just a natural habitat. Blood
drips_from the roof and there are strange rooms every so
often and you soon discover that traps may be sprung
which fire swords or mysteriously transport you into
other rooms. As you watch the bais you see that the
harmless grey bats are turned into red vampire bats if
they are hit by the dripping blood.

This is going to be a terrifying journey but one that has
to be undertaken if the village is to be saved from the
terror that is worse than death. You bravely continue,
hoping that you will find something along the way to
help youw.
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PLAYING THE GAME

Up to 4 players can play in turns, one screen at a time, using
a joystick inserted in Port 1. When the game has loaded press
SELECT to indicate the correct number of players then press
the joystick trigger.

Set the minimum number of bats you wish to remove by
moving the joystick forwards/backwards and pressing the but-
ton when the desired figure displays. This determines the
number of points you score per bat which is 10 times this
figure for grey bats and 30 times this for red bats. You must
dispose of at least this number of bats to go on to the next
screen so don't be too greedy!

You have 3 lives per screen and you lose one each time you
make contaet with the blood, a sword. or a vampire when you
are not prepared to kill it.

To remove a grey bat pick up a cage ["C" will appear) then
catch one. To kill a Vampire move directly over the box of
matches to pick 3 up ("M" will display until you have none left).
Next make contact with a candle to light it up and reveal the
daggers. Pick up a dagger ("D" will display] and stab a red bat
while the light is still on. Note that you cannot hold a dagger
and a cage at the same time. To pick up items move your
plaving figure directly over them. The same applies to catching
bats.

The number of bats you need to dispose of will be displayed
and will reduce each time you catch one. When you have
disposed of the minimum number this figure will be zero and
the exit space "x" will appear in one of the rooms. You can exit
the screen when you wish by moving directly over the "x". Play
then passes to the next player.

The bats increase in speed the further you go. The game
finishes when all players have lost their lives.




EL 1 RE M 00N MR bbb -0
A 2 REM = B4T PACK *
RO I REM ™ by "
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BF 6 REM % MEW ATARI USER - OCT. 1991 %
E0 7 REH Sotstatstststrtrts bbb b M W 3 W b
AY 18 REM
T YW 1N 6007 TnPE-OBJECT CODE FILE

MakER - BASED OM HEXMSAVER

| BY NICK HIGGS |

BK 16 REM

P> 28 DIM LINES(26) ,05(8192) iLINE=990:CNT
=-48: TRAP 188:GOSUB Zaa

LH I8 ASCid="B'';ASCa8192)=""0" A5 (2> =as

RG 48 LINE=LINE+18:CNT=CNT+48:READ LIMNES,
CHESUM: ? "EIIEETE LINE *;LINE

IH S8 CHK=USRCISZ6, ADRCLINESY , ADRCASY +CHT
3

0T 68 GOSUBR I@O:GOTOD 48

YH 188 IF PEEKC195)<{)6 THEN ? "ERROR ';PE
EKC(135) ; CHRS CZ53) : END

aL 110 7 “[ILT{ETERS" : TRAP 100

R 1728 7 “(DIISK OR (T)APE":GOSUB 18@:IF
K=68 THEN 148

AK 1Z8 ? "READY CASSETTE AND PRESS RETURN
“:0PEM N1,8,128,"C:";iGOT0 1606

KV 148 7 "READY DISK AND PRESS RETURN':GOD
SUB 188:IF K{>155 THEN 148

JI 158 OFEN B1,8,8,'"D:BaTPACK.OBJ""

Ht 168 27 #i;a5C1,4480) :CLOSE #1:END

ZH 166 CLOSE Hi:0PEN #1.,4,0,"K!":GET Hi, K
{CLOSE #M1:RETURN

M Z88 FOR A=i536 TO 16586:!READ D:POKE a,D
iMEXHT A:RETURMN

IK 218 DATH 216,104,104,133,204,104,1%3,2
@F,104,13%,266,164,133,285,169,0,141,1
27,6,141

IZ 270 DATA 1268,6,168,255,140,125,6,146,1
26,6,173,126,6,201,47,208,11,17%,127,6

TYPING IT IN

Cassefte and disk users should type in Listing 1, SAVE or
CSAVE a copy, then RUN the program. The program will
check each line of data and inform you of any errors. Correct
any errors and RUN the program again until all errors are
eliminated. When this is done answer the cassette/disk gues-
tions accordingly to create a boot tape or binary disk file.

Cassette users should load the boot tape created by firstly
remaving all cartridges and then turning on the computer
while holding down the START key (XL and XE owners
should hold down OPTION as well). Press RETURN and the
tape will load and run automatically.

Disk users should clear Listing 1 from memory after saving
and running it as above by typing NEW and pressing RE-
TURM. Mext, type in Listing 2 and save it on the same disk as
the binary file created by Listing 1. RUN the Listing 2 program
with the disk in the drive and the game will load and run
automatically.-

QG 23286 DATA 133,717,173,128,6,1%%,213,96,
172,125,6,.200,148,125,6,177,20%,32, 111
+6

IS5 2498 DATA 18,10,16,10,141,12%,6,172,125
+6,200,149,125,6,177,203,32,115,.6,24

ZH 2508 DATA 169,12F.6,172,126,6,200,140,1
26,6,145,205,74,109,127,6,141,127,6,17
z

MY Z60 DATA 128,6,1685,0,141,128,6,76,30,.6
+96,201,58,144,4,56,23%,55,96,56,231,4
8.96

YL 300 DLME-PEEK(LG4)WZS6+PEEKL(183)

RY 318 IF LINE{}DLNE THEN 7 "[BiT3 ';STRS5C
LIMEY ;" ISR TN : END

NZ 3280 IF CHKSUM{}CHK THEN ? “FTH00 IN Da
Ta aT LIMNE ":S5TRSC(LIME) :END

ZF IZI0 RETURM

QG 1808 DATA OOZIGOZOZ7ZOA%008D2FAZO93CED
BZDIAIBOBDPE7BZE50EAYIGODEARZBSAFAYZEAS
Ban920850616604CE42F0000000880, 36386

RF i81@ DATA 80000800000 O0BBFEID0DIEROBES
8BFCFOCOFPAGODNBABAFAIAAOI00AB00ACAFOF
3I7IFO0PDBBCACACO7AFOFEFFFFFACE, 3567

TE 1828 DATA COGBOBFCFCFCICOCOCOMBACOCOFD
FCFFFFF?IFBCACICFCFCFC7CFBIFOEDI0B0000
G000FBCO80NADNBOD0D0BZRB0ALSSS, 4570

Ul 1830 DATA 4455445020405555455545554455
4455445500855455545554554000820A2528A415
2ZH2BBADGBABANABBAANAAAAZAZEZA, 4160

HNY 1048 DATA 8A0GOOAAEZABABABBDBOBAFFFFFS
FAFaFAaFFFFFCFFDDEEEEEEFFFFF7FSF7F7F 7FF
FFEFF7D777F 7F7FFFFFFBFBBAEBBAE , 3548

ux 1850 DATA BBAEAAFFBBEFBBEFBBEFAADDAORD
G0063I6CIIN006D511640000000CACACACACATC
BCACACOCL504040400004411440008, ZA88

PF 1068 DATA POEPPA4411060000000000441144
8000000000 4411441000000000441144110008
G00044114411441000004411441144,1069

MI 1878 DATA 1184004411441144114418000080
008000441 10000000000200011060000000080

continued =

by Bill Halsall

We are pleased to welcome back Bill Halsall who has written
marty excellent games for us in the past. Bill is still keen to
tackle new games but his main problem (s a lack of ideas for
game plots, This one was suggested by a friend of his daughter
whe was heavily into the film The Lost Boys.

There must be many readers who have good ideas for game
plots but who lack the programming knowledge to create the
game, so how about some suggestions that might spur Bill into
writing a_few more games for you? Take a look at Bill's previous
games and see if you can come up with a plot or two. Send your
icleas to PAGE 6 at the normal address, making sure they are
clearly marked for Bill Halsall and we will send them on. Who
knows, one day your game plot might appear as a brand new
listing in New Afari User!
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HEK

OH

HE

441100090000001644110000000000, 648
1980 DATA 114411000000104411441160888084
11441144110010441144114411441144114411
441144114411FFFFFCICO0O000FFO8, 2337
i8%@8 pATA G0PBOOOACOIOFFIACARABALCIELD
7FSCOMGPRALCIESC7FLIDAGABAOLICZALD7FECOD
#0081 CZASC7FLIDGOO00BLCIELCLICLIC, 2221
1168 DATA LCOOBAICIELD7FSCOOO00BICIELC
iCiCLICAPRRLCIESC7FLDOAOODPEBRRLDAL4BLE
141800005C41011C1404000581D4148, 1584
1116 DPATA 1CL1410900085C410811C140400001C
0POEOEAB1AMDODLID4148ICZE62Z00001CO00B08
O80CARRPSC41ALIEIAZIZZZII40030, 1232
1178 DATA 212376006000 Z2279002Z2696CGCA0
ZB616C7I616C6CABGEEF7Z00ZEGST7RRZLTAGL
7Z26900I573657200000000A490080D2F, 3092
11%¥8 DATH BZA9IBELO7D4AZAOBDZEZO7DOB34
BDZBZ19D003ISAT0090 18I LEADDECA?RZELLIDDE
A9Z1BDGFAZA9B0ADABDZAY0IBDOFDZ, 4827
1148 DATH APEABDIGOZAIZZEDILBZAZGHBDD4
229DCOAZCALBF7A92ABD2FPZARIEAZZIAIDT 20
SCEAASCOBDOED4AZB7EDIBZZ90 1033 ,5161
11580 DATA CALOF7GBROGLAGOABBALCOGZGAB4S
ASBBED1BDOATS46DOSD4684030420033424322
9919440130440 13644013C440813D44, 3468
1168 DATA PLIE44013F4401404401414401432
4401434481 4444P014544P14644014744014844
0149440140440 146440814C44014044, 2216
1170 DATA BIl4E44P14F44015044015141EA22
?0B62420BD2EZBCCZEZBESZEASDDEDOOOZADZ2
BDB1BZACGZE4A9I7E5CCAI8OB5CEAD, 4477
1188 DATA BPASZESLCBCEDOF9EGCCASCCCY68
DOEFA93IBB5CCABLIADOAD2290718691E2LICBCE
COECDEFLAZOAESGCCAYD0OABLIIY1ICBCE, 7037
1198 DATA CRECDOF9CADOFBEGCCABLAADRADZ
298718692691CBCBCAECDAFLEGCCASCCCI68D0
CZA90BBSE0AZD0BEECEBGECDBD 942485, 7522
12088 DATA CCIBEYIRLESCEADBADZIBEIIGEIOFS
69194809989 1CE21CPCE91CBYICDCEILCEBRLICD
CB31CE91CDESE@BBADADICEBRASEBODE, 7626
1218 DATA CSAYZEAZRBYDORI7EBDBFAATLIEED
BOAZORADPADZZIBILE65609D50IIADDADZZIOT
ABB994 2490603 IESASBRLB6210B5E0, 5475
1778 DATA CYESDODDAZAOBLG6O3IIBS5CCLBG6T8S
B8S5CEBDSP3II8SCBASCDAPRRZRS 7 Z4COACDAF 7EG
CCCHCEADRDZAS7Z4A00AZOS57Z4EBER, 6874
12I8 DATA BDDODIZA662460A91691CE21CDCH
#91991CB21COCB60AZ00ADBADZZIO7FEF2IATD
583I8SCEIDAEILADBADZZ903IFBF 18,6047
1740 DATA 7D6OIZ9DBDILG65CCABDOAI4191CE
EBEQODDBDS60IBIEA44N50565CE2AZDBATITID
783IEBEA4BDOFBENZ00ADIGIB994433,55648
1250 DATAH CEHECOGBDOF7ERASBLASBZFOBFASEG
IBE91INZ459DF422CaACACAlBFB8ASBIASBAFDLZ
ABPBAGB7BDISII99F52ZZEGCHCBCECA, 7A67
1260 DATA 4AB0OFZA00ASBIBSBZESBIESE420
59ZCAD79ZEFAAICETIZEGRATOAEDBA25ADT7ER2
Z901iDABIZOZ725AD7E022902D00320,4914
1278 DATA ZEZSAD76622904DDOIZO55254078
822906000 IZ206C2560A9008D83I25CE6B728B125
ASBBFOBIEGR760EGB4Z0B425600910,4738
1788 DATA BDBIZ2SEGB720B125ASBBFOO3ICEBT
GBEGBIZOB42560A%208DBEZZ5C6B620B1Z5A5606
FOMIEGBGGAEGRZZOB42560A2IRBDET, 6173
1798 DATA ZSEGBGZOABLZSASBBFOB3IC6BEGOES
B1Z2084256080aDB02500 260083 251865650000
@0BDEBZ1993CIZBDFBZL99BCIZEDCE, GO44
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1I80 DATA CAGBDBEEASBS490B85B5A90180B0
Z256808A5B785CCASB6ASCBZODEZSAZPDE6BEBS
B9C92EFBLI54ACIOCFALO1B869014a440, 5841
1310 DATA 4ACPZFOOGESEGO4DOEGGOEGDBBED
ABBBB1CEBBSB9CEB1CEE5BAEGCCEBBLICEESEECS
BiCBBSBCEBADRAD2ASCBASBDADDADZ , 7495
1328 DATA 29IFIRE91I90F669IBB5BEASCCZA
DEZ54PAABYE900DADFCECOB4DAFEEBASAFEDAL
JEAZOBZOFEZ5ASBDI9DEIILASBEIDLIE 6041
1330 DATA 31A93485BF9DZ031204226E8EQLD
DOE4G000ASBESSCCASBDBSCBASBFAGRDIAIICE
CEE98191CHEBEGCCLB6908191CH6901, 6050
1348 DATA CBILCHGONZLIFADBAZGEAIOLEDB42E
pPEBABD4BZA9DAB3ISCALBF 768BD6B209DABISCA
1BF7600BA9006566B03031FOLDCIH1, 5512
1358 DATA FRLZCIBZFOO7ASBI0SBEDRL660AS
BABSBCDODFERASEEASBCDORBEDASEI0SBADANYL
GPEGBE60APDAB4BBBB900DRRECECH, 6104
1360 PATA O4DOFEGPEGEG60ASBDBSCBASBESS
CCASOPABYACBCAI1CBEGCCILCBEBI1CBEOBDED
Z185BDBD10I165BE4CC726A5C085CH, 7411
13780 DATA ASCLIBSCCZBDEZSZOE5Z26ASBEDOLID
2ﬁbFzﬁﬁscOBSBﬁﬂDEIK1ﬁ5¢1358!i§1331502ﬁ
Z185BF204226208B2760AD0AD22903, 5556
1Z880 DATA DDIBILFOFGIDIGILGAAEALZGEBD IO
ZiFASABDEIILEECOBD1A3185C1BDIBIIFOOCTY
BiFOL6CIBZFRZECIBIFOLCBDINI1IE, 5664
1390 DATA E90185C12PECZG4CE127BD103118E
69018501 26EC264C8127BDEIILISEIOLEECOZE
EC264C8127BDEII116690185C020EC, 5188
1408 DATA ZGCALPABAD7AZEBD7IZEGOBDIOIL
2982F848BPE33185CBBD183185CCEGCCEGCCES
CC26DE2520B526A5B8DAOCADOAD22Y, 6049
1419 DATA @IDPOASA9019DI0ILIBD1A3ILE5CCCE
CCCECCCECCZODEZS208B526ASB8D8GCADRAD229
83IDBOSAY0AIDIBZ160ADBADZZI07D8, 5I66
1428 DATA BBL8ADBAD2Z9B169029D303160A2
@BBDZBZB85CCID403I1A90885CBID58314C0aD2
BLCBC925DBF7EGCCELCBCE6CCCY00DO, 5865
1438 DATA ED989DACILAYAFILCEBCALBDINZET
BD342890CO3SCALOF76038IE444A50565C623E
40585C3CICO000000000BBICICICIC, 4521
1440 DATA GEAOOEOREAEAICICICICOOOBBABE
PPOBICICICICO000OPPOPOOOICICAZOBESC2AE
CZIBLCBDSB8ILACYBBFOLGCIBLFASTCY, TO56
145¢ DATA BZFOLDCI83IFOIICIB4FBICCECZAC
ﬁlzaﬁﬂﬁﬁﬂzﬂbﬂﬁD2253FDBF1FE5531¢¢?H2320
SpZ2949B99LCBCECCASCCDDZBZEFOO4 , 6BIL
1468 DATA A90091CBFESBIL14C7EZB205D2949
BASLCBFESSI14C7B28205029A9BB21CEBASRLID
S8314C7B28205D298D408T1DD2828F0, 5228
1478 DATA B4A9BCPLCBFE483LEGCCHBLCEDOOA
A9BB91CBFESBI14C7B26IBE904404444C906F0
834CI92909B891CBAE4126BD20I1CT, 60827
1488 DATA 34DB19BDEIZLE5CEEDLO3ILE5CCZE
PEZSABRIEYR9PACIBEFORIBE1LOF6CALBDDACTE
ZBA9BA9DZOILESBEFBEDEIILIA5BDED1IG 6114
1496 DPATA ILBSBEZP4ZZ64CI929A6CEZDE4BIL
BD4€310023823F00FASCCBDACI185CEAY00ABIL
CBACIBZ9A%009D58314C7BZB8AGC2ZBD , 5334
1588 DATA 4CILG6SCBBD4A0IIASCCABDOBAGOAESF
29Z2PFBEZ505BD2D6AZLASCEASBE?D7E83Z185CCAY
I0AABA91CECBA?3191CECALRELGABL,687E
1518 DATA AZBSZAFGZ5ASBDBSCBASBEBSCCAY
81AP0E91CBCAA90291CBCALBE?60208F625A458D
GDCAZPASBEBDCLZIAILAGSBF4C4226,6272
1528 DATA 0600AZASZAF6Z5ASEDIDBEILASEE
9p9431APBCE5BFZB4226CALBEYEBASB7BE5CCAS
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B85S CEBZODPEZSASBICI0LFOZFCI14F0 , 6034
1538 DPATA 4CCHBCFBSSCH3IODBOIACIDZACHTL
DOOIACBEZACOBADOOIACFIZACP41DOBIACEEZE
ASBBCO2BIFOOSCHIOFBG26D0ASCIFOLL, 5842
1548 DATA ASCEDOLIBCECIZOGCZIZODGZ2CAYLA
BPCH0ZAPFABSCHASCIDOOIEDPIATIGOATIBIBSCT
ZO06ZCATZDED1IAIIGOAZABBDBBTIICS,. 5261
1550 DATA BEDOB7BDI431CSB7FOOGESEQRGDO
EMGOBDE8IL8SEBRED943185BEATA185C5AT0085
CAAD2IBDIBITIZO062CACCY2ZBAZOBBD, 59869
1568 DATA G83185CBCSBE6DO1OBD7E8I185CCCS
B7FOOBIBEYILCSEBFFOB4CALOPEAGBAZOOAEILCE
C891CBZABG2CA%0185C4N90B0BB5CSCE, 6133
1578 DATA BFZPA9248D163360RE4126A5C5F8A
1L1BDE3IZILCS5E60007BD1031CSE7FOR4CALIOERGR
BPEIZ1685BPBED103165BEZ0C7Z6R200, 5885
1588 PATA 20203180183 385C5208DZDATBABD
EBILGBASCAFBLIASCEFOLSAZOOEDEIILICSBEDR
B7BD103LCSE7FONGESESLODOEDGOED , 6244
1598 DATA E3Z185BPBD10I18SBEZACTIGAD G
PPZOT165CABDIBIIEELCIIZOOPZDEELCIIZOED
ZDEOBDPEZDAFIEGDPEZILGOAOOAEIIAG, 5845
1688 DATA I1CECOEDDOFEAZOZADBADZZIDFIS
E9?8X%8F6AGBYABILIDOFOBA?YABTILIEBERBTEBCED
ZBDOEAGO00ZOFAZBAGC7BDADILDOBI , 6293
1610 DATA 4CLB8ZCCIBSFOLACIBAFBLZCIBIFE
1ACYDZFBLZ2ADICIICY1IODBBZEGCFGOATASDEEA
AYR4DOOGAPDIDOBZAIOZESCEZODGEC, 4969
16286 DATA AZBCBDABIICSCEFAA4CALIBFEGRED
SAIZEDFB2BBDEDIZILIBE9028DFI2BADFBZBIBES

B6FB14BPASCGB64CCDZEEGE6AT0185,6216

1638 DATA BLASBADBFCACBCZBADFYZBIBESHB7V
FO1L4BBBS5CAEB7ACE?ZBEGB7AYR1LE65B3ABBIDOFC
ACDBZBEDLIEDPGAABROASBEIBEDL1840, 6616
1648 DATA 404A4085C760A%IZ28DABD2ZAYBASD
ELX168A00021CBEGCCEROASCIDBIAZOFAZBAGCT
B6CAADBADZZ9BTIEGIOZ7DESAIIEGDST ,566F
1658 DpATA ZCE5CBAYBLIG7DEBIIBDSB2CH5CC
AFCAZAL1ZCAFCE5Z2011Z2CAYCHZRL1IZ2CATCTZALL
ZCAPIBBSCIGOOOPBAGCIFO40ABRBEY , 4957
1668 DATA OBZ19D183IGEBCHECOLODBFACGECICH
CIASCIPOZAADSFECESCEBADSBZCEDCCAT0BPZAL]
2C20112C20112C28112CAGCABDAESL, 5388
16780 DPATA B8S5CBEDPBDIL185CCADBBAT412721CHEED
AZZTAI0EIDEEBIICALBFAGBAIBOANIDZEIIESER
2B8DBFBAD2BBDEF2249338DFB2240910,6062
1680 DpATAa AZOSIDZDIZIFDISITIIDIDIIFIDASII
CALBF16PAZASBP6EF2D9DB2I3ICALOF728042D 40
AFDACYDSDRLISEEDZZ2DADOZZ2D220368D , 4587
1698 DATA BZ2ZDZBO4Z2DADLFDBCIBSFOFIADE4
8Z0paDFEO0002ADA22D01869118D08BI360ADBL2D
186%108D1CII60ADAIZ2D1869118012,4857
1788 DATa IIGOZA9EZCADB4A0ZFOFBAZ11BDG&F
2D9DBBIICALIBF7ZB182DZ20BEZDAD7BBZCYBEFA
OCCHY0DFOLBADB4ADZFO2I4C3IB2DADEL, 4880
17186 DATA 2DCY905FOEGEE812D20822D4ACIB2D
ADBLZDCOYBIFODECESLZDZOBZZDACIBZDEAIOZC
Z1Z925XI7200000B2D292EZ292DI5201D 4008
1720 DATA 13030%05801CAZADLCOZDOFEEOAD
832DPAPADABDCAZD1869058DCIZDACE12ZDAECY
ZDCAFEZDIIBDZDIZCILADAGAATLIONID 4673
1738 DATA ZD3IZECCE8ZIDDBEBBBDBESADLICIECY
18FBBICELCIIBDIEDAGABBR4NTIRAAZHEIDLIATT
CAlBFAATS48D14338D153IBDL6I3I60, 5092
1748 ATA ASCH6FPLAZIEBDAOSADCEA2490280
CgazCceCeASCHEDPRBAYQABBDCERZZIOFFZDGOAELS
ZEBDEBI1IA5CBBDTEILA5CCAPEBAGTL, BBV V
1758 DaTa CBCE?LCBCALBEBGES8BADBADBBDBS

PH

LL

GHN

¥e

JH

I0

™

JuU

Fis

HP

aQc

Zu

ZH

FOZFOEFAS4AASCAFBLYASCEFOLIZOBLZ5AZBIES
BEIIHE?BEBOB7CALBFGEDLEDBGBCE?S, 6236
1768 DAaTa ZEZBVBZEASCGFAAGZAEAZDACA4ZE
AE7BZEAIODIDIL4IIGLLIEIIGSCHBECAB5CIA0LA
J3E00EDPAPAERIZD6IBLIDCCIL6BAZ, 4942
1778 DATA BGZOADZBODLIEDDGBABID1IOGAZE48E
0EDZGELIDOAFAGERALDZAI0LEDLCOZADLICAZDS
FEESDAESBEAIDZBEABD26AA%AEADA1, 5206
1788 pATA DZ2AZICBEOGGDZAELIBDOATOZEDLCOZ
ADpiCcCaZDOFBCADBEDBEGPDZBEBLIDZ60ADELZILIFG
BICEEL1X118699F8DO1ID260ADEZI1IFO, 6218
1738 DATA 174%IEXISEDEZI18D0BD2ADEZZI144
441869606001 D2CEE2T16PADERIIFAOCCEEDTL
18699FE8DBLDZBDABD26DASC4DB444D0,5965
1886 DATA BAD22701DO3IDAZOGBDZOILICIBADS
2ZFBDIBILZ2982PO14BD1IBI1LIBESE/FOOC?0D5A7
ORACIB2ZFAY0LACTIB2FBDEIILIBESBG 4914
1818 DATA FOBCIBDSAIVIACIBIFAIOZIDIGIL
ESEfSRSDACSEHERADLICIICHI1IODABANEGSZBZOEDEC
AF1LA21CBEBRES676C6AZ0BBOOD0BOTZ, 45921
1828 DATA ESDOFAGPG1G6EG400666F72Z00ZEGT
GIGFACBLZBIEZCZBOC2Z22OICZ4205723A9CEED
1CB8Z2ADICOZDOFBAYGABDLICEZATAOAN, 4753
1836 DATA P0BB3IZ904ZZ227DPO83IGEGERZEDAFZ
AZOOBD642ZFID50ZZESEQOEDOFSADLCOZDBFEZD
AYZ2CHAZASAZFAZAABA?5BPEBERZADA, 5816
1848 DATA FIZEIEZCZOTZZFAT4465B7AFLIGS
B6EZOPEZCZOCEZ22ZRICZ420572320362BAZD0ZE
APZBZODZZC2ZOAIZCAERZZDAIODIDCE, 4442
1858 DaTAa JIiCAlBFAA?PEBD7AZEATGREDEIID
ADTAZECHBLIFOBICEVAZEAERIZDBDCCILFBOIAC
CBIBBDSEZ2FEDCADZADCGEAZ28222D20,40%6
1866 DaTa CaZDAZ038D78ZEZ09CZ44%0885CF
845B58pBI2585C585C4A85CIB5CE685CYBDEBZSAY
ABBDCADZZOSTZIZOIBZEZOPRZFZOAC, 5469
1878 DpATAH Z29ZBEDZ7AS7CEDOGDEBDBLDOAZOE
Z20aD2BZ2O1D26A9088D182E8DEBF 2926022980 1E
DeATIBIAGDELIZDBDACIIZ?ABA25Z01 9, 4185
1880 DAThA ZEAD?SZEFO45A5CFFO86289CZEAC
CBI020F22420DPC2920442FA203IBD1ICH22A5C28
Z05CZ2820642620ERZ2DADTIZEDBLZZA , AXTD
1898 DaTa ZIZ7ZBDCZIZBFBZEZASCZEAEGSZB
ZB8DZCADALCAZDAEABSADACTEIGZASGZIFAERIZD
ECBZZDFORGEERIZDACBEIBBICCILDD, 4488
1988 DaThn BIACFIZFCALAFSAZ@BBEDFFI@IDLE
IICAlAF7aAlb648Z2DAFBADG4BZFAFBACCFZrATAL
ADASBBAFBEASEZEB00000000000800 , 5591
1218 pATAHA GAAARABGGAGAGAMAGEGBBGADDADED
00800800000 0008000000A00000B0B0A0B0000
esgaeaaf0pp0eR0BEB0R00BRBEDO0008, D

1928 DAaTA OG0DDODOGOEERRDDDOGAGERBOB0G
adoasappaeeDRedRE0PE0R00DERRERBERRDEBE
Ag0800000A00000B00A0AGA0A000008, 8

13I8 PATA S0E802P200PEPRDRPODDPODRDRDBRDG
0800000000080 000000E0REER0ADEA0RBBEEDE
fagappepedeePREOPOAREODARBERBEE, B

HL

ac
oc

SN
BO

Listing 2

18 REM
28 DPEN H1,4,8,"D:BATPACK.DBJ"

28 POKE 685@,7:POKE ©5Z,0:POKE 853,32:P
OKE 856,255:POKE 857,255

48 H=USRCADR ('hhhGLvEr 2 , 163

58 CLOSE BLIiXK=USRIBZIZ)

L
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ow would you like to see a new set of colours on your
H Atari? What about a true red and new vibrant greens,

yellows, and purples? And how about an almost end
less combination of multicolour characters in graphics 07 And
all this without using playver-missile graphics or display list
interrupts. Impossible? Type in the program and be amazed.

It uses a phenomenon known as ‘artifacting’ previously only
used on American programs. This consists of plotting pixels in
special striped or checkered patterns which, because of the
way colour is stored in a television signal, produces different
colours than those normally associated with the pixels.

This technique was described by various articles which
appeared in US Atari magazines and has been used in some
commercial programs, such as the Ultima series by Origin
Systems Inc. Unfortunately, due to the differences in the
American NTSC and our PAL television systems, any British
Atarl owner would see dull grey stripes linted with the ocea-
sional horrible blue or green.

A few years ago, | read an article by Anthony Ball, explaining
how he discovered some PAL artifacting ability. The programs
he presented did show some startling new colour in the high
resolution graphics 8 mode. Since then, I have been surprised
that nobody has written any programs or articles to take
advantage of these colours never before seen on the Atari. I
decided it was time to rectifv this and this article is a guide to
PAL artifacting as a result of my own ‘experiments”.

Artifacting can be used on either graphics modes O or 8.
These use the highest resolution available on the 8-bit Atari.
Rather than try to plot the speclal patterns required on a
graphics 8 screen, which is very difficult, the program uses
graphics 0 characters, the artifacted colours being easier to
produce and alter.

Diagram 1 below shows the character patterns for the new
vellow and violet. These patterns are exactly the same except
one is shifted four pixels over from the other. The vertical
stripes cause the artifacting to occur and the movement by
four pixels changes the colour from yellow to violet. With the
more complex checkered patterns in diagram 2, moving the
red character up or down by one pixel will give the green.

Joel Goodwin
explains how to use
artifacting on the PAL
system for true
additional colours
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ARTIFACTING

HOW TO USE
ARTIFACTING
IN YOUR PROGRAMS

As with everything, nothing is perfect and there are some
conditions to be met if you are to be able to use and see these
wonderful new colours. Firstly, the colour on your television
needs to be turned up high. You will be reminded of this at the
beginning of the program. The second condition is that the
screen needs to be adjusted slightly for the correct colours to
appear every time and [ have written a routine to do this.

The routine is in lines 15000-15290. Simply include it in your
own program and follow these instructions. First, once your
character =et is redefined, place the location of the character
set in the variable FONT and insert a GOSUB 15200 com-
mand. This will run the routine to adjust the screen. The user
will be asked to press keys 1-8 until the red, green and yellow
colours displayed match the words underneath them. Only one
of these keys will be the correct adjustment and it is usually
one of the first four. If you have used different characters for
the red, green or yellow colours, adjust line 15200 accordingly,
which contains these characters in that order. Also, avoid
using the rightmost column as the routine may scroll the
screen to the right by 1 to 3 pixels causing anything printed in
this column to overlap on the left side of the screen. Whenever
vou need to issue a GRAPHICS 0 command use GOSUB 15000
instead. Note, the routine uses locations 1536-1613 of page
S1X.

THE EDITOR PROGRAM

When you run the program. you will first see the adjustment
screen. Follow the onscreen instructions and then press the
Space Bar. You will then be given a choice of seeing a demo
screen or going to the editor, The demo shows something of
what can be achieved using combinations of these colours. The
main program is a character set editor dedicated to artifacting
(you can also use it to design ordinary characters). Artifacting
can be produced on other character editors, but without the
screen adjustment routine, you would need to keep rebooting
until the colours appeared correctly,

The main screen of the program displays the 64 multicolour
patterns and colours that [ have discovered so far. Each of
them is displayed in 4-character blocks on the left of the
screen. On the right is an 8x8 grid for editing. You can make
use of any of these patterns in your programs or use the editor
to alter them and create even more. Just use my patlerns as a



EW 8 REM tHH L T CUR:Z=0:POKE 556,1:POKE S42,MW:Z=89
UZ 1 REM # ARTIFACTING Y OX 210 S=PEEK(632) : T-PEEK(S5IZ264) :IF PEEK(
UA 2 REM B CHARACTER EDITOR u 764) {3255 THEN 6808
GE I REM # by n MT 228 IF NOT T THEN 358
JL 4 REM B Joel Goodwin o PH 238 IF PEEK(S5S6) DR 5<{>15 THEN 2768
HC 5 REM 8 ——=—== == e " OY 248 Z=(Z=0)iPOKE POS,CS*Z+CUR%(Z=8)
TL & REM ® NEHW ATARI USER - OCT 1991 & J 258 POKE 556,1:POKE S542,H:GOTO Zie
Fp 7 REM MK 268 IF S=i5 THEN 218
NN 8 REM UY 278 DR=J(5,0) :DY=JC5,1)
L0 18 COTO 100 IC 288 KI-CH+DX:IF H1{0 OR H1}>36 THEN Hi=
RL 1% REM ETTEATLIGEIED CH
IY 280 MEM-FONT®ZS564+CH¥8:7=-8:CL=C1 FY 290 Y1-CY+DY:IF Y1<0 OR Yi)>27 THEN Yi=
ZH 30 FOR ROMW=Y TO Y+7:VALUE=1ZB:BYTE=PEE cy
KEMEM+ROW-Y) : TF CHK THEN Z=(Z=0) Ja Iea IF Hi=CH AND Yi=CY THEN z1@
TK 48 IF BYTE=6 AND CHK=86 THEN COLOR CL:P EC I1@ POKE POS,CS:CHX=H1:CY=Y1
LOT H.ROM:DRAWTO H+7,ROM:NEHT ROM:RETU GE X280 POS=SCH+CKICYX40:CS=PEEKIPDS) :CUR=6
BM 2Z+CC531271%128
FI 58 FOR BIT=H TO H+7:IF CHK THEN Z=(Zz=® 04 IID POKE POS,CUR!Z=0:POKE 542,HW:POKE 5
FICLECAXZHCZHLL-Z) 56,1:G0T0 218
KB 66 TIF BYTE{UALUE THEN COLOR CL:GOTO 98 WL 149 REM
JO 78 BYTESBYTE-VALUE: COLOR C3I:IF VALUE=1 %6 IS8 IF CS5=6 THEN Z18
OR BYTE>® OR CHK THEK %@ KX 368 IF JMP THEN GOSUB 850
FI 88 PLOT BIT,ROM:COLOR CL:PLOT BIT+1,R0 ZD Z78 POKE S3279,1:IF CH}?4 THEN 398
HIiDRAWTO H+47 ,ROM:BIT=S58:G0T0 35 JF IB0 CH=CS:GO0TO 200
PS5 58 PLOY BIT,ROM KL 298 IF C©S{>128 AND CS<{>6T THEN 218
VHE 95 VALUE=UALUE/Z :NEXKT BIT:NEXT ROM:RET PJ 488 IF CH=8 THEN 230
nh GI 418 CS=128-(CS=1Z6)%65:CUR=62+128%(C5)
HJ 188 FONT=PEEK(106)-4:POKE 106,FONT-1:G 127>
RAPHICS 8:GDSUB 1066 KN 420 BIT=8-CK+XiROM=CY-Y:VALUE=2ABIT/2;
PB 116 DRAW=Z6:IF MNOT SHIP THEN GOSUB 33 BYTE=PEEK (MEM+ROM)
s KT 438 OP=SGN(CS5-127) :POKE MEM+ROM,BYTE+0
HP 170 GOSUE 2000:S5KIP=8 BRUACE
HF 199 REM 0Z 448 POKE POS,CUR:S=STICK(8) :!GOTO 268
B zo8 GOSUB DRAMW:GOSUB 578:Z=-0:POKE FEE, HNH 569 REM SCREEN RESET

CONTINUED =

starting point.

The flashing circle on the screen is the cursor. Use the
Joystick in port 1 to move it. Press the trigger when over a
character and it's enlarged pattern will be displayed on the
grid. To see the character data of this pattern, press the Space
Bar. Above the grid more copies of the selected character will
be displayed, 16 in a block and 2 separately. These will mirror
any changes made on the grid and make it easy for you to see
what effect your editing is having. You can alter the pattern by
moving the cursor onto the grid and pressing the trigger to
draw or erase. The arrow keys will allow you to scroll the whole
charaeter in any direction. Each keypress moves it by one pixel

H|E| [N
H|E| (.
(|
OO0
H|m| .
H|E| [

Oo000000
CICILICICICICIC]
o o o
00000000
O0000000
| o

|

[

and this can be done as often as you like. When you are YELLOW
satisfied just move off the grid and choose another pattern to o
alter. Diagram 1

Using the scrolling can give quick results as there are many
different positions possible for each character. Not all of these
positions give useful colours and some give repeat colours, but
it is fun to experiment and see what you can discover. To
create multicolour characters all you need do is combine a
checkered and striped pattern and seroll it around until you
find one you like. Just drawing at random and scrolling can
quickly create something new. Bare in mind that two pixels
side-by-side in any row will produce white.

The program understands the following commands.

