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NOW AVAILABLE FROM PAGE 6 ...

NEW SOFTWARE

FROM GERMANY

With so little software now being released for the XL/XE machines we are pleased io be
able to bring you some new software from Germany where the Atari 8-bit is still going
strong. We have selected the following from those offered which we believe represent a
good addition to the software that is still available in this country. As Atarl software
does nof nowadays sell in sufficient quantities you won't find any fancy packaging but
these are presented quite adequately. What is more important is that there are still
companies writing for the XL/XE and it is up to us to support the better products. Let's
see f you still want new software.

Sadly for cassette users, all these programs are on disk only but we will do our best fo
look out for new and worthwhile soffware on cassette in the future.

GLAGGS IT!

Let's face it, none of the big boys who write for the ST are going to translate
their big hits to the 8-bit so it is a great joy to discover this version of KLAX,
one of the recent big ST hits. The concept is simple, the addiction total and
the challenge progressively harder. What you do is collect various coloured
tiles as they fall through vertical chutes and then arrange them in ‘Glaggses’ -
piles of the same colour and of a number predetermined at the start of the
level. As the game progresses so more colours are introduced, the tiles fall
faster and you need to think and plan ahead as fast as you can.

KLAX was one of this year's early smashes on the ST and GLAGGS IT! is set
to do the same on the 8-bit. Prepare to become addicted!

DISK ONLY £6.95

PLAYERS DREAM 1

Another thinking challenge that became a big hit on the ST was PUZZNIC and now
this top game comes to the 8-bit in the form of PLOTS, one of two games on this
disk. Another simple conceplt, yet a challenge that will have you thinking hard it you
want 1o get beyond the early levels. In PLOTS you fire a coded block at a pile of
others, either directly or by using the walls of the play area for angles, in an attempt
to match like cubes. You have a set number of matches to make on each level and
as the game progresses you must think very carefully about where to place your
cubes. Hitting a like cube, or a row of such cubes, eliminates them and causes
others above to drop in their place. Sometimes it helps, sometimes it makes it
impossible to continue. You have to think very carefully. Another ST smash comes
1o the B-hit!

P.S. When you need a rest there's a great ski game on this disk as well, mind you
that one’s quite tricky as well!

DISK ONLY £6.95

RUBBER BALL

It's not often that a truly original concept comes along, most
games are just variations on a theme, but we have never
seen anything quite like Rubber Ball. You start with a small
super bouncy ball on a platform at the top of the screen with
which you must pick up various objects on other levels way
down the screen. You can move the ball from side to side
but in order to bounce onto the different platforms you must
keep the ball bouncing, either off of the walls or by dropping
from great heights. As you bounce down from each platform
the whole screen smoothly bounces revealing paris of the
screen normally out of sight. The effect is quite hypnotic!
You must keep the ball bouncing at all times and you must,
at all cosls, avoid the spikes and chewing gum dotted
around which spell disaster. At first it seems quite simple
but this is a game that ends up as a serious challenge both
in manipulating the ball and in working out where to go
next.

Truly original ... truly challenging ... a great new Atari game.

DISK ONLY £9.95

TAIPEI

As a change from the hectic life of alien blasting or quick reactions, there is
nothing better than a good game of solitaire, whether with cards or something
else. One of the more challenging solo games is Taipei, which uses the
oriental Mah-Jong tiles for a solo game which involves matching similar tiles
according to some simple rules. Only tiles which can be slid out to left or right
may be matched and the challenge lies in selecting the correct pairs of tiles so
that the various layers can all be revealed. This is another game that has been
popular on the ST (I have a PD version on my hard drive which gets played
whenever | need a rest from hard thinking) and this is a great version on the
8-bit. Several different game options will keep this game interesting for many a
year. ldeal for those times when you want to relax yet keep alert - maybe late
into the night?

DISK ONLY £6.95

INVASION

We could have picked some simple blast ‘'em games but
with many of these around in the public domain we wanted
something with a little more challenge to offer you. In this
arcade game your objective is to build a bridge to enable
your tank division to cross into a hostile area. You have an
attack helicopter which can also carry sections of the bridge
and you must locate these sections and carry them to the
river while fending off attacks from enemy copters. Timing
iz of the essence as waves of enemy copters attack both
before you locate the bridge sections and as you carry them
to the river. Later, enemy planes will drop bombs by para-
chute and you will have to destroy these before they reach
the bridge.

Invasion is a nice little arcade game with lots of challenge
and a good objective - and just a little different from the
usual.

DISK ONLY £6.95

ALL PROGRAMS ARE FOR ATARI XL/XE MODELS ONLY
ORDER FROM THE PAGE 6 ACCESSORY SHOP, P.O. BOX 54, STAFFORD, ST16 1DR

PLEASE MAKE CHEQUES PAYABLE TO PAGE 6

CREDIT CARD ORDERS ACCEPTED BY POST OR PHONE ON 0785 213928




‘The magazine
for the Dedicated
Atari User’

& . B
e
= -

S

T e e

DROIDZ!

SUBSCRIPTIONS

Annual subscription rates (6 issues)

UK £12.00

Europe (Air Mail) £15.00
Elsewhere {Suriaca? £15.00
Elsewhere (Air Mail) £21.00

Owerseas rates reflect only the difference in posial cosis

NEW ATARI USER ON DISK

A disk containing all of the B-bit programs
from each issue of MEW ATARI USER is
available either separately or on subcrip-
tion. Single E|:||'i|:.'a\=.- £2.95 per disk, Subscrip-

tion rates (6 issues)
UK £25.00
Europe £32.00
Elsewhere (sea) £32.00
Elsewhera (Air) £42.00

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

SUBMISSIONS

PAGE & welcomeas and encourages its readars 1o
submit, articles, programs and reviews for publi-
cation. Programs must be submitted on disk or
cassellte, arlicles shoukd wharever possible be
submitted as text files on disk. We seek to en-
courage your parficipation and do not have sirict
rules for submissions. If something interests you,
write a program or article and submit it! Aporopri-
ate payment will be mada for all publis prog-
rams and articles, all payments being made at the
end of the sacand month shown on the cover of
the issue concerned,

All original articles, rograms and other matenal
in NES»‘ ATARI USER 15 copyright of the author
as credited. All uncredited material is copyright
PAGE B. Unless containing tha by-line “All F{:' ﬁ15
Rezerved any matenal 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
elzawhere should be oblained from PAGE 6 gr
the author. Editors of newsletters reproducing
matenal are requested to send a copy of the
relevant issue 1o the Edilonial address of PAGE
B. Whisl we take whatever sieps we can o
ensure the accuracy of articles and programs and
the contents of advertisements, PAGE 6 cannot
be held liable for any erors or claims made by
adverlisers,

ATARI (TM) is a registered trademark of
ATARI CORP. All referances should be so
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 30th January
Editorial copy date is 16th December
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‘The Magazine for
the Dedicated Atari User’

ISSN No. 0958-7705
THE CREDITS

All of the usual stufl is on page 3 but here are
the people who made this issue possible.

Les Ellingham is still surviving but having a
hard time this issue trying to think of something
to say in these credits!

Bandy carries on as usual paying the bills, gel-
ting the ads, and running round the office trying
o keep up with Paulette

Paulette is simply wonderfull Everything she
does 15 perfect and all the marvellous ideas she
has come up with have made it so much easier
for us. It is amazing to have someone really
excellent around the place, goodness knows how
we have coped so far without her. [There we are,
a little bit of praise and Nattery and we can get
out of giving her a Christmas bonusl)

The R‘;-fu]ar Contributors, who provide the back-
bone of the magazine and can generally be relied
upaon to come up with good articles and reviews,
are ...,

John § Davison John Davison jr
John Sweeney Paul Rixon
Damon Howarth Ian Fin

Dion Guy The Tipster

Bye, Petér, thanks for the column

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

The cover photo is one of those late decision
things that hasn't been decided yet, Moat prob-
ably it will be a screen shot of the main game
this 1ssue, il not we'll et vou know the details
next time.

Well. who do you think provided the inspiration
this time? Have a guess. Yes, that's right, Van
Maorrison yet again with a superb double CD that
took a while to get into (it's longl) but has turned
oul o be of the usual excellent standard. Talkirg
af excellence, there was also Nanci Griffiths with
anather fine set lespecially Down and Out).
Others include Mary Black, not et fully APreci-
ated as the CD is playing up, Billy Bragg with a
mix af fine and not so fine stuff, and Dire Straits
which [ nearly didn’l buy. It turned out to be
much better than expected and includes a couple
af tracks that are exactly what The Notting Hillbil-
lies should have been, Latest addition is Mare
Almon [what!) ‘cos Jacky is excellent jcome on
ther, how many of you have heard of Jacques
Brel?) bul the rest of it doesn't guite mateh up
although The Days of Pearly Spencer comes close
fwho remembers that?).

The next issue of NEW ATARI USER could
feature YOUR article or g
s0 SEND IT IN

FPAGE 6 shows just what you can do with your Atari. NEW
ATARD USER has always been created entively with Atari
equipment, initially on the X1 but more lately with a Mega
ST and other stuff, who meeds PC's or Macs! With the
exception of the final output on a Linotron and the uve of an
in-hawuse repro camera for the photes and listingy evervihing
is done on the ST. Hardware includes a Mega 5T {inpgroded
fo 4MB), SMI25 Monitor, Supra 30Mb Hard Disk, an Atari
Laser Printer, Citizen 12413 printer, Plidlips CMRSII maowitor,
TI0XE, XF351 disk drive, 810 disk drive, 850 interface, NEC
KOZ1 primier. Principal saftware used is Proiexi and Fleet
Sireet Publivher 3.0, Other software inclides Kermit, Tari-
Falk, Turbo Rastc amd various cusiom written programs on
the XIAXE, Arfictes and prograws submitted oi XLIXE disks
are subjected fo varions custon writlen programs
being transferred across to the ST via TARITALK, All o
editing {5 done with Pratext and pages are Loid owt with Fleet
Street Publisher. A disk with the finished pages ax Poasiscript
Siles £ send b o fypeselting bureau do be output on @ Linstron
and, ey presto, finished pages are sent back exacily as you
see them. If really does work" Al that is left is 1o drop in the
listimgs and phiotos.

Well, it's ot quite av easy as that but vox gel the idea!
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PARCELFORCE or PARCELFARCE?

aving an editorial column in a magazine gives me an opportunity, not shared
by many. to express views on all sorts of subjects. In the past | have tried to

comment only on subjects relevant to the world of Atari computing but there
comes a time when it is pertinent to mention matters that have only a slim bearing on
the subject to which this magazine is dedicated. This issue I would like to share with
you some experiences of an organisation that every one of you comes into contact
with to a greater or lesser degree - the Post Office (or Roval Mall Letters and
Parcelforce. as they have spent millions of pounds changing their name to).

I'wonder how many readers have had cause to complain about the postal service?
Certainly one of our customers in Sheflield is not too happy. He ordered some
software from us which we duly despatched. A few weeks later he phoned to enguire
whether it had been sent and we duly sent another parcel. Again this failed to arrive
s0 we sent it again, this time by recorded delivery. A while later the first two parcels
were returned, one marked no such number’ and the other ‘not called for'. The
addresses on these, and on the third parcel which arrived, were identical. The
customer says that he had never been notified that there was a parcel awaiting
collection. The Post Office claim, of course, that a card was put through the custom-
ers letterbox, but was it? We had a similar experience a while ago when a parcel failed
to arrive. I telephoned the sender who. luckily, had sent it by “Trackback’. He made
enquiries and was advised that it was awaiting collection at the sorting office since |
had not responded to the advice card. I had received no such card. A trip to the
sorting office resulted in the discovery of about half a dozen other items, mostly
overseas registered letters, which had never been notified. Some of these were over
two months old!

How about some other examples of the service provided? At fairly regular intervals
our first post is not delivered and we have to wait until lunchtime before we can begin
work for that day. As we try to despatch orders on the day they are received, this
makes it rather difficult to complete the day's orders in time for the afternoon
collection which, although scheduled for a set time. is often up to an hour early!
Minor irritations include our morning's post being left propped up outside the front
door on a day when | was away simply because the postman couldn't be bothered to
remove the elastic bands. The lunchtime post was duly delivered by, presumably,
another postman who had to step over the post which still lay on the doorstep!

Last issue [ had to leave out one review because a disk posted to us by First Class
post on a Tuesday arrived on Saturday, the day after the artwork had to be sent off. A
couple of weeks earlier, | was sweating hard to complete the typesetting because two
columns, posted First Class on a Thursday had not arrived by the following Tuesday.
It was a Bank Holiday weekend and the Saturday delivery failed to materialise.
Naturally nobody at the sorting office was answering the phone and at lunchtime on a
Saturday they all go home. Of course, there was nobody there on the Monday.
Tuesday's delivery arrived on time but the disks were not there and a check of the
postmarks indicated that those items due to be delivered on Saturday were not there.
At this stage | was more than a little annoyed and so went down to the sort ing office
only to be told that the Saturday post had been delivered or that we had not had any
post that day. Getting nowhere | asked to see the supervisor and, as politely as
possible, explained the situation and mentioned that there must have been post for
us on Saturday since two items were posted First Class on the Thursday and. if they
had not arrived the next day, should have arrived on the Saturday. Now | was under
the impression that First Class post should arrive within two working days. ‘Not
necessarily’ [ was told! Anyway, to cut a long story short (and it was a long story],
after demanding that they look for the missing post, lo and behold, it turned up after
a half hour search on somebody's desk! | was more than peeved to discover that, in
addition to the two missing disks. there was also a parcel of books worth over £200.
What would have happened to these had I not known for certain that there was post
that had not been delivered?

The saga continues, but now begins to get boring so I will not labour on. Let's finish
by mentioning that at least a dozen subscription copies each issue never arrive and
many others are late. If you are one of those who have to wait until Saturday to
receive your copy (they are posted on a Monday) you might like to know that we have
a subscriber in Italy who always phones us on the Wednesday (yes two days after
despatch!) with an order!

And they keep raising the prices. The mind boggles.
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MICRO DISCOUNT

for Atari 8-bit spares and repairs

F-15 Sirike Eagle
Trivial Pursuit
Whomper Stomper
Ghost Busters
Action Biker
Quasimodo

Bop 'n’ Wrestle
Druid

Ballblazer
Spindizzy
Crumble’s Crisis
Nibbler

Bandiis

Gi. American Road Race
Chess Master 2000
Auto Duel

Silent Service

Might Mission Pinball
Dropzone

Zaxxon

Star Wars

Laser Hawk

Infiltrator

Kennedy Approach
Mercenary

Smash Hits Vol. 7
Boulderdash Consir, Kit
Spy vs Spy "Trilogy™
Domain of the Undead
Alien Ambush
Alternate Reality (City)
Wato Commander

Moon Shuttle

Koronis Rift

Hacker

Conan

Hell Cat Ace

Tomahawk

Hawkquest

Gauntlet

Deeper Dungeons

Preppie 12

Abuse

Blockaboo

Assault Force

Racing Car Destruction Set
Alternate Reality (Dungeon)
Conflict in Vietnam

Crusade in Europe Decision In The Deser Zork 1
Voodoo Castle Visicalc Newsroom
Movie Maker Printers Delight Bookkeeper
Video Title Shop Moonmist Mind Mazes

XL/XE ROM CARTRIDGES

River Raid Hardball MNecromancer
Typo Attack One on One Adventure Creator
Rescue Lode Runner Micro Filer

Star raiders Il Wizard of Wor Barnyard Blaster
Hero Crossbow Joust

Food Fight Karateka Master Type
Battlezone Eastern Front Defender ;
Miner 2048er Archon Midnight Magic
Air Ball Moon Patrol Desert Falcon
Crystal Caverns Sky Writer Ball Blazer
Galaxian Pitfall Il Into The Eagles
Kaboom Beam Rider Mest

Mizsile Command Pacman Gato

Fight Night Rally Speedway Zone Ranger
Pitfall Ace of Aces Flight Simulator Il

BOOKS

Electronic Computer Projects
130XE Handbook

Easy Programming
De Re Atari

TURBO FORMAT: HIGH SPEED TAPES

Atari Chess Titam Tomahawhk
Ninja Commando Draconus Cavernia
Beta Lyrae Heartache Thunderfox
Gauntlet Ace of Aces Hawkquest
Mission Shark Blinky's Stack Up
Mountain Bike Jocky Wilson's Darls Las Vegas

Turbo Basic Paintboard AtariWriter Mk. 2

Hacker Book

HARDWARE

130XE COMPUTERS:

850 INTERFACE: LIGHT
PENS: RECORDER TURBO
LOAD CONVERSION KITS

DOS 2.5

1029 RIBBONS: 1020 PENS/
PAPER: 822 PAPER: POWER
PACKS: JOYSTICKS: 1050
DRIVE BELTS: KEYBOARDS

All of the listed items are available on Mail Order only from

Derek Fern, Micro Discount, 265 Chester Road, Streetly, West Midlands, B74 3EA, England

XL/XE SOFTWARE

SPECIAL CHRISTMAS OFFERS

EXCEL No. 8 (Christmas Issue) out now
ONLY £1 TO FIRST TIME CUSTOMERS!!!

