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Z O H I c  I  D I S K  ONLY
The Infocom classic and the adventure game that changed the way
all future adventures were written. The Great Underground Empire
of Zork is well documented by now and thousands of players have
become addicts graduating to Infocom's more diffi cult adventures.
Zork I is  the ideal introductory revel adventure for beginners or
those with a little experience. If you have never ventured under-
ground before now is the time to try, it 's  never been cheaper to
expand your universe! Classic original Infocom packaging with
excellent manual and a map.
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LOWEST EVER PRICE ROMS!
KABOOM
Challenge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time?
Or would you like to be the Mad Bomber and try to flatten
one of your friends? Lots of excitement for one or two
players in this addictive arcade game that won awards for
Best Audio and Visual Effects when it was first released.
Simple yet addictive.

ROM CARTRIDGE
OUR PRICE E2.95

MASTERTYPE
Now anyone can learn to type whilst playing a challenging
game. Mastertype was one of the original 'game based' typing
tutors which requires you to zap enemy words as they
approach from the four corners of the screen. But it not really
a game for, before you realise it, you will become quite
proficient on the keyboard as you progress through 18 les-
sons of increasing complexity.

ROM CARTRIDGE

FREE
with orders over E10

Yes a 1'9.95 Datasoft game absolutely FREE when you
spend over DO with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. I f  it comes to more thanfl O (excluding
postage) we'll enclose a copy of this Pacman type game
absolutely FREE i f you ask for it.*

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

OUR PRICE E2.95

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
Check out the review in issue 49. Paul Flixon found
this simple game to be quite addictive and at this
price can you afford not to become addictedl I ts 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 gat fully hooked.
DISK ONL Y  R e c o m m e n d e d  price 19.95
SUPER S P E CI AL JUST E1.99

MR ROBOT & HIS ROBOT FACTORY
One of the most lamous of platform games that has
you Jumping over fi re, running over breadmills  and
bombs, c limbing ladders, s liding down poles and
more with some great graphics. Master all 22 screens
If you can and then create your own for neverending
fun. This  is  what platform games are all about.
DISK O R R e c o m m e n d e d  price
CASSETTE 1 7 . 9 5  cassene19.95 disk
SUPER SPECIAL JUS T E1.99

ZAXXON
One of the all t ime classics for the Atari, Zaxxon set
new standards when fi rst issued and was copied
many times. Pilot your craft across the unique 3
dimens ional battlefi eld shooting enemy fuel tanks,
anti-aircraft tanks and missiles before launching off
through space for the ultimate conflict with a mighty
robot - few have got this fart Zaxxon, often copied,
never bettered and NEVER at this  Incredibly  low
price!
DISK OR R e c o m m e n d e d  price
CASSETTE f  7.95 cosAeuelf9.95 disk
SUPER S P E CI AL JUST E2.99

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

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928
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UK £10.00
Europe £15.00
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UK £2500
Europe £32.00
Elsewhere (sea) E32.00
Elsewhere (Air ) £42.002.
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B A , T  P A C K
Super scrolling fun

in the caves

SUBSCRIPTIONS
Annual subscription rates (6 issues)

Overseas rates reflect only the difference in  postal costs

NEW ATARI USER ON DISK
A disk containing all of the 8-bit programs
from each issue of NEW ATARI USER is
available either separately or on subcrip-
lion. Single price E2.95 per disk, Subscrip-
tion rates (6 issues)

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

SUBMISSIONS

PAGE 6 weicomes arid encourages its readers to
submit, articles. programs and reviews tar publi-
cation. Prog ram s m u st  b e  submit ted o n  d isk o r
cassette. articles should wherever possible be
submitted as text fi les on disk_ We seek to en-
courage your participation and do not have strict
rules for submissions. If something interests you,
write a program or article and submit 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 an the cover of
the issue concerned.

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

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

The next issue of
NEW ATARI USER

will be on sale 21st November
Editorial copy date is 14th October

C O N T E N T S

EDITORIAL
LETTERS
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THE CREDITS
All of the usual scull is on page 3 but here are
the people who made this issue possible.
Les Ellinghant battled on surviving the inquis i-
tion from the Tax Man whilst watching the post
build up on his desk try ing to assuage his feel-
ings of guilt at not reply ing to letters by convinc-
ing himself that getting the magazine out on time
is the most important consideration
Sandy s till managed to do the ads and other
things whilst coping with duff  disks and spend-
ing hours try ing 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 s till can't leave a good mess where site
finds it, all you have to do is unload a big order
in the corridor and next day its  gone but she is
running out of ideas on what to change so maybe
we'll he able to fi nd all those missing things
soont
The Regular Contributors, who provide the back-
bone of the magazine and can generally be relied
upon to come up with good articles and reviews.

John S Davison J o h n  Davison jr
John Sweeney P a u l  Rixon
Damon Howar th I a n  Firdayson
Peter Hickman T h e  Tipster

All other contributors for this issue are indi-
v idually  credited alongside their articles or pmg
rams. Thanks to ever bed f o r  sharing their en-
thusiasm with other Atari users.
The cover this time is a simple old screen shot of
BAT PACK by Bill Hal sall taken with an Olym-
pus OM1 ancla zoom telephoto lens set at
150mm using an exposure of 1/15 second at 14.Sounds impressive doesn't it? Basically I just
pointed the camera and pressed that little silver
hut Ion on top.
Following on from that compilation album I neccr
did get the ones mentioned (although Ann 0Dris
call peat k indly nearly bought a Michael O'Suil-
lebitain CD for me, thanks Ann) but I did pick up
one by Pierce Tamer which turned ow to be one
of  those brilliant, exciting discoveries Mai come
only once irk a while and which has been played
almost eisery day since( Also Mauro O'Connell
who was always good in De Darman and is still
good on her own. The most inspiring has to be
Runng whose new albwrk is as brilliant as ester
arid plays (IS I write this (about the fi lth time
today!). Others were Bill Staines, a master of
story telling song, Richk. Havens. Helen O'Hara
with a New Age album called Rortataza. quite
beautiful and featuring Robin Williamson, speak-
ing of whom I now have the first Incredible Siring
Band album to be Issued on CD along with Mike
Heron's fi rst solo. I  torts a bu worried that they
might sound dated, but none of U. Still the best
band that ever lined!
The next Issue of NEW ATARI USER could

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

PAGE 6  ihOWS la g what you can do with your Atari. N E W
A ntR 1  USER has always been created entirely with M ar i
equipment, initial(s on the U .  but MOTe lately with a ,Wega

and other stuff, who needs PC's or  M a c , With the
exception of Me fi nd output on a Linistron and the use of an
in.horise repro camera for  the photos and listings everything
is done on Me ST. liardWare includes a Mega ST2 (upgraded
to 4A10, SAt123 M onitor. Supra itik lb !la r d Disk. an Aran
laser Printer, C i te n  1241) printer, Philips CHRR.1.3 monitor.
130XE• ,U S S I disk drive, 810 disk drive,11.50 interface, NE C
NO2.1 printer. Principal' software used is Protext and E k e
Street Publisher t 0  D ille r  software int:tides Kermit, Tari•
Talk, Turbo Basic and various custom written programs on
the rt.,.X E . Articles omit programs submitted on X L
,
X E  d i s k s
are subjeaed to various custom written programs before
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editing is done with Protest and pages are Said ow with Fleet
Street Publisher. .4 disk with the finished pages as Postscript
files is sent to a typesetting bureau to be output on a Linotron
and, hey presto- finished pages are sent back exactly as s e t
tee the m  I t really dn., work! All that it left is to drop in the
linings and pboun_
Well. it's not quite as easy as That but you get the idea!

4 I s s u e  52 - New Moil User

T h i s  is our fi rst  issue on the 'fi rm sale' basis ment ioned in the las t  issue and
we hope t hat  things  work  out  as planned.  There are f ar fewer copies in the
shops so you mus t  get in there quick  and if  any of  your f riends miss  out  on a

copy tell t hem to order the miss ing copy f rom us and then either place an order with
the newsagent  or subscribe.
Lest you t hink  that  the past couple of  editorials have been a lit t le paranoid let me

ment ion a quite interes t ing passage f rom another magazine. Those who read the
credits wi l l  realise that  I am interested in folk  mus ic  and I have been tak ing a
magazine called Folk  Roots since it  started. Af ter a while it  disappeared f rom the
newsagents shelves, hav ing gone on fi rm sale. so I subscribed and have been enjoy ing
every issue since. Now Folk  Roots is a s imi lar size outfi t  to ourselves and the editorial
for the current  issue made very interest ing reading.  Let me quote a sect ion

'For a small publisher like ourselves, sale-or-return ought to mean that you're more
widely  available but  it 's a suic idal system; in reality  you have very lit t le control ouer
whether your expanded print  run gets to the right places for potent ial sales and you
end up print ing a lot of  waste paper. We've been on fi rm sale' wi t h the t rade since
not tong af ter we fi nally  went  on the news stands in 1985. That  does make it much
harder to pick up casual readers and build a bigger circulation, but  once you've
heard of  us. theoret ically  you can wa lk  into arty rtetvsag ents, order Folk Roots. and
get a regular copy. I say 'theoret ically ' because although ER.  is handled by one of
the main dis t ribut ion companies, a hard-pressed local wholesaler wil l  somet imes
invent any  k ind of  story rather than process a small order. The number of  times
we've been nutg up by anxious readers Who have been told art issue has riot been
published or. worse,  that  we've ceased publicat ion altogether, is  beyond belief."

And I didn' t  writ e a single word of  thatl So you see that  the problems are not  yet over,
You mus t  keep v igilant  and keep press ing the newsagents for a copy. Don' t  get fobbed
ofi l They can get i f  if they want .

SUBSCRIBE!
As always, I repeat  that  a subscript ion benefi ts us muc h more than a regular order
t hrough the news t rade and now is the best t ime to subscribe. inc redibly  the Post
Office have the gall to put  up t heir prices yet again and hav ing already absorbed two
price increases (not  to ment ion the scandalous 25a/o Increase on parcels last July ) we
cannot  cont inue the subscript ion rate at its present  ridiculous ly  low sum.  Subscrip-
t ions wil l increase f rom next  Issue but  i f  you get in now you can enjoy the old rates,
which offer you a considerable saving.

SUPPORT
You k now there are st ill one or two genuine folks support ing the Atari.  like Robert
Stuart  up in Scot land 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 qualit y  you can expect f rom them). Unfortunately  we have now reached
a s ituat ion where Atari owners  don't  t rus t  newcomers,  unders tandably  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, i f  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  support ing 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 fi nd t heir products  and service good write and tell us  so that  we can tell others,
likewise if  it's c rap tell us that  too. Above all don't  just  s it  there and let the support  of
y our machine die.

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
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ADVENTURERS

Fol lowing  t he rec ent  c lo-
sure of  The Adv ent urers
Club Ltd. ,  t hree of  the ori-
g inal  rev iewing t eam have
dec ided to f o rm a part ner-
s hip and to s t art  The
Adv ent ure & St rat egy  Club.

The c lub wi l l  c ont inue in a
s imi la r  s ty le,  qua l i t y  and
f ormat  as before,  but  wi l l  be
under  ent i re ly  new manage-
ment .  wi t h  no obl igat ions
t o it s  predecessor.  We wi l l
c ont inue t o produc e the Re-
ference Book  of  Adventure,
bu i l t  up f rom h i -mont h ly
packs of  new and updat ed
mat er ia l ,  and c ov ering a
wide range of  subjec ts  asso-
c iated wi t h  adv ent ure,
s t rategy  and role-play ing
games.  The Ref erenc e Book
I nc ludes  a news  sec t ion,
c omprehens iv e rev iews  of
al l  t ypes  of  adventure,
hint s ,  t ips .  s olut ions ,  maps ,
let t ers  and art ic les .
Members  wi l l  also have

f ree access to t he c lub's  hel-
pl ine.  by  ma i l  or by tele-
phone.  and t he oppor t un i t y
t o purchase a s elec t ion of
s of t ware at  dis c ount  prices .

The fi rs t  issue wi l l  be pub-
l is hed in Sept ember and
f ur t her  details  can be
obt ained f rom Hazel Mi l le r
at  t he address  below.

The Adv ent ure & St rat egy
Club.  17,  Sher idan Road,
London,  E 12 SQT

ANY STOCKISTS?

I am t ry ing t o c ompi le a f ul l
l is t  of  retailers  t hat  s tock
At ar i  8-bit  sof tware.  I f  your
readers  could send me de-
t ai ls  of  t heir  local dealer
wi t h  name,  address  and
t elephone number  and a
bas ic  idea as to what  sort  of
sof tware t hey  s tock  I wou ld
be mos t  grateful.
I k now t his  may  seem lik e

a s t range reques t  but  many
of  us do have local dealers
t hat  we can use regularly ,
but  ot her  users don' t  k now
of  t hem,  so all t hat  sof tware
is ly ing t here wi t h  only  one
or t wo people buy ing it .
Who k nows  i f  demand in
the High St reet  inc reases
t hen may be s of t ware c om-
panies  wi l l  t ake an int eres t
In t he At ar i  8-bit  again.

Jason L. Hibbert ,
84, Chequers  Close, Pontef-
ract, West  Yorkshire,  WF8
2TE

/ don't  k now what  sort of  re-
sponse you' ll have Jason. but
It Is a great idea to get
together a current list of  stock-
ists. Who knows  what  sort of
treasures are buried in shops
around the country. i f  you do
yet 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 rec ent ly
t he START but t on became
f ault y  and wi l l  not  work
wh i le  t ry ing to load a game.
Do you k now of  any ot her
bu t t on  I c ould use ins tead,
or  of  any ot her way  I  could
load a game wi t hou t  us ing
t he START but t on.

Dav id Corcoran,
Dubl in

Sorry. Dav id but  you'll need
that STAR'P button to boot
machine language tapes.
Quite often the problem can
be cured by c leaning the con-
tacts on the keyboard. You' ll
need to take the cover off  by
removing all the screws on the
bottom and then you'll fi nd
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. Now
carefi llly  clean both sides of
the contacts wi t h  some cotton
wool or a cotton wool stick
and refi t the cable by easing it
back into the socket. make
sure it is all the way  home
and then refi t the cover. Nine
times out of  ten you'll fi nd
that the problem wit h the
START key has been solved. I f
this doesn't  work  then your
only other option is Wcely to be
a new keyboard but these are
now quite hard to find.

US SOFTWARE

I jus t  fi nis hed reading Issue
51 o f  New At ar i  user and
not ic ed t he le t t er  f rom
Mark  Greenall.  The my s t ery
sof tware he is  look ing f or is
called Rac ing Des t ruc t ion
Set  produc ed by Elec t ronic
Arts .  I  k now because I own
a copy  of  the game.  I t  is
v ery  good but  now quit e
t ough t o fi nd.  I  have t he
addresses of  four places in
t he USA whic h s upport  t he
8-bi t  At ar i  as f ol lows

Amer ic an  Tec hnaVis ion
15338,  I nv ernes s  St reet
San Leandro,  Cal i f orn ia
94579
B & C Comput erVis ions
3257 Ki f er  Road.  Sant a
Clara,  Cal i f o rn ia  95051
San Jose Comput e r
1278 Alma Court ,  San
Jose, Cal i f orn ia  95112
Toad Comput ers
566 Ba l t imore  Annapol is
Blvd. ,  Sev erna Park.  MD
21146-3818

I k now t hat  Amer ic an
Tec hnal r is ion has Rac ing
Des t ruc t ion Set  f or 89.95.  I
hope t hat  t his  i n f o rma t i on
wi l l  be of  use t o Mark  and
y our  ot her  readers .
Also t el l  Mr  Ruebot t om

t hat  Dam Bus ters  was pro-
duced by Accolade Sof t ware
and d is t r ibut ed by US Gold.
I f  Mr Ruebot t om needs any
help wi t h  t he Golden Old-
ies. I  own copies  of  the
1984 and 1985 books  of
At ar i  s of t ware by Arrays
Inc.  The book  gives  t it les ,
des c r ipt ion and rat ings  for
mos t  of  the great  At ar i  sof t -
ware produc ed in t he 8-bit
heyday .

Prof .  Wi l l ie  C. Burns ide J r.
Chicago. I llinois



THE XF551
DISPELLING

THE MYTHS?
I own and use both 1050

and XF551 dish drives and
appreciate them both very
much,  however ,  the XF551
is clearly superior.  I n issue
49 I was appal led to read
the seemingly author i tati ve
letter  regarding the XF551.
As the XF551 al ready has a
much mal igned r eputati on
it was disturbing to see so
much wrong and misleading
i nfor mati on contr i buti ng
fur ther  damage to that
machi ne and the 8-bi t com-
muni ty  in general .
There are two significant

components of the X.F551;
the dr ive mechani sm and
the inter face ci rcui t board.
The dr ive mechani sm is a
360K,  2 sided,  40 track per
side, 3 0 0  RPM.  5,25" uni t,
whi ch is appar entl y of the
I BM standard type.  I t is
rated at 300 RPM and has
its own on board circui try,
whi ch I bel ieve controls
this speed, not  the microp-
rocessor on the inter face
board.  So changi ng the
ROM on the inter face will
not  affect the fixed speed of
the mechanism.
Of the r eputed 20551 in-

compatibi l i ties I  thi nk the
speed of the dr ive is an
over-emphasised issue.
There seems to be a lot of
worry about the 300 RPM in
terms of copy pr otected
disks. True there are pro-
tecti on schemes that check
the speed that sectors are
loaded but this would also
affect modi fied 810's and
1050s.  Anyway,  300  RPM is
onl y 4.9% faster than stan-
dard, whi ch is almost insig-
ni ficant.  I  only have two
disks in my enti re collec-
ti on whi ch won't load on
the XF551 and I am not
convi nced i t has anythi ng
to do wi th speed. There are
other  pecul iar i ties of the
machi ne whi ch may be the
cause of minor  i ncompati -
bi l i ty (i.e. di ffer ent opera-
ti on character istics and
microprocessor and the pre-
sence of a configur ati on
block).
Most people thi nk of a

drive as per forming two
basic functions; reading and
wr i ti ng information.  I n fact
i t per forms a thi rd distinct
functi on; formatting.  Con-
trary to what you may have
read, the XF551 does not
use the so cal led "timing
hole" for control l ing the
speed. The hole is more cor-
rectly called an "index hole"
and for  the most par t is
ignored in the XF551,  ex-
cept dur i ng formatting.  At
that  time its use appar entl y
relates to the location of
the beginning sector  of
each track (recall hard sec-
tor  floppy disks),
Dur i ng reading and wr i t-

ing. the index hole is
ignored.  Thi s can be simply
ver ified by XF551 owners
by cover ing the hole wi th
tape on a for matted disk.
Revol uti on speed remains
constant despi te the hole
being covered.  The XF551
can read and wri te on side 2
of a disk i f already format-
ted,  but can't format side 2
i f it can't see the index hole
when the disk is flipped.  I f
careful  not to scratch the
disk, you can use a hole
punch (twice) to provide the
extra index bole opening
thr ough both sides of the
black plastic jacket (but not
thr ough the physical  disk
inside). I f  you don't  know
what I mean,  check a recent
PAGE 6 disk whi ch has two
index hole openings,  the
XF551  can for mat those on
ei ther  side wi th no problem!
(I hope PAGE 6 will let
XF551  owners know where
to get them).
I have no exper ience wi th

the US doubler  so can't real-
ly comment  regarding i t's
double densi ty sector  skew
problems on the XF551.
However ,  i t occurs to me
that,  most probably no com-
mercial  software exists that
would use that format.  Any
disk you mi ght receive in
that  format is therefore un-
l ikely to be copy protected.
For  use on the 2 0
4
5 5 1  s i m -
ply ensure that the US
doubler  formats disks wi th
sector  skew off or else copy
to an XF551 sector  skew
for matted disk.
Replacing the 5.25" dr ive

mechani sm wi th a 3.5"
mechani sm on the XF551 is

not as simple a stated.  On
both mechanisms,  most
pins have the same assig-
ned functi on,  except for
pins 32 and 31,  On the
5,25" mechani sm they are
"Side one select" and its
"Ground return pin" respec-
tively,  but on the 3.5"
mechani sm they are
"Spare". The 5.25" mechan-
ism is 40 tracks per  side
but the 3.5" mechani sm is
80 tracks per side. The
XF551 inter face can onl y
handle 80 tracks total ,  to
handle the 3.5" mechanism
the inter face needs to be
modified.  Ther e have been
at least two di fferent mod-
ifications available in the
U.S.A for that purpose.
Appar entl y they require
changi ng the ROM and a 34
pin plug as well as the drive
mechanism.
Final ly,  let me just say

that the XF551 is an excel-
lent dr ive for  the serious
8-bi t enthusiast,  as is the
1050.  I  use Superdos 5.1
(qui te Dos 2,5 compatible
yet handles singlet enhan-
ced/  double and 2 sided de-
nsities in standard or fast
baud rate) which allows the
2CF551 to really fly. There's
been a lot of l ingering mis-
i nfor mati on spread about
the XF551 which has hur t
all 8-bi t users. I  hope the
XF551  "haters" are happy
now that i t is no longer
manufactur ed and nor  will
any other  8-bi t dr ive be. I
wish I  had the foresight to
purchase several  while they
were stil l  available.

John Stecyk,
Hawthorn.  Aus t ralia

Many  thanks  for you com-
ments. John.  Most  of  the
image problems of  the XF55 I
stem f rom Atari's  (usual) lack
of  documentation and expla-
nat ion of  the work ings  of  the
drive. The 1050jus t  came out
of  the box. was  plugged in
and, wi t h  a quick look at 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 k now enough to fi nd
theseieutures.  For the begin-
ner an advanced disk  drive
wit h in d o c u m e n t  a-

lion is a nightmare.
The only point  which I would

take issue wit h is the question
of  the drive speed and its
effect on copy protection. The
speed dif ference is not 'insig-
nifi cant ' on certain software.
The lIK company Databy te de-
veloped one of  the most
sophist icated copy protection
techniques some years ago for
the word processor Super-
script. Now this was  a great
program but i f  your 1050 or
810 was  running just s light ly
out o f  speed (by 3 or more
rpm) then it wouldn' t  load - a
real pain. Databy te subse-
quent ly  int roduced this copy
protect ion on their own games
so there are a number of  com-
merc ial programs that  certain-
ly won' t  run at 300 rpm.
Another problem is the my th
of  having to fl ip disks, There
is absolutely  no need to go to
the lengths of  cutting notches
and index holes, i f  the drive is
properly  confi gured it wi l l
automat ically  writ e to both
sides of  the disk.
The 20'551 is  a good drive,

perhaps  more so for those
who unders tand their sys-
tems fully .  Beginners  might
not fi nd it so easy to use all of
the features but  that is only
because its lacks documenta-
tion. i f  you fi nd one, buy  it
anyway ,  you won' t  go_fizr
wrong.

TAPE PROBLEMS
I own a 130XE and XC12
tape recorder.  When I saved
a program in LI STed format
so that I  could combi ne i t
wi th other  programs I tr ied
to load i t wi th ENTER ''C:"
but i t would not load the
program. I t gave the error
143 but the cables are good
and proper ly connected.
Could you HELP?

E. Manni ng
Nievw-DiJk. Holland

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

AP
S o ,  here we are in the dos ing mont hs  of 1991 - some

twelve years af ter the Atari 400 fi rst  emerged onto the
c omput ing scene, and almost  nine years after the fi rst

edit ion of  PAGE 6! Few micros,  and even fewer computer
magazines have survived as long. Probably  none can c laim to
have commanded such an enthus ias t ic  following.
A recent report  on the 1991 Atari Shareholder's  meet ing by

Atari Interface Magaz ine reveals that  the XE is s t ill in produc-
t ion. I t  is current ly  selling in South America.  Eas tern Europe
and the Middle East. I n the States, the 8-bit  Atari is s t ill
supported by a small number of commerc ial organisat ions,
such as Reevesoft - publishers  of the Diamond GOS system
reviewed in NAU #44 - and a nat ionwide network  of  user
groups.  Here in the UK there cont inues to be a t rick le of new
sof tware releases f rom the budget  houses of Zeppelin,  Hi  Tec
and others. However,  the majorit y  of programs current ly  avail-
able originate f rom those 'good or days' of  the last decade-
many  hav ing re-emerged at dras t ically  reduced prices.
Gralin Internat ional,  who have close ties wit h the Bourne-

mout h and Poole User Group,  oiler many  such 'oldies' in t heir
catalogues. Recently.  they  announced the availabilit y  of APX
software in a series of spec ially -bundled collect ions. Newer
Atarians  may  not  recognise the abbrev iat ion APX, but  it  was
once a key component  of  Atari's Stateside sof tware support .
The letters stood for Atari Program Exchange and the concept
was an at tempt  to involve users in support ing their own
machines.  The basic idea was that  if  someone ;Tote a piece of
sof tware 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 inc lus ion In the APX
catalogue, whic h was itself  widely dis t ributed to other Atari
owners.  By  keeping costs to a mi n i mu m - s imple packaging,
's tandard'  user manuals  (luxurious  by modern standards!) and
wit hout  spending hours  of  testing and development  t ime -Atari
could market  APX software at a muc h lower price t han was
otherwise viable. The only  catch was that  Atari would not
guarantee the programs  in any way - they were offered on an
'is as' bas is  wit h copious disc laimers  accompany ing the manu-
als! Buy ing software f rom APX was a gamble but  it  could
somet imes pay off, Some programs became so popular that
they were subsequent ly  released into the regular Atari l ine-up
- authors  had the incent ive of  a share of  annual prize money
wort h a hundred thousand dollars!
What  sort  of  programs were found in the APX? The answer is,

s imply.  almos t  any  and every k ind!  There were games. ut ilit ies .
educat ional programs,  •music and specialist  applicat ions.  Let's
take a closer look at some of the best entertainment  t it les
released by the APX.
E A S T E R N  F R O N T  1 9 4 1  \vas writ t en by Chris  Crawford (of
De Re Atari fame) and published by APX in 1982.  It 's a
s imulat ion of  Operat ion Barbarossa,  the German invas ion of
Russia during World War II. The game is relat ively complex
and re-creates the condit ions  of  the campaign inc luding ter-
rain.  seasons and the various types of milit ary  unit s  involved.
Each ' t urn'  covers one week in his tory  in whic h the player
mus t  asses the strategic inf ormat ion displayed and decide on
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some early user written
software now available again
reviewed by Paul Rixon

the movement  orders  for his troops. The smooth mult i -way
scrolling graphics were considered innovat ive at the t ime of
release and this  helped Eastern Front  earn the respect of many
war-game fanatics. i t  was later marketed as a full-priced pack-
age and is probably  the bes t -known war-game to date.
P HO B O S  is the lit t le k nown sequel to Caverns Of  Mars. a
'classic' vert ical scroller that  admit t edly  appears rat her poor by
today's s tandards  but  was once thought  to be rat her good!
Phobos runs  along s imilar lines to its  predecessor - the task is
to manage a space craft rapidly  descending t hrough a series of
increas ingly  hazardous caverns. You mus t  dodge enemy mis-
siles, obtain k id  for when it 's needed later and carefully
negot iate the winding passages. There are f our sk ill opt ions.
and a max imum sixteen levels of  defence. The game is addic-
tive, and the graphics aren't  too bad at all!
Q U A R X O N  earned aut hor Scott Ludwig of  Hawaii fi rst  prize
in the aut umn 1982 APX contest. The plot  sets you in cont rol
of a laser-equipped spaceship bat t ling to save your planet  f rom
an enemy attack. The screen is split  vert ically  into two por-
t ions - one for each player.  A central barrier separates two
oppos ing space craft,  and a nicely  shaded border defends a
line of  Droids on either side. The object ive is to fi re your laser
through randomly  occurring openings in the barrier to break
the protect ive shield and destroy your opponent 's  Drolds_ Of
course, the enemy - who may be human or s ilicon - is  deter-
mined to do the same to you! Cons idering the age of  Quarxon,
the graphics  and sound are a lot  bet ter than you would expect!

Clearly,  the qualit y  of APX software dif fers enormous ly  f rom
one program to another - the games ment ioned above are the
best amongs t  those I received f rom Gralin,  but  the omiss ion of
a t it le shouldn' t  be regarded as a negat ive indicat ion.  Next
issue we wil l cont inue to explore the APX, wi t h a focus on
ut ilit ies  and applicat ions.

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

HOW TO OBTAIN APX SOFTWARE
The APX sof tware featured above was  supplied by Grat in Inter-
nat ional,  11 Shillit o Road. Parks torte. Poole, Dorset  BH12 2BN.
The exact composit iort of  cassette and disk  collections is suMect
to change and full details  of  current at tailability  mid prices
should be sought f rom Grafin. •
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TIGER DEVELOPMENTS
present an exciting new range of 8-bil software

ATTENTION ALL XLIXE OWNERS
The first issue of the N E W  monthly magazine

A T A R I  E X C E L  is out now, and contains programs,
tutorials in Basic and Machine Code, reviews, adicles,new
software and much, much more, all for Atari XL'XE only!!

A T A R I  E X C E L  I S S UE  1 (Oct. 911 E 1 _00
Thr e e  i s s ue  s ubs c r i pt i on E 3 . 0 0
A T A R I  E X C E L  + E X C E L  B O N U S  DI S K
(Oct. 91 - contains programs from ihe mag plus E 4 . 5  0
lots of bonuses!)
Thr e e  i s s ue  s ubs c r i pt i on E l  3.00
E X C E L  B O N U S  DI S K O N L Y  (Oct, 91) E 4 . 0 0
Thr e e  i s s ue  s ubs c r i pt i on E 1 1 _ 0 0

Issues 1 - 5 of the old EXCEL DISK MAGAZINE
are still available at 0  each or Ell) for all 5 issues!

DISKS STILL AVAILABLE AT E7.99 EACH
DRAG - SOGON- DREDIS - OBLITROID - ZADOR -

TECHNO NINJA* - TOBOT & BROS
- -CULTIVATION & CHROMATICS - ZEBU LAND'

• e nnancad d e n sity arise  raq u ire d i'

TAPES STILL AVAILABLE AT £2.99 EACH
AMNESIA - COLORFONT - TILE TROUBLE -

XAGON & SPACEBALL - TRIAD & XEVIOUS -
GALACTIC CHASE & SMUSH

All from:
ROBERT STUART, 21 STRONSAY WAY, BROOMLANDS,

IRVINE, STRATHCLYDE, KA1 1 1HZ, SCOTLAND
l L  E A  S E  P I C P T E  C H A N G E
-  C 7 P  
A D D R E S S ! !

Please m ake all c he que s 1
3
0
.
s  p a y a b l e  
t o  
R o b e r t  
S t u a r
t

Overseas add £1 pos ta ge
,

ag

MISSION ZIRCON
Battle through t ida l waves. jungles, the living  caves and kille r strawberries in  th is 6
level shoot 'em up featuring animated scenery, a weapons shop for buying extra lire
power and smooth horizontal scro lling CASSETTE/DISK £4.99

PROGRAMMER'S WORKSHOP VOLUME 1
vo lum • 1 features u t ilit ies tor designing and storing backdrops for games using the
minimum of memory. Th is can be used fo r sing le 'fixed screens o r large Scro lling
areas, As an example about 100 five co lour 160 x 160 screens can be stored in  less
than 10k!

COMING SOON
DISK ONL Y  £3.99

TARKUS AND THE CRYSTAL OF FEAR
PROGRAMMER'S WORKSHOP VOLUME 2

Send cheques Posta l Orders to
TIGER DEVELOPMENTS, 26 MENZIES AVENUE, WALMER, DEAL, KENT CT14 70Z

Ch iarse as p le ase  ad d  E l  p o stag e

8:16is the alternative Atari newsletter,
released quarterly by the

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

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

Atari enthusiasts.
Subscription rates:

UK - E4,80; Europe -
m o oRest of the world - E9 (sea), E16 (air)

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

Free Turbo BASIC & DOS 2.5 with subscription

GRALIN INTERNATIONAL
11 Shillito Road, Parkstone, Poole, Dorset BIT 12 2BN

8bit Hard Dr ive  Interface E 9 9 . 9 5
The K-P-I Hard Drive interface will allow you to connect a 20MB SCSI
drive (not supplied) to your Atari XL/XE computer. I t  comes complete
with the MyDOS disk operating system and can also be used with
SparuiDOS. To  complete the system you will need to purchase a PSU
(63watts minimum) and cables. XE users also require the XE Adaptor
board. For information sheet please send SSAE.
Hard Drive Interface 199.95 XE Adaptor Board  E .1 5 .0 0

A P X  Collect ions
Cassette f 4 . 0 0 e a
Set #I:Text Formatter Set #5:Extended
(Forms); Sound W S  FN: Banner
Editor; Decision G e n e r a t o r ;  Instedit;
Maker; T: Text U l t i m a t e  Renumber
Display; Chameleon U t i l i t y ;  Dsembler
CRT Terminal S e t  #7:Avalanche;
Emulator A t t a n k ! ;  Space Trek;
Set #2:Mugwomp; S a l m o n  Run
Babel; Block 'ern; S e t  #8:Player Piano;
Phobos T e r r y ;  Space Chase;
Set #3:Typo Attack; M a g i c  Melody Box
Counter; Memory S e t  #10:Seven Card
Match; Morse Code S t u d ;  Bumper Pool;
Tutor M a n k a l a ;  Quarxon
Set ft:Quarxon; S e t  #11:Dog Daze;
Solitaire: Pro D i c e  Poker; Tack
Bowling; Codecracker Trek; Codecracker

ST Xformer Interface £ 1 9 . 9 5
Atari 8bit emulator for Atari ST complete with
cable for connection of 8bit disk drive, thus
allowing you to boot those protected disks.

I C D  Products
We still have a limited quantity
of the following items in stock.
Action! Toolkit only  £ 1 5 . 9 9
MAC/65 + Toolkit  £ 4 1 . 9 9
Printer Connection  £ 3 1 . 4 9
P;R: Connection f 4 4  95
SpartaDOS Con. Set

+ US Doubler .........
SpartaDOS X £ 4 1 . 9 9
US Doubler  £ 1 5 . 7 9

Memory Upgrades
1-4MBytes for 800XL, 65XE or
130XE (please specify model).
Requires RAM chips  f 4 9 • 9 5
256KByte upgrade for 800XL.
130XE compatible. Requires
RAM chips £ 2 4 . 9 5

New Software
LDS 'C:' Emulator (Cass to

Disk backup) £ 6 . 9 5
LDS Freezer XL/XE (dump

memory to disk) £ 6 . 9 5
6502 MC-Monitor (D) .E12.95
Action! Tooldisk  E 9 . 9 5
Digidrum 11  E 5 . 9 9

New Games Software
Disk - £9.95 /  Cass - f 6.95
Gigablast /  Barkonid /  Plots
Disk Only Games Software

Kross  £ 4 . 9 5
Scaremonger V2.5 0 . 9 5
Invasion E 6 . 9 5
Player's Dream I  £ 6 . 9 5
Lighttraces E 6 . 9 5
Mad Marbles £ 4 . 9 5
Glaggs  £ 6 . 9 5
Taipei XL/XE £ 6 . 9 5
Rubber Ball  £ 9 . 9 5

Disk 0 3 . 0 0 e a
Set #1:Preschool
Games; Counter;
Mathematic -Tac-Toe,
Magic Melody Box
Set 42:Developers
Disk; Dsembler;
Family Cash Flow;
BUS
Set #3:BASIC Utility;
Instedit; Enhancement
To Graph-It; Word
Processing Combo
Set #4:Wizards Gold;
Downhill; Meltdown;
Blackjack Casino
Set #5:Keyboard
Organ; Player Piano;
Graphic Sound Demo;
Insomnia
Set #6:Blackjack
Tutor, Ultimate
Renumber Utility;
Block 'em: Phobos

Print Shop £ 3 4 . 9 5
PS Graphics 1 &  3  E 3 . 5 0 e a
Timewise  £ 3 . 5 0
Cut & Paste £ 5 3 0
Visicalc £ 7 9 9
Flight Simulator II  £ 1 4 . 9 5
Super Pacman (ROM only) .L9.95
Newsroom E 1 2 . 4 9
DOS XE + Manual  E 1 2 . 5 0
Lightspeed C 0 9 . 9 5
Forth (D + book) £ 2 4 . 9 5
Graphics Transformer E l  9.95
Magniprint 11+ £ 1 9 . 9 5
Scanalyzer £ 2 2 . 9 5
Atari Light Pen £ 2 5 . 0 0
Light Gun  £ 2 9 . 9 5
MicrorAIrt XL Kit  £ 1 7 . 5 0
Come and meet us at AMS5

9th November, 1991
Bingley Hall, Stafford

80 Column OS Chip
with Wordprocessor &
comms software  £ 2 2 . 9 5

RAMROD XL OS board
with OSNXL ............  0 4 . 9 5

Blank OS board  £ 1 4 . 9 5
S c ot t  A d a m s  A d v e n t u r e s
Graphic 1-6 Set  E 1 9 . 9 5
Text 1-12 Set £ 1 4 . 9 5

Atari  ST Software
Geography Tutor £ 1 9 . 9 5
Mugshot!  0 . 9 5

NEW ANTIC software and
magazines available.

P & P  C h a r g e s
i1.50 for orders under £50
Oversea extra.
Cheques/P0s/IMOs payable to
Gralin International.
SSAE for latest catalogue.
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F e a t u r e

EIGH
OF H
OR, THE WAY IT MIGHT HAVE BEEN
Ed Hall  charts the

history of  personal
computers as it  relates
to Atari.
Pure Science Fiction?
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parallel universe, a goofy concept involv ing the crea-
t ion of a new world every t ime someone sneezes, or

chooses Pepsi instead of  Coke. Thus ,  somewhere there is an
Earth where dinosaurs  are st ill running around,  and John F.
Kennedy was not  assassinated. and I am typing out  this  art ic le
on my t rus ty  8-bit  Syzygy.
The soap opera world of  personal c omput ing 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 Bus hnell founded Atari,  the name he

wanted to use for his company  was "Syzy*t . " but  it  had
already been c laimed by a Calif ornia roofi ng company.  (Whew!)
"Atari" 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  fi gured it  was a case of  hire h im
or call the cops.
The k id'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 of f  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  relat ionship wit h Atari did not  end there. Whenever he
needed help, whet her in the form of  parts, personnel.  or
advice, he often went  to Atari fi rst.
Atari at this  t ime was manuf ac t uring arcade games, and

riding the crest of the phenomenal success of Pong. Nolan
Bushnell had turned a $500 investment  in 1972 into earnings
of $3 mi l l ion the following year. An unconvent ional man.  an
engineer fi lled wit h the ent repreneurial spirit ,  he was k nown
around Silicon Valley as King Pong. He often held brains t orm-
ing sessions in a hot  t ub ins talled in Atari's  engineering build-
ing. I n those days new ideas and concepts were Bushnell's
stock in trade. for wit hin a year of POng'S release compet it ion
had already become fierce. The v ideogame indus t ry ,  and then
the personal computer indust ry ,  were so new.  so volat ile,  t hat
companies  balanced on a knife-edge between bank rupt cy  and
fantast ic riches. I t  was an indus t ry  made for someone as
merc urial and eccentric as Nolan Bushnell.  I n Steve Jobs he
seemed to recognize a k indred spirit .  Once, when Jobs was on
the verge of  being fi red, it  was Bushnell who stepped in and
rescued him.  I f  you don't  want  him, " he said, "I  do,"
Even in a company  as unconvent ional as Atari.  Jobs stood

out  as an oddity .  In the two year-period he worked there, he
took t ime out  for primal scream therapy and visits to a com-
mune called the All-One Farm.  He returned f rom a pilgrimage
to India wit h his  head shaved and wearing saffron robes. He
became a f ruit arian.  following a diet to reduce the format ion of
bodily  mucus.  It was  a regime whic h he believed made bathing
unnecessary.
Jobs's arrogance quick ly  alienated himself  f rom his  co-work-

ers at  Atari.  and to keep the peace he was re-assigned to work
at night .  Somet imes  he'd bring along his buddy  Steve Wozniak .
who played games for free on the assembly line.
One day Bushnell came up wit h a new idea for a game and

challenged Jobs to bui ld it. For  the next  few nights,  when Woz
showed up to play  games. Jobs got h im to work  on the design
while he himself  did the wire-wrapping.  The game, called
"Breakout .
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enduring classic whose most recent  incarnat ion is "Arkariold.
- Bushnell offered Woz a Job. but  Woz was already happily
employed at Hewlet t -Packard.  Like Jobs, he was a college



drop-out  and electronics junk ie.  but  his  real love was compu-
ters. This  interest  became supercharged in January  1975
when the fi rst  personal computer.  the Altair.  became available.
It was a k it  needing hours  of careful soldering to assemble. I t
came wit h less t han 1K of memory:  inf ormat ion had to be
entered us ing a row of toggle switches: and its display  consis-
ted of  a row of fl ashing lights. Yet wi t h in a mont h the t iny
company  selling the k its  was deluged wit h 4000 orders.
Woz began building a computer of his own design, us ing parts

scavenged f rom Atari and Hewlet t -Packard.  Though he was
doing it  for fun.  Jobs t hought  it  might  have commerc ial possi-
bilit ies.  Others  were sceptical because Woz had decided to go
wit h a brand-new microprocessor,  the 6502.  s ince it was
s ignifi cant ly  cheaper t han the Intel 8080,  whic h was used in
the Alt air and other early machines.
In fact. it  t urned out  to be one of  many inspired choices made

by the two St eves. The 6502 family  of  chips became a s talwart
of the personal computer indust ry ,  showing up not  only  in the
Apple II. but  also Commodore's  V1C-20 and 64, and Atari's
own SOO/XL/NE line.
Undeterred by naysayers, Jobs convinced Woz to f orm a

company  whic h would produce and sell the boards that  Woz
had designed. The name they decided upon - Apple Computer,
Inc. - refl ected Jobs's f ruit arian leanings.  I t  also put  t hem
ahead of  Atari in the phone book.
It wasn't  the fi rst t ime the two had joined together in a

business venture.  Back  in 1972.  when Jobs was st ill in high
school. they had built  and hawked another Woz design - blue
boxes - devices used to t rick  the phone company  into allowing
free long-dis tance calls. This  t ime the business was legit imate.
though s t ill a s ideline. Neit her of them planned on giv ing up
their day t ime employment  at Atari and Hewlet t -Packard.

BACK TO THE GARAGE
Jobs immediately  began rec ruit ing people front Atari to help

bring out  the new computer.  Ron Wayne become the t hird
part ner in Apple Computer.  Inc.: he designed the fi rst com-
pany logo and worked on the technical manual.  Howard Can-
t in (who had laid out  the original Pong board) did the schema-
tics. Later,  another rec ruit  was Rod Holt ,  who left Atari and
became a key Apple engineer.
Work ing out of  the Jobs's family  garage. the t iny  company

produced a small quant it y  of Apple I's. By today's s tandards.  it
wasn't  muc h of  a computer.  I t  had no case, no keyboard.  and
no power supply.  I t  was s imply  a c ircuit  board whose display
out put  was limited to black -and-white.  Jobs and Woz hoped to
make a modest  profi t ,  and were astounded when they received
a 825.000 order.  Jobs scrambled to raise enough credit  to fi ll
the order.
It was a heady, excit ing,  nerve wrac k ing t ime. Jobs t hrew all

his  energy into the company  while Woz was busy mak ing
improvements  to his  original design. Topping the list was the
capabilit y  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 fi rst ever personal computer festival. But
bringing out  the Apple II involved a s ignifi cant  escalat ion of
risk. Firs t  of  it was going to be a complete unit  (case, keyboard,
power supply) whic h meant  a s ignifi cant ly  higher produc t ion
cost.
Secondly, new companies and new computers  were popping

up as people scented the money  that  could be made. Mos t  of
the early  companies  of fering personal computers  had hobbyis t
origins.  They  began nervous ly  look ing over their shoulders,
ant ic ipat ing the arrival of  established companies  like Tandy

and Texas Ins t ruments ,  agains t  whom they felt it  would be
Impossible to compete.
All three Apple partners  felt the pressure. Ron Wayne got cold

Feet and backed out  of  the company.  Woz offered his  new
machine.  the Apple II. to Hewlet t -Packard,  but  his  employers
politely declined. Even Jobs was ready to sell. He offered the
Apple II to Commodore.  but  they thought  the price was too
steep. He also offered it  to Atari.  but  made the mis take of
put t ing his bare feet on the desk of  company president .  Joe
Keenan, and was immediately  ordered out  of the office. At  the
t ime Atari was stretched too t hin 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 cont rolling interest  to Warner Com-
municat ions .

ENTER THE TWO MIKES
Bushnell did however give Jobs a t ip that  eventually  brought

Mik e Mark k ula and Mike Scott to Apple Computer.  Together
the two Mikes supplied something t.he two Steves did not  have
- experience in running a company  - and it  was the fi nal
component  necessary to make Apple Comput er a success.
The Apple II was  int roduced in 1977 (the same year as the

Commodore PET and the Radio Shack TRS-80 Model I) and
became an ins tant  success. By  1980 Apple was the indus t ry
leader with sales of  8117 mill ion.  over 1000 employees, and
several new computers  under development .  When Apple fi nally
went  public  that  year. its market  value became greater than
that  of Ford Motor Company .  and Steve Jobs was suddenly
worth $264 mill ion.
But  as important  as 1980 was in the fairy-tale story of  Apple,

the prev ious year was perhaps  even more s ignifi cant ,  for in
1979 Steve Jobs swung a deal wit h Xerox, whic h gained hint
admit tance to the Palo Alto Research Cent re (PARC), a sort  of
ivory tower of the computer world.  into which Xerox  had
pumped 8100 mil l ion towards  long-term research. There Jobs
and others f rom Apple discovered Smallt alk .  a v isually
oriented programming language designed by computer v is ion-
ary Alan Kay. Smallt alk  used windows ,  icons, pul l -down
menus ,  and a mouse.  Jobs was so impressed he incorporated
all of  these features into the Lisa and the Mac intosh.  both of
whic h were already under development  at Apple. Though
Xerox used s imilar features in its  own computer,  the Star, it
was not  a success when it  debuted in 1981.  It took the Mac.
whic h came out  three years later,  to popularize these features.
Eventually  a graphics-based operat ing system us ing the de-
sktop metaphor would be imitated not  only  by Atari and
Commodore,  but  also by IBM.
The Mac intosh became a personal c rusade for Jobs, and

opened a deep rif t  in the company.  He drove the Mac team
ex t raordinarily  hard and demanded total c ommit ment  f rom
them. He wanted people st ill imbued wit h the hacker spirit .
people wil l ing to go the l imit  to produce an "insanely  great"
product .  a computer which would "make a dent  in the uni-
verse." He didn' t  want  the bureaucrats  and t radit ional en-
gineers who had fouled up the Apple i l l  and the Lisa. He
wanted renegades, people who got t hings  right  t hrough sheer
brilliance,  not  by  endless meet ings and commit tee-work .  Con-
sequent ly  (to screen out. people v:rith the "wrong stuff ') job
Interviews were rather strange. "I  low many  t imes  have you
dropped acid?" and 'When did you lose your v irginity?" were
two s tandard questions. The fi nal test involved play ing a game
of  Defender with Burrel l  Smith,  a self -taught  engineer who was
des igning the main c ircuit  board for the Mac intosh.  I f  you
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didn't  play  a hot  game of 1)efender, you weren't  likely  to fi t  in.
Jobs was s t ill v is it ing Atari in the early 1980s.  even though

Nolan Bushnell was no longer around.  Every  few months  he
would show up to have lunch wit h Alan Kay in Atari's  execu-
tive dining room. Kay had fi nally  t ired of  PARC and joined Atari
as its chief  scientist. There he was  urged to bui ld "fantasy
amplifi ers . " One of  the projects he was work ing on was an
"interact ive movie game": another was an encyclopedia in a
Smallt alk  type env ironment .
Finally ,  in 1984,  wi t h Atari on the skids, Jobs fi nally  convin-

ced Kay to join Apple. Kay immediately  earned Jobs*s displea-
sure by wri t ing a memo which compared the Mac intosh to a
Honda wit h a one-quart  gas tank.
The following year was Jobs's last at Apple.  The disappoint ing

sales of  the Mac intosh t hrew the company  into upheaval,  and
Jobs was fi nally  ousted by another man he had hired,  the man
f rom Pepsi. J ohn Sculley.
One can't  help wondering how good a game of  Defender John

Sculley plays.

IBM BUYS ATARI!
At ari  not only  started a whole new indus t ry  in 1972, it  helped

launc h a revolut ion.  Firs t  of  all, Atari's  video games subt ly
altered the relat ionship between people and their television
sets by changing people's roles f rom a passive one to an active
one. Then,  by  infi lt rat ing so many  homes  (there was a
v ideogame in 17% of  American households  by 19821. it  pre-
pared the way for a far more import ant  device, the personal
computer.

If the personal c omput er was revolut ionary .  then IBM came to
symbolize all that  was  being rebelled against .  "Personal" com-
puters  were designed by people who wanted their own
machines,  elect ronic  hippies  who didn' t  want  to genufl ect
before drones in white lab coats to get computer t ime. For
them,  I BM was the enemy - rich,  powerful and conservat ive - a
company  of  blue-suited clones. I BM was the Es tablishment
and its produc t  was impersonal computers.
In t heir early years companies  like Apple and Atari could not

have been farther in spirit  f rom IBM. One day when Apple was
ready ing for a v is it  f rom Bank  of America officials, Mik e Scott
had to get a programmer to quick ly  expunge the low-score
message 'Pure Shit " f rom the Apple version of  Breakout.  And
at Atari,  when a v is it ing rep f rom Sears viewed a program he
found bizarre and wondered aloud what  drugs  the des igner
had been on, someone stepped forward wit h a lighted joint  to
show him.

But  the wild and woolly  days began to change as corporate
America took not ice of  the money  these fi rms were generat ing.
Warner Communicat ions ,  a huge entert ainment  conglomerate
wit h holdings  in the i l lm and record indus t ry ,  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
compet it ion and Atari may  not  have surv ived wit hout  the
back ing of its parent  company.  But  in 1979 Warner's  pat ience
paid of f  when Space Invaders arrived f rom Japan arid touched
off a worldwide v ideogame craze.
By then Nolan Bus hnell was gone. He had hung around as

c hairman for a couple of years af ter Warner took over, but  his
Interest faded quick ly .  Early  in 1979 his  pos it ion was fi lled by
Ray Kassar, one of the fi rst of  a new breed of  executives to
arrive in the upper echelons of the personal computer indus -
try. Unl ik e Scott and Mark k ula at Apple.  he had no prior
knowledge of, experience with,  or interest in computers .  His
background was not  in engineering,  but  in text iles - underwear
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and rugs. to be precise. He cut out  t ub part ies.  c ranked up
security and established dress codes. ' 'Market ing" became the
new batt le cry.
The year that  Kassar took over as c hairman of  Atari was

s ignifi cant  not  only  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 subt le infl uence upon Woz and the
Apple 11, v ideogames 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 v ideogame unit ,  t he
VCS (Video Comput er System). wit h Steve Mayer and Joe
Decuir being princ ipal designers of both systems.
Powered by the same microprocessor as the Apple II. the Atari

computers  used addit ional cus tom chips which made t hem
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, t he game which showcased the Atari's  advanced
graphics  so well that  many  people bought  the c omput er just  to
play the game.
In addit ion to t heir game-play ing ability ,  the design of  these

new computers  reflected Atari's  mentalit y  in another way. Woz
had given the Apple II eight slots which were specifically
designed to make it  easy to hook up addit ional c ircuit  boards.
The Atari computers  on the other hand were basically  closed
systems. hav ing only  a few slots intended for memory  expan-
sion. The Apple ll's design at t racted numerous  companies
whic h became rich mak ing peripherals  and add-ons.  The
availabilit y  of  such items played an import ant  role in ex tending
the life of  the Apple II. and was jus t  another element  in the
synergy of  success which the Apple II enjoyed.
Despite this  shortcoming.  Atari's  computers  init ially  sold well

and soon carved out  a respectable share of  the home market .
Nevertheless it was  VCS sales which accounted for the major
port ion of Atari's revenues. In 1980 Apple produc ts  may  have
been selling like crazy IS117 mil l ion in sales), but  Atari's
volume of business was even gleater (5415 million).  In 6
mont hs  Warner stock shot up 35%. Soon Atari was account ing
for well over half  of Warner's  operat ing profi t,  inc luding many
t imes more t han its record and fi lm div is ions.