ORCORCOOmO

ESC - clears character RED

R - restores original character

ARROW KEYS - scroll up down left and right Diagram 2

SPACE BAR - shows character data

5 - saves out modified character set to
cassette or disk for storage nmr S S

L - loads in character set from CO G NEXT I UE an
cassette or disk l fnr q R = m

H - brings up a help screen with all R OUND a ga e
these commands displayed writing with artifacting
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5780 Z=PEEK(P0OS5):IF Z{XCS AND Z<PCUR TH

EN CS=Z:CUR=6Z+(CS5>127)%128

575 IF SKIP THEN SKIP-8:RETURN

556 POSITION 27,20:7 B6;"PRESS H"!POSI
TION 27,21:7 ;"FOR HELP":IF WNOT CH
THENM RETURM

598 POKE SC4+269,CHiPOKE 5C+272,CHIFOR

P=1 TO 4:FOR Z=29 TO 32:POKE SC+ZI+P¥*48
L,CH:MEXT Z:MEXT P:RETURN

TER: 3.l KEYBOARD ROLUTINE |

608 RESTORE :K=PEEK(764):IF MNOT CH TH

EM IF K<>57 aMD K{>8® THEN POKE 764,255
1 GOTO 216

618 READ P,Z:IF P=-1 THEN POKE 764,255
1GOTOD 21@

628 IF K{>P THEM G618

625 IF JMP THEW 8589

6I8 GOSUB 900:GOSUB Z:POKE 764,255:3K1
p=L:GOTOD Z88

646 DATA 6,650,7,658,14,778,15,758,313,
808,28, 950,40,9708,57,3200,68,34808,62, 34
a8

YT (. HORIZOWTAL SCROLLING ]

658 OP=2:IF K=7 THEN OP=-B.5

668 FOR ROW=8 TO 7 :

678 BYTE=PEEK (MEM+ROMW) : BYTE=BYTE¥OP
688 IF BYTE{>INT(BYTEY THEM BYTE=BYTE®+
127.5

698 IF BYTE}255 THEM BYTE=BYTE-Z55

788 POKE MEM+ROMW,BYTE:MNEXT ROKW:RETURM
FPEN IS UERTICAL SCROLLING |

758 P=PEEK (MEM#7) :FOR ROW=7 TO 1 STEP
-1

768 POKE MEM*ROM, PEEK C(MEM+ROM-13 : NEXT
ROM:POKE MEM,P:RETURMN

778 P=PEEK(MEM) :FOR ROMW=0 TO 7

288 PODKE MEM+ROM,PEEK CMEMEROMWT1) : NEKT
ROM:POKE MEM+7,PiRETURN

799 REM EDEEYXEICETE

00 Cp5="DpATA "

818 FOR ROW=8 TO 7:N5=5TRS (PEEK (MEM‘RO
W11 :IF ROM{7? THEH NS CLENINSY+12:=t,"
aza PoLENIDS) :DS(P+1, P+LENINS3) =NS I NEX
T ROH

#3080 POSITION 19-LENC(DS)/2,23:7 HE;DS)
848 POP :JMP=1:POKE 764,255:60T0 218
858 JMP=@:POSITION Z,2X:D5¢13=" "iDS(3
§)=" *:p5€2I=p5:? B6E;DE!GOTO Z1@

899 REM

968 FOR P=15 TO @ STEP —-S5:50UND @,58,1
B,P:NEXT P:RETURN

EPENTSCN CLEAR CHARACTER ]

95@ FOR ROW=8 TO 7:POKE MEM+ROMW, 0:NEXT
ROM: RETURMN

369 REM EESTETITTITEGETE

978 RESTORE 1368+CH¥19

380 FOR HOM=8 TO 7:READ P:POKE MEMROHW
,PiNEXNT ROM:RETURM

CTTMCTSN CHARACTER SET

1888 RESTORE 1088:.J=1535

1018 READ Z:IF Z<>-1 THEN J=J¥#1:POKE .J
LE:GOTD 1818

1020 Z=USRIL536,57344 ,FONT*2Z56)

1038 DATA 104,104,133,213,104,133,2172
1040 DATA 104,133,215,104,133,214,162

1858 DATA 4,168,9,177,212,145,214

1860 CATA 200,208,249,238,213,230,215

1g78 DaTh 202,208,249,96,-1

1888 H=488:Y=567:G05UB 1158

1899 GOSUB 152088:G05UB 12788

1198 GOSUB 1S800:POSITIOM 14,12:7 "PLE

ASE MAIT"

1118 M-S56B:¥=630:G05UB 1158

1128 POKE 559,98

1130 K=631:Y=-1823:GOSUB 1158

1148 RETURN

1150 FOR Z-FONTHZS56+X TO FONT®Z56+Y
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1168 READ C:POKE Z,C:NEHT Z:RETURN
1266 7 CHRSC[125) :POSITION 7.,8:7 “PRESS
M FOR DEMO SCREEN":POSITION 16,%:7 "0
R @ FOR EDITOR'

17218 OPEN H1,4,8,"K:"

1220 GET HL,K:K-K-49:IF K{»B AND K<{>1
THEM 1228

1236 CLOSE #1:SKIP=K:? CHR${12%5) :RETUR
N

1978 DATA 0,124,16,16,16,16,124,0

1988 DATA ©,.68,126,102,102,126,60,9
1998 DAaTA ©,126,66,66,66,66,126.9

78068 DATA 41,82,.41,8%2,.41,82,41.82

2018 DATA 164 ,6%Z,164,62,164,82,164,82
20878 DATA BZ,164,82,164,82,164,82,164
Z838 DATH ?4,3?,?4,3?,?4,3?,?4,3?

2948 DATA 73,73,73,73,73,73,73,73

2050 DATA 148,145,148,148,148,148,148,
148 :

7068 DATA B,16,36,136,65,36,6,16

2070 DaTa I2,.88,160,0,8,82,5,2

7888 DATA 33,66,33,16,8,66,33,66

2090 DATA 164,66,164,16,0,66,164,82
zi@@ DATA 66,164,66,0,16,164,66, 164
2110 DATA 66,37,66,0,8,3I7.66,%7

7178 DATA 5,144,32.64,32.64,144,10
Z1%Z8 DATa 8,16,48,6%,40,16,0,16

21408 DATA B4,148,146,130,52,18,148,84
#2158 DATA 16.48,16,18,5,2,4,8

2160 DATA 71,82.16,32.16,68,20,82

2178 DATA @,0,16,36,08,62,164,0606

2188 DATA Z,5,136,62,37,136,80,32
2198 pATA 148,72,136,73,148,84,148,73
27680 DATA B,BZ,40,82,40,82,40,0

zz1e DATA B,82,36,82,36,.682,36.0

27278 DATA ©,26.82,36,87,36.,82.8

2238 DATA ®,36,74,36,74,36,74,0

7748 DOATA 166,21,166,21,168,21,168,21
22508 DATH 42,69,42,69,42,69,42,69

2768 DATA 162,84,162,84,162,84,162,84
2278 DaTa 21,168,21,168,21,168,21,168
2288 DATA 52,164 ,82,164,164,62,164,62
2296 DOTA 41,82,.41,82,87,41,82,41
2308 DaTh 8%2,41,582,82,41,82,41,41
2318 DATA 164,82,164,73,164,82,164,164
2320 pDATA 178,65,170,73,170,73,162,85
2338 DATa i6,48,84,84,84,84,40,16

2340 DATA 26,82,21.82,0,90,0,0

2358 pATA 10,72,72,33.33,207,72,20
23168 DATA 160,18,36,16,168,2,4,2

23178 DATA 2,160,18,132,16,168,2,132
230 DATA 164,144,150,130,132,.158,36,14
[

2I98 DATA 74,.33,66,%,10,48,72,41

2408 DATA Z86,16,22.84,152,34,176,18
2410 DPATA BZ,9,164,82,180,82,0,1564
7478 DATA 41,8,82,57,82.41,6,82

24%Z0 DATA B2Z.8,.41,90,41,82,08,41

2448 DATA 164,060,872, 160,82,164,0,82
2450 DATA 144,144,148,146,148,1486,20.7
a

Z460 DATA 148,8,148,148,180,146,0,1438
24708 DoTa 73,73,74,148,74,148,7%,73
2480 DATA 41,42,41,42,41,42,41,49
2498 DATA B82,85,82,85,82,85,82,85

2500 DATA 164,21.164,%721,164,21,164,164
2518 DATA 8,36,74,164,82,37.74,36

2528 DATA 37,82,84,82,37,34,36,82
25%@ DATA 36,18.36,18,0,36,18,36

7540 DATA 40,82,8,32,82,36,82,8

2558 DATA ©,08,74,160,64,4,18, 164

25608 DATA ©,0,64,168,168,84,138,36
2578 DATA B,66,5,16,8,72,168,66

7580 DaTa 20,42,6%5,170,65,170,84,40
2598 DATA 73,178,1%6,73,73,170,73,170
2688 DATA 255,211,169,211,16%,211,1673,
255
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2610 DAaTA 255,.211.165,211,165,211,165,

255

2678 DbaTe 255,165,211.,165,211,165,211,

255

2630 DATA 255,165,203 ,165,263,165,283,

255

2999 REM

0P R=27:Y-8!CH=Z1:CY=16:C1=95:CI=168
ICUR=6GZ!H=18:0IM D5CI6) ,N5C4) ,C50(9) ,FN

$€14) iRESTORE 3I0@@

3819 GOSUB 15008:!POKE 16,64;:POKE 53774
» 54 i SC=PEEK (B88) +PEEK [(B%)¥256; CS5="CHaARA

CTER":POKE 82,26

3820 DX=1:DY=@:FOR CH=64 TO 127

038 FOR P=8 TO 1

I048 POKE SCH+DH+P+DY*48,CH

3850 POKE SCH+DH+P+40+DY*408,CH

F060 MEXT P:DH=DH+3Z:IF DX=25 THEN DN=1
IDY=DY+I

3878 MEXT CH!CH=®9:PODS=SC+CH+CYH4R

3080 DIM JC(i4,1)

3098 FOR P=5 TO 14

2188 READ DH,DY

Iiie JIP,B)=DH:JIP,1)=DY

3120 MEXT P:RETURN :

13I8 DATHA 1,1,1,-1,1,9,9,8,-1,1,-1,-1%,

-1,8,0,8,0,1,8,-1

I1%? RENM HNEAWEEITISER

3280 GOSUB Iz98

3718 POSITION 26,1

I220 7 H6:;"FN CLEAR™:7 f#6:C5:7 #6;:"[

RESTORE":? HG6;C5:7 HG6

3230 7 ue ;" IIITARE":? H6;"SCROLL":?
BE;CE:T H6;"UP,DOMWN,":7 HE;"LEFT,RIGH

TII

3249 7 #6;"FNME SHOMS"M:? BE:C5:7 HEe; M

DATAY: 7 HE6

3250 7 H6;"E SAVES™:? #6; MODIFIED":%

HE;CS;:;" SET":? 86;'"M LOADS":? HE;CS;"
SET"

ZTZ260 ? H6:7? HE6;"TRIGGER TO'":7 HE6:"CONT

IMUE®™

3278 IF STRIGC(B) THEN IZ7@

I280 GOSUB 3I299:POKE 764,Z55:POP :GOTO
Z008

X290 COLOR TZ:FOR C=25 TO I8:PLOT C,1:

DRAHTOD C,Z2Z2:NEMT C:RETURN

Z299% REM EECIEETTTSEN

3388 ? HG6;CHRSCLZS) (RESTORE 3I388:CHK=1
ICI=168 1 H=32:¥=1

33190 READ C1,CZ,CH:IF Cil=-1 THEN 33498
IX20 GOSUB DRAW:K=H-8:IF H=—-8 THEN COL

OR IZ2:PLOT ZX9,1:DRAMWTD 29 ,8:H-Z27:¥=18
III0 GOTO IZ1e

33480 POKE 764,255:POSITION 6,21:7 H6;™

PRESS SPACE BAR FOR EDITOR"™:!POKE 559,%

F

3356 IF PEEK(I{764) {333 THEN II58

I360 CHK=9:GOSUB 900:POKE 764,255 1RETU

RN

3378 pPATA 118,193,61,9,186,58,252,128;

IX, 114,14,%2,1,2,3Z

II80 DaTa 119,14,50,99,20,37,108,1080,5

1,126,8,53,-1,-1,-1

L LTI L0AD AMD SAUE CHAR. SET

3400 POP P-(K=GZ)%4+4:POKE 764,255

3410 GOSUB 3290

Z478 POSITION 26,8:IF P=8 THEN 3588
T4Z0 7 #6; "I 605UB ISS5e

Z440 IF FNS="C:" THEN ? H&;"."

I450 7 nN6:7 H6!"TO LOAD,":? #6;"PRESS
RETURN." :GOSUB I488

I468 GET #1,Z:POKE C+BYTE,Z:BYTEZBYTE+
1;IF BYTE{1024 THEM I468

T478 CLOSE #1i:CLOSE HZ:GO0SUB I299:GOTO
3.1

L1l o
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TR
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HP
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3480 TRAP I6ZB:BYTE-B!C-FONT#2Z56:!IF FN

S$€)}"C:" THEN GET 82K

498 OPEM H1,P,.0,FNS:RETURN

Isee 7 une;ECUE':GOSUBE 3550

3919 IF FN5="C:" THEMN 7 H6:7 H#6;"AND R

ECORD ,*

I5Z0 7 HG6:? HE6;"TO SAVE,":7 #6;"PRESS

RETURN.": GOSUB I488

3530 Z=PEEK(C+BYTE) :PUT #1,Z:BYTE=BYTE
+1:IF BYTE{1824 THEN 3538

35490 GOTO I4780

I558 7 #6:7 06;"H CASSETTE":7 #6;"0 DI
S5K'":7? HGIO0PEN HZ,4,8,"K:":GET #2,K

I568 IF K{>68 AND K<}G67 THEN POP :GOTO
Z4A70

3578 IF K=67 THEN FNS$="C:":G0T0 I688

3588 7 HE6:7 H6;"FILENAME?" :POSITION 25
21517 BE;D I (INPUT B16;D5:IF pS="" T

HEN Z478

3590 FNS="D:"“:FNSCI)I=D5:7 N6

3688 7 HE6}"INSERT "::IF FN5="C:" THEN
? HE;"TAPE &":7 H6;"PRESS PLAY";:RETUR

N

I618 ? HE;"DISK.":!RETLURN

628 GDSUB IZ299:GOSUEB 998 :GOSUB 9288:CL

05E Hi ;
3630 POSITION 26,16:7 H6;"ERROR "' ;PEEK
(1252

3648 7 BE:T HE;"PRESS aNY KEY":GET %12,

K:CLOSE H2Z:GOSUB I298:G0TOD 288

EEL LN I SCREEN aADJUSTHEWT ROUTIMNE

14996 REM USE 15880-15298 IN YOUR OMN
14997 REM PROGRAMS.

14998 REM

14999 REM

150880 GRAPHICS O:PODKE 710,8:POKE 752.,1
17T CHR$(125) ; :POKE 756,FONT:XSC=PEEK (8

B)+PEEK (69X %256 1 HSC=NSC—4

15818 POKE HS5C+3,8

15828 POKE 1536,112-(HUTH1i6) :POKE 1537
L112:POKE 1538,112

1588 FOR HDP=8 TO 23 :POKE 1539+HD¥I,82
{HSHI=INT CHSC/256) :HSLO=MSC-HSHIXZS6

15040 POKE 1548+4HD*3,HSL0:POKE 1541+KD

#3I,HSHI

15058 HSC=HSC+48:NEHT HP

15868 POKE 1S539+HD®I,65:POKE 1S46+KD%3

sBIPOKE 1541+#X¥D%I .6

15878 POKE S54276,HHZI!POKE SE0,8:POKE S

61,6:POKE 789,18:RETURN

LRl A0 JUSTING ROUTINE

CREATE aADJUSTABLE GR.O

AS5188 HUT=IMTIHADJ/5) i KHZ=KAD J-HUT™4—1
15116 POKE 54276 ,.HHZ:POKE 1536,112- (v
TH*16)

15128 RETURN

COLOUR

15199 REM SCR
15288 GOSUB 15008:POKE 752,1:7 :FOR B=
1 TO T:POSITION 5,94B:7 “FrFbFbFFF 111
TITEET assqq99999" i NEXT B

i5zim 7 " |_Green M Yelldg
v
15228 POSITION 2,19:7 “PRESS NUMBERS F

ROM A TO0 @ UNTIL ALL"™:7 ™
RS 4BOVE ARE CORRECT"
15238 2 v THEN PRESS THE
LIPOSITION 2,2:7 “THIS PROGRAM HSES &
RTIFACTED COLOURS"

15248 7 " TD SEE THEM PROPERLY YOU MUS
T TURN"!POSITION 8,4:;7 "YDOUR TV COLOUR
upP HIGH?!™

15250 OPEN H5,4,0,"K:"

152680 GET M5, KK:IF HK=3IZ THEN CLOSE Hus
IRETURN

15270 HEK-HK-48:IF XK<{1 DR XK}8 THEMN 15
Z68

15280 KaAapJ=-HK:GDSUB 15i88

15298 GOTOD 15268

THREE CoOLOU
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sereen full of text or graphics or a mixture of the two as it
is helpful to understand this and the display list in order
to understand how to save a screen to tape or disk.

If you always use the same graphics mode to develop your
screens it is easy to write a program which will just take the
scereen data and copy it to disk. then to restore the screen all
you have to do is reverse the process. This is rather inflexible,
however, so 1 will take a different approach and show you a
screen save that can save any screen, even one with mixed
graphics modes. To achieve this you have to save not only the
screen data but also the display list data and the colour
registers.

The amount of data that is saved to describe a screen will
depend very much on the graphics mode of the screen. This
will affect the amount of storage space needed on disk or tape
to accommodate the data and it will also change the time it
takes to load or save a screen. Low resolution screens (say
GR.1 or GR.2) have little data and will load or save very
quickly, while GR.8 and above will take a significantly longer
time. A screen in graphics mode 8 takes up over seven times
as much space as a Graphics O text screen and more than 16
times a Graphics 2 or 3 screen. If you wish to set up a slide
show of screens it can be quite a good idea to intersperse high
resolution graphics screens with introductory low resolution
text. thus keeping the momentum of the presentation going,

I n the last issue I gave an introduction to the make up of a

SCREEN SAVE

The best way to explain what is needed is to work through the
program examples in turn. You may find it helpful to read my
article from the last issue as background to this one, or some
other description of Display Lists.

Line 12 is a reminder - the screen save is not designed to work
on its own. It must be combined with the program that gener-
ates the pictures and that program must define the file name
for the picture to be saved with, for example:

DIM F${14):F$="D.FICTURE 1 .PIC"
Line 30000 sclects 1/0 channel number 1 and opens it to put
data.
Line 30010 puts the contents of memory location 87 to the
disk file through 1/0 channel 1, Location 87 holds the
graphics mode.
Line 30020 put the contents of the nine colour registers
(memory locations 704-712) to the disk file.
Line 30030 finds the value of the top of RAM. Lines 30040
and 30050 read the two parts of the address of the start of the
display list and combine them to the value DLIST.
Line 300680 works out SIZE the size of the block of data
hetween DLIST and RAMTOP that we want to save. This block
contains the display list and screen data.
Lines 30070-30120. This is a bit of a cheat for a Basic
programmer as it uses a machine code subroutine. Don't ask

lssue 52- New Atari User

AND LOAD

me exactly how it works, but it uses the Atari’s central [/0O
system (CIO) directly to achieve a reasonably high data trans-
fer rate. Basic is too slow for this task.

Line 30070 sets up to use input/output control block number
1 (IOCE #1) - the one we opened in line 30010. Each 10CB is a
block of 16 memory locations starting with I[OCB 0 at memory
location 832, We only have to set up a few of these memory
locations, first IOCB+2 must contain 11 to output binary data
to tape or disk.

Line 30080 puts the address of the start of the data we want
to transler into I10CB+4 and 10CB+5 in low byte high byte
form. This is the address of the start of the display list that we
looked at in line 300440,

Lines 30090 and 30100 split SIZE into its low byte high byte
components and POKEs the results into I10CB+8 and IOCB+9
to tell CIO what quantity of data is to be transferred.

Line 30110 is the magic! The string "h-h-h-inverse *-L-V-
inverse d" is a small piece of machine code in the form of a
character string which is called by the USR function. It effec-
tively means "carry out Input/Output in accordance with the
settings in the selected IOCE". The selected 10OCE is defined by
CH.

Finally in line 30120 the channel must be closed alter use or
an error will oceur next time we try to open it.

SCREEN LOAD

A quick comparison of programs 1 and 2 reveals great simi-
larities. We are using the same machine code control of the
IOCE but this time to recover rather than save data. I will not
discuss every line in detail but only those that are significantly
different.

In line 30000 the 8 (instead of 4) in the OPEN command
means load rather than save.

Line 30010 recovers the graphics mode [GR). If it is in the
range 1 to 8 we add 16 to make sure that there is no text
window, so the new screen will overwrite the old. If a picture
with a text window was saved it is restored as the display list
and graphics data are loaded. Without this step the screen
sometimes seems to slip out of alignment to one side,

In Hne 30020 we carry out a Basic Graphics command which
resets the DL. It is not good enough to POKE the value to 87 as
this will not reset the DL.

Line 30070. POKE 10CB+2.7 sets up for binary data retrieve.

That is all there is to it. This listing can be used in a stand
alone mode with very little modification. Just add a line like
this: 15 DIM F$(15);: F$="D:FILENAME EXT" If filecname.ext is
the name of a valid picture data file on your current disk it will
be recovered when you RUN the listing,

SCREEN SAVE
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1 REM R b s e b e D B PR
2 REM *= TUTORIAL SUBROUTIMNES »
4 REM % SCREEN SAVE *
S REM %= by *
6 REM = Ian Finlayson »
o] B e e e e e *
8 REM % NEH ATARI USER - OCT 1991 =
S REM e el ik - e e -
18 REM
A1 RE M b oo -0 e
12 REM #GRAPHICS DRAW PROGRAMME S
#MUST STATE FILE HAME F5 FOR=
#PICTURE TO BE SAVED *
A3 HE M e et e e O

29393

Zeean
30009
Ioeo1in
IQ819
30820

IMEXT
Igoze
I003IA
Ioa4a
0850
I0A60
Z00E69

palirg)
J0088
RHI

Fa939

=S IZEHI®Z56

B RE
IZEHI
i011e
J8128

Program 1 - Screen Save

REM ¥¥# IMITIALISE CHANNEL FOR
#¥M CIO0 PUHT USING IOCB H11
CH=1:0PEN HCH,&8,08,F%
REM ¥¥¥ SHUE GRAPHICS MODE
PUT HCH,PEEKC(&7)
REM *»¥#¥ SAUVE COLOUR DATH
FOR C=@ TD B:PUT HCH,PEEKL784+()
c
REM ¥»¥¥ FIND RAMTOP/SDISPLAY LIST
RAMTOP=PEEK (106X %256
ADRHI=PEEK(S61) :ADRLO=PEEK (568)
DLIST-ADRHI¥Z56+abRLO
SIZE=RAMTOP-DLIST+1
REM ¥¥M LSE CI0D TO TRAMNSFER
¥ue SCREEN DATA
IOCB=8XZ+CH¥*16: POKE IODCEB+2Z,11
POKE IOCE+4,ADRLO:POKE IOCB+S5,aD

SIZEHI-INTI(SIZE/256) :SIZELO=SIZE
POKE IOCB+8,5IZELD:POKE IOCB+3,5

I=USR(ADR C""hhhILVE'') , CH¥16)
CLOSE HCH

SLIDESHOW

This is an old program [ wrote for Page 6 back in 1985. | have
modified it to work correctly with the screen load subroutine.
When you have typed both listing 2 and 3 and have them
saved to disk carrv out the following. Load program 2 and save
it using LIST. Load program 3. Enter program 2. You will now
have both programs combined.

[ will only outline the way program 3 works. It reads the
directory of the disk and stores all fllenames with an extension
in the form .PIC in the string BS. It then takes each filename in
turn and passes it to the screen load subroutine which then
recovers the data and displays the screen. After a short delay
the next screen is displayed. When all the files have been used
an error oceurs which is trapped by line 80 starting the whole
process over again, so the effect is a continuously running
slide show.

TAPE USERS

You may think that the description above relates only to disk
users. This is not so. The first two listings will work with
cassette if you use the file name "C:" instead of "D:FILENAME-
.EXT". There is a hitch, however, you must be a bit patient.
Data transfer to and from tape is not nearly as fast as disk. It
is even possible to run a slide show from tape as long as you
set up a tape with a series of graphics saved one after the

continued on page 39
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2 #* TUTORIAL SUBROUTIMNES *
L * SCREENM SAVE »
5 REM * by *
[ * Ian Finlayson =
7 s

g

1?2 REM ®HOST DPISPLAY FPROGRAMME L
#MUST STATE FILE NAME F5S FOR¥
#PICTURE TO BE SAVED »

1XZ REM ot el o T - Jak o0 oot
29999 REM %% INITIALISE CHAMMEL FOR

e CI0D GET USING IOCE H1
Z0A08 CH=1:;0PEN NCH,4,8,F%
I00069 REM & RETRIEVE GRAPHICS MODE
X818 GET HCH,GR:IF GR»® AND GR{? THEN
GR=GR+16
I8B815 GRAPHICS GR
IB019 REM We¥ RETRIEVE COLOUR DATA
IP@Z8 FOR C=9 TO 6:GET RCH,COL:POKE 70
44C,COL1HNEXKT ©
ZBB29 REM %% FIMD RAMTOP/DISPLAY LIST
Z0BI8 RAMTOP=PEEK(106) %256
Z0048 ADRHI=PEEK{S561) : ADPRLO=PEEK (568)
6850 DLIST=ADRHIMNZSGE+ADRLO
Z8868 SIZE-RAMTOP-DLIST+1
I0069 REM =*%% USE CIO TO TRAMSFER

MMM SCREEN DATA
I8878 IOCB=8324CH¥16:POKE IOCB+Z,7
Z0088 POKE IOCB+4,ADRLO:POKE IOCB+5S,AD
RHI
I0090 SIZEHI=INT(SIZE/256) iSIZELO=5IZE
—-SIZEHI®ZS56
I0i08 POKE IOCB+8,SIZELO:POKE IOCE+9,5
IZEHI
20118 I-USRC(ADR ("hhhDLUEF') , CH®LE)
ZB128 CLOSE BCH
382060 RETURN

Program 2 - Screen Load

B0 L RE M - a0t T e
JT 2 REM ¥ SLIDPESHOMW W
UD I REM by IAN FIHLAYSON oz
RG 4 REM s August 1385 W
PF 5 REM ¥xx HModi fied July 21 bz
HT 6 REM S S sSSP DD
MM 7 REM

FZ 20 DIM FS5Ci4),a45C17) ,B5(510) :0=256:F51(

K3

1,2)=""p:": SCRNLOAD=I 0888
FEM IODC F

4 HIE
FILES MWITH .PIC EXTENDER INTO

B S
I8 TRAP ZXID!0PEN HZ,6,8,"D:%.PIC"

Ug 486 Z=@
NO 58 INPUT H#2 A5 IZ=Z+1:BSCLI7HZ-16,17%I1=

Aa%:IF ASE(S,8)="FREE" THEN 70

5H 68 GOTOD 58
K0 78 CLODSE ®#Z:IF Z=1 THEM 238

ap
JH
24

Fe- N1 M GET a4 FILE NAME FROM B
68 Z=B:TRAF B8
98 Z=Z41:A5=BSC(L7HZI—16,17HZ) 1F5(3,143=

L1 LL]

NJ 188 F5(3,182=A5CF,10) :FOR N=4 TO 11:IF

FSIN,.WI=" " THEN FSEN, W+3I)="",PIC"

Hi 118 NEKT W

us

200 GOSUB SCRNLOAD

LM 228 FOR DELAY=1 TOD 1880:NEXKT DELAY:POK

E 77,8:G07T0 38

PH 229 REM * [TEIITANT NG

B

230 GRAPHICS A:7 "K4é+ND PICTURE FILES
ON THIS DISK'":7? "4+SELECT PICTURE DATA
pISc aNp (L] AGAIN'"™:EMD

Program 3 - Slideshow
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DOUBLE DISK BONUS

TWO GREAT BONUS GAMES THIS ISSUE!

PLOP

by Neil Ottaway

A one or two player challenge

Plop is a game for one player or two players playing simultaneously on separate
serolling screens. Cne player is a ball and occupies the top half of the screen while
the other player is a hole on the bottom half of the screen. In ong player mode the
player can alternate between the two modes by pressing the space bar.

The object of the game is 1o get the ball inte the hole. This, however, is noft easy since there are walls and expanses of water in the way. The ball or hole can be
guided through the maze using a joystick. A life is |ost by guiding the ball into the sea or into a gap. Also a lifa iz lost when time runs out or if you press ESC to quit
that level if you become stuck. If any of the above occur you will be restarted at the beginning of the level if you still have lives left.

Around the maze may lie switches with either a number 1 or a numizer 2 on them. The different switches may either place walls in certain places or place pieces
of floor in certain places. Switches must be used to complete most levels. Some switches you may wish to avoid which can be done by picking up a spring by
pressing P. If you are already carrying an cbject then it will be swapped with the object that you are on. To drop an object you should hold down the fire button and
press one of the cursor keys depending on whether you wish to drop the object to the left or right or abave or below you. You cannot drop an object directly
underneath you.

On dropping the spring and passing over it you will be propelled into the air for a short while enabling you 1o miss a switch and go over it as if it were not there.
You can also pick up bombs which blow holes in walls and there are also pieces of floor you can use 1o bridge gaps over waler or holes. Sometimas you may wish
to pass an object from one player ta the other which can be achieved by dropping an object on a sucker.

Each level is complete when the ball and the hole meet. There are 10 levels altogether each with its own devious puzzle to solve. When all levals are completad
there is a graphics demo to enjoy. Music can be turned on and off by pressing the M key. There is also a cheat mode which can be activated by pressing
CONTROL-C. You can then proceed to the next level by pressing CONTROL-N.

PLOP is an excellent game written in compiled Turbo Basic. You really ought fo see it to discover just what Turbo Basic can do
- it's as good as machine code!

Pl
THE HYAMS ADVENTURE

by Yohannan Hyams

A traditional text only adventura which starts out in the author's bedroom. Issue disk 52 is included with Disk Subscribers

¥ou must understand and investigate everything you see 10 discover just 2 SRR

what sort of life this Hyams guy leads, Alang the way you'll find many things copiles this issue but can also be purchased sepa-
to help and many clues to lead to the ultimate objective. What that is you'll rately for just £2.95. Order your copy form PAGE 6,

discover as you go along. There is no help on this one, you're on your awn!

P.0. BOX 54, STAFFORD, ST16 1DR or by tele-

The Hyams Adventura is an excellent fast response adventure written with phoning 0785 213928 and using you credit card.
AdventureWriter and has many unique features and puzzles 1o solve.

ANEWISSUEDISK! | |MeZsieasspisi=in >

NEW ATARI USER are still available

This issue’s disk has a great new loader developed especial- Issue 31 Issue 39 Issucs 46
ly for us by The High Tec Team who wrote The Big Demo. mam B gy e L
Now you can enjoy great graphics effects as well as a e Pt Ieia 20
custom written scrolling message with each issue! IR e iaaue 48 B, T
If you have not tried our issue disks before, now is the time DISKS ARE AVAILABLE
to discover just what you have been missing. Not only do SOREALL TERIEEE SIS S
you get a great new intro but TWO BONUS programs that Efaff&?ﬁ"ffsmﬁ:fﬂuﬁhﬁﬁﬁﬂéﬁﬁﬂ;ﬁﬁ?ﬁ'
are not available elsewhere. it s ece s Suk an o var Aar]

Each disk is £2.95, Postage FREE in UK.
Overseas add £1 per order (any number of disks)

GIVE IT A TRY. AT JUST £2.95 YOU CAN'T GO WRONG! PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND

ACCESS and VISA accepted. Telephone 07805 2138928
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HEALOFGOLDE

(AND NOT SO GOLDEN)

OLDIE

continued

GEMSTONE WARRIOR * % Kk i
arc/adv. S.S5.1./U.S. Gold 1987 (d)  full

An enthralling strategic game, essentially a one player, thinking
person's version of ‘Gauntlet’. Your guest for the Gemstone takes
you through four-way scrolling dungeon chambers (meeting a variety
of monsters on the way). You have to make use of the many items
you find, many of them being used for spell casting. This game has a
great balance and will appeal to role players, strategists and shoot
‘em up fiends alike. A classic of its kind, and a much better game for
the solo player than ‘Gauntlet’ could ever aspire to be.

GHOST ENCOUNTERS * * %k
arc/adv. J.V. Software 1981 (1) scarce

J.V. Software produced several arcade adventures for the Atari in
the early 80's, with this and *Journey to the Planets' probably being
the best. You take the part of a ghost who must solve a puzzle in
each of the twenty rooms. Some require logical thinking, others a
sure trigger finger. Graphics are simplistic. but the game itself
remains as challenging and stimulating as when it first appeared.

Star Ratings:-
* poor
* i poorimediocre
* ¥ mediocre
oW mediocre/good
* & K good
L g g good/excellent
* k kK excellent
arc arcade game (t) game is available on tape
plat platform game (d) game iz available on disk
sim simulation (¥) game is available on ROM
strat strategy game cariridge
adv text adventure bud budget priced game
gr adv text adventure with (£1.99-E2,99)
ictures 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) only
puzzle solving/map- available on import from
ping etc. America
scarce no price range available,
because game is very dif-
ficult to get hold of
The price and formal (tape, disk ete.) ranges quoted are intended as guidelines
only. Games which were originally available on lape and disk can now be found
on carlridge and vice-versa. This can also alfer the price of the game in question.
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GHOSTBUSTERS * % K
arc Activision 1984 (t,d) mid

'Ghostbusters' features some nifty music, good graphics and speech
synthesis, but it's a pity the gameplay did not quite mateh up to its
obvious audio visual attractions. You choose a car, travel city
streets, and trap ghosts (trapping requires careful timing and luck).
Once you've made enough money you get the chance to sneak past
the Marshmallow Man and get rid of the ghosts once and for all.

GOONIES, THE * k iF
arc/adv. Datasoft/U.S. Gold 1985 (i,d) mid

A multiple screen, puzzle solving platform game in the same vein as
‘Zorro', also from Datasoft. '‘Goonies' features a unigue game play
system in which you control two characters on each screen, flipping
between the two via your joystick button. The puzzles are well
thought out and graphics and sound are of a good standard.

GRAPHICS ART DEPARTMENT * % %
ut Databyte 1986 (d) full

A well implemented computer art package with all the features (and
more) the budding Van Gough could wish for. Drawing is accom-
plished by using a joystick. A comprehensive help menu gives
access to such things as palette, patterns, editors, zoom, brushes
and a lot more. With the Display List Interrupt feature you have
access to 128 colours. Why doesn't G.A.D. make use of Graphics
mode 15 instead of the more chunky Graphics 77 Despite this it is
still a recommended buy.

GREEN BERET * i

arc Imagine Software 1987 (i) mid

A poorly dane left to right scrolling shoot ‘em up with one colour
sprites and poor collision detection. You play the soldier of the title,
dodging, shooting and knifing your way past the never-ending
assault of guards out to tan your hide. The programmers know how
to use the fine scrolling features of the XL/XE but they seem to have
forgotten that it has a good quality sound chip.

GREAT AMERICAN ROAD RACE * x % %
arc Activision 1985 (t,d) mid

Certainly one of the best car racing games around for your machine.
‘Road Race' gives you a choice of different routes, each with
different scenery. You may find yourself driving at night, in snow,
through fog, caught in a rush hour, or even dodging repair signs in
your race against the clock. Graphics are good, but the sound is
excellent. What's more, '‘Road Race' rates very high in playability.

GRIDRUNNER * * 3F
arc Mastertronic 1987 (1) bud

A shoot ‘em up set along a grid which fills the entire length of the
screen. Programmer Jeff Minter wrote this addictive shoot ‘em up in
roughly 5K of code! Don't expect any frills, just enjoy the fast-paced
action.

GUARDIAN OF THE GORN * i7

arc In-Home Software 1982 (i) scarce
An altogether weird game which has you travelling across an oddly
shaped grid, avoiding insects. If they manage to grab you they
whistle and out pops a huge butterfly-type character who picks you
up and presumably eats you ofi-screen (told you it was weird).
Little-seen and probably best if it stays that way.

compiled by
Kirk Ruebottom




GUN LAW * i
arc Mastertronic 1987 (1) bud

A pretty dire attempt at a conversion of the 'Commando’ game from
the arcades of a few years ago. It has you controlling a guy with a
machine gun, shooting everything that moves over the vertically
scrolling jungle landscape. Sound is of the ‘ping’ variety and you can
only move and shoot in four directions (a serious limitation in my
books).

GYRUSS * kK
arc Parker Brothers 1984 (r) mid

A solid, no-frills, all action shoot ‘'em up. "‘Gyruss’ finds you blasting
your way from planet to planet with a superb rendition of “Tocatta’
hammering away in the background. The action is similar to ‘Space
Invaders' or ‘Galaxians’, only with much faster and freer movement
of both your spaceship and the aliens.

HACKER * * Kk
arc/adv. Activision 1985 (t,d) mid

An entertaining and unusual game, which, after loading, presents
you with a screen containing two words, "Lélgurl Please", Eventually
you'll find yourself studying a map of the world and directing a robot
to various locations in order to bargain with spies of different
nationalities. The instructions included with the game are almost
non-existent. It is up to you to find out how to play the game.
*Hacker’ fares pretty well in the graphics and sound department.

HALLEY PROJECT, THE * k k
sim Mindscape 1985 (d) imp scarce

A space exploration game, in which you must journey to various
planets and moons in our Solar Systemn, from your mission base
inzide Halley's Comet. Views are of the 3-D variety and there are
some impressive graphics as you gradually approach a planet.
However, all this would look better on an American T.V. set as some
of the graphics are artifacted. All in all a fairly interesting and
challenging space exploration game, but with limitations in long-term
interest.

HARDBALL * ok ok K
arc/sim Accolade/U.S. Gold 1986 (t,d.r) mid

This is an excellent implementation of Baseball on home computer.
The main game screen shows a close-up view from behind the
pitcher, with large colourful graphics depicting batsman, pitcher,
umpire and backstop. You have a variety of pitching and batting
options to choose from. Once struck, the ball flies off this screen and
you then see a view of the outfield from where you direct your
fielders or runners. Many subtleties in design, and good gameplay
combine to produce an enthralling piece of software.

HAZZARD RUN * K
arc Artworx 1983 (i) scarce

Remember the ‘Dukes of Hazzard' series of a few years back? Weill,
this simple overhead view, vertically scrolling game puts you in the
shoes of Bo and Luke Duke as they dodge their car past trees,
rocks, ducks, rivers etc. Pretty shallow, but then again so was the
T.V. series.

HENRY’S HOUSE * % K i
plat Mastertronic 1987 (1) bud

This is a gem of a platform game. Henry has shrunk to about six
inches in height and you must guide him about his house, avoiding
various sorts of nasties and traps. Each screen is a puzzle in itself,
and with eight screens to complete you will certainly get your
money's worth. Graphics are detailed and crammed with colour and
the gameplay is almost faultless. Recommended.

A-Z OF ATARI SOFTWARE

H.E.R.O. * ok ok

arc Activision 1984 (r) mid

In H.E.R.Q. you control a guy with a jetpack who enters mines to
trap rescued miners. You have to dodge radioactive fields and walls
and shoot any aliens you might find. There are many nice features in
this shoot ‘em up/platformer, notably the bright and colourful
graphics and the challenging gameplay.

HITCHIKER’S GUIDE TO THE GALAXY * * % i
adv Infocom 1986 (d)  full

One of the most popular text adventures from the acknowledged
masters of the genre. It's based upon, and loosely follows, the book,
radio and T.V. series of the same name. Infocom preferred to call
their adventures ‘interactive fiction' and with ‘Hitchikers' it's easy to
see why. Huge vocabulary, atmospheric descriptions, humorous
replies, it's all here. If you liked the T.V. series then you'll enjoy
playing this.

HOME FILING MANAGER * % %
ut Atari 1982 (d) bud

This handy utility was given away free with

Atari disk drives many years ago. It's a fairly
versatile, extremely easy 1o use, record Keeping
utility cum database. Information you wish to
record is displayed on screen as a card. These
‘cards' can be saved to disk, sorted and inde-
xed etc. and re-displayed at the press of a few
buttans. A bit limited for the more serious user,
but useful nonetheless,

HOUSE OF USHER * %
plat Kingsoft/Midas 1986 (t) bud

A fairly average platform game with some original ideas for content,
but spoilt by poor programming. You control a pixie sort of character
who must battle his way through nine platform screens, each with a
different theme or puzzle. Challenges include dodging cannon balls,
negotiating your way over unsafe floors, dodging meanies efc.

HOVER BOVVER | * * 7
arc Llamasoft/Mastertronic 1984/1987 (t) bud

An unigue but eventually monotonous game in
which you must mow lawns, watch out for angry
neighbours, and restrain your dog at the same time!
Yaour view of the (very highly coloured) events is
from above. Mowing is accomplished by pushing
the joystick, and your dog is controlled by the fire
button. Factors include mower overload, dog loyalty
and obedience!

HULK, THE * * ¥
(gr) adv Adv. International 1984 (t,d) mid

'Hulk' was released as a two disk graphical adventure and also as a
text-only cassette version. Written by Scott Adams, it utilises the
limited verb-noun input routine, but it contains some nice puzzles.
Locations are not great in number, but the whole fits together nicely.
The disk version contains some nice pictures.

INTERNATIONAL KARATE * %k kK
arc System 3 1987 (td) mid

An efficiently programmed and well-designed piece of software. This
is possibly the best ('Karateka excepﬁtedj martial arts game for the
XL/XE. Sprites are nicely coloured and animated and the sound is
superb, whether it ranges from the four channel music to the varied
grunts and groans of the fighters. Atari owners were waiting for this
game for over a year. The wait was worth it.
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INVASION * *
strat Mastertronic 1987 (1) bud

Unusual wargame, set on an alien planet, with your cbjective being
to destroy the aliens' weather station. Commands for your units are
entered with the joystick. Although there is much of interest for
wargamers here, ‘Invasion' is let down by some poor graphics and
terrible scrolling.

JAMES BOND *
arc Parker Brothers 1984 (t,r) mid
An altogether dreadful piece of software. It's a horizontally scrolling

blast, with you controlling Bond in his speedboat, firing at everything
that moves. Poor controls, tedious gameplay.

JAVA JIM * kK
arc Creative Sparks 1986 (i) bud

You control Jim who jumps about on a grid map of a desert island in
search of valuable tools and relics for his archasological expedition.
But you have to watch out for lava which is spat out by the mountain
in the centre of the screen. An interesting litte game with many
subtleties and unigue gameplay. Alternately frustrating and re-
freshing, it is worth more than its budget price.

JET BOOT JACK
plat English Software

* k%
19- (t)  bud
83

A delightful game which was deservedly

awarded minor classic status. Jack is propelled

by his jet powered boots, and he collects all

the musical notes from each screen whilst

trying to avoid the many hazards at the same

time. Bright, clear graphics and addictive gameplay make “Jack’ a
WINMET.

JET SET WILLY *
arc Tynesoft 1986 (1) bud

Tynesoft obviously had no idea of the Atari machine's capabilities
when they attempted to convert this best-selling Spectrum game.
You have to move Willy over numerous reoms in an attempt to
collect all the glasses from the previous night's party. The only
redeeming feature of ‘Willy' is that it features an excellent musical
soundtrack.