Excel No. 9 IS OUT JANUARY I1st at £3.99
3 Issue Subscription only £11.99

No's 1 - 7 of EXCEL available at £3 each
or £16 for all 7! Save £5!

DISKS STILL AVAILABLE AT £7.99 EACH

Drag/ Sogan/ Dredis/ Oblitroid/ Zador/ Techno Ninja*
Tobot & Bros*/ Cultivation & Chromatics/ Zebu Land*

NEW TITLES!!!
Pungoland’ Bomber Jack/ Ashido
* = Enhanced Density drive required!!

TAPES STILL AVAILABLE AT £2.99 EACH
Amnesia’ Colourfont/ Tile Trouble
Zagon & Spaceball/ Triad & Xevious

All from:

ROBERT STUART, 21 STRONSAY WAY, BROOMLANDS,
IRVINE, STRATHCLYDE, KA11 1HZ, SCOTLAND
Please make all cheques/PO’'s payable to Robert Stuart

Overseas add £1 postage
PLEASE NOTE THAT THE MAGAZINE ‘ATARI EXCEL'
IS CANCELLED. NOR MORE ORDERS!

Large S.A.E. for price list. Tel. 021-353-5730 FAX 021-352-1669

TREAT YOUR ATARI THIS CHRISTMAS
TO A RADIO TRANSMITTER JOYSTICK SYSTEM

Our RADIO TRANSMITTER JOYSTICK can be used at up to 30 feet
from the host computer with no connecting lead whatsoever! Set up
your computer in the living room and control your games from the
bottom of the garden - uh?! Well, from your favourite armchair anyway.
Works with both the ST and XL/XE machines, in fact any computer that
uses Atari type joystick ports. i :

Canny New Atari User Readers with an eye for a bargain can obtain
this invaluable, technological, damn clever widget for the amazing all
inclusive price of £19.99. ATARI ST/XL/XE

PRICE INCLUDES POSTAGE AND PACKAGING
ACCESS/VISA ORDERS - PHONE 0432 50836 /S

CHEQUES/POs - SEND ORDERS TO [
-'-‘ SOFTSCAN, PO BOX 84, HEREFORD HR4 9YU &

TIGER DEVELOPMENTS

present an exciting new range of 8-bit software

MISSION ZIRCON

Battle through tidal waves, Jungles, the living caves and killer strawberries in this B
level horizontally scrolling shoot ‘em up, featuring animaled scenery and exira

weapons to buy CASSETTE/DISK £4.99
PROGRAMMER'S WORKSHOP VOLUME 1

This leatures utilities for storing up to 128 five-colour medium resolution screens in

very little memory DISKOHNLY £3.99
PROGRAMMER'S WORKSHOP VOLUME 2

This utility allows you to design and animale software sprites on a mode 15 screen.
Compatible with single screens designed with val. 1 DISK ONLY £3.99

COMING SOON ... TARKUS AND THE CRYSTAL OF FEAR
Send cheques/Postal Orders 1o

TIGER DEVELOPMENTS, 26 MENZIES AVENUE, WALMER, DEAL, KENT CT14 72

Orwerseas plegse pdd T1 postage
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Mailba

P.0 BOX 54, STAFFORD, ST16 1DR

ROBOTS

Keep up the good work at
New Atari User. Each issue
is awaited with baited
breath for the little gems
and tips to improve the use
of my S800XL. My previous
experience with computers
had included a long love
affair with a ZX81 and a
brief encounter with beastly
BEEBS at school, so to start
on a boot loading disk sys-
tem was quite a step up.
The fact that BASIC had to
be booted to work, rather
than just being presented to
me as on other machines,
helped me to widen my con-
cepts of computers in gen-
eral and having to root
about for the functions and
abilities of the machine hel-
ped so much that I am now
using my system to write
Artificial Intelligence algor-
ithms for use with the
Robots I build and interface
to the joystick ports,

This year I am working on
an intelligent maze solving
system for the third year
study of my science degree
and I can honestly say that
I owe a lot to my Atari. I
would recommend anyone
to play with a robot at some
time - they're great fun,
completely ozone friendly
and can cost as little as £20
to make at home if you can
use a soldering iron. Any-
one out there interested in
robots? Write to Mailbag
and let's hear from you. Or
write to me at 1, Church
Street, St. Mary's, Sand-
wich, Kent, CT13 9HH. I
can offer some ideas, plans
and software and would love
to hear from anyone who
can or wants to interface in-
teresting things to their
Atari.

Andrew Lakin-Hall,
Sandwich

It’s great when someone real
ly gets to grips with their Atari
and discovers new uses but
isn't it strange when someone
clever enough to write Artifi-
cial Intelligence routines can

lssue 53 - Mew Atari User

do so without understanding
even the basics of the
machine? Basic is built in on
ROM and what needs to be
booled is the Disk Operating
System. Try il without switch
ing the drive on, you can still
write those programs bul can
then only save them to tape.

Here is a good illustration of
why magazines such as this
should always have simple
articles on all kinds of sub-
Jects, because what one per
S0 ASSWTMES (S Common
knowledge others may never
discover, and it doesn't matter
whether you are a beginner or
experienced user. That is why
we have always encouraged
readers to submii articles on
any subject connected with
the Atari. It's all new to
someone!

BOOKS AND SAMPLES

Can you give me any tips on
how to go about sampling
sound on my S800XL? Is
there a simple way of doing
it and how do you replay
the digitised sound through
the TV speaker? It must be
possible somehow as sam-
pled sound is already used
by Digidrum and lots of
demos. I know that this
kind of question really
needs a whole article de-
voted to it so could you re-
commend a book that cov-
ers sound sampling on the
8-bit?

Secondly I can program
the basics in Basic but I'm
interested in learning about
VBI's, DLI's, player missile
graphics and all the other
wonderful things that my
Basic manual doesn’'t men-
tion. Is there a suitable
book that could lead me
into all these subjects gra-
dually?

Michael Hyde
Rochester

Sound sampling is perfectly
possible on the 8-bit but you
need some sampling hard
ware and, unforfunately,

there is none that we know of
still available. 2-Bit Systems
produced Replay for the 8-bit
which was used _for the sam
ples in Digidrum and there
was the Parrot sampler in the
LUSA along with one or tiro
others. I believe that Alpha
Systemns in the USA produced
a book on using the Parrol
sampler for it may have been
another sampler] but il was
never widely available. Other
than this you might like to
check oul the Pedrokko disks
in the PAGE 6 Library which
are all samples and contain a
number af text files giving
hints on sampling sound.
Without the hardware though,
you won't achieve much!

There has never been one
single book to introduce you (o
all the aspects of the Atari so
it is hard to recommend speci-
Jic titles. Just get hold of any-
thing you can, magazines,
books, anything! The best
book that is still available is
Your Atari Computer. Expen-
sive but well worth having
and it covers most of the
areas you merition. Easy
FProgramming For The Atari
Micros is also good but
doesn't go too deeply into the
more lechnical subjects, De Re
Atari is one that you probably
won't understand at all at
first but which will be invalu-
able once you start more ady
anced programming and you
should have a copy of Map-
ping The Atari in your back
pocket at all times (if you can
find a copy!).

TYPO, WHERE ART THOU?

I hope that you can help me
with a problem that I am
having typing in the prog-
ram Page 6 Writer from
Issue 507 Firstly I notice
that at the beginning of
each line there are some in-
itial letters, what do these
signify? I have tried incor-
porating them in the prog-
ram line but all this does is
show an error message. I
found that the program
types in quite well without

them but I feel that there is
something that I should
know about these letters.

Another problem is that
when I type ‘RUN’ the list-
ing will run and then it
shows a data error in line
1000. I have checked and
re-checked the line and it is
exactly as the printed prog-
ram. I am now wondering if
the two letters I previously
mentioned have something
to do with this problem. I
also notice that in the in-
structions for typing in the
program it says use Typo 3
to check each data line but
I don't know what it means.
Can you put me right?

M.J. Tester
Brighton

The codes at the beginning of
our program listings are
checksums used by the prog-
ram Typo 3 for you to check
whether you have typed in
the line correctly. You simple
run Typo 3 before typing in
your program and then as you
press Return at the end of
each line a code will appear
on screen. If this code mateh-
es that shown in the maga
Zine you know that you have
iyped the line correctly. If the
code is different, edit the line
until the code matches. The
biggest problem is that we
have not published the Typo 3
listing for a good number of
issues due to lack of space, so
this issue we are dropping
one page of Mailbag so that
we can include the Typo 3 list
ing once again. You should

Jind it nearby. Follow the in

structions and you should
have the program up and run-
ning in no time and you can
safely type in all the other
programs from each issue
knowing that the lines will be
checked as they are entered,

WRITE!

That lettér about TYPO 3 solved
the problem of finding more let-
ters for this issue's Mailbag! It's
getting harder and harder to
find interesting letters to in-
clude for various reasons. Most
of what gets published has to be
extracted from long winded full
page letters, many of the letters
we receive ask questions that
require five page answers(!) and
others just say nice things with-
out saying anything interesting.
So help us out folks and write
some short, straightforward let-
ters that we can publish for the
interest of others. Tell us some-
thing, ask us some questions
but keep it fairly short and
don't put fifteen questions in
one letter. Oh, and by the way,
stick MAILBAG on the top in big
bold letters! Go to it!




NOW RESET PROOF!

Here is an amended version of our TYPO 3 program which we recom-
mend that all readers use when typing in programs. This version is fully
compatible with earlier versions but is now ‘Reset proof’ so that if you
press the System Reset key you will not loose the TYPO facility.

It you have already typed in TYPO the changes are shown in the panel
below and can simply be added to your original program.

WHAT TYPO IS ALL ABOUT

The program listings in NEW ATARI USER are prepared carefully to
ensure that they can be typed in as easily as possible. Before typing any
listings ensure that you are familiar with the use of the Shift and
CONTROL and INVERSE keys as outlined in your computer manual. The
listings are prepared to match exactly what you see on screen. By using
TYPO 3 you can ensure that you type in the programs EXACTLY as they
are printed. Remember, a single typing mistake may mean a program will
not run.

WHAT ARE THOSE CODES?

Each line of a program printed in NEW ATARI USER begins with a
special two letter code. THESE SHOULD NOT BE TYPED IN. They are
used by the program TYPO to check that you have typed each line
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING
PLEASE DO SO NOW. The program can be used as you type in each line
of a program or to check an already typed program. The code for each
line will match but if you have problems check the control characters
shown in your manual, you are most probably typing a CONTROL
character incorrectly. TYPO 3 cannot check whether a line has been
missed =o if the TYPO codes match and you still have problems in
running a listing count the lines in the program and ensure none are
missing. if the TYPO codes match, there are no missing lines and the
program still does not run, LIST it to cassette or disk using LIST "C:" or
LIST "D:filename”, switch off the computer, re-boot and then ENTER the
program using ENTER "C:" or ENTER "D-filename”. Save this version in
the normal way.

HOW TO USE TYPO 3

. Type in the listing carefully for although you can use TYPO 3 to
check itself (see & below) it may not work if you have made
mistakes.

. SAVE or CSAVE a copy of the program.

. Each time you want to type in a program listing RUN TYPO 3 first.
The program will install a machine code routine in memory and
then delete itself. Now type in a line as shown in the magazine
excluding the first two letter code and press RETURN.

. A two letter code will appear at the top left of your screen. If this
code matches the one In the magazine carry on and type the next
line. Mote, the code will not match if you use abbreviations. If you
prefer to use abbreviations LIST the line you have just typed, move
the cursor to that line and press RETURN. The code should now
match.

. If the code does not match, use the editing keys to correct the line
and press RETURN again. Repeat if necessary until the codes
mateh.

. To check a line you have already typed LIST the line, place the
cursor on that line and press RETURN.

. When you have finished a listing just SAVE or CSAVE it in the
normal way.

You can type in a program without using TYPO 3 and then check it
by SAVEing or CSAVEing a copy of the program, running TYPO 3 and
then LOADIng or CLOADIng your program and proceeding as in step
6 above.

Always SAVE or CSAVE a program before running it and always use
TYPO before telling us that a program will not run.

HOW TO TYPE IN THE LISTINGS
AND GET THEM RIGHT FIRST TIME!

OUR UNIQUE LINE BY LINE CHECKER
WORKS ON ALL ATARI XL/XE
and earlier 8-bit machines

REH
REM
REM
REM
REM 1
REM
REM B
REM H
REH
18 REM
188 GRAPHICS @
118 TRAP Se8:FOR I=iS83& TO A791 1READ &
(IF AC)INT LAY THEM POP [GOTO S08
115 CK=CK+A4:POKE I,a:WMEXT I
128 IF CK<{>3IB765 THEN 7 “Error in DaTa
statements - Chech Typing':END
138 A=USARCILSIE)
135 POKE 9,3:POKE 2,1:POKE 3.6
148 T 7 YTYPD III is up and running'!
MEM
588 IF PEEKC{195)=6 THEN 7 "NOT EMOUGH
paATA STATEMENMTS PLEASE CHECK LIMES
1888 TO 1318 :END
518 ERRLINE-PEEK (L83 +2S6WPEEK(184) 1ER
RNUM=PEEK (182)
BZ8 7 "ERROR IM STATEMENT i ERRMLOMEL
IN THE FOLLOMING LIME"™:? :LIST ERALIM
E
618 END . ;
1888 DATA 184,168,8,185,26,3,201,69
1818 DATA 248,8,200,208,708,1%2,36,208
1828 DATA 242,9%6,208,16%,79,153,26,3
i8I8 DATA ZO8,169,6,153,26,3,162,89
i8dd DATA 189,8,228,157,79,6,2312,224
1058 DATA 15,208,245,169,93,141,63,6
1868 DATA 169%,56,141,.84,86,173,4,228
1878 DATA 10%5,9,141,95,6,473,5,228
1988 DATA 185,8,141,96,8,169.0,162
1898 DATA I;lll,!ﬂl;l‘l,li.l!l;!l.'
1188 DATA 0,0,.8.8.8,0,08,8
1118 DATA @,9,0,8,8,8,32,%4
1178 DATA 6,8,7%2,201,155, 748,585,230
1138 DATA 283,133,209%,138,72,16%,0,133
1148 DATA 288,162.8,108,3I6,%208,.6,709
1158 DATA 144,7,24,101,203,144,2,230
1160 DATA 208,202,208,239,13%7,287,24,1
B85
1178 DaTa 7@d,101,207,133,204,165,208,
181 :
ii88 DATA 288,13I3,2085,165,206,185,0,13
3
1198 DATA 206,104,178,1084,48,96,138,72
1788 DaTha 152,72,16%,0,1374,287,134,200
1218 DATA 168,%24,6,284,38,205,38,106
1728 paTa 38,207,38,208,56,165,207,233
1238 DATA 164,170,165,208,237,2,144,4
1740 DATA 1I4,207,13Z,208,176,708, 227,
162
17258 DATA B8,165,207,13I3,204,165,208,6
1768 DATA Z784,42,201,26,144,4,233,26
17278 DATA 239,204,202 ,208,242,133, z85,
169
1288 DATA 128,145,88,708,1%2.48,208,124
]
WY 1798 DaTa 165,204 ,1085,1608,160,3,145,88
1I88 DATA 165,2085,24,185, 161,708, 145,08
[ ]
1%1i6 DATA X2.69,6,184,168,76,153,6

TYPD IIX
an Error Chechker for
MNEW aTarRI USER PROGRAMS

originally published by
ANTIC Hagazine

updated by Alec Benson
and Raphael Espino

LI B R ]

TYPO 3 - IMPORTANT

TYPO 3 now has improved error checking routines when typing
the listing in. Save the program first! When you first run the
program most typing errors will be indicated on screen. Amend
the line shown and save the program again before running it. This
is important since TYPO will delete itself when successfully run
and you will lose the program unless you have saved it!