THE $2 BILLION
TURNOVER!

But  even as Atari reaped fantast ic  profi ts.  it  was  already
sowing seeds which would cont ribute to its  own downfall.  Firs t
of all,  success made the new Atari over-confi dent :  it  was
mak ing so muc h money  ($2 bil l ion in sales in 1982) that  it
came to believe it  t horoughly  unders tood the home computer
and v ideogame marketplace.  In fact, no one did.  I t  was a t ime
when a new company  like Osborne Comput er could go f rom
mul t i -mi l l ion dollar sales one year to bank rupt c y  the next.
Even larger companies  like Apple and Atari weren' t  imper-

v ious to fi nanc ial t rouble,  as they were soon to discover. One
reason was s imply  a factor of their explosive growth - they
became increas ingly  bureaucrat ic  and had t rouble react ing
quick ly  enough to the rapidly  changing demands  of  the mar-
ketplace. However,  both Apple and Atari were generat ing so
muc h revenue that  they had a larger margin of error t han
smaller companies.  Apple II sales carried the company  t hrough



the t win debacles of Apple III and the Lisa, as well as the long
development  period of the Mac intosh,  At  Atari,  t he company
cont inued to reap vast profi ts  despite its backward policy
toward sof tware a  policy direct ly  at t ributable to Ray Kassar's
ignorance of the produc t  he was selling. For the new Atari.
computers  and v ideogames were s imply  another consumer
produc t  whose success was primari ly  dependant. upon mar-
ket ing.

EXIT PROGRAMMERS
Atari had decided that  the f ormula for success was in buy ing

the rights  to games like PacMan, whic h had already proved
successful in the arcades, or spinoffs f rom movies like " E l
—and "Raiders  of the Lost Ark." Atari spent mil l ions  acquiring
such rights ,  t hen fiercely protected t hem through lawsuits .
Consequent ly  Atari downplayed the importance of  its prog-

rammers .  Af ter all,  it  was market ing,  not  programming,  whic h
had brought  in the money.  At  a t ime when other companies
were t reat ing their programmers  like rock stars and pay ing
t hem sizeable sums  in royalt ies,  Atari refused to acknowledge
their names and in many  cases, as wit h Star Raiders, paid no
royalt ies at all.  When some of  them complained.  Kassar
c laimed they were no more import ant  t han designers of  towels.
As a result .  Atari lost a number of gifted programmers .  who left
to start. up fi rms  like Act iAs ion and !magic.  companies  whose
sof tware sales soon began to bite into Atari's  profi ts. I n 1980,
Act iv is ion's fi rst  year of business, the company  grossed nearly
870 mill ion.
Kassar also t ried to keep the work ings  of  Atari's new compu-

ters a closely guarded secret. To him,  such a decis ion made
sense in a highly  compet it ive market .  This  decision, however.
was c learly  a 'mistake in the home computer market ,  whic h
had a t radit ion of  openness and sharing.  More important ly ,  it
s imply  retarded the development  of  software for Atari compu-
ters, and in one case, so angered a bri l l iant  programmer
named John Harris .  t hat  he refused to sell Atari his  state-
of -the-art  game "Jawbreaker. "
Despite the impressive growth of  the home computer market ,

corporate America was s low to take seriously the fl edgling
Indust ry .  Af ter all,  it  had not  been validated by IBM. But  the
spirall ing profi ts of  fi rms like Apple and Atari were blood in the
water for the corporate lev iathan.  Soon a Big Blue t in began to
circ le the ups tart  fi rms  of Silicon Valley.

BIG BLUE APPROACHES
When IBM fi nally  decided to get into personal computers .

they fi rst cons idered buy ing a fi rm already in the market ,  t hus
leapf rogging the costly delays involved in developing a compu-
ter f rom scratch. The group that  was  put  together to explore
this  opt ion recommended that  IBM buy  out  Atari.  The proposal
was brought  to a dead halt ,  however,  because IBM chairman,
Frank  Carey, wanted only  "the best," and according to the
advice he was given, that  meant  Apple,  not  Atari.  Since Apple
was sure to resist a take-over at tempt.  IBM's  only  alternat ive
was  to bring out  t heir own personal computer.  They  did so in
1981, af ter a development  period of  only a year.
It was an amaz ing feat for a company  as elephant ine as IBM.

Perhaps equally  remarkable was the open architec ture that  it
employed,  mak ing it  closer in spirit  to the Apple II t han the
Atari 800.  Such openness was dis t inc t ly  un-I BM like,
While the PC was under development,  I BM approached Bil l

Gates. anot her computer whizk id and co-founder of Microsoft.
At the t ime Gates was work ing on a vers ion of  Microsoft  Basic
for the Atari 400/ 800.  and had a meet ing wit h Ray Kassar
scheduled the next day. Hurr iedly  Gates cancelled that  meet-
ing so that  he could receive IBM. Before any discuss ion could
begin, however.  Gates was obliged to sign a document  whic h
pledged his  secrecy on mat ters  relat ing to IBM.  but  gave I BM
free use of  any secrets Gates himself  might  inadvertent ly
reveal. Despite this  lops ided agreement .  the meet ing turned
out to be a very profi table one for Gates, as it  ult imately  led to
his  company's  development  of  MS DOS.  the operat ing system
for IBM's new PC.

COMMODORE
BUYS APPLE!

success story of  Jack Tramiel,  f ounder of Commodore
Business Machines,  is even more remarkable t han that  of
Steve Jobs. Born in Poland in 1928,  he spent  a major  port ion
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 surv ivor,  and this  experience toughened h im for
surv ival in the business world,  and especially  in the personal
c omput er market ,  where the pressure can be brutal.  Michael
Tomczyk. a former Tramiel aid, observed that  work ing at Com-
modore,  or any other computer company  in those days, was
like being in a real-life videoganae game - one slip, one false
move, and you're dead. At Apple,  Steve Jobs f requent ly  wept.
while Tramiel,  whose personal bat t le cry became, "Bus iness  is
war, " was once phys ically  attacked by an employee who broke
under the strain.
Apart  f rom the dif ference in t heir ages and backgrounds .

there are many  interes t ing s imilarit ies  between Jack Tramiel
and Steve Jobs, Both are equipped wit h powerful personalit ies,
both employ  conf rontat ion as a management  tool.  and both are
able to infuse in others  their own compell ing vision of  the
future.  So powerful was this  in Jobs that  co-workers  at Apple
called h im "the realit y -dis tort ion fi eld.
- A t  C o m m o d o r e ,  
T r a m i e l
preached a brand of  hard-nosed bus iness that  became k nown
as 'The Religion. " Though his  rule was paternalis t ic  and auto-
cratic, he was able to ins t ill great loyalty  among his top
workers.
Af ter coming to America.  Tramiel s tarted a t ypewrit er repair

shop and soon branched out  into adding machines.  When the
fi rst microprocessors  were developed in the early  1970s by
Intel and Texas ins t ruments  for use in calculators,  it  seemed a
nat ural produc t  for his  company  to get into.  Commodore began
selling a line of  calculators based on a Texas Ins t ruments  chip.
When Texas Ins t ruments  itself  entered the market  wi t h its own
calculators,  it  c rushed mos t  of its compet itors  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 rooftops. there
are now huge flocks of them, some much larger

than others. A few villagers have stayed awake till
dawn and followed the flocks of bats as they return
home for the daylight hours and have discovered that
they return to a large cave just up on the mountainside
jus t outside town.

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 evilforces 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 wa tch  the bats 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 terr ibing 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 you.,

PLAYING THE GAME
Up to 4 players  can play in turns ,  one screen at a t ime,  us ing

a joyst ick 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 min imum number  of bats you wish to remove by

mov ing the joyst ick f orwards / bac k wards  and press ing the but -
ton when the desired fi gure displays, This  determines  the
number  of points you score per bat  which is 10 t imes this
fi gure for grey bats and 30 t imes  this  for red bats. You mus t
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 t ime you

make contact  wit h the blood, a sword,  or a vampire when you
are not  prepared to k ill it.
To remove a grey hat  pick  up a cage ("C" wil l appear) then

catch one. To k ill a Vampire move direct ly  over the box of
matches to pick 3 up ("M" wil l  display unt i l  you have none left).
Next make contact wit h a candle to light  it  up and reveal the
daggers. Pick up a dagger ("D" wil l  display) and s tab a red bat
while the light  is s t ill on. Note that you cannot  hold a dagger
and a cage at  the same t ime.  To pick  up items move your
play ing fi gure direct ly  over them- The same applies to catching
bats.
The number of bats you need to dispose of  will be displayed

and wil l  reduce each t ime you catch one. When you have
disposed of  the min imum number this  fi gure wil l be zero and
the exit space "x" wil l  appear in one of  the rooms. You can exit
the screen when you wish by mov ing direct ly  over the "x". Play
then passes to the next player.
The bats increase in speed the furl her you go. The game

finishes when all players have lost t heir lives.

1



E l  1  R E M
AC 2  R E M  *
RO 3  R E M  *
I I I  4  R E M  *
EC 5  R E M  *

BAT  P A C K

6 9
B i l l  H a l s a l l

OF  6  R E M  *  N E W  A T A R I  U S E R  -  O C T .  1 9 9 1  *
ED 7  R E M
AY 1 0  R E M
NA 1 4  R E M

M AKER  -  B A S E D  O N  H E N S A V E •
BY N I C K  H I G G S

BK I S  R E M

PD  2 0  D I M  L I N E S C I 6 ) . A $ C 0 1 9 2 ) : L I N E = 9 9 0 : C N T
=
-
4
0
:
T
R
A
P  
1
0
0
:
G
0
S
U
B  
2
0
0

I M  3 8  A S ( I ) = " 0 " : A S ( 0 1 9 2 ) = " 0 " : A S ( 2 ) = 4 5
PG 4 0  L I N E = I I N E 1
,
1 0 : C N T = C A T 4 . 4
8 : R E A D  
L I N E
S ,

C H KSU M :?  • G M BI G M EC E L I N E  " ; I I N E
I N  5 0  C H K = U S R C 1 5 3 6 , A D R ( I I N E S ) , A D R ( A S ) + C M T

O r  6 0  G O S U B  3 0 0 : G O T O  4 8

VI I  1 0 0  I E  P E E K C 1 9 5 ) 0 6  T H E N  ?  "E R R O R  " ; P E
E K C 1 9 5 1 ;C H A S ( Z 5 3 ) :E N D

AL  1 1 0  '  "W O R KE D  O k A Y " : T R A P  1 0 0
RX 1 2 0  ?  " C D ) I S K  O R  C l / A P E " : G O S U B  1 8 0 : I F

K=6 8  T H E N  1 4 0

AK 1 3 0  ?  " R E A D Y  C A S S E T T E  A N D  P R E S S  R E T U R N
" : O P E N  U 1 . 8 , 1 2 0 , " C : " : G 0 T O  1 6 0

KV 1 4 0  ?  " R E A D Y  D I S K  A N D  P R E S S  R E T U R N  ":G O
SUB 1 8 0 : I F  K < > 1 5 5  T H E N  1 4 0

J I  I S O  O P E N  U 1 , 8 , 0 , " D : B A T P A C K , O B J "
X0  1 6 e  U 1 ; A S ( I , 4 4 0 0 ) : C L O S E  U l : E N D
i l l  1 0 8  C L O S E  t l i : O P E N  U 1 , 4 , 0 , " K : " : G E T  U 1 , K

:C L O S E  U l : R E T U R N
MO 2 0 8  F O R  A = 1 5 3 6  T O  1 6 5 0 : R E A D  D : P O K E  A . D

:N E X T  A :R E T U R N

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

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

TYPING IT IN
Cassette 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 dues
,lions accordingly to create a boot tape or binary disk file.
Cassette users should load the boot tape created by firstly

removing 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 f rom memory after saving
and running it as above by typing NEW and pressing RE-
TURN. Next, 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.-

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

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

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

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

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

0 , 9 6

V I  3 0 0  D I N E = P E E K ( 1 8 4 ) * 2 5 6 4 p E E K ( 1 8 3 )
RV 3 1 0  I f  I I N E O D I N E  T H E N  ?  " M O M  " ; S T R S (

L I M E )  ; "  a g a l l g E a r : E N D
0 7  3 2 0  I F  C H K S U M O C H K  T H E N  " E R R O R  I N  D A

T A A T  L I N E  " ; S T R S ( I I N E ) : E N D
Z E 3 3 0  R E T U R N
OG 1 0 0 0  D A T A  0 8 2 3 0 8 2 0 2 7 2 0 0 9 0 0 0 6 2 F 0 2 0 9 3 C 6 D

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

RE 1 8 1 8  D A T A  0 0 0 0 0 0 0 8 0 0 0 0 0 0 0 E 0 3 0 0 0 3 0 0 0 0 0 0
e e r c u e c o r e e e e 0 0 e e 8 e r e 3 e e e 3 e e e e e e e c e r e r
3 7 3 F 0 0 0 0 0 0 C 0 C 0 C 0 7 0 E U E E F F E F F 0 0 O
3
3 5 6 2

TB 1 0 2 0  DATA c e e e e e r c r e F c 4 c o c e c e e e e c e c e F e
E C E E F F F 7 3 F 0 0 0 C 3 C F C E C E C 7 C E 0 3 F U E 0 3 0 8 0 0 0 8

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

4
4
5
5
4
4
5
5
0
0
5
5
4
5
5
5
4
5
5
5
4
5
5
4
0
0
0
2
0
4
1
2
5
2
0
A
4
j
5

9 2 A2 0 0 0 0 6 0 4 0 1 1 4 4 0 0 AAAAAAA2 A2 0 2 0 , 4 1 0 0
10
,  
1
8
4
0  
D
A
T
A  
0
0
0
0
0
0
A
A
E
2
0
0
0
0
0
0
8
0
0
0
0
0
E
E
F
E
E
5

F AF AF 0 F E E F F C E F D D L E E E E E E F F E E 7 F 5 E 7 F 7 E 7 E F
E F 3 F E 7 D 7 7 7 F 7 E 7 E F E E F E BE BBAE O BAE . 9 5 4 0

UN 1 0 5 8  D A T A  BBAE AAF F BO E F 8 O E F BO E F AA0 0 0 0 0 0
e e e e 3 3 8 c 3 3 e 0 e e D 5 t i e 4 e e e e e e e c o c e c e c e c e c
8 C 0 C 0 C 6 C 1 5 0 4 0 4 8 4 0 0 0 0 4 4 1 1 4 4 8 0 0 0
#
2 0 0 0

PE 1 0 6 0  D A T A  0 0 0 0 0 0 4 4 1 1 0 0 0 0 0 0 0 0 0 0 0 0 4 4 1 1 4 4
0 0 0 0 0 0 0 0 0 8 4 4 1 1 4 4 1 0 0 0 0 0 0 0 0 0 4 4 1 1 4 4 1 1 0 0 0 0
0 0 0 0 4 4 1 1 4 4 1 1 4 4 1 0 0 0 0 0 4 4 1 1 4 4 1 1 4 4 , 1 0 6 V

M I  1 0 7 0  D A T A  1 1 0 4 0 0 4 4 1 . 1 4 4 1 1 4 4 1 1 4 4 1 0 0 0 0 0 0 0
0 0 0 0 0 0 4 4 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 0 0 0 0 0 0 0 0 0 0 0 0

continued r-w

by Bill Halsall

We are pleased to welcome back Bill Halsall who has writ t en
many  excellent games ibr  us in the past. Bil l is st ill keen to
tackle new games but  his  main problem Is a lack of t deas f or
game plots. This  one was  suggested by af r iend of  his daughter
who was  heavily  into the fi lm The Lost Boys.
Me r e  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
writ ing a few more games for you.? Take a look at Bars  previous
games and see I f  you can come up wit h a plot or two. Send your
ideas to PAGE 6 at the normal address, mak ing sure they are
clearly marked for Bill Halsall and we wil l  send them on, Who
knows, one day your game plot might  appear as a brand new
list ing in New Atari User!
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4 4 1 1 8 0 6 0 0 0 0 0 6 8 1 6 4 4 1 1 0 8 0 0 0 0 0 8 0 0 , 6 4 8

H s 1 8 8 0  D A T A  1 1 4 4 1 1 0 8 0 6 0 0 1 0 4 4 1 1 4 4 1 1 8
0 0 0 0 41 1 4 4 1 1 4 4 1 1 0 0 1 0 4 4 1 1 4 4 1 1 4 4 1 1 4 4 1 1 4 4 1 1 4

4 1 14 4 1 1 4 4 1 1 4 4 1 I F F F F F C 3 C 0 0 0 0 0 0 f f 8 8 , 2 3 3 7
LO 1 8 9 0  D A T A  0 0 0 0 0 0 0 0 C O 3 O F F 3 0 C 0 0 0 6 0 1 C 3 E 1 D

7 F 5 C 0 0 0 0 0 0 1 c 3 E 8 C 7 F 1 0 0 0 0 0 0 0 1 C 2 A I D 7 F
5
C
0 0

0 0 0 0 1 C 2 A s C 7 F 1 D 0 0 0 0 0 0 1 C 3 f I c i e l c , 2 2 2 1

J i  1 1 0 0  D A T A  1 C 0 0 0 0 1 C 1 E 1 D 7 F 5 C 0 0 0 0 0 0 1 C 3 E 1 C
1 D 1 D 1 C 8 8 0 0 1 C 3 E 5 C 7 F 1 D 0 0 0 8 8 0 0 0 0 0 1 D 4 1 4 8 1 D
1 4 1 8 0 0 0 0 5 C 4 1 0 1 / C 1 4 6 4 0 0 0 8 1 0 4 1 4 0 , i
5 0 4AM 1 1 1 0  D A T A  1 C 1 4 1 0 8 0 0 8 5 C 4 1 0 1 1 C 1 4 0 4 0 0 0 0 1 D
0 0 8 8 0 8 0 8 1 8 0 0 0 0 1 0 4 1 4 8 3 C 2 E 6 2 0 0 0 0 1 C 8 0 0
8 0 80 0 0 C 0 8 0 0 5 C 4 1 0 1 1 E 3 A7 3 2 2 2 1 3 4 0 0 3 8 , 1 2 3 2

R f  1 1 2 0  D A T A  2 1 2 3 2 6 0 0 0 0 8 0 2 2 7 9 8 0 2 2 6 9 6 C 6 C 0 0
2 8 6 1 6 C 7 3 6 1 6 C 6 C 0 0 6 6 6 F 7 2 0 0 2 E 6 5 7 7 8 0 2 1 7 4 6 1
7 2 6 9 0 0 3 5 7 3 6 5 7 2 8 0 0 0 0 0 0 0 A 9 0 6 8 D 2 f , 3
0 9 2UL 1 1 3 8  D A T A  0 2 A9 3 0 8 D 0 7 D 4 A2 0 0 6 D 2 1 1 2 0 9 0 8 0 3 4
8 0 2 8 2 1 9 D 0 0 3 5 A 9 0 0 9 0 1 0 3 1 E 8 D O E C A 9 8 2
8
D I D D
8

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

4 8 7 2 05 C E 4 4 9 C 0 8 0 0 E D 4 4 2 0 7 6 D 3 6 2 7 1 0 1 8 3 3 , 5 1 6 1
mf 1 1 5 0  D A T A  C 0 1 0 F 7 5 8 0 6 1 4 0 0 0 0 0 4 1 C 0 0 2 6 4 8 4 8

4 / 0 0 8 0 1 8 D 0 4 9 3 4 8 0 0 9
,
D 4 6 8 4 0 3 0 4 2 0 0 1 1 4 2
4
3 2 2

9 0 1 0 4 4 0 1 3 A 4 4 0 1 3 6 4 4 0 1 3 C 4 4 0 1 3 D 4 4 ,
3 4 6 0GM 1 1 6 0  D A T A  0 1 1 E 4 4 0 1 3 F 4 4 6 1 4 0 4 4 0 1 4 1 4 4 0 1 4 2
4 4 8 1 4 3 4 4 0 1 4 4 4 4 0 1 4 5 4 4 0 1 4 6 4 4 0 1 4 7 4 4 0 1 4 8
4 40 1 4 9 4 4 8 1 4 A4 4 0 1 4 6 4 4 8 1 4 C 4 4 8 1 4 D 4 4 , 2 2 1 6

T F  1 1 7 0  D A T A  8 1 4 E 4 4 8 1 4 F 4 4 0 1 5 0 4 4 0 1 5 1 4 1 E A
2 2 2 0 8 6 2 4 2 0 8 D 2 E 2 0 C C 2 ( 2 0 E 9 2 E 4 9 0 0 8 0 0 0 0 2

4 9 2 28 D 8 1 0 2 4 C 6 2 E 4 A 9 3 7 8 5 C C A 9 0 6 8 5 C O A 0 ,
4 4 7 7EC 1 1 8 0  D A T A  0 0 4 9 2 E 9 1 C B C 6 0 0 F 9 E 6 C C A 5 C C C

9 6 8 D e E r A 5 1 3 8 8 5 C C A 0 L I A D O A D 2 2 9 0 7 1 8 6 9 1 E
9 1
C
0
C
8

c D E C O O T I A 2 0 4 E 6 c c A 5 . 0 0 A 0 1 3 9 1 C 0 C 8 ,
2
0
3 7

TM 1 1 9 0  D A T A  C O E C O O F 9 C AD O F 0 E 6 C C A0 1 4 AD O AD 2
2 9 0 7 1 8 6 9 2 6 9 1 C 8 C 8 C O E C D 8 f 1 E 6 C C A5 C C C 9
6 8
D
0

C 2 A9 8 8 8 5 6 0 1 1 2 0 0 6 6 C 6 8 6 C 0 6 0 9 4 2 4 8 5 , 7 5 2 2
OC 1 2 0 0  D A T A  c c 3 8 E 8 0 1 8 5 C I 4 D 0 0 0 2 3 8 E 5 P 3 8 / 0 F 8

6 9 2 / A 8 A 9 0 0 9 1 c 8 / 1 c D c 8 9 I C O 9 I C D c e r 9 1 c 8
9 1
c D
c a ' I C 8 9 1 c D E 8 E 0 0 0 0 0 0 1 c 6 B O A 5 8 0 0 0 , 7 6 2 6

DV  1 2 1 0  D A T A  C 5 4 9 2 E A 2 0 0 9 D 0 0 3 7 E 8 D 0 F A A 1 8 8 5
8 0 0 2 0 0 AD O AD 2 2 9 0 3 1 8 6 5 8 0 1 .0 5 0 3 3 4 D 0 4 D 2 2 9 8
74 8 8 9 9 4 2 4 9 D 6 6 3 3 E 8 A5 8 0 1 8 6 9 1 0 8 5 8 0 , 5 4 7 5

ER 1 2 2 0  D A T A  C 9 E 0 0 0 0 0 A2 0 6 6 D 6 0 4 1 0 5 C C 1 0 6 9 8 5
8 5 C ED D 5 8 4 3 8 5 C 1 1 8 5 C D A0 0 0 2 8 5 7 2 4 C O O C D 0 f 9 E6
C C C 6 C E A 0 0 0 2 0 5 7 2 4 4 0 0 4 2 0 5 7 2 4 E 8 E 0 , 6 0
7 4MR 1 2 3 0  D A T A  8 D D 0 0 3 2 0 6 6 2 4 6 0 4 9 1 8 9 I C 0 9 1 C D C 8
4 5
,
1 9
9 1
C
O
V 1
C
D
C
8 6
0 A
2 0
0 A
D
0 A
D
2 2
9 0
7 F
0
F
9 3
8 7
D

5 0 3 3 8 5 C 1 8 9 D 4 ( 3 1 4 D 0 AD 2 2 9 0 3 F 0 F 9 1 8 .6 0 4
7KM 1 2 4 0  D A T A  7 0 6 0 3 3 9 0 8 D 3 1 8 5 C C 4 8 0 0 0 9 4 1 9 1 C 1 5
r 0 r 0 0 D 0 0 P 5 6 0 3 8 3 E 4 4 4 6 5 0 5 6 5 C 6 2 4 2 0 0 4 9 5 7 9 D
7 0 3 1 6 8 E 0 4 8 0 0 f 8 4 2 0 0 4 0 3 8 1 8 9 / 4 4 3 3 , 5 8 4 0

GK 1 2 5 0  D A T A  C 0 0 O 5 8 0 0 F 7 6 0 A5 6 1 0 5 0 2 F O O F A5 1 1 6
3 8 E / 1 3 4 2 4 5 9 0 F 4 2 2 C AC AC 4 1 0 F 8 8 5 6 3 0 5 0 4 F 0 1 2
4 0 0 0 4 6 8 7 8 D 3 9 3 3 9 9 F 5 2 2 E 8 C 8 C 8 C 8 C O 3 7 8 6 7

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

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

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

MK 1 2 9 8  D A T A  2 5 E 6 8 6 2 0 6 1 2 5 A 5 6 8 F 0 0 3 C 6 0 6 6 0 E 6
6 1 2 0 8 4 2 5 6 0 0 0 A0 8 0 2 5 D 0 2 6 A0 8 3 2 5 1 8 6 5 8 5 4 AA0
0 0 0 0 1 3 8 2 1 9 9 3 C 3 2 8 D r 0 7 1 9 / 0 c 3 2 E 8 c 8 , 6 0
4 4
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Z61 1 3 8 0  D A T A  C 0 0 8 D 0 E E A5 8 5 4 9 6 0 0 5 8 5 4 9 8 1 8 D 6 8
2 5 6 0 0 0 4 5 0 7 0 5 C C A5 6 6 8 5 C O 2 0 D L 2 5 A2 0 0 8 6 0 0 6 5
B/ C 9 2 E f 8 1 5 4 4 C 9 0 C F 0 1 0 1 8 6 9 0 1 4 4 4 6 , 5
8 4 10 5  1 1 1 8  D A T A  4 4 C

.
5 0 2 F 0 0 6 E 8 L 0
0 4 D 0 E 8 6 0 ( 6
,
0 8 6 0

A0 0 0 6 1 C 6 8 5 1 3 9 C 8 1 3 1 C 6 6 5 BAE6 C C 8 8 1 3 1 C 1 5 8 5 1 1 6 C 8
BI C B8 5 1 5 C 6 D AD O AD 2 8 5 C 0 8 5 6 0 0 D O AD 2 , 7 4 9 5

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

MK 1 3 3 0  D A T A  3 1 4 9 3 4 8 5 8 F 9 D 2 6 3 1 2 0 4 2 2 6 E 8 E 6 1 0
D O E 4 6 8 0 0 A5 BE O 5 C C A5 BD 8 5 C O A5 BF A0 0 0 1 8 9 1 C O
C 8 6 9 0 1 9 1 C 0 8 8 E 6 C C 1 0 6 4 0 1 9 1 C 6 6 9 0 1 , 6 0 5 0

OX 1 3 4 0  D A T A  C 8 9 1 C 8 6 0 4 2 1 F A D 8 4 2 6 4 / 0 1 8 0 8 4
2 6 D O O A D D 4 0 2 0 9 P A O 1 S C A I O F 7 6 0 6 0 6 6 2 0 9 D A

0 3 5
C A
1 8 F 7 6 8 0 0 4 9 0 0 8 5 8 8 8 0 3 0 3 1 F 8 1 D C / 0 1 ,
5 5 1 2JO 1 3 5 8  D A T A  F e l 2 C 9 0 2 F 0 0 7 4 5 8 9 0 5 8 0 D 0 1 . 6 6

0 4 5 8 4 0 5 B C D O O F 6 0 4 5 8 8 8 5 B C 0 8 0 8 6 0 A 5 8 9 0 5 0 A D
0 0 16 0 E 6 0 0 6 0 4 0 0 0 8 4 8 8 8 9 8 9 0 8 0 8 0 6 C 8 C O 3 6 1 0 4

JC 1 3 6 8  D A T A  0 4 D 8 F 6 6 6 r 6 1 5 8 6 0 A5 8 D 8 5 C 0 4 5 0 ( 8 5
C C A9 0 0 4 8 9 1 C 8 C 8 9 1 C 6 E 6 C C 9 1 C 8 8 8 9 1 C 6 6 0 8 D E 1
3 1 8 5 8 0 1 5 0 1 0 3 1 0 5 0 E 4 C e 7 2 6 A5 C 0 0 5 C 8 , 7
4
1 1

YM 1 3 7 0  D A T A  A5 C 1 8 5 C C 2 O D E 2 5 2 0 8 5 2 6 4 5 8 0 D 6 1 D
2 0 0 F 2 6 4 5 C 0 8 5 1 1 D 9 D E3 3 1 4 5 C 1 8 5 8 E9 D 1 0 3 1 1 3 D 2 0
3 1 8 5 8 F 2 6 4 2 2 6 2 0 0 0 2 7 6 0 A D 0 A 9 2 2 9 0 3 , 5 5
5 60 6  1 3 8 0  D A T A  D D 3 0 3 1 F 0 F 6 9 D 1 0 3 1 6 8 AE 4 1 2 6 6 0 2 0
3 1 F 8 5 0 1 1 D E3 3 1 8 5 C 0 6 D 1 0 1 1 0 5 C 1 0 0 3 8 3 1 F O O C C 9
8 1 F 0 1 6 C 5 0 2 f 0 2 E C 9 0 3 F 0 1 C 8 0 1 0 3 1 3 8 , 5 6 6 4

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

TO 1 4 0 0  D A T A  2 6 C A1 0 4 AAD 7 A2 E 8 D 7 1 1 2 E 6 0 8 0 4 0 3 1
2 9 0 2 F 0 4 8 8 0 E 3 3 1 8 5 C 8 8 0 1 0 3 1 8 5 cC E 6 C C E 6 C C E 6
c e 2 0 D E 2 5 2 0 6 5 2 6 4 5 0 8 D e e c 4 0 0 4 D 2 2 9 , 6 0 4 5
,I J  1 4 1 0  D A T A  0 3 D 0 0 5 A1 .0 1 9 D 3 0 3 1 8 D 1 8 3 1 8 5 C C C 8
C C C 6 C C C 6 C C 2 O D E2 5 2 0 0 5 2 6 A5 8 8 0 0 0 C AD 9 4 0 2 2 9
10 3 D 0 0 5 4 9 0 0 9 D 3 0 3 1 6 0 AD 8 AD 2 2 / 0 7 D 0 , 5 3 6 6

Op 1 4 2 0  D A T A  0 8 1 8 AD 0 4 D 2 2 9 0 1 6 9 0 2 9 D 3 0 3 1 6 0 A2
0 0 6 0 2 8 2 8 8 8 C c / 0 4 0 3 1 4 1 0 0 8 5 c 0 9 D 5 8 3 1 Ac O AD 2
8 L C 8 C 9 2 5 0 0 F 7 E 6 C C D 1 C BC 6 C C C 9 0 0 0 0 , 5 8 6 5

L e  1 4 3 8  D A T A  E 9 9 0 4 c 3 1 4 9 A F 9 L C 0 C 4 1 0 D 3 A 2 2 7
0 0 3 4 2 8 5
1
0 C O 3
5 C A
1 0 F
7 6 0
3 8 3
E 4 4
4 4 5
0 5 6
5 C 6
2 3 E

4 4 5 0 5 c 3 c 3 c 0 0 0 0 0 8 8 0 0 0 0 0 3 C 3 C 3 C 3 C , 4 8 2 1
ZW 1 4 4 8  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 3 C 3 C 3 C 3 C 8 0 0 0 0 0 0 0

0 0 0 0 3 c 3 c 3 C 3 C 0 0 0 0 0 0 0 0 0 0 0 0 3 C 3 c 4 2 0 0 8 6 c 2 4 6
c 2 3 0 1 C 8 D 5 0 3 1 C 1 1 0 0 F 0 1 6 C 9 0 1 F 0 5 7 M 3 0 5 6

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

5 1 > 2 9 4 9 1 3 9 9 1 c0 C 8 C C A5 C C D D 2 8 2 8 F 0 0 4 , 6 0 9 1
De  1 4 6 0  D A T A  4 9 0 0 / 1 C B F E 5 8 3 1 4 c 7 0 2 8 2 0 5 0 2 9 4 9

0 4 3 1 C 8 1 L 5 0 3 1 4 C 7 0 2 8 2 0 5 0 2 9 4 9 8 8 4 4 C 8 4 9 0 1 9 0
5 0 3 1 4 C 7 8 2 8 2 0 5 0 2 9 0 0 4 0 3 1 D D 2 8 2 8 F 0 , 8 2 2 8

G I  1 4 7 0  D A T A  0 4 A9 6 C 9 I C O F E 4 0 3 1 E 6 C C B1 C O D O O A
4 9 3 8 9 1 c1 5 F E 8 0 3 1 4 C 7 5 2 8 3 8 E 9 0 4 4 0 4 4 4 AC 9 0 6 F 0
. 3 4 C 3 9 2 9 A 1 1 1 8 1 1 C 8 A E 4 1 2 6 8 D 2 0 3 1 c 5
1
, 6 0 2 7

WO 1 4 8 0  D A T A  3 4 0 0 1 / 6 D E 3 3 1 8 5 C 6 8 0 1 0 3 1 8 5 c c 2 0
0 E2 5 4 0 0 3 1 3 9 1 3 9 0 0 c9 8 8 F 0 0 9 0 0 1 0 F 6 C 4 1 - AD D 4 C 7 0
2 8 4 9 0 4 5
1
D 2 0 3 1 8
5 8 F 6 0 E 3
3 1 8 5 8 D
B D 1 0 , 6 1
1 4

Um 1 4 9 0  D A T A  3 1 8 5 1 3 E 2 0 4 2 2 6 4 C 1 9 2 9 4 6 C 2 D E 4 0 3 1
8 D 4 6 3 1 0 0 2 0 2 8 F 0 0 F 8 5 C C 6 D 4 C 3 1 8 5 C 8 4 9 0 0 4 8 9 1
C 0 4 C 3 8 2 5 4 9 0 0 9 D 5 8 3 1 4 C 7 8 2 8 A6 C 2 6 0 , 5 3 3 4

UR 1 5 0 0  D A T A  4 c 3 1 8 5 C 0 0 0 4 0 3 1 8 5 c c A 0 0 0 6 0 A L 8 F
2 9 2 0 f 6 2 5 0 1 5 8 0 9 D 6 8 3 1 8 5 C 8 A5 0 L 5 v7 6 3 1 0 5 C C AS
3 0 1 1 0 0 0 9 1 C 8 c 8 4 9 3 1 9 1 C e c Al 0 E 1 6 0 0 1 , 6 0 7 8

Dm 1 5 1 .0  D A T A  A2 0 5 2 0 F 6 2 5 A5 8 D 8 5 C 8 As BE D 5 C c A9
1 0 1 4 0 0 0 9 1 c 0 C 8 A 9 0 2 5 1 c 6 c 4 1 0 E 7 6 0 2 0 1

,
6 2 5 4 5 8 0
8 D c 0 2 9 4 5 8 E 6 O C 1 2 9 A9 1 4 8 5 6 F 4 C 4 2 2 6 , 6 2 7 2

KF 1 5 2 0  D A T A  0 0 8 0 4 2 0 5 2 0 F 6 2 5 A5 1 1 0 9 0 0 0 3 1 A5 BE
9 D 9 4 1 1 4 9 0 C 8 5 6 f 2 0 4 2 2 6 C A1 0 6 9 6 0 4 5 1 3 7 8 5 C C 4 5

II

1

1

1



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

0 0 0 3 4 C 0 0 2 AC 9 0 4 D 0 0 3 4 C F 1 2 AC 9 4 1 D 0 0 3 4 C 6 6 2 8

A5 B0 C 9 0 1 F 0 0 5 C 9 3 0 F 0 6 2 6 0 A5 C 3 F 0 1 C , 5 8 4 2
VO 1 5 4 0  D A T A  A5 C 6 D 0 1 8 C 6 C 3 2 0 6 C 2 9 2 0 0 6 2 C A9 1 4

6 D C 0 0 2 4 9 F A8 5 C 6 A5 C 3 D 0 0 3 0 D 1 A3 3 6 0 4 9 0 3 0 5 C 3
2 0 0 6 2 C A9 2 D 8 D I A3 3 6 0 0 , 2 0 0 8 D 0 8 3 1 C 5 , 5 2 6 1

KY 1 5 5 0  D A T A  0 6 D 0 0 7 8 D 9 4 3 1 C 5 B7 F 0 0 6 E 8 E 0 0 6 0 0
E D 6 0 0 D 8 8 3 1 8 5 0 D e D 1 4 3 1 0 5 0 E A9 0 1 8 5 C 5 A9 0 0 0 5
C 4 A9 2 3 8 D 1 8 3 3 2 0 0 6 2 C 4 C C 7 2 6 0 2 0 8 8 0 , 5 9 8 9

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

OP 1 5 7 0  D A T A  6 F 2 9 0 9 2 4 0 0 1 8 3 3 6 0 0 E 4 1 2 6 4 5 C 5 F 0
i1 8 D E 3 3 1 C 5 0 6 , D 0 0 7 0 0 1 0 3 1 C 5 8 7 F 0 0 4 C A1 0 E 1 1 6 0
BD E 3 3 1 0 5 0 D BD 1 0 3 1 8 5 BE 2 0 C 7 2 6 0 9 0 0 , 5 8 8 5

EC 1 5 8 0  D A T A  9 D 2 0 3 1 8 0 1 8 3 3 8 5 C 5 2 0 8 D 2 D A9 0 0 0 0
E 0 3 1 6 0 A5 C 4 F 0 1 9 A5 C 6 F 0 1 5 0 2 0 0 0 D E 3 3 1 C 5 0 6 D 0
0 7 0 0 1 0 3 / C 5 B 1 F 0 8 6 E 0 E 0 1 0 0 0 E 0 6 0 8 0 , 6 2 4 4

RO 1 5 9 0  D A T A  E 3 3 1 0 5 0 D 0 D 1 0 3 1 8 5 0 E 2 0 C 7 2 6 A9 0 0
9 D 2 0 3 1 8 5 C 4 8 D 1 8 3 3 E E 1 C 3 3 2 0 8 D 2 D E E 1 C 3 3 2 0 0 0
Z D 2 0 8 D 2 D A9 1 E 8 D E 2 3 1 6 0 A9 0 0 A8 9 9 0 0 , 5 0 4 5

K2  1 6 0 0  D A T A  3 1 C 8 C 0 0 D D 0 F 0 A2 0 2 AD 0 AD 2 2 9 0 F 3 e
E 9 0 3 9 0 F 6 A0 B9 A0 3 1 D 0 F 0 8 4 9 9 0 0 3 1 E 8 E 0 0 7 8 C 6 5

2 0 D O E 4 6 0 0 0 2 0 F A2 0 A6 C 7 0 D A0 3 1 D 0 0 3 , 6 2 9 3
OP 1 6 1 0  D A T A  4 C 1 8 2 c C 9 0 5 F 0 I A C 9 e 4 F e 1 2 C 9 e 3 F 0

1 AC 9 0 2 F 0 1 2 AD I C 3 3 C 9 1 0 D 0 0 2 E 6 C F 6 0 0 9 0 5 0 0 0 0
0 9 0 4 D 0 0 6 A9 0 3 0 0 0 2 0 9 0 2 0 5 C 8 2 0 0 6 2 C , 4 9 6 9

GK 1 6 2 0  D A T A  A2 0 C BD A0 3 1 C 5 C 8 F 0 0 4 C A1 0 F 6 6 0 0 D
5 0 3 3 0 D F 8 2 8 0 0 6 0 3 3 1 8 6 9 0 2 0 0 F 9 2 BAD F 8 2 8 3 8 E 5
0 6 F 0 1 4 0 0 0 5 C 6 0 6 4 C C D 2 0 E 6 8 6 0 9 0 1 8 5 , 6 2 1 6

TR 1 6 3 0  D A T A  B I A 5 B 1 D 8 F C 4 C 0 C 2 8 0 0 F 9 2 0 3 8 E 5 0 7
F 0 1 4 8 0 0 5 C 6 0 1 7 4 C E 9 2 0 E 6 8 7 4 / 0 1 8 5 0 3 0 5 0 3 D 0 F C
4 C 0 8 2 0 8 D 1 E D 0 6 0 0 0 0 0 0 5 0 6 3 0 t 9 1 8 4 0 , 6 6 3 6

F E 1 6 4 e  D A T A  4 0 4 0 4 4 1 8 5 C 7 6 0 0 9 3 2 8 0 0 0 0 2 A9 0 4 8 D
E 1 3 1 6 0 4 0 0 0 9 1 C BI E 6 C C 6 0 0 5 C 9 D 0 3 A2 O F A2 8 0 6 C 7
8 6 C AAD 0 AD 2 2 9 0 7 1 8 6 9 0 2 7 D 5 0 3 3 8 D 5 7 , 5 6 6 2

UM 1 6 5 8  D A T A  2 c 8 5 C 0 0 9 0 1 1 0 7 0 6 0 3 3 8 0 5 8 2 C 8 5 C C
A9 C 4 2 0 1 1 2 C A9 C 5 2 0 1 1 2 C A9 C 6 2 0 1 1 2 C A9 C 7 2 0 1 1

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

C 9 0 5 C 9 0 0 2 0 6 D 5 7 2 C 8 5 C 0 0 0 5 8 7 C 8 5 C C 0 9 0 0 2 0 1 1
2 C 2 0 1 1 2 C 2 0 1 1 2 C 2 0 1 1 2 C A6 C ABD AE 3 1 , 5 3 8 0

MM 1 6 7 0  D A T A  0 5 C 0 0 D 0 D 3 1 8 5 C C 0 0 0 0 0 9 4 1 9 1 C 0 6 0
0 2 2 7 A9 0 0 / D 0 0 3 3 c AL O F A6 0 A9 0 6 6 1 0 / 0 2 8 3 3 E a c e
2 8 0 0 F 0 0 / 2 8 8 0 E F 2 2 0 9 3 3 0 0 F 0 2 2 0 9 1 0 , 6 0 6 2

ET  1 6 8 0  D A T A  A2 0 5 9 D 2 D 3 3 9 0 3 5 3 3 9 1 , 3 0 3 3 9 8 4 5 3 3
C A1 0 F 1 6 0 0 2 0 5 1 8 0 6 F 2 D / 0 0 2 3 3 C A1 0 F 7 2 0 0 4 2 0 0 0
I F D O C 9 0 5 0 0 1 5 E E 0 2 2 0 0 0 0 2 2 0 2 9 0 3 8 0 , 4 5 0 7

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

BJ 1 7 0 0  D A T A  3 3 6 0 2 0 9 E 2 C A D 8 4 0 2 F 0 F 8 0 2 1 1 0 0 6 F
2 D 9 D 0 0 3 3 C A1 0 F 7 2 0 1 8 2 D 2 0 0 E 2 D AD 7 8 0 2 C 9 0 E F 0
0 C C 9 0 0 F 0 1 0 0 0 8 4 0 2 F 0 2 3 4 C 3 0 2 0 4 0 0 1 , 4 0 0 0

Y0  1 7 1 0  D A T A  2 0 C 9 0 9 F 0 E 6 E E 8 1 2 0 2 0 0 2 2 D 4 C 3 8 2 D
0 0 8 1 2 D C 9 0 3 F 0 D 6 C E 8 1 2 1 6 2 0 8 2 2 0 4 C 3 0 2 0 6 0 3 0 2 C

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

0 3 2 0 0 0 0 0 0 A8 D C 8 2 D 1 8 6 9 0 5 8 D C 9 2 D 0 C 8 1 2 0 0 E C 9

2 D C 0 F E 2 D 3 3 0 0 2 D 3 3 C 9 1 0 0 0 0 0 0 9 1 0 9 0 , 4 6 7 3
NV 1 7 3 0  D A T A  2 D 3 3 E C C 8 2 0 0 0 F B8 e 0 e E 5 0 0 I C 3 3 C 9

1 0 F 0 0 3 C E I C 3 3 8 D I E D 0 6 0 0 0 0 4 A9 0 0 0 2 0 0 9 D 1 4 3 3
C 0 1 e F 0 0 9 5 4 8 D 1 4 3 3 8 D 1 5 3 3 8 D 1 6 3 3 6 0 , 5 0 / 2

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

2 E 8 D 6 0 3 1 8 5 C O BD 7 8 3 1 0 5 C C A9 0 0 A8 9 1 , 6 0 7 7
MV 1 7 5 0  D A T A  C BC 8 9 1 C O C A1 0 E 0 6 0 0 0 0 0 8 4 0 0 0 0 0 5

BAT PACK I
0 0 2 9 0 0 F 0 5 4 0 5 C 4 F 0 1 7 0 5 C 6 F 0 1 3 2 0 0 1 2 5 0 2 0 3 0 5
8 / 3 8 E 9 0 8 0 0 0 7 C 0 1 0 F 6 8 0 1 E 0 . 0 6 8 C E 7 8 , 6 2 3 6

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

LL 1 7 7 0  D A T A  0 6 2 0 0 D 2 B 8 D I E D 0 6 0 0 3 0 1 0 6 A 2 6 4 0 E
0 0 D 2 8 E 1 3 0 0 0 9 A8 8 0 0 1 D 2 0 9 0 1 0 D I C O 7 0 0 I C O 2 D 0
F BE 8 0 0 E 0 8 1 0 1 D 2 0 E 0 0 0 2 6 0 0 9 0 8 8 0 0 1 , 5 2 0 6

GM 1 7 8 0  D A T A  D 2 A2 3 C 0 E 0 0 D 2 8 E 1 8 0 0 0 9 0 2 8 D I C O 2
AD 1 C O 2 0 0 F 0 C 4 0 8 E D 0 E 0 0 0 2 8 E 0 1 D 2 6 0 0 0 E 1 3 1 F 0
0 9 C E E 1 3 1 1 8 6 9 9 F 8 0 8 1 0 2 6 0 AD E 2 3 1 F 0 , 6 2 1 0

YO 1 7 9 0  D A T A  1 7 4 9 1 E 3 0 E 0 E 2 3 1 0 D 8 0 0 2 0 0 E 2 3 1 4 0
4 A1 0 6 9 6 0 8 0 0 1 D 2 C E E 2 3 1 6 0 0 0 E 0 3 1 F O O C C E E 0 3 1

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

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

0 0 4 C 3 0 2 F A9 0 1 4 C 3 B2 F BD E 3 3 1 3 8 E 5 8 6 , 4 9 1 4
TO 1 8 1 0  D A T A  F 0 8 C 9 0 0 5 0 9 0 3 4 C 3 0 2 F 0 9 0 2 9 D 3 0 3 1

E 8 E 0 0 8 0 0 C 5 6 0 0 0 1 C 3 3 C 9 1 0 0 9 0 0 0 E 6 5 2 0 2 0 8 0 2 C
0 9 1 0 9 1 C 8 6 0 0 6 5 6 7 6 C 6 A2 0 0 8 0 9 0 0 0 3 2 , 4 9 2 1

TM 1 8 2 0  D A T A  E 8 D 0 F 0 6 0 6 1 6 E 6 4 0 0 6 6 6 F 7 2 0 0 2 E 6 /
6 3 6 F 6 C 6 1 2 0 9 E 2 C 2 0 6 C 2 2 2 0 9 C 2 4 2 0 5 7 2 3 0 1 c 0 0 D
I C O 2 AD I C O 2 D 0 F 0 A9 6 4 8 D 1 C O 2 0 5 0 0 AA, 4 7 5 3

JU  1 0 3 0  D A T A  9 D 0 0 3 3 9 0 4 3 2 2 9 0 0 0 3 6 E 0 E 0 2 0 0 0 F 2
0 2 0 0 8 0 6 4 2 F 9 0 5 0 2 2 E 8 E 0 0 E D 0 f 5 4 0 1 C O 2 0 0 1
r
0 2 0
0 9 2 C 6 0 2 0 5 0 2 F 0 2 0 0 8 0 9 5 1 1 0 E 8 E 0 2 0 0 0 , 5 8 1 6

1464 1 8 4 0  D A T A  F / 2 0 9 E 2 C 2 0 7 2 2 F 4 9 4 4 8 5 0 7 0 9 1 3 0 5
0 6 2 0 9 E 2 C 2 0 C 8 2 2 2 0 9 C 2 4 2 0 5 7 2 3 2 0 3 0 2 8 0 2 0 6 2 8
AD 2 0 2 0 0 2 2 C 2 0 0 9 2 C AE 0 2 2 0 0 9 0 0 9 0 C C , 4 4 4 2

MD 1 8 5 0  D A T A  3 1 C 4 1 0 F 0 0 9 0 8 8 D 7 0 2 E 0 9 0 0 8 0 8 3 2 0
0 D 7 0 2 E C 9 0 1 F 0 0 3 C E 7 0 2 ( AE 0 3 2 D O D C C 3 1 F 0 0 3 4 C
C O 3 0 8 0 5 6 2 F 8 D C 0 0 2 8 D C 6 0 2 2 0 2 2 2 D 2 0 , 4 8 9 6

DU 1 8 6 0  D A T A  c a 2 0 4 9 0 3 8 1 5 7 0 2 E 2 0 9 C 2 4 0 9 0 0 8 5 c F
0 5 8 5 8 D 8 3 2 5 8 5 C 5 8 5 C 4 8 5 C 3 8 5 C 6 8 5 C 9 8 D 6 0 2 5 0 9
A8 8 D C 8 0 2 2 0 5 7 2 3 2 0 3 0 2 0 2 0 9 0 2 9 2 0 0 C , 5 4 6 9

F A 1 0 7 0  D A T A  2 9 2 0 E D 2 7 A9 7 C 6 D 0 0 D 8 O D 0 1 D 0 A2 0 6
2 0 0 0 2 0 7 0 1 D 2 6 0 9 0 0 8 0 1 e 2 E 0 D 8 F 2 1
1
2 0 C 2 2 9 8 0 I E
0 e 0 9 1 0 1 0 6 D 8 1 2 D 8 D 1 C 3 3 2 0 8 4 2 5 2 0 1 9 , 4 1 8 5

Hp 1 8 8 0  DATA ZE A D 7 0 2 E F0 4 5 A 5 C FF0 0 6 2 0 / C 2 ( 4 C
C 8 3 0 2 0 F 9 2 4 2 0 0 C 2 9 2 0 4 4 2 F 0 9 0 3 0 0 1 C O 2 2 0 5 C 2 8
2 0 5 C 2 8 2 0 6 4 2 6 2 0 E 0 2 0 0 0 7 9 2 E D 0 1 2 2 0 , 4 3 7 0

DC 1 8 9 0  D A T A  2 7 2 7 2 0 D C 2 9 2 0 F 0 2 E 2 0 5 C 2 8 0 E 6 5 2 0
2 0 0 D 7 C AD I C O 2 D 0 E 4 8 5 4 D 4 C 7 E 3 0 2 e b 4 2 F AE 0 3 2 D
E C O 2 2 D F 0 0 6 E E 0 3 2 D 4 C 0 8 3 0 BD C C 3 1 D 0 , 4 4 8 8

HX 1 9 0 0  D A T A  0 3 4 C F 9 2 F C 0 1 0 F 5 4 2 0 6 0 0 F F 3 8 9 D I E
3 3 C 0 1 0 F 7 0 0 6 4 0 2 D O F 0 0 0 0 4 0 2 1 0 F 0 4 C C F 2 F A7 A1
0 0 6 5 0 0 0 F B 6 0 5 8 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 5 5 9 1

ZIT 1 9 1 0  DATA 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 8 8 0 0 0 0 0 0 0 0 , 0

Z X 1 9 2 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 0

AA 1 9 3 9  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 6 0 0 0 0 0 0 8 8 0 8 0 0 0 0 0 0 0 0 0 0 0 , 0

ML 1 0  R E M

Li sti ng 2

LOAD AND  R U N  R O U T I N
FO O A
.  
P A  
K

DC 2 0  O P E N R 1 , 4 , 0 , " D : R A T P A C K . 0 1 3 J "
OC 3 0  P O KE  0 5 0 , 7 : P O K E  1152,03:POKE 8 5 3 , 3 2 P

OKE 8 5 6 , 2 5 5 : P O K E  8 5 7 , 2 5 5

SM 4 0  X r dLI 5 RCAO Rt•hhi l MLI An“ ) . 1 6 )
BO 5 0  CLO S E  B I : X = B S R ( 8 2 3 2 )

•
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PROGRAMMING

ARTIFACTING
H o w  would you like to see a new set of  colours on your

Atari? What  about  a t rue red and new v ibrant  greens,
yellows, and purples? And how about  an almost  end

less combinat ion of  mult icolour characters in graphics  0? And
all this  without.  us ing player-miss ile graphics  or display list
interrupts .  Imposs ible? Type in the program and be amazed.
It uses a phenomenon k nown as 'art ifac t ing' prev ious ly  only

used on American programs.  This  consists of  plot t ing pixels in
special s t riped or checkered pat terns  which,  because of  the
way  colour is stored in a telev is ion signal,  produces dif ferent
colours  t han those normally  associated wit h the pixels.
This  technique was described by various art ic les which

appeared in US Atari magazines and has  been used in some
commerc ial programs,  such as the Ult ima series by Origin
Systems Inc. Unfortunately .  due to the dif ferences in the
American NTSC and our PAL television systems, any  Brit ish
Atari owner would see dull grey stripes t inted wit h the occa-
s ional horrible blue or green.
A few years ago. I read an art ic le by Anthony  Ball.  explaining

how he discovered some PAL art ifac t ing ability .  The programs
he presented did show some s tart ling new colour in the high
resolut ion graphics  8 mode, Since then.  I have been surprised
that  nobody has writ t en any programs or art ic les to take
advantage of  these colours never before seen on the Atari.  I
decided it  was t ime to rectify this  and this  art ic le is a guide to
PAL art ifac t ing as a result  of  my own 'experiments '.
Art if ac t ing can be used on either graphics  modes 0 or 8.