JOURNEY TO THE PLANETS * * ¥
arc/adv. J.V. Software 1981 (i) scarce

Another puzzle solving arcade adventure from the makers of ‘Ghost
Encounters’. This game has the puzzles of a text adventure but
solving them requires moving a sprite through various screens.
Graphics are very basic and blocky, but ‘Journey to the Planets’
makes up for this with its excellent design and gameplay.

JOUST

arc Atari

An amusing game in which each player is
rmounted on a bird, lance in hand, and the
objective is to knock the other player (human
or computer) from his bird. You can either
charge at the other competitors or drop down
on top of them. Flying is accomplished by
pressing the joystick button in time with the
bird's wings. Nothing spectacular in the
graphics and sound departments, but ‘Joust’
is entertaining and playable nonetheless.

* * i
1982 (r)  mid
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JUMBO JET PILOT * i
sim Thorn E.M.IL. 1982 (r) scarce

This flight simulator has not worn the years as well as its contempor-
ary, ‘Submarine Commander’ (also from Thorn E.M.L). It does have
very good detail and is challenging to fly, but terrible graphics and
sound can't really compensate for this.

JUMPJET * %
sim Anirog Software 1986 (t,d) mid

A rather uninspiring flight simulator which has you taking off and
landing from an aircraft carrier and in pursuit of enemy planes. The
emphasis is more on simulator than arcade, with options controlling
thruster positions, radar, navigation etc. Instructions for the game are
abysmal and the game is very difficult to get to grips with.

JUNGLE HUNT * K if
arc Atari 1982 (r) mid

An amusing game, especially good for the kiddies, played aver four
stages. Stage one finds you swinging from tree to free, Tarzan style,
and you must time your leaps correctly. The second stage takes
place underwater and you must avoid the crocodiles. Stage three
has you jumping over lumps of molten lava, and in the final stage
you must rescue the damsel from the cannibals’ cooking pot.

JUNO FIRST * %
arc Datasoft 1984 (d) mid

A rather dated ‘Space Invaders' derivative with a pseudo 3-D effect
and aliens coming at you from all directions. Nothing at all special
here; just another average shoot ‘em up'. Datasoft released games
of much better quality.

JUPITER MISSION * % T
arc/adv. Avalon Hill 1983 (d) scarce

Considering that this big game (it occupies two double sided disks)
was written in Basic, it is reasonably impressive. You're in control of
a spaceship, the ‘Space Beagle’, and you must navigate your way
through space, avoid meteor storms, send out shuttles to planets,
repair ship damage etc. There's a fair amount of disk access and
graphics are a bit blocky, but the game is not without merit.

KAMPFGRUPPE ki
strat S.S.1. 1985 (d) full

Another immensely detailed and complex 5.5.1. wargame. This time
out the action takes place at platoon level in World War Il. As with
most 5.5.1. wargames, the graphics play second fiddle to the wealth
of game options and commands. Recommended for the wargamers
among you.

KARATEKA * * kK
arc Broderbund 1985 (d) imp scarce

Graphics in ‘Karateka' are works of art, indeed the whole game
oozes quality, from the opening narrative sequences to the final
embrace of hero and Princess. This martial arts game employs
movie-style cutaway technigues where the screen may show your
character running along, and then cut to a shot of your opponent
rushing to meet you. Controls are initially hard to get used to, but
simplicity itself once mastered. It's a crime that this, the best martial
arts game for the XL/XE, was never easily available here in the U.K.

KAYOS : *

arc Computer Magic Ltd. 1981 (1) scarce
A primitive (and extremely rare) shoot ‘em up, one of the first games
| ever bought. Put simply, a fast space invaders clone, with flashy
sound effects.

i



KENNEDY APPROACH

sim Microprose

‘Kennedy Approach’ is a simulation of air
traffic control. You won't be impressed by the
graphical display (a simple radar map with
aircraft and airport symbols), but what you
WILL be impressed by is some high quality
speech synthesis. It certainly adds much to
the atmosphere and authenticity of the game,
and there is a wide variety of phrases to be
heard. Take away the speech synthesis and
you are still left with a riveting simulation.
What more could any aspiring air traffic con-
troller wish for?

KICKSTART * i
arc Mastertronic 1986 (1) bud

An okay motorcycle obstacle course game, based on the T.V. series
of the same name. The game uses a split-screen technique, so you
and a friend can race at the same time. Your view of the course is a
two-dimensional one, taken from the side. The obstacles include
water, rough ground, vehicles and brick walls. Quite good fun, and
well worth its budget price.

KILLER CYCLE *
arc Microvalue 1987 (1) bud

This was part of the ‘Four Great Games Vol. 2' compilation and is
probably the worst of the bunch. It claims to be a recreation of the
Light Cycle sequence from the film “Tron'. In reality it's nothing more
than a jazzed-up collision detection routine, where you guide a
moving line with your joystick, and try not to collide with the other
moving lines of the human or computer players.

KING OF THE RING * *
strat Gremlin Graphics 1986 (t,d) mid

A key-pressing strategy game about boxing. You choose your box-
er's training, opponent, and fight strategy. During the fight you get
chances to allocate points to tactics for the forthcoming round. Then
it's just a matter of watching the boxers slug it out {in wire-frame
graphics).

KNOCKOUT *
arc Anco Software 1986 (t,d) mid

A poorly-done boxing game lacking in almost every department.
Moves for your boxer, issued by the joystick, are very limited.
Graphics are basic and the sound resembles waves at the seaside.
This one is best to avoid. If you want a decent boxing game then
look no further than ‘Fight Night' from U.S. Gold.

KORONIS’ RIFT * ok i
arc Lucasfilm/Activision 1986 (d,r) full

This game employed the fractal graphics technigues used in ‘Rescue
on Fractalus’ to even greater effect. In fact, 'Koronis Rift' has the
distinction of being one of the most graphically pleasing games
EVER to be released for the Atari XL/XE. You're a techno-scaven-
ger, looting your way across the planet, utilising items found in
battered hulks that were once spaceships. Your ‘out of the cockpit’
view shows you the surrounding terrain as well as the numerous
flying saucers who are out to liquidate you. A very involving game,
with equal emphasis on shooting, tactics, exploration and navigation.

T0 BE CONTINUED

* % K ¥
1985 (t,d) full
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L.A. SW.A.T. * * 5
arc Mastertronic 1987 (i) bud

You're a SW.A.T. team leader, shooting down terrorists in this
vertically scrolling ‘Commando’ inspired shoot ‘em up. Buildings,
overturned cars and city streets take the part of jungle here though.
If you like this type of game then you could buy worse ('Gun Law' for
example).

LAPIS PHILOSOPHORUM
gradv  Ariolasoft

Nice graphical adventure with a fantasy
theme. The parser will only accept verb-noun
entries, but is adequate nonetheless. The pic-
tures are nicely drawn, and puzzles are a littla
on the easy side.

* %k K
1986 (d) mid

LAST V.8., THE * K i
arc Mastertronic 1987 (1) bud

This game features nice graphics and sound, but is very hard to get
to grips with. You have to guide your car through bombed-out streets
{a nice overhead view) in a race against the clock. Control of your
car is difficult, and that's putting it mildly. However, persevere, and
you'll find yourself coming back to this time and time again in your
quest to find the correct route to the next stage.

LEADERBOARD * h ki
sim Access/U.S. Gold 1986 (t,d) mid

Probably the best golf game for your computer. The only scenic
features are fairway, putting green and water hazards, but the three
dimensional views and playability make up for this. Factors include
hook, slice, power, wind and slopes. This is a game which appeals
to both young and old alike. Mow why didn't they convert “World
Class Leaderboard to the Atari machines?

LITTLE DEVIL * *
arc Red Rat 1988 (t,d) mid

A mediocre offering from one-time reliable Red Rat. ‘Little Devil' was
supposedly banned in some outlets because of its alleged occult
content (don't make me laugh). It's a platform type game in which
you time your leaps to rescue suspended souls and avoid the
customary baddies. The backdrops are nicely drawn, but we've seen
the gameplay a thousand times before.

LIVERPOOL * &
strat (Mail Order only) 1984 (t,d) scarce

A text-only football manager type game, written in Basic, which used
to be available from an advertiser in Page 6 magazine some years
ago. It features such things as transfers, player skill and stamina and
finances. Things progress a littlle slowly (mostly due to the lengthy
disk accesses), but it is fairly interesting if you like foatball manage-
ment games.

LIVING DAYLIGHTS, THE *
arc Domark 1987 (td) mid

Yet another multi-screen scrolling shoot 'em up. This iz from the
same team who programmed ‘Green Beret' (see elsewhere). They
did a slightly better job with this one, but the game still remains flat
and monotonous. You're James Bond, shooting, dodging and elirmi-
nating his way through horizontally scrolling scenic levels of play.
You have a variety of weapons with which to complete these tasks
and you must choose the correct weapon for each stage.
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The mists clear and the
neality o nevealed ......

30

erminator 2 has swept away the competition
in the cinemas, the month is now September
A.D. 1991 and it's time to assault the soft-
ware charts with all of those games that

are set to supposedly storm the charts in

time for the Christmas rush. But we'll
bring you all down to the enjoyable bit of the games
scene, that's right the Tipster business!

Another timeframe another Tipster section, bursting at
the seams this time with a multitude of hints, tips and
bits ‘n’ bobs. We have a map of Yogi Bear and Friends in
the the Greed Monster. Solutions to Lancelot, Agent 009,
and a complete blow out of HACKER.

borough. Here's his advice. If

you have an auto-fire joystick it

would be helpful to turn it on. If you are being blown into litile
pieces by the cannons, just shoot the bullets of the cannon in
question and it won't shoot any more. Instead of going in low
to shoot the buildings all you have to do is push the joystick to
the right and it will fire at the ground. On the higher levels you
will come across the mad bomber which will kill you il you are
low, so when it does come, fly to the top of the screen straight
away then it will not be able to destroy you. Finally the
missiles which follow you and destroy you can be shot down by
flying low at the left hand side of the screen and waiting for
them to head straight for you, when they do they are in
position for you to shoot and destroy them.

SPINDIZZY, JOE BLADE Il

prove a little easier due to Kristian Batowski of Aberdare.

In SPINDIZZY, when selecting your shape select the ball, as it
bounces higher on trampolines. Don’t be tempted to go hunting for
jewels as they waste more time than they give you back, it is wiser to
find new rooms as they are worth more time. Use the map often to see
which directions you can go and study the (H) Help screen.

10 bins = 15 extras keys and 3,000 peints in JOE BLADE IL I
you find food leave it until your energy is low, it won't move.

Try to map the rooms for future games so as not to gel lost.

One last fipperooney and probably the best of the lot is that if you hold
down SHIFT,OPTION and BREAK together on the title screen you will
have infinite energy.

has an expose courtesy of
Jonathan Burroughs of Peter-

Desert Falcon

el
A ORAY e

DESERT
FALCON

just became easy blast-
ing when you use these
5 hieroglyphics o start
you off:

Kill swmes R ST
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ACKER

HACKER has been smashed by Sean LeBrecgue who hasn't en-
closed his address (if you contact Page & and tell them what kind
of paper its on and how you wrote the letter then you can have your
badge). O.K. that's the admin bit over so let's get on with the well
‘ard bit.

The LOGONMN password is AUSTRALIA

The four security checks are:
1) Magma, LTD.
2) AX-0310479
3) Hydraulic
4) Australia

This first part is the order in which to go to the countries and what
o take and give.

CITY WHAT TO GIVE  WHAT TO BUY
1) SWITZERLAND $5000.00 EVERYTHING
2) EGNPT CHROMNOGRAPH EVERYTHING
3) ROME SCARAB NOTHING
4) INDIA TUT NOTHING
5) NEW YORK SWISS CHALET BONDS
6) TOKYO BONDS EVERYTHING
7) CHINA PEARLS JADE
8) CUBA JADE NOTHING
9) LONDON CAMERA BEATLES ALBUM

10) SAN FRANCISCO
11) WASHINGTON

BEATLES ALBUM MNOTHING
GIVE F.B.. AGENT DOCUMENT

The following is a list of the moves required to move from the first
city. All of these moves are in order from the city to the last city
in the format <# OF MOVES=<DIRECTION=> so that move 6 north
is 6N. To use these you have to first get to Switzerland.

CITY DIRECTIONS

SWITZERLAND 6E, 4N

EGYPT 4W, 1N, 6E, 25, 1E

INDIA 1E, 2N, 2E, 35, 1E

NEW YORK 1w, 3N, 16W, 15

TOKYO BW, 1N, 14W, 25, 5E

CHIMA 4w

CUBA 1E, 38, 2E, 1N, 4E, 1S,2E, 15, 2E,
15, 8E, 3N

LONDON BM, 2N, 2W, 1N, 3E

SAN FRANCISCO 3W, 25, 12W, 1N, 1E

WASHINGTOMN

1W, 1S, 10E, 2N, 2W, 1S, 3W

CONGRATULATIONS YOU HAVE JUST COMPLETED HACKER

I you complete this game, it then prints the front page of a
newspaper on your printer so make sure that its on-line and has
plenty of paper. If you haven't got a printer then it doesn't do much
at all which | think is a bit unfair don't you?
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Blue Pot of Money (vou must collect all of theze)
Jar of Honey (makes Yogi invinecible)
Jar of Sweets [provides exira ammao)
Picnic Basket [replenished food bar)
Toys [you must collect all of these)
Bubble Gum (sticks Yogi to one spot for a while)
0 Balloon (follows Yogi and can't be killed)
K1, K2 Key one, key two etc.
D1, D2 Door one, door two etc,

SMASH, CHOP, BUILD, SPY!

WORLD KARATE, HOT BLOX, BOULDERDASH
CONSTRUCTION KIT and AGENT 009 are the games
that are given the once over by Daniel Nye of Bury St. Edmonds.

AGENT 009 pets the backwards treatment this time with the
following gibberish written as DAOL REXIMTNEMEC = LOAD CEMENTMIXER.

KOOL - ON - TEG - TRATS - TIXE - KOOL - KLAT - SEY - NEPO -
DAER -ETALSNART - RETUPMOC - EVAEL - TEG - TRATS - KOOL -
KOOL - EVIRD - OBRUT TSOOB - KOOL - LLIK - KOOL - TEG - DAER
- NUR - NUR - KOOL - RETNE - KOOL - TEG THGILHSALF - SEY -
YUB - EVAEL - KOOL - NRUT - WOLLOF - TEG - NETSIL - NETSIL -
EREHW - LLIK - RESAL HCTAW - TEG - KOOL - SSORC - TEG -
TRATS - KOOL - KOOL - DAER - SEY - KOOL - KOOL - KOOL -
DAER - HSUP - KOOL - KOOL OBRUT - TSOOB - DAER - KOOL -
THGIR - NRUT - THGIR - KOOL - TEG - DAER KOOL - LEEF - OTOG -
KOOL - LLIK - NUG - KOOL - TEG - TUP - KOOL - OG - TSAE -
RETNE - THGIR - KOOL - NEPO - 900 -hE !alioV

OHTE~w

If you are having trouble with BOULDERDASH, Inad up the
construction kit, you can then load up each screen and practice them at
different speeds and try the things you can alter in the kit.

When a block appears at the top of the screen in HOT BLOX just
pause the game. This will give you time to think about where to put the
block. When you have decided, simply unpause the game.

L Enemy that moves horizontally

7| Enemy that moves vertically

Cl Room that contains trapped Boo Boo

c2 Room that contains trapped Snaggle Puss

c3 Room that contains trapped Quick Draw McGraw
c4 Room that contains trapped Snoop and Blabber
XX Type of door @needed to remove it

L Touch L to remove blockage X to enable access to

rest of the game

SMARTER THAN THE AVERAGE GAMER

To go with this issue’s map of YOGI BEAR IN THE GREED MONSTER
are some hints from the same man Richard Gore of Sprotborough,
Doncaster. The hints are as follows:

Touch the green layer marked L. An opening will appear (marked X on
the map) to allow you access to the rest of the game, .

Before using the opening go back to the first screen and collect the
picnic basket if you have not already done so because once you have
gone through the opening you will not be able to return to the starting
location.

Collect the toys, the blue pots of of money and the sweels as soon as
you see them but only collect the pic-nic baskets, jars of honev and
cans of of pop when you need them as they are few and far between.

Try to evade the enemies rather than using your ammunition. Only fire
the sweets when yvou really need to as vou only gel a few,

Collect the blue canister (marked as a circle with a cross inside it on
the map) as soon as possible. This removes the blocky blue doors.

Do not swap keys until you get inside the indoor complex as you need
key 1 to get inside. Onee a door is open it will remain open for the rest
of the game .

DO NOT enter the G.M. room (using key 3] until you have collected
ALL the blue money pots and toys

Flan your roule carefully (using the map) so as to try to aveid the
enermies. L

Yogi's food level only goes down when the bottom half of him comes
into contact with any ol his adversaries. So do not worry i his head o

shoulders touch any of the enemies.
Using the hints above and the map you MORE o
MORE v

should have no difficulty in completing
this excellent game from HI-TEC.
Maw Atari User - lssue 52 31
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Me and Lancelot,
mate, we're like
that. Could § tell
you a thing i
two! = HE

From the land of Merlin the Wizard comes this solution to
LANCELOT courtesy of David Gwynne of Llandudno. As always
the code is KCIK GIP = KICK PIG.

E - LLIK THGINK - ¥ - OG OT NILREM - N - TIAW - TIAW - TIAW - S - E -
DAER - SKOOB - OG OT RUHTRA - TIAW - TIAW - TIAW - TIAW - OG OT
SURGOL - OG OT ESSENOYL - EKAT DOOW - ) - U - ELGNATNU SENUL
-D-D-WORHT DOOW TA TOLEHP - N - N - LLIK THGINK - ¥ - N - LLIK
THGINEK - ¥ - N - EKAT NROH - WOLE NROH - NI - OG OT ESUOH - NI -
0OG OT LEPAHC - NI - NI - EKAT HTOLC -OG OT ESUOH - NI - OG OT
NIUQRAT - LLIK NIUQRAT - OG OT TERRUT - NI - ESOLC SRETTUHS -
LLIK HNOLRAG - OG OT SUNUERBE - LLIK SUNUERB - EREVIDEP, WOL-
LOF EM - OG OT SREIRE - THGINK, TIAW,TUC SREIRB,NIAGA - TUC
SREIRB - A - N - NAGROM, | ESUFER - TIAW ROF NAGROM - TIAW -
EKAT SSALG - TIAW - Y - W - N - NIAWAG, WOLLOF EM - OG OT ENIALE
- OG OT ENIALE - U - S - EKAT SWOLLIP - YAL - YAL - ESOLC LENAP -
ESOLC LENAP - ESOLC LENAP - LLIK THGINK - YAL - TIAW - TIAW -
TIAW - YAL - YAL-N-E-W-W-0G OT DIAMREM - EVIG SSALG OF
LESOMAD - THGINK, WAIT,0G OT THAIG - EKAT PRAH - TIAW - TUD - U -
U - THGINK, TIAW,TUP WOLLIP REDNU S'TNAIG DAEH - EKAT KCAS -
WORHT CILER TA TNAIG - KCOLNU ROOD - THGINK, TIAW HSUP ROOD
- HSUP ROOD - HSUP ROOD - A - E - SROB, WOLLOF EM - OG OT
LEGATNIT - OG OT RETRAC - TEG NI TRAC - TIAW - TIAW - TIAW - TIAW
- TIAW - TUO - ENIMAXE ERIF - TUP SLAOC NI NORDLUAC - EKAT
MORDLUAC - U - TUP SLAOC NO SLIAS - D - EKAT NORDLUAC - U - TUP
SLAOC MO SLIAS - SW - OG OT MARTSIRT - MARTSIRT, YALP PRAH -
TIAW - OG OT SEHSUB - TEG NI SEHSUB - SROB, OG OT NOCAEB -
THGIL NOCAEB - WOLLOF EM - TIAW - TIAW - TIAW - TIAW - W - NI - W -
D - E - KCOLNU ROOD - E - KAROMAL, WOLLOF EM - W - SROB - TIAW -
HSUP TSEHC - HSUP TSEHC - D - TUO - N - OG OT ROMAM - Y - SROB -
TIAW - DLOH LEMAP - NI - DNATS NO SKNALP - TIAW -N- Y - NI -
KAEREB WOBSSORC - EREVIDEP, TIAW -S-SE-N-N-N- N - SROB,
TIAW ROF NROH, NRUT HCNIW - LLUP REVEL - MRUT HCNIW -S-5- N
- EREVIDEP, EERF ROTCE, NAIRB, LENOIL, HTERAG, SUREHEG - EERF
MIAVARGA, SELIDNARB, SUAHRAM, EKUDILA - TEG NI EGAC - WOLE
NROH - W - OG OT REVENEUG - TEG NI TRAC - TIAW - TIAW - TIAW -
TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW -
TIAW - TIAW - OG OT THUAGAILEM - U-N-N-5-5-W - KOOL NI
TSEHC - EKAT SEVOLG, TAH- YAL- YAL-E-D-TUOD - W - U - RAEW
SEVOLG - D - TIAW - TIAW - S-S - D - LESOMAD, | ESUFER - TIAW -
TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW - TIAW -
SSIK LESOMAD - TUO - TUD - OG OT REVENEUG - LLIK TNUAGAILEM -
E-W-E-E-EKAT LOOTSTOOF - S5IK REVENEUG - REVENEUG, TIAW,
ESOLC ROOD, NEPO ROOD - NEPO ROOD - TIH ECNUAVAERGLOC
THIW LOOTSTOOF - YARP - TUQ - OG OT THGINK - THGINK, | MA
TOLECHAL - LLIK THGINK - OG OT LESOMAD - NI - EKAM NGIS FO
SSORC - NI - OG OT REHCAERP - EKAM NGIS FO SSORC - NI - OG OT
TIMREH - EKAT ECILAHC - OG OT LLEW - EVIG ECILAHC OT MIRGLIP -
OG OT TSEROF EDIR-5-M-N-0G TO DAHALAG-D - D - LLIK
STHGIMK - OG OT TAOB - DAHALAG, EKAT DROWS - OG TO BMOT -
DAHALAG, EKAT DLEIHS - DAHALAG, MEPO BMOT - LLIK DNEIF -
EKAM NGIS FO SS0ORC - OG OT TAOB - TEG NI TAOB - DAHALAG, OG
OT ECHNANRUT - WOLB NROH - DAHALAG OG OT ECNANRUT - TIAW -
TIAW - U- E - DAHALAG, N, N, N,S,5,5,-5,5, 5, N, N, N, -TIAW -
KMNIRD DAEM - OG OT TAOB - TEG NI TAOB - EKAT NROH - DAHALAG,
OG TO DNAS - TIAW - TIAW - TUO - LLIF PUC, ECILAHC - DAHALAG,
TIAW, WORHT PUC FO RETAW - WORHT ECILAHC FO RETAW - LLIF
PUC, ECILAHC - DAHALAG, TIAW, WORHT PUC FO RETAW - WORHT
ECILAHC FO RETAW - LLIF PUC, ECILAHC - DAHALAG, TIAW, WORHT
PUC FO RETAW - WORHT ECILAHC FO RETAW - M - LLIF ECILAHC - S -
LLIF PUC - TEG NI TAQOB - DAHALAG, OG TO YEK - TIAW - U - NI -
SROB, TIAW, TIAW, TIAW, WORHT PUC FO RETAW, LAVICREP, TIAW,
TIAW, WORHT ECILAHC FO DNAS - DAHALAG, TIAW, WOLB NROH -
EKAT YEK - KCOLNU ROOD -E-NI-E-NI ESIRPRUS,
ESIRPRUS UOY EVAH DETELPMOC TOLECMAL

MAGNIFYING GLASS ANYONE?

Issue 52 - Mew Atari User

The TIPSTER forgot to work out who got this issue’s prize
s0 We are giving it to Richard Gore for his Yogi stuff. Drop
us a line Richard and tell us what £35 of software you
would like (how about 35 copies of Kingdom?).

There is a prize this time but it is a mystery since the Post
Office couldn’t manage to deliver this column on time and
we are smack up against the deadline. Keep sending the
tips and we promise to sort something out.

HOW TO RUN SOUTHEND UNITED

Leigh-on-Sea must the Tipping and Hinting capital of the
world with Yasser Nabi from the aforementioned town. His tip
is for FOOTBALL MANAGER which enables
you to obtain an obscene amount of money.

Obtain a loan of -99999999959999333999905099999999
099999999999990999999999999999999999999999999999
9999999 (until vou hear a beep), then press RETURN. Play
your first match then pay back the loan of £-9.9999999E+17
(type this in correct). Now you should have loadsa dosh.

FE 3 ¥ ¥ FE OFE FK ¥E ¥

OKAY NOW ITS YOUR TURN!!!

Well I've done everything that I can this issue. [ was absolule-
ly inundated this issue with letters and maps and | promise
that all I leave out this issue which [ think is good enough will
go into the next issue. (Promise!!!)

I'm still waiting for the solution and maps to PRICE OF
MAJIK, which would complete our trilogy of the TIME
AND MAJIK package. (Come on STARFLEET CONTROLLER
where are the maps ?77)

Enough of this idle natter. Kechong Ngugen needs help on
NINJA COMMANDO. He wants to know if there are any
cheats for lots of lives, skip levels and stuff. Well is there?
(That's your cue!l) He also wants to know how to get to level 14
of SPOOKY CASTLE.

A letter containing the by now obligatory PLEASE, PLEASE,
PLEASE has come from Pauline Jillon for help on two older
adventures, [n SAN FRANSICO (EARTHQUAKE) she
has got as far as inside of the wrecked hotel with its burnt out
safe and planks nailed to the doors and that is as far as she
can get. In CURSE OF CROWLEY MANOR she can't
get past the demon at the numerical locked door. Over to you,
Tippers, get those answers rolling in before Pauline goes out of
her mind. To those who have asked, yes [ would like to repeat
some good old tips from issues 1-30 but seeing as The Tipster
has only been going since issue 38 it would prove difficult.

Well that's about all for this issue. Don't stop sending in the
letters as the column is enly what you make it (remember that
I'm asking questions later on!). Also don't forget that the
LORDS OF TIME maps are still readily available from the
address in the last issue.

STOP PRESS == STOP PRESS w=eve= STOP PRESS wvereee

There is a Brownle point on offer to the person who spots the
ATARI PORTFOLIO in TERMINATOR 2. O.K. not hard but there are
a zillion points to the person who can get me the program and
hardware used in the film for breaking PIN numbers. (Same address
as usual, don't forget to send your credit card and its PIN number o
that | can experimant).

Until next time keep gaming.
This is The Tipster signing off ............

Send your letters and maps and things to:
THE TIPSTER,
NEW ATARI USER,
P.O. BOX 54,
STAFFORD
ST16 1DR L]

#  Oi! Cut it out!
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icroprose are renowned for their top quality simula
M tions, the best of which made it to the Atari.

Conflict in Vietnam, the last Microprose game for
our beloved machine, simulates five decisive battles of the
Vietnam War - from the French defeat at Dien Bien Fhu in
1954 to Quang Tri in 1972, the start of the end of South
Vietnam.

Az in most Microprose games, a ‘quick start’ option is avail
able but extensive reading of the 110 page manual is a must. It
contains ample information on the history of the war as well as
the game itself and makes an enjovable read. Instructions are
easy to follow and it is not long before you boot up the disk
ready to go Lo war.

Before starting any game you are required to enter an opera-
tional ‘day’ code. These are found inside the manual and serve
as protection for the game. You can then select one of the five
games and any variants [each game has variants) and choose
the number of players and their sides. game speed, standard
military symbol or icon display, joystick or keyboard input and
play balance which can give one side an advantage over the
other. Once all choices are made the game is loaded.

The map size (game area) varies from game to game and
controls are very easy to master. First a unit is selected and
you then choose one of several commands. Unlike a lot of
wargames, Conflict in Vietnam is not divided into turns and
phases although it does take time for units to receive and act
on your orders. The screen display is quite clear, although the
occasional Communist unit gets lost in the mountains!, and
sound effects abound, adding to the game’s atmosphere.

PAGE & have a limited num-
ber of the cassette version of
this game at the special offer
price of £4.95 (plus usual

CONFLICT
IN VIETNAM

Microprose
Cassette £11.95
Disk £14.95

Disk version reviewed

postage shown on our order
forms). Use our order form in
this issue or telephone for
credit card purchases.

CONFLICT
N VIETNAM

Reviewed by Steven Wilds

THE BATTLES

Prelude - DIEN BIEN PHU (1954): The final battle of
French Colonial rule. The Communists have the French sealed
inside 8 forts [each named after their commanders girlfriends!)
in the valley. The French lost although they inflicted heavy
casualties on their enemy. The game gives you the chance to
reverse America’s decision NOT to intervene and see what US
air power could have done. A very good introductory battle and
my first and only victory!

Into the valley - IA DRANG (1965): The First US Air
Cavalry Division sweeps into Ia Drang valley, smashing Com-
munist forces and changing the balance of war. A slow starter
- amash as many Communist units as possible and get your
men West FAST!

The Tide Turns - KHE SANH (1968): North Viet-
namese forces encircle US Marines at Khe Sanh base starting
a siege lasting 78 days. The battle that shook America and not
for those with a weak heart!

Empty Fishhook - CAMBODIA (1970): US and
South Vietnamese (ARVN) forces invade the Fishhook region of
Cambodia searching for the North Vietnamese Headquarters
for South Vietnam (COSVN). Very good stuff!

First Cracks - QUANG TRI (1972): with US forces
pulling out. the North Vietnamese launch a blitzkrleg offensive
against the South. The invasion was repulsed but the South's
fate is sealed. Huge game area and you have to rely heavily on
ARVN forces,

All in all Conflict in Vietnam is a game for both experienced
and beginner players alike. Its simple controls make it ideal for
those with limited wargame experience and as always Microp-
rose have excelled themselves with the manual. [ feel the game
has sufficient depth for the more seasoned player. Don't forget
to use the ‘cheat’ option to change sides if things get too bad!
Mew Atari User - lssue 52 a3
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FOR SALE

THE WHOLE KIT: 65XE, 1020
printer'plotter, XF551 disk drive,
XC12 data recorder, joystick,
magazines and over £300 worth of
software. Valued at £625, sell for
£380 a.n.0, Phone Steve after Gpm
an (G423} B69127. Buyer must cal-
lect ar pay posiage.

MAGAZINES: PAGE & Issue 1 1o
34, Atari Liser Vol. 1 No's 1 to 12,

© %ol 12 Ma's 1t 12, Vel 3 No's 1

1o 10 (ex 9), Vol 4 Mo's 1 1o 3,
Manitor mag Mo's 1 18 16. Offers
1o J.B. Staff, 313 Wigan Lowear
Road, Standish. Wigan, Lancs,
WHE 81N

AMNTIC and AMALOG: ANTIC Vaol.
2 No's 11012 (ex 10], Vol. 3 No's
11012, Vol 4 No's 1 1o 12, Vol &
No's 11012, Yol 6 No's 1 and 2
only. AMALOG No's 3to 14 (ex 5,
& and 7}, Jan 1o Dec 84, Jan o
Dec 85, Jan to Dec 86 and Jan 1o
Jun B7 {ex May 84), Offers 1o J.B.
Staff, 313 Wigan Lower Road,
Standish, Wigan, Lancs, WNS BJN

COMPUTE: 23 copies of Com-
pute! mag from Aug 82 1o Sep 85,
16 copies of Persanal Computer
mag from Jun 84 to Jul 87, Cltars
1o J.B. Stalf, 313 Wigan Lower
Road, Standish, Wigan, Lancs
WNE BJN

CASSETTE' INTERFACE: 1010
Program Recosder in first class
condition complete with all keads
amd power supply unil. BSD inter-
face cornplete with all cables and
power supply unit. Offars o J.B
Stal, 313 Wigan Lower Road,
Ctandish, Wigan, Lancs, WHNE 8JN

BOOKS: Mapping The Atari re-
vised edition, Computa’s Firsl
Book of Atari and First Book of
Atari Graphics, Alan Basic (Dook
far the beginner). Offers 1o J. B
Saff, 313 Wigan Lower Road,
Standish, Wigan, Lancs, WNG BJN

S208TFM: 5205TFM. mouse, joys-
fick, lots of software including
5TOS, al keads, boxed. Worth
600 sall for £300. 2 months ald,
hardly used. Ring Richard on (D61)
980 TEOE afer Sprn of weekands

SOFTWARE: E600 warth af Alari
software with 4 |oyshicks, mags
and books and an amazing FREE
G5XE computer and ¥XC12 datacor-
der plus Tasco lalescope with ri-
pod and stfi. £150 o.n.o. Tel.
0954 415447

XL SYSTEM: B00XL with 1050
disk drive, XC12 recorder, 2 1027
printers (1 working), loads of
gamas, Computar needs naw
power supply. E180 o.noo. Tel,
Romiord 0708 T26548. Ask for
Jason

XL SYSTEM: BOOKL with cassale
recordar, over £200 worth of ori-
gimal software, joysticks. all leads
and manuals, Excellent condition,
£95, Also Assembler carnidge, £5;
3 Computel books Atari Collec-
tions £5 each; Rev G Basic can
(ma lock up), £4; excellent Alari
Advanture Programs book, £4.
Phone Dave on 031 337 16841

lssue 52 - Mew Alari User

COMFLETE PACKAGE: BO0XL
with Fev. C Basic, 1010 recorder,
1050 disk drive, 102% printer, busi-
ness software inc. Mini Cifice 11,
Horme Filing Manager, AtariWriter
plus games on tape, disk and
Rom, 2 joysticks, onginal packag-
ing. £190 plus postage. Tel. 0705
597117

XL SYSTEM: BOOXL. 1050 disk
drive, 1010 data recorder, all in
good condition. Cwar 500 games’
utilities on disk, cassetie and car-
tridge. Magazines Atar Liser 1985
1987, Mew Atari User 45 - 52, 3
ANTIGS and 2 books. All manuals
and leads and a joystick. Will split.
Complets systern is £200, Phone
Milame on (081) 851 6642

PRINTER: 1027 printer in working
ordar, £25. Also nearly new boxed
disks, Ingrid's Back and Lancelof,
£4 gach plus Donkey Kong, Pac-
man, Archon and Bashetball, £3
each, Buyer collects. Phane Mrs
Alexander 0702 342268

800 COMPUTER: Afari BOO in ex-
celient condition but now surplus to
requirements. Also a few games
etc. £30 o.n.o. Phone John aven-
ings/weekends on (0246) 238187
{Derbyshira)

800 SYSTEM: BOO with 48k, 810
digk drive with Archivear, 850 Iner-
face, 130XE and XC12 recorder,
joysticks, all manuals, books and
100 desks, All sensible offers consi-
dered. Phone Kaith on (Mifton
Keynes) 0908 664238

XL SYSTEM: BOOXL, 1050 disk
drive, printer intertace, 100 capac-
ity diisk baox, 2 joysbcks, E300
worth of software, magazines and
books. Lot worth new £600, sell far
£160, Tel. 061 432 8381

XE SYSTEM: 65¥E, 1050 disk
drive with US Doubler, XC12 data
recorder, 1027 printar, all leads,
PSS, dust covers, joystick, over
450 games on disk. a lew on Cas-
safte, a selection of PD disks, T/
monitor stand with integral drive
nolder plus a selection of NAL
mags. £230 o.n.o. the lot. Phone
Leicester (0533) TETS511 ask for
Pete. Buyer must collect, it's hard
to carry all that an a motarbike!

XL SYSTEM: BOOXL, 1050 disk
drive, 1027 printer, 2 joysticks with
leads and manuals plus software
Mini Office 1l, Visicale, Bookkeeper
with Atari GXE5 in onginal boxes.
All for £225 a.n.e. Tel. Chopra
{Landon) 081 574 B451 [evanings)

HARDWARE: CX77 Touch Tablet
with AtariArtist ram, box and in-
siructions plus Atari Trak-ball,
Prices negatiabie - anything consi-
dered. Writs to Padl, 17 Spring
Road, Clitten, Shefford, Beds.
SG17 5AE

XL SYSTEM: 800XL, 1050 disk
drive, games and uliMies all in
good condition. £130 o.n.o. Wil
split, disk drive £80, Phone Hing-
kley (D455) 230696

XL SYSTEM: BOOXL. 1050 disk
drive, 1020 calour printer, joystck,
as new condition complete with all
bewes and manuals, disk drive and
printer make this a practical sys-
e for the programming enthu
siast, £175. Phone 0684 594665

ROMS: O.C.5. ROMs and manu-
aks, £15 each. Selection of books,
all in goed conditlon {Cempute's 1
& 2, Machine Language lor Begin-
ners abe.), various prices. Aing
(O827) 283103 ask for Keith

JOYSTICK: Powerplay multico-
lowred Cruiser joystick, automalic
centring, 8-way directional control,
wnique 3-way power control (Sen
sitiva, Neemal, Firm). £8.00. Write
1o Tsoek ¥in Cheung, 16 High
Streal, Grimethorpe, Barmsley, 5.
Yorkshire 572 7LS

XE SYSTEM: 130XE, 1050 disk
drive, XC12, £130 o.n.o. Tel. Hali
fax 350642

XL/XE SYSTEMS: B00XL, 1010
tape recorder, £140 worth of sofl-
wara, bargain at £75. 130XE. disk
drive, £200 worth of sofiware, Bar-
gain £110. Phone Exeter (0352)
213752

XE SYSTEM: XE congole
keyboard, joystick, lightgun, power
pack, TV baad and 4 carridges
PLLUS 65XE computer, power
pack. TV lead, program recorder
and tapes. All for 280 &.n.0. Marri-
son, 458a, Strathmarine Aoad.
Dundes, D03 98U, Phone 0382
B25163

UNUSUAL BOOK: Pagrim in the
Microwarld by D. Sudhow sulblifled
‘Eye, Mind and v Essence of
Video Skill', Written by a socology
professor who became fascinated
by ‘Breakout’ on the Atari VG5, As
new, £5 inc. post. Tel, (039 B5)
438 or write A. Jonas, 2 Town-
mead, Oakfard, Nr. Tiverton,
Dewvaon EX16 BEW

STE SYSTEM: 5205TE with up-
grade to 1 meg, Magalile B0(megq)

hard disk, 581254 Hi-Res monitar,

ATONCE 20285 1BM Emulator
card and software, All v.g.c. Will

split. E750 o.n.o. far whale system.

Write 10 me ai Chris Ford, Musi
com House, Lower Gunstone,
Bidefgrd, Devon, EX38 2DE or
phone (0237) 477748

XL SYSTEM: B0OXL and 1010

data recorder, £80; Transdisk IV
complete with instructions, £11.

Tel. 0532 621886

XE GAMES SYSTEM: 65XE com-
puter video gamas syslem, new in
box, leghtgun, built in game plus
two cartridgas and lightgun. Bar-
gaim, £50, Jean Circuit, 12 Belgra-
via, Long Marion Aoad, Appleby-
In-Westmorland, Cumbria GATG
GXZ. Phone 07683 51861

XE SYSTEM: 65XE with XC12
tape recorder, joystick and £50
worth of games., Only £50. Tel.
0666 503712

XE SYSTEM: 130XE with XC12
data recorder, leads and manuals
in orginal box inc. B0+ tapes, £50.
BOOXL on it own, £20. 1027 printer
with leacs amd manual in arigenal
b, £25. 8 assorted carridges,
€25, Contact P. Lister an 0535
BO026EE aller Gpm

MAGAZINES: Monior lssues 1 1o
21, Atari User Val.1 - 4 to 12, Vol
2-1todandGio12, Vol 3-110
12 Val. 4 - 110 7, PAGE & Issues
17 to 50 complete. Offars 1o P
Listar an 0535 600266 afier Gpm

XE SYSTEM: 130XE, manual, TV
swilch box and video cable, powear
supply, Touch Tablet with Atarifr-
tisl softwane, 1050 disk drive plus
over 1 dozen pre-recorded disks
all boxed. bargain al only £100.
Tedl. 0200 27194

XL SYSTEM: B00XL with 1050
disk drive, all leads, power sup-
plies and manuals with Centranics
imarface and Chesta Mach | joys-
tick, all in criginal boxes. Soltware
includas Mini Office 1, Microsoft
basic | and Visicale. Also Atari
Basic book and a number of Alari
User, PAGE 8 and Mew Atari Liser
magazines. £100 the lot or will
split. Buyer collects or pays car-
rlage. Telephone Syd on 0934
234831

XL SYSTEM: B00XL with XC11
data recorder, Wtle usad, as new
still boxed, Also oads of top class
software, all for onty E120 o.n.o
Owner upgraded. Write to me
pleass: Richard Harpur, 4 Cast-
leredrmond Estate, Midleton, Ca
Cork, Irstand o FAX 010 353 21
631965

HARDWARE: 130XE, £40; 1050
disk drive, £70; 1029 printer, £80
or £150 if sold complede. All in
good working order, Tel. 081 &53
5S5B40 evenings

XE SYSTEM: 65XE with XC12,
loads of games, under a year old,
excellent condition, EVD oo,
Phone 0826 453235 ask for Mangtt,
atter dpm. Buyer collacls.