Mew Alari User - lssue 53
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AL/XETYPE-IN

Y our mission, should you decide to accept it, is to

guide your small group of rocket-assisted droids

through four screens guarded by repulsive, grin-
ning alien blobs. Being bottom-of-the-range models, the
droids do not take kindly to contact with the aliens, the
walls, or the girders. Also do not let them fall too far or
run out of fuel.

Fuel can be obtained from the pink(!} petrol pumps. The
objective is simply to cross to the right hand edge of each
screen, which is not all that easy! There are three
difficulty levels, selected from the title screen, and com-
pleted screens can be skipped when you start a new
game, '

Just a simple, fun, arcade game. Enjoy it!

BY
JOHN YOUNG

Issue 53 - Mew Atari User

DROIDZ

EI
HU
RO
KK
EC
BF
ED
L]
NI
]
Fu
YB
oB
M7
CH

RI
NH
RL
[T 4

EL
uo

Ic

NOD
LL

FC
MH
LM
5a
aI
5G
PH

cu
ZI
ZJ
58
UN
SH
TO

ST
PR
HU
GC
av
PL
YH
GK
4

1

Z REM ™ DROIDZ *
I REM % by *
4 REM = John Young -
]
&
7

REM ® MEH ATARI USER = DCT. 19291 =
R e R R S e e s R )

8 REM

18 GOSUB 4000:REM INITIALISE

Z9 GOSUB 4080:REM TITLE SCREEN

I0 GOSUB 4499:REM NEW GAME

40 GOSUB 4700:REM MEHW SCREEN

50 GOSUB 4508 :REM DISPLAY BLOBS

60 GOSUE X900 :REM NEW LIFE

692 REM ---FaLL AT STAaRT---

78 POKE SXI278.,8

88 SOUND 8,200-PEEKCL1539) .,.18,6

20 IF PEEK(S53IZS52)=8 THEN 88

??2 REM ---MAIN LOOP---

108 FUEL=PEEK{(1548) :NUMS="888"

118 HNUME (4-LEN(STRSCFUELIYI=STRS (FUEL)

120 POSITION 15,28:7 HE6;MNUMS

138 HITD=PEEK(53252) :HITB=PEEK(S5I2608):

FALL=PEEK(1539) : XPOS=PEEK(1536)

148 IF HITD=8 OR HITD=9 THEMN FUEL=258:

POKE 1548,FUEL:FW=8:50UND 1,0,0,0

150 IF HITD»1 AND HITDB{E THEN GOSUB 40

8:G0TO 7090

168 IF FALL»4® THEN CRFLG=1

1780 IF HITD=1i AND CRFLG THEN GOSLB 408

1GOTO 700

188 IF HITB{)@ THEN GOSLE See:GOTO 708

198 IF KPOS=200 THEM GOSLUB 680:1GOTO 4@

200 IF FUEL=0 THEN GOSUB 88@:GOTO 2@

218 IF FUEL{180 AND FW=0 THEN FH=1

220 IF FH)B THEN GOSUB @@

230 GOTO 1880

297 REM

PR LR L OH FUEL HARKING |

299 REM

300 IF FW=1 THEN SOLND 1,65,10,8

318 IF FH=6 THEN SOUND 1,80,10,6

320 IF FW=12 THEN SOLUMD 1,90,9,8

330 IF FH=40 THEN FH=8

340 FH=FH#1

350 RETURN

397 REM

38 REM HETEIIEEN

399 REM

408 SOUND 1,0,9,01FH=@IPOKE 15I8,8:DL=

PEEK (568) +256MPEEK (561)

418 FOR I=7 TO @ STEP -1

428 POKE DL,I%1S

430 SOUND B,70,4,8+I

d48 MEMT I

450 FOR I=0 TO 7

468 POKE DL,I%i6

478 SOUND ©,70,4,7-I

480 MNEXT I

498 RETURN

,




SC
HK
51
cJ

TH
uH
Ge
SL
TP
up
GJ
RD
T
ap
DM
3J
za
K

RO
JO

KI
F4.
SE
¥H
5K
aB

on
LT
MH
LD
GH
IE
BC

UM
RY
5F

SL

EZ
cB
EH
GG
aB
YH

KG

Ka
RH
SH
nG
5N
TE
GL
GO
LR
ZI
Fu
(1], ]
5P
55
HJ
GK
KK
EC
cT
GH
GZ
HC
Ba
BD
JY

497 REM

498 REM NINNECTWITE
499 REM

509 S0UMD 1,8,0,0:FH-@iFOR I=15 TO @ 5

TEP -0.86

510 SOUND ©,45+I,10,14

BZ0 POKE 704,128+I

5I0 NEKT I

642 FOR I=0 TO 16 STEP 0.5
558 SOUND ©,45+I,10,14

560 POKE 704, 1Z26+I

E70 MNEKT I

SB0 SOUND 9,0,0,0!POKE 704,174
598 RETURM

597 REM

LRI Ll SCREEN COMPLETED |
5§99 REM

809 SCORE=SCORE+SOWSKILL

610 IF SCREEN{NUMSCR AND SCREEN)MAHSKI

P THEN MAKSKIP=3CREEM
620 SCREEN=SCREEN+1

630 IF SCREEN)MUMSCR THEM SCREEM=1:5KI

LL=SKILL#1!IF SKILL>X THEN SKILL=Z
642 SOUND 0,0,0,0:50UND L.,8.,8,8:FH=-B
658 RETURNMN

697 REM

698 REM HDNIEH

699 REM

780 PL=PHMBASE+S1Z+PEEK(15Z7) !POKE 1538

8

710 FOR I=9® TO 7

720 SOUND ©,60-TI%5,8,8

730 POKE PL+I,0

749 FOR D=8 TO 15:MEXT D

758 MEHT I

768 SOUND @,8,8,8:LTVES=LTVES-1

778 IF LIVES{® THEN SOUND 1,0,0,0:G0TO0

za
780 POSITION 17,Z8+LIVES:T ®HG6;" *
798 GOTO 6@

797 REM

798 REM NIThi FUEL!
799 REM

800 S0OUND 1,9,8,90

8519 FOR I=704 TO 711

8280 C=PEEK (I}

830 POKE I,48+4C-INTC(C/16)%16
648 MEXT I

859 FOR R=1 TO 3

860 FOR I=8 TOD 14:SETCOLOR 4,3,I:50UND

0,80-1,10,8:NEXT I

870 FOR I=14 TO @ STEP —-1:SETCOLOR 4,3

yLiSOUND 0,80-5,10,8:HMEXT I

888 MEXT R
898 SOUND @,0,0,0:RETURN

997 REM

998 REM

999 REM

1888 7 u6;" 5555 5] "y
1018 7 #HE;" "y
1828 7 B6;"™ "y
18390 7 H6;" 1 RRERIEEEELEES
1848 7 BE;" 4 235555 50
1858 7 B6;" - Beomsanunni "y
LT s 555555555 bt
1878 7 mE:Y 5 "y
1888 7 w6;" 9 L
1090 7 B6;" "y
1109 7 me;" 1
1118 ? mwe:™ L/ "y
1128 7 #6;" [l "y
1138 7 HE;" 555555555555 5L
1140 7 W6 ",
1150 7 B6;" ",
1168 7 n6;" il
1170 7 B6;" "'ty
1188 7 B#6;" n'ty
1198 7 HE6; HEHENHHEHHHHEHEHENEN '  RETU

DROIDZ

GM
GP
LF

HA
RA
uG
CL
HE
YH
GO
GR
oM
HR
KG
KJ
M
aH
VH
EH

il
KM
5I

JEC
L
Su
5K
Th
T
GIL
BC
PO
oy
Io
IR
Iu
Ix
IO
DF

U
GH
Ha
IR
HG
HJ
GH
P
M5
PD
KD
DH
(1]
M
oM
HL
Hu
LM
HU

KR
NI
KZ
TH
FG

Ip
oL

HY
LI
KV

RN
1Z00 7 B6;" |
1Z1i@ 7 B6;" i |
1228 7 o6;'"'HH8 g
1238 7 me ;) EE "y
1240 T H& " 55 "y
1268 7 ®H6;" Bt e |
1z68 T ®6)* 3355355 7, o
1270 7 ue;" L1 il
1280 7 #6;" [or "y
1290 7 ne )" 25 5] "y
13808 7 u6;" b |
1318 7 B6;" "
1320 7 w6 Domunneseeaesenl
1330 7 #6;" HEMIEIIEIEEEEE '
148 T BE )" 5] "i
1Z58 7 n6;" 5] it |
1360 T BE;"H 5] gl |
1378 T w6 "H o |
i1Tx80 T #H6;" B sl |
198 7 06" Hommrsreisstannnni ;) cRETU
RN
1408 7 96;" it |
1418 7 36 |5 5 5] oy
14Z80 7T H6;"'" 1 wy
1438 7T H6;" 5 /] el |
1448 7 #6;" EEE ENSEIETEIEIIIN T
EP LT B LY S S 5555555555 SiLH
1468 7 HG6;'"" 5 s
1478 7 BE:" « "y
1488 T HG6:"™ = |
1498 7T HG6;"™ = el |
1588 T HE;" 1 5] B
1518 7 #6;" - EEnnimigd B ";
1528 7 #6:" SEEEFIIFIIIIE B "
15380 7 H6)" 9 8 B *;
1540 7T HE;™ 5 &
15586 7 H6;" “:
1568 7 HG6;" B
1578 2 H6:" 5
1588 T HE6;" 5] 5] 5
1598 7 o6 ; HEmnmnnnnsnnnnanamii ; c RETU
RN
1688 2 ue6;" "3
1618 7 #6;" Y
1628 7 W6 "y
1638 7T B6;* HI THERE "y
1640 7 u6;" "y
1658 7 H6:" "y
L1668 7 HE 'y 5 it
1678 7 H6;"" 1 ik
1688 T HE:'y = 55 5] oy
1698 7 HE6;'"y n /] "y
L1788 7 HE:'s EEERLTEEEREELY "y
1710 7 " 555555 5] 3
L1720 T HG6;'e ",
1738 7 H6;" Bistinnr
1740 7 BE;"q 9 EEEEEET";
1758 7 o6 ;"Hid |
1760 7 n6:" Brrrrrrersenafi |
1770 7 #w6;" 55555555 i
1780 7 ne;" ")
1790 7 n6; "Buaai “:  RETU
’M
3897 REM
I8%8 REM
3899 REM
I%88 RESTORE I%%@
I%18 FOR I=1536 TO 1S5I%:READ A:POKE I,
AINEXT I
3920 CRFLG=0:FH=80
I%I0 POKE 53248,PEEK(1536) (POKE 704,13
L
I940 PL-PMBASE+S1Z+PEEKCLS5I7)
IS8 RESTORE 6184
I9608 FOR I=PL TO PL+7;:READ A:POKE I,A:
MEKT I

conlinued =
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DROIDZ

PR
ES

DH
KT
M
LB
Ny

CK

Fai]
av
HK
ZR
JH
PH
HR
EC
K
FT

Fd

¥J

B
an
K5
KE
JR
KM
LP
Co

Fu

TI
BL
Wi
=] .]
oy
KI
HL
L 4¢]
up

oC
ap
UL

HO
Az
KK
FH
KS
TY
LY

urT
ME
JH
(1]
M
SE
EV
5
Ka

co

G5
[a]!]

co
vc

I970 HI-IMTIPL/2563 :LO=PL-HI%Z56

1960 POKE 204 ,L0:POKE 205,HI:POKE 1538
, LIRETURM

3998 DATA S0,14.8,0

3997 REM

3998 REM

31999 REM

4800 GOSUB S400:RTFLG=1:GOSUB 48B00:RTF
LG=0

4010 GOSUB SO00:POKE 153I8,0:4-USR(Z457
63

4620 GOSUB SZO0

4025 GOSUB SI08

4830 PHP=PEEK (106)-8:PMBASE=PMP%256
4048 POKE 186, PMP

4058 GRAPHICS 17

4968 CHP=PMP+4:CHBASE-CHP*2ZS56

4070 PODKE 54279,PMP

4088 A=USRIADR(RELOCATES)Y ,CHBASE)

4098 GOSUB 4200

4100 RESTORE G6118:FOR I=@ TO 7:READ A:
POKE 1S5S58+I,a:NEXT I

4118 RESTORE 4198:FOR T=1538 TO 1544:R
EAD A:POKE I,A6:MEHT I

4120 DIM MUMS C3I) :NUMSCR=4: MANSKIP=@: 5K
IP-B:SKILL=1:5SCORE=O:HISCORE=0

4138 PDKEE 62IX.8

41490 RETURM

419%8 DATA ©,0,258,14,88,48, 200

4197 REM

4198 REM

4199 REM

47080 RESTORE 4236

4210 FOR I=24 TD 71:READ a:POKE CHBASE
+I,A:NEKT T

4720 RESTORE GLOQ:FOR I=72 TO 79:REaD
A:POKE CHBASE+I,a:MEHT I:RETURMN

4230 DATA 255,255,231,195,195,231,255,
255

4248 DaTa 195,102,60,24,24,60,102,195
4258 DATA 68,60,60,0,60,60,60,0

4260 DATA 126,67,67,127,36,36,36,126
4270 DATAH 1.3,.6,12,24,48,96,192

4280 DATA 128,192,96,46,24,12,6,3

4397 REM

4398 REM
4I99 REM

4400 SCREEMN=AL+SKIP:LIVES=I:S5CORE=0:FM=
a

4418 GRAPHICS L17:POKE 756,CHP

4420 POKE S559,46:P0OKE S53277,.3

4438 SETCOLOR 0,%,4:5ETCOLOR i,1,6:5ET
COLOR 2.9,8:SETCOLOR I,5.8

4440 POKE 1540,250

4458 RETURN

-

4497 REM
4438 REM N ELEIW-VIN-TN]:5
4499 REM

45880 POKE 1538.8

4585 POKE 1536,50:POKE 1S3I7,14;:POKE 15
XI8,8:CRFLG=08

4518 A-USRIADRC(CLEARS) ,PHP+2 ,PHP+3I)
4528 RESTORE S998+SCREEN%10

4530 FOR B=8 TO SKILL-1

4548 READ MIN:POKE 1S5S1+B,MINM

45580 READ MAM:POKE 1554+8,MaX

4560 READ Y:PL=PMBASE+G640+B=#1Z8+Y

4570 D-INTIRNDLOY®Z)

4588 POKE 1548+8.,D

4578 IF D=8 THEWN POKE 1545+B,MaK:POKE
5324948, MaK

4680 IF D=1 THEM POKE 1545+B,MIM:POKE
5X249%4+8, MIN

4610 POKE 705+B,INT(RND (D) ®IGIMIGHE
4620 FOR I=0 TO 7:POKE PL+I,PEEKCLSSE+
IY:NEHT I

4638 WNEXT B

4640 POKE 153I8,1

BD
KO
Yo
KH
Y
TG

MK
PF
MC

NT
CH
uT
0E
MM
KO
ET
KY
TE
HH

ve
au

rRD
KK

RH
HZ

HU
BH

W

LH

YC

BG
L F4

BR
oB
uc
BL
YH
Ku
KO
LC
KM
ax
aJd
oJd
DK

HQ

c

DK

4650 RETURNMN

4697 REM

4698 REM

4599 REM

47808 7 HE;VK"; :GOSUE B800+SCREEN®ZO0
4710 POSITION @,20:7 6 ;" "Ias o
nu

4720 POSITION 6,22:7 u6;"EEEIm"

4730 POKE 1557, SKILL:NUMS=""@@@"

A748 NUMS (4-LENISTRSE (SCOREJIII=STRS(SCO
RE2]

4750 POSITION 6,20:7 H6)NUMS

4768 POSITION 8,22:7 ®6;5CREEN

4778 IF LIVES=0 THEN RETURN

47880 FOR I=1 TO LIVES

4799 POSITION 19,19+41:7 06 ;""" :NEXT I:
RETURMN

4797 REM

4798 REM

4799 REM

4880 POEE 15I8,0:FOR I=5I248 TO 53251

POKE I,08:MEXT I

4810 GRAPHICS 18:SETCOLOR ©,11,8:SETCO
LOR 1,7,8:SETCOLOR Z,0,0

4630 DL-PEEK (S568)+256%PEEK (561)

4848 POKE DL+6,128:POKE DL+10,7:POKE D
L+12,6

4850 FOR I=14 TO 16:POKE DL+I,6:NEXT I
4860 POME 207,80:POKE 208, 16:PO0KE S428
6,192

4678 POSITION 7,1:7 n6; EOIER"

4880 POSITION 3,4:7 H6;"written by Joh
n Young'

4885 IF RTFLG THEN RETURN

4898 IF SCOREHISCORE THEM HISCORE=SCO
RE

4900 POSITIOM ©,7:7 H6;'"score ";SCORE:
POSITION 18,7:7 BB6:"hi ";HISCORE

4%18 POSITION @,9:7 HE;"OPTION Skip
"rSKIP

4928 7 B6;"'SELECT level "ySKILL:?