These use the highest  resolut ion available on the 8-bit  Atari.
Rather than t ry  to plot  the special pat terns  required on a
graphics  8 screen, whic h is very diffi cult ,  t he program uses
graphics  0 characters,  the art ilac ted colours  being easier to
produce and alter.
Diagram I  below shows the character pat terns for the new

yellow and violet. These pat terns  are exactly the same except
one is shif ted four pixels over f rom the other.  The vert ical
stripes cause the art ifac t ing to occur and the movement  by
four pixels changes the colour f rom yellow to violet. Wit h the
more complex  checkered pat terns  in diagram 2, mov ing the
red charac ter up or down by one pixel wil l  give the green.

Joel Goodwin
explains how to use
art ifacting on the PAL
system for true
additional colours
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HOW TO USE
ARTIFACTING

IN YOUR PROGRAMS
As wit h everything,  not hing is perfect and there are some

condit ions  to be met  if  you are to be able to use and see these
wonderful new colours. Firs t ly ,  the colour on y our television
needs to be turned up high.  You wil l  be reminded of  this at the
beginning of the program.  The second condit ion is that  the
screen needs to be adjusted s light ly  for the correct  colours  to
appear every t ime and I have writ t en a rout ine to do this.
The rout ine is in lines 15000-15290.  Simply  inc lude It in your

own program and follow these ins t ruc t ions .  Firs t ,  once your
character set is redefined, place the locat ion of the charac ter
set in the variable FONT and insert  a GOSUB 15200 com-
mand.  This  wil l  run the rout ine to adjus t  the screen. The user
will be asked to press keys I  -8 unt i l  the red, green and yellow
colours  displayed match the words  underneath them. Only  one
of  these keys will be the correct adjus t ment  and it  is usually
one of the fi rst  four.  I f  you have used dif ferent  characters for
the red, green or yellow colours,  adjus t  line 15200 accordingly,
whic h contains these characters in that  order.  Also, avoid
us ing the rightmos t  c olumn as the rout ine may  scroll the
screen to the right  by 1 t o 3 pixels  caus ing any thing printed in
this  c olumn to overlap on the left side of  the screen. Whenever
you need to issue a GRAPHICS 0 command use GOSUB 15000
instead. Note, the rout ine uses locat ions 1536-1613 of  page
six.

THE EDITOR PROGRAM
When you run the program,  you will fi rs t  see the adjus tment

screen. Fol low the onscreen ins t ruc t ions  and then press the
Space Bar.  You wil l  t hen be given a choice of seeing a demo
screen or going to the editor.  The demo shows something of
what  can be achieved us ing combinat ions  of these colours. The
main program is a character set editor dedicated to art ifac t ing
you can also use it  to design ordinary  characters).  Art ifac t ing
can be produced on other character editors. but  wit hout  the
screen adjus tment  rout ine,  you would need to keep reboot ing
unt i l  the colours appeared correctly.
The main screen of  the program displays the 64 mult ic olour

pat terns and colours that  I have discovered so far. Each of
t hem is displayed in 4-charac ter blocks on the left of  the
screen. On the right  is an 8x8 grid for edit ing.  You can make
use of  any of  these pat terns  in your programs  or use the editor
to alter them and create even more.  Jus t  use my  pat terns as a



EW 0  R E M  0 1 2 1 0 1 0 4 0 1 = 0 1 : 1 2 0 1 1 1
U7 1  R E M  0  A R I T E A C T I N G
OA 2  R E M  U  C H A R A C T E R  E D I T O R
GE 3  R E M  n  b y
JL  4  R E M  0  J o e l  G o o d w i n
HC 5  R E M  U

I L  6  R E M  U  N E W  A T A R I  U S E R  -  O C T  1 9 9 1  0
ED 7  R E M
MN 8  R E M
1 0  1 8  G O T D  1 0 0
R1 1 9  R E M
T Y 2 0  M E M = F o N T * 2 5 6
. 1
C 1 4
0
8 : 1 = 0 : C L = C 1

214 3 0  F O R  R O W =Y  T O  Y + 7 :0 A L U E = 1 2 8 :B Y T E = 1 1 E (
K C M E M I R O W - Y ) : I F  C H K  T H E N  Z = C 2 = 0 1

T K 4 0  I F  B Y T F = 0  A N D  C H K = 0  T H E N  C O L O R  C L : P
LOT X , R O W :D R AW T O  0
1
7 , 0 0 1 4 N E X T  
R O W : R E
T U

RN

P /  S O  F O R  B I T = X  T O  X + 7 : I F  C H K  T H E N  Z = C Z = 0
1 : C L = C 1 1
1
2 4 C 2 * ( 1 -
2 )

KB 6 0  I F  BY T E C V AI L U E  T H E N  C O L O R  C L :G O T O  9 0
JO  7 0  B Y T E = B Y T E
-
V A L U E : C O L O R  
C 3 : / F  
V A L U E
-
1

OR B Y T E ) 0  O R  C n K  T H E N  9 0
F I  B O  P L O T  B I T , 0 0 1 4 :C O L O R  C L : P L O T  B I T + 1 , n o

W:D R AM T O  X
1
7 , 0 0 W ;
8 I T = 5 0 :
G O T O  
9
5

PS / 0  P L O T  B I T , 0 0 1 4
OX 9 5  V A L U E = V O L U E / 2 : N E X T  0 / T : N E X T  R O W :R E T

URN

N J 1 0 0  F O N T = P E E K ( 1 0 6 )
-
4 : P O K E  
1 0 6 , F O N T - 1 :
G

R AP H I C S  0 : G O 5 U B  1 0 0 0
D B 1 1 0  D R A 1 4 = 2 0 : I F  N O T  S K I P  T H E N  G O S U B 3 3

0 9
H P 1 2 0  G O S U B 3 1 3 0 0 :5 K I P = 0
XF  1 9 9  R E M

DB 7 0 0  G O S U B D R AW :G O S U B 5 7 0 : Z = 0 : P O K E  P O S ,

DRAW C H AR AC T E R  G R I D

M AI N  L O O P

s tart ing point .
The fl ashing circle on the screen is the cursor.  Use the

Joystick in port  1 to move it. Press the t rigger when over a
character and i t s  enlarged pat tern wil l be displayed on the
grid, To see the character data of  this pat tern,  press the Space
Bar. Above the grid more copies of the selected character will
be displayed, 16 in a block and 2 separately.  These wil l  mi r ror
any changes made on the grid and make it  easy for you to see
what  effect your edit ing is having.  You can alter the pat tern by
mov ing the cursor onto the grid and press ing the t rigger to
draw or erase. The arrow keys wi l l  allow von to scroll the whole
charac ter in any direct ion.  Each keypress moves it  by one pixel
and this  can be done as often as you like. When you are
satisfied jus t  move off  the grid and choose another pat tern to
alter.
Us ing the scrolling can give quick  results  as there are many

dif ferent  pos it ions  possible for each character.  Not  all of  these
posit ions give useful colours  and some give repeat  colours, but.
it is  f un to experiment  and see what  you can discover. To
create mult ic olour characters all you need do is combine a
checkered and s t riped pat tern and Scroll it  around unt i l  you
fi nd one you like,  Jus t  drawing at random and scrolling can
quick ly  create something new. Bare in mind that  two pixels
s ide-by-s ick in any row will produce white.
The program unders tands  the following commands.

ESC -  c lears character
- restores original character

ARROW KEYS - scroll up down left and right
SPACE BAR -  shows character data

- saves out  modifi ed character set to
cassette or disk for storage
- loads in character set f rom
cassette or disk
- brings  up a help screen wit h all
these c ommands  displayed

C U R :Z = 9 :P O K E  5 5 6 , 1 : D O K E  5 4 2 , W 1 Z = 0
Om 2 1 0  5 = P E E K  ( 6 3 2 )  T = P E E K  ( 5 3 2 6 4 )  : I F  P E E K (

7 6 4 ) 0 2 5 5  T H E N  6 9 0
XT  2 2 0  I F  N O T  T  T H E N  3 5 0
PM 2 3 0  I F  P E E K C 5 5 6 )  O R  S ( > 1 5  T H E N  2 6 0
OY 2 4 0  1 = ( l = 0 )  :P O K E  PO S, C S1 1 Z + C U R H C Z =0 3
JO 2 5 0  P O K E  5 5 6 , 1 : P O K E  5 4 2 , 1 4 1 G O T O  2 1 0
MX 2 6 0  I F  5 = 1 5  T H E N  2 1 9
UY 2 7 0  D X =. 1  ( 5 , 0 )  : D Y = J C 5 , 1 )
I C  2 8 e  8 . 1 .
-
m c x 4 8 8 ;  
X l <
0  
O
R  
1 6
1 3
3 6  
T
H
E
N  
X
1
-

CX

F Y 2 9 0  Y I = C Y + D Y : I F  Y 1 ( 1 )  O R  Y 1 ) 2 2  T H E N
cv

JA 3 8 0  I F  X 1 = C X  A N D  Y 1 = C Y  T H E N  2 1 9
EC 3 1 0  P O K E  P O S , C S : C X = X I : C Y = Y 1
GB 3 2 0  P O 5 =S C 1 C X + C Y * 4 1 1 :C 5 =P E E K( P O S )  :C 1 1 0 =6

2 +  ( C s>  1 2 7 ) 1 / 1 2 8

OJ 3 3 0  P O K E  P O S , C U R : Z = 0 : D O K E  5 4 7
o
W : P 0 K E

5 6 , 1  ; GOTO 2 1 0
WL 3 4 /  R E M  T R I G G E R  S I I BR O U T
5 8  3 5 0  I F  C S = 0  T H E N  2 1 0
XX 3 6 0  I F  J M P  T H E N  G051113  8 5 0
ZD 3 7 0  P O K E  5 3 2 7 9 , 1 : I F  C 1 4 ) 2 4  T H E N  3 ' 3 0
JF  3 0 0  C H = C 5 ;G O T O  2 0 0
XL 3 / 0  I F  C 5 0 1 2 8  A N D  C 5 0 6 3  T H E N  2 1 0
PJ 4 0 0  I F  C147 -0  T H E N  2 1 0
G I  4 1 0  C S = 1 2 9 -  CC5 =1 2 1 3 1 1 1 6 5  : C U R =8 2 + 1 2 8 1 1 ( C 5 )

1 2 7 )
XN 4 2 0  B I T = B
-
C X
1
0 ; 1 1 0 W = C Y
-
Y : U A L U E = 2
A D I T , 2 :

8 YT E=PEEKC H E1 4 1 0 0 W)
KT  4 3 0  O P = S G M C C 5
-
1 2 7 ) : P O K E  
M E M
+ R O W , B Y T
E + 0

Pw VAL U E
OZ 4 4 0  P O K E  P 0 5 , C U R : 5 = S T I C K ( 9 ) : G O T O  2 6 0
NW 569 REM MEELUECILIMANO

CONTINUED Ltw

1 1
8
1
1 1

0 0  0  0 0  E L I D E D
0 0  0  0 0  0  0 0  E D
0 0  0  C C  0  O D  fl D
E L I D E D  EC E  E E  E D
E L I D E D  00 E  E E  E D
0 0  0  E C  E  E D  D D

YELLOW V I O L E T

ED E M I I I D E
DEDEDDIED
• 0111LEEDE
E MOMOE MO
• E M E L . =
E • E N D O • O
MOM0 0 1 1 0 0
E ME MOD N D

RED

Diagram I

Diagram 2

EMEMELO•E
MEMOD MOO
0111011100110
• E MOOMOO
ONOMOOMO
1110111100•00
OMOMOOMO
1110•001111M

GREEN

COMING NEXT ISSUE
RUNAROUND - a game
writing with art  ifacting

New Atari User • Issue 52 1
9



8 0  5 7 0  Z = P E E K C P 0 5 ) 1 I F  Z O C S  A N D  Z O C U R  T M
EN C S = Z : C u R . 6 2 + C C S > 1 2 7 1
4 1 2 80 0  5 7 5  I F  S K I P  T H E N  S K I P = 0 : R E T U R N

MM 5 8 0  P O S I T I O N  2 7 , 2 0 ; *  1 2 6 :"P R E S 5  t i " : P 0 5 /
T I O N  2 7 , 2 1
,  
U 6 ; " F O
R  
H E L
P " : I
F  
N
O
T  
C
H

TH EN  R E T U R N
RX 5 9 0  P O K E  5 C 4 2 6 5 , C H : P O K E  S C + 2 7 2 , C H I F O R

P . 1  T O  4 : F O R  Z .7 .2 9  T O  3 2 : P O K E  5 C + Z
-
F P * 4 0
, C H :N E X T  I : N E X T  P : R E T U R N

WO 5 9 9  R E M
YF  6 0 8  R E S T O R E

EN I F  K < > 5 7  A N D  K O O  T H E N  P O K E  7 6 4 , 2 5 5
:G O T O  2 1 0

VS 6 1 0  R E A D  P , Z : I F  P = - 1  T H E N  P O K E  7 6 4 , 2 5 5
tGOT O 2 1 0

DD 6 2 0  I F  K O P  T H E N  6 1 0
S k  6 2 5  I F  J M P  T H E N  0 5 0
X I  6 3 0  G O S U 8  9 0 0 t G 0 S U B  Z : P O K E  7 6 4 , 2 5 5 : S K I

A z I t G O T O  2 0 0
RX 6 4 0  D A T A  6 , 6 E 0 , 7 , 6 5 0 . 1 4 , 7
7 0 , 1 5 , 7 6 0 , 3 3 ,8 0 0 , 2 0 , 1 5 0 , 4 0 , 9 7 0 , 5 7 , 3

2 0 0 , 8 , 3 4 0 0 , 6 2 , 3 40 0
AS 6 4 1  R E M
U0 6 5 0  O P = 2 t I F  K = 7  T H E N  0 P = 8 . 5
L J  6 6 0  F O R  R O N = 0  T O  7
N I  6 7 0  8 Y T F = P E E K ( M E M T R 0 w ) : B Y T E
7 0
Y T E
T I
O P

VO 6 8 0  I F  B Y T E O I N T ( B Y T E I  T H E N  B Y T E . B Y T E T
- 1 2 7 . 5
OT 6 9 0  I F  B Y T E ) 2 5 8  T H E N  8 Y T E . 7 8 Y I E
-
2 5 5
MG 7 0 8  P O K E  M E F F I R O W , BY T E :N E X T  R O w t R E T U R N
XM 7 4 9  R E M
DE 7 5 0  P = P E E K T 4 E M
4
7 1 : F 0 R  
R O W = 7  
T O  
1  
S T E
P

—1
ZB 7 6 0  P O K E  M E M 4 R O W , P E E K C M E M + R O W
-
1 > : N E X T

R O W :PO KE M E M , P :R E T U R N
MN 7 7 0  P = P E E K ( M E M ) : F O R  8 0 W = 0  T O  7
I E  7 8 0  P O K E  M E M 4 R O w , P E E KC M E M F R O W + 1 ) :N E X T

R O W:PO KE M E M . 7 , P t R E T U R N
XX 7 9 9  R E M
E l  0 0 0  D S = " D A T A
1 0  8 1 0  F O R  R O W =0  T O  7 :N S =S T R S T P E E K ( M E M F R O

W ) 1 : I F  R 0 W < 7  T H E N  N S T L E N C N O + 1 1 = " , "
EX 8 2 0  P = L E N C D S T ; D S C P + 1 . P
.
F L E N C N O
) =
N S : N E
X

ROW
H J 0 3 0  P O S I T I O N  1 9
—
L E N T D S 1 ( 2 , 2 3 :
?  
1 1 6 : 1 >
S ;

L I  8 4 0  P O P  : J M P 1 : P O K E  7 6 4 , 2 5 5 : G O T O  2 1 0
MF 8 5 0  J M P = 0 : P O S I T I O N  2 , 2 3 : 0 $ ( 1 ) .
7
. "  " I 0 5 C 3

6 ) = "  " : D S C 2 1 = D S : /  U 6 :0 $ , 1 :G O T O  2 1 8
CT 8 9 /  R E M
T P 9 0 0  F O R  P = 1 5  T O  0  S T E P  — 5 :S O U N D  0 , 5 8 , 1

0 , P : N E X T  P :R E T U R N
YO 9 4 9  R E M
K I  9 5 8  F O R  R O W =8

R OW: R ETU R N
FU 9 6 9  R E M
F X 9 7 0  R E S T O R E
TM 9 8 0  F O R

, P ;N E X T
XU 9 9 9  R E M
O I
XF

ZC
EU
NT
JP
OS
ZU
HO
1 0
G I

AY
OT
8 0
AN
FM

1 0 2 0
1 0 3 0
1 0 4 0
1 0 5 0
1 0 6 0
1 0 7 8
1 8 8 0
1 0 9 0
1 1 8 0
ASE
1 1 1 0
1 1 2 0
1 1 3 0
1 1 4 0
1 1 5 0

KEYBO AR D  R O U T I N E
: K = P E E K ( 7 6 4 1 : I F  N O T  C H  T N

H O R I Z O N T AL  S C R O L L I N G

V E R T I C AL  S C R O L L I N G

D I S P L AY  D A T A
.4

BE E P

C L EAR  C H AR AC  R
TO 7 : P O K E  M E M - F R O W , O ;N E X T

R EST OR E C H A . A C T E R
1 3 6 0 + C H
4
1 0

R OW1
-
0  
T O  
7 :
R
E
A
D  
p
:
P
O
K
E  
M
E
W
F
R
O
W

R OW: R ET U R N
C H AR AC T ER  E T

1 0 0 0  R E S T O R E  1 0 0 0 : J = 1 5 4 5
1 0 1 0  R E A D  Z . : I F  2 0
-
1  T H E N  
J = J 4 1 : P
O K E  
J

, Z ;G O T O  1 0 1 0
Z = U S R I C 1 5 4 6 , 5 7 3 4 4 . F O N T
* 2 5 6 4D AT A 1 0 4 , 1 0 4
J
/ 3 3 , 2 1 3 ,
1 0 4 , 1 4 3 , 2 1
2

1 0 4 , 1 3 3 , 2 1 5 , 1 0 4 , 1 3 3 , 2 1
4 , 1 6 24 , 1 6 0 , 0 , 1 7 7 , 2 1 2 , 1
4 5 , 2 1 42 0 0 , 2 0 0 , 2 4 9 , 2 3 0 , 2 1 3 , 2 3
0 , 2 1 52 0 2 , 2 0 0 , 2 4 0 , 9 6 ,
- 1

D AT A
D AT A
D AT A
D AT A
8 4 8 8 Y . 7 5 8 7 C O S U B  1 1 5 0
GOSU B 1 5 2 0 0 :G 0 5 1 i 6  1 2 0 0
GOSU B 1 5 8 0 0 1 P O S I T I O N  1 4 „ 1 2 : *  " P L E

W A I T "
8 1 7 5 6 8 :Y - 6 3 0 :G O S U B 1 1 5 8
POKE 5 5 9 , 0
X = 6 3 1 t Y = 1 8 2 3 1 G O S U
8  i l S OR ETU R N
FOR Z = F 0 N T * 2 5 6 0 4  T O  F O N T * 2 5 6 + Y
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CV 1 1 6 0  R E A D  C : P O K E  Z . C t N E X T  Z :R E T U R N
MH 1 7 0 0  /  C H R S C 1 2 5 1 :P O S I T I O N  7 , 8 : /  " P R E S S

n  F O R  D E M O  S C R E E N " : P O S I T I O N  1 0 , 9 t /  " 0
R I  F O R  E D I T O R "

OPEN  1 2 1 , 4 , 1 0 , " K : "
GET U I , K : K = K
-
4 9 : 1 F  
K O O  
A N
D  
K O
L

1 2 2 0
C L OSE U 1 I 5 K I P = K : 7  C H R S C 1 2 5 1 :R E T U R

EU 1 2 1 0
TR 1 2 2 0

TH EN
X J 1 2 3 0

1 9 7 0
1 9 8 0
1 9 8 0
2 0 0 0
2 0 1 0
2 0 2 0
2 8 3 0
2 0 4 0
2 0 5 0
1 4 8

H i  2 0 6 0  D A T A  8 , 1 6 , 3 6 , 1 3 0 , 6 5 , 3 6 , 8 ,
1 6MT 2 0 7 0  D A T A  3 2 , 8 0 , 1 6 0 , 0 , 0 , 0 2 , 5 , 2
OL 2 0 8 0  D A T A  3 3 , 6 6 , 3 3 , 1 6 , 8 , 6 6 , 3 3 ,
6 6ZO 2 0 9 0  D A T A  1 6 4 , 6 6 , 1 6 4 , 1 6 , 0 ,
6 6 , 1 6 4 , 8 2AS 2 1 0 0  D A T A  6 6 . 1 6 4 , 6 6 , 0 , 1 6 , 1 6
4
,
6 6 , 1 6 4

I C  2 1 1 0  D A T A  6 5 , 4 7 , 6 6 . 0 , 8 , 3 7 , 6 6 ,
3 7SU 2 1 2 0  D A T A  5 , 1 4 4 , 3 2 , 6 4 , 1 2 , 6 4 , 1
4 4 , 1 0KV 2 1 3 0  D A T A  0 . 1 5 , 4 0 , 6 1 . 4 0 , 1 6 ,
8
.
1 6

MY 2 1 4 0  D A T A  8 4 , 1 4 0 , 1 4 6 , 1 1 8 , 5 2 , 1
8
,
1 4 0 , 0 4

WI  2 1 5 0  D A T A  1 6 , 4 0 , 1 6 , 1 0 , 5 , 2 ,
4
,
0

ZIG 2 1 6 0  D A T A  2 1 , 8 2 , 1 6 , 3 2 , 1 6 , 8 , 2
0 , 8 2OH 2 1 7 0  D A T A  0 . 0 , 1 6 , 3 6 , 0 , 8 2 , 1 6 4 , 6 6
GC 2 1 8 0  D A T A  2 , 5 , 1 3 6 , 8 2 , 1 7 . 1 3 6 ,
8 0 , 3 2WZ 2 1 9 0  D A T A  1 4 8 , 7 2 , 1 3 6 , 7 3 , 1 4 8 , 8 4 , 1
4 8 , 7 3GO 2 2 0 0  D A T A  0 , 8 2 , 4 0 , 8 2 . 4 0 ,
8 2
,
4 0
,
0

UB 2 2 1 0  D A T A  0 , 8 2 , 3 6 , 0 2 , 3 6 , 8 2 ,
3 6 , 0UN 2 2 2 0  D A T A  0 , 3 6 , 0 2 , 3 6 , 8 2 , 3 6 ,
8 2 , 0MK 2 2 3 0  D A T A  0 , 3 6 , 7 4 , 3 6 , 7 4 , 3 6 , 7 4 ,
0CG 2 2 4 0  D A T A  1 6 0 , 2 1 , 1 6 8 , 2 1 , 1 6 8 ,
2 1
,
1 6 0
,
2 1

KZ  2 2 5 0  D A T A  4 2 , 6 9 , 4 2 , 6 9 , 4 2 , 6
9
,
4 2
,
6 9

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

I N  2 2 7 0  D A T A  2 1 , 1 6 8 , 2 1 , 1 6 0 . 2 1 ,
1 6 8
,
2 1 , 1 6 8

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

OH 2 2 9 0  D A T A  4 1 , 8 2 , 4 1 , 0 2 , 8 2 , 4 1 ,
8 2
,
4 1

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

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

I C  2 3 4 0  D A T A  2 0 , 8 2 , 2 1 , 0 2 , 8 , 0 , 0 , 0
SH 2 3 5 0  D A T A  1 0 , 7 2 , 7 2 , 3 3 , 3 3 ,
2 0 7 , 7 2 , 2 0OX 2 3 6 0  D A T A  1 6 0 , 1 0 , 3 6 , 1 6 , 1 . 6 0 , 2 . 4 . 2
AY 2 3 7 0  D A T A  2 , 1 6 0 , 1 8 , 1 4 2 , 1 6 , 1
6 0
,
2 , 1 3 2

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

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

2 4 6 0
2 4 7 9
2 4 8 0

2
2
4
5
:
:

2 5 1 0
2 5 2 0
2 5 3 0

2 5 6 0

;
5
5
:
:7 5 5

AO
SZ
LIV
OG
OX
0 0
I I I
EO
VH

Z P
Y J
AG
140
I N
AS
OR

H I
N J
YU
OF
RS
EN
CH
MR
CO
VO
SG
VO
UN
FR
CV

D AT A
D AT A
D AT A
D AT A
D AT A
D AT A
D AT A
D AT A
D AT A

D AT A
D AT A
D AT A
D AT A
D AT A
D AT A
D AT A

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

8 , 6 0 , 1 2 6 , 1 0 2 , 1 0 2 , 1
2 6 , 6 0
.
0

0 , 1 2 6 , 6 6 , 6 6 , 6 6 , 6 6 , 1
2 6 , 04 1 , 8 2 , 4 1 , 8 2 , 4 1 , 0 2
, 4 1 , 0 21 6 4 , 8 2 , 1 6 4 , 8 2 , 1 6 4 , 8 2 ,
1 6 4 , 0 28 2 , 1 6 4 , 8 2 , 1 6 4 ,
8 2
,
1 6 4 , 8 2 , 1 6 4

7 4 , 3 7 , 7 4 , 3 7 , 7 4 , 3
7
,
7 4
,
3 7

7 3 , 7 3 , 7 3 , 7 3 , 7 1 ,
7 3
.
7 3 , 7 3

1 4 8 , 1 4 8 , 1 4 8 , 1 4 0 , 1 4 0 , 1 4
8 , 1 4 0 ,

7 4 , 3 3 . 6 6 , 9 , 1 0 , 4 0 ,
7 2 , 4 12 0 , 1 8 , 2 2 , 8 4 , 1 5 2 , 3 4 , 1 1
6 , 1 88 2 , 0 , 1 6 4 , 8 2 , 1 8 0 , 8 2 . 0 ,
1 6 44 1 , 8 , 8 2 , 5 7 , 8 2 , 4 1 ,
0 , 8 28 2 , 0 , 4 1 , 9 0 , 4 1 , 8 2 . 8 , 4 1
1 6 4 , 0 , 8 2 , 1 0 0 , 8 2 , 1 6
4
,
0 , 8 2

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

D AT A 1 4 8 , 8 , 1 4 0 , 1 4 8 , 1 0 0 , 1 4 8 , 0 , 1
4 8D AT A 7 3 . 7 3 , 7 4 , 1 4 8 , 7 4 , 1 4 0 .
7 3
,
7 3

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

D AT A 3 7 , 8 2 , 8 4 , 0 2 , 3 7 , 3 4 , 3
6
.
0 2

D AT A 3 6 , 1 8 , 3 6 , 1 8 . 0 , 3 6 , 1 8 ,
3 6D AT A 4 0 , 0 2 , 8 , 3 2 , 0 2 , 3 6 , 8
2
,
0

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

D AT A 7 3 , 1 7 0 , 1 3 6 , 7 3 , 7 3 , 1 7 0 , 7 3 ,
1 7 0D AT A 2 5 5 , 2 1 1 , 1 6 9 , 2 1 1 , 1 6 9 , 2 1 1 , 1 6 9 ,



a

PO 2 6 1 0  D A T A  2 5 5 , 2 1 1 , 1 6 5 , 2 1 1 , 1 6 5 , 2 1 1 , 1 6 5 ,

2 5 5

L E 2 6 2 0  D A T A  2 5 5 , 1 6 5 , 2 1 1 , 1 6 5 , 2 1 1 , 1 6 5 , 2 1 1 ,

2 5 5

PO 2 6 3 0  D A TA  2 5 5 , 1 6 5 , 2 8 3 , 1 6 5 , 2 0 3 , 1 6 5 , 2 0 3 ,
2 5 5

1 0  2 1 9 9  R E M  I N I T I A L I S E  D I S P L A Y
Z I  3 0 0 8  X = 2 7 : Y = 0 : C X = 3 1 : C Y = 1 6 : C 1 = 9 5 : C 3 = 1 6 0

:C U R =6 2 :1 4 =1 8 :D I M  D S C 3 6 ) , N S t 4 ) . C 5 t 3 ) , F N
S t 1 4 ) :R E S T O R E  3 8 0 0

OG 3 0 1 0  G O 5 U 8  I 5 0 0 0 : P O K E  1 6 , 6 4 : P O K E  5 3 7 7 4
, 5 4 : 5 C = P E E K ( 8 8 ) + P E E K ( 8 1 ) * 2 5 6 : C S = " C H A R A
C T E R "I P O KE  8 2 , 2 6

F F  3 9 2 8  D X = 1 : D V = 0 : F O R  C H = 6 4  T O  1 2 7
VC 3 0 3 0  F O R  P = 0  T O  1
RG 3 0 4 0  P O K E  5 C + D X + P + D Y * 4 8 , C H
AO 3 0 5 0  PO KE S C + D X - 1 - 1
5
+ 4 0 + 0
,
0 t 4 0 , C H

EN 3 0 6 0  NE X T P : DX = 1 1 X + 3 : I F  D X = 2 5  THE N DX = 1
1 DY=DY.1 .3

BN  3 8 7 0  N E X T  C H : C H = 9 : P O 5 = S C + C X + C S
,
4 4 0
C l  3 0 8 0  D I M  J t I 4 , 1 )
LC 3 8 9 0  F O R  P = 8  T O  1 4
LN 3 1 0 9  R E A D  D X , D Y
TX 3 1 1 8  J t P , 0 1 = D X : J C P , 1 ) = D Y
JG 3 1 2 0  N E X T  P : R E T U R N
VS 3 1 3 8  D A T A  1 . 1 , 1 ,
-
1 , 1 , 0 , 0 , 0 , - 1 , 1 ,
- 1 . - 1 ,

-
1
,
0
,
0
,
0
,
0
,
1
.
0
J
-
1

EX 3 1 9 9  RE M I M I G G I E M E M I
D J 3 2 9 0  G O 5 U B 3 2 9 0
GF 3 2 1 8  P O S I T I O N  2 6 , 1
ZN 3 2 2 8  ?  1 * 6 , : "R i n  C L E A R " : ?  U 6 : C S : ?  1 * 6 : " M

R E S T O R E : ?  8 1 6 :C S :?  1 * 6
JV  3 2 3 0  9  U 6 ; " A R R O M  K E Y S " ' ?  1 * 6 ; " S C R O L L " : ?

M .6 0 C 3 :?  4 8 ; " U P , D O W N , " :
9  
U 6 : " L E F T . R I G H

T .
GH 3 2 4 0  ?  1 * 6 :"1 M E R g  S H O W S " : ?  U 6 : C S : ?  U 6 ; "

D A T A " : ?  U 6
XV 3 2 5 0  ?  1 * 6 : " 0  S A V E S " '  U 6 : " M O D I F I E D " ; ?

U 6 ; C 5 ; "  S E T " : ?  U 6 ; " M  L O A D S " : ?  U 6 ; C S . : "
S E T "

SU 3 2 6 0  ?  n 6 : ?  n 6 I " T R I G G E R  T O " : ?  U 6 : " C O N T
I N U E "

340 3 2 7 0  I F  5 T R I G ( 0 )  T H E N  3 2 7 0
RR 3 2 8 0  6 0 5 U B  3 2 9 0 : P O K E  7 6 4 , 2 5 5 : P O P  : C O T O

2 0 0

KU 4 2 1 0  COLOR 3 2 : F O R  c = 2 5  T O  3 8 : P L O T  C , 1 :
D R AR TO C , 2 2 : N E X T  C :R E T U R N

DC 3 2 9 9  R E M
0 0  3 3 8 8  9  U 6 , ;C H R S ( 1 2 5 ) :R E S T O R E  3 3 0 0 : C H K = 1

: C 3 = 1 6 0 : X = 3 2 : 1 = 1
OA 3 3 1 0  R E A D  C I , C 2 , C H : I F  C 1 = - 1  T H E N  3 3 4 8
OZ 3 3 2 9  G O 5 U B D R A M : X = X - 8 : I F  X = - 8  T H E N  C O L

OR 3 2 : P L O T  3 9 , 1 : D R A M T O  3 1 , 8 : X = 2 7 : V = 1 0
PY 3 3 3 0  G O T O  3 3 1 0
BO 3 3 4 0  P O K E  7 6 4 , 2 5 5 : P O S I T I O N  6 , 2 1 : ?  1 * 6 ; "

PR ESS S P A C E  B A R  F O R  E D I T O R " : P O K E  5 5 9 , 3
4

F P 3 3 5 9  I F  P E E K ( 7 6 4 1 0 3 3  T H E N  3 3 5 0
UK 3 3 6 0  C H K = 0 :G O S U B  9 0 8 : P O K E  7 6 4 , 2 5 5 : R E T U

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

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

1 , 1 2 0 , 8 , 5 3 ,
-
1 ,
-
1 ,
-
1

81.1 3 3 9 9  R E M

YG 3 4 0 0  P O P  : P = ( K = 6 2 ) * 4 + 4 : P O K E  7 6 4 , 2 5 5
DO 3 4 1 0  G O 5 U B  3 2 9 0
T S 3 4 2 0  P O S I T I O N  2 6 , 0 : I F  P = 8  T H E N  3 5 8 0
VA 3 4 3 0  ?  # 6 ; " 1 0 A D " : 6 0 5 U 8  3 5 5 8
C I  3 4 4 0  I F  E N S C : "  T H E N  9  3 * 6 ; " . "
MP 3 4 5 0  ?  3 * 6 :
9  U 6 : " T O  
L O A D ,
" : ?  
1 1 6 :
" P R E
5 5

R E T U R N . ":G O 5 U 8  3 4 8 0
0 0  3 4 6 0  G E T  1 1 1 , E :P O K E  C + B Y T E , E :O V T E = B Y T E T .

1 : I F  O Y T E < 1 8 2 4  T H E N  3 4 6 0
OH 3 4 7 0  C L O S E  M t : C L O S E  :1 2 :6 0 5 U 8  3 2 9 8 : G O T O

2 0 8

DEMO S C R E E N

AD JU S T I N G  R O U T I N E

,O I  3 4 8 0  T R A P  3 6 2 0 : B Y T E = 0 : C = F O N T * 2 5 6 : I F  E NS < > " C : "  T H E N  G E /  U 2 , 1 1JH 3 4 9 0  O P E N  1 1 1 , P , O , F I T S :R E T U R NCM 3 5 0 0  ?  1 3 6
-
i n e g " : G O 5 U
B  
3 5 5
0

I C  3 5 1 0  I F  F N S = " c : "  T H E N  *  U 6 :
9  # 6 : " A N D  R

E C O R D . -

JB 3 5 2 0  9  3 * 6 :?  U 6 : " T O  S A V E , ' : ?  U 6 T " P R E 5 5R E T U R N . ":6 0 S U B  3 4 8 0BD 3 5 3 0  Z = P E E K T C + B Y T E I : P U T  U I , Z : B Y T E = B Y T E4 1 : I F  B Y T E ( 1 9 2 4  T H E N  3 5 3 0TR 3 5 4 0  G O T O  3 4 7 0AL  3 5 5 0  *  1 * 6 :?  T 1 6 :"E l  C A S S E T T E " : ?  1 3 6 ; " 0  D IS K " : 7  U 6 : 0 P E N  U 2 , 4 , 0 , " K : " I G E T  U 2 , 1 1WA 3 5 6 8  I F  K 0 6 0  A N D  K < > 6 7  T H E N  P O P  : G O T O

3 4 7 0

AU 3 5 7 0  I F  K = 6 7  T H E N  E N S = " C : " : G O T O  3 6 0 0GO 3 5 8 0  ?  $ 1 6 :
9  
U 6 : " F I L E
N A M E ? " :
P O S / T /
O N  
2
$

, I 5 t ?  U 6 : " D : " ; : I N P U T  1 1 1 6 ;D S I I F  D 5 = " "  IHEN 3 4 7 0UR 3 5 9 0  F N 5 = " 0 : " : f 0 S ( 3 ) = 0 5 : 7  n 6OH 3 6 0 0  ?  n 6 J " I N S E R T  F 1 4 5 = " C : "  THE N9 1 1 6 :"T A P E  & " :
9  
3 * 6 : " P R E
S S  
P L A V "
; : R E T
u R

EW 3 6 1 8  ?  # 6 ; " D I S K . " : R E T U R NTN 3 6 2 0  G O S U B 3 2 9 0 : 6 0 5 U 8  9 8 0 : G O 5 U 8  9 9 0 : C 1

O f f U l

J5  3 6 3 0  P O S I T I O N  2 6 , 1 0 : ?  U 6 ; " E R R O R  " : P E E K

C l / 5 1

OE 3 6 4 9  9  3 * 6 :7  U 6 : " P R E S S  A N Y  K E V " : 5 E T  $ 3 2 .K:C L O S E  3 * 2 :G O S U B 3 2 9 0 : G O T O  2 0 8AK 1 4 9 9 5  R E M  S C R5 0  1 4 9 9 6  R E M  U S E  1 5 0 0 0 - 1 5 2 9 0  I N  Y O U R  O W NFO 1 4 1 1 7  R E M  P R O G R AM S .F J  1 4 9 9 8  R E MOJ 1 4 9 9 9  R E MXX 1 5 9 9 0  G R A P H I C S  9 : P O K E  7 1 0 , 8 : P O K E  7 5 2 , 1:
9 
C
H
R
S
(
1
2
5
)
:
:
P
O
K
E 
7
5
6
,
F
O
N
T
:
X
S
C
=
P
E
E
K
t
8

8 1 + P E E K ( 8 9 ) * 2 5 6 :M S C = X 5 C - 4

TV 1 5 0 1 0  P O K E  X 5 C . 3 , 0VY 1 5 0 2 0  P O K E  1 5 3 6 , I 1 2 - ( N U T * 1 6 ) : P O K E  1 5 3 7, 1 1 2 :P O K E  1 5 3 8 , 1 1 2TR 1 5 8 3 8  F O R  X D = 8  T O  2 3 : P O K E  1 5 3 9 + X D * 3 , 8 2

:X 5 H I = I N I C X 5 C 1 2 5 6 1 :X 5 1 0 = X S C - X S H I N 2 5 5

EC 1 5 8 4 0  P O K E  1 5 4 9 4
-
X D * 3 . X 5 1 0 : P D X E  
1 5 4 1 4 X
D

* 3 , X 5 H I

PM  1 5 0 5 0  X S C =N 5 C + 4 8 :N E N 1  M DVC 1 5 9 6 0  P O K E  1 5 3 9 . X D * 3 , 6 5 : P D X E  1 5 4 9 4 - X 0 1 3, O ;P O K E  1 5 4 .1 4 1 4 D * 3 , 6MU 1 5 0 7 0  P O K E  5 4 2 7 6 , X I T E : P O K (  5 6 0 , 9 : P O K E  56 1 , 6 :P O K E  7 0 9 , 1 9 : R E T U R NVP 1 5 0 9 9  R E MAD 1 5 1 0 8  X V I = I N I C H A D J t 5 ) : X M E = X A D J - N U I T * 4 - 1EM  1 5 1 1 0  P O K E  5 4 2 7 6 , X H Z : P O K E  1 5 3 6 . 1 1 2  I N V

T * 1 6 )

D5  1 5 1 2 0  R E T U R NEX 1 5 1 9 9  R E M  O L O U R  A  T M E N T  S C R E E N

L V 1 5 2 8 0  G O S U B  1 5 9 0 0 : P O K E  7 5 2 , 1 :
1  F O R  1 3 =1 T O  3 : P O S I T I O N  5 , 1

4
8 :
9  
" 1 4 1 1 - 1 4 1 .
1 4  
I l l

H i l l i   " : N E X T
AV 15218 9  "  R e d  M I E S C O MMI  MN1110

MIMI"
F5  1 5 2 2 0  P O S I T I O N  2 , 1 9 : 9  " P R L 5 5  N U M O E R S  F

ROM n  T O  1 9  U N T I L  A L L " : ?  "  T H R E E  C O L O U
Rs ABO VE ARE  CO RRE CT"

SK 1 5 2 3 0  "  T H E N  P RE S S  TH E
.
-
:
P
O
S
I
T
I
O
N 
2
,
2
:
?  
"
T
H
I
S  
P
R
O
G
R
A
M 
U
S
E
S  
A

AT I F AC T E A C O L O U R S "
NW 1 5 2 4 0  9  "  T O  S E E  T H E M  P R O P E R L Y  Y O U  M U S

I  T U R N " : P O S I T I O N  8 , 4 :
9  " Y O U R  
T V  
C O L O U RU P  H I G H EG 15258 OPEN / 1 5 , 4 , 8 , " X ; "

DF 1 5 2 6 0  G E T N 5 , 1 1 K : I F  X K = 3 2  THE N CLO S E  U 5
:R ET U R N

AW 1 5 2 7 0  H K = X X
-
4 8 : I F  
X K < I  
O R  
X X >
8  
T H
E N  
1
5

2 6 0
HP 1 5 2 8 0  X A D J = X K : G O S U B  1 5 1 0 0
EH  1 5 2 9 0  G O T O  1 5 2 6 0

SPAC E B A R
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I "AL 1E SCREEN SAVE
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screen full of  text or graphics or a mix t ure of  the two as it
is helpful to unders tand this  and the display list in order

to unders tand 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 writ e a program whic h wil l  Just take the
screen data and copy it  to disk. then to restore the screen all
you have to do is reverse the process. This  is rather infl exible.
however.  so I wi l l  take a dif ferent  approach and show you a
screen save t hat  can save any screen, even one wit h mixed
graphics  modes. To achieve this  you have to save not only  the
screen data but  also the display lis t  data and the colour
registers.
The amount  of  data that  is saved to describe a screen wil l

depend very muc h on the graphics  mode of the screen. This
wil l  affect the amount  of  storage space needed on disk  or tape
to accommodate the data and it  wi l l  also change the t ime It
takes to load or save a screen. Low resolut ion screens (say
GR. 1 or  GR.2) have lit t le data and wi l l  load or save very
quickly,  whi le CR.8 and above will take a s ignifi cant ly  longer
t ime.  A screen in graphics  mode 8 takes up over seven t imes
as muc h space as a Graphics  0 text screen and more t han 16
t imes  a Graphics  2 or 3 screen. I f  you wis h to set up a s lide
show of screens it  can be quite a good idea to intersperse high
resolut ion graphics  screens wit h int roduc tory  low resolut ion
text, t hus  keeping the moment um of  the presentat ion going.

The best 'Kay to explain what  is needed is to work  t hrough the
program examples in turn.  You may  fi nd it  helpful to read my
art ic le f rom the last issue as background to this  one, or some
other descript ion of  Display Lists.
Line 12 is a reminder - the screen save is not  designed to work
on its own. It mus t  be combined wit h the program that  gener-
ates the pic tures  and that  program mus t  defi ne the fi le name
for the pic ture to be saved with.  for example:

DIM 1
7
$ ( 1
4 ) : F
S D :
P I C
T U R
E  
I  
.
P
I
C
"

L ine 30000 selects I / O channel number I  and opens it  to put
data.
L ine 30010 puts  the contents of  memory  locat ion 87 to the
disk  fi le t hrough I / O channel 1. Locat ion 87 holds  the
graphics  mode.
L ine 30020 put  the contents of  the nine colour registers
(memory  locat ions  704-712) to the disk  file.
L ine 30030 fi nds the value of the top of RAM. Lines  30040
and 30050 read the two parts  of the address of  the s tart  of  the
display list and combine t hem to the value DUS T
Line 30060 works  out  SIZE the size of  the block of  data
between DLI ST and RAMTOP that we want  to save. This  block
contains the display  list  and screen data.
Lines  3 0 0 7 0 - 3 0 1 2 0  This  is a bit  of  a cheat for a Basic
progranuner as it uses a machine code subrout ine.  Don' t  ask
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AND LOAD
me exactly how it works,  but  it  uses the Atari's  central I / O
system (CIO) direct ly  to achieve a reasonably  high data t rans-
fer rate. Basic is too s low for this  task.
L ine 30070 sets up to use input / out put  cont rol block  number
1 (IOCB # I) - t he one we opened in line 30010.  Each IOCB is a
block of  16 memory  locat ions s tart ing with 10CB Oat  memory
locat ion 832. We only have to set up a few of  these memory
locations, fi rst  10U-1+2 mus t  contain 11 to output  binary  data
to tape or disk.
L ine 30080 puts  the address of the start  of  the data we want
to t rans fer into 10C13-4-4 and 10CB-1-5 in low byte high byte
form. This  is the address of  the s tart  of the display lis t  that  we
looked at in line 30040.
Lines  30090 and 30100 split  SIZE into its low byte high byte
components  and POKEs the results  into 10CF3-1-8 and 10C13+9
to tell CIO what  quant it y  of  data is to be t ransferred.
L ine 30110 is the magic!  The s t ring "h-h-h-inverse *-I..-V-
inverse d" is  a small piece of machine code in the form of  a
character s t ring which is called by the USR funct ion.  I t  effec-
t ively means "carry  out  I nput / Out put  in accordance wit h the
sett ings in the selected IOCB". The selected 10CB is defi ned by
CH.
Finally  in l ine 30120 the channel mus t  be closed alter use or
an error will occur next t ime we try to open it.

SCREEN LOAD
A quick  comparison of programs 1 and 2 reveals great s imi-

larit ies. We are us ing the same machine code cont rol of  the
IOCB but  this  t ime to recover rather than save data. I  wil l  not
discuss every line in detail hut  only  those that  are s ignifi cant ly
dif ferent.
In l ine  30000 the 8 (instead of  4) in the OPEN c ommand

means load rat her than save.
L ine 30010 recovers the graphics  mode (CR). I f  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. I f  a pic ture
wi t h a text window was saved it  is restored as the display list
and graphics data are loaded. Wit hout  this  step the screen
somet imes seems to s lip out  of alignment  to one side.
In l ine 30020 we carry  out  a Basic Graphics  c ommand whic h

resets the DL. I t  is not  good enough to POKE the value to 87 as
this  will not  reset the Di -
L ine 30070.  POKE 10C134-2,7 sets up for binary  data retrieve.

That  is all there is to it. This  lis t ing can be used in a stand
alone mode wit h very lit t le modifi cat ion.  Jus t  add a line like
this: 15 DIM FS(15); F
-
S " D : F I L E N A M
E , E X T '  
I f  
fi l e n a
m e _ e x t  
i
s

the name of a valid pic ture data fi le on your current  disk  It wil l
be recovered when you RUN the lis t ing.

f



WO 1  R E M
CR 2  R E M  *
H E 4  R E M  *
XU  5  R E M  *
CO 6  R E M  *
OG 7  R E M  *

T U T O R I AL  S U B R O U T I N E S
5 C R EEN  S A V E

b y
I a n  F i n l a y s o n

FC 8  R E M  *  N E W  A T A R I  U S E R  -  O C T  1 9 9 1  *
WW 9  R E M
AY 1 0  R E M
AG 1 1  R E M
T F  1 2  R E M  * G R A P H I C S  D R A M  P R O G R AM M E

* M U ST  S T A T E  F I L E  N A M E  F S  F O R *
* P I C T U R E  T O  B E  S A V E D

AK 1 3  R E M
KB 2 9 9 9 9  R E M  * * *  I N I T I A L I S E  C H A N N E L  F O R

* * *  C I O  P U T  U S I N G  I O C O  U l
OU 3 0 0 0 0  C H = I : 0 P E N  R C H
o
8 , 0 , F $
X V  3 0 0 0 9  R E M  * * *  S A V E  G R A P H I C S  M O D E
U Y 3 0 0 1 0  P U T  U C H , P E E K ( 0 7 )
O f  3 0 0 1 9  R E M  * * *  S A V E  C O L O U R  D A T A
I A  3 0 0 2 0  F O R  C = 0  T O  0 : P U T  U C H , P E E K ( 7 0 4
4 -
C )

:N E X T  C
N J 3 0 0 2 9  R E M  * * *  F I N D  R A M T O P I D I S P L A Y  L I S T
Y Y  3 8 0 3 8  R A M T O P = P E E K C 1 0 5 ) * 2 5 5
UN 3 0 0 4 0  A O R M I = P E E K ( 5 6 1 ) : A D P L O = P E E K ( 5 6 0 )
0 0  3 0 0 5 0  D L I S T = A D R H I * 2 5 5 4 . A D R L O
KG 3 0 0 6 0  S I Z E = R A M T O P
-
D L I 5 T + 1
E B 3 0 0 6 9  R E M  * * *  U S E  C I O  T O  T R A N S F E R

* * *  S C R E E N  D A T A
KX  3 0 0 7 0  I 0 C 0 = 8 3 2 4
.
C H * 1 5 : P O K E  
I O C B
-
0
-
2 , 1 1

AC 3 0 0 8 0  P O K E  I 0 C 0 4
.
4 , A D R L O : P O K E  
I 0 C 0 + 5 ,
A D

P H I
AK 3 0 0 9 0  S I Z E H I = I N T ( S I Z E / 2 5 6 ) : 5 I Z E L O = S I Z E

- S I Z E H I * 2 5 5
OT 3 0 1 0 0  P O KE  I 0 C 0 + 0 , S / Z E L O : P O K E  I 0 0 0 4 9 , 5

I Z E H I
r 0  3 0 1 1 . 0  I = U S R C A D R U M b h M i u M " ) , c x * I 6 )
PK 3 0 1 2 0  CLO S E  M C H

Program 1 - Screen Save

SLIDESHOW
This  is an old program I wrote for Page 6 back in 1985- I have

modifi ed it  to work  correct ly  wit h the screen load subrout ine.
When you have typed both lis t ing 2 and 3 and have t hem
saved to disk  carry  out the following.  Load program 2 and save
it  us ing LIST. Load program 3. Ent er program 2. You wi l l  now
have both programs  combined.
I wil l  only  out line the way program 3 works.  I t  reads the

direc tory  of  the disk  and stores all fi lenames wit h an extension
in the form . 1
3
I C i n  
t h e  
s t r i
n g  
B S
.  
I
t  
t h
e n  
t a
k e
s  
e
a
c
h  
fi
l e
n a
m e  
i
n

t urn and passes it  to the screen load subrout ine which then
recovers the data and displays the screen. Af ter a short  delay
the next  screen is displayed. When all the fi les have been used
an error occurs whic h Is t rapped by line 80 s tart ing the whole
process over again, so the effect is a cont inuous ly  running
slide show.