XE SYSTEM: 130XE. 1050 disk
driva, 1027 printer and some sof-
ware. Mo splils. Best offer, pur-
chaser pays postage or collects if
not local. Phone 051 606 9986

PRINTER: 1027 printar for sale,
needs shight attention, still boxed,
£30 o.n.o. Tel. Phill 021 441 3064

WANTED

¥L SYSTEM: Required - Alari
BOOXL computer and 1050 disk
drive original manuals. Cantact
(0530) 414920

DISK DRIVE: Wanted urgently,
1060 disk drive prefarably with 1.5
Plate or Archiver or similar. Will
pay postage or collecl. Gash wait-
ing. Ask tor Martin on 0707
373433

DISK DRIVE: 1050 disk drive wan-
ted, will pay up to E50 for a good
condition one with all cabdes, I any
gamas batween 10 - 20 will pay
£60. Phona Morad en ARAMSGATE
5TE3Z1

PRINTER: 1020 prinfer, must ba in
good condition. Willing 1o pay
around £60 as well as reasanable
P&P cost. Phone 0203 302464
after &.30pm

DISK DRIVE: 1050 disk drive wan-
ted. Tel. Llanedii (0554) 777099 or

write to 0. Herbert, 70 Brynawalon,
Eryn, Lianelli, Dyfed SA14 8RA

M.U.L.E.: Can anybody pleasé
nielp me obtain a copy of this elther
on disk or lape. Contact Staphen
an 061 494 0830 after Tpm

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

DISK DRIVE: 1050 disk drive wan-
ted with all lzads atc. Please
phione 0502 565348 or write Bill
PFincott, 13 Myladon Hoad, Lowes-
toft, Suffolk MR32 4B

PRINTER: Flease can anyong sall
me a prirter lar nvy BOOXL, Must
e in good working order. Badly
needed, reagonable prce please
as | am disabled. Also gamas on
disk please, Jean Circuit, 12, Bal-
gravia, Long Martan Road, Apple-
by-in-Westmaorland, Cumbria GATE
BXZ or phang 07683 51861

DISK DRIVE: Warnted in full work-
ing order inc. leads. Cash waring
Also a reasonably priced printer.
Terry Jenkins, 32 Ballam Awenue,
Seawthorpe, Doncaster. DNG GDX.
Phone 0302 TAOE3S

LISTINGS: Coples of listings that
can be found in Dr. G, Wacko's
Miracle Guide o Designing and
Programming Your Cwn Atari
Computer Arcade Games (only tha
English version). Write 1o A. Bont-
sama, Wibenaheerd 366, 8736
WD, Groningen, Halland, {Penpals
welpome ton, cassetta)

MAPPING: Mapping The Atari
must be in fairly good condition.
Will pay good prce, Write 1o Paul
Hampshire, 12 Treelands Walk.
Crdsall Park, Salford 5, Manches-
ter M5 3FX or phone 8722814
[aler Gpm only please’)

SOFTWARE: Solo Flight or Silent
Service wanled, good price paid
Please write o Liam Dillon, &
Ceanncora Lawn, Boreenmanna
Foad, Cork, Ireland. Phone (021}
353067

DISK DRIVE: 1050 disk driva with
cablas, manuals elc, 'Will ex-
change for G5XE computer with
cahbles. Anyone interested write to
Emiel Mennings, Tinneveldstraal 1
G942 HH Didam, Netherlands

MEMORY UPGRADE: Plug in 32k
memory module bar 400, Will be
Interested in 48k also. Help with
irestallation, Write 1o David Paul, 16
South Street, Brightan, BN1 1AP

OLIVETTI: Owners manual for an
Olivert JP. 101 or a printer driver
that | can add 1o my Print Shop
program. Ring (0B27] 283103, ask
far Kaith,

AMATEUR RADIO: Radio prog-
rams for B00XL - ATTY, Maorse
AMTOR, S5TV, FAX atc. Tal
0564 777099 or write to Derrick
and Sharom, 70 Brynawedon, Bryn,
Llanedli, Dyfed, SA14 BRA

ADVENTURES: | have started to
collect them. | will pay reasonabs
prices, Any hint sheels as wall.
Last but mot least, any S800XL pan-
pals from 14 - 16 (American praler-
ably). Write to Clare, 22 Birch Tree
Drive, Emsworth, Hants FO10 TRT

KICK OFF: Does anybody have a
copy of Kick Off preferably an
desk? Write 1o C. Vernon, 25 Briar-
bank Terrace, Edinburgh, EH11
15U or pone (031} 337 7634

MORE =




MICRO DISCOUNT

for Atari 8-bit spares and repairs

XL/XE ROM CARTRIDGES @ RECONDITIONED HARDWARE DISKS

SPARES

MD3 CENTRONICS PRINTER INTERFACE
ATARI 850 RS232/CENTRONICS INTERFACE
POWER PACKS B00OXL/65XE130XE

ALL AT £5 130KE COMPUTERS £43.95
PACMAN - HERO - JOUST XC12 DATA RECORDERS INFILTRATOR £12.50 RACING CAR DESTRUCTION KIT £ 9.95
S ARDEALL - Besracaet | | ETEEDNTH Rikeo £40.00 | F-15 STRIKE EAGLE £ 9.95 BOULDERDASH CONSTR. SET £ 9.50
BEAMRIDER - PITFALL HAWK QUEST £ 9.95 SILENT SERVICE £ 6.00
AESCUE ON EREBTULES DATA RECORDER UPGRADE \ReIEERTIR s=aR iy £ 8.95 ALT. REALITY (CITY or DUNGEON) £ 9.85
SRR RAIEE & - r COMPLETE KIT £15 PREPPIE 112 2 DISK PACK £ 9.95 DROPZONE £ 5.00
2049er- LODE RUNNER TURBO-CHARGER FOR XC12:1010 i?ﬁﬁmnm s~ éﬁﬁﬁ ﬂgl.rﬂsgggh E:g-gg

RALLY SPEEDWA LOADS TURBO TAPES 600% FASTER : :

s Sialad) VIDEO TITLE PACK £15.00 MOVIE MAKER £8.95

£36.00
£40.00
£15.00

SHOW SPECIALS

SEE US AT AMS 5 STANDS 18, 19, 20

RECONIDITIONED HARDWARE
1050 DISK DRIVES @ 1029102771020 PRINTERS ;

XE GAMES COMPUTERS
IMASK GRARB BAGS:

10 TOP GAMES DISKS FANTASTIC VALUE

AT £10 A BAG!

TONS OF SPARES, PCE’s AND BOX DAMAGED
SOFTWARE AT CRAZY PRICES
EVERY £5 YOU SPEND AT
TICKET FOR OUR 1050 DISK DRIVE PRIZE DRAW
AVOID QUEUING - ORDER YOUR ADVANCE SHOW
TICKETS WITH YOUR NEXT ORDER £1.00 EACH

THE 5TAND GETS A

DUAL FORMAT TAPES AT £4.50

Side A standard - Side B Turbo load time shown in seconds

TITAN (106) - TOMAHAWK (129) - NINJA COMMANDO (87)
DRACONUS (110) - CAVERNIA (75) - THUNDERFOX (106)

COMING SOON - MISSION SHARK - FRED - SCARY SCHOOL

TURBO FORMAT ONLY AT £4.50
GAUNTLET (259) - ACE OF ACES (247) - HAWKQUEST (106)

B

[

O
2

2 DOS 2.5 DISK/MANUAL

Phone
or FAX

HACKER BOOK
DE RE ATARI

ELECTRONIC COMPUTER PROJECTS

DEREK FERN

for further details

£ 995 |ALL ITEMS OFFERED ON A FIRST COME BASIS,

£ 6.50 |50 PHOME TO RESERVE AND RECEIVE QUOTE
£10.95 | FOR POST/PACKING ON YOUR TOTAL ORDER
£ 500 | PLEASE ALLOW UF TO 21 DAYS FOR DELIVERY

021 353 5730
021 352 1669

contact extra... contact extra ...

WANTED

2600 GAMES: Wanted Atari 2600
ames in good w:ukmg arder oy B
year old enthusiast. Tel. 0647
24065 (Devan)

CISILLUSIONED: Disillusicned
with your STFM 1 Meq setup? Do
you ragret disposing of your trusty
&-bit system mow? All is not lost as
| will swap my BOOXL, 1050 disk
drive with US Doubler chips and a
data recordes, Plenty of commear
cial and PD software on disk and
cassette, magazines and relerance
books etc. Will deliver within
reason. Do drop a line to Charles
Smith, 93 Preachers Lana, 5T.
Ebbes. Cxiord OX1 1RAT

DISK DRIVE: Cheap 1050 re-
quired, musl be n good condition
with power pack and leads. | would
also consider a B10 drive, moaditiad
ar unmodified. Offers up to £40
without D05 2.5, £45 with DOS
2.5 and manual. Write to Matthew
Pemberton. Flat 1, 20 Lickless
Gardens, Harslorth, Leads LS18
5O or leave 8 message on
[0932) 581863

PAGE 6: PAGE 6 magazines 1 to
20 and 22 1o 30 and 32 1o 36. | will
pay for postage, offers only. Ring
Anthony on (061) 248 TA93 afler
Gpm

FOR SALE ... WANTED ... PEN PALS ... A

LEADERBOARD: Has anybody
gol a copy of Leadarboard golf
or/and Mastergoli on tape? | have
searched hor thase lof 2 years
Good price paid or swap other
games, | would be fosever gratedul
M. Farrar, 31 Marlowe Drive
‘Whitecross, Hereford HRE OJL

SOFTWARE: NATO Commander
an cassetle and F52 on Rom both
for XL. Must have manuals. P&P
paid, C. O'Dell, 10 Comaig Road,
Pollock. Glasgow G53 5AW

MANUALS: Manuals for BO0XL,
1050 disk drive, DOS 2.5°3.0. Wil
pay posltage. Also wanled Mapping
The Atari (Revised edition). Pay
cash or swap for Spectrum {amas
Al=o any B-bd contacts. Tel. 0721
20863

PRINTER: 1029 prnter required in
good working ordar. Ring Meil in
the evening on 0304 372069

TURBO BASIC: Wanted on cas-
safte, Will pay for tape and post

age. Ring Anthony on (061) 248
FES3 afler Gpm

PENPALS/HELP

WANTED!!: Somecne to print
newslatlers for wser growp, Any
helpers? Come on, keep the 8-bit
alive. Fhone Robert on 0639
GIS040

PENPALS: | would like to hear
fram any GBRXE owrars wi :Iirlg o
swap games and fips. | have 25
garmas and my lavourita is Mad
Jax. Please contact Anthony Gra-
ham, 1794 Wimnbledon Park Haad
Southfislds, London SW18 5RH

MN.O.5.AULG.: Morth of Scotland
Atar user Group. This new Atari
B-bit users group invites anyons
from the Morth of Scotland 1o join
and ses just how strang the Afar
¥L/XE still is. Regular meetings in
Abgrdien, newsletlers, INps o
shows etc. Interested? Call Stuart
on (358 42744 lor detalls, Lang
live tha Atari 8-bit!

IRISH PENPAL: Hil. | have an
BOOXL and XC12 dafa cassetle
and piles of games. Anyane in-
terested in swapping games and
lips, please write 1o me. | woulkd
lowe to hear from you. Write to
KEigian F anning E.L;Llrll;;ql,u_:
Grange-Con, Co. Wicklow, Repub-
lic af Iredand

CONTACT: | would like b hear
from any B-bil (disk users mainly)
users out there on ths small
planet! To swap hints, tips. games
eic. (overseas please write), Ao
i5 thare a "Yogi' owl thare? Write or
phone Paul, 12 Treelands Walk,
Ovdzall Park, Sallord 5, Manches
ter M5 3FX or phone 061 872
2814 atter Bpm only please

PENPALS: 34 year old 8-bit user
sewhks contact with other Atari en
thusiasis anywhere, Help with
programmang givan il '|u|',' anicd
also gratefully received! All letters
answered. Pleass wrile o Ann
OrDriscoll, 9 Maywood Drive,
Raheny, Dublin 5, Ireland

PENPALS: Contact with 8-bitters. |
hawe BOOXL. 1050 disk driva with
Doubler and 1010, All letters
answared, Also desperately wan
ted - programs similar to Super
Chopper. Write 10 Joho Liever, 185
Rasehill Couwrl, Sallord, ME& 51W

PENPALS: | just bought a 1050
and want io discover its capabili-
e 50 1I'm I:_||_‘:h.||‘||; lor any '*,_'.:_l]r n;_;ul
that wants to write 10 me and
swilch games ex. advaniures,
scrollers etc. Cassettes welcome
toa! Armckd Bontsema, Wibenahe
erd 356, 9736 MD Groningen
Hallamd

DIZZY: | am looking for ane of the
Dizzy games by Codemasters

[preferably Fantasy Woarld Dizzy). |

have asked the makers Bul thay
don't sell it any more. Marlin Buri,
16 Claudius Close, castle Park
Doncaster, Dorsat, OT1 2RM. Tel,
[0305) 267218

PEMNPAL: Someaone to swap
games [disk) alsa wanted Aller
nate Reality (both) and any war-
cpamsa, Wil pay ar axchamnge with
other games (got over 150). write
10 Elco L uyendujk, Kanaakveg 14,
2678 LX De Lier, Holland

HELP: To any XE owrer oul thare

who can program maching code
and s willing o teach a l_'-l_:;‘||r"||_:|

who has only owned a 130XE for 6

moaths, Please contact Darak W)

som, 33 Banbury Hoad. Morth Ken-

1on, Mewcastie-Upon-Tyng, NES
S5

CONTACT is FREE of charge and may be used by
any genuine Atari enthusiast for contacting other
owners. Any notice may be included except those
offering software only for sale or exchange or those
offering items for sale commercially. The Editor
reserves the right to omit any notice received at

his discresion.

Send your CONTACT notice to CONTACT, PAGE 6,
P.0. Box 54, Stafford, ST16 1DR. Please write your
notice on a separate sheet of paper, not as part of

a letter.

VICE ... HELP ...
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STRINGING Al

siring is a collection of keyboard characters - letters,
A numbers, punctuation marks, etc, - enclosed by quota-

tion marks. The computer can measure the length of a
string or work out the value of any numbers in it. It can also
jnin two or more strings together end-to-end or split one up
and look at its particular elements. In fact, strings can be used
in a number of ways and in all sorts of programs once you get
the hang of a few basic concepts. The aim of this article is to
help you along the way. A few simple program listings are
included to illustrate the points as they are introduced.

SETTING UP A STRING AND
PUTTING INFORMATION INTO IT

The DIM statement is used to set up space in the computer’'s
memory for a string variable. This takes the form DIM AS(n)
where A% is the name of the string and n is the number of
characters in it. The name you give the string must end with a
dollar sign. This lets the computer know that it's dealing with a
string variable and not a numeric variable.

We can put information into the string in a number of ways:-
by using INPUT, by READing DATA into it or just by saying
A%="something". We can also specify where the information is
to go in the string. For instance, A$(1.5)="ATARI" says the first
5 spaces in our string are to be filled with the letters ATARI,
while A%[{10)="computers" tells the computer to put this word
in the string, starting at the 10th space. If there was some-
thing there already it would get overwritten. Also, it doesn't
matter that we didn't start with 6, which was the next free
space, however if our DIMensloned length was less than 10 we
would get an error message here.

RU 188

as 182

NL 1ii@&
aj

UDp 126 GRAPHICS 8:POSITIOMN Z,2:7 "PHONE N
UMBERS'" :POSITION Z,4:7 “INPUT NAME TO
SEARCH FOR'™

KN 138 INPUT SEARCHS

LM 149 RESTORE 190:FOR N=i TO I:READ NAME
$,PHONES : IF NAMES$=SEARCHS THEN POP :GO
TOD i7@

HZ 158 NEXT N

MD 168 POSITION Z,168:7 SEARCHS;* isn't in
tThe data list":END

HH 178 POSITION Z,18:7 SEARCHS;''s phone
number iz ":PHONMES:END

UL 198 DAaTha PAGE 6,8785-21X9268, JOHMN, 1Z23-4
56789, HMARY , 9929999 Iisthmg 1

REM
bIM NAMES C18) ,PHOMES (15) , SEARCHS (1

Jaspe 52 - Mew Atari User

Ann O’Driscoll shows you
how to get along with
strings and proves they’re
not difficult to understand
- when you know how!

COMPARING STRINGS

The computer compares sirings by looking at the ASCII codes
of the characters in them. If we say A$<BS$ it means the ASCII
code in A% comes before that of B$; B$>A% means the oppo-
site. The computer will only move on to compare the second
elements (if any)] in the strings if the first characters are the
same. This can throw up some funny results: If we have A$="3"
and B$="17" we get A$>B% because only the 3 and the 1 are
compared,

Listing 1 is a simple "telephone list” which illustrates how
strings are compared: LINE 130 asks you to input a name
which is then held in the string SEARCH$. The computer
reads names and phone numbers in pairs from the DATA in
LINE 190. Each name is compared with the one being sear-
ched for (LINE 140). If they match the associated phone num
ber is put up on the screen (LINE 170] otherwise you are told
that the name is not in the data (LINE 160).

If you want to adapt this listing by putting in ‘real’ names and
phone numbers, you may need to change the counter for the
loop in LINE 140. This is currently set at 3 because there are 3
pairs of names and numbers.

TD ZBB REM ;

MC 710 DIM MWORDS(15) ,45{15) ,65(15)

KR Z15 GRAPHICS @:POSITIONM S5.5:7 “"ANAGRAM
54 :pOSTTION 5,18:7 “"INPUT HWORD TD BE S
CRAMBLED : " :POSITION 5,12

Ha 28 IMPUT HWORDS

PE 238 FOR N=LENI{HWORDS)} TO 1 STEP -1

O 2486 A=IHNTIRHND (BYHN)+1

M) 258 ASILENC(AS) +1)=HORDS: (A, Q)

YN 260 IF a<)1 THEM BS=WORD%(1,8-13

SF 265 IF A=l AND A<>LENCMORDS) THEN BS%-H
ORDS CA+1) :GOTO 288

UG z78 IF A=LEMI{WORDS5) THEN Z&6

KD 275 BS(LENI(BS)+1)=HORDS (A+1]D

GE 288 HWORDS=B5:NEHT M

BT 299 POSITION S5,18:7 "THE SCRAMBLED VER
STION IS":POSITIOM S5.Z8:7 A5S:END

Listing 2

LISTIMNG




LLONG

MEASURING STRINGS
AND JOINING THEM TOGETHER

The function LEN is used to find the length of a string. PRINT
LEN(AS) will always give us the current or actual string length
rather than the DIMensioned length. LEN is also used to add
strings. If we have 2 strings. A% and B%, we join them together
by saying AS(LEN(AS)+1)=B% which tells the computer to start
B#% at the next free place (existing length plus 1) in A$. You can
also put the joined up version in another string, if you want to
keep the original strings intact - this is done in Listing 3. In
either case, the strings are simply glued together but the
contents are not changed. For instance, if A%$="1" and B$="2"
the result of adding B$ to A% will be 12, not 3.

Listing 2 makes use of LEN and string joining to build an
anagram from a word which is input in LINE 220 and stored in

RF 388 REM

LISTING 3:
QU I8z REM .
NB 318 DIM THE603,05C10) ,N5C103 ,55(60)

HORD REPLGCEMEMNT

UF I15 TS5="THE TEXT
E MaT"

PY IZ8 GRAPHICS 0:POSITIOMN
OPS":POSITION 2,.6:7 TS5

SG 322 POSITION 2,18:7 “"INPUYT OLD MWORD: '
3 1INPUT 0%5:IF 0%5=""" THEM 322

IB IZ4 POSITION Z,1Z2:7 “"INPUT NEW MWORD: '
;iINPUT NS:TF WE=""" THEMN 324

GU I26 SS5=T5:C=0 i

Vs I3I8 POSITION Z,14:7 "Press a key to re
Place ";0%5;"™ with ";NS

JC 335 IF PEEK(764)=255 THEN 335

R 348 C=C+1:IF CYLENC(TSI-LENC(OS)+1 THEN I
%8

CV I58 IF TS(C,CH+LENMTOS5Y-13<>05 THEN 348

CZ I68 SS(CI=NS:IF LEMCTS5) {CH+LENCD5) THEN
37e

C.J I&S

RO X788 T5=5%

0K 388 GOTO Z48 .

08B 398 POSITION 2,Z20:7 TS5:POKE 764,755:EN

o Listing 3

IS: THE CAT SAT ON TH

2,2:7 "“"WORD SH

SECLENCSSY +1) =TS (CHLENCO%2)

a string called WORDS. The program picks letters randomly
from WORD$ (LINES 230-240] and puts them one by one into
the string A$ which gradually builds up into the anagram
(LINE 250). Another string, B$ is made from the remaining
letters in WORD# i.e. the letters before the one that was just
picked (LINE 260) plus the letters after the one that was just
picked (LINE 275). LINES 265 and 270 cover the cases where
the first or last letters in WORDS are picked, as there's nothing
belore or after the random letter to be added on in these
situations. WORD# is then set equal to B$ and the process
continues until all the letters have been taken out. As WORDS
loses a character on each round of the loop, the upper limit for
the random number is reduced by 1 at each cycle (LINES
230-240),

This listing could form the basis for a word game. For inst-
ance, you could hold a few words in a DATA statement, get the
computer to READ each one. go through the scrambling
routine shown here, print the anagram on the screen and then
ask someone o guess the original word.

Listing 3 is a small illustration of how strings could be used
in a text editor type program. just by using the concepts
introduced so far. The idea is we have a sentence stored in "T$"
and we want to replace a word or letter which we input in "0%"
with another word /letter which we input in "N$", Line 340
counts up from 1 to the last place in T$ where the word to be
replaced can begin (this depends on the length of O%) and
searches each area of text to see if O% is there (LINE 350). The
swapping is done in LINES 360-365 using a temporary string
called S%; this is needed in case the new and old words are not
the same length. LINE 360 slots the new word into 5% begin-
ning where the old word started; LINE 365 adds the remaining
original text (from the end of the old word onwards) on to this.
The IF statement in LINE 360 ensures that words replaced at
the end of the text will not be added back on. A practical
example of where this type of routine could be used would be
to replace a wrong spelling in a block of text.

continued @@

IR 488 REM

oY 482 REM

UM 418 DIM D5 (6D

PY 428 GRAPHICS 8:POSITION Z.2:? “DATE CH
ECK"™:? :? “INPUT DATE IN FORMAT DDMMYY
“;POSITION 2.6

A 4Z8 INPUT DS

OU 448 IF LENID5) {6 THEN 498

AN 458 FOR N=1 TO LENIDS)Y:IF ASCCDSCNII {4
8 DR ASCIDSCMII>S? THEN POP :GOTO 498

IE 468 MNENT N

HP 478 IF VALC(DSCL,.23)=8 OR VALIDSC(1,233)
31 THEN 498

UJ 472 IF VALKDSCL,2323 29 AND VAL (DS (I, 4)
3=2 THEN 498

KI 474 IF VALIDSCL1,223=31 AND (VALCDSCI. 4
33=4 OR VALIDS(Z,420=6 OR vaL(D5(3,4))
=9 OR VAL(DSCZ,433=11) THEN 498

OM 476 IF VALIDS(I,432=0 OR VAL(DS(Z,411)>
12 THEN 498

SB 478 IF UALIDSCL,232=29 aND VaLID$(3,4)
I=2 AND ([VALIDS5(S5,63) 743 {>INT (VAL (D5 (5
+63374) THEM 490

LISTING 4: DATE CHECK

RG 4BB ? :? :? “"OK - you €anh continue..."
iEND

LG 498 7 :7 “Mot accepted! try again":GOT
0 430 Listing 4
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EXAMINING STRINGS
- USING ASC, VAL AND CHRS

We use the function VAL to get the value of numbers in a
string. On its own, VAL will look at the leading digits only. For
example, if you have a string D$="3 March 1991", then PRINT
VALIDS) will return the number 3. We can also direct it to pick
out a number or sequence of numbers within the string; for
instance, PRINT VAL(D$(9,12)) will return the value 1991,

It is a good idea to check that your string contains numbers
before using VAL, because you get an error message if the first
character is not a number. The function ASC is useful here:
This gives us the ASCIL code of a character in the string so we
can check if the code corresponds to a number (i.e. within the
48 - 57 range].

Listing 4 shows how LEN, VAL and ASC are used to check
that a date is input in a particular format: LINE 440 checks
that it's the right length (6 characters), LINES 450-460 make
sure that all the characters are numbers and LINES 470-478
check the various day/month combinations:- For example,
LINE 78 will not accept 29 February (D$(1,2)=29 and
D#$(3.4)=2) unless its a leap year [no remainder when you
divide DS(5,6) by 4). If D% is not acceptable the program is
directed to LINE 490. where you are asked to try again.

The CHRS functlion is the reverse of ASC and gives us the
string character for an ASCII code. For example, the ASCII
code for the letter A is 65; if we say FRINT CHR$(65) we get "A"
as the result.

ASC and CHRS are often used to disguise the characters in a
string - you might do this to make DATA in a quiz or adventure
game hard to read. A simple way would be to add a lixed
number to the ASCII of each character [so that A becomes D, B
becomes E, ete.]

Listing 5 uses ASC and CHRS$ to make a code program: A
codeword is held in CO%$ (LINE 515). You are asked to inpul a
message [LINE 516) which is held in M$. The ASC of the first
letter of the code is added to the ASC of the first letter of the
message: Lhis is kept within the range of the alphabet [by
subtracting 26 if the ASCII code is above 90, the value for Z
(LINE 540)] and turned back into a letter using CHR$. The
result is stored in the string STS. The process is repeated until
all the letters in the message are gone through; the program
goes back to the start of the codeword each time the code
letters are used up (LINE 520). Only capital letters are coded:
everything else - numbers, symbols, spaces, are left alone.
(LINE 530)

The second half of the listing does the decoding: This is just
the reverse process to the above, with the decoded string
stored in DES. A routine could be put in here (alter LINE 555)
which would only decode once the correct codeword was
entered.

IDENTIFYING DIFFERENT
PARTS OF A STRING

When vou use a big string to store separate items of informa-
tion, you need to have a way of knowing where each element or
substring is. The easiest way of doing this is to reserve a fixed
amount of space for each component. Such a string is set up
by DIM AS(number*length) where number=the number of
separate entries and length = the fixed space being allocated to
each one. Another method involves storing the substrings
"nose to tail’, and using a 2 dimensional numeric array to
point to the start and end of each element. Listing 6 stores 3
names in a string called PET1% using the fixed length method;
the same information is stored end-to-end in PET2S. The 2
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uy sa8 REM 5:CODES -

OM 502 REM

LK 5i8 DIM CO5C10) ,M5(50) ,5T5(50) ,DES (502

MF 515 COS5="PAGEG":N=8:H=8

FK S5i6 GRAPHICS 9:POSITION 2,2:7 “CODES"™:
POSITION Z,4:7 "INPUT MESSAGE TO BE CO
DED:":POSITION Z,6:INPUT M5

HU 520 N=N+1:IF M)LENICOS5) THEN Nz=1

JP 525 H-H+L:IF H}LEMCMS$) THEM 555

pC 538 IF MSCK, K} {"AY OR HSCH,HI>"Z" THEN

STSELENCSTSI+1)-HMS K, ¥) :GOTO 525

0T 535 5=ASCIMECHI I +ASCLCOSINDD

KE 548 IF 5398 THEM 5=5-26:G0TD 548

PG 545 STHCLENESTS) #1)=CHR%(5)

0E S58 GOTO 526

JI 555 POSITION I, ié8:7? S5TH

CG 568 POKE 764,255:POSITION Z,14:7 “Pres
5 any key to decode':N=@IK=0

05 565 IF PEEK(764)=255 THEM 565

IE 578 M=HM+1:IF M)LENCCDS5) THEN Nz=1

CJ 572 K=H+1:IF H)LEMISTS) THEN 592

O 575 IF STSCX,.HI{"A'" OR STECX,HIX"Z™ TH
EN DESCLENCDES) +1)=STSCH.H) :GOTOD 572

0OH 588 SSASCESTSCHI)-ASCLCOSOINDD

0OP 582 IF S<65 THEM S=S5+26:GOTOD S682

HO S8S DES(LENCDES) +1}=CHR% (33

LISTINLG

RI 587 GOTOD 570
BH 5%2 POSITION I,18:7 DES:POKE 764,255:E
ND Listing 5

Fr 688 REM

0H 682 REM

ER 6i8 DIM DATSC103 ,PET1S(242 ,PET25(14),P
€z,1)

HJ 615 PETL15€13=" ":PET15(Z243=" ":PET1i5(2
I=PET1%

RT 620 RESTORE G98:FOR N=1i TO Z:READ DaATSH
IPETLS (B IN—-1)+13=DATS:NEKT N

AE 6I8 RESTORE 698:FOR N=B TO Z:READ DATS

Al 635 PIN,BI=LENIPET25)+1

PK 640 PETZS(LENC(PETZS5)+1)=DATS

ZI 645 PIN,1)X-LENIPETZ5)

IE 658 MEHT MW

ES 660 GRAPHICS B:POSITION Z,2:7 "PET15:
HipPET15:7

H¥ 662 FOR W=1 TO 3:7 “N=";M:"
LS P R RS B Y FRL |
1,B8%MI :NEXT M

HE 678 POSITION 2.12:7 “PETZS:

UN 672 FOR WN=8 TD 2Z:7 "N="";MN;"
FM;Y,0Y ,PC:N;™,12) =
EM,; 133 :NEKT N

ZAa 698 DATA DOG,CAT,GOLDFISH

LISTING 6:S5TORE SUBSTRINGS

PETL5(8%(
= " PETL15(8%(N-1)+

“IPETZ$:7

PETZ5CPC"
nCPETZ25(PIN,B) P

Listing 6

strings are printed on screen in LINES 660-672.

Taking PET1% first, each of the 3 substrings has to get 8
spaces because this is the size of our largest element (LINE
610). LINE 615 blanks out all the spaces in the siring and the
DATA is put into the string in LINE 620. The nth element in a
fixed length string will start at L*(n 1)+1 where L is the allo-
cated length: in this case the substrings start at PET15(1],
PET1%({9) and PET18(17).

PET2% only has to be as long as the combined length of its
substrings - 3+3+8 in this case. LINE 610 sets up a 2 dimen-
slonal numeric array, P, with 3 elements in one direction [0, 1
and 2] for the number of names and 2 elements in another
direction [0 and 1] to hold 2 pieces of information about each
name:- For the nth substring, P(n,0) will hold its the starting
location and Pin. 1) will hold its finishing point in the string.
LINES 630-650 fill PET2% and calculate the figures for the
array at each step.
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QUICKITE

A LITTLE
TITLE
DEMO

Here is another nice little intro screen that you might like to
add to the beginning of your programs to brighten them up
and start things off in style.

I's easy o use, just type in the program as it is listed and run
it! If you wish to have a Binary Load version of this file then do
the following:

1. Load and Bun the program

2. Press RESET to get back to BASIC

3. Load DOS :

4. Select K - Binary Save

5. Type in: SD.EXE 0600,0677,0600

6. The file will then be saved on the disk as SD.EXE and
can now be run with the DOS option L.

You could probably change this into an AUTORUN.SYS file so
that your favourite disks can boot up with a bit more panache!

HO 1 REM i3-S -t
PJ 2 REM %= QUICKIE TITLE DEMO b
HiI I REM = BY -
PQ 4 REM = SUE DONYHM -
AR RN s e e e e R e e *
F 6& REM % NEH ATARI USER - OCT 1991 =
WU 7 REM 0000 0060606060 o oo -
HH 8 REM

BF 18 FOR I=i536 TOD 1655:READ A:POKE I, A:
MHEKT I:HM-USRILSZ6)

AE 26 DPaATA 167,08,32,63,6,162,255,133,20,1
f3;11;212,108,181,:19,101,17,48,5,32,41%;
6,169,0,141.18,212,141,26,208,165

UL 39 pATA 20,.208,5,13X,.77,.76,0,6,76,9,6,
173,13,6,7201,181.240,9,169,101 ,141,13%,
6,141,15,6,96,169,229,76,51,6,141

PF 480 DaTa 197,2,.169,78,141,48,2,.162,6,14
1,49,2,96,112,1172,412,112 112 112,112,
112,71,1863,6,112,112,112,112,112

QX S8 baTa 112,117,112 ,112,71,48%,6,65,78
.6,08,8,98,116,101,119,8,97,116,97,114,1
05,8,117,115,1061.,114

by Sue Donym

ADAPTING THE LISTINGS

A lew suggestions have already been given of how some of the
listings shown here could be developed. The last program.
Listing 7. which shows how you can use the command GET to
input things without them showing up on the screen, might be
useful here. A password is held in the string PASSS (LINE
710). Each letter you input is added to the string TRYS (LINE
740); the two strings are compared when you hit RETURN
(KEY=155] or when TRY$ is full (LINE 780). If you are wrong

TRY$ is emptied (TRYS=""in LINE 785) and you get a second

chance.

[ hope that this article has guided you along the way to
creating your own programs using strings and has shed light
on some areas that you may not have understood. So, give it
try. Maybe you could incorporate the try again and secret
input routines in an anagram or code program using the
listings here as a starting point?

KN 788 REM

oY 78z REM

LL 718 BIM PASS5C10) , TRYSC(18) 1PASSST"STRI
NGS5

PM 715 CLOSE H1:0PEN H1,4,8,"K:":COUNT=8

JH 720 GRAPHICS O CTOSITION Z,Z:7 “PASSHOR
p5':% 1% "ITnput the password and press
RETURN:":7

HU 7725 COUNT=COUNT+1

HE 7Z0 GET #1,KEY!IF KEY=155 DR LENCTRYS)
zZ18 THEN 758

PM 748 TRYSCLENCTRYS)+1)=CHRS (KEY)

PL 758 GOTO 7Ia@

JYE 788 IF TRYS5=PASS55 THEN 7 "0K! you can
run the program ..":1END

¥G 785 IF COUMT{2 THEN ? "Wrong - try aga
in"": TRYS="""!GOTOD 725

KD 7908 7 “access denied!*:END

LISTIMG 7:!SECRET INPLUT

Listing 7

Tutorial Time

continued

other, but it will not run as a continuous loop because there is
no way to get back to the beginning of the tape automatically
you have to select rewind manually and then run again.

DATA COMPRESSION

Of course one way of improving the speed of data load and
save is to reduce the amount of data that has to be transfer
red. This could be done using a data compression subroutine.
I have not yet explored the mysteries of data compression
algorithms though | have used them on a PC. | guess that the
problem is that the data compression process must be very
fast or it will use up just as much time as slow data transfer.
and that probably means that it will have to be written in
machine code. [ must look into it - can any of you give me
some advice on this subject?

I'will finish off with my requiar offer of assistance on Basic
programming matters; please send a stamp _for a reply, and be
patient - I cannot always reply quickly. In fact it sometimes
takes several weeks depending on the backlog aned the time |
can spare, If you want (o send a disk [ will send it back with a
copy aof the slideshow program ared a set of example graphics
(sormy no tapes for this as i would take (oo long to copy a series
of graphics onto tape). My address is:

Ian Finlayson,60 Roundstone Crescent,
East Preston, West Sussex, BN16 1DQ

Mew Atari User - lssue 52 ig
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XE UTILITY

ULK DISK
FORMATTER

ulk Disk Formatter was created so that you can format
B as many, or as few, disks as you require quickly and

casily. Usually you have to use DOS to format your
disks, which can take forever with its multiple guestions. With
BDF all vou have to do is answer one simple set of prompts at
the very start of the program and then just follow the on
sereen instructions.

PUTTING IT TO USE

Type in BDF using TYPO 3, and then save a copy Lo an
already formatted DOS disk, I recommend using DOS 2.5, and
write-protect it. This is now your Master Copy and you should
keep it in a safe place.

The program itself is self explanatory and with its on-screen
prompts you should have no problems getting to grips with it.
However you may like to know it supports drives 1 through 4,
just like DOS 2.5 and will format autlomatically in Enhanced
Density on a 1050 drive and Single Density on an 810. 1 must
point out that BDF will not write DOS.SYS or DUP.SYS files to
the disk after formatting it, you will still have to use DOS
optionn H to do this!

SAVING A LOT OF TIME

The reason I wrote BDF is because DOS always used to take
me so long when formatting disks. 1 usually buy disks in
quantity and therefore to cut the time needed to format them
all, I need something that is fast and efficient, and up to now
BDF has been just fine.

As the program stands it does have room for improvement. I
have lefi it like this deliberately so that you can modify the
program to suil your own requiremments, however vou may
have to renumber the program. Incidentally this program is
Turbo Basic compatible, although you will not notice an in
crease in ils speed,

IMPROVEMENTS

Here are a couple ideas for improving the main program.

Write a routine to let you toggle between single and enhanced
density. or even upgrade the program so that it recognises
double density,

Make BDF write DOS.5YS and maybe even DUP.SYS to your
disks after formatting them.