BG;"5TART begin"

4338 C=PEEK(53I2797)

4948 IF C=3 THEN GOSUB 4988:SKIP=SKIP+
L:IF SKIP*MAMSKIP THEN SKIP=O

4358 IF C=5 THEN GOSUB 4988:5KILL=SKIL
L*1:IF SKILL>Z THEN SKILL=1

4360 IF C=6 THEN GOSUB 4980:RETURM
49780 GOTOD 4210

4988 FOR I=188 T0O 8@ STEP -Z2:S50UMD @.,I
18,6 MENT I

43780 SO0UND 9,9,0,0:RETURN

4337 REM
4998 REM EIFTITET-FEIN-
4333 REM

58868 RESTORE 5838

581¢ FOR I=8 TO ZB8B:READP A:POKE Z4576+
I,A:NEXT I

5028 RETURN

5838 DATA 1904,160,11,162,96,169,7,32,9
£,228,96,173,2,6,240,81,173,132,2,2048,
18,17%,3,6, 288

G040 DATA 1X,17X,4,6,240,8,173,1,6,2085
+5,6,208,89,16%,0,141,1,2106,173,.4,208,
41,1,288

5050 pATA 8,173,1,6,205,6,6,2008,118,16
?,0,141,3,6,17F,120,2,41,4,208,8,173.,0
6,285

5060 DaTa 7,6,208,125,173,120,2,41,8,2
o8,8,173,0,6,205,8,6,208,122,32,228,96
76,928,228

S678 DATA L73,1%,208,208,245,17%,4,208
+Z0L,1,240,11,.261,9,208,234,173,4,6,20
1,250,208,227,141,3I0

58080 pATA 288,240,222,169,40,141,08,2108
+16%,8,141,1,210,206,4,6,706,1,6,17%,4
208,201 ,1,240
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DISK BONUS

PINBALL!

by Chris Guise

For the first time our bonus comprises of a couple of
excellent pinball games created wiih the famous Pin-
ball Construction Set. The format will be familiar to
many readers but the games, nevertheless, remain
quite addictive and can be played by up to four
players.

The games are selected from a menu {400/ 800 own-
ers must use DOS option L) and are played with a

Joystick in port 1. The number of players can be selec-
ted before a game commences by using the OPTION or

SELECT key and the ball release and flippers are
operated by the_joystick

WARNING! These games can become guite addictive!

SL4%%e700
aecanees
deocseae
agoooeeoe

HOW TO GET THE DISK

The NEW ATARI USER issue disk with all the programs from
this issue and the BONUS is sent automatically to disk sub-
scribers but is also available separately for just £2.95 inclu-
sive. Drop us a cheque or Postal Order or give us a ring with
your credit card details. Write to PAGE 6, P.O. Box 54. Staf-
ford, ST16 1DR or telephone 0785 213928

FC S58%8 paTa £1,201,9,249,.17,160,1,198, 78
4,1??,234,135,145.:54,2un,zuu.192,1a,1
44, 245,176,14X,141 .30, 708

KV 5100 paTa 240,234.2316,3,6,238,1,6,160,
?,1??,234,znn,145.234.13&,115.15.24?.2
68,169,.0,145, 204,230

DE S110 DATH 284,76,.64,96,206,0,6,173,8,6
,141,8.203,zd,144,14&,233,9,5,1?3.9,5,
141,08, 208

FK S128 paTa Z4,144,178,162,0,189,12,6,24
a,17,1&9,9.5.221,1&,5,245,5,254,9,5,24
s 144,27, 169

DH 5138 DaTa 8,157,12,6,189,9,6,221,15,6,
248,6,222,9,6,74,144,8,169,1,157

A 5148 DATH 12,6,254,9,6,189%,5,6,157,1,2
06,.232,236,21,6,208, 198,96

KF 5197 REM

HJ 5198 REM

KN 5199 REM

BDC S200 PIM CLEARS (317 :RESTORE S23@

HZ 5218 FOR TI=1 TO 31:READ A:CLEARSC(I,I)=
CHRS CA) :NEXNT T

aM S2Z78 RETURN

DY 5238 DATA 194,104,104,133,2085, 104,184,
133.255,151,8,133.Zﬁd.lﬁﬂ,ﬂ.liﬁ.?ﬂl,ll
6,208,251,230,205, 166, 205, 228

KB S248 DATA 206,240, 243,144,241 ,96

KH 5297 REM

G0 Sz98

KP 529%9%

IC 5300 DIM RELOCATES (Z4) :RESTORE 5338

READ IWN CLEARING MsC

DROIDZ

TR
AP
YC
N
G
KR
TR
JH
ou
TV

HI

LM

HI

CG
UH

5318 FOR I=1 TO I4:REaD A:RELOCATES (I,
IN=CHRS CA) : NEXT I

S5XZ80 RETURN

5338 paTa 104,104,133,207,104,133, 206,
li!,ﬂ,l!l.zll,lﬁi.til,lII,!lS,lEI.l.lﬁ
l,ﬁ,l??,!ﬂ‘,145.2!5;135.393

5348 DATA !4!,23I.ZHE.III,Z!?,ZIZ,!BH,
242,96

EEEL N READ IN TITLE SCREEW H/C |
5329 REM

54880 DIM FHSLI7) iRESTORE S440

5418 FOR I=1i TO 2ZZ:REa4D AIFKSCI, I) =CHR
§0A) :NEXT I

G420 HIZINT (ADRCFKS) #256) : LO=ADR CFHS) -
HI®256

5438 POKE S512,L0:POKE 513,HI:RETURM
S4480 DaTh 72,165.2B7,141,1|,212,141.?ﬁ
,Ilﬂ,ﬁﬁ,Ill,f,lil,Z&B,Zﬂﬁ,i43.iﬁﬁ,16.1
33,208,164 ,64

59399 REM --—-BLOB POSITIOMNS--—-

6888 DaTa ?!,1?6,54,33,IEB,Eﬁ,ﬂB,llﬁ,?
8

G818 DATA 54.2BB;34,?2.1&4.56,55,125.2
a8

68280 DATA 89,1%2,84,00,144,52,170,200,
24

GBId DATA BB.135,48.155,znn,59,55,95,3
Fl

6822 REM -——-PLAYER DATOA-—-

6188 paTa 9,60,90,126,231,255, 126,47
G118 DATA H,B,Eﬂ,ﬁﬂ,iﬁﬁ.lﬁﬁfliﬁ.lzi
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A-Z OF ATARI SOFTWARE

12

HE AL OF GOLDE

(AND NOT SO GOLDEN)

OLDIE

continued

LOCO * K K
arc Alligata 1987 (1) bud

A horizontally scrolling game in which you're in charge of a locomo-
tive despatching rail trucks coming toward you, and helicopters flying
above you. You also have the choice of changing tracks at junctions
which are dotted about. ‘Loco’ features some pleasing graphics and
superb music. Put simply, it's a good shoot 'em up featuring a train
instead of a spaceship.

LODE RUNNER * ki
plat Broderbund 1983 (d,r) full

A challenging platform game with some of the smallest sprites ever.
You traverse platforms, climb ladders and blast holes for the villains
to fall through. Your objective is to collect enough. jewels to open up
the exit to the next level. ‘Lode Runner' is a game where the right
strategy is just as important as baing nimble with the joystick.
Recommended for the platformers among you.

THE KEY

Star Ratings:-

* poor
* i poor/mediocre
* * mediocre
Ll mediocre/good
* ko good
* k ki good/excellent
* & ok ok excellent
arc arcade game () game is available on ta
plat platform game (d) game is available on disk
s5im simulation (r) game is available on ROM
strat strategy game cartridge
adv text adventure bud budget priced game
gradv text adventure with (£1.99-£2.99)
ictures mid mid-priced game
frp antasy role playing (£3.00-£6.99
game full full priced game (£9.00+)
arc/adv arcade game with imp game is (or was) only
puzzle solving/map- available on import from
ping etc. America
scarce no price range available,

because game is very dif-
ficult to get hold of
The price and format (lape, disk elc.) ranges guoted are inftended as guidelines

only. Games which were originally available on tape and disk can now be found
on carfridge and vice-versa, This can also alter the price of the game in guestion.
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LORDS OF CONQUEST * K i
strat Electronic Arts 1986 (d) full

Generally quite pleasing game of world domination, along the lines
of boardgames such as ‘Risk' and ‘Diplomacy’. Graphics (blocky
maps) and sound effects are pretty basic, but in the gameplay stakes
this one scores pretty highly.

MACHINE CODE TUTOR * Kk Kk
ut New Generation Software 1984 (i) scarce

A straightforward instruction program which guides you through the
basics of 6502 Machine Code (the 6502 is the microprocessor at the
heart of the XL/XE). The program is broken up into four lessons,
each with its own subdivisions. A particular piece of information can
be called up at the press of a few keys. Also included is an
assembler for the machine code programs you will write. A good, no
frills instruction programme.

MASK OF THE SUN * * Kk i
gr adv Broderbund 1982 (d) imp/ scarce

This illustrated text adventure is in the style of the ‘Indiana Jones'
movies. It's set in Mexico and has you searching for the mask of the
title in pyramids, caverns and jungle. You'll meet many characters
along the way who add to the atmosphere of the adventure. Exciting
and involving, with three double-sided disks of data. Has anybody
got the sequel, ‘Serpent’s Star'?

MASTER OF THE LAMPS * Kk Kk

arc Activision 1985 (d) imp/ scarce

Weaird game in which you guide a chap on a magic carpet through
rings until he reaches a screen where a genie sits playing musical
notes. You must then play back to the genie exactly the same notes
or you start from the beginning again. Highly original, with its main
appeal lying in the 3-D magic carpet sequence and the wonderful
musical soundtrack.

MASTERCHESS * K
sim Mastertronic 1986 (i) bud

A reasonable attempt at computer chess. Graphics are in unusual
shades of grey, yellow and black. You can save and load games, set
difficulty levels, adjust the positions of pieces and have an action
replay of the game. There is no two player option, 5o it's up to you to
challenge the computer.

MEDIATOR * ok h
arc/adv English Software 1985 (t,d) mid

A highly unusual game involving elements of shoot ‘em up, platform
and puzzle solving. It's also one of those games where you have to
experiment to find out exactly what you must do. Some of the
screens require a combination of careful thought and accurate
joystick control. Graphics and sound are of a high standard
throughout.

MERCENARY * Kk k Kk
arc/adv Novagen 1985 (t,d) mid

Programming genius Paul Woakes' terrific game was literally in a
class of its own. Played in real time, you can walk or travel in various
craft through a three dimensional wire-frame world. Part adventure,
part flight simulator, part shoot ‘em up, it is one of those few games
where a triumph of programming technigue walks hand in hand with
terrific gameplay. If you haven't got ‘Mercenary’, then WHY not?

compiled by
Kirk Ruebottom

WS
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MICRO RHYTHM * K i
ut Two Bit Software/Firebird 1986 (t) bud

This is a program which transforms your computer inte a drum
machine. Key presses turn on or off sound effects representing
snare drums, hi-hat, cow bell, tom-tom and clap. You can string short
pieces together to make a complete song. Obviously, the strength of
this type of program lies in the quality of the drum sounds repro-
duced, and its general ease of use. ‘Micro Rhythm' scores fairly
good on both counts,

MIG ALLEY ACE * i
arc Microprose 1984 (t,d) mid

A flight simulator which features more arcade action than most. The
game uses a split-screen technique, each player having his own
view from his cockpit. Dogfights are the order of the day with joystick
moves controlling diving, turning and climbing. Fairly exciting, but the
rudimentary graphics don't help things much.

MILLIPEDE % ¥ 1T
arc Atari 1983 (r) mid

Fast moving shoot ‘em up in which millipedes grow ever larger and
move ever nearer the bottom of the screen. It's up to you to shoot
them as soon as possible. Graphics are functional, but gameplay is
great. Shoot ‘'em up fiends should like this one.

MILK RACE * i
arc Mastertronic 1987 (1) bud

A frastrating bike racing game in which you travel over all the stages
of the famous Milk Race event. It's a horizontal scroller, showing the
cyclists, road, scenery and crowd from a side-on view. Your progress
depends on how well you use your bike's 12 gears over the
gradients and slopes of the course. Graphics could have been
better, but they are acceptable. The title page and music effects are
neatly done.

MINER 2049’er 2 * kK
plat Big Five Software 1982 (r) mid

The excellent ‘Bounty Bob Strikes Back' was the sequel to this
innovative, much copied platiorm game. You have to time Bob's
leaps and make sure he fills in every portion of each platform before
you can progress to the next level. A professionally designed game,
with equal levels of difficulty, fun and addictiveness.

MINI OFFICE 2 * K Kk Kk
ut Database Software/Page 61987 (d) _full

Pleasing collection of valuable utilities, comprising word processor,
label maker, spreadsheet, database, graphics and comms module.
The most incredible thing about this package is the value. All of the
programmes are written to a high standard into the bargain!

MIRAX FORCE * * K
arc Tynesoft 1988 (t.d) mid

An impressive-looking shoot ‘em up from the prolific Geordie soft-
ware house. ‘Mirax' features some high quality digitised speech and
graphics. You blast your way, 'Uridium’ style, across a horizontally
scrolling backdrop of a huge alien mothership. Difficult, but a reward-
ing experience for lovers of this type of game.

MISSILE COMMAND * K iy
arc Atari 1981 (r) mid

A no-frills conversion of the old arcade game where you have to
defend your cities from the ever oncoming nuclear missiles. Whether
you like this or not will depend on how much you liked the arcade
original. An exercise on how to program the Atari it is not. A fun,
unadulterated shoot ‘em up it is.

A-Z OF ATARI SOFTWARE

MISSING: ONE DROID * *
arc Bug Byte 1987 (1) bud

Renowned Atari programmer, Paul Lay must have written this when
he had an evening to spare. The whole game takes up around 5K of
memory of 0. You control a droid who fires in gight directions at the
hordes of nasties which appear and move all over the screen. Much
better done then the similar ‘Duellin’ Droids', but there's no denying
that it's a pretty shallow game, amusing at first but eventually
tedious.

MOLECULE MAN * Kk 3
arc/adv Mastertronic 1987 (t) bud

This garme occupies an enormous amount of tape because it also
contains a maze construction set for use with the game. You guide
what looks like a golf ball with legs through a maze of 256 locations
looking for such objects as coins, vending machines and teleporter
circuits. The game is played against the clock. Graphics are
monochrome, but highly detailed. There is nothing particularly spe-
cial about ‘Molecule Man', but there is nothing particularly wrong with
it either.