TAPE USERS
You may  t hink  that  the descript ion above relates only  to disk

users. This  is not  so. The fi rst two lis t ings wil l work  wit h
cassette if  you use the fi le name "C:" ins tead of  "D:FILENAME-
. E X r .  There is a hitch,  however,  you mus t  be a bit  pat ient
Data t ransfer to and f rom tape is not  nearly  as fast as disk. I t
is even possible to run a s lide show f rom tape as long as you
set up a tape wit h a series of  graphics saved one af ter the

continued on page 39

WO I .  R E M
CR 2  R E M  *
HE 4  R E M  *
XU 5  R E M  *
CO 6  R E M  *
OG 7  R E M  *
f C  8  R E M  *  M E N  A T A R I  U S E R  -  O C T  1 9 9 1  *
KW 9  R E M
AY 1 0  R E M
AG 1 1  R E M
HE 1 2  R E M  * H O S T  D I S P L A Y  P R O G R A M M E

* M U ST  S T A T E  F I L E  N A M E  r s  F O R *
* P I C T U R E  T O  O E  S A V E D

T U T O R I AL  S U B R O U T I N E S
SC R EEN  S A V E

b y
I a n  F i n l a y S 0 n

AK 1 3  R E M
RR 2 9 9 9 1  R E M  * 0 *  I N I T I A L I S E  C H AN N E L  F O R

* * *  C I O  G E T  U S I N G  I O C !
,  U lLO 3 8 0 0 0  C 1 1 =1 :0 P E N  I I C H . 4 , 0 , F S

XV 3 0 0 0 1  R E M  * * *  R E T R I E V E  G R A P H I C S  M O D E
EL  3 0 0 1 0  G E T  U C H , G R : I F  G R > 8  A N D  G R ( 9  T H E N

GR =GR 4 .1 5
CO 3 0 0 1 5  G R A P H I C S  G A
TG 3 0 0 1 9  R E M  * * *  R E T R I E V E  C O L O U R  D A T A
EA 3 0 0 2 8  F O R  C = 8  T O  0 : G E T  U C H , C O L :P O K E  7 0

4 4 - C , C O L :N E X T  C
N J 3 0 0 2 9  R E M  * * *  F I N D  R A M T O P I D I S P L A Y  L I S T
YY 3 0 0 3 0  R A M T O P = P E E K ( 1 0 6 ) * 2 5 6
UN 3 0 0 4 0  A D R H I = P E E K ( S 6 1 ) : A D R L O = P E E K (
5 6 0
)
0 0  3 0 0 5 0  D L I S T = A D R H I * 2 5 6 + A D R L O
MG 3 0 8 6 8  5 I Z E = R A M T O P
-
O L I S T
4 -
1

E0  3 0 0 6 9  R E M  * * *  U S E  C I O  T O  T R A N S F E R
* 0 *  S C R E E N  D A T A

EU 3 0 0 7 0  I 0 C 0 = 8 3 2
4
C H * 1 5 : P O K E  
1 0 0 8 4 2 ,
7

AC 3 0 0 0 0  P O K E  1 0 C 1 1 . 4 , A D R L O :P O K E  I O C O
4
5 , A 0

P H I
AH 3 8 0 9 0  5 I 2 E M I = I M T ( S I Z E / 2 5 6 ) : S I Z E L O = S I Z E

- 5 1 1 E H I * 2 5 6
OT 3 0 1 0 0  P O K E  I 0 C 8 4 - 8 , 5 I Z E L O : P O K E  / 0 0 0 4 - 9 . 5

I Z E H I
F B 3 0 1 1 0  I = U S R C A D R ( " h h h 2 L V M " ) , C H * 1
6
I
PK 3 0 1 2 0  C L O S E  U C H
OF 3 0 2 0 0  R E T U R N

Program 2 - Screen Load

w0 I  R E M
JE 2  R E M  * * *  S L I D E S H O W  * * *
U0 3  R E M  * * *  b y  I A N  F I N L A Y s 0 N  * * *
AG 4  R E M  * * *  A u g u s t  1 9 8 5  * * *
P r  5  R E M  * * *  0 6 0 d 1 fl e d  J u l y  9 1  * * a
WT 6  R E M  m * * * * * * * * * * * * * * *
NM 7  R E M
r Z  2 0  D I M  E S ( 1 4 ) , A $ ( 1 7 ) , 8 $ C 5 1 0 ) : 0 = 2 5 6 : F S (

1 , 2 ) D : " : s C R N I O A D = 3 0 0 0 0
NH 2 1  R E M  *

Ks 3 8  T R A P  2 3 0 : 0 P E N  U 2 p 6 , 8 , " D : * . P I C "
0 0  4 0  Z = 0
NO 5 0  I N P U T  # 2 , A S : 2 = 2 4 . I : O S C I 7 * Z
-
1 6 , 1 7
4 4
2 : ) =

A S : I F  A 8 ( 5 , 8 ) = " F R E E “  T H E N  7 0
5 X 6 0  G O T O  5 0
KO 7 0  C L O S E  U 2 : I F  Z = I  T H E N  2 3 0
AD 7 9  R E M  *
JN 8 0  Z = 0 : T R A P  8 0
5J 9 0  z = Z 4 1 : A S = 0 S c i 7 m z
-
1 6 , 1 7 * z ) : F S ( 3 , 1 4 2 =

GET A  F I L E  N AM E  F R O M  0

e •

NJ  1 0 0  r $ C 3 , 1 0 ) = A S ( 3 , 1 0 ) : F O R  N = 4  T 0  1 1 : / r
F S c o ld e r
-
z " -  
T H
E N  
F S (
N , N
+ 3 )
=
-
. P i c
.

HR 1 1 0  N E X T  N
US 2 0 0  G O 5 U 0  SC R N L O AD
LM 2 2 0  F O R  D E L A Y = t  T O  1 0 0 0 :N E N T  D E L A Y : P a k

E 7 7 , 0 :G O T O  9 0
PH 2 2 9  R E m  *
20  2 3 0  G R AP H I C S  0 : ?  “ 8 4 4 0 0  P I C T U R E  F I L E S

ON T H I S  D I S K " : ?  “ 4 4 5 E L E c t  P I C T U R E  D A T A
D I SC  AN D  C E M  A G A I N
-
: E N 8Program 3 - Slideshow

RONG D A T A  0 1 5  !
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DOUBLE DISK BONUS
T W O  G R E AT  B O N U S  G A M E S  THIS  I S S U E !

PLO'
..by Neil Ottaway

A one or two player challenge
Plop is a game tor one player or two players playing simultaneously on separate
scrolling screens. One player is a ball and occupies the top halt of the screen while
the other player is a hole on the bottom half of the screen. In one player mode the
player can alternate between the two modes by pressing the space bar.
The object of the game is to gel the ball into the hole. This. however, is not 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 lost by guiding the ball into the sea or into a gap. Also a life is lost when time runs Out or it you press ESC to quit
that level it you become stuck I t  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 number 2 on them. The different switches may either place walls in certain places or place pieces

of lloor 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. It you are already carrying an object 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 above 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 to 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 to bridge gaps over water or holes. Sometimes you may wish
to pass art Object from one player to 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 levels are completed
there is a graphics demo to enjoy. Music can be turned on and oft 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 to see it to discover just what Turbo Basic can do
- ifs as good as machine code!

Plus
THE HYAMS ADVENTURE
by Yohannan Hyams
A traditional text only adventure which starts Out in the authors bedroom.
You must understand and investigate everything you see to discover just
what sort of life this Hyams guy leads. Along the way you'll find many things
to help and many clues to lead to the ultimate objective. What that is you'll
discover as you go along. There is no help on this one. you're on your own!

The Hyams Adventure is an excellent fast response adventure written with
Adventure Writer and has many unique features and puzzles to solve.

A NEW IFSUE, DISK!
This issue's disk has a great new loader developed especial-
ly for us by The High Tec Team who wrote The Big Demo.
Now you can enjoy great graphics effects as  well as  a
custom written scrolling message with each issue!
If you have not tried our issue disks before, now is the time
to discover just what you have been missing. Not only do
you gel a great new intro but TWO BONUS programs that
are not available elsewhere.

GIVE IT A TRY. AT JUST E2.95 YOU CAN'T GO WRONG!

24 I s s u e  52 • New Atari User
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Issue disk 52 is included with Disk Subscribers
copies this issue but can also be purchased sepa-
rately for just £2.95. Order your copy form PAGE 6,
P.O. BOX 54, STAFFORD, ST16 1DR or by tele-
phoning 0785 213928 and using you credit card.
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B A C K  IS S U E S  a r e  £ 1 . 7 5  e a c h  i n  th e  111K cur  O E  packlas3.
1 - 2 .4 0  fo r  E u r o p e  o r  s ur fa c e  m a i l  e l s e w h e r e  a n d  £ 3 . 6 0

for  A i r  M a i l  o u ts i d e  E u r o p e .  P r ic e s  I n c l u d e  p o s ta g e
IS S U E  D I S K S  a x e  fo r  a n y  4 8 k  o r  6 4 k  fi  b i t  A ta r i

E a c h  d i s k  is  £ 2 . 9 5 ,  P o s ta g e  F R E E  i n  U . K .
Ov e r s e a s  a d d  L I  p e r  o r d e r  a n y  n u m b e r  o f  dis k s )

S e n d  y o u r  o r d e r  to
P A G E  6 .  P . O .  B O X  5 4 ,  S T A F F O R D .  S T 1 8  I D R ,  E N G L A N D

A C C E S S  a n d  V I S A  a c c e p t e d .  T e l e p h o n e  0 7 8 6  2 1 3 9 2 8
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& the rest of  the AIR CREW pick  your FREE GAMES by ticking the hokes, complete this
form, and send a cheque or postal order for 17.99 i t 9 9  overseas, made payable to Zeppelin
Games Limited at The A ir  Crew, P.O.Bos 17, Houghton-le-Spring Durham DH4 6JW,
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AL OF ATARI SOFTWARE

THE Of GOLDEN
(AND NOT SO GOLDEN)OLDIES

continued
GEMSTONE WARRIOR
arc/adv. S.S.1./1.1.S. Gold 1 9 8 7  (d)  f u l l
An enthralling strategic game. essentially a one player, thinking
persons version of 'Gauntlet, Your quest 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 tor
the solo player than 'Gauntlet could ever aspire to be.

GHOST ENCOUNTERS
arc/adv. J .V .  Software 1 9 8 1  ( t )  s c a r c e
J.V. Software produced several arcade adventures for the Atari in
the early 80
-
s ,  
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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 Rat ings:-
*

arc
plat
Sim
strat
adv
g r adv

frp

arc:adv

arcade game
platform game
s imulat ion
strategy game
text adventure
text adventure with
pictures
fantasy role play ing
game
arcade game with
puzzle solv ing:map-
ping etc,

THE KEY

poor
poormedloc re
mediocre
medioc re'good
g o o d
good  excellent
excellent

(t) g a m e  is available on tape
(d) g a m e  is available on disk
01 g a m e  is available on ROM

cartridge
bud b u d g e t  priced game

(E1.99-E2.99)
mid m i d - p r i c e d  game

(E3.00-58.99)
full f u l l  priced game (E9.00s)
imp g a m e  is (or was) only

available on import  from
America

scarce n o  price range available,
because game is very dif-
fi cult to gel hold of

The once and tormal (tape_ d isk etc_l ranges quoted are intended as guidelines
only. Games wh ich  were orig ina lly available on tape and Mak can now be found
on cartridge and v4ce•versa. Th is can a lso  after the price o f  the game in  question.
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GHOSTBUSTERS
arc A c t i v i s i o n 1984 (t,d) m i d
'Ghostbusters' features some nifty music, good graphics and speech
synthesis. but it's a pity the gameplay did not quite match up to its
obvious audio visual attractions. You choose a car, travel city
streets, and trap ghosts (trapping requires careful t iming 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, TH E arc/adv. Datasoft/U.S• Gold 1 9 8 5  (t,d) m i d
A multiple screen, puzzle solving platform game in the same vein as
'Zorro', also from Datasoft. 'Goonies' features a unique 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 D a t a b y t e  1 9 8 6  (d)  f u l l
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 loystick. 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 GAD.  make use of Graphics
mode 15 instead of the more chunky Graphics 79 Despite this it is
still a recommended buy.

GREEN BERET
arc I m a g i n e  Software 1 9 8 7  ( t )  m i d
A poorly done 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 XLIXE but they seem to have
forgotten that it has a good quality sound chip.

GREAT AMERICAN ROAD RACE *
arc A c t i v i s i o n  1 9 8 5  (t,d) m i d
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
arc M a s t e r t r o n i c  1 9 8 7  ( t )  b u d
A shoot -
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screen. Programmer Jett Minter wrote this addictive shoot -
e m  u p  i nroughly 5K of code' Don't expect any frills, just enjoy the fast-paced
action.

GUARDIAN OF THE GORN *
arc I n - H o m e  Software 1 9 8 2  ( t )  s c a r c e
An altogether weird game which has you travelling across an oddly
shaped gnd, avoiding insects. It they manage to grab you they
whistle and out pops a huge butterfly-type character who picks you
up and presumably eats you off-screen (told you it was weird).
Little-seen and probably best if it stays that way.

compiled by
Kirk Ruebottom



GUN LAW
arc M a s t e r t r o n i c 1987 ( t )  b u d
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
arc P a r k e r  Brothers 1 9 6 4  (r )  m i d
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
arc/adv. Activision 1 9 8 5  (t,d) m i d
An entertaining and unusual game. which, after loading, presents
you with a screen containing two words, "Logan Please". Eventually
you
.
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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
sim M i n d s c a p e  1 9 8 5  (d)  imp scarce
A space exploration game, in which you must journey to various
planets and moons in our Solar System, from your mission base
inside Halley's Comet. Views are of the 3-0 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
arcisim Accolade/U.S. Gold 1 9 8 6  (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 trom where you direct your
fielders or runners. Many subtleties in design. and good gameplay
combine to produce an enthralling piece of software.

HAZZARD RUN
arc A r t w o r k 1983 ( t )  s c a r c e
Remember the 'Dukes of Hazzard' series of a few years back? Well,
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 • ( 1 -
plat M a s t e r t r o n i c  1 9 8 7  CO b u d
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.

H.E.R.0-
arc A c t i v i s i o n

AZ OF ATARI SOFTWARE

1984 ( r )  m i d
In K E R. ° .  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 upiplatiormer, notably the bright and colourful
graphics and the challenging gameplay.

HITCHIKER'S GUIDE TO THE GALAXY *
adv I n f o c o m  1 9 8 6  (d)  f u l l
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' its  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 A t a r i  1 9 8 2  (d)  b u d
This handy utility was given away free with
Atari disk drives many years ago. It's a fairly
versatile, extremely easy to 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
buttons. A bit limited for the more serious user,
but useful nonetheless.

HOUSE OF USHER
plat K i n g s o f t / M i d a s  1 9 8 6  ( t )  b u d
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 etc.

HOVER BOVVER
arc Llamasoft/Mastertronic 1984/1987 ( t )  bud
An unique but eventually monotonous game in
which you must mow lawns. watch out for angry
neighbours, and restrain your dog at the same time!
Your 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 A d v .  International 1 9 8 4  (t,d) m i d
'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
arc S y s t e m  3 1 9 8 7  (t,d) m i d
An efficiently programmed and well-designed piece of software. This
is possibly the best ('Karateka excepted) 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 M a s t e r t r o n i c  1 9 8 7  ( t )  b u d
Unusual wargame, Set on an alien planet, with your objective 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 P a r k e r  Brothers 1 9 8 4  (t,r ) m i d
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
arc C r e a t i v e  Sparks 1 9 8 6  ( t )  b u d
You control Jim who jumps about on a grid map of a desert island in
search of valuable tools and relics for his archaeological expedition.
But you have to watch out for lava which is spat out by the mountain
in the centre of the screen. An interesting little game with many
subtleties and unique gameolay. Alternately frustrating and re-
freshing, it is worth more than its budget price.

JET BOOT JACK
plat E n g l i s h  Software 1 9 -  (t)

83
bud

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
winner.

JET SET WILLY
arc T y n e s o f t  1 9 8 6  ( t )  b u d
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 rooms in an attempt to
collect all the glasses from the previous nights party. The only
redeeming feature of -
W i l l y '  i s  
t h a t  
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f e a t u r
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soundtrack.

JOURNEY TO THE PLANETS t ' • ? '
arc/adv. J .V .  Software 1 9 8 1  ( t )  s c a r c e
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 A t a r i  1 9 8 2  ( r )  m i d
An amusing game in which each player is
mounted 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 t ime with the
bird's wings. Nothing spectacular in the
graphics and sound departments, but 'Joust'
is entertaining and playable nonetheless.
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JUMBO JET PILOT t
-sim T h o r n  E.M.I. 1 9 8 2  ( r )  s c a r c e
This flight simulator has not worn the years as well as its contempor-
ary, 'Submarine Commander' (also from Thorn E MI ) .  It does have
very good detail and is challenging to fly, but terrible graphics and
sound can't really compensate for this.

JUMPJET
sim A n i r o g  Software 1 9 8 6  (t,d) m i d
A rather uninspiring flight simulator which has you taking oft 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
arc A t a r i  1 9 8 2  (r )  m i d
An amusing game, especially good for the kiddies, played over four
stages. Stage one finds you swinging from tree to tree. 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 D a t a s o f t  1 9 8 4  (d)  m i d
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
arc/adv. Ava lon Hill 1 9 8 3  (d)  s c a r c e
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
strat S . S . I .  1 9 8 5  (d)  f u l l
Another immensely detailed and complex S.S.I. wargame. This time
out the action takes place at platoon level in World War II. As with
most SSA. wargames, the graphics play second fiddle to the wealth
of game options and commands. Recommended for the wargamers
among you.

KARATEKA
arc B r o d e r b u n d  1 9 8 5  (d)  i m p  scarce
Graphics in 'Karateka' are works of art  indeed the whole game
oozes quality, from the opening narrative sequences to the final
embrace ot hero and Princess. This martial arts game employs
movie-style cutaway techniques 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 )(LAE, was never easily available here in the U.K.

KAYOS •
arc C o m p u t e r  Magic Ltd.1981 ( t )  s c a r c e
A primitive (and extremely rare) shoot 'em up. one of the first games
I ever bought. Put simply, a fast space invaders clone, with flashy
sound effects.



AZ OF A TAR/ SOFTWARE

KENNEDY APPROACH
sim M i c r o p r o s e
'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

KILLER CYCLE

1985 (t,d) f u l l

arc M a s t e r t r o n i c  1 9 8 6  ( t )  b u d
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.

arc M i c r o v a l u e  1 9 8 7  ( t )  b u d
This was part of the -
F o u r  
G r e a t  
G a m e s  
V o l .  
2 '  
c o m p i
l a t i o
n  
a
n
d  
i
s

probably the worst of the bunch. It claims to be a recreation of the
Light Cycle sequence from the film 'Trott'. 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 G r e m l i n  Graphics 1 9 8 6  (t,d) m i d
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
its just a matter of watching the boxers slug it out (in wire-frame
graphics).

KNOCKOUT
arc A n c o  Software 1 9 8 6  (t,d) m i d
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
arc Luc a s t i lm fA c t iv is ion 1986 (d,r ) f u l l
This game employed the fractal graphics techniques 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 )(LAE. 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.

TO BE CONTINUED

L.A. S.W.A.T.
arc M a s t e r t r o n i c

LAST V.8., THE
arc M a s t e r t r o n i c

arc R e d  Rat

1987 ( t )  b u d
You're a S.W.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
gr adv A r iola s of t  1 9 8 6  (d)  m i d
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 little
on the easy side.

1987 (1) b u d
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
sim A c c e s s / U . S .  Gold 1 9 8 6  (t ,d) m i d
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. Now why didn't they convert 'World
Class Leaderboard to the Atari machines?

LITTLE DEVIL
1988 (t,d) m i d

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 ( M a i l  Order only) 1 9 8 4  (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 little slowly (mostly due to the lengthy
disk accesses), but it is fairly interesting if you like football manage-
ment games.

LIVING DAYLIGHTS, THE
arc D o m a r k  1 9 8 7  (t,d) m i d
Yet another multi-screen scrolling shoot 'em up. This is 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 elimi-
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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emulator  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 t i m e j i
-
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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.

has an expose courtesy of
J onat han Burroughs  of  Peter-
borough.  Here's  his  advice. I f
you have an auto-fl re joyst ick it

would be helpful to t urn it  on. I f  you are being blown into lit t le
pieces by the cannons,  jus t  shoot  the bullets  of the cannon in
quest ion and it  won' t  shoot any  more.  Instead of  going in low
to shoot  the buildings  all you have to do is push the joyst ick to
the right  and it  wil l  fi re at the ground.  On the higher levels you
wil l  come across the mad bomber which wi l l  k ill you if  you are
low, so when it  does come, fly to the top of the screen s t raight
away then it  wil l  not  be able to destroy you. Finally  the
missiles whic h follow you and destroy you can be shot down by
fl y ing low at the left hand side of  the screen and wait ing for
t hem to head s t raight  for you, when they do they are in
pos it ion for you to shoot and destroy them.

LASER HAIR

SPINDIZZY3 JOE BLADE II
prove a lit t le easier due to Kris tian Batovvski of Aberdare.

In S P I N D I Z Z Y ,  when selecting your shape select the ball, as il
bounces higher on trampolines. Don't  be tempted lo go hunt ing for
Iewels as they waste more t ime than they give you back, it Is wiser to
fi nd new rooms as they are worth more time. Use the map often to see
which direc t ions  you can go and study the (1) Help screen.
10 bins  n 15 extras keys and 3,000 points  in J C P E  B L A D E  I I .  It

you fi nd food leave it unt il your energy is low, it won't  move.
Try to map the rooms  for future games so as not to get lost,
One last t ipperooney and probably  the best of the lot is that if  you hold

down SHIFT,OPTION and BREAK together on the tit le screen you will
have infi nite energy.

DESERT
FALCON
just became easy blast-
ing when you use these
5 hieroglyphcs to start
you off:
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HACKER
HACKER has been smashed by  Sean LeBrecque who hasn't  en-
closed his address (if you contact Page 6 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 L O G O N  password is  A U S T R A L I A

The tour security checks are:
1) M a g m a ,  LTD_
2) AX - 0 3 1 0 4 7 9
3) Hy dr a ul i c
4) Aus t r a l i a

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

CITY W H A T  TO GIVE W H A T  TO BUY

1) SWITZERLAND
2) EGYPT
3) ROME
4) INDIA
5) NEW YORK
6) TOKYO
7) CHI NA
8) CUBA
9) LONDON
10) SAN FRANCISCO
11) WASHINGTON

CITY

SWITZERLAND
EGYPT
INDIA
NEW YORK
TOKYO
CHINA
CUBA

LONDON
SAN FRANCISCO
WASHINGTON

$5000•00
CHRONOGRAPH
SCARAB
TUT
SWISS CHALET
BONDS
PEARLS
JADE
CAMERA
BEATLES ALBUM
GIVE F.B.I. AGENT DOCUMENT

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

DIRECTIONS

EVERYTHING
EVERYTHING
NOTHING
NOTHING
BONDS
EVERYTHING
JADE
NOTHING
BEATLES ALBUM
NOTHING

6E, 4N
4W, 1N,  6E,  25,  l E
1E, 2N.  2E,  3S.  1 E
1W. 3N,  16W.  1S
6W, 1N,  14W.  2S,  5E
4W
1E, 3S, 2E, 1N, 4E. 1S,2E, is ,  2E.
-
I
S
,  
8
E
,  
3
N

8N, 2N,  2W,  1N,  3E
3W, 2S,  12W,  1N.  l E
1W, 1S,  10E,  2N,  2W,  1S,  3W

CONGRATULATIONS YOU HAVE JUST COMPLETED HACKER

If y ou complete this  game.  1  t hen prints  t he f ront  page o f  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 I  think is  a  bit  unfair don' l you?



pl 6E4 7R1EVS 1117Z 93r 11011S7R
Mapped

by

a
r G
d o

Key:

t4
)Kl .  K2

Di ,  D2

P ••
'Af t

i3

k 6 •

HiP*1°40
5
,

•

•19•40i wallow
1
1
1
1
%
4
V
1
1
1  
a  
1
1
1
!
1
1
1
0
7
1
1

9

letitom a up

Blue Pot  of  Money  (you mus t  collect all of  these)
J ar of  Honey  (makes Yogi inv inc ible)
J ar of  Sweets  (provides extra ammo)
Pic nic  Basket  (replenished food bar)
Toys  (you mus t  collect all of  these)
Bubble Gum (sticks Yogi to one spot for a while)
Bal loon (follows Yogi and can't  be k illed)
Key one,  key two etc.
Door  one, door  two etc.

SMASH, CHOP, BUILD, SPY!
W O R L D  K A R A T E ,  H O T  BLO X •  B O U L D E R D A S H
C O N S T R U C T I O N  K I T  and A G E N T  0 0 9  are the games
that are given the once over by Daniel Nye of Bury St. Edmonds.
A G E N T  0 0 9  gets the backwards treatment this time with the
following gibberish written as DAOL REXIMINEMEC LOAD CEMENTMIXER.
KOOL - ON - TEG - TRATS - TIXE - KOOL - KLAT SEY NEPO -

DAER -ETALSNART - RETUPMOC - EVAEL TEG - TRATS - KOOL -
KOOL EVIRD - OBRUT TS00E1 KOOL - LLIK - KOOL TEG - DAER
- NUR - NUR KOOL RETNE KOOL - TEG THGILHSAIS 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

If you are having trouble with B O U L D E R D A S H ,  load 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 H O T  B L O X  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.

•
•
Cl
C2
C3
C4
XX_

Enemy that moves hor izontal ly
Enemy that moves vertical ly
Room that contains tr apped Boo Boo
Room that contains trapped Snaggle Puss
Room that contains trapped Quick Draw McGraw
Room that contains trapped Snoop and Blabber
Type of door Oilneeded to remove i t
Touch L to remove blockage X to enable access to
rest of the game

SMARTER THAN THE AVERAGE GAMER
To go with this  issues  map of YOGI BEAR IN THE GREED MONSTER

are some hints  f rom the same nran Richard Gore of Sprotboiough.
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 coiled the

picnic  basket it  you have not already done so because once you have
gone through the opening you will not be able to return to the s tart ing
location_
Collect the toys, the blue imis  of of money and the sweets as soon as

you see them but only  (-olive( the pic -nic  baskets. jars  of honey and
cans of of imp when you need them as they arc few and far between.
Try  to evade the enemies rather than us ing your ammuniiion_ Only  lire

the sweets when you really  need to as you only  get a few.
Collect the blue c an is t
e r ( m a r k e d  
a s  
a  
c i r c l e  
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the map) as soon as possible. This  removes the blocky blue doors.
Do not swap keys unt il you gel ins ide the indoor complex as you need

key 1 to get inside_ Once a door is open it  will remain open for the rest
of the game

DO NOT enter the G.M. room (us ing key 3) unt il you have collected
ALL the blue money pots and toys.

Plan your route carefully  (us ing the map) so as to t ry  to avoid the
enemies.
Yogi's food level only  goes down when the bottom

Into contact with any of his adversaries. So do not
shoulders  touch any  of the enemies.

'Using the hints  above and the map you
should have no diffi culty  in complet ing
this  excellent game from HI-TEC.

half  of him comes
worry  if  his head or

MORE
MORE Errir
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Me and Lancelot,
mate, we're like
that. Could te ll
you a thing r
\two!

•••

The TIPSTER is  fading awayl

From the land of  Merlin the Wizard comes this solut ion to
LANCELOT courtesy of David Gwynne of Llandudno.  As always
the code is KCIK K I C K  PIG.

E LLI K  THGINK - Y - OG OT NILREM N  T I A W  TI AW  - TIAW - S - E -
DAER • SKOOB - OG OT RUHTRA • TIAW - TIAW - TIAW TI AW  - OG OT
SURGOL - OG OT ESSENOYL E KAT DOOW - U  E LG NATNU SENUL
- -  -  WORHT DOOW TA TOLEHP - N - N - LLIK THGINK Y  - N • LLIK
THGINK • Y • N - EKAT NROH - WOLB NROH • NI • OG OT ESUOH N I  -
OG OT LEPAHC - NI - NI E K A T HTOLC -OG OT ESUOH N I  - OG OT
NIUORAT - LLIK NILIORAT O G  OT TERRUT - NI • ESOLC SRETTUHS -
LLIK NOLRAG O G  OT SUNUERB - LLIK SUNUERB - EREVIDEP, WOL-
LOF EM • OG OT SREIRB • THGINK,TIAW•TUC SREIRB,NIAGA T U C
SREIRB - A - N - NAGROM, I ESUFER - TIAW ROF NAGROM • TIAW -
EKAT SSALG • TIAW • Y W  - N - NIAWAG, WOLLOF EM O G  OT ENIALE
• OG OT ENIALE U  - S - EKAT SWOLLIP • '(AL- '(AL E S O LC LENAP
ESOLC LENAP - ESOLC LENAP • LLIK THGINK ' ( A L  - TIAW TI AW
TIAW - '(AL - YAL - N - E • W • W -  OG OT DIAMREM E V I G  SSALG OF
LESOMAD THGINK•WAIT,OG OT TNAIG - EKAT PRAH TI AW  - TUO - U -
U • THGINK,TIAW,TUP WOLLIP REDNU S'TNAIG DAEH - EKAT KCAS -
WORHT CILER TA TNAIG KCO LNU ROOD - THGINK,TIAW,HSUP ROOD
• HSUP ROOD - HSUP ROOD - A - E - SROB, WOLLOF EM - OG OT
LEGATNIT - OG OT RETRAC - TEG NI TRAC • TIAW TI AW  - TIAW - TIAW
- TIAW - TUO - ENIMAXE ERIE - TUP SLAOC NI NORDLUAC - EKAT
NORDLUAC • U T U P  SLAOC NO SLIAS - D - EKAT NORDLUAC • U - TUP
SLAOC NO SLIAS - SW - OG OT MARTSIRT MARTSIRT,  '(ALP PRAH -
TIAW • OG OT SEHSUB - TEG NI SEHSUB • SROB• OG OT NOCAEB -
THGIL NOCAEB WO LLO F EM - TIAW - TIAW - TIAW - TIAW W  • NI • W -
o - E - KCOLNU ROOD- E - KAROMAL. WOLLOF EM - W • SROB - TIAW -
HSUP TSEHC - HSUP TSEHC - -  TUO - N • OG OT RONAM - Y - SROB •
TIAW - DLOH LENAP N I  • DNATS NO SKNALP - TIAW N  - Y - NI -
KAERB WOBSSORC EREVIDEP, TIAW - S S E  - N - N • N • N •  SROB,
TIAW ROE NROH, NRUT HCNIW - LLUP REVEL. NRUT HCNIW - -  S - N
• EREVIDEP, EERF ROTCE, NAIRB. LENOIL, HTERAG, SUREHEG • EERF
NIAVARGA, SELIDNARB, SUAHRAM, EKUDILA - TEG NI EGAC • WOLB
NROH • W • OG OT REVENEUG - TEG NI TRAC TI AW  • TIAW - TIAW -
TIAW • TIAW - TIAW - TIAW - TIAW • TIAW TI AW  - TIAW - TIAW - TIAW
TIAW - TIAW - OG OT TNUAGAILEM - U - N - N - S - S - W -  KOOL NI
TSEHC - EKAT SEVOLG, TAH - '(AL - '(AL - E • D - TUO • W - U - RAEW
SEVOLG • D - TIAW - TIAW - S - S D  LESOMAD,  I ESUFER - TIAW -
TIAW TI AW  - TIAW TI AW  TI AW  TI AW  - TIAW TI AW  • TIAW • TIAW
SSIK LESOMAD T U O  • TUO O G  OT REVENEUG - LLIK TNUAGAILEM -
E - W - E • E •  EKAT LOOTSTOOF - SSIK REVENEUG - REVENEUG, TIAW,
ESOLC ROOD, NEPO ROOD • NEPO ROOD - TIH ECNUAVAERGLOC
THIW LOOTSTOOF Y ARP  • TUO - OG OT THGINK - THGINK, I MA
TOLECNAL • LLIK THGINK - OG OT LESOMAD - NI - EKAM NGIS FO
SSORC N I  - OG OT REHCAERP - EKAM NGIS FO SSORC N I  - OG OT
TIMREH - EKAT ECILAHC • OG OT LLEW E V I G  ECILAHC OT MIRGLIP •
OG OT TSEROF EDIR S  N  - N - OG TO DAHALAG • D • D - LLIK
STHGINK - OG OT TAOB - DAHA LAG, EKAT DROWS - OG TO BMOT -
DAHALAG, EKAT DLEIHS - DAHALAG, NEPO BMOT - LLIK DNEIF -
EKAM NGIS FO SSORC O G  OT TAOB - TEG NI TAOS • DAHALAG, OG
OT ECNANRUT W O LB NROH - DAHALAG OG OT ECNANRUT - TIAW -
TIAW - U - E - DAHALAG, N, N, N. S. S, S, S ,  S. S, N. N, N, -TIAW -
KNIRD DAEM • OG OT TAOB • TEG NI TAOB - EKAT NROH DAHALAG ,
OG TO DNAS • TIAW - TIAW • TUO - LLIF PtIC, ECILAHC • DAHALAG,
T1AW, WORHT PUC FO RETAW - WORHT ECILAHC FO RETAW - LLIF
PUC, ECILAHC - DAHALAG. TIAW, WORHT PUC FO RETAW - WORHT
ECILAHC FO RETAW - WE' PUC, ECILAHC - OAHALAG, TIAW, WORHT
PUC FO RETAW - WORHT ECILAHC FO RETAW • N • LLIF ECILAHC - $ -
LLIF PUC - TEG NI TAOB - DAHALAG, OG TO YEK - TIAW -  NI -
SROB, TIAW, TIAW. TIAW, WORHT PUC FO RETAW, LAVIC REP, TIAW.
TIAW. WORHT ECILAHC FO DNAS - DAHALAG, TIAW, WOLB NROH -
EKAT YEK - KCOLNU ROOD - E - NI - E • NI  E S I R P R U S ,
ESIRPRUS UOY EVAH DETELPMOC TOLECNAL

MA GN IFYIN G GLA S S  A N YON E?
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The TIPSIER forgot  to work  out  who got  this issue's prize
so we are giv ing it  to Richard Gore for his Yogi stuff. Drop
us a line Richard and tell us what  E35 of sof tware you
would like (how about 35 copies of Kingdom?).
There i s  a prize this t ime but it is  a mystery since the Post
Office couldn't  manage to deliver this column on t ime and
we are smack up against  the deadline. Keep sending the
tips and we promise to sort  something out.

HOW TO RUN SOUTHEND UNI TE D
Leigh-on-Sea mus t  the Tipping and Hint ing capital of the

world wit h Yasser Nabi f rom the aforement ioned town.  His  t ip
is for r ei Gevr nAci ama. . ,  I V I A N T . A .
,
Q M F L  w h i c h  
e n a b l e s

you to obtain an obscene amount  of  money.
Obtain a loan of  -99999999999999999999999999999999

9999999999999999999999999999999999999999999999
9999999 (unt il you hear a beep), t hen press RETURN.  Play
y our first match then pay back the loan of  X.-9.9999999E+17
(type this  in correct). Now you should have loadsa dosh.

V  V  I C  V V V V V .  O i l  C u t  i t  Ou t !

OKAY NOW IT'S YOUR TURN!!!!
Well I've done everything that  I can this  Issue. I was  absolute-

ly inundat ed this  issue wit h let ters and maps  and I promise
that  all I leave out  this  issue which I t hink  is good enough wil l
go into the next issue. (Promise!!!)
I'm s t ill wait ing for the solut ion and maps  to P R I C E  O F

M A J I K .  whic h would complete our t ri lok /  of  the T I M E
A N D  M A M I E  package. (Come on STARFLEET CONTROLLER
where are the maps  ?'??)

Enough of  this idle natter.  Kechong Ngugen needs help on
N I N J A  C O M M A N D O .  He wants  to k now if  there are any
cheats for lots of  lives, sk ip levels and stuff. Well is there?
(That's your cue!) He also wants  to k now how to get to level 14
of S P O O K Y  C A S T L E ,
A let ter containing the by now obligatory PLEASE, PLEASE.

PLEASE has come f rom Pauline J il lon for help on two older
adventures. In S A N  F R A N S I C O  ( E A R T H Q U A K E )  she
has got as far as ins ide of the wrecked hotel wit h its  burnt  out
safe and planks  nailed to the doors and that  is  as far as she
can get. In C U R S E  O F  C R O W L E Y  M A N O R  she can't
get past  the demon at the numerical locked door.  Over to you.
Tippers.  get those answers roll ing in before Pauline goes out  of
her mind.  To those who have asked, yes I would like to repeat
some good old Ups f rom Issues 1-30 but  seeing as The Tips ter
has only  been going since issue 38 it  would prove diffi cult .
Well that 's about  all for this  issue. Don' t  s top sending in the

letters as the c olumn is only  what  you make it  (remember that
I 'm ask ing quest ions later on!). Also don't  forget that  the
L O R D S  O F  T I M E  maps  are st ill readily  available f rom the
address in the  last issue,

STOP PRESS STOP PRESS ----- STOP PRESS -----
There is a Brownie point on offer to the person who spots the

ATARI PORTFOLIO in TERMINATOR 2. a l (  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 so
that I can experiment).

Unt il next t ime keep gaming.
This is The Tipster s igning of f

Send your letters and maps  and things to:
THE TIPSTER ,

NEW ATARI U SER ,
P.O. B OX  54,
STA FFOR D
ST16 1 DR •
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tions, the best of  which made it  to the Atari.
Confl ic t  in Vietnam,  the last Mic roprose game for

our  beloved machine,  s imulates  five decisive bat t les of the
Viet nam War - f rom the French defeat at Dien Bien Phu in
1954 to Quang Tri in 1972,  the s tart  of  the end of  South
Vietnam.
As in most  Mic roprose games, a 'quick  start ' opt ion Is avail-

able hut  extensive reading of the 110 page manual  is a must .  I t
contains  ample inf ormat ion on the his tory  of  the war as well as
the game itself  and makes  an enjoyable read, Ins t ruc t ions  are
easy to follow and it  is not  long before you boot  up the disk
ready to go to war.
Before s tart ing any game you are required to enter an opera-

t ional 'day' code. These are found ins ide the manual and serve
as protec t ion for the game. You can then select one of  the live
games and any  variants  (each game has variants) and choose
the number  of players and t heir sides. game speed, s tandard
militar3r symbol or icon display,  joyst ick 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 f rom game to game and

cont rols  are very easy to master.  Firs t  a unit  is  selected and
you then choose one of several commands.  Unl ik e a lot  of
wargames.  Confl ic t  in Vietnam is not  div ided into turns  and
phases although it  does take t ime for unit s  to receive and act
on y our orders. The screen display is quite clear, alt hough the
occasional Communis t  unit  gets lost in the mountains ! ,  and
sound effects abound,  adding to the game's atmosphere.

CONFLICT
IN VIETNAM

Microprose
Cassette E11.95

Disk E14.95
Disk vers ion rev iewed

PAGE 6 have a limited num-
ber of the cassette version of
this game at the special offer
price o f  E4.95 (pl us usual
postage shown on our  order
forms). Use our order form in
this i ssue or  telephone for
credit card purchases.

CONFLICT
IN VIETNAM

Reviewed by Steven Wilds

THE BATTLES
Prelude - DIEN BIEN PHU (1954):  The final battle of
French Colonial rule.  The Communis t s  have the French sealed
Inside 8 forts (each named af ter their commanders  girlf riends!)
In the valley. The French lost  although they infl ic ted heavy
casualt ies on their enemy. The game gives you the chance to
reverse America's  decis ion NOT to intervene and see what  US
air power could have done. •A very good int roduc tory  bat t le and
my fi rst  and only  victory!

Into the valley - IA DRANG (1965): The First US Air
Cavalry  Div is ion sweeps into la [ )rang valley. s mas hing Com-
munis t  forces and changing the balance of  war. A s low starter
- smash as many  Communis t  unit s  as possible and get your
men West FAST!

The T ide Turns K H E  SANK (1968):  North Viet-
namese forces encircle IJS Marines  at Khe Sanh base s tart ing
a siege las t ing 78 days. The bat t le that  shook  America and not
for those wit h a weak heart !

Empt y 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!

F irst  Cracks Q U A N G  T M  (1972):  With US forces
pul l ing out. the North Vietnamese launch a blit zk rieg offensive
against  the South.  The invas ion was repulsed but  the South's
fate is sealed. Huge game area and you have to rely  heavily  on
ARVN forces,

All in all Confl ic t  in Vietnam is a game for both experienced
and beginner players alike. I ts s imple cont rols  make it  ideal for
those wit h l imit ed wargame experience and as always Mic rop-
rose have excelled themselves wit h the manual.  I feel the game
has suffi cient depth for the more seasoned player. Don' t  forget
to use the 'cheat' opt ion to change sides if  things get too had!

New Atari User - Issue 52 3 3



contact contact .„ contact contact

FOR SALE

THE WHOLE KIT: 65XE, 1020
printer:platter. XF551 d isk drive.
XC12 data recorder, paystick,
magazines and over n o d  worth of
software. Valued at E625. sell for
£380 o n o  Phone Steve after 6pm
on (0423) 869127. Buyer must col-
luet or pay postage.

MAGAZINES; PAGE 5  I ssue ' 10
34. Atari User Vol. I  No s 1 to 12,
Vol. 12 No's 1 to  12. Vol. 3  No's I
to 10 tex 9). VoL.4 N o s 1 to  3.
Monitor mag No's 1 to  16 Of fe rs
to J B. Staff, 313 Wigan Lower
Road, Standish. Wigan, Lanes,
ed/e6 &IN

ANTIC and ANALOG: ANTIC Vol.
2 Nos 110 12 lux 10). Vol. 3  Nos
110 12, Vol. 4  No's I  lo  12  Vo l 5
No's 1 to  12. Vol. 6  No's 1 and 2
only, ANALOG No's 3 to 14 (ex 5.
6 and 71, Jan to Dec 134, Jan lo
It 8 5 ,  Jan to Dec 86 and Ja n ie
Jun 87 (ex May 84) Offers to J.B.
Staff, 313 Wigan lower Road.
Standish, Wigan. Lanes, WN6 13JN

COMPUTE: 29 copies of Com-
pute! man from Aug 8.2 to Sep 85,
16 copies of personal Computer
mag from Jun 84 to Jul 87. Offers
lo J.B. Sta ll. 313 Wigan Lower
Road, Standish, Wigan. Lancs..
WN6 8 iN

CASSETTE INTERFACE: 1010
Program Recorder in first class
condition oomplele with a ll leads
and power supply un it  850 inter-
face complete with a ll cables and
power supply unit. Offers to J 8
Stall. 313 Wigan Lower Road,
Standish, Wigan. Lancs. WN6 &IN

BOOKS: Mapping The Alan re-
v sed &idiom Compute's First
Book of Atari and First Book of
Alan Graphics. Atari Basic i book
tor the beginner'. Offers to J B
Staff, 313 Wigan Lower Road,
Standish, Wigan. Lancs. VVN6 &IN

520STFM: 520STFM mouse. joys-
tick, lo ts or sohwatit including
STOS, alt ieeds. boxed. Worth
£600 sell for E300 2  months old.
hardly used. Ring Richard on (061)
980 7608 after 5pm or weekends

SOFTWARE: E600 worth of Atari
software with 4 loysteks. mags
and books and an amazing FREE
65XE computer and XC12 datacor-
der plus Tasco telescope with In•
ood and stuff £150 o.n.o. Te l.
3994 419447

XL SYSTEM: 600XL with 1050
disk drive, XC12 recorder, 2  1027
printers t l  working), loads of
games. Computer needs new
power supply. E180 o n o Te l.
Reellerd 0706 726548. Ask tor
Jason

XL SYSTEM: 800XL with cassette
recorder. over E200 wonh of

software, joyst icks. all leads
and manuals Excellent condition,
E95. Also  Assemble/ cartridge. ES;
3 Compute
, 
b o o k
s  
A t a
r i  
C o l
l e c
-

tions E5 each: ReV C Basic cart
i:ret lock up), E4; excellent Atari
Adventure Programs bock. Ert.
Phone Dave on 031 337 1641
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COMPLETE PACKAGE: 800XL
with Rev. C Basic, 1010 recorder,
1050 disk drive. 1029 printer, busi-
ness software inc. Mini Office
Home Filing Manager AtariWriter
plus games on tape, disk and
Rom. 2 joysticks, original packag-
ing. E1e0 plus postage. Tel 0705
597117

XL SYSTEM: 800XL. 1050 disk
drive. 1010 data recorder, a ll in
good condition. Over 500 games.'

..utilities on d isk. cassette and car-
tridge. Magazines Atari User 1985
• 1987, New Atari User 45 - 52, 3
ANTICS and 2 books, All manuals
and leads and a joystick. Will split.
Complete system is E200. Phone
r..Anierie on (081) 851 6642

PRINTER: 1027 printer in working
order, E25 Also  nearly new boxed
disks, Ingrefs Back and Lancelot.
E4 each plus Donkey Kong. Pac-
man. Archon and Basketball. E3
each. Buyer collects. Phone Mrs
Alexander 0702 342268

800 COMPUTER: Atari 800 in ex-
cellent condition but now surplus to
requirements Also  a few games
etc. E30 o.n.o. Phone John even-
ings'sveekends on (0246) 238187
(Derbyshire)

BOO SYSTEM: 800 worth 46k, 810
disk drive with Archiver, 850 inter-
lace. 130XE and XC12 recorder,
toysticks. all manuals, books and
100 disks. Ail sensible offers consi-
dered. Phone Keith on 'Melon
Keynesi 0908 664238

XL SYSTEM: 800XL 1050 disk
drive, welter interface. 100 capac-
ity d isk box. 2 joysticks, o b i)
wont, of software, magazines and
books. Lot worth new ESUO. sell for
£160. Tel 061 432 8881

XE SYSTEM: 85XE. 1050 disk
drive with US Doubler, XC12 data
recorder. 1027 printer. all leads.
PSU's. dust covers, joystick. over
450 games on disk, a low on cas-
sette, a  selection of PD disks. TV,
monitor stand with integral drive
holder plus a selection of NAU
map. E230 o.n.o the lot. Phone
Leicester (0533) 787511 a sk lOr
Pete Buye r must collect, it 's hard
to carry all that on a motorbike!

XL SYSTEM: BOOXL, 1050 d isk
drive, 1027 printer. 2  poysticks with
leads and manuals plus software
Mini Office II, Visica le Bookkeeper
with Alan CX85 in original boxes.
All for E225 o.n.o. Tel Chopta
ILonclore 081 574 8451 levenings)

HARDWARE: CX77 Touch Tablet
wth AtanArlist rem, box and in-
structions plus Atari Trak-baft.
Prices negotiable - anything consi•
dared. Write to Paul. 17 Spring
Road, Clifton, Shefford, Beds.
SG17 5RE

XL SYSTEM: 800XL. 1050 d isk
drive, games and utiklies all in
good condition E130 o.n.o. W I
spirt, d isk drive E80. Phone Hinc-
kley (0455)230696

XL SYSTEM: 800XL. 1050 disk
drive. 1020 0010ur printer. joystick.
as new condition complete with all
boxes and manuals, ChSk dove and
printer make this a practical sys-
tem tor the programming enthu-
siast, E175. Phone 0684 594665

ROMS: 0 .C.S ROM s and manu-
als, E15 each. Selection of backs,
all in  good condition (Compute's I
8 2, Machine Language tor Begin-
ners etc.). various pnces. Ring
(0827) 283103 ask tar Keith

JOYSTICK: Powerplay multico-
loured Cruiser joystick, automatic
centring, 8-way directional control,
unique 3-way power control (Sen.
sitive. Normal, Firm) M OO. Write
to Tsoek Yin Cheung. 16 High
Street, Grireethorpe. Barnsley. S.
Yorkshire S72.713

XE SYSTEM: 130XE. 1050 d isk
drive. XC1 2. c130 o.n.o. Te l. Hali-
fax 350642

XL1 E SYSTEMS: 800XL, 1010
tape recoreer. E140 worth of SOH-
ware, bargain at £75. 130XE. d isk
drive. E200 worth of software. Bar-
gain £110. Phone Exeter (03921
213752

XE SYSTEM: XE console.
keyboard, joyst ick. lighlgon, power
pack. TV lead and 4 cartridges
PLUS 65XE computer, power
pack_ TV lead, program recorder
and tapes. All for E80 on  o Morri-
son, 458a. Strathmarine Road.
Dundee, DD3 9BU Phone 0382
825163

UNUSUAL BOOK: Pilgrim in the
Microworld by D Sudhow subtitled
'Eye, Mind and the Essence of
Video Skill Writ ten  by a s000logy
professor who became resonated
by 'Breakout' on the Atari VCS AS
new, E5 inc. post. Te l. (039 1361
438 or write A. Jones. 2 Town-
mead. Oakrord, Nr. Tiverton,
Devon EX16 9EVV

STE SYSTEM; 520STE with up-
grade to 1 meg. Megalite 60(me91
hard disk. SM1254 Hi-Res monitor.
ATONCE 80286 IBM Emulator
card and software. All ve x . Will
split E750 0.0.0. for whole system.
Write to me at Chris Ford. MuSi-
com House, Lower Gunstone.
Bidelord, Devon, EX39 2DE 0 '
phone (0237) 477748

XL SYSTEM: 800XL and 1010
data recorder. E80; Transclisk IV
Complete with instructions, E l l .
Tel. 0532 621886

XE GAM ES SYSTEM: 65XE com-
puter video games system. new in
box, lightgen. built in game plus
two cartridges and lightgun Ba r-
gain. E50. Jean Circuit, 12 Belgra-
via. Long Marlon Road. Appleby-
in-Westmorland. Cumbria CA16
6XZ. Phone 07683 51861

XE SYSTEM : 65XE with XC12
tape recorder, joystick and E50
worth 01 games. Only E50. Tel.
0666 503712

XE SYSTEM: 130XE with XC12
data recorder. leads and manuats
in original box inc. 80 /  tapes, E50.
800XL on it own. E20. 1027 printer
with leads and manual in original
box, E25. 8 assorted cartridges.
E25. Contact P. Lister on 0535
630266 after 60m

MAGAZINES: Monitor Issues 1 to
21. Atari User Vol 1 -  4 to 12 Vo l.
2 • 1104   and 6  to 12, Vol. 3  - 1 to
12. Vo l. 4 - 1 t o  7. PAGE 6  Issues
17 to SO complete. Offers to P
Lister on 0535 600266 after 6pre

XE SYSTEM; 130XE. manual, TV
Switch box and video cable, power
supply. Touch Tablet with Alan/v-
est software. 1050 disk drive plus
over I  dozen pre-recorded disks
all boxed, bargain at only E100.
Tel 0200 27194

XL SYSTEM: 800XL with 1050
disk drive a ll leads, power sup-
plies and manuals with Centronics
interlace and Cheela Mach I joys-
tick, all in  original boxes. Software
includes Mini Office II, Microsoft
basic II and Visicalc Also  Atari
Basic book and a number ot Atari
User, PAGE Sand New Atari User
magazines. EIDO the lot or will
split. Buyer collects or pays car-
riage. Telephone Syd an 0934
834891

XL SYSTEM; 800XL with XCI  I
data recorder, little used, as new,
still boxed. Also  loads of top class
software, a ll for only El 20 o n  o
Owner upgraded. Write to me
please: Richard Harpor. 4 Cast-
leredmond Estate. Mellelon, Go.
Cork. Ireland or FAX 010 353 21
631965

HARDWARE: 130XE, E40. 1050
disk drive, E70; 1029 printer, E80
or £150 it sold complete. All in
good working order. Tel. 081 669
5840 evenings

XE SYSTEM: 65XE with XC12,
loads at games, under a year old.
excellent condition. E70 O•n.n
Phone 0926 493235 ask for Martin,
after aprn. Buyer collects.