Both of the above are relatively simple, but I'm sure you can
think of loads more to play around with. If you do make any
improvements [ would love to see them.
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by Paul Hollins

C5
BF
FA
oo
S5G
FY
cY
HN
DI
GH
HY
H.1
IH

vy

5H

im

YT
K
PP
Hia
CH
uc
ar
M5
FY
FL
BK

DL
B0

U
FY
LY
oF
e
HHM
GO

oK

BULKE DISK FORMATTER
by
Paul Hollains

1971

FHHH

H

1 REM
2 REM
I REM
4 REM
5
.1
7

szany

REM
REM © WNEMW ATARI USER - OCT.
REM Bt SR T e

8 REM

10 CLR :GRAPHICS @

Z8 POKE 82,2

I8 DIM DISKS (3D

48 DRIVES=1:605UB 1228

T 19 o m HHICH DRIVE TO FORM

' TEELE

H ——
i

L)
ATEANIAF TO INCREASE DRIVE N

706 7 g

UMBER |*

68 7 "t|

UMBER |

%8 ¥ "¢
Ill

188 7 gl

e ——] 11

118 POSITION 3@,9%:7 "~

126 CONSODL=PEEK(53279)

13I8 FOR DELAY=1 TO 90:MEXT DELAY

148 IF CONSOL=7 THEM 12@

158 IF CONSOL=6 THEN 380

168 IF CONSOL=S5 THEN Z8®

178 IF CONSOL=3 THEN Z9%@

188 GOTO 128

198 REM %% INCREASE DRIVE

298 DRIVES=DRIVES+1

218 SOUND @,18,908,18:50UND 1,18,98,16:

FOR DELAY=1 TO S8:MEHT DELAY

278 SOUMD ©.0,8,8:50UND 1,8,.8,0

2¥8 IF DRIVES=2 THEN POSITION Z@,3%:? "

A":G0TO 128

248 IF DPRIVES=ZX

B*:GoTD 1Z@

258 IF DRIVES=4

B :GO0TD 1Z@

768 IF DRIVES>4

2786 END

288 REM %% DECREASE DRIVE No."

798 DRIVES=DRIVES-1

Ied SOUND 8,1%,98,.18:50UND 1,13,9%8,18:

FOR DELAY=1 TO SB:NEXT DPELAY

I18 SOUND 8,8,8,8:50UND 1,8.,9,0

ATEFTLY T0 PECREASE DRIVE N

AAITEF FOR NEXT MEND

Ho, ¥M

THEN POSITION 38,%:7 "

THEN POSITIOM X8,9:7 *

THEM DRIVES=1:G0TO 116




-§

s

IR

BT

DM

GE

aT
BY
su
TH
R
HHM
Fi

5D

PY

oa

HY
JuU
RP
Kn

L

PH
NS5
i
YG
PH
oI
i
Ja
Jo4
Ku
NZ
¥y
BT
IT
Gy

LM
HG
NT
BQ
PE
GV
0B
JB
RO
RL
EG
]
GP
HL
KR
oc
uo

RH

320 IF DRIVESCL THEN DRIVES-4:POSITION
@,9:? “F':GOTO 178

130 IF DRIVES=1 THEN GOTO 110

I48 IF DRIVES=2? THEN POSITION 36,9:7 ©

B':co0T0 1240

158 IF DRIVES=I THEN POSITION X8,9:7 »

E":GoT0 17@

368 IF DRIVES=4 THEN POSITIOM I8, 9:7 »

(B":GOT0D 1z@

378 REM %% HOM MANY DISKS %

380 GRAPHICS O:GOSUB 17278

338 IF DRIVES=1 THEM DISKS=vpi:"

498 IF DRIVES=2 THEN DISKS=Vpz:

418 IF DRIVES=Z THEM DISKS=vwp3I:n

420 IF DRIVES=4 THEN DISKS=""D4:"

438 T 7 7 17 " HOM MANY DISKS TO E0

RHAT >

448 7 17 17 17 17 17 1% 1% e

1'*:% "} PLEa
SE TYPE THE MUMBER OF DISKS |V

458 7 | TO FORMAT ANk PRESS [[IEIED
I'":? | OR PRESS EEH TO RETURN TO

MENLU jr

468 2 i

e 1

478 POKE 764,255

488 IF PEEN(764)=255 THEN 488

498 IF PEEK(764)=28 THEN RUN

588 IF PEEK(764) {>255 THEN Si18:GOTD 48

a

518 POKE 75Z,0:POSITIOM I0,2:POKE 82,3

@

5280 TRar 5928

530 INPUT Hi6,.FORMAT

548 POKE 82,2

590 IF FORMAT=# THEN RUN

568 GOTD 648

578 END

588 REM %% INPUT ERROR TRAP %

5%8 POKE 82,2

688 IF PEEK(195)=8 THEN LET FORMAT=8:R

UM

6186 GOTO 1Zee

BZ8 END

6I8 REM #% START FORMAT PROCESS MM

648 GRAPHICS @:GOSUB 1270

658 POKE 82,2

668 T (7 ;7 17

_lII

678 ? “|DRIVE TO FORMAT IS ]
Iu

688 7 "|Mo., OF DISKS TO FORMAT IS
I.Il

698 POSITION 30,10:7 DISKS

788 PDSITIOM 38,11:7 FORMAT

7ia 2 wui
Jre— Y ]
B R T AL L e
-
—
73@ 7 n| PRESS MATTEF T0 PROCEED
Iu
748 7 n| oR TO QUIT TO MAIN ME
1R L
?sa ? [Ty .
—ied 11

760 POKE 764,255

778 IF PEEKC(SIZ79)=6 THEN 818

7886 IF PEEKI7G4)=28 THEM RUN

798 GOTO F7e

888 REM #% START FORMAT ROUTINE ##
818 FOR ROUTINE=1 TO FORMAT:GRAPHICS @
!GOSUB 1220

a8 T AT kT 1T vy
(1]

BX8 7 | FORMAT DRIUVE :

ll"!
848 7 | DISK MoO. i
BS@ 7 1
— Y

G668 T ¥ 17 1% 4F 1% oM,

are 7 | PUT THE DISK TO FORMAT IN T

HY

GP
TI
HU
F4
RO
RO
RH
TOD
JC
DK

KS
Go

YH
Ka
NO

Z0

uo
FF

CZ
TS
Is5
BN
Iv
HF
BX
ux
RD
ER
BF

0OH
MNH

LF

G

Ju
oI
BS

H3
HB
ZH
ca

BK

TL
aB

asa 7 | APPROPRIATE DRIVE A&ND PRESS
|n
890 7 | £NFTEF TO FORMaT OR 10 Ca

NCEL ]
08 7 i
] 11
218 POSITION 19,10:7 DISKS

928 POSITION 19,11:7 ROUTINE

938 POKE 784,255

948 POKE 53279.7

P50 IF PEEK(53279)=6 THEM 988

968 IF PEEK(764)=28 THEN RUN

378 GOTO 958

7882 POSITION 9,13

998 7T YCURREMTLY FORMATTING *";DISKS
1989 POSITION 19,14:7 "DISK No.":ROUTI
ME

i8ie KID 254 ,H1,8,8,DIS5KS

1828 S0OLUND 8,18,119,18:FOR DELAY=1 TO
SO:MEKT DELAY:SOLUND ©,.0,0,0:NEXT ROUTT
HE

1830 REM #W® ALL FORMATTING DONE
1848 GRAPHICS @!1GOSUB 1278
1050 = 7 1? 7 ¢ ™
COMPLETE"

1860 SOUND ©,18,96,10:50UND 1.18,%8,18
IFOR DELAY=1 TO SO:MEXT DELAY

1878 SOUND B,8,0,0:SO0UND 1,8,8.8

1884 SOUND &,17,90,10:SOUND 1,1X,98,. 18
iFOR DELAY=1 TO S8 :MEXT DELAY

18%8 SOUND &,9,8,8: S50UND 1,8,8,8

LI0B F 17 17 17 57 07 0T Y p—,

FORMATTING

Li
111@ 7 o PRESS JATTIEF FOR MAIN ME
T !u
11za 7 | PRESS JATXASOTF FOoR DOS
IIF
1138 7 | PRESS FOR BOOT
1"
1148 2 i
D ]
1158 POKE 53279,7
11680 IF PEEK(SI279)=6 THEN RUN

11786 IF PEEK(5I2793=3 THEN DOS
1188 IF PEEKCS3IZ79)=5 THEN H=USR{58487
b |

1198 GOTO 1168

1288 END

1718 REM ®% SET UP GR.98 SCREEN M

1220 SETCOLOR 2,0,0:POKE 752,1

1238 POSITION 8,0:7 ' ———————
m

I-l’
1248 POSITION @,1:7 * N T T 7S
SK_FORMATTER |0
4258 POSITION 6,2:7 *|EEENCETTTTT
e T S T e

1268 POSITION @,3:7 " IEEECTIEETTNT
[y Paul Hollins |4

1278 POSITION @,.4:7 e ————
w-
LZ88 RETURN

1230 REM ¥¥ allL ERRORS CAUGHT!
1308 GRAPHICS @:GOSUB 1226
1310 T T 1% ;17
1328 7 ",
e—
1338 7 " |ERROR:

III
1348 POSITION 9,11
1350 ERR=PEEK[195}

Has OCCURRED.[L3

1360 7 ERR
1378 7 "

—]

1388 * 17 7 “ PLEASE REFER TO YOUR aT
ARI HAMDBOOK™:? 7 17 :%

LE9D T "y

e

L4088 7 w| PRESS ASTTEF TO MAIN MEM
u [

1418 7 vl

_-—lll

1428 IF PEEK(SI279)=6 THEN RUN

1439 GOTO 1428
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can hardly believe it -

this month there seems to

be nothing but good news
for Atari users! Not only are
we treated to a greal new
range of budget tapes from
Zeppelin, the publishers of the
wxcel disk mag have a whole
bundle of surprises for Hoppy
drive owners too.

SOGON is one of a new series
of imported "Ke-Soft’ games
distributed by Excel. In case
you're wondering if this means
you'll need a language conver-
sion dictionary to understand
what's going on, I'm pleased to
report that everything is wril-

SOGON

Title: SOGON

Publisher: Ke-Soft/Excel

Price: £7.99 disk

Flayers: 1

Systern: 64K min
Reviewed by Paul Rixon

fine musical composi-
tion kicks off this

multl-screen arcade

adventure - another Ke-Soll
game brought to your Atari by
Excel [see other reviews this
issue). After more loading from
disk, the music then switches
to a tune from Jean Michel
Jarre. Enter the Techno Ninja

You may not be aware ol this,
but Techno Ninjas live on the
planet of Trivator. Being an
unusually active bunch, they
need a considerable amount of
energy and they obtain their
requirements by utilising the

lssua 52 - Mew Atari Llser

ten in English! Unfortunately
the review copy of Sogon was
supplied minus instructions,
but presumably this will be
sorted out with the ‘official’ re-
lease, The game kicks off on a
promising note with an excel-
lent foot-tapping jingle - it's a
pity it doesn’t last a bit longer!
Pressing the Starl button
prompts the first screen to
load and draw, rather slowly,
from disk.

Initially, it all seems a bit
strange, The screen depicts a
sort of brick enclosure viewed
from above, with a number of
grey blocks scattered around.
some red outline blocks al one
end and a vellow ... well, a
yvellow something, Experime
ntation reveals that the grey
blocks are crates, the red out-
lines are where the crates
need to be deposited and the
yellow object is a fork-lift
truck, which is controlled with

e e S e

TECHNO NINJA

magic stone of Sassafras. At
least, they did until it was
stolen. The only hope of sur-
vival now rests with the brave
Warrlor Garagon [(alias, guess
who!) who has been sent to
the alien world of Sarcendor in
arder to locate ten eye-shaped
objects which will hopelully
form a new stone of Sassafras.
Yesz, someone has been doing
overtime in the silly names de-
partment!

Having landed at the long
lost airport of Sarcendor,
Garagon's quest ranges over
the many locations of the
planet. The enirance to an old

the joystick. The task ahead is
outwardly simple - all you
have to do is push the crates
into the designated area. The
cateh is that you can only
push one crate at a time and
only from behind, in a straight
line. If you're unlucky enough
to manoeuvre the crate into a
'no win' situation you're
allowed to back-up one move
by hitting the Help key. Failing
this, you have no choice but to
forfeit a life. The potential
score for completing a level
gradually diminishes as time
passes, so there’s a real incen-

temple leads to a cavern and
the pathway to a lost city. Past
the city there's a secret under
ground lake and a storage
area lor the aliens’ spaceship.
Beyond this, we're told, is the
great orystal cave. On each
level vour job is to guide Gara-
gon in his mission to find the
missing stone, and collect
other useful itermns - coins in
crease your score, keys open
locked doors (strangely
enough!), hearts replenish
energy units and a shield tem-
porarily protects Garagon
from the many dangers. By
obtaining diamonds you can
gradually upgrade your
weapons which are needed to
combalt over filly varieties of
monster. The weapons on offer
include a sword, the Nuncha-
ko', an ‘Electro-chain’ and the
‘Great Kinetic Gun’,

There are ten landscapes set
over a total of a hundred
screens. The graphics are
nicely animated and although

tive to get a move onl

Sogon may not sound like a
riveting challenge but it really
is addictive! The game shares
rertain characteristics with
Lode Runner in that it's im
portant to adopt a thoughtful
approach to every level. Talk-
ing of levels there are no less
than fifty, but if you tire of
those supplied you can boot
the sereen editor on the ip
side of the disk, and design a
whole load more. A perlect
puzzlement package for disk
users!

the Techno Ninja is tiny in
stature, he zips around the
levels in a pleasantly controll
able manner. The screens flip
a little slowly as Garagon

moves from one location to the

next. Unfortunately, the JM.J
music soon becomes rather
annoying - it's a pity there's
no option to have just sound
effecis instead.

Techno Ninja is a game pack-
ed full of fast action, challeng-
ing screens, unrelenting
monsters, dangerous wWeapons
and lots of objects, not to
mention presentable graphics
and some well-composed
music - what more could an
arcade adventurer wish for?

Title: TECHNO NINJA
Publisher: Ke-5Soft/Excel
Price: £7.99 disk
Flayers: 1

Systern:  &dk min
Reviewed by Paul Rixon
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usi as everyone

thought that Zeppelin

J had abandoned their

B-bit Atari support they've re
turned with a great new range
of budget releases. MISSION
SHARK is a ‘typical’ Zeppelin
production - a huge multi-
level running, jumping and
shooting arcade adventure,
Unusually there's no in-
genious plot - we're simply in
formed that the mission, code
named “Shark’, is to parachute
into occupied territory, gain
access to the enemy’s head-
quarters and locate a secret
batch of movement docume-
nitation, Your agent must fear-
lessly confront the aggressive

Title: MISSION SHARK
Publisher, Zeppelin Games
Price: £2.99

Players: 1
Loading: 16'50"
Reviewed by Paul Rixon

f you're one who enjoys a
brain-taxing puzzle, you'd
be wise to investigate

ZADOR. It's a challenging
game based on the Chinese
Mah-Jong board which should
be well known to anyone
whose experienced Activision's
Shanghai (see NAU #42). The
Mah-Jong board is covered in
symbolic tiles bearing winds,
dragons, seasons, flowers,
bamboos. dots and cracks.
After an excellent musical
intro, the game begins. The
player is presented with a
board of 144 tiles and the ob

forces, eliminate any potential
opposition. destroyv the main
holding areas and then retreat
to safety. Intelligence reports
suggest that enemy units are
well prepared for imminent in-
filtration ...

Somewhere inside the huge
complex there are four canis-
ters containing the informa
tion requested by your Com
manders. Once these have
been found, you can make
your way to the exit and
Escape via an awaiting chop-
per. Security is tight in the
complex and electric field
gates must be de-activated
using coded VDU screens.
There are also laser beams,
roof-mounted gun blocks and
hundreds of enemy personnel
to deal with. To eliminate the
latter you are armed with a
lightweight machine gun, and
for dealing with mines you
have a limited number of gre-
nades - but ammunition is in
short supply so you can't

jective is simply to turn them
all face down. The perimeter of
the board has initially been
completed in this way. The
customary catch is that the
tiles can only be flipped in
matching pairs, and they
must either be adjacent or
capable of being connected by
an imaginary line which
mustn't have more than two
angles and musin't cross any
face-up tiles! If that sounds a
bit complicated, there's no
need to worty as the instruc-
tions clearly explain the rules,
The computer will help on the

afford to be too trigger happy.
Your strength is shown by a
bar in the status area. Collect-
ing heart symbaols helps to re-
plenish the losses incurred by
contact with the adversary,
and extra ammo can be simi-
larly obtained.

The graphics are, quite sim-
ply. superb. Your agent and
the enemy soldiers are nicely
drawn and animated. The au-
thors have borrowed a trick or
two from Boulderdash here, as
if you leave the joystick alone
for a while the agent starts
impatiently tapping his foot!
The numerous locations are

odd ocecasion if you can't find
a suitable move and it will also
inform you of a ‘checkmate’
situation if there are no legal
possibilities,

To make the task a little
more demanding a strict time
limit is enforced, so you have
got to think fast and move fas-
ter! When you recover a tile
depicting a flower or a season,
this limit is slighily increased.
The flower and season tiles are
special in that they'll maich
with any other tiles within
their respective groups. There
are twenty stages in all,
though from my experience
vou should be prepared for
plenty of practice before hop
ing to glimpse the higher
levels. Although the game
appears to be quite straight-
forward, it pays to devise a
strategy - otherwise you will
almost certainly be caught by
the timer! The difficulty level
seems just about right, and

also well designed. A coloured
square graphically illustrates
your progress through the
enemy HQ.- there does appear
to be a LOT of screens! The
atmospheric music deserves a
mention as it's probably the
best I've heard in a Zeppelin
Game - brilliant!! If your get
tired of the music you can
switch over to sound effects.

If you were looking forward to
Imagine’s Green Beret and
were then disappointed with
its mediocre quality, you will
be overjoved with Mission
Shark, It's everything that
Green Beret should have been.

ZADOR

this makes Zador considerably
more addiclive than you'd
dare to admit!

The graphics aren't quite as
impressive as those of Shan-
ghai, but this says more about
the brilliance of the latter than
any defliciency of Zador. Like
all of the Ke-Soft games re
viewed in this issue, Zador
has been constructed in a pro-
fessional way and in terms of
playability alone must be
highly recommended. | hope
to report on more new releases
from Excel in forthecoming
issues of NAL - in the mean-
time, you should be in no
doubt these games are stun
ningly good!

Title: ZADOR
Publisher: Ke-Soft/Excel
Price: £7.99 disk
Players: 1

Systern: 84K min

Reviewed by Paul Rixon
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niroducing Fred, the
I Neanderthal man. Fred is

not your average Cave-
man - somechow, he's de
veloped powers of intelligence
and creativity far beyvond
those of his compatriots. Of a
sometimes foolishly inquisitive
nature, Fred has often pon-
dered over the mysteries of
life, the Universe and, indeed,
why Atari Corporation never
reply to anyone’s letters, even
when those people are re
sponding to coupons clipped
from adverts placed by Atari
themselves ... [sorry folks,
been meaning to get that one
in for ages!!). Anyway, Fred
has designed a number of spe-

Title: FRED
Publisher: Zeppelin Games
Price: £2.99

Players: 1
Loading: 12'00"
Reviewed by Paul Rixon

[ the title of this new Zep
I pelin game seems

strangely familiar, that's
probably because it's not a loi
different to one they produced
back in 1989! The authors
have basically taken ‘Jocky
Wilson's Darts Challenge’ (see
review in NAU #38), revamped
the graphics, improved the
sound and added some extra
oplions.

The selling point of JOCKY
WILSON'S COMPENDIUM OF
DARTS (hereafter JWCOD) is
that it provides not just one,
but six different dart games in
a single package. In addition

ssue 52 - Mew Atari User

cial tools to help him navigate
the unexplored regions of the
planet and you have the pri-
vilege of guiding him on the
expedition. You must help
Fred negotiate the many loca-
tions and search for new tools
which, by a strange fluke of
nature. have been deposited in
handy vases strewn through-
out the landscapes!

Fred is forced to contend with
a variety of nasties on his
travels - Frogs, Crabs, Snakes
and Vine Spiders to name a
few - but there is an equally
large quota of objects that can
be used to his advantage.
Rocks are handy for repelling
adversaries and a CFC-free
aerosol spray is almost equally
effective! Shields, extra lives
and other bonus artifacts are
obviously worth collecting.

On the graphics front Zeppe-
lin have provided one of their
characteristically excellent
scrolling scenarios. The lower
portion of the sereen is taken

&

up with several status indica-
tors that keep you up-to-date
with your score and the quan-
tity of special powers avail-
able. The upper part scrolls
smoothly as Fred traverses the
artistically shaded scenes.
These feature lakes, rivers,
platforms, ledges and lots of
other problems, A thin bar
just below the main window
illustrates your progress
through the ‘world’ as a whole,
I must mention the music
since the authors have created
a brilliant foot-tapping tune
which. if you prefer, can be
sllenced in favour of suitable

effects.

Fred may not be a very ori-
ginal idea, but Zeppelin have
delivered the goods that every-
one likes to see. Fred is an
addictive game and the
graphics and sonics are well
up to the exceptional standard
that everyone expects from
Zeppelin.

Finally, just to clear up any
confusion I should mention
that all of Zeppelin's budget
games carry a recommended
price tag of £2.99, just watch
out that your retailer doesn't
try to bung on an extra pound.
Okay Fred?

e
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to standard matchplay mode
where the players must score
5301 points with a minimum
number of darts - you can also
choose to play Football, Bowls,
Ten Dart Century, Seram and
Shanghai. In Foothall the
players throw a bull's-eye to
start and then score "goals’ for
each subsequent double, In
Bowls. points are awarded for
darts landing closest to a jack’
dart which starts off the
round. Ten Dart Century is
simple enough - the players
must score precisely a hun
dred poinis with ten consecu
tive darts, Scram involves the

players taking turns to be a
‘Stopper’, whose darts put sec
tors out of bounds, and a
“Seorer’, who tries to gain
maximum points from the sec-
tors remaining. Finally ‘Shan-
ghai’ takes place over ten
rounds, in each of which the
computer chooses a specific
sector for the players to aim
at.

If you've experienced Zeppe-
lin’s former Darts game you
won't be surprised by the
graphical delights of JWCOD.
Play centres around a high re
solution black-and-white dart
board with a score panel lo-
caled at the side. Your task is
to manoceuvre a dart symbol
that constantly jitters around
in a random circular path
line it up as carefully as vou
as can, then press Fire to reg
ister a score. When it's time
for the computer's turn the
display switches to a large
cartoon drawing of Jocky W

JOCKY WILSON’S
| COMPENDIUM OF DARTS

executing his throws, The in-
troduction screen is complete
with good musical accompani-
ment and there are various
Jjingles at other stages of the
game, One irritating point,
however, is that after each
completed game you're re-
quired to re-enter the partici-
pating players’ names,

Avid darts fans are almost
certain to find JWCOD an
ideal companion, although the
original '‘Dart’s Challenge’ may
be a safer bet for the novice
player. Of course, it has to be
said that if vou're not keen on
darts then you're definitely not
going to like these games at
all!

- Publisher: Zeppelin Games

Title: JOCKY WILSON'S DARTS
Frice: £2.99

Players: 172

Loading: 16°50"

Reviewed by Paul Rixon
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TOP 20 CASSETTES

Draconus ............ SOLD OUT
Yogi & Greed Monster ....... 2.99
il ) R B
Plastron ... 2.99
Yogi's Great Escape ... 2.99
Tank Commander SOLD QUT
Star Wars .......ccieieee - 2.99
Periscope Up ... 1.99
Tomahawk ........oveerseeee 2.99
Blinky's Scary School .. 2.99

Cass.
Spy vs Spy Arctlc Antics ... 299 3.09
Boulderdash 2
Trailblazer
Solo Flight 2nd edition
Rescue on Fraclulas
Rampage ....coocveeeierreeens i
Spindizzy
Touchdown 'c-ml:uall
Spitfire 40
Draconus
Brian Clowgh's Football Fort, 299
Frample 2 Bk ai i o et
Colossus Chess 3
Joe and the Muclear Caverns
Knockout Boxing ..
Cuthbert Goes Walkabo l:l
Mig Alley Ace TR
Might Mission Pinball
International Karate
Pitstop 1
Atari Compilation
(5 gamas - Star Raiders, Tennis alc)
Gauntlet + Deeper Dungeons
Bop "n° Wrastle
Infiltrato
Jocky Wilson's Darts .
Ghostbusters
Ninja Commando .
Mountain Bike Racer
Pirates of Barbary Coast
Smash Hits 4 ..
Speed Ace
World Soccer

Living Daylights

Smash Hits 7

Polar Pierra

Mr. Robot

Beta Lyrae

Arkanobd

Spyhunter

Rampage

Spindizzy ..

Diruid s
Crumbhbles Crisis ..................
Freaky Factory

Laser Hawk

Sldewinder .....

Muclear Mick

Sunstar
Wintar Events Lt
Maontezuma's Revenge
Aztrodroid !

Beer BE@II{I Bk e s
Fight Might

Hacker

Plasiran

Quasimodao

Mew York City

Smash Hils 2

SpY VS SRy

Smash Hits 1 ..

Stava Davis Snooker
Scooler ... -
Elektraglide G
Rockat Hepalrn'.an e i
Blug Max ..o
Space Lobslers

Mightrmares 3

Greatest Hits Vaol.

Rosen's Brigade

S0

Atari Compilation .......... 4.99
Head Over Heels .......... 2.99
Chuckis EQD wecescensimer 239
Football Manager ........ 2.99
Colossus Chess IV ...... 4.99
TR o et i i) 1 3
Gauntlet .. e
Joe Bla-::lell v 2.99
Chimera ............. SEILD ouT
Ruff ‘n’ Reddy .........co... 2.99

ADVENTURE/STRATEGY

Cass. Disk
Flight Simulator Il ...,
Flight Sim. Scenery Disks
Mos 1-7 each :
Questron ...
Figld of Fire
Jinxter ¥
Time & M.:glh
Lurking Haorror
Ingrid's Back
KEnight Orc ...
Cloak of Daath
Gunslinger
Eternal Dagger
lheatre Europe
Carriar Forca .
Panzer Grenadier
Battlecrusiar
warship
ietnam ... E.
Conflict in ‘..fu,tnam
Crusade in Europe
Dwcision in the Desert
Colossus Chess 4
Kennady Approach
Hawkquest
Cutthroats
The Gount ...
Firate Adventure
Scapeqghost
Silicon Dreams
Jewels of Darkness
Rebal Charge
Super Huey
Lancelot
Sdruml 1l Chess
Gettysbur
Kmights of the Desert
No,[u Commander
WS AAF.
Trivial Pursuit :
Battalion G |'|||'||'|'|?I|'||'I‘I

XL/XE CARTRIDGES

Missile Command w 7.85
Hitar, RaMlers: i hait  al i CaR
Galaxian . ; e 488
American Football ............ 7.95
TADNES o kbt 7.95
Food Fight |
Pole Position i s
Star Raiders |

Lodarunnar

Barnyard Blaster {Lightgun) .........

One on One Basketball ...

Davids Midnight l'."lﬂ.gﬂ:

Archon W
Hescue on | raC[UHS

Moaon Patral

Robotron 2084

Joust

Dreadnaught Factor

Designers Pencil

Hally Speedway A, L

Eastern Front 1841

Skywriter 2

Mini Office 1l
Atari Writer Plus
Planstarium

Cut 'n' Pasta ...
Visicalc
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TOP 10 DISKS

DIaconus. «sssmissssimsereis, - 5.39
Flight Simulator Il 14.95
Colossus Chess IV ...... 9.99
Hawkquest .........ccoseeeen 12,95
Mig Alley Ace ................ 9.99
Trivial Pursuit ... 9.95
Pitstop Il .ccoceiceecrivsniornnns 6.99
Ballblazer ...........cccvnrereen 2,99
Smash Hits 7 ................. 2.99
International Karate ...... 4.99

TOP 10 ROMS

PROTAD: o iimnrsomssinsis st A
Pole Position ...........c.... 7.95
Donkey Kong ..... SOLD OUT
Designers Pencil .......... 4.99
Rally Speedway ........... 7.95
[ L
Galaxian ..........oceonn. 4.99
River Raid .......... SOLD OUT
Robotron 2084 ............. 7.95
Dreadnaught Factor ..... 4.99

BUDGET CASSETTES

Zeppelin

Fred

Gavermia

ET T 1 e e i B
Mission Shark ...

Mirax Force ...

Waorld Soccer

Phantom

Zybex ...

SF."L‘LJ Aca ... Ao

Las Vepas Cas no .

Fruil Baching

Sidewsinder

Fantastic Soccer ... ¢
Kenny Dalglish Soccer Manager
Ninja Commandar ¥

Blinky's Scary School ...
Jocky Wilson Darts .

The i'\l’ll‘lﬂ Daylights ...........cccocct
Mountain Bike Racer

Hi-Tee

Spy vs. Spy

Spy vs. Spy Island Caper

Spy vE, Spy Arctic Antics i
Boulderdash IV ...
Spaca Rider ... e
Yogi & The I:‘||,|,|,I m-::-n "t"r

RAuft ‘'n’ Reddy ...... . 2
Yogi's Great scapa

Byte Back

Aobot Knights

Jet Boot Jack

Timeslip ..

Astrodroid

Speed Run

Space Lobster

Fighter Pilot

Dreadnauwght

Space Wars .

Flanat Attack

Mad Jax ...

Foulatte Simulator

Cosmic Pirate

‘Warcopter ... SRR AT R T
,_-.-;,ll_,..jllllllg Wu'l-:_;ﬁ. Dt B SRR £
Exploding Wall

Little Dewil

Tomahawk

Codemasters

Fruit Machina Simulator .._..........
B.M_X. Simulator

Transmular

Had Max

Grand Prix Simulator ...
Advanced Pinball Simulator

Kixx

Gauntlet e
Foathall Ir"r |‘:-I rl'm "r'Fﬂl e et
Hardball et

Hit Squad

Green Beregt

Arkanold
Head Ovar HBels ...
Atlantis

Alr Rescue L e e b
Dawn Raider ... ...
Death Race

Pra Galt

Panik .
League Challengs

Paol Hole Pele

Spooky Cagthe ...
Daylight Fll:ll:ul:ler'.-'

Titan ...

Pariscope II[:-

Encounter

Gunfighter ..

Crack Up

Survivers ..

Cops 'n' Robbers
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Alternative

Leapster

Maonkey Magic

SOccer a4 L L L
Gastle bop s i bt o
Spindizzy

Pro Mountain Bike

Atarisoft
Sar Raiders
Speadhawk .
Twailighl Warld
Heartsche
Thunderfox
Slhingshol

Adventuresoft

10 Little Indians

Secrel Mission

Arrow of Death 1

Arrow of Death 2 ...

Goldan Voyage A
Mystery Fun House ... ...
Strange Odyssay .

Wizard of Alyrz

The Time Machina
Adventureland ...

Circus

Escape from Puisar 7

Perseus and .l'-'||1|,|||_:-|'|'|r"r|"|

The Count

Voodoo Gastle

Waxworks

Firebird

Matta Blatta ...
MicroRhythm

Thrust

Players

Stratosphera

Tanium

Dizzy Dice  .............
Bubble Trouble

Joe Blade 11

Miscellaneous

Pengan

Mr. Dig ...

L T R LR SRR
Football I".-'Ialmni.,r L
Suparman

River Raid

Chuckie Egg

Paogatron

Boilderdash

Boulderdash 11

Darts

Systam 8 Pools ..

Turf Form

Mastertronic

Masterchess e L T
Rl N o TS e
Revenge 11 .

Grystal Raider
AMBUREE. oo e
Vegas Jackpot

Kikstart

Colany

Faud

Invasion

On Gue

Lasi VB

Mutant Camels

Milk Raca

Franesis

Panther

Sidewinder I

Despatch Rider

Howver Bowwer

Polecule Warn

Spetdrong

Mimja ..
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Add 50p to orders less than £ 5.00. All prices correct at
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ere's a treat for all
H those thousands of

Boulderdash fanatics
who've been itching for a fresh
challenge! Ke-Soft's DRAG
heads the line-up of newly im-
ported disk-based games from
Excel and is basically an
adaptation of First Star's win-
ning - and often copied - con-
cept.

No sign of the cute Rockford
here though. The central char-
acter Drag appears to be a
cross between a frog and a
Martian who, like his friend-
lier predecessor, has an acute
desire for diamonds. Not en-
tirely by coincidence, these are
located on each of fifty game

DRAG

Title: DRAG
Publisher: Ke-5oft/Excel
Price: £7.99 disk

Flayers: 1
Loading: System: 64K min

Reviewed by Paul Rixon

his game is a varialion
I on the immensely
popular Tetris’ theme,
which originates from the
Soviet Republic. It has proved
to be a big hit on almost all
machine [ormats, except on
the 8-bit Atari where the abs-
ence of a professional conver-
sion has meant that users
have sadly missed out on all
the fun. At last, Zeppelin have
obligingly resolved the situa-
tion by releasing STACK-LUP -
vet another addition to their
highly regarded catalogue of
budget-priced cassettes.
The idea 1s very simple.

Issue 52 - Mew Atari Lser

screens so, as you'd expect,
the aim of the exercise is to
help Drag acquire a specified
quota before his air supply is
diminished. Naturally there
are liberal quantities of rocks
and other nasties to avoid,
some of which must be util-
ised to reach seemingly in
accessible locations. At first
the layout seems quite famil-
iar, but there are a number of
subtle differences between
this and previous Boulder-
dash spin-offs. For example,
Drag is unable to push rocks
horizontally - though they fall
when a path is cleared with an
equally destructive consequ-
ence toanyone blocking the
way! There are a number of
other objects to watch out for:
triangular shapes remain in a
fixed position but must never
be touched, circular shapes
drop down and explode side
ways if dislodged, whilst barrel
shapes provide a handy boost
to the air reserves.

Groups of variously shaped
and coloured blocks drop from
the top of the screen and
stack up at the bottom. Using
the joystick you must guide
the falling blocks from side to
side in an attempt to form as
many horizontal, vertical, or
diagonal lines of the same col-
our as possible. The qualifying
blocks then disintegrate, earmn-
ing you points and clearing
some space for the following
round. In each round, the
space bar can be used (o ex-
change block positions within
a descending greup (note: this
isn't mentioned on the inlay!).

In common with the other
Ke-Soft games I've experi-
enced, the graphics and sound
are really very good. A short
musical composition enhances
a neat title page, from where
you can also view the high
scores or a brief demonstra-
tion. The main screens are a
little short on colour but are
not lacking ingenuity. Like
Boulderdash. Drag is an
addictive game that requires a
fast brain as well as a profi-
cient joystick technique. The
fifty screens should prove
challenging enough [or most -
you're forced to start at the

A fortheoming group is first
displayed on screen, so you
can make a decision on the
best strategy to take.

For added variety you can
choose one of four alternative
sets of symbols - coloured
blocks, Greek symbols, road
traffic signs or a mixture of all
three. The game is split into
twenty-two levels, each with a
target number of successiul
lines to reach before play can
progress to a subsequent
stage. On higher levels some
hindering elements are intro-
duced - the rate of fall is in-
creased, the screens have
blocks already placed in them,
the blocks appear randomly
on screen, some lines don't
count towards your target
score, some blocks are indes-
tructible, even the controls be-
come reversed!

By necessity the graphics are
simple but there are touches
of visual extravagance in the

beginning but there's a pass
word scheme so that experd
enced players can skip pre-
viously completed stages.
Using the custom screen edi-
tor on the reverse side of the
disk. you can also design an
infinite number of extra levels!
Although more expensive
than many games, the cost of
Drag is probably justified by
the quality of the product. All
due credit to Excel for another
exciting ‘find’ and their valu
able on-going support for Atari
users. Keep an eye open for
more goodies in the series.

STACK-UP

title page that could only be-
long to a Zeppelin creation!
The main screen seéems quite
unusual in that the borders
are shaded in off-beat pastel
colours. Sound effects are
rather thin on the ground -
there isn't any music - but the
main quality of Stack-Up must
be its strong lasting appeal.

It's nice to receive something
a bit different from Zeppelin.
We've seen enough arcade
adventures just lately to last
... well, a couple of weelks at
least! Stack-Up gives you the
long-awaited chance to play
Tetris on your Atari, and as
such is an essential acquisi-
tion.

Title STACK-UP
Publisher: Zeppelin Games
Price: £2.99

Flayers: 1
Loading:
Reviewed by Paul Rixon




THE ACCESSORY SHOP
BARGAIN

tised are now sold out but there are still word processors for you to
choose, from the most simple to the most complex, plenty of games
and much serious software - the choice is yours. As always we are

able to offer these items at considerably less than the recommended

price so check through the Accessory Shop pages.

_ATARIMUSICI &Il | | MICROSOFT BASIC

Learn to read and understand misic, AtariMusic | covers Microsoft Basic 11 is now sold out but vou can still
musical notes, buss and treble clefs, '“ll-f-'l‘r lines and whole and praciice programming in the standard Basic if vou have a
half steps are explained with various drills and exercises. disk drive. Microsofl Basic is ideal is you want to convert

AtariMusic Il explains major scales and major keys so that viu K Roorti tbes hine b fih
can start putting together the notes to play or compose your PTOEFRING I T machines as it contains many of the

own music. Suitable for ages 10 to adult, AtariMusic will help commands that are mil'-:ﬂing from Atari Basic. You'll be
anyone to understand music, whether for scho, playing an able to share the creation of programs with other compu-
instrument, singing or just for plain fun, ter owning friends and maybe type in and adapt listings

(jriginaﬂ'y £24'95 written on ather computers,

OUR PRICE £9.95 each | | Recommended price £9.95
SPECIAL - BUY BOTH FOR JUST £17.95! OUR PRICE £5.95 o

PRINT SHOP GRAPHICS | | MASTERTYPE

The official PRINT SHOP Graphics Library compris-

es three separate disks each with 120 graphics and a Now anyone can learn to type whilst playing a challenging

. printed out reference guide of the new icons. Disk 1 game. Mastertype was one of the original ‘game based’
[SUNETY "”hd““ "‘F“”I ﬁmm‘"""" Sporis "”'j (O typing tuters which requires you (o zap enemy words as

ther, ONLY Mot 3 Vel .| | thy pproach from te fou corners of e sree. Bt i

€5 are all tup qu.jlit-; Erﬂph"_ﬁ. in the nl"ﬁlndl Brudq_ nat really a game for, before you realise it, you will
rbund Print Shop packaging. hecome quite proficient on the keyboard as you progress

| Ur!glﬂ al P”L'E £12.99 cach through 18 lessons of increasing complexity,

OUH PF‘“CE £4.95 each Recommended price £14.95
ONLY SPECIAL - BUY BOTH FOR JUST £5.95! OUR PRICE £2.95 .

INVITATION 0 PROGRAMMING 2 | | LETTER WIZARD

WITH OHE TAPE FHEE! For those who need a little more sophistication in a

word processor, Letter Wizard gives you all of the
hasic features you wounld expect plus mail merge,

We are still managing to uncover a few new items of software for
your XL/XE so check all the new items this issue. Check the inside
front cover and the following pages. Some items previously adver-

DISK

Cassette users wishing fo learn Basle pnnﬂrammmg have never
had it 50 casy! Alongside the line programming books we have

-'H'-ll]-lhh- we are now able to offer the Invitation To Program- print of selected pages, headers and foolers, automatic
ming 2 set comprising TWO cisseites and two workbosks, The page numbering and a whole host more print format-
D Wy Iriﬂ;ﬂ “rltr;lu. Your *Lh-fr-ll.'rlmrmﬂM and while ting styles. Although set up for Epson compatible

sf w v h s - o
:I:I:ll:l. Ltm: 'I-'u'tr:'l";:c :L:I:l:.ll:"::-lll Eilmfﬂﬂlnr:;:f 11:I| e printers or the NEC 8023, control codes can be sent
programming books will come alive and you will be writing direct to the printer. Comes with an easy to learn and
FOAUT oA m rrograms in no time. Start (o program now at our use manual plus a handy Quick Reference card,

hurgnin price!

Original Price £25.90 Original Price £19.95

CASSETTES

DISK

OUR PRICE £2.95 OUR PRICE £8.95 ONLY

TELELINK TEXT WIZARD ST

The simplest to use comms package ever available, If you don’t need a very powerful word processor but
Jjust plug it in and go! Telelink is a basic, no frills, still want to use your Atari to help with producing
communications program that will have you up and written documents Text Wizard could be the answer,
running in no time. Ideal for simple access of your A simple to use and easy to learn word processor that
local Bulletin Board or for access to the major Inter- has the basic features such as search and replace,

move 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 £14.95 Original Price £29.95

national Information Services, Optional dump of buf-
fer to a printer. The most basic of facilities but the
simplest and guickest to use comms program avail-
able.

ROM

cartrioce  OUR PRICE £4.00 OUR PRICE £7.95 DISK

Mew Atari User - lssue 52 a7



99p CASSETTE SPECIALS

HANGMAN

The original computer education game suitable
for ages from 8 to adult. Three levels of play
with 40 words in each. You play against the
computer by puessing the word the computer
has chosen. Uses keyvboard or joystick.

CASSETTE
ONLY

OUR PRICE JUST 99P!

BLACKJACK

Play one of the most popular casino games at
home on your Atari. The computer is the deal-
er and he plays by the rules. You, on the other
hand, bet money and decide whether to stand,
draw another card or double down in efforts to
hit 21.

OUR PRICE JUST 99p!

CASSETTE

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 geopraphy and for
anyone interested in the USA.

OUR PRICE JUST 99p!

CASSETTE
ONLY

ONLY
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 qualifying
exam in the form of a game. Onee you are in charge
vou 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
OMNLY

WAR
GAMES

BOOKS STILL AVAILABLE

130XE HANDBOOK
Published price £7.95 OUR PRICE £3.00

ATARI ADVENTURES
Published price £5.95 OUR PRICE £1.50

MICRO ENQUIRER
Published price £8.95 OUR PRICE £2.00

WRITING STRATEGY GAMES

Published price £5.95 OUR PRICE £1.50

EASTERN FRONT (1941)

The classic war simulation by Chris Crawford that
astounded Atarl users when it was first released. Based on
the real life battle of Operation Barbarossa on the border
of Ruossia you must command the forces through the
savage Russian winter to see whether your skills can
determine a different outcome from history. Easy to
understand, difficult to win but an ideal introduction to
computer wargaming. Definitely an Atari classic!