MONKEY MAGIC W

arc Micro Design 1987 (1) bud
Avoid at all cost

MOON PATROL * Kk

arc Williams Electronics /Atari 1982 (r) mid

A horizontally scrolling game in which you move
a moon buggy over a landscape filled with
craters, blast the aliens, and avoid oncoming
obstacles. Yes, it's all been done before | know,
but this one is pretty to look at and it plays very
well too.

MONTEZUMA’S REVENGE * Kk K i
plat Utopia Software/Databyte 1986 (t,d) mid

An utterly charming platforms and ladders game in which you control
a cute little sprite called Monty through 100 rooms in his quest for
ancient artifacts. There are many different types of nasties including
rolling skulls, spiders and snakes, all of them well animated. Some of
the traps are very ingenious and the whole game is one of perfect
timing of leaps and jumps. A treat.

MR. DIG * * i
arc Microdeal 1984 (1) scarce

Probably the best Microdeal game for the Atari (although that isn't
saying much). This is a conversion of the old 'Mr Do’ arcade game.
Graphics are O.K. and humerous in parts, and the sound, whilst
being of a good standard, could grate on you after a while

MR ROBOT AND HIS ROBOT

FACTORY * * Kk
plat Datamost/Databyte 1983/1986 (t,d) mid

A neat platforms and ladders game with some
original touches. Along with the standard jump-
ing, climbing and disposing of nasties there are
such things as transporters, trampolines,
bombs and slides. The programmer has cram-
med tons of colour onto the screen using dis-
play list interrupts and he has also included a
‘design your own screens’ facility. One of Ron
Rosen's best games (and he has written quite
a few).
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M.U.L.E. * %k ok ok
strat Electronic Arts/Ariolasoft 1983 (t,d) scarce

Definitely one of the best releases from the E.A_/Ariolasoft stable in
the mid eighties. The game can be described as a form of ‘Monopo
ly' on another planet but with even better gameplay and some
superb humour. Graphics and sound are very good throughout and
up to four people can play at the same time. A classic of its kind, and
more impartantly, an example of the perfect computer game

MURDER ON THE ZINDERNEUFF * * *
strat Electronic Arts/Ariolasoft 1984 (d) mid

You play the part of a detective who must solve a murder on board
the Zinderneuff airship. The game screen provides a four way
scrolling birds-eye view of the airship with various sprite characters
going about their business inside. You move your detective and
approach the suspects to ask questions. From their replies, and by
searching rooms for clues you must solve the murder. The game is
completely joystick controlled and the murder cases are always
ditferent. Altogether original and refreshing, with some glorious char
acters and great atmosphere.

NECROMANCER * % %
arc Broderbund/Synapse1982 (t,d) scarce

An unusual game which is guaranteed to make your joystick hand
ache. The game takes place over three distinct phases. In phase
one you move your wisp over the screen fo stop ogres from eating
the trees you are planting. In phase twoe you move your trees over
the larvae pits of the Necromancer's spiders before they hatch. In
phase three you meet the Necromancer and you try to destroy his
graves and the spiders you did not kill in phase two. Colourful
graphics and neat sound effects, as well as unigue gameplay make
‘Necromancer' a winner.

THE NEVERENDING STORY * % Kk
gradv  Datasoft 1986 (d) imp/scarce

A fantasy adventure with some excellent grapbics, based on the film
of the same name. You may have some trouble getting your inputs
understood due to the limitations of the game’s parser, but don't be
put off because this adventure is worth persevering with. The music,
by Gary Gilbertson, is up to his usual excellent standard.

NIGHT MISSION PINBALL
arc Sublogic 1982 (d.t)

A computer pinball machine with some weird
sound effects and, unfortunately, artifacted
colours. As well as giving you a good game of
pinball. this program allows you to contral
some of the parameters, such as ball speed,
scoring etc. It's fairly well done, but not as
good as ‘Pinball Construction Set'.

* K i
imp/scarce

NINJA

arc Mastertronic

A well-done martial arts game which could easily have been re-
leased at full-price without raising any eyebrows. You play the title
role, kicking, punching, chopping and leaping your way through
many nicely drawn screens in search of six idols. Animation is quite
good throughout (although not up to the standards of ‘Karateka’ or
‘International Karate'). Altogether, one of the best budget releases
for the Atari.

* K ki
1986 (t)a bud
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NINJA MASTER * 7
arc Firebird 1987 (t) bud

Mot a martial arts game as such, rather a test of hand-eye co-
ordination as you guide your ninja through a series of tests. A couple
of these tests involve hitting oncoming objects. Anather has you
waggling the joystick as fast as you can, and the last invaolves a
blowpipe and bursting balloons! Graphics and sound are on a pretty
basic level. The game has an addictive quality, but as an exercise in
programming it leaves much to be desired

NUCLEAR NICK * %k i
plat Americana/U.S. Gold 1986 (t,d) mid

This is another in the long line of platform games from prolific
programmer Ron Rosen. It's pretty standard stuff with you jumping
and killing baddies etc. There are twenty ditterent screens in all, and
the graphics are good enough to lift it above the run of the mill.

OLLIES FOLLIES * i
plat American/U.S. Gold 1986 (t,d) bud

A twenty four screen, archetypal platform game with O.K. graphics
and a certain amount of addictiveness. It's much in the same vein as
‘Nuclear Nick’ or 'Beer Belly Burt', but at the price represents nice
value for money.

ON CUE * *
sim Mastertronic 1987 (1) bud

This is remarkably similar to the earlier *Steve Davis Snooker’. As

well as the snooker program, Mastertronic have included a version of

Pool. All the usual features are here (power, spin, choice of oppo

nents and nine difficulty levels). Altogether another average attempt {
at putting snooker onto computer, ;

180 * ok K
arc Mastertronic 1987 (1) bud

Anather darts simulation, this time requiring 64K of
memaory to run. You have the option of playing
either a friend or the various computer opponents
at "501". The graphics for the dartboard and moving
hand {which you have to guide with the joystick)
are very good. If you manage to score a maximum,
then you hear a digitised yell of "180! from your
T.V. speaker.

ONE MAN AND HIS DROID *
arc Mastertronic 1986 (t) bud

A weird game which takes place in a side-on view of a maze of
tunnels and passages. Moving your droid, you must locate all the
lost ‘sheep’ (colourful alien-looking sprites), and guide them to a pen |
lacated somewhere in the maze. | suppose it's a sort of futuristic i
‘One Man and His Dog' (hence the title). Music plays constantly
throughout and it can become quite irksome.

ONE ON ONE * k1 |
arc Electronic Arts/Ariolasoft 1984 (t,d,r) mid

‘one on one’ basketball simulation which is
fairly well done. You take the part of either Larry
Bird or Dr. J. (real American basketball players),
and you can play against a friend or the compu-
ter. As well as moving your player around the
court you can block, jump, spin round, shoot and
tackle. The animation of the two players is
above average and it turns out to be quite an
enjoyable game. Watch out for the slow motion
replays, fouls and slam dunks.




OPERA HOUSE/QA * K
adv Bignose Software 1985 (d) bud

Two text adventures on one disk. The first casts you as a Prima
Donna searching the Paris Opera House for the (injfamous phantom
who is out to wreck your opening night. The second is an Indian
Jonas type affair where you are up to your neck in jungles, natives
and guicksand. They're reasonably entertaining, but a bit short on
vocabulary and location descriptions.

PACMAN * ki
arc Datasoft/U.S. Gold 1984 (t,d,r) mid

Competent conversion of the incredibly popular arcade game of the
early 80's. All the features of the original are here, but whether
‘Pacman’ still holds interest for more modern tastes is open to
question.

PANIC EXPRESS Ay d
arc Red Rat 1986 (t,d) mid

In this horizontally scrolling game, you are a guard who must make
his way from the rear of a train to the engine in order fo stop it and
avert disaster. Many obstacles (helicopters, smoke, cloud) hamper
your progress, and these must all be avoided. Graphics are on the
weak side, but when the gameplay is this good, who's complaining?

PANIK! * iy
plat Atlantis 1987 (1) bud

Uninteresting ‘Lode Runner’ derivative which has you running up and
down ladders, across platforms, and digging holes to trap monsters.
Graphics are a basic four colour job, and the sound is not very
imaginative either. Even at the price, this one is not worth consid-
ering.

PANTHER * K i
arc Mastertronic 1987 (1) bud

Tricky, diagonally scrolling shoot 'em up in the vein of ‘Blue Max'.
This is almost the game ‘Blue Max 2001’ should have been. You
have to rescue stranded pilots as well as cope with the alien craft
which swoop on you from all sides. Fairly good graphics and
addictive gameplay.

PAWN, THE * Kk K i
gradv  Rainbird Software 1987 (d) full

This famous adventure finds you in the mythical land of Kerovnia
with a mysterious silver band around your arm. You take it from
there, and the story unfolds as you play the game. ‘The Pawn’
comes on two disks, has numerous pictures to accompany its reams
of descriptive text, and probably has the best adventure parser
written for 8-bit machines.

PAYOFF, THE * K i
adv Bignose Software/Atari 1985 (t,d) mid

A text adventure which is strong on atmosphere but has a somewhat
limited vocabulary. The seedy storyline takes place over city streets
and inside various buildings. Your objective is to recover a large
diamond to enable you to pay off all your debts.

PHANTOM * ki
arc Tynesoft 1987 (t,d) mid

‘Phantom’ could be described as a sort of ‘Ghostbusters’ meets
‘Gauntlet’. The ghost busting side of things is here, but it all takes
place in ‘Gauntlet’ like passageways. A nice feature is the BPM
indicator (your heart rate in beats per minute). If you bump into two
many ghosts this increases until it reaches 100, then it's game over.
Generally, a very professional product.

A-Z OF ATARI SOFTWARE

PHARAOH’'S CURSE * K W
arc adv Synapse 1982 (t,d) imp/scarce

An interasting little arcade adventure which has you running and
jumping through a pharach's tomb in search of ancient artifacts.
Elements of platform, shoot ‘em ups and puzzle solving blend
together well hera, but the whole thing is let down by some weak
graphics.

PHARAOH’'S PYRAMID * Kk
arc Master Control Software 1983 (t) imp/scarce

Probably the best of the numerous 'Q-Bert’ clones for the Atari. In
case you missed 'Q-Bert’, it's the one where you have to jump
around a triangle shape of cubes and turn them all the same colour.
Each level completed in this variant means another stone has been
laid for the Pharaoh's pyramid. There is a good selection of nasties
to be avoided and the screens are teeming with colour.

PINBALL CONSTRUCTION SET * % %
arc Electronic Arts/Ariolasoft 1983/1985 (d) full

A pinball construction set is exactly what this piece of software is.
You can create and edit everything from the shape of the table,
through to the position of flippers, scoring bonuses, ball catchers etc.
Trying to mention all of the features of this brilliantly designed game
in such a short space is impossible. However, there is one draw-
back. We unfortunate P.A.L. T.V. set owners can only obtain
monochrome graphics due to the programmer's use of American
artifacting to obtain colour.

PITFALL 2 * ok x
arc Activision 1984 (t,r) mid

This si a running, jumping and climbing game set over a multitude of
scrolling, colourful screens. Map making may be called for because
the area you have to search over is very large. Monkeys, birds,
snakes and many other creatures are all out to stop you, so you'll
have to time those leaps perfectly. Competent and imaginative
programming are quite evident in ‘Pitfall 2",

PIRATES OF THE BARBARY COAST * % *
strat Starsoft/Cascade 1987 (d) mid

I'll swim against the critical tide and admit that | really like this one.
Most critics hated this game because it did not live up to the
mega-game status everyone expected when they saw the advance
Atari ST screenshots, Let's face it, this turned out to be a good
trading/strategy/shoot ‘em up game, ESPECIALLY on the XL/XE.

PITSTOP * K i
arc Epyx 1983 (r) scarce

A motor racing game with an angled bird's eye view of the course
and 3-D pitstop scenes. Your car is simple to control, being just
forward and backward movements of the joystick. In the pitstop
scene you must change damaged tyres and refuel the car. Overall,
nothing particularly special, but it's not a bad racing game by any
means.

PITSTOP 2 * Kk K
arc Epyx 1984 (d) full

This improved sequel took a long time to be released here in Britain.
In this split-screen affair you can either race against a friend or the
computer over six different tracks. The view (from behind your car) is
also an improvement over the orginal. The pitstop scenes are still
here, and they are as good as in 'Pitstop 1",

MORE NEXT ISSUE
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It's Bits

THE XE AND THE PORTFOLIO

and other interesting stories - by Kit Lethby

information to and from the Atari Portfolio and | thought
other readers might like to share my experiences.

I have been using a Portfolio with my XE for over a year now
and have had very successful results when transferring data.
Belore | go into the details there is one thing that needs to be
clarified from the reply to the original letter. Yes, the Portfolio
does have a comms package built in, BUT it will only work
when the Parallel Interface is connected and is communicating
with an IBEM compatible machine. When communicating with
the Atari one must use the Serial Interface, a connector to
change the 9 pin output to 25 pin output, a null modem, and a
suitable cable to connect the Portfolio to the Atari. 1 use one
that was made in Australia, but the people who made it inform
me that the P.R. Connection should also work. Regarding
software, | use a Shareware program called MEGATERM 2,
which is not currently available in the U.K, but which should
shortly be available as Shareware through Page 6. | have not
tried Amodem or Kermit, but intend to in the future, I'll keep
you informed of the results,

The Portfolio also has to have different software. There are
two good PD) programs which | gained from Atari, Australia,
who | must say have been great in assisting me with software
for the Portfolio. The best program is Xterm 2, butl Acom will
also successfully transfer the files. A filename has to be given
at both ends or the Capture Mode can be used on one end,
Occasionally the Portfolio locks up if one is using other PD
programs and therefore it is necessary to Cold Start it and
naturally. one loses all the files on the built in C: Drive. It is
therefore advisable to have a Ramdisk Card so that Xterm does
not get wiped out. Of course, Xterm has to be downloaded into
the computer and one will have to find a kind dealer who is
prepared to do this through an IBM machine.

For this you need the Parallel Interface (the software for the
IBM comes with it) and necessary cables, which can also be
used to printout documents to a Centronics Printer. Alterna-
tively, It could be put straight onto a Rameard, but again Atari
or a supplier would have to do this. Maybe the Silica Shop can
help?

Atari have supplied me with numerous PD programs for the
Portfolio - Chess, Basic. Othello. ete. which I download and
store in Atari format onto my 1050 Disk Drive. All files are
usually successfully transferred with the exception of very long
programs over 45K, which need to be transferred in more than
one part. & PD program has also been written which enables
the user to connect a small portable battery operated 3.5 inch
floppy disk drive produced 5/6 years ago. and which has now
been re-released by Tandy called the PDD2. It can be connec-
ted to the Portfolio via one of the interfaces and formatted to
hold 200k of data per disk. I have not acquired one yet, but do
intend to and again will keep you informed about it.

I hope this has been of some help to those interested in
acquiring a Portiolio, I've found it to be a great little machine,
but had it not been for the backup that Atari. Australia have
given me, could have found the whole thing very frustrating.
All in all, it was quite a costly venture and set me back

I n Issue 46 there was a letter concerning transferring
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approximately $1120 - over £500.

Here is a run down of the costs. Prices have been converted
from Australian dollars at the exchange rate of 2 dollars to the
pound.

Portfolio £247.50
Megaterm Cable and software £ 60.00
Parallel Interface £ 45.00
Serial Interface £ 60.00
Cable for Parallel Interface £ 12.50
Null Modem £ 5.00
9 pin/25 pin Connection £ 5.00
128k Ramdisk Card £125.00

Total £560.00

CONNECTING UP

On to another subject now for those who have more than one
computer. [ recently built an interface, which enables me to
connect my two XE computers to one 1050 Disk drive, as well

as the cassette, printer switch box (one lead for the XE, one for

the Portfolio), the R5232 connection (to the Portfolio, and a
spare just for the Hell of it! This enables me to switch the drive
between the two computers, working on one while the other is
loading. Someone can play on one while another person is
working on the other, one can printout while the other is
accessing the disk drive ete. It started out as a 'Can [ do it’
project and ended up being very successful and [ use it far
more than [ ever expected. [t also saves so much unplugging
and ‘wear and tear' on the sockets. | am prepared to write an
article on how it is done, but as it would be quite time
consuming how about readers letting me know if they are
interested before | put pen to paper? It was remarkably easy to
do and as I've never done a thing with electronics before, I'm
sure anyone could have a go.