XE SYSTEM: 130XE. 1050 disk
drive. 1027 printer and some soft-
ware. No  splits Be st  Over, cur-
d'iaser pays postage or collects if
not local. Phone 051 606 9986

PRINTER: 1027 printer tor sale.
needs slight attention. st ill boxed,
E30 T e l .  Phill 021 441 3064

WANTED
XL SYSTEM: Required - Atari
800XL computer and 1050 disk
dnve original manuals. Contact
(06301 414920

DISK DRIVE: Wanted urgently,
1050 disk drive preferably with I .S.
Plate or Archiver or similar. Will
pay postage or collect ca sh  wait-
ing Ask for Marlin on 0707
373433

DISK DRIVE: 1050 disk drive wan-
ted, will pay up to E50 for a good
condition one with all ca w s,  If any
games between 10 - 2 0  will pay
E60. Phone Monad on RAMSGATE
576321

PRINTER: 1029 pnnier, must be in
gooc condition. Willing to pay
around E60 as well as reasonable
P&P cost. Phone 0203 302464
after 6.30pm

DISK DRIVE: 1050 disk drive wan•
ted_ Tel. Llanelli (0554) 777099 or
write to D. Herbert, 70 Brynawelen.
Bryn. Llanelli, Dyted SA14 8RA

M AL E.: Can anybody please
nett) me detain a copy at this either
on disk or tape Contact Stephen
on 061 494 0635 after 7pm

DISK DRIVE: 1050 disk cerve wan-
ted with all leads etc. Please
phone 0502 565348 or write 13,1
Pincoh, 13 Mylodon Road. Lowes-
toft. Suffolk NR32 4133

PRINTER: Please can anyone sell
me a printer tor my a w n .  Must
be in good working order. Badly
needed, reasonable price please
as I am disabled. Also  games on
disk please. Jean Circuit, 12, Bel-
gravia, Long Marton Road, Apple-
by-in-Westmorland. Cumbria CA16
6XZ or phone 07683 51861

DISK DRIVE: Wanted in lu ll work-
ing order inc. leads. ca sh  waning.
Also a  reasonably priced printer.
Terry Jenkins. 32 Ballam Avenue.
Scavnhorce, Doncaster.ON5 90X.
Phone 0302 780839

LISTINGS: Copies of listings that
can be found in  Dr. C. Wacko's
Miracle Guide to Designing and
Programming Your Own Atari
Computer Arcade Games (only the
English version). Wi le  to A. Bont-
sem& Wittenaheerd 366. 9735
ND. Groningen. Holland. (PenPals
welcome too. cassette)

MAPPING: Mapping The Atari
must be in la d y good condition.
Will pay good price. Wnle to Paul
Hampshire, 12 Treelands Walk.
Ordsall Park, Saltord 5, Manches-
ter MS 3FX or phone 8722614
latter 6pm only please!)

SOFTWARE: Solo Flight or Silent
Service wanted, good price paid.
Please write to Liam Dillon. 6
Ceanncora Lawn, Boreenmanna
Road, CorIL Ireland. Phone (021:
363067

DISK DRIVE: 1050 d isk drive with
cables, manuals etc. Will ex-
change for 65XE computer with
cables. Anyone interested write to
Erni& Mennings. Tinneveldstraat
6942 HH Didam. Netherlands

MEMORY UPGRADE: Plug in 32k
memory modulo tor 400. Will be
interested in  48k also. Help with
installation Write  to David Paul, 16
South Street. Brighton. BN1 1 AP

OLIVETTI: Owners manual for an
Olivett) JP.101 o r a printer d ive r
that I can add to my Print Shop
program. Ring (08271 283103
for Keith,

AMATEUR RADIO: Radio prog-
rams for 800XL R I T Y,  Morse,
AMTOR. SSI V,  FAX etc. Tel.
0554 777099 or write to Derrick
and Sharon, 70 Brynawelon. Bryn.
Llanelli, Dyfed. SA14 BRA

ADVENTURES: I  have started to
collect them. I  will pay reasonable
prices. Any hint sheets as well
Last but not least, any 800XL can-
cels from 14 - 16 (American preter•
ably). write  to Glare. 22 Birch Tree
Drive, Emsworth, Hants P010 7RT

KICK OFF; Does anybody have a
copy of Kick Off preferably on
dish? Write to C Vernon. 25 Briar-
bank Terrace, Edinburgh, EH lt
1SU or phone 10311 337 7634

MORE

FOR SALE WANTED P E N  PALS ADVICE HELP
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M I  C H  CP E l I S  C  GP t i / V Y
XL/XE ROM CARTRIDGES RECONDITIONED HARDWARE

130XE COMPUTERS £ 4 9 9 5

M03 CENTRONICS PRINTER INTERFACE

D I S K S

ATARI 850 RS232ZENTRONICS INTERFACE

ALL AT E5

POWER PACKS 800XL•85XE:130XE 05.00

PACMAN - HERO - JOUST
XC12 DATA RECORDERS INFILTRATOR 02.50 RACING CAR DESTRUCTION KIT E 9.95

HARDBALL FI G HT NIGHT FITTED WITH TURBO E 4 0 . 0 0 F-15 STRIKE EAGLE t  9.95 BOULDERDASH CONSTR, SET E 9.50
BEAMRIDER - PITFALL

RESCUE ON FRACTULAS

HAWK QUEST
CHESS MASTER 2000

E 9.95 SILENT SERVICE
E 8.95 ALT, REALITY (CITY or DUNGEON)

E 6.00
E 9.95DATA RECORDER UPGRADE

STAR RAIDER II M I N E R COMPLETE KIT £15 PREPPIE 12 2 DISK PACK E 9.95 DROPZONE t 5.00
2049er- LODE RUNNER TURBO-CHARGER FOR XC1211)10 ABUSE E 9.95 AUTO DUEL Cl 2.50

RALLY SPEEDWAY LOADS TURBO TAPES E V : FASTER ATARIWRITER PLUS E12,08 NEWSROOM E15.00
VIDEO TITLE PACK E15.00 MOVIE MAKER E8,95

Ak Ft IE
M03 CENTRONICS PRINTER INTERFACE E38.00
ATARI 850 RS232ZENTRONICS INTERFACE E40.00
POWER PACKS 800XL•85XE:130XE 05.00

f o r  A t a r i  8 - b i t  s p a r e s  a n d  r e p a i r s

S H O W  S P E C I A L S
SEE US AT AMS 5 STANDS 18, 19, 20

R E C O N D I T I O N E D  H A R D W A R E
1050 DISK louvEs , 1029302711020 PRINTERS:
XE GAMES COMPUTERS

DI S K G RAB BAG S :
10 TOP GAMES DISKS FANTASTIC VALUE
AT f10 A BAG!
TONS OF SPARES, PCB•5 AND BOX DAMAGED

SOFTWARE AT CRAZY PRICES
EVERY ti  YOU SPEND AT THE STAND GETS A

TICKET FOR OUR 100 DISK DRIVE PRIZE DRAW
AVOID QUEUING -ORDER YOUR ADVANCE SHOW
TICKETS WITH YOUR NEXT ORDER £1.00 EACH

0

3

D U A L  F O R M A T  T A P E S  A T  C4_50
Side A standard - Side B Turbo load l ime shown in seconds

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

COMING SOON - MISSION SHARK - FRED - SCARY SCHOOL

T U R B O  F O R M A T  O N L Y  A T  E4 . 5 0
GAUNTLET (259) - ACE OF ACES (247) - HAWKQUEST (106)

ELECTRONIC COMPUTER PROJECTS E  9.95
HACKER BOOK E  6.50
DE RE ATARI E 1 0 , 9 5
DOS 2.5 DISK MANUAL E  5.00

ALL ITEMS OFFERED ON A FIRST COME BASIS,
SO PHONE TO RESERVE AND RECEIVE OUOTE
FOR POST. PACKING ON YOUR TOTAL ORDER
PLEASE ALLOW UP TO 21 DAYS FOR DELIVERY

Phone DEREK FERN 021 353 5730
or  F A X  f o r  f u r t h e r  d e t a i l s  0 2 1  3 5 2  1 6 6 9

contact extra... contact extra
WANTED

2600 GAMES: Wanted Atari 2600
games in good working order by 6
year old enthusiast. Tel. 0647
24065 Penni

DISILLUSIONED: Disillusioned
with yo-.,r STFM M e g  setup? Do
you regret disposing of your trusty
8-bit system now? All is not lost as
I will swap my 800XL. 1050 d isk
drive with US Doubler chips and a
data recorder. Plenty 01 CoMMer-
cial and PD software on d isk and
cassette, magazines and reference
books etc. Will deliver within
reason. Do drop a line to Charles
Smith. 93 Preachers Lane. ST.
Ebbes. OKlord OX I I  RT

DISK DRIVE: Cheap 1050 re-
quired, most be in good condition
volh power pack and leads. I would
also consider a Bto drive modified
Or unmodified. Offers up to NO
without DOS 2.5. £45 with DOS
2,5 and manual. Write to Matthew
Pemberton. Fiat I ,  20 Lickless
Gardens. Horslorth, Leeds LS 8
501J or leave a message on
10532) 581863

PAGE 6 : PAGE 6  magazines I t o
20 and 22 to 30 and 32 to 36. I  will
pay for postage, offers only. Ring
Anthony on (061) 24-5 7093 alter
6prn

LEADERBOARD: Has anybody
got a copy ot Leaderboard golf
mend Mastergoli on tape? I have
searched tor these tor 2 )
,
E Q M
Good price paid or swap other
games. I  would be icrever gratetul.
M. Farner. 31 Marlowe Drive.
Wh lecross, Hereford HR4 OJL

SOFTWARE: NATO Commander
on cassette and FS2 on Rom both
10f XL. Must have manuals. P&P
paid, C. ODell 10 Cormag Road,
Pollock Glasgow G53 5AW

MANUALS: Manuals tor 800XL,
1050 d im wive, DOS 2.5.3.0. Will
pay postage Also wanted Mapping
The Atari (Revised edjtion) Pa y
cash or swap tor Spectrum games
Also any 8-txt contacts. Tel. 0721
20863

PRINTER: 1029 printer required in
good woriong order. Ring Neil in
the evening on 0304 372969

TURBO BASIC: Wanted on cas-
sette Wil l  pay tor tape and post.
age. Ring Anthony on 061) 248
7893 atter 6Pm

PENPALS/HELP
WANTED!!: Someone to print
newsletters tor user group. Any
helpers? Come on, keep the 8-bit
alive Phone Robert on 0639
639040

PENPALS: I  would like to hear
Iron any 65XE owners volling to
swap games and tips. I  have 25
games and my lavourite is Mad
Jax. Please contact Anthony Gra-
ham 179A Wimbledon Park Road.
Southlields. London SWI  B 5RH

N.O.S.A.U.G.: North of Scotland
Alan user Group. This new Atari
8-bil users group invites anyone
from the North of Scotland to loin
and see just hew strong the Alan
XL.XE still is. Regular meetings in
Aberdeen. newstellers t rips to
shows etc Interested? Call Stuart
on ?,03581 42744 tor details. Long
live the Atari 8-bit!

IRISH PENPAL: I  have an
8(X1XL and XC.12 data cassette
and piles of games. Anyone in-
terested in swapping games and
tips, please write to me. I would
love to hear from you. Write to
Kieran Fanning. Scurlogue.
Grange-Con. Co. Wicklow. Repub-
lic of Ireland

CONTACT: I would like to hear
From any 8-bit (disk users mainly)
users Out there on 'Wks small
planet' To swap hints. lips, games
etc. Overseas please write:.. Atso
is there a 'Yogi' out there? Write or
phone Paul, 12 Treelands Walk,
Crdsall Park, Sallord 5. Mooches
ter M5 3FX or phone 061 872
2 3
,
4  
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PENPALS: 34 year old 8-bit user
seeks contact with cithe
, A t a r i  e nthusiasts anywhere. Help with
Programming given willingly and
also gratefully received! All letters
anwtered Please  wrOe to Ann
0Driscoll,  9  Maywood Drive.
Raneny. Dublin 5 . Ireland

PENPALS: Contact with 8-bitters.
have 800XL. 1050 disk drive with
Doubler and 1010. All letters
answered Also desperately wan-
ted - programs similar to Super
Chopper Write  to John Liever, 185
Rosehill Court, Salford. M6 5JW

PENPALSz I just bought a 1050
and want to discover its capabik-
lies so rm  looking tor anyboy.'girl
that wants to write to me and
Switch games Cr adventures.
scrollers etc. Cassettes welcome
too' Arnold Bornsema wihenahe-
erO 366. 9736 ND Groningen.
Hoiland

DIZZY: I  am looking for one ot the
Dizzy games by Codeinasiers
'preferably Fantasy World Dizzy'. I
have asked the makers but they
don I sell it  any more. Martin Bur:.
16 Claudius Close. castle Park
Doncaster. Dorset, DT1 2RN. Tel
10305) 267218

PENPAL: Someone to swap
games (d iskj also wanted Alter
nate Reality lboth) and any war-
game Wil l  pay or exchange with
other games (got over 1501. write
to EICO Luyendejk, Kanndiweg 14
2678 LX De Liar. Holland

HELP: To any XE owner out there
who can program machine code
and is willing to teach a  beginner
who has only owned a 130XE for 8
months Please contact Derek Wit
son, 33 Banbury Road. North Ken-
ton, Newcastle-Upon-Tyne. NE3
3SP

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.O. Box 54. Stafford, ST16 1DR. Please write your
notice on a separate sheet of paper, not as part of
a letter.

FOR SALE WANTED P E N  PALS ADVICE HELP
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numbers ,  punc t uat ion marks .  etc. - enclosed by quota-
t ion marks .  The computer can measure the length of  a

s t ring or work  out  the value of  any numbers  in it. I t  can also
jo in  two or more s t rings together end-t o4nd or split  one up
and look  at its  part icular elements. In fact, s t rings 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 art ic le is to
help you along the way. A few s imple program lis t ings are
inc luded to illus t rate the points  as they are int roduced.

SETTING UP A STRING AND
PUTTING INFORMATION INTO IT
The DI M s tatement  is used to set up space in the computer's

memory- for a s t ring variable.  This  takes the form DI M AS(n)
where AS is the name of  the s t ring and n is the number of
characters in it. The name you give the s t ring mus t  end wit h a
dollar sign. This  lets the computer know that  It 's dealing with a
s t ring variable and not  a numeric  variable.
We can put  inf ormat ion into the s t ring in a number  of ways:-

by us ing INPUT,  by READing DATA into it  or just  by saying
ASs ome t h i ng " .  We can also specify where the informat ion is
to go in the st ring.  For instance. AS(1.5)="ATARI" says the fi rst
5 spaces in our s t ring are to be fi lled wit h the let ters ATARI,
while AS(10)c omput ers " tells the computer to put  this  word
in the st ring.  s tart ing at the 10th space. I f  there was some-
thing there already it  would get overwrit ten.  Also. it, doesn't
mat ter that  we didn' t  s tart  wit h 6. whic h was the next  free
space, however fl our  DIMens ioned length was less t han 10 we
would get an error message here.

C OM PAR ERU 1 0 0  R E M
0 5  1 0 2  R E M
NI  1 1 0  D I M  MAME S (1 0 ) , P RO ME S CI 5 T, S E ARCHS ( I

0 )
VO 1 2 0  G R A P H I C S  0 : P O S I T I O N  2 , 2 :
7  " P H O N E  NU M B E R S

.
: P O S I T I
O N  
2 , 4
: 7  
" I
N P
U T  
N
A
M
E  
T
O

SEAR C H  F O P "
MN 1 3 0  I N P U T  S E AR C H S
i w  1 4 0  R E S T O R E  1 9 0 : F O R  N fl  T O  3 : R E A D  N A M E

S . P H O M E S : I F  N AM E S =S E AR C H S  T H E N  P O P  : G O
TO 1 7 0

HZ 1 5 0  N E X T  N
MD 1 6 0  P O S I T I O N  2 , 1 0 : 7  S E A R C N S ;
.  i s n ' t  i nt h e  d a t a  l i s t " : E N D
XH 1 7 8  P O S I T I O N  2 , 1 0 :
7  5 E A R C 0 S V
.
' 5  
p h o n e

num ber  I s  ";P NO ME S :E MD
U I  1 9 0  D A T A  P A G E  6 , 0 7 8 5 - 2 1 1 9 2 8 , J 0 H N , 1 2 3
-
4 5 6 7 0 9 , M AR V , 9 9 9 9 9 9  L i s t i n g  1
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Ann °Dr iscol l  shows you
how to get along with
strings and proves they're
not diffi cult to understand
- when you know how!

COMPARING STRINGS
The computer compares st rings by look ing at the ASCI I  codes

of  the characters  in them.  I f  we say A$<I3S it means  the ASCII
code in AS comes before that  of  BS: 1-1S>AS means the oppo-
site. The computer wil l  only  move on to compare the second
elements (if  any) In the st rings if  the fi rst  characters are the
same. This  can t hrow up some funny  results:  I f  we have A $ " 3 "
and EIS--" I T  we get A$>BS because only the 3 and the I  are
compared.
L is t ing  1 is  a s imple ' 'telephone list" whic h illus t rates  how

strings are compared:  LINE 130 asks you to Input  a name
whic h is then held in the s t ring SEARCHS. The computer
reads names and phone numbers  in pairs  f rom the DATA in
LINE 190.  Each name is compared wit h the one being sear-
ched for (LINE 140). I f  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  lis t ing by put t ing in 'real' names  and

phone numbers ,  you may  need to change the counter for the
loop in LINE 140. This  is current ly  set at 3 because there are 3
pairs  of names and numbers .

L 5  L N G  2 :  A  AG R AM STD 2 0 0  R E M
MC 2 1 0  D I M  M O R D 5  ( 1 5 )  A S  ( 1 5 1 , 8 $  ( 1 5 )
KR 2 1 5  G R A P H I C S  0  : P O S I T I O N  5 , 5  : 7  "A N A G R A M

S . :  P O S I T I O N  5 , 1 8  : 7  " I N P U T  W O R D  T O  B E  5
C R AM BL E D :" : P O S I T I O N  5 , 1 2

MA 2 2 0  I N P U T  WORDS
PK 2 3 0  FO R M=LEM(WO RDS) T O  I  S TE P  - 1
Al  2 4 0  A = I M T( R M O t A I N M ) + 1
N J 2 5 0  A S  ( L E N  ( A5 ) 4 .1 )  =WOR D S ( A,  A)
VN 2 6 0  I F  A  ( ) I  T H E N  6 $ .1 4 0 R EPS C I  ,  A
-
1 1
SF 2 6 5  I F  A = I  A N D  A  O L E N  ( WOR D S)  T H E N  8 $ . 1 4

°R I :4  ( A + I )  ;G O Y A 2 8 0
UG 2 7 0  I F  A = L E N  (WOR D S)  T H E N  2 8 0
MD 2 7 5  B S  ( L EM  ( BS )  + I )  =WOR D S 1 4 . 1 )
GE 2 8 0  WORDS=OS:MENT M
DT 2 / 0  P O S I T I O N  5 , 1 8  : ?  " T H E  S C R AM BL E D  V E R

5 1 0 N  I S " :  P O S I T I O N  5 , 2 0 ;  7  A S  : EN D

Listing 2 •
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MEASURING STRINGS
AND JOINING THEM TOGETHER
The func t ion LEN is used to fi nd the length of  a string.  PRINT

LEN(AS) wil l  always give us the current  or actual s t ring length
rat her than the DIMens ioned length.  LEN is also used to add
strings. I f  we have 2 st rings.  AS and BS, we join t hem together
by say ing AS(LEN(AS)+1)=B$ which tells the computer to start
B$ at the next free place (exist ing length plus  I ) in AS. You can
also put  the joined up version in another string.  i f  you want  to
keep the original s t rings  intact  - this  is done in Lis t ing 3, I n
eit her case, the st rings are s imply  glued together but  the
contents  are not  changed. For instance. i f  AS="1" and BS-="2"
the result  of  adding B$ to AS wil l  be 12. not  3.
L i s t i ng  2 makes use of LEN and s t ring joining to build an

anagram f rom a word whic h is input  in  LINE 220 and stored in

RF 3 0 0  R E M
OU 3 0 2  R E M
NO 3 1 0  0 / M  T O C 6 0 ) , 0 8 C 1 0 / , N O ( 1 0 ) , 5 $ C 8 0 )
VF  3 1 5  T O = " T H E  T E X T  1 5 :  T H E  C A T  S A T  O N  T H

E M A T "
P.(  3 2 8  G R A P H I C S  a : P O S I T I O N  2 , 2 : ?  "W O R D  S M

O P S ": P O S I TI O N 2 , 6 : ?  T $
SG 3 2 2  P O S I T I O N  2 . 1 0 : 1 '  " I N P U T  O L D  W O R D : "

; : I N P U T  0 8 ; I F  0 8 = ” "  THE M  3 2 2
I S  3 2 4  P O S I T I O N  2 , 1 2 ; ?  " I N P U T  NE W WO RD: "

; ; I N P U T  N S : T F  1141$=
,,, ,  T H E N  
3 2 4

OU 3 2 6  5 S = T S : C = 0
VS 3 3 0  P O S I T I O N  2 , 1 4 : ?  " P r e s s  a  k e y  t o  r e

p l a c e  " ; 0 $ ; "  w i t h  “ ; N S
JC  3 3 5  I F  P E E K ( 7 5 4 ) = 2 5 5  T H E N  3 3 5
RA 3 4 0  C = C + 1 : I F  C ) L E N ( T S ) - L E N C O S ) . ( 1  T H E N

3 9 0
CV 3 5 8  I F  I S ( C , C * L E N ( 0 5 ) - 1 ) 0 0 5  T H E N  3 4 0
C Z 3 6 0  S S ( C ) = N S : / F  L E N C I S T < C * L E N C O S )  T H E N

3 7 0
C J 3 6 5  5 S ( L E N ( S S )
4
1 ) = T 5 ( C . F L E N ( 0 5
/ 2

RO 3 7 0  I S = S S
OK 3 8 0  G O T O  3 4 0
0 8  3 9 0  P O S I T I O N  2 , 2 0 : ?  I S : P O K E  7 5 4 . 2 5 5 : E N

List ing 3

a s t ring called WORDS. The program picks let ters randomly
f rom WORDS (LINES 230-240) and puts  t hem one by one into
the s t ring AS which gradually  builds  up into the anagram
(LINE 250). Another string. BS is made f rom the remaining
letters in WORDS i.e. the letters before the one that  was just
picked (LINE 260) plus  the let ters alter the one that  was jus t
picked (LINE 275). LINES 265 and 270 cover the cases where
the fi rst or last let ters In WORDS are picked. as there's not hing
before or after the random let ter to be added on in these
situat ions. WORDS is then set equal to BS and the process
cont inues  unt i l  all the let ters have been taken out. As WORDS
loses a character on each round of  the loop, the upper l imit  for
the random number is reduced by I  at  each cycle (LINES
230-240).
This  lis t ing could form the basis for a word game. For inst-

ance, you could hold a few words  in a DATA statement,  get the
c omput er to READ each one. go t hrough the sc rambling
rout ine shown here, print  the anagram on the screen and then
ask someone to guess the original word,
L is t ing  3 is  a small i l lus t rat ion of  how st rings could be used

in a text editor type program.  jus t  by us ing the concepts
int roduced so far. The idea is we have a sentence stored in 'T$"
and we want  to replace a word or let ter which we input  in "OS"
wit h another word/ let t er which we input  in "N$".  Line 340
counts up f rom I  t o the last  place in TS where the word to be
replaced can begin (this  depends on the length of  OS) and
searches each area of  text to see if  OS is there (LINE 350).  The
swapping is done in LINES 360-365 us ing a temporary  s t ring
called S$; this  is needed in case the new and old words  are not
the same length. LINE 360 slots the new word Into S$ begin-
ning where the old word started: LINE 365 adds the remaining
original text (f rom 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 wil l  not  be added back on. A pract ical
example of  where this  type of rout ine could be used would be
to replace a wrong spelling in a block of text.

continued ( a
L I S T I N G  4 :  D A T  C H E C KI R  4 0 0  R E M

OV  4 0 2  R E M
UM 4 1 0  D I M  D $ ( 5 )
PO  4 2 0  G R A P H I C S  ( I : P O S I T I O N  2 , 2 : g  " D A T E  C I O

E C K " : ?  : g  " I N P U T  D A T E  I N  F O R M AT  D D M M T V
" ; P O S I T I O N  2 , 6

AX 4 3 8  I N P U T  D S
OU 4 4 0  I F  L E N E D S ) 0 6  THE N 4 9 8
AN 4 5 0  F O R  0 1 =1  T O  L E N C D S ) : / F  A 5 C ( D S ( N ) ) < 4

8 O R  A S C ( 0 5 ( N ) ) ) . 5 7  T H E N  P O P  : G O T O  4 9 0
I I  4 6 0  N E X T  N
HP 4 7 0  I F  V A L ( D S I 1 , 2 ) ) = 0  O R  V A L ( D 5 ( 1 . 2 ) ) )

3 1  T H E N  4 9 0
U J 4 7 2  I F  V A L C D S ( 1 , 2 ) ) ) 2 9  A N D  v i l L ( D S ( 3 , 4 )

) = 2  THE N 4 9 0
K I  4 7 4  I F  U O L C D S c 1 , 2 2 1 = 3 1  A N D  ( V A L ( D S ( 3 , 4

) ) = 4  O R  U A L E D 6 ( 3 , 4 4 ) = 5  O R  v a L c D S c 3 . 4 »
=9  O R  V A L ( D S ( 3 . 4 ) ) = 1 1 1  T H E N  4 9 0

ON 4 7 6  I f  v a L t D S c 3 , 4 » 7 6  O R  V A L E D S C 3 0 1 ) ) )
, 1 2  T H E M  4 9 0

S0 4 7 8  I F  V A L C O S ( 1 . 2 )
.
) 2 9  A N D  
U A L ( D S 1 3 .
4 )

).7.2 AND c t o D L I D S c 5 , 6 ) ) / 4 ) 0 t u r c v a i c D S ( 5
. 6 3 1 / 4 )  T H E N  4 9 0

RG 4 8 0  g  : ?  : g  " O K  -  y o u  c a n  c o n t i n u e . . . "
;EN D

LG 4 9 0  ?  : ?  " N o t  a c c e p t e d !  t r y  a g a i n " : G O T
0 430 L i s t i n g  4
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EXAMINING STRINGS
- USING ASC, VAL AND CHRS

We use t he func t ion VAL to get the value of  numbers  in a
string. On its own.  VAL will look at the leading digits  only. For
example.  i f  you have a s t ring DS="3 March 1991' .  t hen PRINT
VAL4D$) wil l  ret urn the number 3. We can also direct  it  to pick
out  a number  or sequence of  numbers  wit hin the string:  for
Instance. PRINT VAL(D$(9,12)) wi l l  ret urn the value 199

It is  a good idea to check that  your s t ring contains numbers
before us ing VAL, because you get an error message l i t he  fi rst
charac ter is not  a number.  The func t ion ASC is useful here:
This  gives us the ASCII code of a character In the s t ring so we
can check l i t he  code corresponds to a number  (i.e. wi t h in  the
48 - 57 range).
L i s t i ng  4 shows how LEN. VAL and ASC arc used to check

that  a date is input  in a part ic ular 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 / mont h combinat ions : - For example.
LINE 78 will not  accept 29 February  (D$(1.2).29 and
D$(3.4)=21 unless  its a leap year (no remainder when you
div ide DS(5.6) by  4). I f  D$ is not  acceptable the program is
directed to LINE 490.  where you are asked to t ry  again.
The CHR$ i inic t ion is the reverse of  ASC and gives us  the

s t ring character for an ASCII code. For example. the ASCII
code for the let ter A is 65: i f  we say PRINT CI1R$(65) we get "A"
as the result .
ASC and CI IRS are often used to disguise the characters in a

s t ring - you might  do this  to make DATA in a quiz  or adventure
game hard to read. A s imple way would be to add a fixed
number  to the ASCII of  each charac ter (so that  A becomes D,
becomes E. etc.)
L i s t i ng  5 uses ASC and CHR$ to make a code program:  A

codeword is held in CO$ (LINE 515). You are asked to input  a
message (LINE 516) whic h is held in M$. The ASC of the fi rst
let ter of the code is added to the ASC of  the fi rst let ter of the
message: this  is kept wi t h in the range of the alphabet  lby
subt rac t ing 26 if  the ASCII code is above 90, the value for Z
(LINE 540)1 and t urned back into a let ter us ing C H I *  The
result  is s tored in the s t ring sr's_ The process is repeated unt i l
all the letters in the message are gone through:  the program
goes back to the start  of  the codeword each t ime the code
letters are used up (LINE 520). Only  capital let ters are coded:
every thing else - numbers .  symbols,  spaces. are left alone.
(LINE 530)
The second half  of the l is t ing does the decoding: This  is jus t

the reverse process to the above, wit h the decoded s t ring
stored in DES. A rout ine could be put  in here (after LINE 555)
whic h would only  decode once the correct  codeword was
entered.

IDENTIFYING DIFFERENT
PARTS OF A STRING

When you use a big s t ring to store separate items of informa-
t ion.  you need to have a way of  knowing where each element  or
subs t ring is. The easiest way of  doing this  is to reserve a fixed
amount  of  space for each component .  Such a s t ring is set up
by DI M AS(numberlengt h) where number=t he number  of
separate ent ries  and length = the fixed space being allocated to
each one. Another method involves s toring the subst rings
nose to tail",  and us ing a 2 dimens ional numeric  array  to

point  to the start  and end of  each element .  Lis t ing 6 stores 3
names in a s t ring called PET1$ us ing the fixed length method:
the same inf ormat ion is stored end-to-end in PET2S. The 2
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u v 5 0 0  R E M
OW 5 0 2  R E M
L X 5 1 0  D I M  C O 5 ( I 0 ) , M 5 ( 5 0 ) , S T S ( 5 0 ) , D E S ( 5 0 )
MF 5 1 5  C O 5 = " P A 6 E 6 " : N
7
0 : X = 0
FK 5 1 6  G R A P H I C S  C I :P O S I T I O N  2 , 2 : 7  " C O D E S " :

P O S I T I O N  2 , 4 : 7  " I N P U T  M E S S AG E  T O  B E  C O
D E D : " : P O S I T I O N  2 , 6 : I N P u T  M S

HU 5 2 0  N =1 4 4 .1 :I F  N > L E N ( C O S )  T H E N  N = I
JP  5 2 5  3 4 7 - X4 '1 :I F  X > L E N ( M 5 )  T H E N  5 5 5
DC 5 3 0  I F  M S ( X , X ) ( " A "  O R  M S C X , X ) > " 2 "  T H E N

s T S C L E N ( S T 5 )
-
1
-
1 ) = M S ( X , X ) : G
O T O  
5 7
5

OT 5 3 5  5 = A S C ( M 5 ( X ) ) . A S C ( C O S C N ) )
KE 5 4 0  I F  5 ) 9 0  T H E N  5 = 5
-
2 6 : G O T O  5 4 0
OG 5 4 5  5 T S ( L E N ( S T S ) + 1 ) = C M R 5 C 5 )
OF 5 5 0  G O T O  5 2 0
J I  5 5 5  P O S I T I O N  3 , 1 8 : 7  S T S
CG 5 6 0  P O K E  7 6 4 , 2 5 5 : P O S I T I O N  2
'
1 4 ;
7  " P r e s

s a n y  k e y  t o  d e c o d e " : N = 0 : X 7 0
0 5  5 6 5  I F  P E E K ( 7 6 4 ) = 2 5 5  T H E N  5 6 5
I F  5 7 0  N = N 4
-
1 : I F  
N > L E N
( C O 5 )  
T H
E N  
0 1
1 1

C J 5 7 2  4 = 1 4
4 -
1 : I F  
X > L E N
C S T S )  
T H
E N  
5
9
2

OK 5 7 5  I F  S T 5 ( X , X ) ( " 0 "  O R  S T S ( X , X ) > " 2 "  I N
EN D E S ( I E N C D E 5 ) - 1 - 1 1 =S T S ( X , X ) :G O T O  5 7 2

014 5 0 0  5 = A 5 C ( 5 I S ( X ) )
-
A 5 C C C O S C N I )
OP 5 8 2  I F  5 < 6 5  T H E N  5 = 5 + 7 6 ;G O T O  5 8 2
HO 5 8 5  D E S ( L r o m W S ) - 1
-
1 ) = C H R S c 5 )
R I  5 8 7  G O T O  5 7 0
OW 5 / 2  P O S I T I O N  3 , 1 8 : ?  D E S : P O K E  7 6 4 , 2 5 5 : E

NO L i s t i n g  5

L I S T I N G  6 : S T O R E  S U B S  ' ' NFD 6 0 0  R E M
OX 6 0 2  R E M
ER 6 1 0  D I M  D A T S C 1 0 ) , P E T I S ( 2 4 ) , P E T 2 5 ( 1 4 ) , P

( 2 , I )
X J  6 1 5  P E T I S C 1 ) = "  " t P E T I S ( 2 4 ) = "  " : P E T 1 5 ( 2

) 7 P E T I S
PT  6 2 0  R E S T O R E  6 5 . 0 :F O R  N = I  T O  3 : R E A D  D A I S

: P E T I S ( O * ( N
-
1 ) + 1 ) = D A T S
: N E X T  
N

AE 6 3 0  R E S T O R E  6 9 0 : F O R  N = 0  T O  2 : R E A D  D A I S
AO 6 3 5  P C N , 0 ) = L E N C P E T 2 5 2 1
,
1
PK 6 4 0  P E T 2 5 ( L E N C P E T 2 5 1 + 1 ) = D A T S
Z I  6 4 5  P ( N , I ) z i _ E N ( P E T 2 S )
I E  6 5 0  N E X T  N
ES 6 6 0  G R A P H I C S  0 : P O S I T I O N  2 , 2 1 ?  " P E T 1 5 :

" : P E T 1 5 : 7
XX 6 6 2  F O R  N = I  T O  3 : 7  "1 1 .7 - ":1 1 W" P E T I S C B * (

" ; P E T I 5 ( 8 * C N
-
1 )
. 1 -

1 . 8 * N ) : N E X T
WE 6 7 0  P O S I T I O N  2 , 1 2 : 7  " P E T 2 S :  " ; P E T 2 S : ?
UN 6 7 2  F O R  N = 0  T O  2 : 7  " N = " „ 1 N ; "  P E T 2 S C P C "

; H , : " , O I , p ( " : N ; " , . 1 ) )  =  " , ; P E T 2 S C P ( N . 0 ) , P
( N , I ) ) : N E X T  N

Z A 6 9 0  D A T A  D O G , C A T , G O L D F I S H List ing 6

strings are printed on screen in LINES 660-672.
Tak ing PET1$ first. each of  the 3 subst rings  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 s t ring and the
DATA is put  into the s t ring in LINE 620. The nt h element  in a
fixed length s t ring will s tart  at L* (n 1)+1 where L is the allo-
cated length:  in this  case the subst rings  start  at PET1S(1).
PET1$(9) and PET1S(17).
PET2$ only  has to be as long as the combined length of  its

subst rings - 3+3+8 in this  case. LINE 610 sets up a 2 dimen-
sional numeric  array.  P. wit h 3 elements  in one direc t ion [O. 1
and 2] for the number of names and 2 elements  in another
direc t ion (0 and I I  to hold 2 pieces of informat ion about  each
name: - For the nth subst ring,  PM.01 wi l l  hold its the s tart ing
locat ion and P(n, l) wil l  hold its fi nishing point  in the string.
LINES 630•650 fi ll PET2$ and calculate the fi gures for the
array  at each step.



QUICKIE
A L I T T L E
l ' U F T E E
EOEIVICO

WO I. REM * * * 0 4 - *

P J 7 REM *  Q U I C K I E  T I T L E DEMO *

WL) 3 REM *  B Y
PO 4 REM *  S U E  D O N Y M

SR 5 REM *

FA 6 REM *  N E W  A I M ) /  U S E R  - OCT 1 9 9 1 *

MU 7 REM
NH 0 REM

OF 1 0 FOR 1 =1 5 3 6  T O  1 6 5 5 : R E A D  A : P O K E I , A :

Here is anot her nice lit t le int ro screen that  you might  like to
add to the beginning of your programs to brighten t hem up
and s tart  things of f  in style.
It's easy to use. jus t  type in the program as it  is lis ted and run

it! I f  you wish to have a Binary  Load vers ion of this fi le then do
the following:

I. Load and Run 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 tile wil l  then be saved on the disk as SD.EXE and

can now be run wit h the DOS opt ion

You could probably  change this  into an AUTORUN.SYS file so
that  y our favourite disks can boot up wit h a bit  more panache!

ADAPTING THE LISTINGS
A few suggest ions have already been given of  how some of  the

lis t ings shown here could be developed. The last program.
Lis t ing 7. whic h shows how you can use the command GET to
Input  things  wit hout  t hem showing up on the screen, might  be
useful here. A password is held in the s t ring l'ASS$ (LINE
710). Each let ter you input  is added to the s t ring TRY$ (LINE
740); the two s t rings are compared when you hit  RETURN
(KEY=155) or when TRY$ Is full ILINE 780). I f  you are wrong
TRY$ is empt ied ( TM' S .
—  i n  L I N E  
7 8 5 )  
a n d  
y o u  
g e t  
a  
s e c o
n d

chance.

I hope that  this  art ic le has guided you along the way to
creat ing your own programs us ing strings and has  shed light
on some areas that  you may  not  have unders tood.  So. give It
try. Maybe you could incorporate the t ry again and secret
input  rout ines  in an anagram or code program us ing the
lis t ings here as a s tart ing point?

XN 7 0 8  R E M
OY 7 0 2  R E M
I L  7 1 0  D I M  P A S S $ ( 1 0 ) , T R Y S ( I O ) : P A S S S = " S T R I

N G S"
PM 7 1 5  C L O S E  # 1 : 0 P E N  U 1 , 4 , 0 , " K : " : C O U N T = 0
JW 7 2 0  G R A P H I C S  0 •
0
0 S I T I O N  
2 , 2 : ?  
" P A S S
W O R

D b " : ?  : ?  " I n p u t  t h e  p a s s w o r d  a n d  p r e s s
R E T U R N :" :?

NU 7 1 b
,  
C O
U N I
t C O
u N
T 4 1

HE 7 3 8  G E T  U 1 , K E Y : I F  K E Y = 1 5 5  O R  L E N ( T R Y S )
=1 0  T H E N  ? B O

PM 7 4 8  T R Y
.
S ( L E N C I
W ( 5 )
.
4
-
1 ) = C H R S (
K E Y )

PL  7 5 0  G O T O  7 3 0
JX  7 0 0  I F  T R Y S . P A s S $  T H E N  ?  " O K !  y o u  c a n

r u n  t h e  p r o g r a m  . . " : E N D
VG 7 8 5  I F  C O U N T < 2  T H E N  ?  " W r o n g  -  t r y  a g a

i n " : T R Y S = " " : G O T O  7 2 5
XD 7 / 0  ?  " A c c e s s  d e n i e d ! " : E N D

Listing 7

N EXT I : X = U S R ( 1 5 3 5 )

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

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

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

6 , 1 4 1 , 1 5 , 6 , 9 6 , 1 6 9 , 2 2 9 , 7 6 , 5 1 , 6 , 1 4 1

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

1 , 4 5 , 2 , / 6 , 1 1 2 , 1 1 2 , 1 1 2 , 1 1 2 , 1 1 2 , 1 1 2 , 1 1 2 ,
i t 2 , 7 1 , i O 3 , 6 , 1 A 2 , 1 1 2 , 1 1 2 , 1 1 2 , 1 1 2

(IX 5 0  D A T A  1 1 2 , 1 1 2 , 1 1 2 , 1 1 2 , 7 1 , 1 0 3 , 6 , 6 5 , 7 0
, 6 , 0 , 0 „ 0 , 1 1 0 , 1 0 1 , 1 1 9 , 0 , 9 7 , 1 1 6 , 9 7 , 1 1 4 , 1

0 5 , 8 , 1 1 7 . 1 1 5 , 1 0 1 , 1 1 4

by Sue Donym

Tutorial Time
continued

other, but  it  wil l  not  run as a cont inuous  loop because there is
no way  to get back to the beginning of the tape automat ically  -
you have to select rewind manual ly  and then run again.

DATA COMPRESSION
01 course one way of  improv ing the speed of  data load and

save is to reduce the amount  of  data that  has to be t ransfer-
red. This  could be done us ing a data compress ion subrout ine.
I have not  yet explored the mysteries of data compress ion
algorit hms  though I have used t hem on a PC. I guess that  the
problem is that  the data compress ion process mus t  be very
fast or it wil l  use up just  as muc h t ime as s low data t ransfer.
and that  probably  means that  it  wil l  have to be writ t en in
machine code. I  mus t  look into it - can any  of you give me
some advice on this  subject?
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I wil l  fi nish of f  with my  regular offer a s s i s t a n c e  on Bask'
programming matters: please send a s tamp .
f o r  a  r e p l y .  a n d  
b e
pat ient  - I cannot alway s  reply  quickly. In fact it  somet imes
takes seueral weeks depending on the backlog and the t ime
can spare. I f  you want  to send a disk  1 wil l  send ft hack with a
copy of  the s lideshow program and a set of  example graphics
(sorry no t apes /or this as it would take too long to copy a series
of  graphics onto tape). fkly address is:

Ian F in layson.60 Roundstone Crescent,
East Preston. West  Sussex, BN16 I D g
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BULK DISK
FORMATTER11811 u l k  Disk  Format t er was created so that  you can format

as many,  or as few, disks  as you require quick ly  and
easily. Usually  you have to use DOS to format  your

disks, whic h can take forever wit h its mult iple questions. Wit h
BDF all you have to do is  answer one s imple set of  prompts  at
the very start  of  the program and then jus t  follow the on-
screen ins t ruc t ions .

PUTTING IT TO USE
Type in BDF us ing TYPO 3. and then save a copy to an

already format ted DOS disk. I recommend us ing DOS 2.5. and
write-protec t  it. This  is now your Mas ter Copy and you should
keep it  in a safe place.
The program itself  is self  explanatory and wit h its on-screen

prompts  you should have no problems  get t ing to grips wit h it.
however you may  like to k now it  supports  drives I t h rough 4.
jus t  like DOS 2.5 and wil l  f ormat  automat ically  in Enhanced
Density  on a 1050 drive and Single Dens ity  on an 810.  I mus t
point  out  that  BDF will not  writ e DOS.SYS or DURSYS files to
the disk  alter format t ing it. you wil l  s t ill have to use DOS
opt ion 11 to do this

SAVING A LOT OF TIME
The reason I wrote K W  is because DOS always used to take

me so long when format t ing disks. I usually  buy  disks in
quant it y  and therefore to cut  the t ime needed to format  t hem
all,  I need something that  is fast and efficient, and up to now
BIDE has been jus t  fine.
As the program stands it  does have room for improvement .  I

have left  it  l ike this  deliberately  so that  you can modify  the
program to suit  y our own requirements .  however you may
have to renumber the program.  Inc identally  this  program is
Turbo Basic compat ible.  alt hough you wil l  not  not ice an in-
crease in its  speed.

Here are a couple ideas for improv ing the main program.
NVrite a rout ine to let you toggle between s ingle and enhanced

density,  or even upgrade the program so that it  recognises
double density.
Make BDF write DOS,SYS and maybe even DURSYS to your

disks af ter f ormat t ing them.
Both of  the above are relat ively s imple,  but  I 'm sure you can

t hink  of  loads more to play around with.  I f  you do make any
Improvements  I would love to see them.
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IMPROVEMENTS

by Paul Hollins
CS
or
21.
10 0
SG
F t
CY
NH
D I
GM
XV
X J
I N

MT

UV

NW

SO

TN

'e t
KG
PP
WA
CM
UC
AZ
MS
F Y
F L
OK

DL
BO

DU

F Y

L V
OF
DO
HM
co

OK

1 R E M
2 R E M  U
3 R E M  u
4 R E M  U
5 R E M  u

REM U
7 R E M
8 R E M
1 0  C L R  : G R A P H I C S  8
2 0  P O K E  8 2 , 2
3 0  D I M  D I 5 K 5 C 3 3
4 0  D R I V E S = 1 : G O 5 U 0  1 2 2 0
5 0  ?  ; ?  : ?  : ?  W H I C H  D R I V E  T O  F O R M
AT )13j11"
6 0  *  z ?  : 7  : ?  : *  : ?  : ?  : ?

BU L K D I S K  F O R M AT T E R
b y

P a u l  H o l l i n s

NEW A T A R I  U S E R

Ag7411;1211F7 8  *  " I I
UM BER I -
se ?
UM BER 1 “
/ o ?

I ' ' 180 * "tP

1 1 0  P O S I T I O N  3 0 . 9 *  " g "
1 2 8  C O N S O L =P E E K ( 5 3 2 7 1 3
1 3 0  F O R  D E L A Y = 1  T O  9 0 : N E X T  D E L A Y
1 4 0  I F  C O N S O L = 7  T H E M  1 2 0
1 5 0  I F  C O N S O L = 6  T H E N  3 8 0

1 6 0  I F  C O N S O L = 5  T H E N  2 0 01 7 0  I  C O N 5 O L = 3  T H E N  2 9 0
1 8 0  G O T O  1 2 8
1 9 0  R E M  * *  I N C R E A S E  D R I V E  N o .  * *
2 0 0  D R I V E S = D R I V E S
- 1
1
2 1 0  S O U N D  0 , 1 0 . 9 0 , 1 0 ; 5 O U N D  1 , 1 0 . / 0 , 1 0 :
FOR D E L A Y = 1  T O  5 8 : M E N T  D E L A Y
2 2 0  S O U N D  8 , 0 , 8 , 0 : S O U N D  1 . 0 , 0 , 0
2 3 8  I F  D R I V E S = 2  T H E N  P O S I T I O N  3 0 . / : ?
g ":G O T O  1 2 0
2 4 0  I F  D R I V E S = 3  T H E N  P O S I T I O N  3 0 , 9 ?  "
g " :G O T O  1 2 0
2 5 0  I F  D 0 I V E S = 4  T H E N  P O S I T I O N  3 0 , 9 1 ?  -
0 " :G O T O  1 2 0
2 6 8  I F  D R I V E S > 4  T H E N  D R I V E 5 = 1 : G O T O  1 1 8
2 7 0  E N D
2 8 8  R E M  * *  D e c R E A 5 i  D R I V E  N o . "
2 9 0  D R I V E S = D R I V E S
-
1
3 0 0  S O U N D  0 . 1 3 , 9 0 , 1 0 S O U N D  1 , 1 3 , 9 8 , 1 8 :
FOR D E L A Y = 1  T O  5 8 : N E X T  D E L A Y
3 1 8  S O U N D  0 , 0 , 6 , 0 S O U N D  1 , 8 , 0 , 0

O P T I O N

-  O C T :

I  "

1 9 9 1

To I N C R E A S E  D R I V E  N

AI WEEEEr F O R  N E X T  M E N U

Ts

tt

TO D E C R E A S E  D R I V E  N

I .



KU
N i
N"(
OT
I T
GV

I R  3 2 0  I F  D R I V E 5 ( 1  T H E N  D R / V E 5 4 2 P O S I T I O N
i o , / : /  " 0 " : G O T 0  1 2 0

MU 3 3 0  I F  D R I V E 5 .7 .1  T H E N  G O T O  1 1 0
OT 3 4 0  I F  D R I V E S 2  T H E N  P O S I T I O N  3 0 , 9 :
,  "6 1 ":G O T O  1 2 0

DX 3 5 0  I F  D R I V E S = 3  T H E N  P O S I T I O N  3 0 , 9 :
9 fl ":G O T O  4 2 0

GO 3 6 0  I F  D R I V E 5 = 4  T H E N  P O S I T I O N  3 0 . 9 :
, 0 " :G O T O  1 2 0
5 1  3 7 0  R E M  * *  H O W  M AN S
,  D I S K SOY 3 8 0  G R A P H I C S  0 2 G O S U B 1 2 2 0
5U 3 9 0  I F  D R I V E 5 7 . 1  T H E N  D I S K S = " 0 1 2 "
TW 4 0 0  I F  0 R I V E 5 - 7 .2  T H E N  D I 5 K S = " D 2 2 "

U P 4 1 8  I F  D R I u e s = 3  T H E N  D I S K S = " 0 3 : "
KM 4 2 8  I F  D R I V E S = 4  T H E N  D I S K S = " D 4 : "
FO 4 3 0  ?  : *  2 *  : ?  "  H O W  M AN Y  D I S K S  T O  F O

RM AT ) 0 "
SD 4 4 0  1  : *  2 ?  : ?  : ?  2 ?  : *  "

f " : ? " I
SE T Y P E  T H E  N U M BE R  O F  D I S K S  1 "

PY 4 5 0  ?  " I  T O  F O R M AT  A N D  P R E 5 5  m g u m m m
1 - : ?  " 1  O R  P R E S S  g g g  T O  R E T U R N  T O

MENU 1 "
OA 4 6 0  ?

WY 4 7 0  P O K E  7 6 4 . 2 5 5
JU  4 8 8  I F  P E E K T 7 6 4 l = 2 5 5  T H E N  4 8 0
RR 4 9 0  I F  P E E K ( 7 6 4 ) = 2 8  T H E N  R U N
KA 5 0 0  I F '  P E E K C 7 6 4 / 0 2 5 5  r t s E m  s t e : G o T o  4 8

0

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

PH 5 2 0  T R A P  5 9 0
MS 5 3 0  I N P U T  U 1 6 , F O R m 4 T
TO 5 4 0  P O K E  8 2 , 7
VG 5 5 0  I F  F O R M AT
-
L
-
0  T H E N  
R U N

PM  5 6 0  G O T O  6 4 0
D I  5 7 0  E N D
JG 5 8 0  R E M  4 *  I N P U T  E R R O R  T R A P  * *
JA 5 9 0  P O K E  8 2 , 2
J j  6 0 0  I F  P E E K ( 1 9 5 ) = 8  T H E N  L E T  F O R M A T = 0 :R

UN
6 1 0  G O T O  1 3 e e
6 2 0  E N D
6 3 0  R E M  * 4 1  S T A R T  F O R M AT  P R O C E S S  * *
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this  mont h there seems to
be not hing but  good news

for Atari users! Not  only  are
we t reated to a great new
range of budget tapes f rom
Zeppelin,  the publishers  of the
Excel disk  mag have a whole
bundle of surprises for fl oppy
drive owners  too.
SOGON is one of  a new series

of  imported 'Ke-Soft* games
dis t ributed by Excel, In case
you're wondering if  this means
you'll need a language conver-
sion dic t ionary  to unders tand
what 's  going on. I 'm pleased to
report  that  every thing is wi l t -

T i t l e :  I S O G O N

Publisher: Ke-Soft,Ex c el
Price: S 7 . 9 9  disk
Players: I
System
- 
6 4
K  
m
i n

Rev iewed by Paul Rixon

ten in English!  Unfortunately
the rev iew copy of  Sogon was
supplied minus  ins t ruc t ions.
but  presumably  this  wil l be
sorted out  wit h the 'official* re-
lease. The game k icks off on a
promis ing note wit h an excel-
lent  foot -tapping jingle - it 's  a
pity  it doesn't  last  a bit  longer!
Pressing the Start  but t on
prompts  the fi rst  screen to
load and draw,  rat her slowly,
f rom disk.
Init ially ,  it  all seems a bit

strange. The screen depicts a
sort  of brick enclosure viewed
f rom above, wi t h a number of
grey blocks  scattered around.
some red out line blocks at one
end and a yellow w e l l ,  a
yellow something.  Experime-
ntat ion 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-lif t
t ruck. whic h is  cont rolled wit h
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t ion k icks off  this
mult i-sc reen arcade

adventure - another Ke-Soft
game brought  to your Atari by
Excel (see other reviews this
issue). Af ter more loading f rom
disk, the mus ic  then switches
to a t une f rom Jean Michel
Jaf fe.  Enter the Teelmo Ninja
...
You may  not  be aware of  this.

but  Techno Ninjas  live on the
planet  of  Trivator.  Being an
unus ual ly  active bunch.  they
need a cons iderable amount  of
energy and they obtain t heir
requirements  by ut i l is ing the

4 2  I s s u e  52 N e w  Atari User

magic  stone of Sassafras. At
least, they  did unt i l  it  was
stolen. The only hope of sur-
v ival now rests wit h the brave
Warr ior  Garagon (alias, guess
who!) who has been sent to
the alien world of  Sarcendor
order to locate ten eye-shaped
objects which wil l  hopefully
f orm a new stone of  Sassafras.
Yes, someone has been doing
overt ime in the silly names de-
partment !
fl ay ing landed at the long

lost airport  of  Sarcendor.
Garagon's quest ranges over
the many  locat ions of  the
planet. The entrance to an old
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the joyst ick. The task ahead is
outwardly  s imple - all you
have to do is push the crates
Into the designated area. The
catch is that  you can only
push one crate at a t ime and
only f rom behind,  in a s t raight
line. I f  you're unlucky  enough
to manoeuvre the crate into a
'no win'  s ituat ion you're
allowed to back -up one move
by hit t ing the Help key. Fail ing
this, you have no choice but  to
forfeit a life. The potent ial
score for complet ing a level
gradually  diminishes  as t ime
T R I
, s e
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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 for the aliens' spaceship.
Beyond this,  we're told, is  the
great crystal cave. On each
level y our job is to guide Gara-
gon in his  miss ion to fi nd the
miss ing stone, and collect
other useful items - coins in-
crease your score, keys open
locked doors (strangely
enough!),  hearts  replenish
e n e r a  unit s  and a shield tem-
porarily  protects Garagon
f rom the many  dangers. By
obtaining diamonds  you can
gradually  upgrade your
weapons which are needed to
combat  over fifty variet ies of
monster.  The weapons on offer
Inc lude a sword.  the 'Nuncha-
ko*. an 'Elect ro-chain' and the
'Great Kinet ic  Gun'.
There are ten landscapes set

over a total of  a hundred
screens. The graphics are
nicely animated and alt hough

liv e to get  a mov e m i l
Sogon may not  sound like a

rivet ing challenge but  it  really
Is addict ive! The game shares
certain characteris t ics wit h
Lode Runner  in that  it 's im-
portant  to adopt  a t hought f ul
approach to every level. Talk -
ing of levels there arc  no less
than fifty. but  I f  you t ire of
those supplied you can boot
the screen editor on the fl ip
side of  the disk,  and design a
whole load more.  A perfect
puzzlement package for disk
users!