Recommended price £12.95
OUR PRICE £4.95

ROM
CARTRIDGE

CONFLICT IN VIETNAM

Five battles of the Vietnam War recreatled on your com-
puter. You take charge of some of the most decisive
hattles as you attempt to change the cotirse of history.
From the easy opening battle you hone your skills until
you are able 1o determine the outcome of battles that
nearly destroyved the USA. Top class graphics and sound,
historic accuracy, accelerabed real-time action, one or two
players, various skill levels and more. From the creators
of F-15 Strike Eagle and Silent Service,

Recommended price £14.95
OUR PRICE £4.95

CASSETTE
ONLY

CRUSADE IN EUROPE

June 6, 1944, the D-Day invasion begins. The pressure is
on you to lead your troops thropgh one of the greatest
campaigns of World War IL Exténsive research ensures
the historical accuracy of this simulation that recreates the
Battle for Mormandy, Race for the Khine, Operation
Market (zarden, the Hattle of the Bulge and the Battle for
France. Excellent graphics and sound, various skill levels,
comprehensive documentation, one or two plavers. From
the creators of F-156 Sirike Eagle and Silent Service,

Recommended price £14.95
OUR PRICE £4.95

CASSETTE
ONLY

DECISION IN THE DESERT

JULY I, 1942, the Battle of El Alamein begins, but will
the outcome be different with you in command? ¥ou
make the decision to deploy tanks, artillery, air cover and
combat divisions, Choose to lead the armies of either side
or challenge an opponent to compete against you. Excel-
lent graphics and sound, five scenarios, historic accuracy,
one ar iwo players and more, An excellent simulation
from the creators of F-15 Strike Eagle and Silent Service.

Recommended price £14.95

OUR PRICE £4.95

CASSETTE
ONLY
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LAPIS PILOSOPHORUM

e of the best graphic adventures released on the
Adari which is suitable for all abilities. A mystical
adventure el 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 dyving King but
can you? You will need fo find the philosopher's stone
among 83 different screens and with seven possible
solutions.

Original Price £9.95
OUR PRICE £1.99

DISK
ONLY

SKYWRITER

Help your children learn how to ereate 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
hut one which teaches in an interesting way. Suitable
for ages 5 upwards.

Original Price £12.99
OUR PRICE £4.95

JUGGLES RAINBOW

A first computer learning experience for children
aged 3 to 6 that teaches the concepts of above, below,
left and right plus letter recognition allowing the child
to enjoy learning with colours and music and games
they can create and play themselves,

'OUR PRICE £5.95
NOW ALSO ON DISK!

DISK OR
CASSETTE

JUGGLES HOUSE

Another for 3 to 6 year olds teaching the concepts of
inside, outside, upper and lower with Juggles” House
and Toyshelf, each game also includes a *playground’
where children can try out these new ideas for them-
selves,

OUR PRICE £5.95

SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95

CASSETTE
ONLY

CAVERNS OF MARS

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 two have made it to the bottom of the cavern
Lo diseover the secret that awaits them.

. LAST FEW WITHOUT BOX BUT WITH FULL
ORIGINAL MANUAL - LOWER PRICE

OUR PRICE £4.95

TOUCH TYPING

Everyone who uses a computer needs to brush up on
their typing and now you can learn to type like a
professional typist with this complete futorial. Touch
Typing presents a self paced method of learning by
letting you practice typing letters, sentences and para-
graphs. The computer determines words per minute,
number of errors and your weak points. Random
sentences are generated to drill you in those areas.
Contains two casseties and instruction manual,

Previously £19.95.
OUR PRICE £4.95

CH TYPING

CASSETTE
ONLY

TIME and MAGIK

Three of Level ¥'s famous adventures in one pack-
age. 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

Originally £11.95
SOLD OUT

DISK
ONLY

TYPO ATTACK

A typing trainer based on the Space Invaders concept |
in which you hone up your typing skills by blasting
falling letters. An enjoyable way to learn that will
guickly enable you to recognise the Kevs without
having to look at the kevboard,

Normally £12.95
OUR PRICE £6.95

S .—’\-9-?6-

ROM
CARTRIDGE

SILENT BUTLER

The all round personal finance planner that keeps
track of three bank accounts, maintains income re-
cords, reminds you of birthdays, anniversarics and
important dates and generally keeps vou up to date
on your financial status,

OUR PRICE £6.95

ONLY

MUSIC PAINTER

An exciting educational program that helps to teach
music by using colours instead of notes. Change the
fifteen supplied songs to feature different instruments,
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
your own great music, Children or adulis alike will
get great satisfaction from being able to create their
VEFY OWN miusic.

OUR PRICE £7.95 DK

ONLY
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4 Funther Selection

More software for your added enjoyment ranging from adventures to arcade games and serious
software. Something for everyone in this selection with several new titles this issue.

MURDER AT AWESOME HALL

Colonel Awesome has just been murdered and you have o investigate the crime. You muost
question the suspects, decide which weapon was used for the murder and you must then
decide in which of the 20 rooms the murder was committed. Each time you play the game
there is a different mystery to solve. Includes an on-screen flaor plan and electronic note pad
and suspect lists. The computer version of the famous Cluede game,

ooy OUR PRICE JUST £1.99!

CASSETTE

ENERGY CZAR NEW!

Do vou think that you could do bettér than the politicians? With Energy Crar you pet
the chance to prove yourself by controlling the energy resources of the USA. You can
subsidise or tax the energy resources, freeze prices, control pollution, regulate supplies
and see the results of your actions. A National Opinion Poll decides whether vou are
fired or proclaimed the saviour of the USA!

Recommended price £12.95

OUR PRICE JUST £1.99!

CASSETTE
ONLY

ARCHON [ NEW! |

A battle of magic between opposing mystical powers fought out on a chess board. A
contest between Light and Dark with spells fo cast, magic to learn, evil foes to
conguer. Archon is one of the most highly original and highly rated games for the
Atari and has received fop class commenis whenever it |IH‘i been reviewed. For one or
two plavers.

Recommended price £14.95
ROM

CARTRIDGE OUR PHICE £7-95

KABOOM

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

ROM

cartroce  OUR PRICE £2.95

PLANETARIUM

Fun or education? Both really in this fascinating look at the heavens, Over 1200
stars, 88 constellations, the solar system and more than 300 deep-sky objects are
depicted in this program that allows you to view the universe. You can make stellar

and planetary maps, study eclipses, learn about Latitude and longitude and much more,

1050 DRIVE ONLY  Normally £16.95
Please state when ordering if

you have a US Doubler fitted OUH PHICE £ 6.95

ZAXXON

Ome of the all time classics for the Afari, Zaxxon set new standards when first
issued and was copied many times. Piloi your craft across the unigue 3
dimensional battlefield shooting enemy fuel tanks, anti-aircraft tanks and mis-
siles before launching off through space for the ultimate conflict with 8 mighty
robot - few have got this far! Zaxxon, often copied, never bettered and NEVER

at this incredibly low price!
=4 RRP £7.95 cass/£9.95 disk
OR CASSETTE OUR PH]CE £2.99

SCREEN DUMP 1020

Owners of the 1020 printer/plotier will be delighted with this utility which has
been unavailable for a long time, Mow AtariArtist pictures can be dumped to
vour 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 Atari as an electronic diary? Timewise allows you to keep
track of all your appointmenis and Importani 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.

s Originally £22.99
ony  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-Off Adventure
= your chance to sample an adventure in classic style, This two disk set also
includes some top class graphics demaos.

SPECIAL PRICE - ONLY £1

PROOFREADER

Lisers of Atariwriter will be delighted with this, the long lost spelling checker for
the Atariwriter cartridge! Proofresder may be loaded alongside Afariwriter to
give you instant aceess o a dictionary of 36,000 words. I that is nol enough you
can add vour own words as you go. Errors are highlighted on screen for
correction, unusual words can be saved and you can look up spellings.

DISK

onny  OUR PRICE £5.95

MACRO ASSEMBLER

The Macroe Assembler will allow you to create your own machine language
games and applications five times faster than with the Assembler Editor
cartridge and it can assemble as many as 1600 symbol 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
OUR PRICE £7.95

DISK
ONLY

BASIC CARTRIDGE

Why would you want a Basic Cartridge when Basic is already built in to your
imachine? Well some programs, especially some early public domain programs
won't run on the XL/XE but they will if you plug in the old version of Basic.
Much more convenient than having to boot if the old Basic from disk and, at
this price, worth having just as a backup.

OUR PRICE £3.95

ROM
CARTRIDGE
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PIRATE ADVENTURE

"Yo ho ho and a bottle of rum ..". You'll meet up with the pirate and his dalTy
hird along with many sirange sights as vou attempt t0 go from your London Mat
te Treasure Island. Can you recover Long John Silver®s lost treasures? Happy
sailing matey, Scott Adams Graphic Adveniure #2 brings you a superb Begin-
ner's level adventore complete with graphics and ideal Tor all ages

Original price £19.95

STRANGE ODYSSEY

At the galaxy’s rim, there are rewards aplenty to be harvested from a long-dead
alien civilization. Fabulous treasures ... advanced technologies far bevond human
ken .. All this and more awaits the brave galactic Adventurer. But will you be
able to recover the wealth and return home? Prepare yoursell for a Sirange
Odyssey! Scoll Adams Graphile Adventure #6 is a Moderate level adventure,

Original price £19.95

DISK DISK

ONLY OUR PRICE £7.95 ONLY OUR PRICE £7.95
American League baseball at it's very best. A highly regarded game - check out Another arcade conversion that retuins all of the addictiveness of the original
the review in Issue 45 *THE best sporis simulation on the Atari’. Look over the and still stands as one of the all time classics, Blast the galaxians as they advance

pilt;hq-rﬂ shoulder s he throws the hall Lhe hail|ng trin of hatter, catcher and
umpire. In HardBall you can hit, run, steal, blunt and dive, change the fielders
and do everyithing yvou can do in the real game. For one or two players.

T Normally £14.95
carrmoce  OUR PRICE £7.95

in formaiion and peel off io attack. With one or two players and 10 skill levels
you'll be entertained for a long time, Includes an easy option for beginners,

Normally £12.95
canrmince  OUR PRICE £6.95

STAR RAIDERS 1l

Disk version of this follow op to the greatest computer game. Your mission is to
pilot the hottest fighter in the galaxy - the Liberty Star « to destroy the entire
Zylon Master Foree. Your weapons are: Pulse Lasers, lon Cannons and Surface
Star Bursts. Warp between two systems, protecting friendly bases whilst drop-
ping Star Bursts on the enemy. More great action in Star Raiders st

Normally £14.95

OUR PRICE £5.95

DISK

TAIL OF BETA LYRAE W=

Our A-Z of Atari Software series spys " The oltimate “Scrambbe” clme with wpcrh araphics
and music. This humdinger of a horizontally scrolling shool “em up was written by Philip
Price, and the music was by Gary Gilbertson, They later went om b wrife the *Allernate
Reality” games,” This is one af the few original ‘classies’ right up there with the top arcade
games of all time. Give vour eyes, ears and resctions an unforgetiable treat!

DISK Original Price £7.95
oncasserre OUR PRICE £1.99

JOUST

Don your helmetl and hoist your lance and climb aboard an ostrich in this
unusual arcade game! Do batile with the evil Buzzard Riders in deep space.
Prerodactyls to the right of vou, alien eggs to the left, vou must learn to fly so
that you won't dic so0 very far from home. All the arcade thrills for one or two
players.

Normally £12.95
ROM

cartrince  OUR PRICE £6.95

RESCUE ON FRACTALUS

Ask old hands what was one of the best games ever Tor the Atari and a goodd
proportion of them will say Bescue on Fractalus, This game from Locasfilm set
new standards in computer games combining a space Might simuliator with a
rescue mission, Super, ever changing, 3-I scenery as you Ay through the
mountains to land on the planet and rescoe stranded pilots,

Normally £14.95
camrmpee  OUR PRICE £6.95

BALLBLAZER

Another from Lucasfilm, this top quality split screen game takes place in a
games arcna of the future, You are strapped into a Rotofoll hovercraft-like
vehicle that skims over the surface of the playfield ai 50 metres per second. The
object is simple, just release your Plasmorb through your opponent’s goal. Two-
playver simultaneous play with first person perspective for both players.

Normally £14.95
ROM

cartrince  OUR PRICE £6.95

SUPER BREAKOUT

Breakoul was the orlginal simple yet totally addictive game and this enhanced
version will provide even more addictive fun. Several varintions on the basic
theme are ilable for one to four players (up to 8 on the 40008000, MOYTE thait
this game requires paddle conirollers.

Normally £9.95
ROM

cantrioce  OUR PRICE £3.95

STAR RAIDERS 2

The original Star Raiders is updated with better graphics and sound, Your job
is to clear each sector whilst ensuring that the enemy do not overruon planets in
another part of the galaxy, I8 will take skill in deciding which sector to warp to,
can you afford to clear a sector or will you have o leave to defend a planet and
return later! A great follow up te an all time classic,

Normally £14.95

OUR PRICE £6.95

ROM
CARTRIDGE

LODE RUNNER

Ansither classic, perhaps the best of all platform games. You are a highly trained
Cialactic commando deep In enemy territory. Your mission is to infiltrate all 75
of the enemy s subiterranean levels to recover every last piece of gold. You are
cquipped with a laser drill pistol but you'll need cunning, speed and agility.
Lode Runner includes o unigue extra that allows you to create your own levels,

Normally £14.95
camrmbce  OUR PRICE £7.95

TENNIS

Girent sports Tun gither against the computer or ancther player, singles or doubles, Forchands
and hackhands, driving spproach shots, angled volleys, overhesd smashes and tricky lohs -
they are all here, You control your pasition an the court and where you want to hit the ball.
The electronic scorchoard dis plays the results, All the aclion willoul the sweat?

Normally £12.95
ROM

cartrince  OUR PRICE £6.95

ONE ON ONE

Play basketball with two of America’s top players in this greal sports simulation
which leatures realistic offensive and defensive moves, Fatigue Factors, hot
streaks, o shot cleck, even instant repay and a shattering backboard! Like the
pame of baskethall itself, One-on-One rewards you for playing with your head
as well as your hands,

Normally £14.95
camamce OUR PRICE £6.95

FIGHT NIGHT

Fight Might brings you all the thrills of the boxing ring as you face five of the
muost brutal fighters ever. Tis live separate battles are total war with relentless
action. The Boxing Construction Set allows you and vour opponent to create
vour own perfect boxers, selecting stamina, intellect and style. Step into the ring
to pit your perfect boxer against the computer or ansther opponent. 172 players.

Normally £14.95

OUR PRICE £7.95

ROM
CARTRIDGE

DESERT FALCON

A version of the classic Bloe Max that finds you Aying across the desert Indiana
Junes sivle searching for hieroglyphics hidden in the desert sands. Yoo need (o
survive long enough to destroy the |IH'M-“I"IP; Sphinx. The longer you survive and
the further you proceed, the more perilous your mission becomes, IF you destroy
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. | Title Price Tolal

Qty. | Title Price Total Gty. | Title Price Total
ATARIMUSIC 1 £ 9.95 ARCHON £ 7.95 BLACKJACK £ 0.99
ATARIMUSIC 1l £ 9.5 BALLBLAZER £ 6.05 HANGMAN £ 0.99
ATARIMUSIC BOTH [£17.95 CAVERNS OF MARS £ 6.95 SCRAM £ 0.99
BASIC CARTRIDGE | £ 3.95 DESERT FALCON £7.95 STATES & CAPITALS | £ 0.99
HOME FILING MAN, | PAYOFF | £ 1.00 ENERGY CZAR £1.99 Total
INV TO PROGRAMMING 2 | £ 2.95 %ﬂ % g:g
JUGGLES HOUSE £ 505 BALL :
JUGGLES RAINBOW | £5.95 :EE?E'TT"'G“T g;gg PUBLIC DOMAIN ETC.
TGS RO 55K £ 355 KABOOM £295 Q.o pie| To
: LAPIS PHILOSOPHORUM | £ 1.99
LETTER WIZARD __ | £8.95 LoD FUNNER $795 ISSUE 52 DISK |£ 2.95
B e 3 LS MAXWELLS DEMON | £ 1.9 8-BIT REFERENCE GUIDE £ 6.95
MASTERTYPE £2.05 MR ROBOT - CASS £ 1.99 e S E
MICROSOFT BASIC | £5.95 MR ROBOT - DISK £ 1,99 .
MUSIC PAINTER £7.95 MURDER/AWESOME HALL | £ 1.99 Total
PLANETARIUM £6.95 ONE ON ONE £ 6.95
PRINT SHOP GRAPHICS 1 | £ 4.5 PIRATE ADVENTURE__| £ 7.95
PRINT SHOP GRAPHICS 3 _| £ 4.95 RESCUE ON FRACTULAS | £6.95 PAGE 6 SOFTWARE
PRINT SHOP (BOTH) £ 8.95 STAR RAIDERS 2 £ 6.95 d
PROOFREADER £595 STAR RAIDERS Il [DISK) | £ 5.95 el
SCREEN DUMP 1020 | £ 2.05 STRANGE ODYSSEY | £7.95 . GAL Pie | Tobl
SKYWRITER £ 4.95 SUPER BREAKOUT £3.95 TRANSDISK IV £19.95
SILENT BUTLER TE08 TAIL BETA LYRAE - CASS | € 1.99
TELELTNK =400 TAIL BETALYRAE - DISK_ | € 1.99 TARITALK £13.95
TEVT WIZARD g ?:95 TENNIS £ 6.95 MINI OFFICE Il £14.95
TIMEWISE £3.95 %iﬁg: - EEEKE i igg SPELL ME - Disk | £6.95
TOUCH TYPING £ 4.95 - e Total
TYPO ATTACK £6.95 Ean
FREE NI =
Total BOOKS IF ORDER TOTALS £10 or more (ex. postage)
Qty. | Title Price Total DISK ONLY - TICK IF REQUIRED D
WAR GAMES EASY PROGRAMMING | SOLD OUT TOTALS
Q. | e prie | Tota THE 130XE HANDBOOK | £3.00 Grfre ¢
GO TR VETOI T 468 MICRO ENQURER | £200 Books g
[CRUSADE IN EUROPE | £ 4.85 ATARI ADVENTURES | £1.50 Postand Packingonabove £ 1.00
DECISION IN THE DESERT | £ 4.95 WAITING STRATEGY GAMES | £1.50 Public Domain ¢
Total TOTAL PAGE 6 Software £
Total £

Name

TELEPHONE ORDERS 0785 213928

Most goods will be despatched within a few days but please allow up to 28 days for
delivery - Please feel free to copy this form if you do not wish to cut the magazine

[] 1 enclose cheque/P.O. for £

Address [[] 1 authorise you to debit my credit card

[Jvisa [Jaccess [ JEUROCARD [ |MASTERCARD

My card number is:

OO0 000 000 4ood
Expiry date: DD DD

Signature

Total Order £
OVERSEAS postage PLUS 15% £
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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Atk 30 THUNDER AW

CORE Designs have just released what they claim is the
ultimate helicopter simulation, the pictures look good
and we'll try and bring you an in-depth review next issue,
meanwhile here's what it's all about.

The United nations has decided to commission an elite
team of pilots to head a new crack assault team to
defuse crisis situations around the world without provok-
ing a full scale war. This team will be known as Merlin.
The very latest technology has been put at Merlin's
disposal which includes a newly commissioned, multi-
role helicopter gunship employing state of the art tech-
nology and firepower - the AH-73M THUNDERHAWK.

The game begins with an intro sequence showing the
presidential defence advisor landing by helicopter at the
White House for an appointment with the President. The
President announces a ‘Situation Critical' and the game
commences. After entering your name as a pilot, you
are taken to the briefing room where you choose your
mission from six worldwide locations. Once selected,
black and white satellite footage is shown to help guide
you through the terrain.

Each campaign is split into 10 missions and the overall
achievement in a campaign is determined by how well
you do in each section. For example if you take out a
mission objective but miss some key targets you will
affect the team's performance as a whole and you risk
being taken off the team and returned to West Point for
further training.

Maost of the controls of the game are with the mouse,
including weapon selection and targeting with the
keyboard used mainly for views from the helicopter and
of various maps. Simulated views are included from
every angle of the helicopter as well as from the target
itself and the missile (who's being watching the briefings
from the Gulf War then?).

All in all, looks promising.

HEIGHT : 11%4 LES.

|
|
I
|
43463 LS ‘
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discovers a major
problem with the new
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he ¥Yamaha PSS-790 is currently one of the
best selling MIDI equipped keyboards - under-
standably so, as it can make some great
sounds. If you're one of the many people who
bought one to use with your computer you
probably don't think so highly of it though, as it exhibits a
rather nasty problem when used with sequencing software.

The problem was brought to my attention by fellow Page 6
contributor John Sweeney. who recently bought a P55-790
for his sons. However hard he tried he couldn't successfully
record a new sequencer track played in from the keyboard
while listening to a track already recorded - a fundamental
requirement when MIDI sequencing. The new track always
had the first track’s contents mixed in with its own. The
problem compounded with each additional track recorded,
depriving each track of its independence and making the
PSS5-790's multitimbral capabilities virtually unusable. Using
different software had no effect either.

The problem lies in the PS5-790's internal operating soft
ware, held on a ROM chip inside the keyboard. For some
reason Yamaha designed it such that MIDI commands sent
to the instrument’s MIDI IN port are echoed back out
through the MIDI OUT port along with anything played from
its keyboard - not what you want at all! Previous PSS series
instruments did this too, but they could also circurnvent the
problem by using a form of MIDI "Local Off" mode {which
Yamaha call MIDI mode 99) activated by a special button on
the front panel.

This button has two effects. Firstly. it switches the instru-
ment into multitimbral mode, allowing many different sounds
to be played simultaneously from a sequencer. Secondly, it
disconnects the instrument’s keyboard from the sound
generation circuitry and ensures only MIDI messages result-
ing from key depressions are transmitted via MIDI ouT -
exactly what's needed for MIDI sequencing. This has to be
used in conjunction with a sequencer's "MIDI echo” facility
(aka "soft MIDI THRU"). Otherwise you can only hear what's
playing from the sequencer tracks, and not what you're
playing along with it from the keyboard.

But guess what? Yamaha have left that vital button off the
PSS-790, and didn't provide its operating system with an
alternative way of handling the required switching. This ren-
ders the instrument almost useless as the main instrument
in a computer based MIDI system. Arrrggghhh!

REPLACEMENT ROM

The good news is that Yamaha have admitted there's a
problem and have produced a replacement ROM to fix it. To
get the ROM you need to order part number [X001520
(PSS-790 System ROM), either via your local Yamaha dealer
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or directly from Yamaha at their Milton Keynes HQ, phone
number 0908-366700. Fitting it involves some soldering, and if
you can't manage this yourself Yamaha can do it for you, if you
deliver the instrument to them.

Unbelievably, Yamaha expect you to fork out £23.50 for the
ROM! However, it does include some minor new functions, so
it's not just a straight problem-fixing ROM swap. Even so, |
think they've got a cheek expecting their customers to pay for
such a serious design flaw. Come on Yamaha, do the decent
thing - make the ROM available FREE to anyone needing it!
The goodwill generated will far outweigh any cash you might
make from it.

A further twist to the story is that the PSS-790 has just been
superseded by the PSS-795. This is mainly a cosmetic update
of the 790, but it does add the odd new feature, such as a
sustain facility, More importantly, it's already fitted with that
niew ROM. The price has been cut too - at £199.95 it’s £30
cheaper than the P55-790!

THE MORAL?

This whole episode illustrates how careful you have to be
when buying hi-tech music equipment. The fact that the PS5-
790 is "MIDI equipped” means nothing in this case - it just
won't do the job most Atari users want it for. But how can you
avoid getting caught like this? Well, I believe the best insur-
ance is to buy from a reputable musical instrument dealer. A
good dealer will be able to demonstrate the instrument actual-
Iy performing the tasks YOU want it to do. so you can check it
out BEFORE buying. Many dealers now have MIDI demo
rooms equipped with Atari ST (and other) computers, and are
happy to hook up anything you'd like to try out - using your
own favourite music software if required. Just try getting that
sort of service at Boots or Dixons!

For your part, you have to play fair. Don't use the dealer's
demo facilities then buy from a cut-price electrical goods store
down the road! Buy from the man providing the real service
he may charge vou a little more, but it's worth it for the peace
of mind. And if things do subsequently go wrong he’ll usually
help you fix them. Even better, if you look in the enthusiast
magazines such as "Music Technology” or "Spund On Sound”
you'll find dealers offering good service AND a discount. If
you're really lucky there’ll be one near you, o you can enjoy
the best of both worlds.
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BASEBALL

aseball is that other
B strange American sport

they show on Satellite
and late night Channel 4. It is
the one that looks like rounders
played by teams that seem to be
wearing their pyjamas. However
strange it might be it is game
well represented on the ST with
the Hard Ball games being the
best | have seen to date.

Domark /Tengen have pro-
duced a game with a strong
front end that appears to be a
good simulation. Packaged with
free cap offers and an instruc-
tion book that explains the rules with
only a couple of major errors, the presen-
tation is fine. My own knowledge of Base-
ball grew owing to my American Football
following of the L.A. Raiders and their
bi-sporting star Bo Jackson. [ was most
impressed to see him well represented in
this game both by statistics on paper and
by playing style from the computer.

Baseball is as inherently simple a game
as cricket, and conversely as difficult to
grasp conceptually. Damon's mugs guide
is as follows. Nine people comprise a
team although there is a wide range of
substitution available. The object of the
batting team is to score runs as per
rounders while the pitching (or bowling)
team wish to stop them by retiring three
batters. This happens nine times for the
away team and eight (if they have won) or
nine times for the home team.

There are several rules about no balls or
bad hits that will either progress team
members through bases or help batters
retire quicker. At best the thing to re-
member when batting is to hit the ball
hard and straight and run a lot and
when pitching throw it hard and catch a
lot. Like most American games this sport
produces prodigious amounts of statis-
tics from simple batting and pitching av-
erages to complicated equations sur-
rounding base running speed or pitcher

Title: R.B.I. 2 BASEBALL
Publisher: Domark/Tenge
Price: £29.99

Reviewer: Damon Howarth

endurance.

RBI seems to make a strong attempt to
put these factors into balance and pre-
sent teams with differing make up. It
allows the players to play either two
handed (the best method) for a best of 7
series or against the ST (more frustrating
since it is rather good), with teams of
their cholce selected from the actual
teams in the league. Here the game has
the noteworthy endorsement of the gov-
erning body of baseball the MBL which is
rather like having the Test and County
Cricket board endorsing a cricket simula-
tion.

Gameplay is joystick or keyvboard orien-
tated and consists of the pitcher signify-
ing readiness the batter looking ready
and then positioning the pitcher - select-
ing the height, speed and type of pitch -
and the batter by moving around the
plate (like a crease) until in the best posi
tion to belt the ball and take off to first
base. Usually, especially against the
computer’s pitchers, you just miss three
balls and the next guy comes for ritual
sacrifice! Should you make a hit then the
Joystick offers the choices of stopping at
first base or frying to continue to subse-
quent bases in the hope you won't be run
out. If yours is the fielding side several
obstinate players all head off towards the
ball and you hope Lo pick it up and re-
turn it in time to run out or stop a bat-
ter's advance. Again the computer is bet-
ter at these things than the human. If a
human can score against the computer
there is a definite feeling of achievement
and the feeling related to scoring the
home ran is not far from elation!

Graphically the game is slick, offering
windowed shots of base runners and
pitcher. Action is fast and until the pitch-

ers have tired a little, very fast.
In the real game the balls
appear at approximately 100
mph and thus the simulation
does need to be fast. The crowd
roar in appropriate places and
the electronic scoreboard shows
| Lypically American style
graphics.

As a baseball simulation REI is
not a great deal different to the
others on the market. In some
respects more glitzy and I think
possibly more accurate in its
statistical relevance but in
others very much part of the
common mould. In some ways it lacks
the intelligence to select the correct fiel-
der although in other plays it shows
great sophistication of tactics.

| was most impressed with the way the
California Angels, a team noted for high
risk base stealing but fairly weak batting,
offered a great number of steals whenev
er the chanee presented itself. The com-
puter vs computer mode gave a fairly
accurate display of the statistical base
and as such was entertaining to watch.
One possible use for this would be for
Baseball board gamers wishing to decide
the outcome of other matches in a sea-
son let the machine paly them out. On
the other hand it is nearly as entertain
ing as watching the real thing.

My feeling about this is that until a
proper cricket sim comes-oul bat and
ball players may well have to use Base-
ball as the only relief to frustrations felt
with the end of the season. 1 enjoyed this
game and spent many hours trying to get
Bo to beat the Toronto Bluejays,

@ SIGHT & SOUND - both are good, well
drawn screens and the scoreboard
adds to the fun with sampled crowed
noises and the lovely ‘thuwup’ of a well
struck ball

@ GAMEPLAY - accurate and fastish.
The idiocy of the fielders does detract
al times though

@ VERDICT - | loved if, never won a
game against the machine though.
othenwise great. If Baseball iempis
you go out and try this
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ne of the games we looked at in
0 the last issue was Atari's Back-

gammon. This is part of a series
from Atari called Mindgames. Also in the
series are GO-MOKU/RENJU, BRIDGE
MASTER, and BRIDGE TUTOR (the Go
advertised on the back of the boxes was,
alas, never published).

START BIDDING

Let's start with Bridge. There are two
parts to a hand of Bridge: first the bit

where you argue about which suit should

be trumps and how many tricks one side
is going to try and win - this is known as
the ‘bidding’; then the ‘play’ where you
play whist with one of the hands face-up
- whoever won the argument gets to play
his partners cards as well as his own s0
that he has more chance of winning.

Bidding the right ‘contract’ (i.e. how
many tricks and which suit for trumps)
is crucial to the game, S0 many conven
tions have grown up to allow you and
your partner to give each other as much
information as possible within the very
limited range of things you are allowed to
say during the bidding. One of the stan-
dard systems used by many people in
this country is called Acol. The system
used by the Atari games is called Stan-
dard American by the Tutor and Acol by
the other. Although it may be an Amer-
ican variation of Acol it is not one which
is commonly recognised in this country,
and since the BRIDGE TUTOR does not
provide a full description of the
conventions, nor any guidance
as to why it wants you to bid or
play its 100 hands in the way it
does, | suspect it will not actual-
ly be of any use at all unless you
can get a good book on Stan-
dard American bidding conven-
tions.

BRIDGE MASTER is rather
more useful in that it deals ran-
dom hands and rather than
foreing you to bid and play what
it thinks is correct it allows you
to proceed as you wish. It will of
course still respond in its own strange
version of Acol during the bidding: again
the documentation is inadequate and
you will need to find a book which
matches its conventions in order to get
the most out of it

As with so many traditional games
which have been converted to the com-
puter, most of the initial programming
has gone into making it actually play the
game. The only one which has really

progressed significantly past that point is

Chess - this has had so much attention
paid to it and so much competition to
produce a world beating program that
there are now some very strong Chess
playing programs around. We should not
be surprised to find, therefore, that the
Bridge programs do not play a particular-
ly strong game - hopefully that will come
in time! (In fact neither of these seems Lo
have been very well designed to make
them easy to play eitherl)

If you would like a cheap card game
which HAS been implemented beautifully
and plays well then have a go at CRIB-
BAGE on Page 6's PD Diskette ST92
there are no instructions with it so you
will need to find out how to play from a
book if you don't already know. Cribbage
is an excellent game and this version has
everything, right down to details like call-
ing you "Muggins” and claiming your
points for itself if you don’t work out your
score correctly!

The final game from the Atari Mind-
games series is GO-MOKU. This is an
oriental noughts-and-crosses game play-
ed on a large board wherein the objective
is to get FIVE of your men in a line. The
program plays quite a good game on
levels 1 and 2 with good response times.
But on level 3 it was taking more than a
minute to make some of its moves, and
on level 4 it took an hour and ten mi-
nutes to make its fourth move! [ tried
level 5 once but gave up waiting! I doubt
if many people are going to be willing to
spend that long playing noughts-and-
crosses and since there is no Save option
| don't really see the point of the higher

|--|-- .

i

levels - did anyone actually test this?

My other niggle is that it is not very
polite! You see, when I was taught to play
Go-Moku (many years ago!) | was taught
that you should always announce a line

of three or four stones which, by itself,

could force a win in two Or one Moves
respectively; this is to ensure that you
don’t win too easily just because your
opponent hasn't noticed an obvious
move. Unfortunately the program has not
been taught to be polite!
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And so, finally, to the best board

Left - BRIDGE MASTER
Above - GO-MOKU
Right - GO

For those who master the hasic game
there is a second version provided - the
rather more serious game of Renju. In
order to prevent too easy a win by an
expert Black player (Black always goes
first and has a significant advantage),
there are restrictions in Renju on the
patterns which Black s allowed to form.

Go-Moku is good fun, and (provided you
don't mind the slowness of the higher
levels) the variations in board size, Renju
and playing either Black or White will
give you many hours of enjoyment.

Something that looks like Go-Moku, but
isn't, is PENTE on Page 6's PD Diskette
5T55 (along with an excellent version of
Simon and varlous other goodies). [ be-
lieve it is a fairly recent American inven-
tion - as usual they decided they could
improve the game by adding things to it (I
have never forgiven them for adding .Jok-
ers to Mah-Jongg)! The main difference is
that if you have exactly two pieces in a
row they can be captured and taken off
the board if the enemy can get a man at
both ends of them. (I think there may be
some other varlations, such as extra
ways of winning, but [ can't check as
Pente is not currently available in this
country.)

[ haven't found a computer version of
Mah-Jongg vet, though CDS are working
on both Mah-Jongg and Bridge at the
moment. However il you would like a
game which uses Mah-Jongg tiles you
will find SHANGHAI on Page 6 Diskette
S5T43. Shanghal is a patience game play-
ed using Mah-Jongg tiles and has no-
thing at all to do with Mah-Jongg itself
(which is basically Chinese Rummy/
Canasta). The tiles are shuffled and for-
med into a pattern on the sereen - you
must remove matching pairs from the
edges to clear the whole board. Some
tiles are stacked on top of each other -
different heights being marked by diffe-
rent border colours. The borders are not
as clear as they might be, but the game

game in the world - GO.

Though you may never have heard of it
Go is played by over 10 million people in
Japan, nearly 400 of whom earn their
living as Professional Go-Players - the top
title is worth 38,000,000 Yen (over
300000 dollars)! There are another 10
million players in China, 4 million in
Korea, and many more everywhere in the
world - there are over 50 Go Clubs in the
British Go Association, so there is prob-
ably one not too far from you!

The rules of Go are very simple -
vou start with an empty 19x 19
board. Black and White take it in
turns to place a stone on any
empty point. There are two objec-
tives: mark off areas of territory
(each point you own is worth one
point); and surround enemy
groups (each stone captured is
worth one point). That is basically
all there is to it! But working out
whether a group of stones is safe
from capture can be quite com-
plex, and learning how to win will take
you a lifetime! Just as with Chess there
are many books on how to improve your
play. especially on the openings; these
usually take place in the corners of the
board which are strategically important.

Go is on a similar intellectual level to
Chess, with the added complexity that
there are usually at least four major bat-
tles going on (as a result of the opening
moves in the corners), and that these
battles interact with each other.

A beginning player is assigned a rank of
35-kyu (student) and if you play regular-
ly you can irnprove by about a kyu a
weelk up to around 20 kyu. You need Lo
play and study a lot more to get further
up the scale and it usually takes a few
years to get up to near 1-kyu. The next
step after 1-kyu is 1-dan [(master) and
then it really gets tough!

Sadly, despite much effort by the
Japanese, Go is such a complex game
that current technology cannot produce
a Go playing program much better than
around 10 to 15-Kyu. Whereas in most
Chess positions there are only about 30
possible moves, for the first 100 moves of
a Go game there are over 250! So the
usual look-ahead techniques are not a lot

of good. Go relies too much on intuition
and pattern recognition. so some major

advances in Artificial Intelligence will be
required before we get a dan-level com-

puter prograrnu.

Fortunately for 99.9% of the people
reading this article, you are NOT 10 to
15-kyu yet and it will take you a long
time to get there, so, unless you are
already an experienced Go player, you
will be able to enjoy many, many games
of Go against this program. You can
practice by playing on smaller boards.
setting the computer’s strength from 1 to
100, and using the standard Go hand
icapping system which allows players of
different strengths to play against each
other. The program will also give you
hints on where to play next.

If you like board games you should defi-
nitely try Go, either against other players
or against the computer - preferably
both! If you wish to learn more about Go

Desk File Plaw Actiom bane Preferemes
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or find your local Go Club then contact
the British Go Association Membership
Secretary: Brian Timmins, The Hollies,
Wollerton, Market Drayton, Shropshire,
TF9 3LY (0630-84292). And if your local
shop doesn't have any Go sets or books
on Go, try the Ishi Press, 20 Bruges
Place, Baynes St., London NW1 OTE
(071-284-4808),

by
John Sweeney

BRIDGE TUTOR
(Atari) - £24.99

BRIDGE MASTER
(Atari) - £24.99

GO-MOKU/RENJU
(Atari) - £24.99

GO
(Oxford Soffworks) - £26.28

PD Diskettes from the
Page 6 Library - £2.95 each
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COMPUTER AIDED DESIGN

MASTERCAD

ome time ago a gener-
S ous friend gave me a six

pen colour plotter.
which was surplus to his re-
quirements. I dreamed up all
sorts of grand ideas about how
I could use it - producing over-
head projector foils for busi
ness presentations: diagrams
to illustrate articles [ write;
drawings for DIY projects;
music transcription; posters;
computer art - the possibilities
seemed endless. However, dis-
illusion soon set in, as |
couldn’t find much software

IME memory or more, and
although it's OK on a single
floppy drive system, two drives
make life easier. It runs in
medium resolution using three
fixed colours - white, blue, and
orange [with no way of chang-
ing them) or high resolution
monochrome. I much preferred
the latter version for its clarity.
The package also includes an
excellent 276 page illustrated
(and indexed!) manual. which
contains detailed descriptions
of Master CAD's functions as
well as a clearly written step-

that could drive it, and that [
did find was very expensive.

Plotters are hard copy devices like prin-
ters, but in operation they're more akin
to the drawing of vector graphics in col-
our on a monitor sereen than to normal
printing. Unfortunately though, yvou can’t
just reroute screen graphics commands
to plotters, as they use their own specific
command sets. As in most areas of com
puting a de facto standard has emerged
for this. It's the command set originally
developed by Hewlett Packard for their

John S Davison
investigates a
low cost CAD
package that’s
surpringly
versatile and
which can drive
several output
devices
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own range of plotters, known as HP-GL
{Hewlett Packard Graphics Language),
and most makes of plotter (including
mine) now use it. To get any use at all
from my new toy | was forced to write
BASIC programs which sent raw HP-GL
commands to it. Needless Lo say, the
plotter soon fell into disuse as I just don’t
have the time for programming,

Then Microdeal started advertising Mas-
ter CAD. I couldn’t believe my eyes when
I saw it included plotter support and cost
only £29 95! Surely it couldn’'t be any
good at this price? When | noticed it
originally sold for around £150 I couldn't
resist trying it, and the requested review
copy arrived shortly afterwards!

COMPUTER
AIDED DESIGN

Master CAD is a computer aided design
program, originally written in Venezuela,
of all places! It allows you to quickly
produce three dimensional(3D) designs
by translating two dimensional (2D)
drawings into a 3D workspace. These de-
signs may then be viewed from any
angle; printed or plotted on paper; and
written to disk as objects which can later
be incorporated into other designs.

It's supplied on two single sided disks,
but these can be combined onto one dou-

ble sided disk or installed on a hard drive

if required. It runs on any ST(E) with

by-step tutorial on how to use
the major procedures.

There are two main working screens - a
design screen providing 2D drawing and
3D projection facilities, and a 3D screen
for viewing the 3D objects you've created.
In addition there's a completely separate
Output program for printing and plotting
hard copy of your designs.

The design screen provides a window
into a cartesian space measuring about
2300 MILES in each positive or negative
axis direction. Well, that's what it claims
in the manual! In other words, you have
a HUGE drawing board to work on, but
what you can get on it depends on your
ST's memory size, of course! The screen
consists mainly ol a drawing window, but
along the bottom edge is a two line
"monitor” area which continuously dis
plays useful information. For instance, X,
Y, and Z coordinates of the current cur-
sor position; the cursor's relative position
from a previously selected point: the cur-
rent drawing tool in use; the current view
selected; and other helpful stuff. Al first,
there seems to be no menu bar, but mov-
ing the cursor to the top of the screen
causes it to suddenly appear. This pro-
vides access to all the facilities needed to
create your 3D design,

The File menu contains not only the
expected load and save object facilities,
but also the means of saving your de-
signs as speciil printer/plotter files used
by the Output program, or for saving
Degas format picture files [in PI2 or PI3
format) for use with art programs, de-
sktop publishing packages, and other
utility programs. You can also import ob-
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jects from other Master CAD files, allow-
ing you to build up sets of common ob-
jects for incorporating into other designs.

The Control menu provides such facili-
ties as toggling on/off the screen rulers,
grid, and snap functions used to help
you draw accurately; for choosing metric
or Imperial units for measurements;
zooming and centring the screen to show
the required level of detail; and other
similar facilities.