For those that like to dabble, here are a few tips on how it is
done. All one has to do basically is make up a double cable
and run it from the disk drive to the 2 computers and put a
switch between pin 7 & 10 so that the computers don't know
that each other are there. Well. that isn't quite all of course as
the disk drive and printer will only be available to one compu
ter at a time, hence the need for a proper interface. If you're
interested in the article then let me know.

SOME TIPS

Here are a few tips that readers may have forgotten about.

-- when using Turbo Basic: If you go to DOS instead of
rebooting or loading AUTORUN.SYS, hit M, type 2080 and
yvou'll find yourself straight back in Turbo Basic.

L R ——
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WO 1 REM el - - ok of-o-ef-of-od-iat-ef oo oo
0Z 2 REM % CRYSTALS - author unknown *
SP 3 REM % ———--=————mmmmmmm———— o »
GD 4 REM % NEW ATARI USER - Dec '91

PF 180 GOSUB 3000

RJ 15 DPEG :Ra=12:I=-Ra/2

ID 260 DIM QC80) ,HW(E@) ,E (80 ,R(60)

HO 38 POKE 77,8

ZF 143 ALH-150:4ZH=150:A1Y=95:A2Y=95

DB 144 F1-RA®RND (1) -I:FZ-RA®RND (1) -1

HI 145 FS=RAMRND (1) -I:F6-RAWRND (1) -I

JQ 147 F7=RA%RND 1) -I:FB=RAWRND (1) -1

FP 148 FI=RAMRND (1) —I:F4=RA¥RND (1)-1I

RH 178 GOSUB 80

YH 188 GRAPHICS 24

SM 198 SETCOLOR 1,8,15:SETCOLOR 2.0,80

PZ 208 SETCOLOR 4,080,808

HZ 285 COLOR 1

ST 266 GOSUB 4000

0L 218 GOSUB 1008

RS 230 FOR D=1 TO 200:POKE S3279,0:MEXT D
R Mo 0G0 SUBE 10608 FOR

aL 270 GOTO Z@

no 388 REM

GZ 384 PO

JFE 385 ZA=INTC(IGLMRMD 1)) :Z2=INT (I6L%¥RAND(
133

LS 306 ZI-INTCIGL®RMND (1)) :Z4A=INT(I6L1%RND(
139

ET 387 VU=IGL¥RNDC1)

OT IAB ZS=INTCIGLIMRAND (1)) :Z6=INT CI6LWRND
133

QU I89
133

RL 318 FOR M=U TO U+47 STEP 8.6

5¥ I1S TL=SINCCZL+NI®F1) :TZ=SINCIZS+H)I¥F5
)

HT 328 QIPI=ABSCCALMM®(TINTZ+0.4)/1.43)

HOD IZ1 TL:&IH((ZZ“H).FZ::T!:ﬁIH(EZE'FIII*FE
)

JU 322 HIPI=ABS CCALYHITIHTZ40.4)/1.43)

BD I26 TL=SIMCCZI+MINFI) :T2=SINCCZ7HHINF7
)

GD 330 ECP)—ABSCIAZHM(Ti%T240.43/1.43)

EQ 331 TLI=SINCCZA4+KI®F4) :T2=SINCEZB+H)HF8
)

JN 332 RIPI=ABS ((AZYH(TAIHTZ+0.4)/1.4))

Z7=INT(IGLMRND (122 : ZE=INT (IGL*RMND C

DI IXZ68 IF P=74 THEN SETCOLOR 1,TINT,LUM:C
OLOR 1

IO Z48 P=P+1:MEXT H

ZJ 358 RETURMN

nY 1888 REM CALCULATE LIME

WO 1818 K=P-1

PJ 1828 FOR P=1 TO K

HY 1838 M={HI{P)-RIP))/C(QC(PI-ELPI]

PL 1048 B=HI(P)-M*Q (P}
DX 1050 ST=C(E(P)-DCPI) S 20

PU 1865 IF QCPI=ECP) THEN QIPI=QI(P)+1:GOT
0 1838

ZR 1878 GOSUB 1568

IM 18088 MNEHT P

HC 1885 FOR HKX=1 TO 480:NEHKT HH

B 1898 RETURM

LJ 1588 FOR X=QCP) TO ECP) STEP 5T

AH 1518 Y=-MMH+B

HC 1528 PLOT 1604+H,96+Y

IR 1538 PLOT 160+X,96-Y

JH 1548 PLOT 160-H,96-Y

IN 1558 PLOT 160-H,96+Y

MA 1568 NEXT H

BE 1578 RETURM

FVU 4998 MN=P

NR 4918 K=P-1

PHM 4928 FOR P=1 TD K

HM 4838 PLOT ELPY,HIP)

OR 4835 PLOT QCP)Y,RIP)

EK 48408 PLOT ECP), 191-MHWIP)

GK 4845 PLOT QCPY,191-RIP)

EN 4858 PLOT Z19-E(P),191-HI(P)

HP 4855 PLOT Z19%-0QCP) . 191-R(P)

JM 4868 PLOT IL9-E(P),HIP)

NI 4865 PLOT I19-0QCP) ,R(IP)

IM 4878 MNEXT P

GP 4088 P=N

B> 48980 RETURMN

o0 9008 DIM CRS5C1) :CRS=CHRS$(155):DIM ASCl
921 :REM

HZ 9618 GRAPHICS 2:0PEN ¥M1,4,9,"K:":POKE
752,1

HWC 9020 SETCOLOR ©,8,19:SETCOLOR Z,8.8

JI 9638 PRINT H6;CRS;CRS5;CRS;CRS]

IX 9858 PRINT #6;" CRYSTALS"

RZ 989680 PRINT n6;""

TT 9878 PRINT H6;" by dynacomp"

RN 9888 PRINT " Please Hait ........ L

UF 9898 POKE 752,08 :RETURN

-- if using the SpartaDos X Cartridge and you wish to disable
the Cartridge while booting another disk, rather than pulling
out the cartridge, go to basic, type: POKE 580,1 [RETURN] and
hit SYSTEM RESET this will boot up a disk with the cartridge
disabled.

- if you use SpartaDos X, why not make up a disk which on
bootup loads that excellent program from Page 6 issue #33,
Softkey. Put on all your most regular commands, for example 1
use:

Q) - DIR "D8:*.*

L - LOAD "D

S5-SAVE "D

E - ENTER "D

A - X D8B:Filename1.0BJ

B - X D8:Filename2.0BJ

etc.

Y - COPY D1:Filenamel.0BJ,DE:Filename 1. 0OB.J
Z - COPY D1:Filename2.0BJ,D&:Filename2 . OBJ

I load in Turbo Basic and Textpro into D8: on bootup from an
AUTOEXEC.BAT file and then use DOS and Softkey to load
them instantly. This is only worth doing if you can easily exit
from your program to get to DOS to load the next ML program,
but of course it works fine using Basic programs.

FINALLY I PRESENT ....

I have included a nice little program that produces very
interesting randomly produced graphic designs in mode 8. 1
bought it from America years ago, but have never seen in over
in Europe. It's in Basic and is best used with Turbo Basic or
Compiled. I'm sure many readers would be interested in it
even though it is about 12 years old! I did add a utility to make
a 62 sector file of the graphic on disk and then using the
facilities in ‘Print Shop’ and PS Interface you can turn it into a
file that ean be loaded as a ‘tile’ background with 'Print Shop".
However this version seems to have gone astray, so I've just

enclosed the basic program. I'm sure there are many enterpris-

ing young lads, or lasses, who can find a program to make a
screen dump to disk.

Well thanks for listening to some tips from down under. In
closing might [ suggest that the magazine runs a page that
includes useful tips on programming, useful Peeks and Pokes,
etc. that readers send in, together with other little tricks. What
sort of interest would there be in this idea?

Kit Lethby is a long term reader and supporter from Sydney.
Australia where the Atari is still surviving (just!]
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EIGHT BITS

Ed Hall concludes his look
at the fortunes of Atari
throughout a short history

ramiel found a way to survive. He withdrew from the

American market and concentrated on his native

Europe. There he built up a loval [ollowing of custom
ers whose brand recognition would soon carry them from
Commodore calculators to Commodore computers.

Meanwhile, back in America, the calculator wars of the 1970's
had two key impacts on the future development of personal
computers. First ol all. it plunged into debt g small business-
man named Ed Roberts. In a desperate attempt to turn around
his company’s fortunes, he decided to offer for sale a computer
kit called the Altair. It was the first ever commercially available
personal computer, and it launched the personal computer
revolution.

Another lasting impact of the calculator wars was the lesson
it taught Jack Tramiel - the importance of being vertically
integrated, Or in other words, don't depend on other com-
panies for essential parts. Tramiel borrowed heavily in order to
acquire MOS Technologies. thus providing a secure source ol
chips for Commodore calculators and watches. It was one of
Tramiel's most brilliant moves,

As it happened. MOS Technologies had just developed a new
microprocessor, the 6502, Intended for use in a computer, it
was significantly cheaper to produce than the other leading
chip on the market, Intel's 8080. To exploit this new chip,
Commodore decided to enter the personal computer market,
Bul before building their own machine, Tramiel decided to
check oul a computer already being developed around the
6502, He sent Chuck Peddle, the man who designed the 6502,
and Andre Sousan, Commodore’s VP of engineering, to see
Steve Jobs, Acquiring the Apple [ would save Commodore a lot
of development time.

TOO MUCH FOR
TRAMIEL!

Steve Jobs was ready to sell. He asked for $100,000, some
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OF HISTORY

OR, THE WAY IT MIGHT HAVE BEEN

Commodore stock, and employment for himself and Woz. But
Jack Tramiel figured this was too much for a product being
developed in a garage, and nixed the deal. Later, both Peddle
and Sousan would defect to Apple.

In the meantime, however, Tramiel challenged Peddle to come
up with his own design, and in 1977 - the same year that the
Apple 11 and the Radio Shack TRS-80 Model | were introduced
- the Commodore PET came out.

Commodore went on to corner the low-end home computer
market, a success due in no small part to its "vertical integra
tion.” Thanks to Tramiel, Commodore was ready for combat
when the dreaded Texas Instruments brought oul its own
personal computer. In the ensuing home computer wars of
1982-83, Tramiel had the satisfaction of erushing his old foe
and driving it out of the personal computer marketplace. In the
process Atari was badly mauled as it tried to keep pace with
the savage competition.

Commaodore’s chief weapon in the home computer wars was
the 64, a low-cost computer which matched the Atari 800 in
graphics and sound. In 1983 Atari countered with the XL line,
whose first model (the 1200) flopped miserably. The 800XL
became Atari's main computer, but as the name suggests, i
was basically a revamped 800. Though a good product, the
S00XL offered no technical advancement over the Commodore
64, and even worse, Atari could not market it cheaper than the
64, because Atari was not vertically integrated.

Atari had become Loo moribund to find the kind of solutions it
needed to remain an industry leader. In 1983, for example,
rumours began to surface of a new computer with fantastic
graphics and sound, a machine that many dubbed the 800°'s
older brother, because It incorporated custom graphics chips
designed by Jay Miner. Codenamed "Lorraine,” it had started
out as a game machine, but after the market went was conver
ted to a computer. It was being developed by a small company
called Amiga, whose greatest achievement up to that point was
a device called the joyboard - a foot-operated controller that
came packaged with a surfing game. Not only was the com-
pany set up by former Atari employees, bul it also obtained a
loan from Atari to assist with the development of the Lorraine.
It was precisely the sort of product which Atari itself should
have had under development.

Alari however was not the only company making mistakes.
Commodore followed up on the twin successes of its VIC-20
and the 64 with a pair of colossal flops. the Plus 4 and the 16.
This caused dissension in Commodore. and early in 1984 - al
nearly the same time that Steve Jobs was triumphantly laun-
ching the Macintosh - Jack Tramiel abruptly resigned. Com

Part 2



modore stock fell and suddenly its future was uncertain,
especially when Tramiel resurfaced 6 months later and bought
controlling interest in Atari. A number of key people followed
him there - in addition to his three sons, there was Greg Pralt,
Sig Hartmann, Elie Kenan, and others. One of them, Shiraz
Shiviji, led the team of engineers who produced the ST compu-
ter in a miraculous 6 short months.

WHO WANTS THE
AMIGA?

When Tramiel took up residence in Sunnyvale, he was paid a
visit by Amiga Corp. They now had a working prototype of the
Lorraine, but needed more capital to bring it to market. Was
Tramiel interested in acquiring it? Tramiel was, but the offer
he made wasn't to their liking, so off Amiga went to Com-
modore.

Commodore, however, was preoccupied by the upheavals
which followed Tramiel's departure, and showed no interest.

Reluctantly Amiga returned to Atari to accept Tramiel's offer.
but were stunned to learn that it was now much less than
before. With the ST under development. Tramiel had no need
for another 68000-based computer. Besides, Amiga still owed
Atati money, and if they defaulted on the loan, Atarl would
pick up Amiga's assets anyway. Amiga stubbornly refused to
cut its losses, and for the second time left Atari without
making a deal.

At the last minute, on the same day the loan was due,
Commodore roared in and snatched the Amiga from under
Tramiel's nose for $25 million.

Atari and Commodore exchanged lawsuits - Commodore
claiming that ex-Commodore employees who followed Tramiel
to Atari had taken with them trade secfets, and Atari disputing
ownership of the Amiga.

The ST debuted exactly a vear after the Mac, and was dubbed
the "Jackintosh” by the press. The Amiga came out later in
1985 but the ST had stolen much of its thunder. And like the
Macintosh, Amiga sales were initially disappointing.

ATARI STILL
VIDEOGAME KING!

The appearance of IBM's PC in 1981 may have validated the
personal computer to corporate America, but it also marked
the beginning of fresh turmoil. The firm which stood to lose the
most because of IBM was Apple, for both companies set their
sights on the high-end market and the business world. It did
not take long for IBM to overtake Apple's lead. By the end of
1983 Big Blue commanded about one-third of the market and
had displaced Apple as the industry leader.

The year had begun well for Apple with John Sculley coming
from Pepsi to replace Mike Scott, who had left in 1981. The
Lisa and the Apple lle were both introduced that year. and for
a while Apple stock soared. Then, just as was happening with
videogames, the entire market began to sour. There was a
recession on, and people were becoming fed-up with the glut of
lousy games cranked out by greedy companies, and confused
by the hyperbole spouted by competing computer brands. The
industry needed a cooling-out period, and the consumer
waited for the marketplace to settle down, for the options to
become a bit clearer.

PROFITS DROPPING

Though Apple did $983 million in sales for 1983, it also
suffered its first quarterly drop in profits, and its stock fell
from a high of $63 to a low of $17. When the Lisa failed to
crack the office market, it became clear that Apple’s future
rested with the Macintosh, even though Apple 11 sales re-
mained surprisingly strong. But after a glitzy launch in 1984
and strong early sales, the Mac stalled. Many observers credit
the leadership of John Sculley with keeping the company from
going under. Finally a power struggle developed between Scul-
ley and the increasingly erratic Jobs. It came to a head in
1985, which was to prove the most difficult year of all in
Apple’s history. Woz left the company in disgust and sold all
his stock. Other key people began to leave the company as
well, including Burrell Smith, the principal designer of the
Mae, burnt out by Apple politics and 100-hour work weeks.
Finally things came to a head between Sculley and Jobs, and
Jobs was removed from his position as chairman. Stung to the
quick, he resigned. Twelve hundred people were laid ofl.
Morale was very low,

Atari meanwhile had begun to unravel a year earlier than
Apple. At the time it was at the peak of its fortunes, with over
10,000 employees worldwide and some 70 buildings in Silicon
Valley. Revenue in 1982 was its highest ever - $2 billion - but

just before the year ended. Warner announced its earnings for

the last quarter would not be as high as originally predicted,
due to a slump in the videogame market. Immediately Warner
stock lost a third of its value,

YOU LOST HOW MUCH?