TECHNO NINA
the Techno Ninja is t iny  in
stature,  he zips around the
levels in a pleasant ly  controll-
able manner.  The screens
a lit t le s lowly as Garagon
moves f rom one locat ion to the
next. Unfort unately ,  the clMJ
mus ic  soon becomes rat her
annoy ing - it 's  a pity  there's
no opt ion to have just. sound
effects instead.
Techno Ninja is a game pack-

ed f ull of fast act ion,  challeng-
ing screens. unrelent ing
monsters,  dangerous  weapons
and lots of objects, not  to
ment ion presentable graphics
and some well composed
mus ic  - what  more could an
arcade adventurer wish for?

lit le: T E C H N O  NI NA
Publisher: Ke-Soft lExcel
Price: £ 7 . 9 9  disk
Players: I
System; 6 4 k  min

Rev iewed by Paul Rixon
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MISSION SHA
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thought. that  Zeppelin
had abandoned t heir

8-bit  Atari support  they've re-
t urned wit h a great new range
of budget  releases. MISSION
SHARK is a't3rpical• Zeppelin
produc t ion - a huge mult i -
level 'ginning.  jumping and
shoot ing arcade adventure_
Unus ually  there's no in-

genious plot  - we're s imply  in-
formed that  the miss ion,  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-
ntat ion.  Your agent mus t  fear-
lessly confront  the aggressive1Title: M I S S I O N  SHARK

Publisher: Zeppelin Games
Price £ 2 . 9 9
Players: 1
Loading:  16'50"

Reviewed by Paul Rixon

4 itto it.:; lir• l t ,  tim gg, S t =  I s i s  2. liot r k — l e t
t

Mt  i m o v i r a m  i t  --
AP
,  o t s r 2 P 1 1 0

. .
;
)
0  
v
o
S
t
r
A
g
e
4
t
r
4
W
f
.  
I
R
O 
l
a  
o
r
,  
m
o 
o
r  
o
r
,  
o
p
e
t  
i
w
i
t
,  
W
O
S

'4 •  M O  4
,  •, i t r o t i  .  .  1
1 1  0  
•

1 .
: *
*  
*
C
*
.   
a  
I

!-1 4 1
,
4 1 1
a  
•  
4
0  
*
4
,
1
$  
0  
•

'2'4 • t o  i t
14
4 
*  
i
t  
i
t  
4
1
*
-  
•  
I  
1
1

tip. 41 4 1 .  4 1 0  n o „ts• I  4 0 . n  *  &
t a  •  ft, 411$
; .  •  •  lit I I  f t
Of VW Olt OT 411C Alitalt Of 4i* et  Sit alit l i t lie Oft AM -
J R ,
a i t  4 1 t
,  4

I
f  
y
o
u
'
r
e  
o
n
e  
w
h
o  
e
n
j
o
y
s  
a

brain-t ax ing puzzle, you'd
be wise to invest igate

ZADOR.  I f s  a challenging
game based on the Chinese
Mali-J ong board whic h should
be well k nown to anyone
whose experienced Act iv is ion's
Shanghai (see NAU #42).  The
Mah-J ong board is covered in
symbolic  t iles bearing winds,
dragons, seasons, fl owers,
bamboos,  dots and cracks,
Af ter an excellent mus ical

int ro,  the game begins. The
player is presented wit h a
board of  144 t iles and the oh-

forces. el iminat e any potent ial
opposit ion,  destroy the main
holding areas and then retreat
to safety. Intelligence reports
suggest t hat  enemy units  are
well prepared for imminent  in-
fi lt rat ion
Somewhere ins ide the huge

complex  there are four canis-
ters containing the informa-
t ion requested by your Com-
manders.  Once these have
been found,  you can make
y our way to the exit and
escape via an await ing chop-
per. Securit y  is t ight  in the
complex and electric fi eld
gates mus t  be de-act ivated
us ing coded VDU screens.
There are also laser beams,
roof -mounted gun blocks and
hundreds  of enemy personnel
to deal with.  To eliminate the
lat ter you are armed wit h a
lightweight  machine gun,  and
for dealing wit h mines  you
have a limited number  of gre-
nades - but  ammuni t ion is in
short supply  so you can't

ject lye is s imply  to t urn t hem
all face down.  The perimeter of
the board has init ially  been
completed in this  way. The
cus tomary  catch is that  the
tiles can only  be fl ipped in
mat c hing pairs, and they
must  eit her be adjacent  or
capable of  being connected by
an imaginary  line which
mus tn' t  have more than two
angles and mus tn' t  cross any
face-up t iles! I f  that sounds  a
bit  complicated,  there's no
need to worry- as the inst nic-
t ions c learly  explain the rules,
The computer wil l help on the

,
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afford to be too t rigger happy.
Your s t rength is shown by a
bar in the status area. Collect -
ing heart  symbols  helps to re-
plenish the losses incurred by
contact wit h the adversary,
and extra ammo can be s imi-
larly  obtained.
The graphics  are, quit e s im-

ply, superb.  Your agent and
the enemy soldiers are nicely
drawn and animated_ The au-
thors  have borrowed a t rick  or
two f rom Boulderdash here, as
if  you leave the joyst ick alone
for a while the agent starts
impat ient ly  tapping his foot!
The numerous  locat ions are

odd occasion if  you can't  fi nd
a suitable move and it  will also
inform you of  a 'checkmate'
s ituat ion if  there are no legal
possibilit ies.
To make the task a lit t le

more demanding a strict  t ime
l imit  is enforced, so you have
got to t hink  fast and move fas-
ter! When you recover a t ile
depic t ing a fl ower or a season.
this l imit  is s light ly  increased.
The fl ower and season t iles are
special in that  they'll match
wit h any other t iles wit hin
t heir respective groups_ There
are twenty  stages in all.
t hough f rom my  experience
you should be prepared for
plenty  of  practice before hop-
ing to glimpse the higher
levels. Alt hough the game
appears to be quite s t raight -
forward,  it  pays to devise a
strategy - otherwise you wil l
almost  certainly  he caught  by
the t imer!  The diffi culty  level
Seems just  about  right ,  and

also well designed. A coloured
square graphically  illus t rates
Your progress t hrough the
enemy HQ.- there does appear
to be a LOT of screens! The
atmospheric  mus ic  deserves a
ment ion as it 's probably  the
best I 've heard in a Zeppelin
Game - brill iant ! !  I f  you get.
t ired of  the mus ic  you can
switch over to sound effects.
If you were look ing forward to

Imagine's Green Beret  and
were then disappointed wit h
its mediocre quality ,  you wil l
be overjoyed wit h Miss ion
Shark.  I t 's everything that
Green Beret  should have been.

ZADOR
this makes Zador cons iderably
more addict ive t han you'd
dare to admit !
The graphics  aren't  quite as

Impressive as those of  Shan-
ghai,  but  this  says more about
the brill iance of the lat ter than
any deficiency of Zador. Like
all of  the Kc-Soft games re-
viewed in this  issue, Zador
has been const ructed in a pro-
fessional way  and in terms of
playabilit y  alone mus t  be
highly  recommended.  I hope
to report  on more new releases
f rom Excel in f ort hcoming
issues of  NAU - in the mean-
t ime. you should be in no
doubt  these games are s tun
ningly  good!

title: Z A D O R
Publisher: Ke-Soft/Excel
Price: £ 7 . 9 9  disk
Players: I
System: 6 4 1 (  min

Reviewed by Paul axon
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Price: £2.99
Players! 1
Loading 12'00""
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Neanderthal man.  Fred is
not  your average Cave-

man - somehow,  he's de-
veloped powers  of  intelligence
and creat iv ity  far beyond
those of  his compatriots .  Of  a
somet imes foolishly  inquis it ive
nature.  Fred has  often pon-
dered over the mysteries of
life, t he Universe and,  indeed.
why  Atari Corporat ion never
reply  to anyone's letters, even
when those people are re-
sponding to coupons  c lipped
f rom 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! F R E D
Publisher. Zeppelin Games

Rev iewed by Paul Rixon
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pelin game seems
strangely familiar,  that 's

probably  because it 's not  a lot
dif ferent  to one they produced
back in 1989!  The authors
have bas ically  taken 'Jocky
Wilson's  Darts  Challenge' (see
rev iew in NAU #38),- revamped
the graphics,  improved the
sound and added some extra
Options.
The selling point  of J OCKY

WILSON'S COMPENDI UM OF
DARTS (hereafter JWCOD) is
that it  prov ides not  jus t  one.
but  six dif ferent  dart  games in
a single package. In addit ion

4 4  I s s u e  52 - New Atari User

c ial tools to help h im navigate
the unexplored regions of the
planet  and you have the pri-
vilege of  guiding him on the
expedit ion.  You mus t  help
Fred negot iate the many  loca-
t ions and search for new tools
which,  by  a st range fl uke of
nature,  have been deposited in
handy  vases s t rewn t hrough-
out  the landscapes!

Fred is forced to contend wit h
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 CPC-free
aerosol spray Is almost  equally
cffectivel Shields,  ext ra lives
and other bonus  art ifacts are
obvious ly  worth collect ing.
On the graphics  f ront  Zeppe-

lin have prov ided one of their
characteris t ically  excellent
scrolling scenarios. The lower
port ion of  the screen is taken

to s tandard matchpiay  mode-
where the players mus t  score
501 point s  wit h a mi n i mu m
number  of  darts - you can also
choose to play Football.  Bowls .
Ten Dart  Century ,  Sc ram and
Shanghai  In Football the
players t hrow a
-
h u l l ' s - e y e  
t o

Start and then score 'goals' for
each subsequent  double.  In
Bowls, points  are awarded for
darts  landing closest to a 'jack'
dart  which starts of f  the
round.  Ten Dart  Century  Is
s imple enough - the players
mus t  score precisely a hun-
dred points  wit h ten consecu-
tive darts.  Sc ram involves the

0 0 0 2 1 3 0

. 1 1
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P

Quit
0 0 0 2 1 3 0

1 it

up wit h several s tatus indica-
tors that  keep you up-to-date
wit h y our score and the quan-
t ity of  special powers  avail-
able. The upper part  scrolls
smoothly  as Fred traverses the
art is t ically  shaded scenes.
These feature lakes, rivers,
plat forms,  ledges and lots  of
other problems.  A thin bar
jus t  below the main window
illus t rates  your progress
through the 'world'  as a whole.

mus t  ment ion the mus ic
since the authors  have created
a bri l l iant  foot -tapping tune
which,  i f  you prefer.  can be
silenced in favour of suitable

players tak ing turns  to be a
'Stopper',  whose darts  put  sec-
tors out  of  bounds, and a
'Scorer', who tries to gain
max imum points  f rom 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 a im
at.

If you've experienced Zeppe-
lin's f ormer Darts  game you
won' t  be surprised by the
graphical delights of J WCOD.
Play centres around a high re-
solut ion black -and-white dart
board wit h a score panel lo-
cated at t he side. Your task is
to manoeuvre a dart  symbol
that  constant ly  jit ters around
In a random c ircular path -
line it  up as carefully  as you
as can, then press Fire to reg-
ister a score. When it 's t ime
for the computer's  t urn the
display switches to a large
cartoon drawing ofJocky  W

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
addic t ive game and the
graphics  and sorties are well
up to the except ional s tandard
that  everyone expects f rom
Zeppelin.
Finally .  jus t  to c lear up any

confus ion I should ment ion
that  all of  Zeppelin's budget
games carry  a recommended
price tag of  .K.2.99. jus t  watch
out  that  your retailer doesn't
t ry  to bung on an extra pound.
Okay Fred?

JOCKY WILSON'S
COMPENDIUM OF DARTS

execut ing his throws.  The in-
t roduc t ion screen is complete
wi t h good mus ical accompani-
ment  and there are various
jingles  at other stages of  the
game. One irr i t at ing point ,
however,  is  that  af ter each
completed game you're re-
quired to re-enter the part ic i-
pat ing players' names.
Avid darts  fans are almost

certain to fi nd J WCOD an
ideal companion,  alt hough the
original 'Dart 's  Challenge' may
be a safer bet for the novice
player. Of  course, it  has to be
said that  if  you're not  keen on
darts  then you're defi nitely  not
going to like these games at
all!

Title: J O C K Y  WILSON'S DARTS
• Publisher: Zeppelin Games
Price: £ 2 . 9 9
Players: 1 / 2
Loading:  1650"

Rev iewed by Paul Rixon



MILES BETTER SOFTWARE

GAMES

Atari Compilation

ADVENTURE STRATEGY
Cass. Disk

Head Over Heels

Cass D i s k
Spy vs Spy Arctic Antics 2 . 9 9
Boulderdash 2   2 . 9 9
Trailblazer

3.99
5.99
9.95

Flight Simulator
Flight Sim. Scenery
Nos 1-7 each
Question . . . . . .

la Hh

9.95
9.95

Solo Flight 2nd edition 7 95 Field ot Fire 7.95
Rescue on Fractoles _.• 6.99 Jimcter 9.95
Rampage 6.99 Time & Magik 9.95.........
Spindizzy .  2 , 9 9
touchdown Football

6.99
6.99

Lurking Horror
Ingrid's Back
Knight Orc

11.95
11.95 11.95
11,95 11 95

Spitfire 40 6.99 Cloak of Death 2.99
Draconus 4.99 Gunslinger 9.95
Brian Clough's Football Fort. 2 . 9 9 4.99 Eternal Dagger 14.95
Preppie 2
Colossus Chess 3
Joe and the Nuclear Caverns

4.99
4.99
4.99

Theatre Europe
Carrier Force
Panzer Grenadier
Battlecrusier

11.95
16.95
16.95
16.95

Knockout Boxing 4.99 Warship . . . . 19,95
Cuthbert Goes Walkabout 2.99 Vietnam 9.95
Mig Alley Ace 4,99 Conflict in Vietnam ••. ......... 3.99 4.99
Night Mission Pinball
International Karate

699
4.99

Crusade in Europe
Decision in the DeSell
Colossus Chess A  ,

9.95
3.99 4.99
3.99 4 .9 9

Pitstop II 6.99 Kennedy Approach 6.99
Atari Compilation 4 . 9 9 Hawkquest . . . . . . .  ..... 12.95
(5 games -  Star Raiders. Tennis etc). Cutthroats 9.95
Gauntlet t  Deeper Dungeons
Bop 'n• Wrestle

6.99
4.99

The Count
Pirate Adventure
Scapeghost

4.99
4.99

12.95 1 2  95I ntiltrator 4.99 .............
Silicon Dreams 7.95 9.95

Jocky Wilson's Darts 4.99 Jewels °I Darkness 7.95 9  95
G hostbusters 4.99 Rebel Charge 19_95
Ninia Commando 4.99 Super Huey 6 99
Mountain Bike Racer
Pirates of Barbary Coast

4.99
4,99

Lancelot
Sargon Ill Chess
Gettysburg

11.95
6.99

19.95
Smash Hits 4 ......_ .............. 4.99 Knights of the Desert 9 95
Speed Ace 4.99 Nato Commander 9•95
World Soccer 4.99 U.S.A.A.E. 14.95
Zybox 4.99 Trivial Pursuit 0.95
Living Daylights 2.99 lialla lion commander 4.99
Smash Hits 7 2.99
Polar Pierre 2.99 XILIXE CARTRIDGES
Mr. Robot 2.99
Bela Lyrae 2,99 Mi5sile Command 7•95
Arkanoid 2.99 Star Raiders /.95
Spyh unter
Rampage

2.99
2.99

Galaxian
American Football •

4.99
7.95

Spi nd izzy
Druid
Crumbles Crisis

2.99
2.99
2.99

Tennis .........
Food Fight
Pole Position
Star Raiders II

/.95
4.99
7.95
9.95

Freaky Factory 2 99 Lodetunner 7.95
Laser Hawk 2 99 Barnyard Blaster rLightgon, 7.95
Sidewinder 2 99 One on One Basketball 7 95
Nuclear N1ck 2.99 David's Midnight Magic 7.95
Sunstar 2.99 7 . 9 5Winter Events . . . . . . . . . . . . .
Moritimuma's Revenge
Astrodroid •

2.99
2 99
2.99

Rescue on Fractulas
Moon Patrol .

7.95
7.95

Beer Be lly Bert 2.99 Robotron 2084 7.95
Fight Night ........ ........ ......... 2.99 7 95
Hacker 2.99 Dreadnaught Factor 7 .

9
5

Plastron
Quasi modo
Nev York City

2.99
299
2.99

Designers Pencil
Rally Speedway

4 99
95

Smash Hits 2 2.99 Eastern Front 1941 7.95..... . . . . .
Spy vs Spy 2.99 Skywriter 4.99
Smash Hits 1 .............. 299
Steve Davis Snooker 2.99

2.99 UTILITIES
Elektraglide
Rocket Repairman

2.99
2.99 Disk

Sloe M ax 2.99 Mini Un ice  II '4  95
Space Lobsters
Nightmares
Greatest Flits Vol

2 99
2_99
2.99

Atari Writer Plw.,
Planetarium

29.95
15.95

Rosen's Brigade 299 Cut 'n Paste 9.95
Zaxxon 299 Visicalc 9.95

Draconus   S O L D  OUT Atari Compilation 4.99
Yogi & Greed Monster 2.99 Head Over Heels 2.99
Kick Off 2.99 Chuckie Egg 2.99
Plastron 2.99 Football Manager 2.99
Yogi's Great Escape 2.99 Colossus Chess IV 4.99
Tank Commander SOLD OUT Titan 2.99
Star Wars 2.99 Gauntlet 2.99
Periscope Up 1.99 Joe Blade ll 2.99
Tomahawk 2.99 Chimera SOLD OUT
Blinky's Scary School 2.99 Ruff 'n' Reddy 2.99

TOP 20 CASSETTES

FULL RANGE OF MARIN§
CARTRIDGES IN STOCK

219/221 Cannock Road, Chadsmoor, Cannock,
Staffordshire. WS11 2DD

Telephone (0543) 466577/8/9 V 5 A

TOP 10 DISKS
Draconus   6 . 9 9
Flight Simulator II   1 4 .9 5
Colossus Chess IV   9 . 9 9
Hawkquest  1 2 . 9 5
Mig Alley Ace   9 . 9 9
Trivial Pursuit   9 . 9 5
Pitstop II   6 . 9 9
Ballblazer   2 . 9 9
Smash Hits 7   2 . 9 9
International Karate 4 . 9 9

BUDGET CASSETTES

Zeppelin
Fred
Caveinia
Stack UpMission Shark
Mirax Force
World Soccer
Phantom
Zybex
Speed Ace
Las Vegas Casino
Fruit Machine
Sidewinder
Fantastic Soccer ................. .........
Kenny Daiglish Soccer Manager
Ninia Commander
Blinky's Sca r,  School
Jocks' Wilson Darts
The L iving DaylightsMountain Bike Racer
HI-Tec
Spy vs. SPY
Spy vs. Spy Island Caper
Spy vs Sp y Arct ic Ant icsBoulclerdash IV
Space Rider
Yogi & The Greed Monster
R fl 'n •  Reddy
Yogi's Great Escape
Byte Back
Front Knights
Jet Boot Jack
Timestip
Astrodrold
Speed Run
Space Lobster ........... ...........
Fighter Pilo t
Dreadnaught . . . . . . . .  ........
Space WarsPlanet Attack ................................

Roulette Simulator
Cosmic Pirate
Warcopter
Screaming Wings . . . . . .  ..........
Exploding Wa llLittle Devil .................
Tomahawk
Codemasters
Fruit Machine Simulator
B.M.X. Simulator . . . . . . . . .
Transmute'
,Red Max
Grand Prix Simulator
Advanced Pinball Simulator
KIXX
Gauntlet
Footballer of the Year
Hardball

Hit SquadGreen Beret
Arkanold
Head Over Heels
Atlantis
Por Rescue
Dawn Raider
Death Race
Pro Go lf
Panik
League ChallengePot Hole Pete
Spooky Castle
Daylight Robbery
Tpietarinsco.p.e.. lip•
Encounter
Gunfighter
Crack Up ..........
Survivors
Cops 'n' Robbers

2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
299
2 99
2.99
2.99
2.99
2.99

2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99

2.99
2.99
2.99
2.99
2.99
2.99
7 .
9
9
2.99
299
2.99
2.99
2.99
2.99
299
2.99 M i s c e l l a ne ous
2.99 P e n g o n    1 . 9 9
2.99 M r .  D i
g   
1 .
9
9

2.99 S t a r  Wars   2 . 9 9
Football Manager'   2 . 9 9
Superman   2 . 9 9
River Raid _  2 . 9 9
Chuckie Egg 2 . 9 9
Pogotron .........................2 . 9 9Roulderdash . . . . . . . . .  2 . 9 9
Boulderdash I I    2 . 9 9
Darts   1 . 9 9
System 8  Pools   2 . 9 9

2.99 T u r f  Form . . . . .  • 2 . 9 9
2.99
2.99

2.99
2.99
2.99
2.99
2.99
2.99

2.99
1.99
2.99
2.99
2.99
1.99
1.99
1.99
1.99
299

.99
2.99
1.99
199
2.99
1.99

TOP 10 ROMS
Pacman   7 , 9 5
Pole Position   7 . 9 5
Donkey Kong   SOLD OUT
Designers Pencil   4 . 9 9
Rally Speedway   7 . 9 5
Millipede   9 . 9 5
Gataxian   4 . 9 9
River Raid   S O L D  OUT
Robotron 2084   7 . 9 5
Dreadnaught Factor   4 .99

Alternative
I capstan
Monkey Magic
Soccer
Castle Top
Spindizzy
Pro Mountain
Atarisoft
Star Raiders
Speedhawk
Twilight World
Heartache . „ .
Thunderrox . . . . . . .
Slingshot . . . . . . . . . . . . . . . .
Adventuresoft
10 Little Indians
Secret Mission
Arrow o l Death 1
Arrow Ed Death 2
Golden Voyage
Mystery Fun House
Strange Odyssey
Wizard a t  Akyrz
I he r im e  Machine
Adventureland
Circus . . .  .........
Escape f rom Pu lsar 7
Perseus and Andromeda
The Count
Voodoo Castle
Waxworks
Firebird
Matta Otatta   1  99
MicroRhythm   1  99
Thrust 1  99
Players
Stratosphere   1 . 9 9
Tantuth   1 . 9 9
Dizzy Dice   1 9 9Bubble Trouble   1 . 9 9
Joe Blade ii 2  99

PAastertronic
Masterchess  1 . 9 9
P l O te d 0 1    2 . 9 9

2.99 R e v e n g e  I I   2 . 9 9
2.99 C r y s t a l  Raider   1 . 9 02.99 A m a u r o t e    2 . 0 0

Vegas Jackpot   1 . 9 0
Kikstan   1  99
Colony   1  99
Feud .  ................... „  1  99

1 99
OnCu 2  99
I ast VEI . . . . . . .  ................. 2  99
Mutant Camels   1 . 9 0
Milk Race   1 . 9 9
Frenesis   1 . 9 9
Panther   1 . 9 9
Sidewinder l i  2  99
Despatch Rider   1  99
Hover Bower . . . . . . . . .  1 . 9 9
Molecule Man ............... .„... 1  99

2.99
N i n l a
. . . . . . .
. . . . . . .
. . . . . . .    
2
.
g
g

Ghostbusters   2 . 9 9
Henry's House  1 . 9 9taO 2 . 9 9

• Bomblusion 1 . 9 9

Arid 50p to orders less than E 5.00. All prices correct at
time of going to press. Access or Visa orders welcome.

Please add El per Hem for overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE"

1.99
199
1.99

99
2 99
2 99

2.99
799
7.99

99
99

P 99

2.99
799
7.99
2.99
2.99
9
.
9
9

2.99
2.99
2.99
2.99
2.99
2.99
2 99
7.99
2.99
2.99
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8-BIT GAMES 8-BIT GAMES 8-BIT GAMES

D R A G
H er e's a treat for all

t hose thousands of
Boulderdash fanatics

who've been i tching for a fresh
challenge! Kr-Soft's DRAG
heads the l ine-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 he 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 filly game

Title: D R A G
Publisher: Ke-Soft/Excel
Price: E 7 , 9 9  disk
Players: 1
Loading: System: 64K min

Reviewed by Paul Rixon

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. Natural ly 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 to anyone blocking the
way! There are a number  of
other objects to watch out for:
tr iangular shapes remain in a
fixed position but must never
be touched,  circular shapes
drop down and explode side-
ways i f dislodged, whilst barrel
shapes provide a handy boost
o the air reserves.

NtrAlligatillitwar•
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-480, t o t
C  i t

his game is a variation
on the immensely
popular  Tetris' theme,

which originates from the
Soviet Republic.  I t has proved
to be a big hit on almost all
machine formats. 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-UP -
yet another  addition to their
highly regarded catalogue of
budget-priced cassettes.
The idea is very simple.

46  I s s u e  52 - New Atari User

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 qualiftring
blocks then disintegrate, earn-
ing you points and clearing
some space for the following
round, In each round,  the
space bar  can be used to ex-
change block positions within
a descending group (note: this
isn't mentioned on the inlay!).

4111

4444
I t l i l i f r  lkst; :
0 0 7 0  P l e U

4
1

4444
4 8 0 0  L V L : 0 1P1MCM

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
filly screens should prove
challenging enough for most -
you're forced to start at the

STACK-UP
A forthcoming group is first
displayed on screen, so you
can make a decision on the
best stratew 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 successful
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 hides-
tnictible. 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 experi-
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!
Al though more expensive

than many games, the cost of
Drag is probably justified by
the qual i ty 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.

title page that could only be-
long to a Zeppelin creation!
The main screen seems quite
unusual  in that the borders
are shaded in off-beat pastel
colours. Sound effects are
rather thin on the ground -
there isn't ally 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 weeks at
least! Stack-Up gives you the
long-awaited chance to play
Tetris on your  Atari, and as
such is an essential acquisi-
t ion.

Title: S T A C K - U P
Publisher: Zeppelin Games
Price: £ 2 . 9 9
Players: 1
Loading:

Reviewed by Paul Rixon
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EMI ME ACCESSORY SHOP
ISSUE 5 2

BARGAIN
SOFTWARE
NEW! ATARI= I & II

Learn to read and understand music, AtariMusic I  covers
muskal nines, bass and treble clefs, ledger lines and whole and
half steps are explained su it  s I l r j s  d rills and exercises.
AlariMusic f t  explain% major scales and major keys so that too
cran start putting together the notes to play or compose your
own music Suitable for ages 10 to adult. Atarellusic will help
anyone to understand music. whether for school, pia, ing an
instrument, singing or just for plain fun.

Originally f24.95
OUR PRICE E9.95 each
SPECIAL - BUY BOTH FOR JUST 07.95!

DISK
ONLY

PRINT SHOP GRAPHICS
.
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es three separate disks each with 120 graphics and a
printed out reference guide of the nest icons. Disk 1
emersilolidays, Special Occasions, Sports and more,
Disk 3 covers Business, Symbols, Mythology and
others. ONLY Ncks I and 3 NOW AVAILABLE.Th-
ese are all top quality graphics in the original Brode-
rbund Print Shop packaging.

Original Pricei12.99 each
OUR PRICE E4_95 each
SPECIAL - BUY BOTH FOR JUST 18.95!

CASSETTES

INVITATION TO PROGRAMMING
WITH ONE TAPE FREE!

Cas w i tt users wishing to  lear n Basle pr ogr am m ing have never
had i l  i n  enoy! A longs ide the fi ne pr ogr am m ing bmsks we have
asailable. we are now able to offer the imitat ion To Program-
ming 2. set comprising TWO cassettes and two workbooks. The
programs are t illed  Writ ing  Your Own Programs and while
stocks last we ll throw in  inVii4dinn To Programming I  nne r-
lag the basics_ With  thew actual. on-sereen, examples your
programming books  wi l l  M M .  alive and y ou s i l l  be wr i ting
lour o w
n  
p r o
g r a
m s  
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bargain price!

Original Price125.90
OUR PRICE E2.95

TELELINK
The simplest to use coi»nts package ever available,
just plug it in and go! Telelink is a basic, no frills.
communications program that will have you up and
running in no time. Ideal for simple access of your
local Bulletin Board or for access to the major Inter-
national Information Services. Optional dump of but-
ter to a printer. The most bask of facilities but the
simplest and quickest to use comms program avail-
able.

Original Price £14.95ROMCARTRIDGE O U R  PRICE E4.00

LAST FEW!

We are still managing to uncover a few new items o f software for
your XLIXE so check all the new items this issue. Check the inside
front cover and the following pages. Some items' previously adver-
tised are now sold out but there are sti l l word processors for you to
choose, from the most simple to the most complex, plenty o f 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.

MICROSOFT BASIC
Microsoft Ba sk 11 is now sold out but you can st ill
practice programming in the standard Basic if  you have a
disk drive. Microsoft Basic is ideal is you want to convert
programs from other machines as it contains many of the
commands that are missing from Atari Basic. You'll be
able to share the creation of programs with other compu-
ter owning friends and maybe type in and adapt listings
written on other computers.

Recommended price 0 .9 5
OUR PRICE E5.95

NEW!

DISK
ONLY

MASTERTYPE
Now anyone call learn to type whilst playing a clialkniting
game. Mastertype was one of the original 'garne based'
typing tutors which requires you to tap enemy words as
they approach from the four corners of the screen. But it
not really a game for, before you realise it, you will
become quite proficient on the keyboard as you progress
through 18 lessons of increasing complexiii.

Reconitnended price 174.95
OUR PRICE £2.95 ROM

CARTRIDGE

LETTER WIZARD
For those who need a little inure sophistication in a
word processor, Letter Wizard gives you all of the
basic features you would ey ed  plus mail merge.
print of selected pages, headers and footers, automatic
page numbering and a whole host more print format-
ting styles. Although set up for Epson Compatible-
printers or the NEC 8023. control codes can be sent
direct to the printer. Comes with an easy to learn and
use manual plus a handy Quick Reference card.

Original  Price,f19.95
OUR PRICE C8_95 DISK

ONLY

TEXT WIZARD

OUR PRICE E7.95

LAST FEW!
If you don't need a very powerful word procesmir but
still want to Use your Atari to help with producing
written documents Test Wizard could be the answer.
A simple to use and easy to learn word processor that
has the basic features such as search and replace.
move and duplicate test and straightforward print
formatting including double column print out. The
print commands arc set for Epson compatible prin-
ters. Test Wizard will get you printing without getting
you confused.

Original Price 129.95
DISK
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99p C A S S E T T E  SPECIALS
NEW!
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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 guessing the word the computer
has chosen. Uses keyboard or joystick.

CASSETTE O U R  PRICE JUST 99P!
ONLY

STATES AND
CAPITALS
Learn the geography of the United States with
this program which draws outline maps of each
of the States and asks you to identify it and its
capital. Useful for school geography and for
anyone interested in the USA.

CASSETTE O U R  PRICE JUST 99p!O NLY

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 deckle whether to stand,
draw another card or double down in efforts to
hit 21.

OUR PRICE JUST 99p!

NEW!

CAS S E TTE
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. Once you are in charge
you will fi nd earthquakes breaking components and
you will have to find the besi way to repair the
installation and keep it going to avoid meltdown

OUR PRICE JUST 99p!

LAST FEW!

CASSETTE
ONLY

WAR
GAMES

EASTERN FRONT )
the Omsk war simulation by Chris Crawford that
astounded Atari users when it was first released. Based on
the real life hattle of Operation Barbarnssa on the border
of Russia yUll must command the forces through the
savage Russian winter to we whether your skills can
determine a different (101c011ie from history. Easy to
understand, difficult to win hut an ideal introduction to
computer wargaming. Definitely an Atari classic!

Recommended pricei12.95ROMCARTRIDGE OUR PRICE E4.95

CRUSADE INEUROPE
June O. 1944. the D.Day invasion begins. 'Ilse pressure is
on sou to lead your troops through one of the greatest
campaigns of World War II. Extensive research ensures
the historkal accuracy of this simulation that recreates the
Battle for Normandy. Race for the Rhine, Operation
Starket Garden, the Battle of the Bulge and the Battle for
France. Excellent graphics and sound. sarious skill levels,
comprehensise documentation. one or two players. From
the creators of F-156 Strike Eagle and Silent Service.

Recommended p r i c e 1
.
1 4 . 9 5

CASSETTE O U R  PRICE E4•95

BOOKS STILL AVAILABLE
130XE HANDBOOK

Published price E7.95 O U R  P R I C E  O M
ATARI ADVENTURES

Published price E5•95 O U R  P R I C E  E1. 50
MICRO ENQUIRER

Published price £8.95 O U R  P R I C E  E2. 00
WRITING STRATEGY GAMES

Published price E5•95 O U R  P RI CE  E1. 50

CONFLICT IN VIETNAM
Fist battles of the Vietnam War recreated on sour com-
puter. You take charge of some of the most decisive
battles as you attempt to change the course of history.
1 rum the easy opening battle you hone your skills until
you are able to determine the 01111CUInt of battles that
nearly destroyed the I:SA. Top class graphics and sound,
historic accuracy, accelerated real-time action, one ur two
players, various skill loels and more. From the creators
of 1
,
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Recommended price E14.95
OUR PRICE E4.95 CASSETTE

ONLY

DECISION IN THE DESERT
J U l  I. 1942. the Battle of El Alamein begins. bat will
the outcome be different with you in command? You
make the decision to deplov 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 or two players and more. An excellent Sirt1011160111
from the creators of F.I.5 Strike Eagle and Silent Service.

Recommended price 174.95
OUR PRICE E4.95 CASSETTE

ONLY
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DISK
ONLY

LAPIS PHILOSOPHORN
One or the best graphic adventures released on the
Atari which is suitable for all abilities. A mystical
adventure set in a small country in which the Kings
step son has poisoned the King to gain the throne..
The Magicians have failed to cure the dying King hut
can you? You will need to find the philosopher's stone
among 83 different screens and with seven possible
solutions.

O r ig ina l  Pr ic e 0 . 9 5
OUR PRICE E1.99

,

JUGGLES' RAINBOW
JUGGLES RAINBOW
A fi rst 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 E5.95
DISK OR

CASSETTE
NOW ALSO ON DISK!

S K Y W R I T E R  S K Y  WRITER

Help your children learn how to create complex
words with a fun game that will keep them happy
while they learn. A Iwo syllable word is given and the
child has in 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 S upwards.

O r ig ina l  Pr ice E12.99
OUR PRICE £4.95 ROM

CARTRIDGE

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 E5.95
SPECIAL OFFER - PURCHASE ROTH
JUGGLES PROGRAMS FOR JUST 0.95

CASSETTE
ONLY

CAROMS OF MARS
• -,-

MAR,
DISK
ONLY

CAVERNS OF MARS
Winner of one of the fi rst Atari programming com-
petitions, this was one of the fi rst vertical scrollers
and remains a much sought after original game.
Descend through the caverns avoiding mines and
piticing up fuel. Highly playable and addictive. only
tone or two have made it to the bottom of the cavern
to discover the secret that awaits them.

LAST FEW WITHOUT BOX BUT WITH FULL
ORIGINAL MANUAL - LOWER PRICE
OUR PRICE E4.95

DISK
ONLY

TIME and MAGIK
Three of Level 9's famous adventures in one pack-
age. This  includes LORDS OF TIME.  RED
MOON and n i E  PRICE OF MAGIK to give you
many hours of puzzle solving and exploration of
the unique worlds  created hy Level 9. All these
games have received top reviews. Now you can t ry
them at a very special price

Originally i l  1.95
SOLD OUT

•,• Seem flutter'
inPOW W o w

•

IOWA

SILENT BUTLER
The all round personal finance planner that keeps
track of three hank accounts, maintains income re-
cords, reminds you of birthdays, annisersaries and
important dales and generally keeps you up to date
on your financial status.

DISK O U R  PRICE E6.95ONLY

TOUCH TYPING
F;s erne who uses a computer needs to brush up on
their typing and now you can learn to type like a
professional typist with this complete tutorial. Touch
Typing presents a self paced method of learning by
letting you practice typing letters, sentences and para-
graphs. The computer determines words per minute.
number of errors and your weak points. Random
sentences are generated to drill you in those areas.
Contains two cassettes and instruction manual.

Previously 19.95.
OUR PRICE E4.95

4010 , - ; 5 ,emosima
CASSETTE

ONLY

TYPO ATTACK
A ty ping trainer based on the Space Ins adtrs concept
in which you hone up your typing skills by blasting
falling letters. An enjoyable way to learn that will
quickly enable you in recognise the keys without
having to look at the keyboard.

Normally i12.95
OUR PRICE £6.95 ROM

CARTRIDGE

MUSIC PAINTER
An exciting educational program that helps to teach
music by using colours instead of notes. Change the
fifteen supplied songs to feature different Instruments,
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
your own great music. Children or adults alike will
get great satisfaction from being ahle to create their
very o w n  M ins k .

OUR PRICE E7.95

: Music Painter

DISK
ONLY
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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.

MURDERAT AWESOME HALL NEW!
(*land Awesome has just been murdered and you have to insestigute the crime. 'You must
question the suspects, decide which weapon was used for the murder arid sou must then
decide in which of the 20 rooms the murder was committed. Fitch time sou plies the game
there is a different mvstery to solve. Includes an on-screen floor plan and electronic note part
and suspect lists- The computer ser,ion ol the ranlintk Clue& game.

CASSETTE OUR PRICE JUST E1.99!

ARCHON NEW!
A battle or magic between opposing mystkal powers fought out on a chess board. A
contest between Light and Dark with spells to cast, magic to learn. evil foes to
conquer. Archun is one of the must highly original and highly rated games for the
Atari and has received top class comments whenever it has been reviewed. Fur Mt  or
two players.

Recommended price E14.95ROM
CA RTRI DG E OUR PRICE E7.95

PLANETARIUM BACK IN STOCK!
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 uniserse. You can make stellar
and planetary maps, study eclipses. learn about latitude and longitude and touch more.

1050 DRI VE ONLY
Please state when ordering if
you have a US Doubler fitted

Normally £16.95
OUR PRICE E 6.95

SCREEN DUMP 1020 NEW!
Owners of the 1020 printeriplotter will be delighted with this utility which has
been unavailable for a long time, Now AtariArtis t pictures can be dumped to
sour 1020 in FULL COLOUR. Just hoot up the tape, select sour favourite
picture and let the software do the rest.

CASSETTE ONLY
Originally E14.95 OUR PRICE JUST E2.95

HOME FILING MANAGER/PAY OFF
DISK ON LY

the Home Filing Manager record keeping system that simulates index cards on
your Atari, keeps track of almost anything together with The Pay-Off Adventure
- your chance to sample an adventure in classic style, This loin disk set also
includes some top class graphics demos.

SPECIAL PRICE - ONLY fl

MACRO ASSEMBLER
The Macro Assembler will allow you to create your own machine language
games and applications the times faster than with the Assembler Editor
cartridge and it  can assemble as many as MOO symhol definitions with no limit
on program sire. You can duplicate code. optionally assemble code and modo-
Ionise your program. A Program-Text Editor is included.

Normally £19.95DISKONLY O U R  PRICE E7.95

50 l v s u e  52 - New Alan Use'

ENERGY CZAR NEW!
Do you think that you could du better than the politicians? With Energy Czar you get
the chance to prove yourself by controlling the energy resources of the USA. You can
subsidise or tax the energy resources. teem prices, control pollution, regulate supplies
and see the results of your actions. A National Opinion Poll decides whether you are
tired or pniclaimed the ,
4IS J O U  r  
o f  t h e  
U S A :

CASSETTE
ONLY

Recommended price 1,72.95OUR PRICE JUST E1.99!

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

ROMCARTRIDGE O U R  PRICE E2.95
ZAXXON
One of the all time classics for the Atari. Zaxxon set new standards when fi rst
issued and was copied many times. Pilot your craft across the unique
dimensional battlefield shooting enemy Fuel tanks, anti-aircraft tanks and mis-
siles before launching oft through space for the ultimate conflict with a mighty
robot - few have got this far! Zaxxon, often copied. never bettered and NEVER
at this incredibly low price!

RRP17.95 cassI19.95 disk
DISKOR CASSETTE OUR PRICE E2.99

IMEWIS
Why not use your Atari as an electronic diary? TiMtWiSe allOWS you to keep
track or all your appointments and important dates on a daily', monthly or
yearly basis. Now you can dispense with your diary and let your .Atari do the
work. l f  you have a printer Timewise allows you to print out the information in
a variety of ways.

DISK
ONLY

REDUCED PRICE

Originally122.99
OUR PRICE E3.95

PROOFREADER
Users of Mariwriter will be delighted with this, the long 105i spelling checker for
the Mariwriter cartridge! Proofreader may he loaded alongside Mariwriter to
give you instant access to a dictionary of 36,000 words. I f  that is not enough you
can add your own words as you go. Errors are highlighted on screen for
correction, unusual words can he saved and you can look up spellings.

DISK
ONLY OUR PRICE E5.95

BASIC CARTRIDGE
Why would vou want a Bask Cartridge w hen Basic is already built in to vour
machine? Well some programs, especially some early public  d a i n  programs
won't run on the M A E  hut they will if  you plug in the old version of Basic.
Much more convenient than having to boat in the uId Basic from disk and, at
this price. worth has ing just as a backup.

ROMCARTRIDGE O U R  PRICE E3.95



PIRATE ADVENTURE
"Yu  h o  ho  and a  bot t le  o f  ru m  ..." . Yo u ' l l  meet u p  w it h  the  p ira te  and h is th irty
b ird  a long  w it h  m any strange sights as you  attempt t o  go f ro m  yo u r London fl a t
to Treasu re  Island . r  'an yo u  recover Long  John SiKe e s lost  t reasures? Ha p p y
sa iling  matey. Sco t t  Ach im ,  Graph ic
- A d y e n t u r e  
# 2  
b r i n g s  
y o u  
a  
s u p e r
b  
B e g i n
-

ner's I ced  adventure complete w it h  g raph ics and idea l f o r  a ll ages

Original  price 1'19.95
OUR PRICE E7.95DI S K

O N L Y
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the re ,  i t ,  i n  Issue 45 • 1 HE hest spo rts simu la t ion  on  the  At a r i ' . L o o k o ve r the
pitchers shou lder as he th rows the h a ll t o  the wa ilin g  t r io  o f  batter,  ca tcher and
umpire . I n  I la rd l ia l l  you  can  h it ,  ru n . steal, !clout and  d B ,  change the fi e lders
and d o  everyth ing  you  can do  in  the  rea l g a m ,  Fo r  one o r  t wo  p laye rs.

Normally £14.95
OUR PRICE £7.95R O M

C A R T R I D G E

STAR RAIDERS II LAST FEW!
Disk ve rsion  o f  th is fo llow u p  t o  the greatest compute r game. Yo u r  MISSiOn
pilot  the honesi fi gh te r in  the  ga laxy -  the L ib e rt y St a r  • t o  destros the en t ire
Zylon  M a ste r Force . Yo u r  weapons a re ; Pu lse  Losers, Ion  4 4 4 4  s and Surface
Star Bu rst s. Wa rp  between t wo  systems. p ro tect ing  f riend ly hoses wh ilst  d ro p -
ping Sta r Bu rst s on the  enemy. M o re  great act ion  in  St a r Ra iders rash '

Normally1•14.95
OUR PRICE £5.95DI S K

JOUST
Don yo u r  helmet and  ho ist  yo u r  lance and clh n b  aboard an o st rich  in  t h is
unusual arcade game! Do  ba t t le  w it h  the e l l  Bu zza rd  R id e rs in  deep space.
Pterodactyls to  the r ig h t  o f  you, a lien eggs t o  the le f t ,  you  m ust  lea rn  t o  fl y sit
that yo u  wo n 't  d ie  so ve ry f a r  f ro m  home. A l l  the arcade t h r i l ls f o r one o r  t w ,
p layers.

Normal ly I* I 2.95
R O M

C A R T R I D G E  O U R  P R I C E  C 6 - 9 5

BALLBLAZER
Another From L u cu slilin ,  th is top  qua lit y sp lit  screen game takes p lace in  a
games arena o f  the fu tu re . Yo u  a re  strapped in t o  a  R
. . t o f o l l  h o v e r e r a f f - l i k evehicle tha t  skim s ove r the surface o f  the p la ylie ld  a t  50 metres per second. Th e
object Is sim p le . ju st  release yo u r Pla sm o rb  th rough yo u r o p i 44444 . %  goa l. Two -
p layer simultaneous p lay w it h  fi rst  person perspect ive f o r  bo th  p laye rc.

Normally 1'14.95
R O M

C A R T R I D G E  O U R  P R I C E  C 6 - 9 5

STAR RAIDERS 2
The o rig in a l Sta r Ra ide rs is updated w it h  bet ter g raph ics and sound, Yo u r  Ju l.
is t o  clea r each sector wh ilst  ensuring  that  the  enemy d o  not  o ve rru n  p lanets in
another p a rt  o f  the ga laxy,  11 w i l l  la ke  skil l in  decid ing  wh ich  sector to  wa rp  to,
can yo u  a f fo rd  t o  clea r a  sector o r  w i l l  yo u  h a le  t o  leave to  defend a  p lanet and
re turn  la te r!  A  great  f o llo w up  t o  an Bill t im e  classic.

Normally CI 4.95
OUR PRICE E6.95R O M

C A R T R I D G E

TENNIS
t ;rru t  sports fun either against the computer o r aauther player. singles or doubles, Forehand
,and backhands, dris log approach shuts, angled yolless, overhead smashes and t ricky lobs -
they arc a ll here. You control your position On the court and where yota want to hit  the ball,
The electronic scoreboard dis plays the results, %II the ash,,n O I N O  the sweat!

Normally £12.95
R O M

C A R T R I D G E  O U R  P R I C E  C 6 - 9 5

FIGHT NIGHT BACK IN STOCK!
Tight N ig h t  b r in g s you  a ll t he  t h r ills o f  the boxing  r in g  as you  face live  o f  the
most b ru t a l lig h t e rs eve r. I t s fi ve  separate batt les a re  to ta l w a r  w it h  re lent less
action. Th e  Bo xin g  Const ruct ion  Set a llows you  and yo u r  opponent t o  create
your own  perfect  boxe rs. select ing stamina, in te llect  and  st ile . Step in t o  the r in g
to p it  yo u r  perfect  boxe r against ih e  computer o r  h e r  o p p
o . 0 0 u i .  1 . 2  p l a c e r s .Normally £14.95

R O M
C A R T R I D G E  O U R  P R I C E  £ 7 . 9 5

STRANGE ODYSSEY
At  the  ga laxy's r im ,  there sire rewards aplenty t o  he harvested f ro m  a  long-dead
alien cis iliza t ion . Fabulous treasures a d v a n c e d  technologies f a r beyond human
ken A l l  t h is and m ore  awaits the b ra ve  galactic' k i t s  enturer. Bu t  w i l l  yo u  he
ahle t o  recover the wea lth  and re t u rn  home? Prepare  you rse lf  fo r a  Strange
ilt lyssey!  Scot t  Ad a m s Gra p h ic Adven tu re  #6 is a  Moderate ley el adventure.

DI S K
O N L Y

Original  price E19.95
OUR PRICE £7.95

GALAXIAN
Another arcade conversion tha t  re ta ins a ll o f  the addict lyeness o f  the o rig in a l
and st i l l  stands as one o f  the a ll t im e  classics. Blast  the  ga laxians as they advance
in fo rmat ion  and peel o f f  to  a t tack. XVith  one o r t wo  p laye rs and I I I  ski l l  lese ls
s o n ' l l  h e  e n te r ta i n e d  f o r  a  l o n g  l i m e . In c l u d e s  a n  eas y  o p t i o n  For  h e g i n i te r s .

R O M
C A R T R I D G E

Normally .C12.95
OUR PRICE £6.95

TAIL OF BETA LYRAE
Our A-Z of Atari Software series says "The ultimate iScranibki
- c l i m e  w i t h  s u p e r b  
g r a p h i c s
and music. rh is humdinger o f  a horizontally scrolling shoot 'cm up was written by Ph ilip
Price. and the music wash) Gary Gilbertson. Thes later went on to write the 'Alternate
Reality' games." This is one cif the f t ,  original 'classics righ t  up there with the lop arcade
games uf all lime. Give your eyes, ears and reaetions an unforgettable treat!

Original  Price 17.95
DI S KOR CASSETTE O U R  PRICE E1.99

LOW PRICE!

RESCUE ON FRACTALUS
A s k  o l d  h a n d s  w h a t  w a s  one  o f  th e  bes t garrkes ev e r  For  th e  A t a r i  a n d  a  g o o d
im p o r t '  o f  them w i l l  say Rescue on Fra cta lu s. Th is game r   L u c a s fi l m  set
new standards in  computer games comb in ing  a  space Bigh t  sim u la to r w illy a
rtn.cile m ission . Super,  ever chang ing . 3 -D scenery as you  fl y th rough the
44444 untains to  land  on the planet M id  rescue stranded p ilo t s.

Normally 114.95
OUR PRICE E6.95R O M

C A R T R I D G E

SUPER BREAKOUT
B r e a k o u t w a s  th e  o r i g i n a l  s i m p l e  y e t to ta l i ty  a d d i c t i v e    a n d  th i s  e n h a n c e d
version w i l l  p ro vid e  even  r e  add ict ive  fun . Severa l va ria t ions on  the basic
theme a re  ava ilab le  f o r one t o  f o u r p laye rs (up  t o  8  on the  400,1010li. N t  I 'M  tha t
this game requ ires paddle co n t ro lle r ,

Normal ly19.95
R O M

C A R T R I D G E  O U R  P R I C E  E 3 . 9 5

LODE RUNNE
h e r cla ssic, pe rhapst h e besto f a l l p la t f o rm gam es.Y o u a r e a h ig h ly t ra in e d

Ga l a c t i c  c o m m a n d o  deep  i n  e n e m y  te r r i t o r y .  Y o u r  m i s s i o n  i s  t o  i n fi l t r a te  a l l  7 5
of the enemy's so lite rranean leve ls to  recove r e s
-
c r y  l a s t  p i e c e  O r  
g o l d .  
Y o n  
a r e

equipped w it h  a  laser d r i l l  p isto l b u t  yo u ' l l need cunn ing ,  speed and a g ilit y.
Lode Ru n n e r includes a   u e  ext ra  tha t  a llo ws you  t o  create yo u r own leve ls.