The remaining menu bar items are
mainly concerned with producing the de-
slgn. Drawing tools provided include line;
rectangle; regular polygon with up to 99
sides (includes circles and ellipses); irre-
gular polygons; polylines; and arcs. You
can also add limited amounts of text -
and even this can be projected into 3D if
required! Within a drawing you can select
individual points, lines, complete objects,
or the whole drawing and perform
various processes on the selected items.
These include move, copy, delete, rotate,
multicopy, multicopy with rotate, res-
cale/reproportion, plus horizontal and
vertical mirroring about a chosen axis.

AUTO
DIMENSIONING

One feature worthy of special mention is
Master CAD's automatic dimensioning fe-
ature. Mark any two points in your draw-
ing and Master CAD will measure the
precise distance between them then draw

in dimension lines labelled with this me-
asurement. This could be a real timesav-
er il you're producing plans from which
something will be built.

Transforming a 2D drawing into a 3D
object is achieved quite simply. You
either spin the 2D object about a chosen
axis, or project it between two user de-
fined planes. So, if you spin a circle
about a diameter you produce a sphere,
Spin it about an axis which doesn't in-
tersect it and you make a toroid. Project
it between two parallel planes and yvou
produce a cylinder, Get the idea? The
degree of spin and number of steps in the
spin may be user specified, as can the

angle between the planes, giving plenty of

flexibility to produce the shapes you re-
quire. Objects produced in this way may
be used like building blocks: you can
combine them to make even more com-
plicated designs. Objects needing a com-
plex profile may be produced by drawing
one half of the profile with the polyline
tool, then rotating this around the
appropriate axis. That's how | produced
the pottery designs I've included here as
examples.

Having created a 3D object you then use
the 3D screen to view it from literally any
angle and distance - even from WITHIN
the object itself if required! So far your
design has been shown in wire-frame
form, but if you want it visualised in solid
form Master CAD will shade its surfaces
to give a "solid 3D" appearance. If you
don’t like the default shading pattern you
can choose from a selection of others.

PLOTTING AND
PRINTING

When you're

happy with your
design you can
save it for proces-
sing by the Output
program, which
handles both prin-
ter and plotter
output. It supports
Epson FX-80 and
compatible dot
matrix printers,
and produced
clean, accurate
drawings on my
Star SG-10. It also

supports the Atari

SLM804 laser printer, but I didn't have
the opportunity to try this out. It uses
GDOS, so would probably support any
printer with the appropriate printer driv
er, although the manual didn't mention
this.

On the plotter side it supports three
specific models of Hewlett Packard plot-
ter: the ColorPro, the 7550A, and the
¥570 - or compatible models. Mine's an
ICL GP-1760, HF compatible via HP-GL.
Connection to the 5T is via the RS-232
serial port, using a serial cable wired
"null modem"” style. | had to experiment
with the plotter's DIP switches and the
ST's R5-232 configuration settings before
the plotter fully understood what Master
CAD was sending it. Eventually though
everything worked fine, and the program
produced the expected high quality plot-
ted output.

| found Master CAD very easy to use
after a little practice. It's reasonably fast
in operation, although it slows consider-
ably as you increase the number of 3D
rotation steps towards its maximum
value of 99, In terms of overall facilities
as a drafting program it's fairly basic,
and doesn't have the advanced features
found in more upmarket packages, e.g.
Bezier curves, auto-splining, and such
like. But there's still an awful lot you
CAN do with it!

One slight disappointment was that the
Output program only prints or plots wire
frame versions of your designs. However,
you can gel a draft quality print of the
shaded 3D version via the Draft Print
function in the main program. Also, the
program only ever uses one pen colour
when plotting - so you can't plot objects
in one colour and dimension lines in
another, for instance,

Overall, Master CAD provides a great
introduction to the world of computer
aided design - and no, that's NOT just
because it uses a plotter! It's because of
its ease of use: the high quality results it
produces; and the facilities offered for its
relatively low price. It's a real bargain, so
if you're lnoking for a low cost entry level
3D CAD program this could be the one.

MASTER CAD
Microdeal
£29 95

Reviewed by
John S Davison
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PD

Paul Rixon’s

WORLD

games enthusiasts have
never had it so good! Over
the past few months, pub-
lic domain libraries have

I been inundated with top
quality games from Budgie

UK and independent authors. To
mention them all would require a
whole magazine in itself - funnily
enough Future Publishing, the
company behind ST Format and
the awful New Computer Express,
and Europress, who produce Atari
ST User, have both launched

marks to help find the way through a
solution, save partially completed cubes
to disk and create complicated macros of
twist sequences. The program is accom-
panied by an extremely lengthy (over 30
pagesl) manual that explains the issues
of ‘cubology’ and how to get the best from
the tools provided. Rubik’s cube is a fas-
rinating object to the mathematician
which illustrates a branch of mathema
tics known as ‘group theory’. The manual
doesn't go into this but lists some useful
references il you should want to find out
more. [t's a very interesting read!

created. On the higher levels, a greater
number of sections must be completed.
The STOS source code is included so you
can find out how to write a great game,
but even if you're not interested in STOS
vou should still be impressed!

| b = TR . T
YOU KNOW!

Do you think you're a bit of an expert
when it comes to popular music?

magazines dedicated to PD/
Shareware software. These
mags should now be in the
shops but it remains to be
seen whether they will rise
above the standards set by
their sister publications!

The PAGE 6 ST Library dif-
fers from those run by other
organisations because it
doesn’t carry all of the new
programs that become avail-
able. The reason is simple: if
it's rubbish, it doesn’t get
in! This fact seemed clearly
evident as I sorted through
the dozens of games that have re-
cently made it into the catalog.
Anyway, let's get straight on with
the reviews ...

THAT CUBE!

Evervone's heard of Rubik’s Cube but
not many have managed to solve it with
out resorting to underhand tactics with a
screwdriver. Although the initial cube
craze has thankfully died a death, there
must be many owners of Dr. Erno
Rubik's creation who would love to crack
it, onee and for all. RUBIK'S CUBE is a
simulation of the famous puzzle. Why
should you want a simulation? Well, the
program won't solve the puzzle for you
but it does provide a collection of tools
that can be used to discover the solution.
They include facilities to tag squares and
follow their progress, undo mistakes, set
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Quite a difficult conceniration game

NON-VIOLENT

There are many other non-viclent games
in the public domain that deserve a men-
tion. A good example is MIX ‘"N MATCH -
a two player concentration game written
in STOS. The players take it in turms to
uncover pairs of tiles which conceal
various pictures. If two are found that
match, the pictures remain uncovered
and the active player recelves a points
bonus. The super graphics are a perfect
demonstration of what can be achieved
with STOS and digitised sound effects
add an exira sparkle to the presentation.
It may sound boring but it really is addic-
tive! PLUMB CRAZY is another STOS
puzzle by the same author. The screen is
split into fifty-four squares and your job
is to place sections of piping on the grid
in the order they are presented to you.
Meanwhile, the water supply gradually
creeps across the screen and then starts
to push through the network you have

If so then why not put your know-
ledge to the test with NAME THAT
TUNE. The program selects a tune
from the 110 stored on disk and
presents you with a serolling
menu from which you must
choose the corresponding title. It's
ideally played with a human oppo-
nent, so the first person to make a
correct identification wins the
points. The longer it takes to de-
clde on an answer, the less points
are offered. If it all seems too easy
you can make adjustments to the
tempo, introduce skipped notes
and also invert the staves, for a
really weird effect! The tunes can
be played through the ST's sound chip
but the most impressive results are
achieved by hooking up a Midi synthesiz
er. The program will accept any music
files in standard Midi file format, so you
can easily ereate custom song disks.
Alternatively, you could obtain NAME
THAT TUNE - TV THEMES which is a
supplementary disk containing familiar
music from American TV shows.

LOTS OF MONEY

If you've heard of Taipan, a game that
began life on the Radio Shack computer
(well, something had tol) and was then
converted to other formats including the
ST, you should have a pretty good idea of
what TAIPAN II is about. It's a trading
simulation and the objective is simply to
make lots of money. This is achieved by
buying and selling fifteen commodities al
various cities across three areas of the
globe. Each city has its own particular



requirements and there are random
shortages and surpluses that can affect
the trading price and hence your poten-
tial profit! There are lots of other con-
siderations to bear in mind and the
documentation explains everything in
substantial detail. Taipan II is a well-
implemented program and makes an in-
teresting change from the run-of-the-mill
arcade games.

BLAST!

And now, as they say, for something
completely different! If I mention the
name Jeff Minter you will immediately
think of wild shoot ‘em ups, weird
graphics, humorous sound effects and
stunningly fast action. Needless to say,
Jeff's LLAMATRON is a BRILLIANT shoot
‘em up in every sense. Blast everything
on screen (except for the sheep and
camels!) with your bullet-spitting Llama
but watch out for the nasties, The
graphics are amazing, the sampled
sound effects amusing, and the whaole
game is absolutely ... well, typical Jeff
Minter!

GAME DEMOS

Commercial game demonstrations are
often just slide shows and don't give you
much idea of what the games will actual-
Iy be like. On the other hand. some de-
monsirations are better than other com-
mercial releases! A good example of the
latter case is Jeff Minter's Photon Storm -
a Llamasoft production that features in
demo form on a disk entitled PHOTON
STORM & AQUANAUT. Photon Storm is
a multi-way scrolling ‘zap everything that
moves' game set in outer space. The con
trols of your craft are a little tricky to
handle, but once you have the hang of it
the game turns out to be fast, addictive
and a lot of fun. There’s only one level of
play but it shouldn’'t restrict vour enjoy-
ment. The other game on this disk is
another demo shoot ‘em up (by an undis-
closed author) set on the sea bed! The
graphics are incredible as you control a
fully animated diver weaving through the
rocks, fish and other underwater nasties
whilst blasting them with your spear
gun. It looks like a terrific game, anyone
seen the full release? Another goodie - at
least in demo form - is SWIFTAR. This is
a vertically scrolling shoot ‘em up similar
to many other 5T games, where the aim
is to eliminate ground installations and
attack the inevitable waves of enemy
craft. The graphics are the main highlight
of the game, though its addictive quality
comes a very close second! Unfortunately
you'll need at least a one megabyte
machine to experience this one.

Left - RUBIK'S CUBE -
easier if it's prised
apart!

Below -

NAME THAT TUNE -
great_fun for all the
family, particularly if

FALLING
ROCKS!

Boulderdash fans can find
plenty of interest in the pub-
lic domain. Probably the
best Boulderdash clone of
them all is DOUGLAS
ROCKMORE., [rom Budgie
UK. The game plays quickly
and smoothly (scrolling at
fifty frames a second) and is
equally as challenging as
other Boulderdash variants
you'll have seen. Navigate the caves. col-
lect the diamonds and watch out for the
baddies. It could easily be a commercial
release, but thankfully it's not! Douglas
Rockmore will only run on one megabyte
machines but 520 owners don't miss out
- in fact, they get twice as much with the
updated version, DOUGLAS 2. There are
48 levels in all with more great graphics
and addictive gameplay. You can't go
wrong with this one.

FOR STE USERS

Yet another Boulderdash spin-off is the
subject of a disk intended specifically for
STE owners - STE MAD & MUSIC. Mad
was written by Paul Lay, who is well
known to regular readers of this very
magazine. The original version of Mad
appeared as a type-in listing in the maga-

HOW TO GET THEM

All of the disks featured in PD World are available from the PAGE 6 ST library. Each has a
unigue reference code which you should use when ordering or making enquiries. Please contact
PAGE 6 if you don't have a copy of their Accessory Shop leaflets and check the system
requirements for each disk. THE PAGE 6 CATALOG DISK containing a full list of disk names and
contents is available from the library, priced at £1. The disks referred to in this article are:

5T321 - RUBIK'S CUBE

S5T345 - SWIFTAR

S5T385 - DOUGLAS ROCKMORE

ST386 - PLUMB CRAZY

ST398 - MIX AND MATCH

ST413 - PHOTON STORM & AQUANAUT

FPrices for standard disks are £2.95 each or £2.50 each for len or more
Write to PAGE &, P.O. Box 54, Stafford, STi16 1DR
Telephone 0785 213828 or FAX 0785 54355 with credit card orders

you have a synth

zine (#35) and is arguably the best listing
in the history of computer publishing
The STE version makes use of the extra
colours and features available and is a
real tour-de-force of Atari programming.
Elsewhere on this disk there is a clever
utility that will play digitised music in
the background as you work from the
desktop, and there’s also a few fixes for
STE-related problems such as the in-
famous medium-res bug.

BLAST OFF!

Although I'd ear-marked at least ten
other disks for inclusion in this article,
unfortunately I've got to end it here! [
trust you will have found something of
interest amongst the goodies mentioned
above. Have fun!

5T458 - TAIPAN NI

S5T460 - STE MAD & MUSIC

5T464 - NAME THAT TUNE

ST465 - NAME THAT TUNE - TV THEMES
57492 - DOUGLAS 2

ST500 - LLAMATRON
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EMULATIONS

Damon Howarth

investigates other

emulators on the ST
Speed 1 delved into other modes of

F altering the ST's outlook on life. Thf:

following is as much the results of my re-
searches as practical experience.

The first question that would spring to
many people's minds is "why bother to emu-
late?". I accept this as a valid question and
il is one with a wide variety of answers. The
first reason could be as simple as a desire to
be compatible with a machine used at work
and thus be able to prepare or study those
things there may be a rush for or similar,
Alternatively, it may be that you have up-
graded your system but wish 1o run
favoured software of old. For some students
it may prove a cheaper way of obtaining
more than one machine (o use alternative
programming techniques with, There are
many other thoughts, as a letter | received
this month suggested some of the writers
favourite games were on Amigas or PC's.
and how else could he run them?

The ST has cither hardware or software to
allow it to emulate many different
machines. The PC is the best catered for
although the Mac is also emulated and
would deserve serious conslderation on its
owr. It is also possible through some PD
software (o emulate B-bits as well, ZXE] is
possible (why anyone would want to con-
fuses me, apart from nostalgia, but the
program is fun). I believe there is an Atari 8
bit emulator available but 1 have not seen
this and it is possible to run a version of
BEC basic on the machine. In this article 1
will have a look at the PC implementations
since those are the methods | am most at
home with.

The "Grandaddy” of PC emulators is the
original software based PC Ditto which was
incredibly compatible but disk based. In
effect the operator loaded the program
which interpreted all the PC commands into
ST meaningful actions and routed them Lo
the relevant places. As can be expected this
gave a tortucusly slow rate of action, It had
a MNorton rating of between .25 and .5.
Perhaps at this stage I ought to explain
Norton rating before readers become lost.
As s0 many 1BM clones appeared with diffe-
rent CPU's and clock speeds a system for
measuring the actual speed of a machine
was devised. The base rate was the 4Mhz
clock of the basic XT PC which was a rating
of 1. Nowadays even base raters are expec-

ollowing my adventures into PC
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BEYOND PC SPEED

ted to mange at least 4 if not a great deal
better, Now the ST has an 8Mhz clock and
thus could be expected to operate fairly well
but obviously the first software users found
life most frustrating. PC Speed became the
first internal emulator and as | pointed out
last time this operates at a creditable
although still ponderous rate. I would not
recommend PC speed for outright graphic
orientated or heavy number crunching per-
formances although it is now a cheap way
into emulation. PC Ditto I was another en-
trant in this field that never quite took off.
These both need inserting inside the
machine with soldering irons and the like
and act as a sort of co-processor,

The other entrant at low levels was the far
more expensive Supercharger which
attached via the Hard disk port and offered
what was in effect a motherboard with ram
and the odd port for adding PC Cards (cards
allowed the basic PC to become more in-
teresting with more Ram or sound or better
graphics etc.). This was an expensive option
but functioned with the Hard drive as well.
In the early days there was not a great
advantage to this product.

As the PC developed to the rather cleverer
286 and the exceedingly clever 3 and 486
chips, emulation followed. | even upgraded
to an AT Speed in order to experience the
changes. AT Speed configures as well as it
slower namesake and allows for a greater
variety of screen emulation. In colour it is
possible to have the rather low quality of
CGA or the more interesting Tandy mode
which allows for 16 colours and is a cross
between CGA and EGA. Should the software
allow this option then the effect is very
good.

Perhaps this is a point to quickly offer an
explanation of the various graphic inter-
faces for a PC. Historically the first
machines had a very poor black and white
text only screen output, these were evern-
tually changed to the blocky CGA [Colour
Graphics Array) basically four colours from
a limited palette that would have been
embarrassed by some older 8 bits. This is
the basic standard graphics mode. As time
sped on the EGA and VGA modes appeared
which offered higher resolution and better
colour chedce, their mono modes were also
of far higher definition.

With this very complicated subject glossed
over we can return to AT Speed. If you own
the mono monitor then the system can
emulate many different standards of mono
graphics up to and including a very high
definition VGA which actually works in a
multitudinous grey scale. Sadly the SM124
was not really created for the size of screen
in this mode thus it is necessary to scroll
the picture to see the whole screen. In-prac-
tice this is a little annoyving it but dees allow
in depth appraisal of large documents. The
AT Speed and, | believe, AT Once offer very

similar packages and install just as the PC
speed although different versions are
needed for ST's and STE's. This emulation
chugs along at Norton 6.5 or 80 which is
faster than several XT laptops and just
about as good as the prototype 286
machines. The Emulators even run win-
dows and windows software. Indeed with
the 4meg STE and Hard Drive (really neces-
sary for good Window usage) the AT Speed
gave me a chance to use 3 meg for a sort of
co-processing 1 had not experienced with
Gem. This set up also allowed me to instal
Speed as an accessory and to set the hard
drive up as two distinet beasts either a DOS
boot or the tame ST storage device. [ believe
that AT once is also capable of this. AT
Speed can run the vast majority of software,
| have yet to find something it dislikes, and
this month's articles have all been wrilten
under AT speed and Word for Windows.

I believe that the Supercharger is in the
process of offering higher specs for ils emu-
lation including a 386 accelerator. This I
wotild believe when I see it work, insomuch
as the clock speed on even the lowliest 3586
sx chip is 16Mhz which is twice that of the
ST and 1 would fear the emulator would run
away with itself. Then again owing to the
alternative structuring of the Supercharger
it may well use the ST as a keyboard and
little else. it would be interesting to see the
beast at work.

As opposed to the PC speed reviewed ear-
lier this year, the AT speed is far more a
thoroughbred and well worth the slight
extra cosl, indeed it may well have been
upgraded as | write so do check with Compo
Software or Ladbroke's of Preston for the
latest specifications. With hindsight and the
gloss of advertising ringing in my ears | may
have preferred the Supercharger option
although it is approximately £100 more
than its competitors. Depending upon the
uses that you have in mind some Hard disk
provision will help enormously although all
of the emulators are usable with single or
dual floppies.

It is a thought that possibly a very cheap
XT may provide the same emulation with
truer upgradeability for less than some of
the emulators and the ST colour monitors
can quite happily handle the CGA modes of
a video card. On the other hand AT Speed
provides an extremely good interface [or a
cheap if slightly slow and less featured 286
than any purchase of the same price could
offer.

I enjoy Speed and have been favourably
impressed by its fairly fluid sereen handling
and the happy way it accepts the com-
mands from the mouse. Furthermore
Compo Software are always extremely
happy to offer helpful advice, Should any
readers be either totally confused or some-
what interested please feel free to contact
me through the magazine.




ROLE PLAYING

CURSE OF THE

urse of the Azure Bonds is set in
‘ the Forgotten Realms - TSR's

most extensive Advanced
Dungeons and Dragons campaign - there
are countless books, AD&D modules,
computer games, comics, ete. covering
the exploits of the inhabitants of the
Realms. The TSR/SSI AD&D boxes LOOK
very similar, but the games inside can be
VERY different. Whereas Heroes of the
Lance and Dragons of Flame were joys-
tick-driven Action Games and Hillsfar
was an Action Adventure, Curse is billed
as a Fantasy Role-Playing Epic. What
this means is that it is a much more
detailed simulation of full AD&D rules in
the traditional 551 format (e.g. Demon's
Winter). It requires a lot more thought
and a lot more time than the other
EﬂmEF:.

The game system was originally desig-
ned for use with the keyboard - type the
first letter of a command to execute it or
use the arrow keys to select from menus
or to move the characters around. Mouse
support has been added, but without any
redesign, so some parts are really lousy -
like having to click on the edge of the
battle window to make it scroll! - most
are just poor. You can usually issue com-
mands much more quickly with the
keyboard so [ didn't use the mouse at all!

So that you can use your favourite char-
acters in the game you are allowed to
modify stats - you can give yourself max-

Title: CURSE OF THE
AZURE BONDS

Publisher:  TSR/SSI

Price: £29.95

Reviewer. John Sweeney

imum Hit Points,
Strength, Intelli-
genece, ete., il you
wish! The characters
created are around
5th Level, so you can
get straight into
some gquite heavy
battles with the abil-
ity to throw third
level spells such as
Fireballs right from
the start of the game.
You will need to rise
to 11th and 12th
level characters to
have a chance of completing the game!

Your characters start with five azure
symbols imprinted on their sword arms.
You have a little money so you can get
kitted up with some basic gear at the
lorge across the road. Then you explore
the town and learn about the symbaols -
you soon discover that they are the
marks of five evil groups who have
magically bonded you to become their
slaves - your quest is to find and destroy
these five groups, thus freeing yourselves
and saving the Realms from the evil
Tyranthraxus,

There are four main modes of play: in
camp or town you will spend LOTS of
time selecting items from lists - which
spell do you want to memorise, which
weapon do you wish to identify or wield,
etc. - there is a LOT of information
which could be presented a LOT
better - if | want to try out halfa
dozen weapons then [ would like to
see their effect on my
THACO/DAMAGE immediately: if |
am memorising spells | would like to
know which ones | already know; if [
am dropping gold to unencumber
myself I would like to see my new
movement rate; all these can only be
achieved by switching to a different
display! Does anyone ever actually
test these things from an ergonomic
point of view?

The second mode is the Decision.
You are shown a map, an NFC, or a
scene with some text below and you
must decide what to do next from a
selection of three or four options - many
will lead you into fights or traps - some
will reward you with much treasure if
you make the right decisions.

The third mode is exploration - of towns

AZURE BONDS

or dungeons. These are standard view
ahead scenes, sometimes with an over-
head map available on screen. None are
particularly hard to map, especially as
your facing and co-ordinates are display-
ed at all times.

The fourth mode - the one you will
spend most time in - is the fight! This is
an overhead window on the battlefield
showing your six characters and all the
enemy as individuals - each one gets a
chance to act - Move, Aim, Cast, etc. The
screen scrolls jerkily and the action is all
a little slow as you have to wait for the
sound effects and the animation.

It is easy to go too far too soon. I went
into Zhentil Keep too soon. having sur-
vived the town and the temple, but then
there is no going back - you are forced
into a dungeon from which the only exit
is guarded by some minotaurs with a
Beholder and a Medusa! [ had to back off
to a Save before entering the Keep and
get my characters up quite a few levels
by exploring dungeons near places like
Shadowdale before 1 had the slightest
chance against the Beholder!

® SIGHT & SOUND - Graphics generally
very good - very little animation.
Sounds limited, bul adequate,

® GAMEPLAY - VERY detailed,
keyboard-driven AD&D - mainly fight-
ing - you need to find lots of magic
alorg the way to help you in the final
battles!

@ VERDICT - Good value for money {f
you like this sort of thing and don't
mind the implementation - fits well into
the Forgotten Realms mythos,
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SAMPLING 1100 ifoth. 1ttt Sl bttt

In part 3 John S Davison tries
more advanced soundtracking
software and a better quality
sampling cartridge

ing up to 20 different samples
and play them over a wide
pitch range via its sequencer.

n the last issue we looked in detail
I at Microdeal’s Mastersound 2 sam-

pling package, and you may remem-
ber that its sample sequencer was
...erTrm ... rather basic, to put it kindly.
For music making it really deserves to be
partnered with a better sequencer, and
Microdeal have the answer in the form of
QUARTET.

This is similar in principle to the
NoiseTracker FD program discussed in
issue 49, but it’s much more comprehen-
sive and friendlier to use. It allows you to
manipulate sound samples, package
them together, then create sequenced
music tracks from them. [t can't actually
record its own samples, but does come
complete with over 100 ready to use
drum, synth, and other assorted sounds.
Of course, by using a sampler cartridge
such as Mastersound you can expand
this initial library with your own sam-
ples, creating a host of new possibilities.

The Quartet package contains three
programs, which will run in medium or
high resolution on 5205T/STE's and
above, The main one is Quartet itself,
which can load a "volce set” file contain-
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It uses four monophonic
tracks, so can play up to four
different samples simultane-
ously. You can rapidly switch
between any of the 20 sam-
ples at any point on any
track, so it's possible to cre-
ate far more complex sound-
ing arrangements than you'd
think with only four tracks
available. Each track auto-
matically repeats when it finishes play-
ing. making the production of repetitive
rhythm tracks or shifting cross rhythms
very easy. If you're really lazy you only
need create one bar of drum rhythm

this will repeat ad infinitum (ad
nauseum?) behind whatever you create
on the other tracks!

The music editor uses standard music
notation rather than the messy hexade-
cimal data favoured by most other
soundtracker programs, permitting
music to be created graphically via
mouse and icons. It's a bit quirky
though. and only displays up to twelve
notes on a single track without scrolling,
Editing facilities include note and rest
editing; insertion of ties and slides be-
tween notes; block cut and paste; block
transpose; setting of tempo and time
signature; playback frequency setting;
insertion of voice change commands; and
repetition points for looping within a
track,

Sequences can be created in step-time
using the editor or in real-time using a
MIDI keyboard. The latter method guan-
tises your playing to the nearest guaver,

SAMPLE THIS!

so unfortunately it loses notes played
quickly. There's no punch-in/out facility
either, so corrections are best handled in
step-time, which provides semi-quaver
resolution.

If you've got a MIDI keyboard you can
also exploit Quartet’s "polyphonic play”
mode. With it you can play any single
sample in real-time, with up to four notes
sounding simultaneously.

STEREO
PLAYBACK

In its latest incarnation (V1.5) Quartet
can handle stereo playback on STE's, or
on standard ST's fitted with Microdeal's
new STEREO PLAYBACK cartridge (see
last issue for details). This produces sim-
ple spatial left /right separation of diffe-
rent sounds in a mix, and it's surprising
the difference this makes! There's prob-
ably no measurable increase in sound
guality as such, but the subjective im-
provement is considerable - to my ears
anyway!

The package’s other major components
are the Digital and Voices programs.
Digital can process a sample in two diffe
rent "domains”. In the time domain it can
play the sample; set its playback volume
and frequency; edit out unwanted sec-
tions; and set a sample loop point. This
last item allows a short sample to be
continuously repeated from a given point
in its playback cycle, providing a long
sustained note without the huge memory
requirement of a full sample of the same
duration. In fact, Quartet imposes a
maximum sample size of 32KB and max-
imum replay rate of 16kHz for sequenced
samples, so Digital is an important tool
for converting samples to comply with
these limits.

It can also convert a sample to/from the
frequency domain using the Fast Fourier
Transform téchnique. Beware though, it's
not that fast - conversion can take sever-
al minutes! It's used when you need to
monkey around with frequency related
characteristics of the sample, for inst-
ance to shift its basic note frequency, or
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apply frequency filters or noise reduction
techniques to improve sound quality.
When you're happy with the sample the
Voices program may then be employed to
insert it into a "voice set” file along with
other samples for use with the se-
(UETCET.

It's a pity Quartet is stuck with that
16kHz maximum sampling rate for sequ-
enced samples, as it limits the quality
you can achieve on playback. However,
with care it can still produce exciting
sounding music of reasonable quality.
It's probably the best of the currently
available soundtracker programs, and
when partnered with Mastersound offers
virtually everything the newcomer to
sampling could want.

HIGHER
QUALITY SOUNDS

After using a low cost sampler such as
Mastersound for a while you may find
yourself wishing for better quality sounds
and more sophisticated ancillary soft-
ware. If so, then one of Microdeal's more
upmarket samplers could interest you.
Next up in their range is REPLAY VIII
[R-8), which sells for £79.95,

The R-8 package contains the sampling
cartridge, a sample recording/editing
program, the Drumbeat drum machine
program, and a slightly tattily presented
68 page manual. Also included is a PD
program for converting samples pro-
duced by various other samplers into R-8
format at any required frequency. The
software runs in medium or high resolu-
tion on 520ST/STE's, but larger memory
is needed to fully exploit the higher sam-
pling rates.

The cartridge only has 8-bit resolution,
but its accompanying software pushes
the sampling rate up to a maximum of
48kHz, over 50% higher than Master-
sound. This, plus the anti-aliasing filters
on input and output, and direct audio
output from a socket on the cartridge
itself all help improve the subjective
sound quality. Playback can also be via
the TV /monitor if required.

R-8's sample editor is similar in prinei-
ple to Mastersound's editor and Quartet's
Digital program, but it includes even
more facilities and the overall design
gives it a more precise, "professional”
feel. For instance the oscilloscope and
spectrumn analyser are both permanently
visible, the latter now having a scale for
measuring the frequencies present [hi-
res version only). For some reason it's
only calibrated up to 6kHz though, which
reduces its usefulness somewhat.

Samples can be trimmed to size; un-
wanted parts snipped out; parts copied,

.
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either singly or repetitively to fill a given
area of the sample buffer; selective cut
and paste operations performed; new
samples inserted within the current one,
or superimposed over an existing one,
Function keys can be used to memorise
cursor positions within a sample. and a
chosen section within a sample can be
looped for sustained sound, with special
tools provided to help you find a good
looping point - probably THE most diffi-
cult task in sample editing.

You can also reverse a sample so it
plays backwards; fade it in/out; and
apply special effects. These include ramp
(pulsating effect); single
echo: reverb (more like
multiple echoes); flange;
and rev-up (echoes with
pitch shift - very weird!).
Effects may be applied to
samples held in memory
or in real-time to sounds
coming in via R-8's input
socket. Yes, your ST can
become a digital effects
processor!

A sample can be conver-
ted into the frequency do-
main and digitally filtered
in many different ways to
modify chosen parts of its
frequency spectrum. Impressive looking
3D FFT and filter response displays are
available to help you analyse a sample's
frequency content and choose the right
filter for the effect you want. Esoteric
stuffl

Up to ten samples can be formed into a
sample set, with one sample assigned to
each of the ST's function keys. Any sam-
ple can then be played monophonically in
real-time from a MIDI keyboard, with
rapid switching between samples via the
function keys. You can also assign any
MIDI note as a single key trigger for any
sample, but mapping a sample onto a
selected range of keys isn't possible, Ev-
erything can be saved to disk as a "set"
file and reloaded when required, saving
you the trouble of reassigning function
keys and MIDI triggers every time. Indi-
vidual samples can also be saved, either
in AVR or raw sample format.

DRUM MACHINE

R-8s Drumbeat program turns your ST
into a sampling drum machine. With it
you can build a kit of up to 15 different
drum samples (or bass notes, rhythm
chords, or anything else you fancy) cre-
ated with R-8, then play these from the
built-in pattern based rhythm sequencer.
For some reason Drumbeat only plays
back through the cartridge’s output
socket, so to use it you must connect it

to an external amplifier.

A rhythm pattern of up to 32 steps may
be easily created using the traditional
style grid editor provided. You just click
the mouse on the grid where you want
the chosen drum samples to play, re-
membering that you can't play more than
two different samples simultaneously.
You can create up to 50 different pat-
terns in memory. then link them together
in any order and reuse them as required
to form up to 10 different songs, each of
up to 100 pattern entries,

Drumbeat supports MIDI too. Each
sample can be assigned a different MIDI

note, velocity value, and channel num-
ber. On playback of a pattern, appropri-
ate MIDI Note On commands are trans-
mitted via the ST's MIDI OUT port, so
can be used to play sounds on an exter-
nal MIDI drum machine or synth. MIDI
clock is also supported, allowing external
sequencers and drum machines to be
slaved to Drumbeat, or Drumbeat to syne
to incoming clock signals from external
devices,

Overall | found R-8 capable of good
quality sound, especially when using the
higher sample rates and direct cartridge
output to a hi-fi amplifier. Compared
with Mastersound it sounded smoother,
losing some of the harshness the former
sometimes exhibits. Drum and bass
sounds seemed particularly clean, and
when sequenced using Drumbeat the
overall effect was surprisingly good.

OK, it produces reasonable results, but
Drumbeal is only two note polyphonic
and playback from a MIDI keyboard is
single note only. This can be limiting, but
Lo improve matters you have to move
even further upmarket. So, if you'll join
me next time we'll do just that, and take
a look at Microdeal's current top-of-the-
range sampling package known as Re-
play Professional.

Newsflash .... as this went to press
Microdeal announced a full stereo
version of Replay for £89.95. More
details next time,
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GBase is one of Digita
D International’s products

designed for small
businesses or serious home use,
It's primarily a database prog-
ram, but can also produce cus-
tomised reports., labels, and
form letters using the simple
built-in word processing and
mailmerging features. It also
offers integration with other pro-
ducts in the Digita range such
as their DGCale spreadsheet
and Mailshot-Plus mailing prog-
ram, and can even interchange
data with other programs via ASCII files.

It's supplied on one single sided disk
and is accompanied by a nicely produced
58 page instruction manual, although
the latter could have been more clearly
written in places. The disk also contains
several sample databases in packed for-
mat, plus a utility program to unpack
them onto a separate work disk. These
show how you might use DGBase for a
number of different applications includ-
ing school exam results, simple stock
control, and club membership details.
There's also a separate demo database
referenced in the tutorial section of the
manual.

DGBase was designed to be flexible, It's
GEM based, allowing records to be set up
in a scrollable window, so record size
isn't limited by screen size. Record layout
isn't permanently fixed either, you can
add, delete, re-size, and otherwise
change fields at any time without affect-
ing existing data - a very useful feature.
It also has a global editing facility, which
can apply a change across a range of
records in the database - for example to
reset dates, or to modify the value of
selected numeric fields by a given per-
centage. The program is totally memory
resident except for its Help facilities, but
you can copy the Help file onto your data

Title: DGBase

Publisher:  Digita International
Price: £49.95

Reviewer. John 5 Davison
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to four databases simultane-
ously and quickly switch be-
tween them. The downside is, of
course, that access is slowed
down as the program has to

read chunks of data [rom disk

disk to avoid the need for disk swapping.

INTERACTIVE
DESIGN

Record layout is defined interactively by
placing boxes, text, and fields on the
screen as required. Boxes are used to
visually delineate different areas of the
record, and can be specified by size, posi-
tion, fill pattern. colour, and border type.
Text is used for placing helpful com-
ments, titles, ete., on the display, and
again you can specify its position, size,
colour, and style to suit your require-
ments.

Data flelds consist of two parts, the field
title and the actual area used to hold the
data. The title is important, as it's used
later to identify which fields you want Lo
search or index on. Fields can be speci-
fied in a wide range of data formats [cur-
rency, floating point, character, hexade-
cimal, date, ete.) and may be made man-
datory to foree the user to input data
when adding records. Automatic valida-
tion can be applied, using either com-
puted limits or discrete enumerated
values. Field values can also be com
puted from the contents of other fields
using the four basic arithmetic operators.
OK, it's simple, but probably good
enough for most home and small busi-
NESS L1SES.

In use, data is disk resident not memory
resident, which could be an important
plus if you only have a 512K machine.
This approach also allows you to use up

as it's needed.

SEARCH
| AND INDEX

Once a database is set up, re-
cords may be retrieved via a
useful set of search facilities. Search
criteria are specified at the field level
using titles defined earlier. All the usual
relationships are included (equal, not
equal, greater /less than, ete.), and wild-
card and case sensitive searches are pos-
sible too. Simple arithmetic caleulations
can be included in the criteria, and sev-
eral sets of eriteria can be logically linked
with AND, OR, and NOT operators. You
can also index the data on any one of up
to four key fields and flip between them
at will to control the sequence in which
the selected records are retrieved. Re-
cords can be added, deleted, or updated
at any time, and also transferred between
different DGBase files.

The program’s report writing facilities
allow you to produce customised listings
of chosen fields from selected records,
You can also produce labels and simple
form letters using the mailmerge facility.
Unfortunately, these features are rather
crudely implemented and not particular-
ly easy to use. However, they do seem to
work onece you know what you're doing.

Overall, DGBase offers a reasonable set
of features, but I found it a little lacking
in finesse in places. It worked OK lor
most of the review period, but it did
crash on one occasion and somehow cor-
rupted my data disk, making it totally
unusable. Luckily 1 had a backup copy,
so was able to recover! In its present
state | feel DGBase is rather overpriced,
but you do seem to be able to buy it
discounted for around £30 - £35 if you
shop around. At this price it's not a bad
buy, but itwould be even better if Digita
smoothed out some of those rough edges.
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ost ST owners are
pleased to see Psyg-
nosis software and

this particular offering is no
exception, packaged in the
normal colourful way with
accurate screenshots on the
rear. The title screen is strong
and well detailed and the load-
ing music gives a strong
atmospheric feel. The game
comes with a large multi-ling-
ual manual and the play style
demands that it is read for the
actions are complicated. It
transpires that the scenario is
one wherein the player, or
players if you have a serial
link available, are attempting
to halt a Post-Holocaust
takeover by a resistance move-
ment. As the *Good Guys” you
have to find and re-construct
a lost neutron bomb to stop
the Star Wars style satellite
taking over the earth.

To do this you have a bewil-
dering array of screens from

ADREL

FACTS

Title: QUADREL

Fublisher. Loriciel/
Infogrames

Frice: £24.99

Reviewer: John Sweeney

SIGHT & SOUND

Very basic graphics - no sound

GAMEPLAY

Simple logical puzzies with a
few hwists fo make if a lithe like
an arcade game

ﬁ

Not a lasting appeal, and cer-
tainly nof worth full price, espe-
cially with the bugs!
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ARMOUR-GEDDON

which you must
research, build
and pilot the craft
and weapons that
yvou will use.
Should you find
that your raw materials are
low it is possible to recycle
less used or over produced
items and obtain extra. The
game is played at a very fast
pace and even the training
mode is rapid. Although this
feature may well endear itself
to those who have managed to
fathom the various outwardly
complex screens it could be
most off-putting to the new-
COITIET.

The basic idea of play seems
to be a reconnaissance on the
map to decide where the next
exploration or attack from
your base will be, the creation
of a shopping list of items and
weapons and then the selec-
tion of appropriate vehicle.
These vehicles are varied and

id you know that it is
impossible to design a
map which needs
more than four colours if

D

areas which have a common
edge must be different col-
ours. This is known as the
"Four-Colour Theorem" and
has annoyed mathematicians
for centuries since it is ex-
tremely difficult to prove - it
was actually only finally
proved quite recently with the
aid of computers! The theorem
only applies to 2-D maps and
a sphere counts as a 2D map
in this respect. If you imagine
a very elastic sphere, punc
ture it in the middle of one
area, then stretch the hole
until the sphere is completely
flat - all the areas will be very

offer various strategies to the
player. The options are Heli-

copter - useful for ground
attack and scouting, Stealth

Fighter - expensive and dead-
ly, Stealth Bomber - to collect
bomb parts, Light and Heavy
tanks - either as scout or col-
lection vehicles and the
handy, go anywhere, Hover-
craft. These have to be built,
armed and researched. Unfor-
tunately since this takes time
and the computer is a most
able opponent the player can
find themselves under heavy
attack on launch and not
progress very far.

If arcade strategy with simu-
lator driving is your thing then
you could easily grow into
Armour_Geddon.

distorted, but they
will still bear the
same relationship
to each other from
the point of view of
the theorem! On the other
hand if your planet happens
to be shaped like a torus (a
doughnut) then you need
seven colours to colour any
map on it! And, amazingly,
that is much easier to provel
Anyway, those crazy French
decided this was a good basis
for a game and created Quad-
rel! You have a limited num-
ber of each of four colours and
you must use them to colour a
map on the screen. To make it
a little more interesting there
are a variety of "'maps”, some
geometrical, some made of
crazy patterns: the "level” de-
termines how much of each
colour you have; you can set a
timer; and in "controlled”
mode the computer selects

FACTS

ARMOUR-GEDDON
Publisher: Psygnosis

Title:

Price: £25.99
Reviewer. Damon Howarth

SIGHT & SOUND

Everything | expect from Psyg-
nosis, even the 3D is good. The
FX are strong and evocalive

GAMEPLAY

Dificult and neading much
practice, very fast and there is
also the two player opfion

VERDICT

Neads lo be persavarad with
and then enjoyment will come.
Try only if the idea appeadls and
yvou have the patience o
make it happen

your next area! Racing against
the timer, with limited col-
ours, on a large map, with the
computer choosing vour next
area is very difficult!