In 1983 Atari suffered staggering losses - $450 million. It laid
off 1700 people and accepted the resignation of Kassar, who
was under investigation by the Securities and Exchange Com-
mission for insider trading. Warner replaced him with James
Morgan, a VP from Phillip Morris. a tobacco company. Morgan
continued trimming operations but he couldn't staunch the
bleeding quickly enough. Warner Communications had already
become the second biggest corporate loser after Chrysler, and
it had to get rid of Atari fast. That's when Jack Tramiel arrived
in 1984. At last Atari was back in the hands of someone who
knew the business.

Tramiel slashed Atari's bloated corporate structure until only
a single building remained, and concentrated the company’s
resources on developing the ST computers. This meant aban-
doning the videogame market, of which Atari still controlled
75% in 1984. Tramiel shelved the 7800 game system, which
had been unveiled just two months before he took over the
company. Though its CPU was the aging 6502, the machine
employed a new graphies chip dubbed Maria, which was Atar-
i's first departure from the venerable player-missile system.
The result was state-of-the-art graphics. Had the 7800 been
released as planned in 1984, Atari might have maintained its
market lead. By the time it realised that videogames were still
a viable product, it was too late,

In 1986 Atari re-introduced the 7800, and brought out the
2600 [VCS) in a new case, In 1987 it released the XE game
system, which was the 800XL in a new case, and offered its
customers recycled software that was as much as 5 years old.
These are not the moves that a company makes when trying to
corner a market. They are what a company does when trying to
pick up crumbs at someone else’s dinner table. However, part
of Tramiel's business philosophy s that it's often better not to
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be first into a market, because then you can capitalize on the
mistakes of others. And in 1989 Atari made a strong move in
the videogame market by acquiring the Lynx, a handheld game
machine which had been developed by a software company
named Epyx. But by then the lead of Nintendo and Sega
seemed almost insurmountable. Astonishingly, Atari was no
longer videogame king. Ironically, its computers continued to
suffer from the image of "game machines.”

In other worlds Atari was the sole surviving company, as was
Apple, as was Commodore and [BM. If you were free to choose
the world which would it be? Or is the one in which you are
reading this article more interesting?

A POSTSCRIPT:
MORE SCIENCE FICTION

Steve Jobs, after being ousted from Apple, is now heading up a
new company called NeXT, which is producing work stations.
One of the first business deals he struck was with his old foe,
IBM.

Nolan Bushnell is now working for Commodore.

Warner Brothers still owns a sizeable chunk of Atari.

Apple and IBM recently announced an "alliance” in a bid to
counter declining sales.

ANNOTATED BIBLIOGRAPHY

1. GENERAL

FIRE IN THE VALLEY: THE MAKING OF THE PER-
SONAL COMPUTER by Paul Freiberger-and Michael Swaine.
{Osborne/McGraw-Hill: 1984)

This book is a good history of the chaotic early years of the
microcomputer industry. Apple, Atari and Commodore are only
part of this story. Find out about the other guys, such as
IMSAI, Cromemco, and MITS,

HACKERS: HEROES OF THE COMPUTER REVOLU-
TION by Steven Levy. (Doubleday: 1984)

Engagingly written, this book brings to life the exuberant
adolescence of the microcomputing industry, and has enough
oddball characters in it to populate several Donald Westlake
novels. You'll read about some of the crazy goings-on in the
early days of Sierra On-Line, the company built by program-
mer Ken Williams and his wife Roberta (author of all those
King's Quest adventures). There is an interesting courtroom
scene when Atari brought suit against Sierra for copyright
infringements on PacMan. This book is a must-read.

SILICON VALLEY FEVER: GROWTH OF HIGH
TECHNOLOGY CULTURE by Everstt M. Rogers and Judith
K. Larsen. (Basic Books: 1984)

Of the flurry of books about computers which suddenly
appeared in 1984, this one is the most dated. It gives a broad
picture of life in Silicon Valley, and deals briefly with just
about everything - venture capital. espionage, housing, the
divorce rate, burnout. women in the industry, ow a microp-
rocessor is manufactured, ete. It also gives briel sketches of
Apple, Hewlett-Packard, Intel, and assorted personalities.

THE SOUL OF A NEW MACHINE by Tracy Kidder. {Little,
Brown: 1981)

This book describes the making of a new model of mini-
computer by a group of employees at Data General. Despite its
title, the book’s focus is on the people rather than the
machine. Although it has nothing to do with Atari or personal
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computers, it's worth reading for the insight it gives into the
enormous personal cost required to produce a computer, Steve
Jobs will look like less of an ogre after you read this book
(which, incidentally. won a Pulitzer Prize). You'll love the
prologue.

2. APPLE COMPUTER

Steve Jobs is, according to Jean-Louis Gassee, who eventually
replaced him as head of the Macintosh division, "that hand-
some and tragic character out of some novel, that visionary
monster, aesthete, lonely, detestable and fascinating creature.”
No wonder so many books have been written about him and
Apple Computer. The cream of the crop are:

THE LITTLE KINGDOM: THE PRIVATE STORY OF
APPLE COMPUTER by Michael Moritz. (William Morrow and
Co.,: 1984)

STEVE JOBS: THE JOURNEY IS THE REWARD by
Jeffray 5. Young. (Scott Foresman and Co.: 1988)

WEST OF EDEN: THE END OF INNOCENCE AT
APPLE COMPUTER by Frank Rose. (Viking: 1989)

“The Little Kingdom" focuses on Apple's early years, and has
little on the development of the Lisa and the Mac. "West of
Eden," the most engagingly written of the big three, picks up
where "The Little Kingdom" leaves off. "The Journey” is encyc-
lopedic in its detail, and covers the entire period that Steve
Jobs was at Apple.

ACCIDENTAL MILLIONAIRE: THE RISE AND FALL
OF STEVE JOBS AT APPLE COMPUTER by Lee
Butcher. (Knighibridge Publishing Co.: 1930)

The slightest of the books about Apple, it offers little that is
new. Read it only if you want a quick potted history of Steve
Jobs and the Apple story.

ODYSSEY: PEPSI TO APPLE ... A JOURNEY OF
ADVENTURE, IDEAS AND THE FUTURE by John Scul-
ley with John Byrne. (Stoddart: 1989)

Whao is John Sculley? He's the man who got rid of Steve Jobs,
and this book was writien to expiate that guilt. [s he a skilled
corporate hitman? Or a decent, hardworking person who saved
Apple from itself? In support of the latter, he offers a picture of
himself making a peanut-butter sandwich.

3. ATARI AND COMMODORE

HOME COMPUTER WARS by Michael Tomczyk. (Compute!
Fublications: 1984)

This book begins with the author taking home a pre-produc-
tion Atari computer and playing Star Raiders obsessively for
three nights in a row. A week later he quit his job, started
learning BASIC, and began seeking work in the computer field,
Tlmugh he subseguently received job offers from both Apple
and Atari, he ended up with Commodore. The book is memor-
able for its portrayal of Jack Tramiel.

ZAP! THE RISE AND FALL OF ATARI by Scott Cohen.
(McGraw-Hill: 1984)

This book reads like a hurried attempt to cash in on Atari's
misfortunes, A major shortcoming is that it concentrates
almost exclusively on Atari as videogame manufacturer and
scarcely mentions its computers. The author tries to lend a
sense of immediacy to his story by occasionally slipping into
the present tense. In better hands the technique can work. Of
all the books listed here, this is unfortunately the worst.

Ed Hall is one of our more far flung readers living in Yellowlnife
in the North West Territories in Canada where there seems (o
be a thriving little Atari community (well, we know of at least
one other owner!). Get out an atlas and check out where
Yellowknife is - you'll find it just north of Great Slave Lake just
a couple of hundred miles _from the Arctic Circle!
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he time has slipped away once again, Christmas is
looming on us once more, shops are shoving the
“Xmas spirit” down our throats like there is no
tomaorrow and there are 20 million werried mirkevs
hurriedly hatching escape plans before it is to late.
More importantly the niehts are drawing in and the holidavs are
hurtling wantalisingly quickly towards us, which means that there
are many howrs of jovous late night gaming ahead of us.

Whar better early Christmas present from vour friend and mine
(what modesty!) than a bumper (and | mean a very bumper!)
cellection of vule tide tips and hines that should tide vou over until
the new vear when we meet again,

This issue has tips for Mountain Bike Simulator, Lode Runner
and Dungeon Adventure. All vou amatewr cartographers have
been busy, sending in lots of different maps for all the best pames.
Lhis tssues map is from the adventure Lapis Philosophorum. Get
those swords and rorches out.

has become much easier now
that Jason Kendall of Peterbor-
ough has given you this com-

prehensive list of control features. To usea these you must
hold down the CONTROL key and then press the appropriate
kay.

CONTROL + EFFECT

Increases lives (max. 255)
Kill man

Up 1 level

End go

Slower

Faster

Toggle digging direction
Keyboard controls I=Up:
M=Down: J=Left: K=Right
Joystick mode

*+ DT>

& X0

Also from Jas are a couple of tips for some classic adventure games.

RETURN TO EDEN ifrom the SILICON DREAMS trilogy

is the first for the Kendallsoft treatment. If you can't get rid of the Leviathan in
the river then offer it fish fungus. You plant the brick in green sward with
shovel and enter the house plant to find the fungus.

nMYSTERY FUN HOUSE from Scott Adams (what
ever happened to the maestro? If you know drop me a line and we'll talk
adventuring) if you want to know what to do in the house then read on.  Move
OUT OF ORDER' sign from fortune telling machine to shooting gallery. Return
through maze to room with clay pigeon, this is now safe to pass through
Mearby is a hidden room with secret plans which, when taken should end the
adventure.
Sorry that last bit wasn't backwards but | can't type it all in sdrawkcab.

ssue 33 - Mew Atari User

The Tipster hasn’t faded

away, he’s back and
stronger than ever!!!!!!

PUNH THEM PEDALS,

Mountain Biking need not make you sweat anv more thanks to
Johnny Chan of Ledbury who has lots of nice hints and tips for
PRO MOUNTAIN BIKE. He has the list of articles needed from
the accessory shop and some hints when you get racing.

Level Articles

Name of level

1 NOTHING EASY PEASY ONE
2 NOTHING U CAN COPE LAND
3 FAT TYRE YOU DUNE WELL
1 PUNCTURE KIT MOUNTAIN SPIKE
5 FAT TYRE, OIL CAN WATER WAY 2 GO
6 ICE CHAIN, FAT TYRE ICE AND EASY

T ICE CHAIN, FAT TYRE, A SILLY CON

PUNCTURE KIT

8 ICE CHAIN, FAT TYRE

9 ICE CHAIN, FAT TYRE,
PUNCTURE KIT, OIL CAN

TINKS LEVEL
A MIX DANGER

For levels 10 to 13 use the same articles and you ean’t go wrong,

When arriving at a brick ramp, go up in the lowest speed. When
coming down speed up.

When arriving at a hill, go up in the fastest speed then slow
down to half speed, just under the letter "E" at the bottom.

Leigh-on-5Sea is a very busy place and Matthew Graham =ends a quickie
for CAPT. STICKY'S GOLD. If you press 1 o 8 and
then start the game then you are taken to the appropriate level.

REAL SPORTS TENNIS shouldn't be a problem any
more as Robert Maclean (sorry lost your address drop Page & a line and
you'll get your badge) says that when playing the computer at singles
,once Suff has been played go to the net and play a short rally, the
computer will then try to lob you. Go back and smash the ball away from
the computer and you will then win 6-0 §-0.

At the high jumpin TRACK AND FIELD when the bar is
set to 2.40m you can go underneath it.

SPINDIZZY is frozen in time if you type PAT on the high score
table. You've got Katrina Gattrell of Newport Gwent to thank for the last
two.

A nicely complementing couple of tips from Andy Sharman of Banbury
Oxon. First up are a few hints for KICK OFF. When you have the
centre keep chipping the ball down the pitch. While you are doing that the
opposition will not move. When you get to the goal, chip the ball into the
net and press fire and you are given a goal. (Make sure you chip the ball
from the centre.)

If the ball gets too fast for you in ARKANOID then get someone
to put something heavy on the space bar and the ball should then slow
down!

QUICK E’S ... QUICK E’S ... QUICK E’S
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Lapis Philosophorum

All the way from Germany comes the complete solution to
LAPIS PHILOSOPHORUM, kindly donated by Christoph
Raudies of Kirchheim Teck.

As is the way, FIRE GUN = ERIF NUG

U, NEPO TSEHC, EKAT KOOB/ETUL, NWOD, DAER KOOB,
PORD KOOB, TUO, N, W, NI, DNEL REDDAL, TUO, E, E, S,
S, S, E, HCTAC ESUOM, W, N, N, E, PU, TCARTTA TAC, W,
W, N, N, NI, EVIG REDDAL, TUO, S, S, NI, YALP ETUL, TUO,
W, S, EVIG TAC, N, E, E, YUB LEVOHS/EFINK, N, N, EZI-
TONPYH SDRAUG, N, DAER NGIS (TON YRASSECEN), N,
W, N, TUC DAER, N, OG RETAW, E, N, EKAT KCITS, W, N,
W, W, ENIMAXE MAOL, PORD DAER/EFINK, EKAT TNIRP
HTIW LEVOHS, E, E, S, S, S,S,E, 5,5, 5,5, 5, W, S, S,
ENIMAXE HTIMSKCALB, N, N, E, N, N, N, N, N, W, N, N, N, N,
W, EKAT EGAILOF, W, S, S, EKAT SGIWT, N, N, W, PORD
SGIWT/EGAILOF, E, EKAT KCITS, W, EKAM ERIF, W, W, S,
DAER NGIS(TON YRASSECEN), NEPO ETAG, S, E, ENI-
MAXE SEGAC, EKAT TEEHS LATEM, W, W, KAERB PU
ROOD, W, S, PORD LEVOHS, EKAT GAR, HSILOP TEEHS
LATEM, N, E, N, N, E, E, E, S, S, S, W, NWOD, ESU RORRIM,
PU,E,N, N, N, N, W, W, W, S, S, W, N, NEPO HSAC XOB,
(TERCES REBMUN), NEPO HSAC XOB, PORD RORRIM/
GAR, EKAT REPAP/ELTTOB, DAER REPAP, S, E, N, PROD
YEK, N, E, E, E, S, S, S, W, LLOR ENOTS, S/E/S/S, PU, EKAT
REWOLF, NWOD, N, N, N, E, EKAT REHTAEF, W, N, N, N, E,
E,S,S,S,S,ES,S,S, NI, PORD REWOLF/ELTTOB/REPAP,
TUO, S, YUB EXA/PMAL, E, NI, YUB EPOR, PORD YENOM,
TUG, N, N, W, N, N, N, W, N, N, N, N, LLEF EERT, PORD
EXA, EKAT SEERT, W, N, DLUIB TFAR, PETS NO TFAR,
ELDDAP N/N/L, EVAEL TFAR, E, S, SEY, NOITULOS, S,
KOOL NI TSEHC, EKAT REMMAH/SLIAN, E, E, S, EKAT
YNOCLAB, N, W, S, PORP LENNUT, W, EKAT ERO, E, N, N,
ELKCIT NOGARD, EKAT DNOMAID, W, EVIG DNOMAID, N,
W, PETS NO TFAR, W, W, S, S, EVAEL TFAR, S, E, S, S, S,
S, E, S, S, PORD KCITS/PMAL, E, E, EKAT TOP, W, W, S, S,
S, EKAT RETAW, N, N, NI, EKAT RETAW, N, N, NI, EKAT
REWOLF/RIXILE(?), EKAM ERIF, TUOQ, N, N, N, E, NI, E.

S Y ] J—

'S QUICKE'S.. QUICKE'S ... QUICK

Three nice and easy tips from Faisel Choudhry of Islington now
follow and first up is GUALAXLAM. For infinite lives start
the game when your missile is ready and press SELECT quick-
ly. Although the game prompts ‘game over’ you can still play.

MNext up is an easy way for Spiderman to get 4 or 5 gems
quickly in QUESTROBE Il Go to the elevator and
enter the shaft and type in "EXAMINE TOOL NICHES™ Repeat
this procedure until there are no more gems left,

Finally is a "get you home™ method of navigation for
TOMAHAWK. If your navigation aids fail don't panic,
just land and take the helicopter up to 10 feet and bring your
speed to around 10-15 Knots and you should find a helipad,
then land in the normal procedure.