Normally174.95
R O M

C A R T R I D G E  O U R  P R I C E  E 7 . 9 5

ONE ON ONE
Play baske tba ll w it h  t wo  o f  Am e rica 's lo p  p laye rs in  t h is great spo rts sim u la in in
which features rea list ic offensive and defensive moves. fat igue factors,  hot
streaks, a  sh ill clo ck,  even instan t  repay a n d  a  shat tering backboard !  l i k e  the
game o f  basketball it se lf . Om p o n L in e  rewards you  f o r  p la yin g  w it h  yo u r  head
as we ll as yo u r hands.

R O M
C A R T R I D G E

Normally 1'14.95
OUR PRICE E6.95

DESERT FALCON
A ve r  4 4444 oF the classic Blu e  M a x tha t  r in d s you fl yin g  'te rms the desert I nd iana
Jones style  search ing f o r  h ie rog lyph ics h idden in  the  desert sands. Yo u  need t o
survive  long enough t o  destroy t h e  how hlug Sp h in x. Th e  longer you  su rvive  and
the f u rt h e r you  proceed, the 00000 re pe rilous yo u r m ission  becomes. I f  you destroy
.the Sph inx yo u  get to  ga in  the  bonus round  f o r  esen h ighe r po in ts. Fo u r leve ls.

Normally 171 4. 95
R O M

C A R T R I D G E  O U R  P R I C E  £ 7 . 9 5
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TELEPHONE ORDERS 0785 213928

GAMES SOFTWARE
Oly. TileOly. Title Price Total

ATARIMUSIC 1 ARCHON E 7.95
E 0.99ATARIMUSIC II BALLBLAZER E 6.95
E 0.99ATARIMUSIC BOTH CAVERNS OF MARS E 6.95

Total

Total
DESERT FALCON E 7.95

All on disk unless shown

HOME FILM MAN. PAY OFF ENERGY CZAR E 1.99

Total

INV TO PROGRAMMING 2 GALAXIAN E 6.95
JUGGLES HOUSE HARDBALL E 7.95
JUGGLES RAINBOW FIGHT NIGHT E 7.95
JUGGLES RAINBOW HOUSE JOUST E 6,95

Total

JUGGLES RAINBOW- DISK KABOOM E 2.95

LETTER WIZARD LAPIS PHILOSOPHORLIM E 1.99

MACRO ASSEMBLER LODE RUNNER E 7.95

MASTERTYPE
MAXWELLS DEMON E 1,99

MICROSOFT BASIC
MR ROBOT - CASS E 1.99

MUSIC PAINTER
MR ROBOT - DISK E 1.99

PLANETARIUM
MURDER AWESOME HALL E 1.99

PRINT SHOP GRAPHICS 1

,
ONE ON ONE E 6.95

PRINT SHOP GRAPHICS 3
PIRATE ADVENTURE E 7.95

PRINT SHOP IBOTH
RESCUE ON FRACTULAS E 6.95

PROOFREADER
STAR RAIDERS 2 E 6.95

SCREEN DUMP 1020
STAR RAIDERS II IDISK) E 5.95

SKYWRITER
STRANGE ODYSSEY 1 7.95

SILENT BUTLER
SUPER BREAKOUT E 3.95

TELELINK
TAIL BETA LYRAE - CABS E 1.99

TEXT WIZARD
BETA LYRAE - DISK E 1.99

TIMEWISE

,TAIL
TENNIS E 6.95

TOUCH TYPING
ZAXXON - CASS E 2.99

TYPO ATTACK

ZAXXON - DISK E 2,99

Total

Total

99p C A S S E T T E S
Oly. Tile Price T o t a lPrice BLACKJACK E 0.99ATARIMUSIC 1 E 9.95

HANGMAN E 0.99ATARIMUSIC II E 9.95
SCRAM E 0.99ATARIMUSIC BOTH E17.95
STATES & CAPITALS E  0.99

Total

Total
E 3.95

SERIOUS SOFTWARE
Oty. Title Price Total

Price

ATARIMUSIC 1 E 9.95

EASY PROGRAMMING SOLD

ATARIMUSIC II E 9.95

THE 130XE HANDBOOK E3.00

ATARIMUSIC BOTH E17.95

MICRO ENQUIRER

Total

BASIC CARTRIDGE E 3.95

PAGE 6 SOFTWARE
All on disk unless shown

HOME FILM MAN. PAY OFF E 1.00

Price Total

INV TO PROGRAMMING 2 E 2.95

E19.95

JUGGLES HOUSE t  5.95

E19•95

JUGGLES RAINBOW E 5.95
JUGGLES RAINBOW HOUSE 1 9.95

Total

JUGGLES RAINBOW- DISK E 5.95
LETTER WIZARD E 8.95
MACRO ASSEMBLER E 7.95
MASTERTYPE E 2.95
MICROSOFT BASIC E 5.95
MUSIC PAINTER E 7.95
PLANETARIUM E 6,95
PRINT SHOP GRAPHICS 1 E 4.95
PRINT SHOP GRAPHICS 3 E 4.95
PRINT SHOP IBOTH E 8.95
PROOFREADER t  5.95
SCREEN DUMP 1020 E 2.95
SKYWRITER E 4.95
SILENT BUTLER E 6.95
TELELINK t 4.00
TEXT WIZARD E 7.95
TIMEWISE E 3.95
TOUCH TYPING t 4.95
TYPO ATTACK E 6.95

Total

PUBLIC DOMAIN ETC.
Qty. Tille Price Total

Price

ISSUE 52 DISK E 2.95

EASY PROGRAMMING SOLD

8-BIT REFERENCE GUIDE t 6.95

THE 130XE HANDBOOK E3.00

TURBO BASIC E 3.95

MICRO ENQUIRER

Total

PAGE 6 SOFTWARE
All on disk unless shown

Qty. Title Price Total
TRANSDISK IV E19.95
TARITALK E19•95
MINI OFFICE II E14.95
SPELL ME- Disk E 6.95

Total

BOOKS

Qty. Title Pre

Qty. The Price Total

.EASTERN
iCONFLICT IN VIETNAM

EASY PROGRAMMING SOLDOUT

E 4.95

THE 130XE HANDBOOK E3.00

E 4.95

MICRO ENQUIRER E2.00
ATARI ADVENTURES E1•50
WRITING STRATEGY GAMES E1.50

TOTAL

WAR GAMES
Qty. Title Pre %dal

FRONT E 4.95.EASTERN
iCONFLICT IN VIETNAM E 4.95
,CRUSADE IN EUROPE E 4.95
:DECISION IN THE DESERT E 4.95

Total

Name

Address

Total Order E
OVERSEAS postage PLUS 1 5% E

Total E

ORDER FORM

Please make cheques payable to PAGE 6

ALL ITEMS FOR XL/XE

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

I enclose cheque/P.O. for E

E  I  authorise you to debit my credit card

OVISA EACCESS DEUROCARD LI MASTERCARD
My card number is:

Signature

EDDIE I 111LILI OLEO 017771
Expiry date: E n  n

F R E E  N I B B L E R  -
IF ORDER TOTALS E10 or more (ex. postage)
DISK ONLY. TICK IF REQUIRED

TOTALS
Software
Books
Post and Packing on above E  1  -00
Public Domain
PAGE 6 Software
Total

Please ensure that the name and address shown are
the same as the cardholders.

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FA X :  0785 54355
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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-7.3M 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.
Most 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?).
AU in all, looks promising.

All pictures from At1-73M THUNDERRAWK
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best selling MIDI  equipped keyboards - under-
s tandably  so. as it  can make some great
sounds. i f  you're one of the many  people who
bought  one to use wit h your computer you

probably  don't  t hink  so highly  of  it though,  as it  exhibits  a
rat her nasty problem when used wit h sequenc ing software.
The problem was brought  to my  at tent ion by fellow Page 6

c ont r ibut or John Sweeney. who recent ly bought  a PSS-790
for his  sons. However hard he t ried he couldn' t  successfully
record a new sequencer t rack played in f rom the keyboard
while lis tening to a t rack already recorded - a f undamental
requirement  when MIDI  sequencing.  The new t rack always
had the fi rst t rack 's  contents mixed in wit h its own. The
problem compounded wit h each addit ional t rack recorded,
depriv ing each t rack  of its independence and mak ing the
PSS-790's mul t i t imbral  capabilit ies  v irtually  unusable.  Us ing
dif ferent  sof tware had no effect either.
The problem lies in the PSS-790's internal operat ing soft-

ware,  held on a ROM chip ins ide the keyboard. For some
reason Yamaha designed it  such that  MIDI  c ommands  sent
to the ins t niment 's  MIDI  IN port  are echoed back out
t hrough the MIDI  OUT port  along wit h any thing played f rom
Its keyboard - not  what  you want  at ant Previous PSS series
ins t rument s  did this  too, but  they could also c ircumvent  the
problem by us ing a form of  MIDI  "Local Of f '  mode (which
Yamaha call MIDI  mode 99) act ivated by a special but ton on
the f ront  panel_
This  but t on has two effects. Firs t ly ,  it  switches the ins t ru-

ment  into mul t i t imbral  mode.  al lowing many  dif ferent  sounds
to be played s imultaneous ly  f rom a sequencer_ Secondly, it
disconnects the ins t rument 's  keyboard f rom the sound
generat ion c ircuit ry  and ensures only MIDI  messages result -
ing f rom key depressions are t ransmit ted via MIDI  OUT -
exactly what 's  needed for MIDI  sequencing.  This  has to be
used in conjunc t ion wit h a sequencer's "MIDI  echo' f ac ilit y
[aka ''soft MIDI  THRU").  Otherwise you can only  hear what 's
play ing f rom the sequencer tracks. and not  what  you're
play ing along with it  f rom the keyboard.
But  guess what? Yamaha have left t hat  v ital but t on off the

PSS-790. and didn' t  prov ide its operat ing system wit h an
alternat ive way of handling the required switching.  This  ren-
ders the ins t rument  almost  useless as the main ins t rument
in a c omput er based MIDI  system. Arrrggghhh!

REPLACEMENT ROM
The good news is t hat  Yamaha have admit ted there's a

problem and have produced a replacement  ROM to fix it, ' ro
get the ROM you need to order part  number  LX001520
(PSS-790 System ROM), either via y our local Yamaha dealer
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or direct ly  f rom Yamaha at their Milt on Keynes HQ, phone
number  0908-366700.  Fit t ing it  involves some soldering,  and if
you can't  manage this  yourself  Yamaha can do it  for you, i f  you
deliver the ins t rument  to them.

Unbelievably,  Yamaha expect you to fork  out  £23.50 for the
ROM! However,  it  does inc lude some minor  new functions_ so
it's riot  just. a s t raight  problem-ibdng ROM swap_ Even so, I
t hink  they've got a cheek expect ing their customers to pay for
such a serious design flaw. Come on Yamaha,  do the decent
t hing - make the ROM available FREE to anyone needing
The goodwill generated wi l l  far outweigh any cash you might
make f rom it.
A f urt her twis t  to the story is that  the PSS-790 has jus t  been

superseded by the PSS-795. This  is mainly  a cosmet ic update
of  the 790,  but  it  does add the odd new feature, such as a
sustain facility.  More important ly .  it 's  already fi t ted wit h that
new ROM. The price has been cut too - at  g199_95 it 's /..30
cheaper than the PSS-790i

THE MORAL?
This  whole episode illus t rates  how careful you have to be

when buy ing hi-tech mus ic  equipment._ The fact that  the PSS-
790 is "MIDI  equipped" means  nothing in this  case - it  jus t
won' t  do the job most  Atari users want  it  for. But  how can you
avoid get t ing caught  like this? Well.  I believe the best insur-
ance is to buy  f rom a reputable mus ical ins t rument  dealer. A
good dealer wil l be able to demonst rate the ins t rument  ac tual-
ly performing the tasks YOU want  it  to do. so you can check it
out  BEFORE buy ing.  Many  dealers now have MIDI  demo
rooms equipped wit h Atari ST (and other) computers ,  and are
happy  to hook  up any thing you'd like to t ry  out  - us ing your
own favourite mus ic  sof tware if  required. Jus t  t ry  get t ing that
sort  of  service at  Boots or Dix on&
For your part .  you have to play fair.  Don' t  use the dealer's

demo facilit ies then buy  f rom a cut -price electrical goods store
down the road! Buy  f rom the man prov iding the real service -
he may  charge you a lit t le more,  but  i t s  worth it  for the peace
of  mind.  And if  things do subsequent ly  go wrong he'll usually
help you fi x them_ Even better, i f  you look in the enthus ias t
magazines such as "Mus ic  Tec hnolo*
,
" o r  " S o u n d  
O n  
S o u n d ' '

you' ll fi nd dealers of fering good service AND a discount .  i f
you're really  lucky  there'll be one near you. so you can enjoy
the best of  both worlds.

•



B as eba l l  is that  other
strange American sport
they show on Satellite

and late night  Channel 4. I t  is
the one that  looks like rounders
played by teams that  seem to be
wearing their pyjamas. However
st range it  might  be it  is game
well represented on the •ST with
the Hard Ball games being the
best I have seen to date.
Domark / Tengen have pro-

duced a game wit h a s t rong
f ront  end that  appears  to be a
good s imulat ion.  Packaged wit h
free cap oilers  and an ins t ruc-
t ion book that  explains  the rules  wit h
only  a couple of  major errors, the presen-
tat ion is fine. My  own knowledge of Base-
ball grew owing to my American Football
f ollowing of the L.A. Raiders  and their
bi-sport ing star I3o Jackson, I  was most
impressed to see h im well represented in
this  game both by stat ist ics on paper and
by play ing style f rom the computer.
Baseball is as inherent ly  s imple a game

as cricket,  and conversely as diffi cult  to
grasp conceptually .  Damon's  mugs  guide
is as follows. Nine people comprise a
team alt hough there is a wide range of
subs t itut ion available.  The object of  the
bat t ing team is to score runs  as per
rounders  while the pit ching (or bowling)
t eam wish to stop t hem by ret iring three
batters. This  happens  nine t imes for the
away  team and eight  (if  they have won) or
nine t imes for the home team.
There are several rules  about  no balls  or

bad hit s  that  wi l l  either progress team
members  t hrough bases or help bat ters
ret ire quicker.  At  best the t hing to re-
member when bat t ing is to hit  the ball
hard and s t raight  and run a lot  and
when pit ching t hrow it hard and catch a
lot. Like most  American games this  sport
produces prodigious  amount s  of statis-
t ics f rom s imple bat t ing and pit ching av-
erages to complicated equat ions sur-
rounding base running speed or pitcher
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endurance.
RBI seems to make a st rong at tempt  to

put  these factors into balance and pre-
sent teams wit h dif fering make up. I t
allows the players to play either two
handed (the best method) for a best of  7
series or against the ST (more f rus t rat ing
since it  is rather good), wi t h  teams of
t heir choice selected f rom the ac tual
teams in the league. Here the game has
the noteworthy  endorsement  of  the gov-
erning body of  baseball the MBL which is
rather like hav ing the Test and County
Cricket  board endors ing a cricket s imula-
t ion.
Gameplay  is joyst ick or keyboard orien-

tated and consists of the pit cher signify-
ing readiness the bat ter look ing ready
and then pos it ioning the pitcher - select-
ing the height ,  speed and type of  pitch -
and the bat ter by mov ing around the
plate (like a crease) unt i l  in the best posi-
t ion to belt  the ball and take of f  to fi rst
base. Usually ,  especially against  the
computer's  pitchers,  you jus t  miss  three
balls  and the next guy comes for rit ual
sacrifice! Should you make a hit  then the
joys t ick  offers the choices of s topping at
fi rst  base or t ry ing to cont inue to subse-
quent  bases in the hope you won't  be run
out.  I f  yours is the fi elding side several
obst inate players all head off towards the
ball and you hope to pick it  up and re-
t urn it  in t ime to run out  or stop a bat-
ter's advance. Again the computer is bet-
ter at these things t han the human.  I f  a
human can score against the computer
there is a defi nite feeling of achievement
and the feeling related to scoring the
home run is not. far f rom elat ion!
Graphically  the game is slick, of fering

windowed shots of  base runners  and
pitcher. Ac t ion is fast and unt i l  the pitch-

ers have t ired a lit t le.  ver3,
, f a s t .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
typically  American style
graphics.
As a baseball s imulat ion RBI is

not  a great deal dif ferent  to t he
others  on the market .  I n some
respects more glitzy and I t hink
possibly more accurate in its
stat is t ical relevance but  in
others very muc h part  of the

c ommon mould.  In some ways it  lacks
the intelligence to select the correct  fiel-
der alt hough In other plays it  shows
great sophis t icat ion of  tactics.

was most  impressed wit h the way the
California Angels, a team noted for high
risk  base stealing but  fairly  weak bat t ing,
offered a great  number  of steals whenev•
er the chance presented itself. The com-
puter vs computer mode gave a fairly
accurate display of  the stat is t ical base
and as such was entertaining to watch.
One possible use for this  would be for
Baseball board garners wis hing 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  unt i l  a

proper cricket s im conies out  bat  and
ball players may  well have to use Base-
ball as the only  relief  to f rus t rat ions  felt
wi t h the end of  the season. I enjoyed this
game and spent many  hours  t ry ing to get
Bo to beat the Toronto Bluejays.

•  S I G HT 81. SOUND - both are good, wel l
d rawn screens and the scoreboard
adds  to the Jan wit h sampled c rowd
noises and the lovely 11 amp o f  a well
struck ball

•  GAMEPLAY - accurate and fastish.
The idiocy of  the fielders does detract
at t imes though

•  VERDI CT I  loved it, never won a
game against  the machine though.
otherwise great. I f fi as eball  tempts
you go out and t ry this
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the last issue was Atari's  Back-
gammon.  This  is part  of a series

f rom Atari called Mindgames.  Also in the
series are GO-MOKU/ RENJU.  BRI DGE
MASTER.  and BRI DGE TUTOR (the Go
advert ised on the back of the boxes was
alas, never published).

START BIDDING
Let's s tart  wit h Bridge.  There are two

parts  to a hand of  Bridge; fi rst  the bit
where you argue about  whic h suit  should
be t rumps  and how many  t ricks one side
is going to t ry and win - this  is k nown as
the 'bidding':  then the *play' where you
play whis t  wit h one of  the hands  face-up
- whoever won the argument  gets to play
his  partners  cards as well as his  own so
that  he has more chance of  winning.
Bidding the right  'contract ' (i.e. how

many  t ricks and which suit  for t rumps)
is c ruc ial to the game. so many  conven-
t ions have grown up to al low you and
y our partner to give each other as muc h
inf ormat ion as possible wit hin the very
limited range of things you are allowed to
say dur ing the bidding.  One of the stan-
dard systems used by many  people in
this  count ry  is called Acol. The system
used by the Atari games is called Stan-
dard American by the Tut or and Acol by
the other.  Alt hough it  may  be an Amer-
ican variat ion of  Acol it  is not one which
is commonly  recognised in this  country ,
and since the BRI DGE TUTOR does not
provide a full descript ion of  the
convent ions, nor any guidance
as to why  it  wants  you to bid or
play its 100 hands  In the way it
does, I suspect it  wil l  not  actual-
ly be of  any use at all unless you
can get a good book on Stan-
dard American bidding conven-
t ions.
BRI DGE MASTER is rather

more useful in that  it  deals ran-
dom hands  and rather than
forc ing you to bid and play what
It t hinks  is correct it  allows you
to proceed as you wish.  I t  will of
course st ill respond in its own st range
version of  Acol dur ing the bidding:  again
the documentat ion is inadequate and
you wil l  need to fi nd a book whic h
matches its convent ions in order to get
the mos t  out  of  it.
As wit h so many  t radit ional games

whic h have been converted to the com-
puter.  most  of  the init ial programming
has gone into mak ing it  ac tually  play the
game. The only  one whic h has really
progressed s ignifi cant ly  past t hat  point  is

Chess - this  has had so muc h at tent ion
paid to it  and so muc h compet it ion to
produce a world beat ing program that
there are now some very s t rong Chess
play ing programs around.  We should not
be surprised to fi nd, therefore,  that  the
Bridge programs do not play  a part icular-
ly s t rong game - hopefully  that  wil l come
in t ime/  (In fact neither of these seems to
have been very well designed to mak e
t hem easy to play either!)
If you would like a cheap card game

whic h HAS been implemented beaut ifully
and plays well then have a go at CRIB-
BAGE on Page 6's PD Disket te ST92 -
there are no ins t ruc t ions  wit h it  so you
will need to fi nd out  how to play f rom 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 "Wiggins " and c laiming your
points  for itself  if you don' t  work  out  your
score correctly!
The fi nal game f rom the Atari Mind-

games series is GO-MOKU.  This  is an
oriental noughts-and-crosses game play-
ed on a large board wherein the object ive
Is to get FIVE of  your men in a line. The
program plays quite a good game on
levels 1 and 2 wit h good response t imes.
But  on level 3 it  was tak ing more t han a
minut e to make some of its moves, and
on level 4 it  took an hour and ten mi-
nutes to mak e its f ourth move! I t ried
level 5 once but  gave up wait ing!  I doubt
if  many people are going to be wil l ing to
spend that  long play ing noughts -and-
crosses and since there is no Save opt ion
I don' t  really  see the point  of the higher

levels - d id anyone ac tually  test this?
My ot her niggle is that  it  is not  very

polite! You see, when I was taught  to play
Go-Moku (many  years ago!) I 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: t his  is to ensure that  you
don't  win too easily just  because your
opponent  hasn't  not iced an obvious
move. Unf ort unat ely  the program has not
been taught  to be polite!
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For those who mas ter the basic game
there is a second vers ion prov ided - the
rather more serious game of  Renju. I n
order to prevent  too easy a win by an
expert  Black  player (Black always goes
fi rst  and has a s ignifi cant  advantage),
there are rest ric t ions in Renju on the
pat terns  which Black  is allowed to form.
Go- Moku is  good fun,  and (prov ided you

don't  mind  the slowness of  the higher
levels) t he variat ions in board size. Renju
and play ing either Black or White wil l
give you many  hours  of  enjoyment,
Something that  looks like Go-Moku,  but

Isn't. is PENTE on Page 6's PD Disket te
ST55 (along wit h an excellent version of
Simon and various other goodies). I  be-
lieve it  is a fairly  recent American inven-
t ion - 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 dif ference 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 t hink  there may be
some other variat ions,  such as extra
ways of  winning.  but  I can't  cheek as
Pente is  not  current ly  available in this
country. )
I haven't  found a computer version of

Mah-Jongg yet, t hough CDS are work ing
on both Mah-Jungg and Bridge at the
moment .  However if  you would like a
game which uses Malt -Jongg t iles you
wil l  fi nd SHANGHAI  on Page 6 Disket te
ST43, Shanghai is a pat ience game play-
ed us ing Mah•Jongg t iles and has no-
t hing at al l  to do wit h Mah-Jongg itself
(which is basically  Chinese Rummy /
Canasta).  The t iles are shuffl ed and f or
med into a pat tern on the screen - you
mus t  remove mat c hing pairs  f rom the
edges to c lear the whole board.  Some
tiles are stacked on top of  each other -
dif ferent  heights  being marked by diffe-
rent  border colours. The borders  are not
as c lear as they might  be. but  the game

is quite playable once you get used
to them. Not  a bad lit t le game for
£2.95.

AT LAST
GO!

And so. fi nally ,  to the best board
game in the virorld - GO.

Though you may  never have heard of  it
Go is played by over 10 mil l ion people in
Japan,  nearly  400 of  whom earn their
liv ing as Professional Go-Players - the top
t it le is wort h 38,000,000 Yen (over
300.000 dollars)!  There are another 10
mil l ion players in China.  4 mil l ion in
Korea, and many  more everywhere in the
world - there are over 50 Go Clubs  in the
Brit ish Go Associat ion, so there is prob-
ably one not  too far f rom you!
The rules of  Go are very s imple -

you start  wit h an empty  19 x 19
board,  Black  and White take it  in
t urns  to place a stone on any
empty  po in t  There are two objec-
tives: mark  off  areas of  territory
(each point  you own is wort h one
point);  and s urround enemy
groups (each stone captured is
wort h one point).  That  is basically
all there is to it! But  work ing out
whet her a group of  stones is safe
f rom capture can be quite corn
plex, and learning how to win wil l take
you a lifet ime!  Just  as wit h 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 whic h are strategically  important .
Go is on a s imilar intellec tual level to

Chess, wi t h  the added complex ity  that
there are usually  at least four major bat-
t les going on (as a result  of  the opening
moves in the corners), and that  these
batt les interact  wit h each other.
A beginning player is assigned a rank  of

35-kyu (student) and if  you play regular-
ly you can improve by about  a kyu a
week up to around 20 kyu. You need to
play and study a lot  more to get f urt her
up the scale and it  usually  takes a few
years to get up to near 1-kyt i.  The next
step af ter 1-kyu is 1-dan (master) and
then it  really  gets tough!
Sadly, despite muc h effort by  the

Japanese. Go is such a complex  game
that  current  technolowi cannot  produce
a Go play ing program muc h bet ter than
around 10 to 15-kyu.  Whereas in most
Chess posit ions there are only  about  30
possible moves, for the fi rst 100 moves of
a Go game there are over 250! So the
usual look-ahead techniques are not  a lot

G A M E S

of  good. Go relies too muc h on int uit ion
and pat tern recognit ion,  so some major
advances in Art ifi c ial Intelligence wil l be
required before we get a dan-level com-
put er program.
Fortunately  for 99.9% of  the people

reading this  art ic le,  you are NOT 10 to
I 5-k y u vet and it  wil l  take you a long
t ime to get there, so. unless you are
already an experienced Go player,  you
wil l  be able to enjoy  many,  many  games
of  Go against  this  program.  You can
pract ice by play ing on s maller boards.
set t ing the computer's  s t rength f rom 1 t o
100, and us ing the s tandard Go hand-
icapping system which allows  players of
dif ferent s t rengths to play against  each
other. The program wil l  also give you
hints  on where to play  next.
If you like board games you should defi -

nitely  try Go, eit her against  other players
or against  the computer - preferably
both! I f  you wish to learn more about  Go
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or fi nd your local Go Club then contact
the Brit ish Go Associat ion Members hip
Secretary: Br ian Timmins ,  The Hollies,
Wollerton,  Market  Dray ton,  Shropshire,
TF9 3LY (0630-84292).  And if  your local
shop doesn't  have any Go sets or books
on Go. t ry  the Ishl Press, 20 Bruges
Place, Baynes St., London NW!  OTE
(071-284-4898).

by
John Sweeney
BRIDGE TUTOR

BRIDGE MASTER

GO

(Atari) - E24.99

(Atari) - E24.99
GO-MOKU/RENJU

(Atari) - E24.99

(Oxford Softworks) - E26,28
PD Diskettes from the

Page 6 Library - E2.95 each
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COMPUTER AIDED DESIGN
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ous f riend gave me a six
pen colour plotter,

whic h was surplus  to his  re-
quirements .  I dreamed up all
sorts of  grand ideas about  how
I could use it  - produc ing over-
head projec tor foils for busi-
ness presentat ions;  diagrams
to il lus t rate art ic les I write:
drawings  for DIY projects;
mus ic  t ranscript ion:  posters;
computer art  - the possibilit ies
seemed endless, However,  dis-
i l lus ion soon set in,  as I
couldn' t  fi nd muc h sof tware
that  could drive it, and that  I
did fi nd was very expensive.
Plotters are hard copy devices like prin-

ters, but  in operat ion they're more ak in
to the drawing of  vector graphics in col-
our on a monit or screen than to normal
print ing.  Unfort unately  though,  you can't
jus t  reroute screen graphics  commands
to plot ters,  as they use their own specific
c ommand sets. As in most  areas of  com-
put ing a de facto s tandard has emerged
for this. I t 's  the c ommand set originally
developed by Hewlet t  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, k nown as HP-GL
(Hewlet t  Packard Graphics  Language).
and most  makes  of  plot ter (inc luding
mine) now use it. To get any  use at all
f rom my new toy I was forced to write
BASIC programs  which sent raw HP-GL
c ommands  to i t  Needless to say. the
plot ter soon fell into disuse as I jus t  don't
have t he t ime for programming.
Then Mic rodeal started advert is ing Mas-

ter CAD. I couldn' t  believe my  eyes when
I saw it  inc luded plot ter support  and cost
only .F.29.95! Surely  it  couldn' t  be any
good at  this  price? When I not iced it
originally  sold for around .Z150 I couldn' t
resist t ry ing it, and the requested rev iew
copy arrived short ly  af terwards!

COMPUTER
AIDED DESIGN

Master CAD is a computer aided design
program.  originally  writ t en in Venezuela.
of  all places! It allows  you to quick ly
produce three dimens ionall3D) designs
by t rans lat ing two dimens ional (2D)
drawings  into a 3D workspace. These de-
signs may then he viewed f rom any
angle: print ed or plot ted on paper:  and
writ t en to disk  as objects which can later
be incorporated into other designs.
It's supplied on two s ingle sided disks,

but  these can be combined onto one dou-
ble s ided disk  or ins talled on a hard drive
if  required.  I t  runs  on any  ST(E) wit h

I MB memory  or more,  and
alt hough it 's OK on a s ingle
floppy drive system, two drives
make life easier. I t  runs  in
medium resolut ion us ing three
fixed colours - white,  blue,  and
orange (with no way of  chang-
ing them) or high resolut ion
monochrome.  I muc h preferred
the lat ter version for its c larity.
The package also inc ludes an
excellent 276 page illus t rated
land indexed!) manual,  whic h
contains  detailed descript ions
of Master CAD's func t ions  as
well as a c learly writ t en step-
by-step t utorial on how to use
the major procedures.

There are two main work ing screens - a
design screen prov iding 2D drawing and
3D projec t ion facilit ies, and a 3D screen
for v iewing the 31) objects you've created.
In addit ion there's a completely  separate
Out put  program for print ing and plot t ing
hard copy of  your designs.
The design screen provides a window

into a cartes ian space meas uring about
2300 MILES in each posit ive or negative
axis direct ion.  Well,  that 's  what  it  c laims
in the manual!  In other words, you have
a I IUGE drawing board to work  on. but
what  you can get on it  depends on y our
STs  memory  size, of  course! The screen
consists mainly  of  a drawing window,  but
along the bot tom edge is a two line
monit or" area whic h cont inuous ly  dis-

plays useful informat ion.  For instance. X.
Y, and Z coordinates of  the c urrent  cur-
sor posit ion;  the cursor's  relat ive pos it ion
f rom a prev ious ly  selected point :  the cur-
rent  drawing tool in use: the current  v iew
selected; and other helpful stuff. At  fi rst.
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 al l  the facilit ies needed to
create your 3D design.
The File menu contains  not, only the

expected load and save object  facilit ies,
but  also the means of  saving your de-
signs as speciM print er/ plot t er t iles used
by the Out put  program,  or for saving
Degas format  pic ture fi les (in PI2 or PI3
format) for use wit h art  programs,  de-
sktop publis hing packages, and other
ut il it y  programs.  You can also import  ob-



jects f rom other Master CAD tiles, allow-
ing you to build up sets of  common ob-
jects  for incorporat ing into other designs.

The Cont rol menu prov ides such fac ili-
ties as toggling on/ of f  the screen rulers .
grid,  and snap func t ions  used to help
you draw accurately:  for choosing met ric
or Imperial unit s  for measurements :
zooming and cent ring the screen to show
the required level of  detail: and other
s imilar facilit ies.
The remaining menu bar items are

mainly  concerned wit h produc ing the de-
sign. Drawing  tools prov ided inc lude line:
rectangle:  regular polygon wit h up to 99
sides (inc ludes circles and ellipses): irre-
gular polygons: poly lines:  and arcs. You
can also add limited amount s  of text -
and even this  can be projected into 3D if
required!  Wit hin a drawing you can select
I ndiv idual points,  lines,  complete objects,
or the whole drawing and perform
various  processes on the selected items.
These inc lude move, copy, delete, rotate,
mult icopy ,  mult ic opy  wit h rotate, res-
cale/ reproport ion,  plus  horizontal and
vert ical mir ror ing about  a chosen axis.

AUTO
DIMENSIONING

One feature worthy  of special ment ion is
Mas ter CAD's automat ic  dimens ioning fe-
ature.  Mark  any two points  in your draw-
ing and Mas ter CAD wil l  measure the
precise distance between t hem then draw
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in dimens ion lines labelled wit h this  me-
asurement .  This  could be a real t imesav-
er if  you're produc ing plans f rom whic h
something will be built .
Trans f orming a 2D drawing into a 31)

object is achieved quite s imply .  You
either spin the 2D object about  a chosen
axis, or  project  it  between two user de-
fined planes, So, if  you spin a c irc le
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 you
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, giv ing plenty of
fl ex ibilit y  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 profi le may be produced by drawing
one half  of the profi le wit h the poly line
tool, t hen rotat ing this  around the
appropriate axis. That 's  how I produced
the pot tery  designs I've inc luded here as
examples.
fl ar ing created a 3D object you then use

the 3D screen to v iew It f rom literally  any
angle and dis tance - even f rom WITHIN
the object itself  if  required! So far your
design has been shown in wire-f rame
form,  but  if  you want  it  v isualised in solid
form Master CAD wil l  shade its surfaces
to give a "solid 3D" appearance.  I f  you
don't  like the default  shading pat tern you
can choose f rom a select ion of  others.

PLOTTING AND
PRINTING

When you're
happy  wit h your
design you can
save it  for proces-
s ing by the Out put
program,  whic h
handles  both prin-
ter and plot ter
output .  I t  supports
Epson FX-80 and
compat ible dot
mat r ix  printers,
and produced
clean, accurate
drawings  on my
Star SG-10. I t  also
supports  the Atari

SLM804 laser printer,  but  I didn' t  have
the opportunit y  to try this  out. I t  uses
GDOS. so would probably  support  any
print er with the appropriate print er driv-
er, alt hough the manual  didn' t  ment ion
this.
On the plot ter side it support s  three

specific models  of  Hewlet t  Packard plot -
ter: t he ColorPro,  t he 7550A. and the
7570 - or compat ible models.  Mine's  an
ICI, OP-1760.  HP compat ible via HP-G1...
Connec t ion to the ST is v ia the RS-232
serial port ,  us ing a serial cable wired
"nul l  modem" style. I had to experiment
wit h the plot ter's  DIP switches and the
STs  RS-232 confi gurat ion sett ings before
the plot ter fully  unders tood what  Mas ter
CAD was sending it. Eventually  though
everything worked fine, and the program
produced the expected high qualit y  plot -
ted output .
I f ound Mas ter CAD very easy to use

after a lit t le practice. I t 's reasonably  fast
in operat ion,  alt hough it  s lows consider-
ably  as vou increase the number of  3D
rotat ion steps towards  its max imum
value of  99. In terms  of  overall fac ilit ies
as a draf t ing program it 's fairly  basic.
and doesn't  have the advanced features
found in more upmark et  packages. e.g.
Bezier curves. auto-splining,  and such
like, But  there's s t ill an awful lot  you
CAN do wit h it!
One s light  disappointment  was that  the
Out put  program only  print s  or plots wire
f rame versions of your designs. However,
you can get a draf t  qualit y  print  of  the
shaded 3D version via the Draf t  Print
func t ion in the main program.  Also, the
program only  ever uses one pen colour
when plot t ing - so you can't  plot  objects
in one colour and dimens ion lines  in
another,  for instance.
Overall.  Mas ter CAD provides a great

Int roduc t ion to the world of  computer
aided design - and no, that 's  NOT just
because it  uses a plot ter!  It 's because of
its ease of use: the high qualit y  results  it
produces: and the facilit ies offered for its
relat ively low price. I t 's  a real bargain,  so
if  you're look ing for a low cost ent ry  level
3D CAD program this  could be the one.

M A S T E R  C A D
M i c  rac tec il
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R e v ie we d by
John S Davison
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never had i t so good! Over
games enthusiasts have

the past few months, pub-
tic doma in libraries have
been inundated wi th top
quality  games from Budgie

UK and independent authors. To
me ntion the m all would require a
whole magazine in itse lf - funni ly
enough Future  Publishing, the
company behind ST Forma t and
the  awful New Compute r Express.
and Europress, who produce Atari
ST User, have both launched
magazines dedicated to P D/
Shareware software. These
mags should now be in the
shops but i t remains to be
seen whether they  will rise
above the  standards set by
the ir  sister publications!
The PAGE 6  ST Library dif-

fers from those run by othe r
organisations because i t
doesn't carry a l l  of the new
programs tha t become avail-
able. The  reason is simple: i f
i t's  rubbish, i t doesn't get
In! This  fact seemed clearly
evident as I  sorted through
the  dozens of games tha t have re-
cently  made i t into the  catalog.
Anyway, le t's  get s tra ight on wi th
the  reviews

THAT  CUBE!
Everyone's heard of  Rubik 's  Cube but

not  many  have managed to solve it  wit h-
out  resort ing to underhand tact ics wit h a
screwdriver.  Alt hough the init ial cube
craze has t hank fully  died a death,  there
mus t  be many  owners  of Dr. E mo
Rubik 's  creat ion Ivho would love to crack
it. once and for all.  R U B S  CUBE is a
s imulat ion of  the famous  puzzle. Why
should you want, a s imulat ion? Well,  t he
program won' t  solve the puzzle for you
but  it  does prov ide a collect ion of  tools
that  can be used to discover the solut ion.
They inc lude facilit ies to tag squares and
follow their progress. undo mistakes.  set
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mark s  to help fi nd the way t hrough a
solut ion,  save part ially  completed cubes
to disk and create complicated macros  of
twis t  sequences. The program is accom-
panied by an ext remely  lengthy (over 30
pages!) manual  that  explains  the issues
of 'cubology' and how to get the best f rom
the tools provided. Rubik 's  cube is a fas-
c inat ing object to the mat hemat ic ian
whic h illus t rates  a branch of  mathema-
tics k nown as 'group theory'.  The manual
doesn't  go into this  but  lists some useful
references if  you should want  to fi nd out
more. It 's a very interes t ing read!

gu f t e  0 d Windt  c onc ent ra ilo r l game

NON-VIOLENT
There are many  other non-v iolent  games

in the public  domain that  deserve a men-
t ion. A good example is MI X 'N MATCH -
a two player concent rat ion game writ t en
In STOS. The players take it  in t urns  to
uncover pairs  of tiles which conceal
various  pictures.  I f  two are found that
match,  the pic tures remain uncovered
and the active player receives a points
bonus.  The super graphics are a perfect
demons t rat ion of  what can be achieved
wit h STOS and digit ised sound effects
add an ext ra spark le to the presentat ion.
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 fi f ty-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 pus h t hrough the network  you have

created, On the higher levels, a greater
number  of sections mus t  be completed.
The STOS source code is inc luded so you
can fi nd out  how to writ e a great game,
but  even if  you're not interested in STOS
you should st ill he impressed!

IT'S I T ' s
YOU KNOW!

Do you t hink  you're a bit  of  an expert
when it  comes to popular mus ic?
If so then why  not  put  your know-
ledge to the test wit h NAME THAT
TUNE.  The program selects a tune
f rom the 110 stored on disk  and
presents you wit h a sc rolling
menu f rom whic h you mus t
choose the corresponding t it le. I t 's
ideally  played wit h a human oppo-
'tent, so the fi rst  person to make a
correct ident ifi cat ion wins  the
points. The longer it  takes to de-
cide on an answer,  the less points
are offered. I f  it all seems too easy
you can make adjus tments  to the
tempo. int roduce sk ipped notes
and also invert  the staves, for a
really  weird effect! The tunes can

be played t hrough the ST's sound chip
but  the most  impress ive results  are
achieved by hook ing up a Midi  synthesiz-
er. The program will accept any mus ic
files in s tandard Midi  fi le format ,  so you
can easily create cus tom song disks.
Alternat ively,  you could obtain NAME
THAT TUNE - TV THEMES which is a
supplementary  disk containing familiar
mus ic  f rom American TV shows.

LOTS OF MONEY
If you've heard of  Taipan, a game that

began life on the Radio Shack c omput er
(well, something had to!) and was then
converted to other formats  inc luding the
ST, you should have a pret ty good idea of
what  TAI PAN I I  is about .  It 's a t rading
s imulat ion and the object ive is s imply  to
make lots of  money. This  is achieved by
buy ing and selling fi fteen commodit ies  at
various  cit ies across three areas of the
globe. Each city has its own part icular
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requirements  and there are random
shortages and surpluses  that  can affect
the t rading price and hence your poten-
t ial profi t !  There are lots of  other con-
s iderat ions  to bear in mind and the
doc ument at ion explains everything in
subs tant ial detail.  Taipan I l ls  a well-
implement ed program and makes an in-
terest ing change f rom the run-of -t he-mil l
arcade games.

BLAST!
And now,  as they say. for something

completely  dif ferent!  I f  I ment ion the
name Jeff  Minter you wi l l  Immediately
t hink  of  wild shoot  'em ups, weird
graphics.  humorous  sound effects and
s t unningly  fast action. Needless to say.
Jef f  s LLAMATRON is a BRILLIANT shoot
'em up in every sense. Blas t  every thing
on screen (except for the sheep and
camels!) wit h your bullet -spit t ing Llama
but  watch out  for the nasties. The
graphics  are amazing,  the sampled
sound effects amus ing,  and the whole
game is absolutely  w e l l ,  typical Jef f
Minter!

GAME DEMOS
Commerc ial game demons t rat ions  are

of ten jus t  s lide shows and don't  give you
muc h  idea of  what the games will ac tual-
ly be like. On the other hand,  some de-
mons t rat ions  are bet ter than other com-
merc ial releases! A good example of  the
lat ter case is Jeff Minter's  Photon Storm -
a Llamasof t  produc t ion that  features in
demo form on a disk  ent it led PHOTON
S TO RM & AQUANAUT.  Photon Storm is
a mult i -way  scrolling 'zap everything that
moves' game set in outer space. The con-
t rols  of your craft  are a lit t le t ricky  to
handle.  but  once you have the hang of it
the game turns  out  to be fast, addic t ive
and a lot of  fun. There's  only one level of
play but  it  shouldn' t  restric t  your 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 cont rol a
fully  animated diver weaving through the
rocks, fi sh and other underwat er nasties
whils t  blas t ing them wit h , I
v
r o u r  s p e a r
gun.  I t  looks like a terrifi c game. anyone
seen t he full release? Another goodie - at
least in demo form - Is SWIPTAR.  This  is
a vert ically  scrolling shoot 'em up s imilar
to many  other ST games, where the aim
is to eliminate ground ins tallat ions  and
at tack  the inev itable waves of enemy
craft .  The graphics  are the main highlight
of  the game, t hough its addict ive qualit y
comes a very close second! Unfortunately
you' ll need at least a one megabyte
mac hine to experience this  one.
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FALLING
ROCKS!
Boulderdash fans can fi nd

plenty  of  interest in the pub-
lic domain.  Probably  the
best. Bot ilderdash clone of
them all is DOUGLAS
ROCKMORE.  f rom Budgie
UK. The game plays quick ly
and smoothly  (scrolling at
fi fty f rames 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. I t  could easily be a commerc ial
release, but  t hank fully  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 muc h wit h the
updated version, DOUGLAS 2. There are
48 levels in all wit h more great graphics
and addict ive gameplay.  You can't  go
wrong wit h this  one.

FOR STE USERS
Yet another Boulderdash spin-of f  is the

subject  of  a disk  intended specifi cally for
STE owners  - s TE MAD & MUSIC.  Mad
was writ t en by Paul Lay, who is well
k nown to regular readers of this very
magazine. The original version of  Mad
appeared as a t ype-in lis t ing in the maga-

5T321 - RUBIK'S CUBE
ST345 - SW1FTAR
ST385 DO UG LAS ROCKMORE
5T386 - PLUMB CRAZY
ST398 • MIX AND MATCH
ST413 - PHOTON STORM & AQUANAUT

Left - MI MI CS  CUBE -
caster i f  It's prised
apart!
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in the his tory  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
ut il it y  that  will play  digit ised mus ic  In
the background as you work  f rom the
desktop, and there's also a few fixes for
STE-related problems  such as the in-
famous medium-res  bug.

BLAST OFF!
Alt hough I 'd ear-marked at  least ten

other disks for inc lus ion in this  art ic le.
unfortunately  I've got to end it  here! I
t rus t  you wi l l  have found something of
interest  amongst  the goodies ment ioned
above. Have fun!

HOW TO GET THEM
All of the disks featured in PD World are available from the PAGE 6 ST library. Each has a
unique reference code which you should use when ordering or making enquiries. Please contact
PAGES 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 ft.  The disks referred to in this article are;

ST458 - TA1PAN
I IST460 - STE MAD & MUSIC
ST464 - NAME THAT TUNE
ST465 - NAME THAT TUNE - TV THEMES
ST492 - DOUGLAS 2
ST500 LLAMA IRON

Prices for  standar d disks are f2 . 95  each or  E2.50 each for  ten or  more
Write to P AG E  6, PO_ Box  54, Stafford,  S T16  1DR

Telephone 0785 213928 or  FAX 0785 54355 with credi t card orders

New Atari Use - Issue 52 6 1



E M U L A T I O N S

BEYOND PC SPEED
Damon Howarth
investigates other
emulators on the ST

F
°
f
l
o
w
i
n
g  
m
y  
a
d
v
e
n
t
u
r
e
s  
i
n
t
o  
P
C

Speed I delved into other modes of
altering the STs out look on life. The

lollowing 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
it is one with a wide variety of answers. The
first reason could he as simple as a desire to
be compatible with a machine used at work
and thus he 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 to run
favoured software of old. For some students
it may prove a cheaper way of obtaining
more than one machine to use alternative
programming techniques with, There are
many other thoughts. as a letter I 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 either 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 consideration on its
own. I t  is also possible through some PD
software to emulate 8-bits as well, Z.X8 I is
possible (why anyone would want  to con-
fuses me, apart  f rom nostalgia. but  the
program is fun). I believe there is an Atari 8
bit emulator available but I have not seen
this and it  is possible to run a version of
BBC basic on the machine. In this article I
will have a look at the PC Implementat ions
since those are the methods I am most at
home with.
The ''Grandaddy" of PC emulators is the

original software based PC Dit to 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 to
the relevant places. As can be expected this
gave a tortuously slow rate of action. It had
a Norton rat ing of between .25 and .5.
Perhaps at  this stage I ought to explain
Norton rat ing before readers become lost.
As so many IBM clones appeared with diffe-
rent CPU's anti clock speeds a system for
measuring the actual speed of a machine
was devised. The base rate was the 4Mhz
clock of the basic X
-
r  P C  
w h i c h  
w a s  
a  
r a t i
n g

of 1_ Nowadays even base raters are expec-
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ted to mange at  least 4 if  110t 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 frustrat ing. PC Speed became the
first internal emulator and as I pointed out
last t ime this operates at a creditable
although st ill 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 emulat ion. PC Dit to II was another en-
t rant  in this field that never quite took of t
These both need insert ing 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 Rani 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, emulat ion followed. I 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 emulat ion. 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 opt ion 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 even-
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 hits_ This is
the basic standard graphics mode. As t ime
sped on the EGA and VGA modes appeared
which offered higher resolution and better
colour choice, their mono modes were also
of far higher definit ion.
With this very complicated subject glossed

over we can return to AT Speed. I f  you own
the mono monitor then the system can
emulate many different standards of mono
graphics up to and inc luding a very high
definit ion VGA which actually works in a
mult itudinous  grey scale. Sadly the SN1124
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 lit t le annoying it  but does allow
in depth appraisal of' large documents. The
AT Speed and, I believe, AT Once offer very

s imilar packages and install just as the PC
speed although different versions are
needed for STs and STE's. This emulat ion
chugs along at Norton 6.5 or so 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 I 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 distinct beasts either a DOS
boot or the tame ST storage device, I believe
that AT once is also capable of this. AT
Speed can run the vast majority  of software.
I have yet to find something it dislikes, and
this month's articles have all been writ ten
under AT speed and Word for Windows.
I believe that the Supercharger is in the

process of offering higher specs for its emu-
lat ion inc luding a 386 accelerator. This
would believe when I see it work, insomuch
as the clock speed on even the lowliest 386
sx chip is I 6Mhz  which is twice that of the
ST and ' would fear the emulator would run
away with itself. Then again owing to the
alternative st ructuring of the Supercharger
It may well use the ST as a keyboard and
lit t le 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 cost, indeed it  may well have been
upgraded as I 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  cars I 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
of the emulators are usable with single or
dual floppies.
I l ls  a thought  that possibly a very cheap

XT may provide the same emulat ion with
t ruer 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 for 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 Screen 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. 1
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urse of  the Azure Bonds is set in
the Forgot ten Realms - TSR's
most  extensive Advanced

Dungeons  and Dragons  campaign - there
are count less books. AD&D modules ,
c omput er games, comics, etc. covering
the exploits  of the inhabit ant s  of  the
Realms. The Ts R/ s s r  AD&D boxes LOOK
very s imilar,  but  the games ins ide can be
VERY dif ferent.  Whereas Heroes of  the
Lance and Dragons  of  fl ame were joys-
t ick -driven Act ion Games and Hills f ar
was an Act ion Adventure,  Curse is billed
as a Fantasy  Role-Play ing Epic. What
this  means is that  it  is a muc h more
detailed s imulat ion of  full AD&D rules  in
the t radit ional SSI f ormat  (e.g. Demon's
Winter),  I t  requires  a lot  more t hought
and a lot  more t ime than the other
games.
The game system was originally  desig-

ned for use wi t h  the keyboard - type the
fi rst  let ter of  a c ommand to execute it  or
use the arrow keys to select f rom MMUS
or to move the characters around,  Mouse
support  has  been added, but  wit hout  any
redesign, so sort ie parts  are really  lousy -
like hav ing to c lick  on the edge of  the
bat t le window to make it  scroll!  - most
are just  poor.  You can usually  issue com-
mands  muc h more quick ly  wit h the
keyboard so I 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-

•Ptle:

Puolisher:
Price:
Reviewer

CURSE OF THE
AZURE BONDS
ISR/SSI
£29.95
John Sweeney

ROLE P L AY I N G

CURSE OF THE
AZURE BONDS

i mu m Hit  Points.
Strength,  Intelli-
gence, etc_ if  you
wish!  The characters
created are around
5th Level, so you can
get s t raight  into
some quite heavy
batt les wit h the abil-
ity to t hrow third
level spells  such as
Fireballs  right  f rom
the start  of  the game.
You wil l  need to rise
to 1 I th and 12th
level characters  to
have a chance of  complet ing the game!
Your characters start  wit h five azure

symbols  Imprinted on their sword arms.
You have a lit t le money so you can get
idt ted up wit h some basic gear at the
forge across the road. Then you explore
the town and learn about  the symbols -
you soon discover that they are the
mark s  of live evil groups who have
magically  bonded you to become their
slaves - y our quest is to fi nd and destroy
these five groups, t hus  f reeing yourselves
and saving the Realms f rom the evil
Ty ranthraxus .
There are four main modes of  play: in

camp or town you wil l  spend LOTS of
t ime select ing items f rom lists - whic h
spell do you want  to memorise.  whic h
weapon do you wish to ident if y  or wield,

etc. - there is a LOT of informat ion
whic h could be presented a LOT
bet ter - i f  I want  to try Out half  a
dozen weapons then I would like to
see their effect on my
TI I ACO/ DAMAGE immediately ;  i f  I
am memoris ing spells I would like to
know which ones I already know:
am dropping gold to unenc umber
myself  I would like to see my  new
movement  rate: all these can only  he
achieved by switching to a dif ferent
display!  Does anyone ever actually
test these things  f rom an ergonomic
point  of view?
The second mode is the Decision.