You can also play against the
computer: you start with diffe-
rent numbers of each colour,
yvou take it in turns to paint
an area - first one unable to
make a legal move loses,

There is supposed to be a
two-player option, but it
doesn't work on the Atari ver-
sion - Logiciel’s solution to
this was not to fix the bug, but
to put a piece of paper inside
the box warning you that the
two-player option doesn't
work! Gee, thanks, fellas!

Another bug means that on
some of the maps there aren't
actually enough colours to fill
the map - I know that level 3
is supposed to be the hardest,
but making it impossible
seems a trifle unfair!
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ATOMINO

sygnosis have found
P another game to rival

the infuriating addic-
tiveness of Lemmings! Pack-
aged in a decelvingly simple
hox with less than usual of the
glamnourous graphics associ-
ated with the firm, here is a
game of delicious subtlety and
infinite cunning.,

The play is simplicity itsell,
The player needs to complete
atoms from a variety of mole
cules. Each of the molecules
has between one and four con-
nectors and once all these re-
volving dots are connected to
other dots so as no moving
parts are available in the one
unit, an atom is complete.
This has to be completed with-
in the time it takes for the
storage bin to fill otherwise it
is game over time.

All this is performed with a
sturdy joystick control and the
act sounds very simple. In-
deed the mechanics are that

easy, although
occasionally a
‘Joker" will appear
and this will fit
wherever it is wan-
ted, and presents the only
complication to the game.
Although only a simple con-
cept it should be remembered
that the highly successful Tet-
ris was just a matter of filling
empty space with blocks of
connected solids. The variety
of quests necessary to fulfil
the game make it challenging,
the gradation of levels is about
right from the very easy learn-
ing modes to some extremely
complicated higher levels. It is
possible to restart at any pre-
viously completed level by the
use of passwords thereby
evading the frustration of be
ginning at level one every
time.

Technically the game is sim-
ple the graphics are smooth
and colourful and the sound

effects adequate but this does
not actually matter for the
geeret of the game is the pure
addictiveness. I spent several
hours, that felt like minutes,
with this game and a friend of
mine spent most of her Sun-
day night and a large portion
of a Monday morning spura-

ing sleep to tack up molecules.

Like her, I am sure that I can
manage just one more level,

The levels consist of different
goals, either creating atoms of
a minimum number of mole-
cules, removing a screen of
atoms or even filling a specific
shape. Each has its own
delights.

| can say little more than this
game is the next Tetris. If you
wish your eyes to regain their
bags go out and buy it

FACTS

Titler PRO POWERBOAT

SIMULATOR
Publisher Codemaster
Price: £4.99

Reviewer: Dameon Howarth

SIGHT & SOUND

Bright and nolsy with good
large colourful sprites

GAMEPLAY

Easy to play but slighfly harder
to master, with no apparent
bugs

VERDICT

A playable game with some |i-
mited addiction value

*
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he cover for this
I budget racer shows
two high powered

boats racing each other and
the title and picture suggest
some sort of power boating re-
creation. The actual game
though is more of a race game
replete with mobile obstacles
and mine laying available from
your boat. The scene is far
more akin to a James Bond
chase than a sports simulator.

Having cleared up this mis-
conception the game itself is
quite entertaining. The object
appears to be to race around
some pretty tricky coastline
avolding pursulng boats and
helicopters and not driving on
to the shore, The screen is a
vertical scrolling tableau of

marine paraphe-
nalia including
rowing crews and
spare mines to be
taken aboard as
ammunition. The object is to
accumulate flags for points
and not to run out of fuel by
excessive engine use. The
game includes several bonus
levels which require the oper-
ator to race between flags and
pick up points on completion.
Graphically the software is
very well served with smooth
flowing sprites on a very
steady and well drawn back-
ground, good use is also made
of colour and together with
adequate engine noises the
adrenalin is nudged into the
players nervous system. The
controls come from either
keyboard or a combination of
keyboard and joystick, no
mouse control in this game.
The instructions are sparse

Title: ATOMING
Publisher: Psygnosis
Price: £24.99

Reviewer: Damon Howarth

SIGHT & SOUND

The graphics are fast and
smooth and the sound, though
nof awe-inspiring, is perfectly
adequate

Easy to learn, hard to master,
smooth controls and an all
round satisfying game

BUY IT YESTERDAY!

OB

although there is little that
cannot be picked up after five
or ten minutes playing. The
most innovative part of the
game is the leaping over the
boat jumps to obtain speed
and distance to avoid various
obstacles.

The game has some feeling of
"just one more go” about it
and once again displays that
there are some very worth
while games available on
budget labels. With Christmas
coming budget games are
bound to hold attractions for
those with tight budgets or for
parents looking for the less ex-
pensive stocking fillers, This
game would certainly afford a
-few hours peace over the holi-
days for harassed adults.
Others contemplating buying
the game for themselves,
could do a lot worse but it
does not have the addictive
power of some other games.
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COMPILATIONS

ere is Domark's Summer Holiday

offering, a collection of their

Freescape games including one
unpublished game. For those unaware of
the Freescape system it is a method of
3D block graphic construction that
allows the player to explore buildings or
worlds within a reality context. The first
of the games that used this was Driller, a
game | reviewed many. many, months
ago in this magazine,

Domark are selling this collection as a
form of Virtual Reality which [ feel is
unfair since it does not really compare to
the large scale stuff that the TV science
shows demonstrate. In some ways
Dungeon Master presents a better virtual
reality.

All the games in the collection, Driller,
Total Eclipse, CastleMaster and the
Crypt [Castle Master 2] use the same
basic idea of screen construction. The
world, or rooms if the internal scenarios
are selected, appear in block shapes that
are filled in in various colours, These are
the same sort of filled block that Elite
players may recognise from docking and
fighting in space. All actions are viewed
from the first person, that is as though
the screen shows only that which your
eyes see. Any interaction with the world
is through mouse or joystick controlled
sights.

Movement can seem fairly slow and
ponderous at times and the scaling of
objects is sometimes peculiar. All the
games share the problem that the player
needs to guess what any one particular
shape is representing at the time since
very few helpful messages appear.

Having looked briefly at the generic
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state of Freescape it
behooves me to look
at the games on the
| disk. The first that I
1 shall discuss is Dril-
8 ler. This game is the
- oldest of the collec-
tion and although

{ not the first Frees-
cape game on the ST
i is probably the best

il known. In this the
player pilots a min-
ing craft around a
cuboid planet look-
ing for crystals and
shooting various shapes either to open
doors or initiate drilling techniques. The
surroundings are fairly basic and very
cuboid and reaction times are slow.
There is little sound included save for the
adequate effects that include the zap of
the gun and whirr of engines. Now at this
point, to be fair to the collection [ must
point out that neither Driller or Total
eclipse was actually loadable into the ST
for on my copy of the game neither of
them had a PRG file included. 1 am there-
fore reviewing the Driller module from it's
original source although [ am though
quite convinced that the game has not
been updated since. Driller felt slow and
old at its inception and 1 am not sure
that age will help the more sophisticated
player who has seen MidWinter and
Dungeon Master to accept it as anything
other than a curlous antiquity.

The second game was Total Eclipse
which sadly was not playable, I have not
tried this game before but on reading the
manual it would appear that it is in the
same mould as both CastleMaster and
the Crypt. | would suspect my commernts
on these two would cover this game too.

CastleMaster was in its day highly
advertised and received some critical
acclaim. The theory is that the player
may select either a prince or princess to
go and save their opposite number from
the clutches of an evil one. To do this
they must enter the castle, kill innumer-
ahle spirits and find a collection of keys
in order to open the dungeon. The game,
as all the others, takes place in first per-
son perspective and offers some chal-
lenges, in fact should you not have disco-
vered the drawbridge entry secret, the

character can throw rocks at specific
places to make mechanical events occur.
Oh yes! The sharks in the moat are hun-
£ry.

Once the strange blocky world of Frees-
cape is accepted then the action makes
some sense. Explore the grounds, care-
fully avoiding the timing traps and re-
membering to erouch and crawl while
yvou search, eat the food to gain strength
and throw rocks at the spirits in order to
exorcise them. These precepts together
with an enquiring joystick or mouse will
provide most of your answers. The player
will find that they walk on objects such
as tables or chests regularly and care
must be taken to ensure that your orien-
tation is at the right angle. Saved games
are possible as some of the problems are
quite tricky. The game does not offer the
level of graphic authenticity of Chaos or
Dungeon Master but does offer some
antiquated charm. I enjoyed it but felt
the adventure was becoming a little dead
end after a while. There is also a lack of
either involvement or character building
in the adventure.

The Crypt offers more of the same
although the location and the monsters
are different. Hitherto unpublished this
piece would seem to be either the adjunct
or part two of Castle Master. The controls
and actions are similar as is the presen-
tation. This time though the enemies are
various undead and a hoard of spirits
caught in the shape of mice. While [ ap-
plaud the concept of brand new offerings
inside a compilation a nagging feeling
seems to say that this was done since the
game really would not make it in the
marketplace as a stand alone effort.

[ felt that as a compilation the set was a
good idea. If you have never bought any
of these games then it may be an in
teresting investment but unfortunately I
fear that Freescape has been overtaken
by new technigues which make it appear
as eight-bittish as its origins are. I en-
joyed the games [ could load but 1 could
not say that I felt they would be worth
the cost of the pack. Prospective buyers
ought to play it first and decide if the
blocky medinm meets their tastes.

It is perhaps sad to reflect that a deal of
thought has gone into this offering and
perhaps the creaky mechanics spoil the
effort.

VIRTUAL WORLDS
Domark

- £29.99
Reviewed by
Damon Howarth
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“HOME ACCOUNT

ere’s another of those
H ‘serlous’ programs from
Digita - almed, like

most of their products, at the
home or small business user.
This time it's Home Accounts, a
package to help yvou keep track
of your financial situation. It
runs on any ST/STE, is sup-
plied on one single sided disk,
and comes complete with a good
quality 37 page instruction
manual.

The program allows you to set
up details of accounts you have
with banks. building societies,
etc., and then apply a starting
balance plus income and expenditure
transactions to them, hence keeping
track of their current balances. Minimum
and maximum balance limits may be set
on each account, enabling the program
to warn you of certain impending finan-
cial situations requiring your attention.
These could include such things as the
breaching of agreed credit limits, which
could cost you dearly in terms of interest
charges if ignored. It could also indicate
that there's too much money sloshing
around in a low interest account when it
could be transferred elsewhere and be
earming more. Used properly it seems
this program could soon pay for itselfl

A YEAR'’S
ACCOUNTS

Hom,e Accounts copes with up to 13
accounts of any type, and supports cash
transfers between them if required. Each
account can handle up to 100 automatic
regular transactions (e.g. standing
orders), plus up to 360 general transac-
tions. This is probably adequate to cover
a year's accounts for most home users,
but could be a bit tight for small busine-
sses, who may need greater capacity. You
could circumvent this problem by run-
ning two sets of hall-yearly accounts in-

Title: HOME ACCOUNTS
Publisher:  Digita International
Price: £24.95

Reviewer.  John S Davison

stead of one annual set, but this intro
duces an extra level of complexity.

Up to 60 different transaction types can
be handled. You can set budgets against
these and later use the program’s analy-
sis and reporting facilities to track your
actual financial performance against
them.

Reports are predefined and can't be cus-
tomised for presentation layout or overall
data content. However, the scope of the
reports may be varied by including one or
more accounts, one or more months, any
combination of income/expenditure
types, or a subset formed by searching
on a string contained in the transaction
description field. For example, you could
produce a report showing all transac-
tions relating to a particular shop, or all
cashpoint machine withdrawals, or all
purchases paid for by cheque. Of course,
this requires that you use a consistent
method of describing the transactions
when you enter them, otherwise there's
no way you can reliably analyse them
later.

REPORTS

The main report types include straight
listings of transactions, with entries sor-
ted into date, type, transaction detail, or
amount sequence; comparisons of
budget versus actual figures for each
transaction type; budget details for the
whole year; and details of the main
transaction types for reference purposes.
In addition the program will also draw
barcharts or piecharts showing budgeted
versus actual figures for selected trans-
action types, over selected months and
accounts,

IN USE

At first sight Home Accounts
looks pretty good, but in use |
found it had a number of nig-
gling faults, particularly in the
data entry and editing area. For
instance, it always automatical-
ly enters the current date
against a transaction, forcing
you to manually backspace and
correct it for all transactions not
taking place today. This is a real
nuisance if, like me, you do
your accounts once a month for
all transactions occurring
throughout that month. Also, on data
entry the cursor doesn't autoskip to the
next field when the current field is full,
you need to Tab forwards every time. You
can't Backspace or Backtab between
fields either, you have to use the mouse
for this, Nitpicking maybe, but I find
such faults annoying in practice as they
cause a lot of unnecessary keystrokes.

The piecharts and barcharts seemed
like a good idea, but the program doesn't
actually print them out for you. You have
to display them on the screen and then
screendump them via ALT-HELP, which
means the printout is cluttered up with
sundry garbage such as menus, prompt
messages efc., as well as the required
chart. The piecharts have no percentage
figures against each segment. so you
have no accurate quantification of their
values. Also, the segments have no labels
on them saying what they represent -
different fill patterns are used to repre-
sent the transaction types, and you have
to consult a legend block at the bottom of
the chart to determine what each one
represents. Barcharts are just as messy.

CONCLUSION

Personal accounts should be a good ap-
plication for a home computer, but [ feel
this version from Digita is spoiled by
mediocre design and implementation.
The designers really should have spent
more time making it more usable. But
having said that, it does appear to work
and it is reasonably priced, so perhaps I
shouldn't be too critical. Overall. it's
probably adequate for many home users,
but for small business use you might
find it a bit limited.
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PeterHickman’s

A
Y

COLUMN

ello STOS users, how are
H things? Well you will be pleased

Lo know that AMOS 3D is finally
in the shops, which means that the STOS
version is not far behind. I am told it

quiet timefor should be available in around October-

(ish]. hopefully it should prove it be a

useful addition to the STOS range of
STOS related s

Unfortunately that seems to be about
the only real STOS news, unless you
news, Pe ter know different of course. If you do have
any interesting hints, tips, or unusual
[ uses for STOS why not drop me a line I'm
Hleman sure that other users would love to hear
about them. Ohhh, one small thing is
* that I have just returned from Europress
bnngs you a. HQ) in Macclesfield to attend a little
celebration in honour of the AMOS 3D
og e launch, thanks to David Thomas and
Super utlllty Richard "Cat Killer” Vanner for putting
my mate and I up for the night, and of
course to Marc Dawson for Lunch! | ha

.
to cus tomwe ven't had the photo's developed vet but I

promise I'll show you some next time!

At a very

the way you
THE ULTIMATE

boot up your  §TOS BOOTER
Compiler Or Only one program again this issue, but

it is a useful one. Terry Mancey (who is
currently putting the finishing touches to

I ntemretor some of Fun School 4) has come up with
a wonderful program to alter the way
S5TOS boots up. You can choose what
Compiler or Interpreter extensions to
load (at run time), whether you want
floating point switched on or off, in fact
you can control almaost every part of
STOS before you boot it! For this reason
it is best that you compile this program.
Anyway follow these instructions and you
will have a nifty little program at your
disposall

1. Type in FROGRAM 1.
2. Save il onto a nice blank disk with
plenty of room.
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3. Compile it and store the resulting
program in the AUTO folder of your
STOS boot disk ([remember to call it
"STOSBOOT.FRG").

4. That's it!!!!

Now when you boot your STOS disk the
STOSBOOT program should load first
and you can create your own customised
version! Oh and you should remember to
un-write protect the disk as the STOS-
BOOT program does a little renaming of
files to achieve it's miraculous effect.

THE STOS MAG

Dion Guy has sent me the latest issue of
his STOS Magazine, it includes quite a
few interesting programs on the disk.
One of the most useful is a utility to store
up to 15 compacted pictures in one
bank! You can find out more by contact
ing Dion at

STOS MAGAZINE
11 SHORE CRESCENT
BISHOPS WALTHAM
HANTS
S03 1DZ

Oh well that’s it for this another issue,
next time check out the souvenir dart
board cover, Yes It's free but only with
the STOS column (I am good to you ar
what?).

Write to Peter Hickman at the following
address

PETER HICKMAN
36 CLEVERLY ESTATE
WORMHOLT ROAD
LONDON
W12 OLX



e e e e TS TS T T s =
10 w2 T EXTENSION/ACCESSORY CONFIGURATION UTILITY ~5orrisesssssssesm .
20 rem

25 if mode=2 then stop

S0 key off : flash off : curs off : click off : hide on : mode O : scroll off
35 windopen 1,0,0,40,12,0,3 : curs off : screll off

40 pen 1 : locate 0,1 : centre "STOS BOOT w1.0° : cdown : cdown : cdown : centre
"PROGRAMMED BY TERRY MANCEY" : cdown : cdown : cdown : centre "(C)1991 THE
RADIOACTIVE HEDGEHOGS" : locate 0,11 : centre "))} CHECKING DISK {({("

50 reserve ms work 10,512 : BOOT=start(10) : trep 14,8, .1 BOOT, .1 O, .w drive,
e W 11 W l.'.l, =W D, =W 1

60 CHECK=0 : for I=0 to 511 atep 2 : CHECKI[CHEEK+d&tk(!DﬂT+I)] mod &5536 : next
I : if CHECK=$1234 then flash 0, " (100,2)(300,2) (500,2)(700,2) (500,2)(300,2)" -
doke BOOT,O : trmp 14,9, .1 BOOT, .1 O, .w dridve, w3, w, o, w1l
locate 0,11 : centre space$(78) : locate 0,11 : centrs "VIRUS FOUND, KILLING
VIRUS 111" else locate 0,11 : centre space$(78) : locate 0,11 : centre "DISK
oK "

70 Tlash off

80 rem

90 rem *777) Setup screen

110 reserve as scres=n 15

120 rem

130 rem *77} Setup veriables

140 dim-EEZ:[:].STﬁstin.ncattea}.ExT:Iﬁﬁl.SEle.ﬁdj.sTAT:i?},EXTL:{ﬁﬁ).LAN:{QJ

150 STATS(0)="OFF" : STATS(1)="ON " - STATS(2)="0OFF" : REZ$(0)="LOW e
REZS$(1)="MEDIUM" : LANS(D)="ENGLISH " - LANS (1) ="FRANCOIS"
160 rem

170 rem *") Read filenames from disk

180 reserve ms work 14,1024 : bBlosd "eSTOSCEDITOR.ENV®, 14
SCRREZ=deek [start(14)) : EDILAN=deek(start(14)+8)

190 ADA=0 : ACBS(D)=dir first$({"*.AC?",-1) : if ACBS(0)<>"" then repeat : inec
ADA : ACBS(ADA)=dir next® : until ACBsS (AODA)=""

200 ADE=0 : EXTs$(0O)=dir Tirst2( " ecSTOSe®. ?N?2",. -1 = 4T EXT$(0)4¢>"" then repeat -
inc AOE : EXT$(AOE)=dir next$ : until EXT$(AOE)=""

210 for I=0 to &4 - SEL(1,1I)=0 : SFL(2,I)=0 : ACES(I)=lefts(ACBS(I),12)-" " - if
ACEBS$(I)-" "="" then ACBS$(I)=" : " -
220 next I

230 for I=0 to &4 : EXTS(I)=left$S(EXT$(I),12)-" " : ifr EXTS(I)-" "="" then
EXTS(I)=" g ¥

240 next I

250 NS$=dir firlt!['¢STDSCFLDAT102.".“1] : NS=leftS(NS$,12)-" " . if
right$(N$,3)="XXX" then SFP=0 else SFP=1

260 N$=dir first$("GAUTOSSTOSRAM.*",-1) : N$=lefts(NS,12)-" " : if
right$(Ns,3)="XXX" then SRD=0 else if right$(N$,3)="PRG" then SRD=1 else SRD=Z
270 rem

280 rem *7} Toggle extensions

290 if ACAYD then for I=0 to ACA-1 - SEL(1,I)=1+(rights{ACBS(I),1)="X"]) : pPnext
I

300 if AOEXD then for I=0 to AOE-1 :
5EL[2,I]*1+[m1ﬂ$EEHTt(I].lnn(EXTSII}]-E,ll-'I"] : next I

310 rem ;

320 rem * ) Setup scresn

330 fade 1 : windel 1 : mode 1 : sercll aff : olw

321 palette $0,3777,%200,5%22

535 pen 1 : paper 2 : home : print " <{(F1) SCREEN MODE : "+REZS[SCRREZ)+", (F2)
LANGUAGE : "+LANS(EDILAM)+" 5TOS BOOT wi.0 ° : loceate 0,24 : pen
0-(SRD(32) : print " (F3) RAM DISK "+STAT$(SRD);: : pen 1 : print ", <F&)
FLOATING POINT MATHS '+$TAT1(5FF]+'. {HELP} INFORMATION SCREEN " : paper X :
locate 0,2 : print " ACCESSORIES " : locate 0,13 : print " EXTENSIONS " : paper
0 : ADSA=0 : ADSE=D :

340 for X=0 to 7 : for ¥=0 to 7 : pen 1+(SEL(1,X+Y*8)=1} : paper
D-(SEL({1,X+¥Y*8)=1) : locate 1+X*10,Y+4& -
THP$=1eftS(ACBS(X+Y*8),instr(ACBS(X+Y*8),"."1-1) : THPS$=TMPS$+spaces (B-len(THPS) )
: print THPS : pen 1+(SEL(2,.X+Y*8)=1) : paper O-(SEL(2,X+Y*8)=1] : lecate
1+X*10, ¥Y+15 - THFS:lETtt{EITS[I+Y*E].lnstF[E!Tl(K+Y*H}.'.']-1] -
TMP$=THP$+space$ (B-len{THP$)) : print TMPS - if SEL(1,X+Y*B)=1 then ime AOSA
350 if SEL(2,X+4Y*B)=1 then inc AOSE

360 next ¥ : next X

3270 rem

Z80 rem *777) Main program

390 X=0 : ¥=0 : OX=X : O¥=zY

400 rem

410 pen 1 : paper 0 : locate F+0X*10, O¥+4~(0Y¥37)*3 : print " ° : locats
OX*10,0Y+4-(0¥)7)*3 : print " " : locate FHE10, ¥+6=(Y37)*3 : print “(* : locatse
X*10,¥+4=(¥?7)*3 : print ">"; OX=X : O¥=Y : clear key : repsat : KS=inkey$ :

"

B

K=scancode

420 if Y{(2 then pen 1 : paper 0 : locate 58,13 : print space$(22) else if
EXTS(X+(¥-8)*8) (3" 2 " then pen 2 : paper 1 : locate 58,13 : print ®
EXTENSION LETTER - “;rightiEEKT![X+[Y—a]'B},i];' " else pen 1 : paper O : locats
58,13 : print spaces(2z) continued =
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430 locate 1+X*10,¥Y+4-(¥Y}7)"3 : until K3$3{(}"" or K{(}0 : if Kzl then 90 alse if
K$=chr3$(13) then 540

440 if K=62 then bell : SFP=SFP xor 1 : pen 1 : paper 2 : locate 47,24 - print
STATS(SFP)

450 if (K=61 and SRD()2Z) then bell : SRD=SRD xor 1 : pen 1 : paper 2 : locate
16,24 : print STATS(SRD)

460 if K=59 then bell : SCRREZ=SCRREZ xor 1 : Pen 1 : paper 2 : locate 21,0 :
print REZ$(SCRREZ)

470 if K=60 then bell : EDILAN=EDILAN xor 1 : pen 1 : paper 2 : locate 45,0
print LANS(EDILAM)

480 if K=98 then gosub 720

490 if [(K$=" "~ and ¥{(8 and AOSA{13) then if ACBS(X+¥Y*8){}" & " then
bBell : SEL(1,X+Y*B)=SEL(1,X+Y*8) xor 1 : pen 1+(SEL(1.X+Y*8)=1) : paper
O-(SEL(1,X+Y*8)=1) : TMP$=lefts(ACBS(X+Y*8), instr(ACBS[(X+Y*8),".")-1) -
TMP$=TMPS$+space$(8-len(TMPS])) : print TMP$ : if SEL({1,X+Y*8)=1 then inc AOSA
else dec AQSA

500 if (K$=" " and Y)}7 and AOSE{27) then if EXT3I(X+(¥Y-B)*B)(>»" = " Ehen
bell : SEL{Z,X+(¥Y-B)*B)=SEL(2,X+{(Y-B81"8) xor 1 : pen 1+(SEL(2,X+[¥-8]1"8)=1) -
paper O-(SEL(Z2,X+(¥-8)*8)=1) -

THMPS=leftS (EXTS(X+(Y-8)*8),instr(EXTS(X+(¥Y-8)%8),".")1=-1) :

THPS$=THP$+spaces (B~1en(THPS)) : print THMPS : if SEL(Z2,X+({Y-R)*A)I=1 Ehen inc AOSE
elze dec AOSE

510 Y=¥+(¥Y)0 and K=72) : ¥=¥Y-(Y{15 and K=80) : X=X+(X)>0 and K=75) - K=X-(X{7 and
K=77) : goto 410

520 rem .

530 rem * ") Config disk

540 palette $0,3777,%52 : pen 1 : paper 0 : clw : pen 1 : paper 2 : locate 0,10 :
centre " BOOTING STOS BASIC - PLEASE WAIT "

550 it ADA=D then 580 else for I=0 to ADA=1 -
TEMP$=1eft$(ACBS(I),len(ACBS(I))-1) : if SEL(1,I)=0 then TEMP$=TEMP3$+ X" else
TEMF$=TEMPS$+"B"

560 if ACBS(I)<{}TEMF$ then rename ACB3(I) to TEMPS

570 ne=xt 1

580 if AOE=0 then &20 else for I=0 to ADE-1 -
TEMPS$=1eft$(EXTS$(I),1len(EXT$(I))-3) : if SEL(2,I)=0 then TEMPS=TEMPS+"X" else
TEMPS=TEMF$+"E"

590 TEHPSBTEHPS+Fi§ht$(EKTS(I],?] : TEMP2%=leftS(TEMPS, len(TEMPS])=2) -
TEMP2S=TEMP2%+ " C"+right3$(TEMP%, 1)

600 if EXTS(I){(>TEMFS then trap 1,856,0, "cSTOSc"+EXTS$(1), "cSTOSc"+TEMPS -

mid$ (EXTS(I), len(EXTS$(I))=1)="C" : trap

1,3%56,0, "cCOMPILERG"+EXTS(I), "¢cCOMPILER:™ +TEMP2%,12

610 Ppext I

620 it SRD=0 then trap l,iﬁbiﬂ.'QAUTD#STGSRAH.PRG".'¢ﬁUTﬂ¢$Tﬂ$RAH.XKH',12 =1 g
trap 1,3$56,0, ¢cAUTOCSTOSRAM. XXX, "cAUTOCSTOSRAM. PRG™ .12

&30 if SFP=0 then trap 1.156,D,'ﬁSTGﬁ#FLﬂﬁTIDE.EIN".'¢STQS¢FLUAT1DE.EIX",1? 3
trap 1,15&,&,'vCDHFILERcFLGﬁTIDE.LIB','¢COHFILERGFLDﬁT132,LIX' elas trap
1.!56.0,“¢$TDS¢FLO&T1D2.BIX“,“¢5TGE¢FLDAT1E2,EIN‘,12 : Erap

1,%56,0, "¢COMPILERGFLOATIOZ.LIX", "cCOMPILERCFLOATIOZ.LIB"

640 for I=0 to 12 : STS$(I)="" : next I : P=0 : for I=0 to &4 - I1T SELLI.TI)=1
then 5T5$(F}=1eft${ACBi[1].instr{ACEl(I],'.'))+"ACE' = inc P

650 next I &

660 AD=start(l4] : for X=0 to 11 : for ¥Y=0 to 12 : poke AD+BI1D+X*1324+Y,0 : next ¥
: next X

&£70 for X=0 to 11 : AS=STS$(X) : if len(A$) then for ¥=1 to leni{As) : poke
AD+BODF+X™13+Y , acc(mids(AS,Y,1)) : next ¥

680 next X : doke AD+966,.0 : doke AD,SCRREZ : doke AD+8,EDILAN : baave
"¢STOScEDITOR.ENV",start(14) to starti(léi)+9&s

690 erase 10 : srase 14 : erease 15 : fade 3 : wait 3*7 : clw : stop

700 rem

710 rem * 7} INFORMATION ;

720 screen copy physic to 15 : ink 2 : bar 14,16 to 623,183 : ink 1 : box 18,18
to 621,181 : pen 1 : paper 2

730 under on : locate 0,5 : centre "ST PROGRAMMER®™ : under off : cdown : cdown
cdown : centre “YOU TO CAN PROGRAM IN &8000 ASSEMBLY LANGUAGE AND STOS BASIC!®
cdown : cdown : centre "™ EVERY ISSUE 15 PACKED WITH STOS BASIC AND ASSEMBLY
LANGUAGE SOURCE CODE" : cdown : cdown : centre "* EACH ISSUE CONTAINS ARTICLES
ON SPRITE MOVEMENT, COLLISION DETECTION,” : cdown = centre "MUSIC, SCROLLING
etc.” : cdown : cdown : centre "* WRITE PROGRAMS WITH EASE USING THE ROUTINE
LIBRARIES SUPPLIED"

740 cdown : cdown : centre "* SIX ISSUES PER YEAR® : cdown : cdown : centre "*
ALL THIS AND MUCH MORE FOR £12 MEMBERSHIFP PER YEAR [(OVERSEAS E18])"° : wait key
750 ipk 2 : bar 16,16 to 623,183 : ink 1 : box 18,18 to 621,181 : pen 1 : papsr
2 ;
760 under on : locate 0,7 : centre "FOR MORE INFORMATION CONTACT"™ : under off :
locate 0,10 : centrs "RIVERDEME PDL (ST PROGRAMMER),  : cdownm = centre ~3I0A
SCHOOL ROAD," : cdown : centre "TILEHURST," : cdown : centre "“READING,  : cdown
: centre "BERKSHIRE," : cdown : centre "RG3 GAN, ENGLAND." : cdown := cdown :
centre "TEL:(0734) 452416 FAX:[(0734) 451=239"

770 wait key : screen copy 15 to physic : return
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CIIZEN JJPRINTERS

Silica presents some grﬂ&T FHEE DELIVERY

offers on the award winning Next Dizy - Anywhere in the UK mainkand

range of high quality dot| EEyEE STARTER KIT

matrix printers from Citizen. Worth £28.95 - With every Citizen printer fram Silica

Each Citizen printer is built in FREE COLOUR KIT

the UK to exacting standards,
Worth £39.95 - With Swift 9 and Swilt 24 primters,

ensuring superb reliability
and a very high quality of 2 YEAR
WARRANTY

output. Our confidence in the
quallty Of GI[IZEI’I prlnters IS Silica offer a 2 year warranty {including the prirter haad)
with every Citizen printer purchased from Silica,

such that we are pleased to _
WINDOWS 3.0

offer a unique two year
Free Windows 3.0 drver - In the Silica Starter kit

guarantee with every printer.
FREE HELPLINE

Plus, if you purchase your
Technical support helpling open during office hours.

Citizen printer from us, we
MADE IN THE UK

will give you a Silica Printer
Starter Kit (worth £2995),

Citizen printers are manufactured to high standasds.
_'

| FREE OF CHARGE!
144 EE%‘I’ 24 PIN 192 DR!FT 9 PIN

1 92 Dﬁﬁ'l’ 24 PIN

Sy oy -

(1Y
Dt ypr

CITIZEN 120D+ | CITIZEN 124D |SWIFT 9 - COLOUR! | SWIFT 24 - COLOUR!

The Citizen 1200+ is one of the UK's best selling
printars. It hes a stylish appearance and axcallent
teatures and performance for such an inexpansive
printer. The 1200+ is available with esither & serlal
ar parallel interface and is an Ideal firel printer,
® 9-pin Printhead

® Print Speed 1ddcps Draft

® J0cps NLQ

® Epson & IBM Graphics Emulation

#® Pull Tractor & Bottom Feed

® Superior Graphics - 240x216dpi

® FREE Starter Kit

Tha award winning Citizen 124D brings high quali-
by 24-pin dol matrix pnrﬂing within ewary computer
usars reach. It ks the (deal choice wheng high quali-
bty printing i required at a budget price.

® 24-pin Impaet Printer

® Print Speed 144cps Draft

® 2 LQ Fonts (d8cps)

® 8K Buffer

® Epson, IBM & NEC PB+ Emulation

® Advanced Paper Parking

® Superior Graphics - 360x360dp/

& FREE Starter Kit

Tha Citizan Swift 3 is perlact for those who require
high quality dot matrix black or colaur printing at a
budget price. The print quality of Swift 9 rivals that
ol ather manufacturar's 24-pin modais,

& G-pin Impact Printer

® Print Speed 152cps Draft | FIREE?
® 3 NLO Fonls (48cps) COoLoUR
& K Buffer KiT

® Epszon & IBM Graphics Emuiation
® Advanced Paper Parking

® FREE Starter Kit

& FREE Colour Kit

The Citizen Swift 24 is one of Evrope’s bast selling

printers and has won awards including Printer Of

The Year 1930, s rapid print speed, quality and

black or colour options, make it a natural cholce.
24-pin Impact Printer

® Print Speed 192cps Draft FREE!

® 4 NLQ Fonts (Bdcps) COLOUR

® 8K Buffer KIT

® Epson, IBM & NEC PS5+ Emulation

® Advanced Paper Parking

& FREE Starler Kit

® FREE Colour Kit

.............. £23383 RRP ... E20258 RAF . .. £280.83 ARP .. ... f420.08

SThﬁTEH KIT . £2985 STARTER KIT ... £28.85 E““‘lfp',‘ ,Q'i',T Eﬁﬁ Ll R
TOTAL RAP: £263.78 TOTAL RRP: 32253 e ;

TOTAL ARP: E385.43 TOTAL AAP: £503.48

SAVING: E112.20 SAVING: £112.20 SAVING:_£133.35 SAVING: _£198.15

SILICA PRICE: £151.58

PRINTER
ACCESSORIES

+WAT = £151.58 SILICA PRICE: £21033 +WAT = £210.33 s.u.rra PRICE: £222.08 +VAT = €222 08

.
SHEET FEEHEHS
PRAT200 1200 ..

PRA 1215 124D/Swift 8724
PRA122E 124DVSwift G124 .........
SERIAL lNTERHﬂGES
PRA 1189 1200+ | .. 56.45
PRAT209 Swift 91240
PRATTOS Swilt 24 ...

PRINTER STAHD
PRA1242 124D/Swifl /24 .

Illi'ﬂ PRICE: £304.33 +VAT=E£304.33

Ewvery Citizen printer from Slllca. comes complete with the Silica
Printer Starter Kit, including everything you need to get up and run-
ning with your new printer immediately, FREE OF CHARGE!

® 347 Dual Format Disk with Amiga & ST Printer Drivers

® 3% Disk with Drivers for Microsaff Windows 3

® 2 Meire Parallel Printer Cable

® 200 Sheets of High Ouality Continvous Paper

. B0

ORIGINAL H.I'EBEHS‘
RIB 3520 1200¢Ewift 9 Black ... 41

RIB 3924 1240/Swift 24 Black ... EA.7T0 | ® 200 Continuovs Address Labels on Tracior Feed E
RIB 3936 Swiht 9/24 Colour ....... £1563 | & 5 Continuous Envelopes on Tractor Feed
COLOUR K-'TE I you slready own a printer, and would like a Silica Prinlee NORAMAL ARP  §
PRATZIE Swilt 24 . . E365 § Starter Kit, you may order one frel; KIT S000) for the special £29 95
L ]

Silica price of £24 95 - £5 ofl RAP!

All prices include 'm:r -m:l Feu callvany,

MAIL EHDEH‘ 1-4 The Mm HatMﬂEL d Sldl:up. Kent, Dal4 dl:ﬁl{ 'hl I'.B‘I II! mm
Lirss Jpen: Mon-Sal 8.00am-50000 Filx

52 Tmlgnham If:d:-l.ll‘t Fh}al:l Lnrrd-nrr WiP BA ﬁl‘ 5?1 5Iﬂ
Won-5Sal 8.30am-S00%0 N Lale Might ﬂpﬂmn-g Fax Mo 0F-323 4757

aelfridges tm Ficor), Oxford Street, London, WiA 1#.3 Tel: lﬁm 1234

SILICA SYSTEMS OFFERS YOU

® FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK,
® TECHNICAL SUPPORT HELPLINE: Team of PC technical experis at your service.

Cpening Hours Man-Sal Bahmmm Latn Might; Tnunudu urfid Bpm
® PRICE MATCH: We normally match competitors on a *“Same product - Same price’’ basis. SIOCUP SHOP: 1-4 The Mews, Hgmgrfay- Hd Sidcup, ngn'[ DaT4 4[)}{ Tel: nm.mz B
® ESTABLISHED 12 YEARS: Proven track record in professional computer sales. Dpening Hours:  Man-Sal A 00am-5.300m igh: Fridiy until Fax No: 064308 0017

® £13M TURNOVER (with &0 staff): Solid and reliable with maintained growth.

® BUSINESS/EDUCATION/GOVERNMENT: Volume discounts avallable for large orders.

* SHOWROOMS: Demonstration and training fagilities al our Londen & Sidcup branches.
® THE FULL STOCK RANGE: Al of your PC requirements from one supplier,

® FREE CATALOGUES: Will be mailed to wou with offers and softwara/peripheral datails.
® PAYMENT: By cash, cheque and all major credit cards.

Befare you decide whan 1o buy your new printar, we suggast you think very carefully aboul WHERE you bury it
Consider what it will be like & few monthe alter you have made your purchasa, whan you may requine additional T mt i b AN et L R A 2 o o B i s
peripherals o soltwars, or soma technical help and advice. And, will the somparry you buy from contac you with

details af new products? Al Silica Systems, we ensure that you will have rathing 1o worry aboul. Silica Systems

is ane of the UKs eading mdependent computer dealers and provides a quadty BRrvics % usars &t homa, in education I """""""""""
and in business throughaut the nation. Silica have Dean established far over 12 years, and have an annual turmaver l

ol £13 milian. With our unrivalled exparionce and
exparlisa, wa can now clalm io meet our cuslomans SII 'CA

Silica Syﬂems Dept PSI%-1191-55 1-4 The Mews, e Mews, Hatherley Rd, Sidcup, Kent, DA14 40K

I
j  PLEASE SEND CITIZEN PRINTER INFORMATION | I

MriMrsiMs: ...

Initials: ...............

Surnama:

o (e e R S I

requiraments with an understanding which is second Tel (Homelk: Tel {Wark)
0 nona, But don'l just take aur ward for it. Complate
and refurn thie coupon Aok, far cur labasl Free
litatalure on the Citizen printar range and begin i

exparignce the “Silica Systems Sarvice'

—

Which computer(s), If any, 90 YU OWNT ........ovormmmmmriers s i s asssssssssonsesisssrennrrasssss E l
N I S N S S .
EAE . Advarlbved prices and ssecibcalions may changa -

Company Name [if applicable):

Pliied f#uin |he cospon for the liest inlormetos




VO HASTHEBESTPUBLIC DOMAIN LBRARY?

Hundreds of disks for both the Atari XL/XE and o arcoudl | CLPART COLLECTION oy |
the Atari ST but with a difference - every disk j T tteeno | f*
in the PAGE 6 LIBRARY is carefully selected iy - |

we don’t throw in everything just to make our A ___ N =
catalogue bigger.

Also PAGE 6 are the originators of THE CLIP s

ART COLLECTIONS - hundreds of quality im- ==
ages to include in your DTP creations :
CATALOGUES AVAILABLE FOR BOTH XL/XE —E1EE
and ST - PLEASE PHONE FOR YOUR COPY s]. ﬁ

WHO HAS THE BESTSELECTION OF ATARI BOOKS

We import books direct from the USA,
particularly COMPUTE! publishers of
the best books available for the XL/XE
and ST

A i
GHT

EiiLATOR

OUOYSSEY

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 reqgular offers on selected ST and XL/XE software

THE PAGE 6 ACCESSORY SHOP

P.O BOX 54, STAFFORD, ST16 1DR

Telephone 0785 213928 Ask for our FREE catalogues