You are shown a map,  an NPC, or a
scene wit h some text below and you
mus t  decide what  to do next  f rom a
select ion of  three or four opt ions - many
wil l  lead you into fi ghts or t raps - some
wil l  reward you wit h muc h t reasure if
you mak e the right  decisions.
The third mode is explorat ion - of  towns

or dungeons. These are s tandard view
ahead scenes, somet imes  wit h an over-
head map available on screen. None are
part icularly  hard to map.  especially as
y our facing and co-ordinates  are display-
ed at  all t imes.
The fourth mode - the one you wil l

spend most  t ime in - is  the fight! This  is
an overhead window on the bat t lefi eld
showing your six characters and all the
enemy as indiv iduals  - each one gets a
chance to act - Move. Aim,  Cast .  etc. The
screen scrolls jerk ily  and the act ion is all
a lit t le s low as you have to wait  for the
sound effects and the animat ion.
It is easy to go too far too soon. I went

into Zhent il Keep too soon, hav ing sur-
vived the town and the temple.  but  then
there is no going back - you are forced
into a dungeon f rom whic h the only  exit
is guarded by some minot aurs  wit h a
Beholder and a Medusa!  I 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 I had the slightest
chance against  the Beholder!

•  S I G HT &  SOUND - Graphics generally
very good - very lit t le animat ion.
Sounds limited,  but  adequate

•  GAMEPLAY - VERY detailed,
keyboard-driven AD&D ma i n l y  fight-
ing - you need t oi l f ul  lots of  magic
along the way  to help you in the _final
batt les!

•  VERDI CT - Good value for money i f
you like this sort of  thing and don't
mind the implementat ion - i l ls  wel l  into
the Forgotten Realms mythos,
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SAMPLING 1  I

SAMPLE THIS!
In part 3 John S Davison tries
more advanced soundtracking
software and a better quality
sampling cartridge
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at Mic rodears  Mas tersound 2 sam-
pling package, and you may  remem-

ber that  its sample sequencer was
er r rm ... rat her basic, to put  it  k indly .

For mus ic  mak ing it really  deserves to be
partnered wit h a bet ter sequencer, and
Microdcal have the answer in the form of
QUARTET.
This  is s imi lar in princ iple to the

NoiseTracker PD program discussed in
issue 49. but  it 's muc h more comprehen-
sive and f riendlier to use. It allows  you to
manipulat e sound samples,  package
them together, t hen create sequencer]
mus ic  t racks f rom them. I t  can't  ac tually
record its own samples, but  does come
complete wit h over 100 ready to use
drum,  synth,  and other assorted sounds.
Of  course, by us ing a sampler cart ridge
such as Mas tersound you can expand
this  init ial l ibrary  wit h y our own sam-
ples, c reat ing a host  of  new possibilit ies.
The Quartet  package contains  three

programs.  whic h wil l  run in medium or
high resolut ion on 520ST/STE's  and
above. The main one is Quartet  itself.
whic h can load a "voice set" fi le contain-
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ing up to 20 dif ferent  samples
and play t hem over a wide
pitch range via its sequencer.
It uses four monophonic
tracks, so can play up to four
dif ferent  samples s imult ane-
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
t hink  wit h only  four t racks
available.  Each t rack  auto-

mat ically  repeats when it  fi nishes play-
ing, mak ing the produc t ion of repetit ive
rhy t hm t racks or shif t ing cross rhy t hms
very easy. I f  you're really  lazy you only
need create one bar of  drum rhy t hm.
this wil l  repeat  ad infi ni t um (ad
nat iseum?) behind whatever you create
on the other tracks!
The mus ic  editor uses s tandard mus ic

notat ion rat her than the messy hexade-
c imal data favoured by most  other
s oundt mc k er programs,  permit t ing
mus ic  to be created graphically  via
mouse and icons. It 's a bit  quirk y
though,  and only  displays up to twelve
notes on a s ingle t rack wit hout  scrolling.
Edit ing facilit ies inc lude note and rest
edit ing;  insert ion of  ties and slides be-
tween notes; block  cut  and paste: block
transpose: set t ing of tempo and t ime
signature:  playback  f requency sett ing:
insert ion of voice change commands ;  and
repet it ion points  for looping wit hin a
track.
Sequences can be created in s tep-t ime

us ing the editor or in real-t ime us ing a
MIDI  keyboard.  The lat ter method quan-
Uses your play ing to the nearest quaver,

so unfortunately  it  loses notes played
quickly.  There's  no punc h- in/ out  fac ility
either,  so correct ions are best handled in
step-t ime, whic h provides semi-quaver
resolut ion.
If you've got  a MIDI  keyboard you can

also exploit  Quartet 's  "polyphonic  play"
mode. Wit h it  you can play any s ingle
sample in real-t ime,  wi t h up to f our notes
sounding s imultaneous ly .

STEREO
PLAYBACK

In its latest incarnat ion (V1.5) Quartet
can handle stereo playback on STE's. or
on s tandard ST's fi t ted wit h Microdeal's
new STEREO PLAYBACK cart ridge (see
last issue for details). This  produces s im-
ple spat ial lef t / r ight  separat ion of  diffe-
rent  sounds in a mix ,  and it 's  surpris ing
the dif ference this  makes! There's  prob-
ably no measurable increase in sound
qualit y  as such, but  the subject ive im-
provement  is cons iderable - 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 t ime domain it  can
play the sample:  set I ts playback volume
and frequency: edit  out  unwant ed sec-
t ions: and set a sample loop point .  This
last it em allows a short  sample to be
cont inuous ly  repeated f rom a given point
in its playback cycle, prov iding a long
sustained note wit hout  the huge memory
requirement  of  a full sample of  the same
durat ion.  I n fact, Quartet  imposes a
max imum sample size of  32KB and max-
i mu m replay rate of  16kHz for sequenced
samples. so Digit al is an import ant  tool
for convert ing samples to comply  wit h
these limits .

It can also convert  a sample t o/ f rom the
frequency domain us ing the Fast Fourier
Trans f orm technique.  Beware though,  it 's
not  that  fast - convers ion can take sever-
al minutes) It 's used when you need to
monkey  around wit h f requency related
characteris t ics of  the sample,  for inst-
ance to shif t  its basic note frequency. or
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apply  f requency fi lters or noise reduc t ion
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" fi le along wit h
other samples for use wit h the se-
quencer.
It's a pit y  Quartet  is stuck wit h that

16kHz max imum sampling rate for sequ-
enced samples,  as it  l imit s  the qualit y
you can achieve on playback. However.
wi t h  care it  can st ill produce excit ing
sounding mus ic  of  reasonable quality .
It's probably  the best of the current ly
available soundt racker programs,  and
when partnered wit h Mas tersound offers
v irt ually  everything the newcomer to
s ampling could want .

HIGHER
QUALITY SOUNDS
After us ing a low cost sampler such as

Mas tersound for a while you may  fi nd
yourself  wishing for bet ter quality  sounds
and more sophist icated anc illary  soft-
ware.  I f  so, t hen one of  Microdeal's  more
upmark et  samplers  could interest  you.
Next up in t heir range is REPLAY M I
(R-8). whic h sells for .E79.95.
The R-8 package contains the s ampling

cart ridge,  a sample recording/edit ing
program.  the Drumbeat  drum machine
program,  and a s light ly  tat t ily  presented
68 page manual.  Also inc luded is a PD
program for convert ing samples pro-
duced by various other samplers  into R-8
format  at  any required frequency. The
sof tware runs  in medium or high resolu-
t ion on 520ST/STE's ,  but  larger memory
is needed to fully  exploit  the higher sam-
pling rates.
The cart ridge only  has 8-bit  resolut ion,

but  its accompany ing sof tware pushes
the sampling rate up to a max imum of
48kRz,  over 50% higher than Master-
sound. This ,  plus  the ant i-alias ing fi lters
on I nput  and output ,  and direct  audio
out put  f rom a socket on the cart ridge
itself  all help improve the subject ive
sound quality .  Playback can also be v ia
the TV/ moni t or  if  required.
R-8's sample editor is s imilar in princ i-

ple to Mastersound's  editor and QuEtrtet's
Digital program,  but  it  inc ludes  even
more facilit ies and the overall design
gives it  a more precise, "profess ional"
feel. For instance the oscilloscope and
spec t rum analyser are both permanent ly
visible, the lat ter now hav ing a scale for
meas uring the frequencies present  (hi-
res vers ion only). For some reason it 's
only  calibrated up to 61(112 though,  whic h
reduces its usefulness somewhat .
Samples  can be t r immed to size; un-

want ed parts  snipped out;  parts  copied.

either s ingly or repet it ively to fi ll a given
area of  the sample buffer:  selective cut
and paste operat ions performed:  new
samples inserted wi t hin the current  one,
or superimposed over an exist ing one.
Func t ion keys can be used to memorise
cursor posit ions wit hin a sample.  and a
chosen sect ion wit hin a sample can be
looped for sustained sound.  wit h special
tools prov ided to help you i lnd a good
looping point  - probably  THE most  diffi -
cult  task in sample edit ing.
You can also reverse a sample so it

plays backwards;  fade it  in/ out ;  and
apply  special effects. These inc lude ramp
(pulsat ing effect): s ingle
echo: reverb (more like
mult iple echoes); flange:
and rev-up (echoes wit h
pitch shif t  - very weird!).
Effects may  be applied to
samples held in memory
or in real-t ime to sounds
coming in via R-8's input
socket. Yes, y our ST can
become a digital effects
processor!
A sample can be conver-

ted int o the f requency do-
main and digitally  fi ltered
in many  dif ferent  ways to
modify  chosen parts  of its
f requency spectrum. Impressive look ing
3D FFT and fi lter response displays are
available to help you analyse a sample's
frequency content and choose the right
fi lter for the effect you want .  Esoteric
stuff!
Up to ten samples  can be formed into a

sample set, wit h one sample assigned to
each of  the STs  func t ion keys. Any  sam-
ple can then be played monophonically  in
real-t ime f rom a MIDI  keyboard.  wit h
rapid swit ching between samples via the
func t ion keys. You can also assign any
MIDI  note as a s ingle key t rigger for any
sample,  but  mapping a sample onto a
selected range of  keys isn't  possible. Ev-
ery thing can be saved to disk as a "set '
file and reloaded when required,  saving
you the t rouble of  reassigning funct ion
keys and MIDI  t riggers every t ime.  Indi-
v idual samples  can also be saved, eit her
in AVR or raw sample format ,

DRUM MACHINE
R-8's Drumbeat  program turns  your ST

into a sampling drum machine,  Wit h it
you can build a k it  of  up to 15 dif ferent
d rum samples (or bass notes, rhy t hm
chords, or any thing else you fancy) cre-
ated wi t h  R-8, t hen play these f rom the
bui l t - in pat tern based rhy t hm sequencer.
For some reason Drumbeat  only  plays
back t hrough the cart ridge's out put
socket, so to use it you mus t  connect  it

to an external amplifi er.
A rhy t hm pat tern of  up to 32 steps may

be easily created us ing the t radit ional
style grid editor provided. You jus t  c lick
the mouse on the grid where you want
the chosen drum samples to play. re-
membering that you can't  play  more than
two dif ferent  samples s imultaneous ly .
You can create up to 50 dif ferent  pat-
terns in memory ,  then l ink  them together
in any order and reuse them as required
to form up to 10 dif ferent  songs, each of
up to 100 pat tern entries.
Drumbeat  supports  MIDI  too. Each

sample can be assigned a dif ferent  MI DI

note, velocity value, and channel num-
ber. On playback  of  a pat tern,  appropri-
ate MIDI  Note On c ommands  are t rans-
mit ted via the STs  MIDI  OUT port,  so
can be used to play sounds on an exter-
nal MIDI  d rum machine or synth. MI DI
clock is also supported,  al lowing external
sequencers and d rum machines  to be
slaved to Drumbeat ,  or  Drumbeat  to sync
to inc oming clock s ignals f rom external
devices.
Overall I f ound R-8 capable of  good

qualit y  sound,  especially  when us ing the
higher sample rates and direc t  cart ridge
output  to a hi-fi  amplifi er,  Compared
with Mas tersound it  sounded smoother,
los ing some of  the harshness  the f ormer
somet imes exhibits.  Dr u m and bass
sounds seemed part icularly  clean, and
when sequenced us ing Drumbeat  the
overall effect was  surpris ingly  good.
OK. it  produces reasonable results, but

Drumbeat  is only  two note polyphonic
and playback  f rom a MIDI  keyboard is
single note only. This  can be l imit ing,  but
to improve mat ters  you have to move
even f urt her upmarket .  So. i f  you'll join
me next  t ime we'll do jus t  that,  and take
a look at M i e n
-
i d e a l ' s  
c u r r e n
t  
t o p -
o f -
t h e -

range sampling package k nown as Re-
play Professional.

News flash a s  this went to press
Microdeal announced a full stereo
version of Replay for R89.95. More
details next time.
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Internat ional's  produc ts
designed for small

businesses or serious home use,
It's pr imari ly  a database prog
,ram,  but  can also produce cus-
tomised reports.  labels,  and
form let ters us ing the s imple
bui l t - in word process ing and
mai lmerging features. I t  also
offers integrat ion wit h other pro-
ducts  in the Digita range such
as t heir DGCalc  spreadsheet
and Malishot  -Plus mail ing prog-
ram,  and can even interchange
data wit h other programs  via ASC I l ies .
It's supplied on one single sided disk

and is  accompanied by a nicely  produced
58 page ins t ruc t ion manual,  alt hough
the lat ter could have been more c learly
writ t en in places. The disk  also contains
several sample databases in packed for-
mat,  plus  a ut il it y  program to unpack
t hem onto a separate work  disk_ These
show how you might  use DGBase for a
number  of dif ferent applicat ions  inc lud-
ing school exam results,  s imple stock
control,  and c lub members hip details.
There's also a separate demo database
referenced in the t utorial section of  the
manual.
DGBase was designed to be flexible. It 's

OEM based, al lowing records to be set up
in a scrollable window,  so record size
Isn't l imit ed by screen size, Record layout
isn't  permanent ly  fixed either,  you can
add, delete, re-size, and otherwise
change fields at any t ime wit hout  affect-
ing exis t ing data - a very useful feature.
It also has a global edit ing facility, whic h
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  fi elds by a given per-
centage. The program is totally  memory
res ident  except for its Help facilit ies, but
you can copy the Help fi le onto your data
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Publisher:
Price:
Reviewer:

DGBase
Digita International
£49.95
John S Davison
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disk to avoid the need for disk swapping.

INTERACTIVE
DESIGN

Record layout  is defi ned interact ively  by
plac ing boxes, text, and fi elds on the
screen as required.  Boxes are used to
v isually  delineate dif ferent  areas of the
record, and can be specified by size, posi-
t ion.  fi ll pat tern,  colour,  and border type.
Text  is used for plac ing helpful com-
ments, t it les, etc., on the display, and
again you can specify its posit ion,  size,
colour,  and style to suit  your require-
ments.
Data fi elds consist of two parts.  the field

t it le and the actual area used to hold the
data. The t it le is important ,  as it 's  used
later to ident ify  which fields you want  to
search or index on. Fields  can be speci-
fied in a wide range of  data formats  (cur-
rency, fl oat ing point ,  character,  hexade-
c imal,  date, etc.) and may be made man-
datory  to force the user to input  data
when adding records. Automat ic  valida-
t ion can be applied,  us ing either com-
puted limit s  or discrete enumerated
values. Field values can also be com-
puted f rom the contents of other fields
us ing the four basic arit hmet ic  operators.
OK, it 's  s imple,  but  probably  good
enough for most home and small bus i-
ness uses_
In use, data is disk  resident not  memory

resident,  whic h could be an import ant
plus  if  you only  have a 512K machine.
This  approach also allows you to use up

1

to four databases s imultane-
ously and quick ly  switch be-
tween them.  The downs ide is, of
course, that  access is s lowed
down as the program has to
read chunks  of  data f rom disk
as it 's needed.

SEARCH
AND INDEX

Once a database is set up.  re-
cords may  be ret rieved via a

useful set of  search facilit ies. Search
criteria arc specified at the fi eld level
us ing t it les defi ned earlier.  All the usual
relat ionships  are inc luded (equal,  not
equal,  greater/ less  than.  etc.), and wild-
card and case sensit ive searches are pos-
sible too. Simple arit hmet ic  calculat ions
can be inc luded in the criteria,  and sev-
eral sets of  criteria can be logically  linked
wit h AND.  OR, and NOT operators. You
can also index  the data on any  one of  up
to f our key fi elds and fl ip between t hem
at wil l  to cont rol the sequence in which
the selected records are retrieved. Re-
cords can be added, deleted, or updated
at any  t ime, and also t rans ferred between
dif ferent  DGBase files.
The program's  report  writ ing facilit ies

allow you to produce customised lis t ings
of chosen fi elds f rom selected records.
You can also produce labels and s imple
form letters us ing the mailmerge facility.
Unfortunately ,  these features are rat her
crudely  implemented and not  part icular-
ly easy to use. However,  they  do seem to
work  once you k now what  you're doing.
Overall,  DGBase offers a reasonable set

of  features, but  I f ound it  a lit t le lack ing
in finesse in places. I t  worked OK for
most  of  the rev iew period, but  it  did
crash on one occasion and somehow cor-
rupted my  data disk, mak ing it  totally
unusable.  Luck ily  I had a backup copy,
so was able to recover! In its present
state L feel DGBase is rat her overpriced.
but  you do seem to be able to buy  it
discounted for around E30 - ,V.35 if  you
shop around.  At  this  price it 's not  a bad
buy.  but  itwould be even bet ter if  Digita
smoothed out  some of those rough edges,
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pleased to see Psyg-
nosis sof tware and

this  part icular of fering is no
exception, packaged in the
normal colourful way wit h
accurate screenshots on the
rear. The t it le screen is s t rong
and well detailed and the load-
ing mus ic  gives a s t rong
atmospheric  feel. The game
comes wit h a large mult i- l ing-
ual manual  and the play style
demands  that  it  is read for the
act ions are complicated.  I t
t ranspires  that  the scenario is
one wherein the player,  or
players if  you have a serial
l ink  available,  are at t empt ing
to halt  a Post -Holocaust
takeover by a resistance move-
me n t  As the *Good Guys' you
have to fi nd and re-const ruc t
a lost neut ron bomb to stop
the Star Wars style satellite
t ak ing over the earth.
To do t his  you have a bewil-

dering array  of  screens f rom

SIGHT & SOUND
Very basic graphics - no sound

GAMEPLAY
Simple logical puzzles with a
few twists to make it a little flke
on arcade game

VERDICT
Not a lasting appeal, and cer-
tainly not worth full price, espe-
cially with the bugs?
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whic h you mus t
research, bui ld
and pilot  the craft
and weapons that
you wi l l  use.
Should you fi nd
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 t raining
mode is rapid.  Alt hough this
feature may well endear itself
to those who have managed to
fathom the various outwardly
complex screens It could be
most of f -put t ing to the new-
comer.
The basic idea of  play seems

to be a reconnaissance on the
map to decide where the next
explorat ion or at tack f rom
y our base will be, the creat ion
of  a shopping list of  items and
weapons and then the selec-
t ion of  appropriate vehicle.
These vehicles are varied and
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Imposs ible to des ign a
map which needs

more than four colours I f
areas which have a c ommon
edge mus t  be dif ferent  col-
ours.  This  is k nown as the
"Four-Colour Theorem" and
has annoyed mathemat ic ians
for centuries  since it  is ex-
t remely diffi cult  to prove - I t
was  actually  only  fi nally
proved quite recent ly  wit h the
aid of  computers!  The t heort m
only applies  to 2-D maps  arid
a sphere counts as a 2D map
in this  respect. I f  you imagine
a very elastic sphere, punc -
ture it  in the middle of  one
area, t hen stretch the hole
unt i l  the sphere is completely
flat - all the areas will be very

offer various strategies to the
player. The opt ions are Heli-
copter - useful for ground
attack and scout ing.  Stealth
Fighter - expensive and dead-
ly, Stealth Bomber - to collect
bomb parts, Light  and Heavy
tanks - either as scout or col
-lect ion vehicles and the
handy, go anywhere,  Hover-
craft. These have to be built .
armed and researched. Unfor-
tunately  since this  takes t ime
and the computer is a most
able opponent  the player can
fi nd themselves under heavy
at tack on launch and not
progress very far.
If arcade strategy wit h s imu-

lator driv ing is your thing then
you could easily grow into
Armour_Geddon.

distorted,  but  they
wil l  s t ill bear the
same relat ionship
to each other f rom
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 muc h easier to prove!
Anyway,  those crazy French

decided this  was a good basis
for a game and created Quad-
reit You have a limited num-
ber of each of four colours and
you mus t  use t hem to colour a
map on the screen. To make it
a lit t le more interes t ing there
are a variety  of -
m a p s " .  
s o m e
geometrical,  some made of
crazy pat terns:  the "level" de-
termines  how muc h of  each
colour you have: you can set a
t imer:  and in "cont rolled"
mode the computer selects

FACTS
T i t l e .
A R M O
U R -
G E D D
O N

Publisher: Psygnosis
Price: £ 2 5 . 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Everything I expect from Psyg-
nosis. even the JD is good. The
FX ore strong and evocative

GAMEPLAY
Difficult and needing much
practice, very fast and there is
also The two player option

VERDICT
Needs to be persevered with
and then enjoyment will come.
Try only if the idea appeals and
you have the patience to
make it happen

QUADREL
y our next area! Rac ing against
the t imer,  wit h l imit ed col-
ours,  on a large map.  wit h the
c omput er choosing your next
area is eery diffi cult !
You can also play against  the

computer:  you s tart  wit h dif fe-
rent  numbers  of  each colour,
you take it  in t urns  to paint
an area - fi rst  one unable to
make a legal move loses.
There Is supposed to be a

two-player opt ion.  but  it
doesn't  work  on the Atari ver-
s ion - Logic iel's  solut ion to
this  was not  to fix the bug, but
to put  a piece of  paper ins ide
the box warning you that  the
two-player opt ion doesn't
work !  Gee, thanks ,  fellas!
Another hug means that  on

sonic of  the maps  there aren't
ac tually  enough colours to fi ll
the map - I k now that  level 3
is supposed to be the hardest .
but  mak ing it  imposs ible
seems a t rifl e unfair!
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anot her game to rival
the inf uriat ing addle-

t iveness of Lemmings!  Pack-
aged in  a deceivingly s imple
box wi t h  less t han usual of  the
glamourous  graphics  associ-
ated wit h the fi rm,  here is a
game of  delic ious subt lety  and
infi nite cunning.
The play is s implic it y  itself.

The player needs to complete
atoms f rom a variety of  mole-
cules. Each of  the molecules
has between one and four con-
nectors and once all these re-
volv ing dots arc connected to
other dots so as no mov ing
parts  are available in the one
unit ,  an atom is complete.
This  has to be completed wit h-
in the t ime it takes for the
storage bin to fi ll otherwise it
is game over t ime.
All this  is performed wit h a

s turdy  joyst ick control and the
act sounds  very s imple.  In-
deed the mechanics  are that

FACTS
Title. P R O  POWERBOAT

SIMULATOR
Publisher: Codemas t e r
Price: S 4 _ 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Bright and noisy with good
large colourful sprites

GA MEPLA
Easy to play  but stightty harder
to master, with no apparent
bugs

VERDICT
A p lay able  game with 5ome li-
mited addic t ion value

easy, alt hough
occasionally a
'Joker' wi l l  appear
and this  wil l fi t
wherever it is  wan-
ted, and presents the only
complicat ion to the game.
Alt hough only  a s imple con-
cept i t  should be remembered
that  the highly  successful Tet-
ris was just  a mat t er of fi lling
empty  space wit h blocks of
connected solids. The variety
of quests necessary to fulfi l
the game make it  challenging,
the gradat ion of levels is about
right  f rom the very easy learn-
ing modes to some extremely
complicated higher levels. I t  is
possible to restart  at any  pre-
v iously  completed level by the
use of  passwords thereby
evading the f rus t rat ion of be-
ginning at level one every
t ime.
Technically  the game is s im-

ple t he graphics are smooth
and colourful and the sound

T h e  cover for this
budget  racer shows
two high powered

boats rac ing each other and
the t it le and pic ture suggest
some sort of  power boat ing re-
creat ion.  The actual game
though is more of a race game
replete wit h mobile obstacles
and mine lay ing available f rom
y our boat. The scene is  far
more ak in to a James Bond
chase t han a sports s imulator.
Hav ing cleared up this  mis-

concept ion the game itself  is
quite entertaining.  The object
appears to be to race around
some pret ty t ricky coast line
avoiding purs uing boats and
helicopters and not  driv ing on
to the shore. The screen is a
vert ical scrolling tableau of

effects adequate but  this  does
not  actually  mat ter for the
secret of  the game is the pure
addictiveness, I spent  several
hours ,  that  felt like minutes ,
wit h this  game and a f riend of
mine spent most  of her Sun-
day night  and a large port ion
of  a Monday  morning spurn-
ing sleep to tack  up molecules,
Like her, I am sure that  I can
manage jus t  one more level.
The levels consist of  different

goals. either creat ing atoms of
a mi n i mum number of mole-
cules, remov ing a screen of
atoms or even fi lling a specific
shape. Each has its own
delights.
I can say lit t le more than this

game is the next Tetris. I f  you
wis h your eyes to regain their
bags go out  and buy  it.

marine paraphe-
nalia inc luding
rowing crews and
spare mines to be
taken aboard as

ammunit ion.  The object is to
accumulate flags for points
and not  to run out  of  fuel by
excessive engine use. The
game inc ludes several bonus
levels whic h require the oper-
ator to race between flags and
pick up points  on complet ion.
Graphically  the sof tware is

very well  served wit h smooth
fl owing sprites on a very
steady and well drawn back-
ground.  good use is also made
of  colour and together wit h
adequate engine noises the
adrenalin is nudged into the
players nervous system. The
controls  come f rom either
keyboard or a combinat ion of
keyboard and joystick, no
mouse cont rol in this  game.
The ins t ruc t ions  are sparse

FACTS
Title A T O M I N O
Publisher: Psygnos is
Price: £ 2 4 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
The graphics  are fast and
smooth and the sound, though
not awe-inspiring, is perfec t ly
adequate

GAMEPLAY
Easy to learn, hard to master,
smooth controls and an all
round satisfying game

VERDICT
BUY IT YESTERDAY!

PRIMMITO1
although there is lit t le that
cannot  be picked up af ter five
or ten minut es  playing,  The
mos t  innovat ive part  of  the
game is the leaping over the
boat  jumps  to obtain speed
and dis tance to avoid various
obstacles.
The game has some feeling of
"jus t  one more go" about  it
and once again displays that
there are some very worth-
whi le games av ailable on
budget  labels. Wi t h Chris tmas
coming budget  games are
bound to hold at t rac t ions for
those wit h t ight  budgets or for
parents  look ing for the less ex-
pensive stocking fi llers. This
game would certainly  afford a

•few hours  peace over the holi-
days for harassed adults .
Others contemplat ing buy ing
the game for themselves.
could do a lot worse but  it
does not  have the addic t ive
power of some other games.
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COMPILATIONS

VIRTUAL
WORLDS

H e r e  is Domark 's  Summer Holiday
offering, a collect ion of  their
Freeseape games inc luding one

unpubl is hed game. For those unaware of
the Freescape system it  is a method of
3D block  graphic  cons t ruc t ion that
allows the player to explore buildings  or
worlds  wit hin a realit y  context. The fi rst
of  the games that  used this  was Driller,  a
game I rev iewed many,  many ,  mont hs
ago in this  magazine.
Domark  are selling this  collect ion as a

form of  Virtual Reality  which I ft-el is
unf air since it  does not  really  compare to
the large scale s tuf f  that  the TV science
shows demonstrate.  I n some ways
Dungeon Mas ter presents a bet ter v irtual
reality.
All the games in the collect ion, Dril ler.

Total Eclipse. Cas t leMaster and the
Crypt  (Cast le Master 2) use the same
basic idea of  screen const ruc t ion.  The
world,  or rooms if  the int ernal scenarios
are selected, appear in block  shapes that
are fi lled in in various  colours. These are
the same sort  of  fi lled block that  Elite
players may  recognise f rom dock ing and
fi ght ing in space. All act ions are v iewed
f rom the fi rst person,  t hat  is as t hough
the screen shows only  that  whic h your
eyes see. Any  interac t ion wit h the world
is t hrough mouse or joyst ick controlled
sights.
Movement  can seem fairly  s low and

ponderous  at t imes  and the scaling of
objects is somet imes  peculiar.  All the
games share the problem that  the player
needs to guess what  any one part ic ular
shape is represent ing at the t ime since
very few helpful messages appear.
Hav ing looked briefl y at the generic
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slate of  Freescape it
behooves me to look
at the games on the
disk. The fi rst  that  I
shall discuss is Dr i l -
ler. This  game is the
oldest of  the collec-
t ion and alt hough
not  the fi rst  Frees-
cape game on the ST
is probably  the best
known.  In this  the
player pilots a min-
ing craft around a
cuboid planet  look-
ing for crystals and

shoot ing various shapes either to open
doors or init iate dri l l ing techniques. The
s urroundings  are fairly  basic and very
cuboid and react ion t imes are slow.
There is lit t le sound inc luded save for the
adequate effects that  inc lude the zap of
the gun and whi r r  of engines. Now at t his
point ,  to be fair to the collect ion I mus t
point  out  that  neither Dri l ler or Total
eclipse was actually  bai lable into the ST
for on my  copy of the game neither of
t hem had a PRG fi le inc luded.  I am there-
fore rev iewing the Dri l ler module f rom it's
original source although I am though
quite convinced that  the game has not
been updated since. Dr i l ler  felt s low and
old at  its incept ion and I am not sure
that  age wi l l  help the more sophist icated
player who has seen MidWint er and
Dungeon Mas ter to accept it  as any thing
other t han a curious  ant iquity .
The second game was Total Eclipse

whic h sadly was not  playable.  I have not
t ried this  game before but  on reading the
manual  it  would appear that  it  is in the
same mould as both Cast leMaster and
the Crypt.  I would suspect my  comments
on these two would cover this  game too.
Cast leMaster was in its day highly

advert ised and received some crit ical
acclaim. The theory is that  the player
may  select either a prince or princess to
go and save their opposite number  f rom
the clutches of  an evil one. To do this
they mus t  enter the castle, k i l l  innumer-
able spirits  and fi nd a collect ion of  keys
in order to open the dungeon.  The game,
as all the others, takes place in fi rst per-
son perspect ive and offers some chal-
lenges. i n  fact should you not  have disco-
vered the drawbridge entry  secret, the

character can t hrow rocks at specific
places to make mechanical events occur.
Oh yes! The sharks  in the moat  are hun-
gry.
Once the strange blocky world of  Frees-

e-ape is accepted then the act ion makes
some sense. Explore the grounds.  care-
fully  avoiding the t iming t raps and re-
membering to c rouch and c rawl while
you search, eat the food to gain s t rength
and t hrow rocks at t he spirits  in order to
exorcise them. These precepts together
wi t h an enquir ing joyst ick or mouse wi l l
prov ide most  of  your answers, The player
wi l l  fi nd that  they walk  on objects such
as tables or chests regularly  and care
mus t  be taken to ensure that  your orien-
tat ion is at the right  angle. Saved games
are poss ible as some of  the problems  are
quite tricky. The game does not  offer the
level of  graphic authent ic it y  of Chaos or
Dungeon Mas ter but  does offer some
ant iquated charm.  I enjoyed it  but  felt
the adventure was becoming a lit t le dead
end af ter a while.  There is also a lack of
either involvement  or character bui lding
in the adventure.
The Crypt  offers more of  the same

alt hough the locat ion and the monsters
are dif ferent.  Hit hert o unpublis hed this
piece would seem to be either the adjunc t
or part  two of  Castle Master.  The cont rols
and act ions are s imilar as is the presen-
tat ion.  This  t ime though the enemies are
various  undead and a hoard of  spirits
caught  in the shape of  mice. While I ap-
plaud the concept of  brand new offerings
ins ide a compilat ion a nagging feeling
seems to say that  this  was done since the
game really  would not  make it  in the
marketplace as a s tand alone effort.
I felt  that  as a compilat ion the set was a

good idea. I f  you have never bought  any
of these games then it  may  be an in-
terest ing investment  but  unf ort unat ely !
fear that Freescape has been overtaken
by new techniques which make it  appear
as eight -bit t ish as its  origins  arc. I en-
joyed the games I could load but  I could
not  say that  I felt  they would be worth
the cost of  the pack. Prospect ive buyers
ought  to play it  fi rst  and decide l i t he
blocky medium meets t heir tastes_
It is perhaps sad to reflect that  a deal of

thought  has gone into this  of fering and
perhaps the creaky mechanics  spoil the
effort,

VIRTUAL WORLDS
Domark•£29.99

Reviewed by
Damon Howarth



HOME ACCOUNTS
H ere ' s  another of those

'serious'  programs f rom
Digita - aimed,  like

most  of  their products,  at  the
home or small business user.
This  t ime it 's Home Accounts, a
package to help you keep t rack
of  your fi nanc ial s ituat ion.  I t
runs  on any ST/STE.  Is sup-
plied on one s ingle sided disk,
and comes complete wit h a good
qualit y  37 page ins t ruc t ion
manual.
The program allows you to set

up details  of  accounts you have
wi t h  banks,  bui ld ing societies,
etc., and then apply  a s tart ing
balance plus  income and expenditure
t ransact ions to them,  hence keeping
t rack  of their current  balances. Mi n i mu m
and max imum balance limit s  may  be set
on each account,  enabling the program
to warn you of  certain impending fi nan-
cial s ituat ions  requiring your at tent ion.
These could inc lude such things  as the
breaching of agreed credit  l imit s ,  whic h
could cost you dearly  in terms  of  interest
charges if  ignored. I t  could also indicate
that  there's too muc h money s loshing
around in a low interest  account  when it
could be t ransferred elsewhere and be
earning more. Used properly  it seems
this  program could soon pay for itself!

A YEAR'S
ACCOUNTS

Ho me  Accounts copes wit h up to 13
accounts of any type, and supports  cash
transfers  between t hem if  required. Each
account can handle up to 100 automat ic
regular t ransact ions (e_g_ s tanding
orders), plus  up to 360 general t ransac-
t ions. This  is probably  adequate to cover
a year's accounts for most home users.
but  could be a bit  t ight  for small bus ine-
sses, who may  need greater capacity_ You
could c ircumvent  this  problem by run-
rang two sets of  half -yearly accounts in-

Title:
Publisher
Price:
Reviewer:

HOME ACCOUNTS
Digito International
£24.95
John S Davison
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stead of  one annual set, but  this  int ro-
duces an extra level of complexity.

Up to 60 dif ferent  t ransact ion types can
be handled.  You can set budgets  against
these and later use the program's  analy-
sis and report ing facilit ies to t rack your
ac tual fi nanc ial performance against
them.
Reports  are predefi ned and can't  be cus-

tomised for presentat ion layout  or overall
data content.  However,  the scope of  the
reports  may be varied by inc luding one or
more accounts, one or more months ,  any
combinat ion of  income/expenditure
types. or a subset formed by searching
on a s t ring contained in the t ransact ion
descript ion field. For example,  you could
produce a report  showing all t ransac-
t ions relat ing to a part ic ular 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 t ransact ions
when you enter them,  otherwise there's
no way  you can reliably  analyse t hem
later.

REPORTS
The main report  types inc lude s t raight

lis t ings of t ransact ions, wit h entries sor-
ted into date, type. t ransac t ion detail,  or
amount  sequence; comparisons  of
budget  versus actual fi gures for each
t ransac t ion type; budget  details  for the
whole year: and details  of  the main
t ransact ion types for reference purposes.
In addit ion the program wil l  also draw
barcharts  or piecharts showing budgeted
versus actual fi gures for selected t rans-
act ion types, over selected mont hs  and
accounts.

IN USE
At  fi rst  s ight  Home Accounts

looks pret ty  good. but  in use I
found it  had a number  of  nig-
gling faults,  part icularly  in the
data ent ry  and edit ing area. For
instance, it  always automat ical-
ly enters  the current  date
against  a t ransact ion.  forc ing
you to manual ly  backspace and
correct it  for all t ransac t ions  not
tak ing place today. This  is a real
nuisance if. l ike me, you do
y our accounts once a mont h for
all t ransact ions  occurring

t hroughout  that  month.  Also, on data
entry  the cursor doesn't  autos it ip to the
next fi eld when the current  field is full.
you need to Tab forwards  every t ime. You
can't  Backspace or Backtab between
fields either.  you have to use the mouse
for this. Nit pic k ing maybe,  but  I fi nd
such faults  annoy ing in pract ice as they
cause a lot  of  unnecessary keystrokes_
The piecharts  and barcharts  seemed

like a good idea. but  the program doesn't
ac tually  print  t hem out  for you. You have
to display  them on the screen and then
screendump t hem via ALT-HELP,  whic h
means the print out  is c lut tered up wit h
sundry  garbage such as menus.  prompt
messages etc.. as well as the required
chart .  The piecharts  have no percentage
fi gures against  each segment,  so you
have no accurate quant ifi cat ion of  their
values. Also, the segments have no labels
on t hem saying what  they represent  -
dif ferent  fi ll pat terns  are used to repre-
sent the t ransac t ion types, and you have
to consult  a legend block at the bot tom of
the chart  to determine what  each one
represents. Barchart s  are Just as messy.

CONCLUSION
Personal accounts should be a good ap-

plicat ion for a home computer,  but  I feel
this  version f rom Digita is spoiled by
mediocre design and implementat ion.
The designers really  should have spent
more t ime .making it  more usable, But
hav ing said that,  i t  does appear to work
and it  is reasonably  priced, so perhaps  I
shouldn' t  be too crit ical.  Overall,  it 's
probably  adequate for many  home users.
but  for small business use you might
fi nd it  a bit  limited.
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PeterHickman's
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At a very
quiet time for
STOS related
news, Peter
Hickman
brings you a
super util ity
to customise
the way you
boot up your
Compiler or
Interpretor
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things? Well you wil l  be pleased
to k now that  AMOS 3D is fi nally

in the shops, whic h means that  the STOS
vers ion is not  far behind.  I am told it
should be available in around October-
°s ill,  hopefully  it  should prove it  be a
useful addit ion to the STOS range of
products.
Unfort unately  that  seems to be about

the only real STOS news, unless you
know dif ferent  of  course. I f  you do have
any interes t ing hints,  t ips, or unus ual
uses for STOS why  not  drop me a line I 'm
sure that  other users would love to hear
about  them,  Ohhh,  one small t hing is
that  I have jus t  returned f rom Europress
HQ in Macclesfield to at tend a lit t le
celebrat ion in honour of the AMOS 3D
launch,  thanks  to Dav id Thomas  arid
Richard "Cat  Killer" \ tanner for put t ing
my  mate and I up for the night ,  and of
course to Marc  Dawson for Lunch!  I ha-
ven't  had the photo's developed yet but  I
promise I 'll show you some next time?

THE ULTIMATE
STOS BOOTER

Only  one program again this  issue, but
It is a useful one. Terry  Mancey (who is
current ly  put t ing the fi nishing touches to
some of  Fun School 41 has come up wit h
a wonderf ul program to alter the way
STOS boots up.  You can choose what
Compi ler or Interpreter extensions to
load (at run t ime),  whet her you want
fl oat ing point  switched on or off, in fact
you can cont rol almost  every part  of
STOS before you boot  it! For this  reason
It Is best that  you compile this  program.
Anyway follow these Ins t ruc t ions and you
wil l  have a nif ty  lit t le program at your
disposal!

1. Type in PROGRAM
2. Save it  Onto a nice blank  disk  wit h

plenty  of room,

1111111•11111

3. Compile it  and store the result ing
program in the AUTO folder of  your
STOS boot  disk  (remember to call it
"STOSBOOT.PRG").

4. That 's  ICI!!

Now when you boot  your SI DS disk  the
STOSBOOT program should load fi rst
and you can create your own customised
version? Oh and you should remember to
Lin-write protect  the disk  as the STOS-
BOOT program does a lit t le renaming of
fi les to achieve it 's miraculous  effect.

THE STOS MAG
Dion Guy has sent me the latest issue of

his  STOS Magazine. it  inc ludes  quite a
few interest ing programs on the disk.
One of  the most  useful is a ut i l i t y  to store
up to 15 compacted pic tures  in one
bank!  You can fi nd out  more by contact-
ing Dion at

STOS MAGAZINE
11 SHO RE CRESCENT
BISHOPS WALTHAM

HANTS
SO3 1DZ

Oh well that 's  it  for this  another issue,
next t ime check out  the souvenir dart
board cover. Yes it 's free but  only  wit h
the S'POS column (I am good to you or
what?).

Writ e to Peter Hic k man at the following
address

PETER HICKMAN
36 CLEVERLY ESTATE

WO RMHO LT ROAD
LONDON
W12 OLX
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144DEPIT 9  PIN

CITIZEN 1 2 0 D +
The Citizen 1200+ i s  one of Me UK's  bes t selling

nnters. I t  has  a sty lish apPearance and excettent
ieatureS and per formance for  such an inexpensive
primer. The  120D+ i s  akeilable with twiner  a ser ial
or ov a i le l  inter face and is  an Ideal fi rst pr imer.
•  8 -pin Printhead
•  Print Spe e d bleeps Draft
•  30cps NLO
•  Epson & IBM Graphics Emulation
•  Pu ll Tractor & Bottom Feed
•  Superior Graphics -  240x216dpi
•  FREE Sta rte r Kit
RRP F 2 1 1 9 3
STARTER KIT E 2 9 9 5

TOTAL RAP: E26110
SAVNG:  E112.20

SILICA M I CE' E1151.58

£129
+VAT C 1 S1 .5 8

PRINTER
ACCESSORIES

S HE E T FE E DE RS
PRAl200 1200 E 1 1 2 8
PRA 1215 1240/3w1f1 9(24 t a n
PRAl225 1240/Swin 9124 E 4 2 . 0 0

SERIAL I NTE RFACE S
PRA 1189 1200+ E 5 6 . 4 5
AAA 1209 Swif t  911240 .... E 3 2 . 2 5
PEIA1709 Swif t  24 t a m

P RI NTE R S TAND
PRAl242 1240/Swift 9/24 £ 2 4 . 0 3

ORIGINAL RI BBO NS
RIB 3520 12001Swilt S Black E 4 , 1 1
RIB 39241 1240ISwift 24 Black E 4 . 7 0
RIO 3936 Swill 9124 Colour . . .  r 1 5 1 3

CO LO UR KI TS
PRAI236 Swift 9124   E 3 9 . 6 5

All prices J d a  A T  and Rea milkier',

144DEIT 24 PIN

CITIZEN 124D
The award winning Citizen 1240 br ings  high quali-
ty 24-pin dot matr ix  pnm ing within every computer
users reach I t  4  the Ideal choice where high quali-
ty pr inting :s  requiqw1 a t a  budget pr ice
•  24-pin Impact Printer
•  Print Speed 144cps Draft
•  2  LO Fonts (48cps)
•  8 K Buffe r
•  Epson, I BM  & NEC P8 ,
,  E m u l a t i o n•  Advanced Paper Parking
•  Superior Graphics -  3 6 0 .0 6 0 dpi
•  FREE Starter Kit
AAP E 2 9 2 . 5 8
STARTER KIT  E2 1 9 5

W M  RAP: E322,53
SAVING: E112.20

SILICA PRICE: E210.33

£179
+VAT = s:210.33

FREE DELI JERY
Next bay - Anywhere in the UK mainland

FREE STARTER KIT
Worth £29.95 - With every Citizen printer from Silica

FREE COLOUR KIT
Worth 13095 - Wilh Swift 9 and Swill 24 printers.

2 Y E A R
WARRANTY

Silica oiler a 2 year warranty tincluding the printer head)
with every Citizen printer purchased from Silica.

W I N D O W S  3 . 0
Free Windows 3.0 otwer - lc the Silica Starter ICA

FREE NELPLINE
Technical support heipline open during office hours.

MADE IN  THE UK
Citizen printers are manufactured to high standards.

Silica presents some great'
offers on the award winning

! range o f  high quality  dot
matrix printers from Citizen,
Each Citizen printer is built in
the UK to exacting standards,
ensuring superb reliability
and a  very high quality of
output. Our confidence in the
quality of Citizen printers is
such that we are pleased to
offer a  unique two year
guarantee with every printer.
Plus, if  you purchase your
Citizen printer from us, we
will give you a Silica Printer
Starter Kit  (worth E29.95),
FREE OF CHARGE!

1 9 2  CPSDRAFT 9  PIN

SWIFT 9 - COLOUR!
The Citizen Swirl 9 is perfect for those who require
high quality  dot matr ix black or colour pr inting at a
budget price. The  pr int quality  of Swift 9 mars  that
DI Other manufacturer 's  24-pin models .
•  9 -pin Impact Printe r
•  Print Speed 192cps Dra ft M a l
•  3  N W  Fonts (48cp5) C O L O U R
•  BK Butte r K I T
•  Epson & IBM Graphics Emulation
•  Advanced Paper Parking
•  FREE StaHer Kit
•  FREE Colour Kit
ASP .  E 2 N , 8 3
STARTER KIT C 2 9  9.5
COLOUR K IT   E 44 .6 .5

TOTAL ARP: 13141,43
SAVING
. 
E 1 3
3 . 3
5

• ILICA PRICE; te a l.e •

£189
+V A T =  C 2 2 2  0 8

PR I TERS

192 CPS O ADRAFT &i n
,  P I N

SWIFT 24 • COLOUR!
The Citizen Swift 24 is  one of Europe's best selling
printers and has  won awards  inc luding Pr inter  Oi
The Year 1990. Its  rapid pr int speed, qual i ty  and
black c
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•  Print Speed 192cp5 Dra ft
•  4  N W  Fonts (64cp9)
•  8 K Buffe r
•  Epson, I BM  & NEC P6 . Emula tion
•  Advanced Paper Pa rking
•  FREE Starter Kit
•  FREE Colour Kit
RAP ,  £ 4 2 5 5 1
STARTER K IT C 2 9 . 9 5
COLOUR K IT £ 4 4 . 6 5

nftAi RIIP f503-411
SAVWG: E19915

•  P R I M  1:304.33

FREE!
COLOUR

KIT

•  + VAT=E3 0 4 .3 3  )

E259

Every Citize n printer from Silica ,  come s complete  with the  Silica
Printer Starter Kit,  including everything you need to get up and run-
ning with your new printer immediately, FR EE OF  CHARGE
,•  3 l+ Dual  Formal Disk with Amiga & ST Printer Drivers
•  3 !4 ' Disk with Drivers lot Microsoft Windows 3
•  2 Metre Parallel Printer Cable
•  200 Sheets of High Duality Continuous Paper
•  200 Continuous Address Labels on Tractor Feed
•  5 Continuous Envelopes on Tractor Feed
II yoJal'eady own a pr Mer. a i d  A v id  like a S c a  Prole
-  N O R M A L  
R A P
Starter Kt, you may order ore ire!: KIT SOW lOr tke %motet
Silica price d  E2495 • £5 on PRP! E29 95

FREE STARTER KIT

SILICA SYSTEMS OFFERS YOU
•  FREE OVERNIGHT COURIER DELIVERY! On all hardware orders shpped in the UK.
•  TECHNICAL SUPPORT HELPLINE: Team of PC technical experts at your service.
•  PRICE MATCH: We normally match competitors on a "Same product - Same price basis
•  ESTABLISHED 12  YEARS: Proven track record in professional computer sales.
•  E13m TURNOVER (with  6 0  sta f f ); So lid  and reliable with maintained growth.
•  BUSINESS/EDUCATION/GOVERNMENT: Volume discounts available for large orders.
•  SHOWROOMS: Demonstration and training lacilihes at our London a  Sidcup branches.
•  TH E FULL  STOCK RANGE: Al l  01 your PC requirements from one supplier.
•  FREE CATALOGUES; Wil l  be mailed to  you with offers and software/peripheral details.
•  PAYMENT: By  cash, cheque and a ll mall:1r credit cards.
Before  you  clin ic% wh e ' t ld  buy your ne w printe r, a .  sugge st you th ink %le t Care fu lly about VitilERS you buy it.
Conside r wh at tt will be  like  a taw months alte r you have  mad e  your p u rch ase , whe n  you M ay re quire  additional
De nphe rals or ath wart' ,  onso me  te chnical help e nd advice . And. will the  COrnpany you buy from Wanted' you with
de tails o f n e w p ro d u cts? At Silica Se ate ms, we  e nsure  th at you will h ave  nothing to  we n t
, a b o u t .  S i l i c a  S y s t e m sa one  of the  tiKs le ading ndependent compute r de ale rs and provide s a quality se rve e  tt use rsa t  home. in e ducation
and in b u e n e ss throughout the  !radian. Silica h are  goe r e fte be e he o for me i 12 ye ws, and have  Sr an n u al turnove r
rd SI3  re g ion  Wi th  Our u ru ,al le d  e sp e re n ce  an d
ekperlise, we can now Maim to rheei Ou cusio,ers
'eQuirerrionts wim an  unde rstanding wh ch  we ocomo
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and re tu rn  th e  co u p o n  nom. ?Or o u r h o e . '  F re e
oe rature  on the  Citize n  prin te r range  and  begin lo

eioenence the "Silica Systems Somme •

SILICA
SYSTEMS

MAIL ORDER:
O de r L.•rne Ope n
.LONDON SHOP:
op..ng Ho.fc

LONDON SHOP:
Cpening Hours:

SINOP SHOP:
Opening Hours:

1.4 The Mews.. Hatherley Ad, Sidcup. Kent, DA14 40X Tel: 0 6 1
-
3 0 9  1 1 1 1

laon•Sat aggern-6 .0Oarn N o  Le la Night Opening  N u  Nu  OM• lCe
, w e 52 Tottenham Court Road, London, WIP OSA 1 3 1 :  171-510 4111
leon-Sel 931:1ame,00orn  N o  Law Night Orteneng F e l  No : 0 I - 3 2 3 4 m

Selindges ilst Flood, Oxford S'tree!, London, M A  lAB T e l: 0 7 1
-
5 2 9  1 2 3 4
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1-4 The Mews, HaMerley Ad, SKIMP, Kent, DA14 40X Tel: 011
-
302  8 6 1 1

Mon-Se, 9  Caterie3Opm L e e  W e  F rid ay uniii hpre  n e m  No  001-305 0017

M r /M r s /Us :

Address.

rict: Silica Systems, Dept PSIX-1191-55 1-4 The Mews, Hathefley Rd, Sidcup, Kent DA14
PLEASE SEND CITIZEN PRINTER INFORMATION

S u r n a m e '

Tel (Hamel:   T e l  (Work):

Company Name fi t  applicable):
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Postcode:

= E i  M i n  i M i S  N O M  M I N
,  N M ISide  •  Me o we d  ers,-ee ers3 egatdoellern may change -

M e l d *  • W i n  l e e  
m e m o  r a t  
t h e  
k i n  
n e n t i m e l e n .



WHO HAS THE BEST PUBLIC DOMAIN LIBRARY?
Hundreds of disks for both the Atari XL/XE and
the Atari ST but with a difference - every disk
in the PAGE 6 LIBRARY is carefully selected
we don't throw in everything just to make our
catalogue bigger.

Also PAGE 6 are the originators of THE CLIP
ART COLLECTIONS - hundreds of quality im-
ages to include in your DTP creations

CATALOGUES AVAILABLE FOR BOTH XL/XE
and ST - PLEASE PHONE FOR YOUR COPY

WHO HAS THE BEST SELECTION Or ATARI NOW

40
GREAT
FLIGHT

)K 01 A N  icattons• i G U I D E,
MMING I
N  C

We import books direct from the USA,
particularly COMPUTE! publishers of
the best books available for the XL/XE
and ST

SPECIALISTS IN BOOKS FOR FLIGHT
SIMULATOR 2 - SOME GREAT TITLES
THAT YOU DON'T SEE ELSEWHERE

WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT?
Keep that equipment free from dust and spills. We have been selling our top
quality dust covers for over five years with thousands of satisfied customers

AND WE SELL C A B L E S ,  BINDERS,
REFERENCE MANUALS, BLANK DISKS•

as well as having regular offers on selected ST and XL/YE software

THE PAGE 6 ACCESSORY SHOP
P.O BOX 54, STAFFORD, ST16 1DR

Telephone 0785 213928 A s k  for our FREE catalogues