Press the space bar during STAR RAIDERS and
a sign saying "What's Wrong?" comes up. Thanx Robert Jordan
of Wallington.

This issues last Quick E comes from Janice Phinnemore or
mare precisely her 6 year old son Christopher of Brynmawr,
Gwent (a few more years and I'll have to watch my step!) Once
you have typed in the numbers from Issue 51 to access the
cheat mode in MIINER 2049 er. find a safe place on
the 1st screen and press ESCAPE twice once to pause the
game and once to unpause, then press shift and the level
number required, 1 to 10 (0). Well done Chris!.

in ouk ap dawn

)\a yt’s ﬁu’fa& 0 Pﬁarum
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Raudies

ST FREAKS!

From the same stable as the last issue's ST demo tips comes a couple more:

TEHHOR you should see a hidden screen of the coders
as you've never seen coders before.

SKID How Face opposite the door with ACF3 on it and
then go into it for hidden screen number 1
(THE ANTI AMIGA SONG) and then face the
door with TRT1 on it and then turn right and
go forwards one keypress and then turn
right and you should see a door at the end
of a corridor, this is the second hidden
SCreen.

When the demo tells you what it is not at the
beginning type in GESICHTHONDOM and

MORE TIPSTER OVER AAIFEFRE =

Mew Atari Lser - lssue 53

23



24

T

DUNGEON
ADVENTURE

From Stephen Rambaron (hope I've spelt your
name right!] is a bucket load of invaluable tips
for Level 9's DUNGEON ADVENTURE. (Stop
Ypratting about | hear you cry and get on with it!
“Right here goes)

1. When you wake up you should take the wood and go into the packing
case and take the chandelier to invert the room. Go to the machine and
push the button to make a copy of yourself and then exit the case and
then take it.

2. On the East,/West road you should go and get the poppy seed pod for
the following things:
{} Drop it in the clearing to scare the glants away, do this from
above in the tree.
ii] Examine the pod on the stepping stones to the island so that
you can get past the siren.
iii) Drop the pod outside the bird's nest so that it flies away and
you can get the jade egg.

3, Once on the island take the siren’s mirror and go on the East /West
road to where you normally get hit by the sleep spell and it will bounce
of the mirror then take what the thief has left.

4. Onee you have six possessions go back to the island to the near side
and then throw six possessions. The tree then has no arms left so go
under it. When you threaten to cut it down a wood nymph will appear
and offer you an idol in return for its life.

5. Go up the steep hill and wait at the top. When the people there
appear, play the game and they use your dice, therefore you win.
6. At the fire junction light the drift wood so that you have light for the
CAVEITS,
7. In the room with eight exits you must do the following:
i) Get the octopus from the first dead end room to the North /West.
if) Go into the second dead end room and get what is there,
ili) Go to the West and get all that you find in these rooms.
Remember to search the corpse.
v} Go East now to get the needle.
The last two can be done in either order.
8. You can use the case as a large store room for when you run out of
room in ].-'Hll]' ArTnis.

9, In the cavern room use the corpse as food for the jelly.

10. To go up the chimney you must wear the cold eream from the
cupboard.

11, Use the potato to scare away the rat at the junction.

12. Use the nails and the hammer to close the coffin in the tower on the
Ore's nose,

13. Use the eracked pot in the cell to get some slime to trip up the goat
on top of the statue so that you can get the horn.,

14. Use the hollow to open the doors to the fort above the ore's head.

15. The password that the guard is looking for is "PASSWORD".

16. The collars that are around are for the teleport system. The only one
that is really important is the Mithrill one because it can be used to

teleport to any of the other pedestals. Mithrill will also get you into the
throne room.

17. When the Roc takes you to his nest squeeze the caterpillar to J;"ft the
rope to escape. Keep the caterpillar as he is valuable.

18. The dwarf is important as she leads you to the ore that is very
valuable.

19. Use the horn to scare away the advancing orc army when it arrives.

20. When you are oul of the nest you can find a wisp that can be
trapped in the miners helmet and used instead of the wood.

21. If the wood starts to go out get back (o the junction and re-light it.

22. On the wide ledge near the slime you can eat the mushrooms to
make a golden bridge.

23, The deadly gem near the ghostly ores can be broken using the
hammer, removing the ghostly orcs.

24. In the U-shaped passage push the three rocks away to reveal an
entrance. Once in push the boulder to remove the moss. Then go
further in and take the sword.

25. Use the sword to kill the dragon above the room with six exits.

26. The flint that passes yvour nose will not be there if you get rid of the
dragon. [ This is in the six exited room)

This bit's a correction to a tip that appeared in issue 51 (must
have been sleeping, eating, dreaming or generally doing stuff
that any normal run of the mill columnist does in the time not
spent chained to the key board!) The tip concerned VEGAS
JACKPOT. What you must do is press help if you run out of
money.

<1300
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BEATING BOUNTY OB

BOUNTY BOB STRIKES BACK has a nice warp feature
in it that has been exploited to the max. by A.B. Card of Morden. You

can miss out those tedious levels that get in the way of reaching those

elusive final levels, To get to these levels read the spiel below and then
get busy.

Level 1 Immediately after picking up flowerpot. Hold down 1 and
START together to warp to level 4

Level 5 Pick up teapot.Hold down 8 and START together to warp to
level 8

Level 10 Pick up trident.Hold down 5 and START together to warp to
level 14

Level 3 Pick up chalice.Hold down 4 and START together to warp to
level 15

Level 16 Point arrows 1 & 3 to the left. Pick up pie dish.Hold down 9
and START together towarp to level 19

Level 2 Destroy all monsters. Pick up paint roller.Hold down 3 and
START together to warp to level 22

On completion of level 25 you can select any level you wish by using the
special code on the options board.

HELP

The wanted section this issue kicks off by Peter Panagioto-
poulos asking for help with INFILTRATOR because he
doesn’'t know where to land. He also needs help with THE
PAY OFYF but if you look in one of the previous editions
of the Tipster you will find the complete solution to it.
Malcolm Attard asks for some really good help for all of the
following adventures: SPIDERMAN, CIRCUS,
RETURN TO EDEN and TIME MACHINE.
Part of the answer to SPIDERMAN can be found elsewhere in
this issue (if it's made it to the final copy?)

Next issue we will be having a full solution of THE
GOONIES, comprehensive help with the bonus game
STAR TREK on issue 51's issue disk and much more
beside.

The Starfleet Controller (no that's not you Harvey, your time
will come! Although don’t stop sending the hints and tips,
they're brill!) still hasn't replied to my last communique so the
Mayday message goes out again. If it reaches Bournemouth
then please respond as you said you had lots of nice maps
[remember the 16 bit show?).

Well that has just about wrapped it up for another time, my
power pack is almost on melt down, the stereo is siraining to
keep up with Bon Jovi and J.M. Jarre and besides my eyes
are now a rather nasty obloid shape. I must now bid thee "fare
thee well’ and | hope to see you the next time, same time,
same channel.

So its goodnight from him, bonsoir from them, and ta ta from
me yvour favourite poly mimetic alloy T1000 terminator.

vy

- & B

Send your bits n’ bods and maps n’' things to:

THE TIPSTER
NEW ATARI USER
P.O. BOX 54
STAFFORD
ST16 1DR

THEE EN

Remember I'll be back!!!!!
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CARRIER FORCE

Congratulations to Gary Grigshy for designing for Strategic
Simulations such an exciting, rewarding and stimulating
game.

Here is a game that has everything the advanced wargamer
could wish for - good, well-printed instructions, ample
graphics and a map on which one can chinagraph positions as
the game progresses.

Add to the above, historical accuracy of the battles depicted
and the choice of plaving not only a surface to surface scenario
but also sending out bombing missions, fighter to fighter
action and ship to base sorties and you have all the ingre-
dients of a first-class game!

The sixteen pages which make up the instruction manual are
clearly printed and are well laid out - the player should have
no difficulty in referring to the instructions and quickly finding
the information required.

The choice of game this package gives you is quite amazing,
Firstly vou have the choice of four scenarios: Coral Sea. Mid
way. Eastern Solomons and finally Santa Cruz. At the start of

=ch game the computer will position ships according to their
historical locations prior to the battle chosen. You can if you
wish, choose to randomise your game at this point, except for
the scenario depicting the Coral Sea.

Next comes the sequence of play, in which you adjust your
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fleet requirements and decide your battle lactics. Each game
turn represents one hour - at the commencement of each turn
the clock, calendar and weather are adjusted to reflect the
passage of time and the changing battle conditions. Daylight
hours are 0600 to 1800 hours inclusive. You may divide your
task force if you wish and scuttle crippled ships using the Task
Force adjustment phase of the game, Transferring ships from
one force to another is also permitted.

The map display is excellent in this game, not only showing
clearly the positions of the islands but also showing fleet
positions (Americans in blue, Japanese in orange). Task Force
movement occurs at the end of each game turn and loss of
points can occur under certain conditions, for example, chang-
ing headings, landing and take-off of aircraft from carriers and
if your heading course is different from the wind direction!

Launching air missions may be facilitated from land bases as
well as carriers. Seaplane missions may also be launched for
the purpose of searching for enemy forces, they have an
endurance of sixteen turns.

The type of mission that may be flown by combat aircrafl is
determined by (a) the type of aircraft and (b) by the type of
ordinance carried by the aircraft. The types of missions are
listed in the manual under four initialled headings: F for
fighter patrols; AS for anti-ship patrols; HE for high explosive
and N for not armed (that is aircrafl returning from sorties!).
To launch AS or HE missions aircraft must have been readied
at a previous turmn.

There are operational limits imposed on both carriers and
land bases, the player can consult a table in the manual
expressing these limits. The carrier limits are flexible according
to wind direction but land base limits are fixed. Air missions
may consist of available seaplanes or combat readied aircraft.
It is permitted to form a new mission from a carrier base and
reinforce it from another carrier base within the same hex
position. Bombers on air missions loaded with anti-ship ordi
nance cannot be mixed with missions carrying high explosives

Adr Mission Status Display lists the data giving location,

number, time in the air. quantity of each type of aircraft,
ordinance and air time for each type of aircraft. For bomber
missions ordinance can be jettisoned before moving the
mission.

After selecting the status display the map will appear on the
screen with the cursor indicating the location of the air mis-
sion. Player options will appear at the bottom of the screen,
these consist of ten options: (1) to (6) are directional (move
north etc.), option (7) is for landing, (8) searches current hex,
(9) identifies Task Forece numbers and (0) searches current hex
using only one movement point. The various tables in the
instruction manual indicate the points allocated to the aircrall
and ships used throughout the game.

The Combat Resolution section of the manual initiates the
various combat options available to the player, from air to air
combat through air to surface combat, bomber accuracy,
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bombing bases, surface combat, submarine combat, coastal
bombardment, unloading transports, capturing Midway to
Battle Reports. This is the first mention of submarines and
gives an added dimension to the battles!

The General Operations section gives you the endurance
capabhilities of the aireraft used in the game, the Ship Damage
points system, Damage Effects percentages and Base Damage
and the effects of weather on the battle scene. Included also
are Non-Combatant Losses, Scenario Duration, Aircraft Classi-
fication, Air Base Restrictions, Radar and Pilot Ability Ratings.

Next comes the Scoring Section, Victory Conditions, Strategy
Notes and finally Scenario Data which consists of tabular data
relating to all the ships and their locations used in the four
Battles in the Pacific, Coral Sea, Midway, Eastern Solomons
and Santa Cruz.

This is indeed a game to study and enjoy. | am sure veterans
of this period will find very little to criticise in this game
especially with regard to its historical accuracy. experienced
players will no doubt have great difficulty in pressing the "Save
the Game" button - it gets just too absorbing to leave!

WARSHIP

It says on the box that this is a game lor the Advanced Player
but, with the option to design your own scenario and choose
you own battlefleet | certainly think this game can be played
and enjoyed by less experienced players. Having said that. the
potential player should not be lulled into the idea that this is a
simple game to play - a glance at the 21 pages of instructions.
neatly divided into 16 sections plus what amounts almost Lo a
Jane's Directory of warships of the period - will soon dispel any
illusions!

An hour or more studying the instruction manual is an
essential start to this game. The instructions are clear and
suceinet and take you from section 1 - the basie step for
starting the game to section 16 -which tells you how to modily
your ship's data to create your own design of ship. Not only
can you design and create your own fleet but, you can build
your own scenario or, if you wish, choose one of the scenarios
presented by the software - these consist of four great battles
which were fought in 1942/3 at Guadalcanal(2), Empress
Aupusta Bay and San Bernardino.

Building your own terrain (Section 15.0) is easy to do and
with 14 different design squares to use it gives plenty of scope
for the imagination. The maps can be saved to a scratch disk
for future battles as, of course, can partly-played games!

The player has a vast choice of ships both Allied (53 ships)

conducted by
Norman Davies

and Japanese (27 ships) plus of course, making up your own
fleet. Having chosen your fleet, designed your scenario or
chosen one from the software and given your fleet its orders, a
flip of the disk takes you to the game side of the game. Here |
must admit I was disappointed - the graphics are indeed basic
and the sound effects are more amusing than effective but
then this is a game for the ‘thinking’ player so the above
criticisms are but minor irritations and certainly do not detract
from the quality of the game which is excellent.

As this is a game involving not only a time scale but also
movement and speed, let the player be warned - ships can
collide! With varying speeds and a medium to large fleet to
command-the player needs to have his wits about him!

The multiple facets of this game, its potential for a realistic
tactical warfare game, its built-in danger from the enemy Lo
the scenario involvement (you can run aground!] means this is
a game that requires a whole lot of playing. I'm sure the player
will stop only with reluctance and will return with enthusiastic
anticipation.

WARSHIP and CARRIER FORCE, along with several other war-

games is available from Miles Better Software wwho kindly
supplied the review copies.

CARRIER FORCE £16.95
WARSHIP £19.95
Both by SSI

Available from Miles Better Software
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MORE APX

Last issue we discussed the background of the Atari
Program Exchange and examined a _few of the best
entertainment titles they released during the early
1980s. This time we explore the more ‘serious’ categor-
ies of user-writien software.

FAMILY CASH FLOW is characteristic of much APX sofi-
ware in that it was originally conceived, written and tested for
the exclusive use and enjoyment of its author. The program
helps to keep track of personal finances by enabling storage of
monthly income and expenditure details. [t's fully menu driven
and the options enable you to input information, list an over-
view of your financial situation and send an annual report to
the printer. The transactions are divided into thirteen categor-
ies such as food, taxes and leisure. You can keep a general
cash total for each section or enter dates and descriptions for
items grouped within the main heading. In common with many
AFPX programs, Family Cash Flow is written in Basic - this isn't
as much of a drawback as you may think, since it means you
can modify the code to meet your exact requirements.

UTILITIES ‘

Programmers should find BLIS a welcome assistant. Blis is
an acronym for Basic LISter and its purpose is to print prog-
ram listings in a format that's more understandable than
usual. Blis achieves this by indenting logical units such as For
.. Next loops and If .. Then statements, splitting multiple
statement lines onto separate rows and highlighting remarks
in bold type. It also converts non-printable control characters
into readable representations, adds page headers and titles
and automatically numbers the pages. Although designed for
the ancient Atari 825 printer, Blis worked successfully with my
Panasonic and should therefore also agree with other Epson
compatibles.

There are four programs contained within THE BASIC
UTILITY DISK: Masher compresses Basic code into a small
amount of memory by eliminating REMs, converting constants
into variables and packing together short lines into longer
ones. All you do is specify the input/output filenames and
estimate the number of variables in the source file. The conver-
sion is extremely long-winded but it works! XRel analyses
Basic code on disk and displays the number of variables used.
their names and the line numbers in which they occur - this
could be helpful when debugging complex programs. Variable
Changer allows you to modify a program’s internal symbol
table to improve the readability of listings or conversely to
protect them from unauthorised hacking. Lastly, the Ultimate
Renumber Utility claims to add an extra command to Basic - a
facility to modify line numbers between any two points in a
program. Unfortunately, it appears this isn't compatible with
the XL/XE so unless you own a very old machine, you're
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unlikely to be impressed! Be aware that a few programs in the
APX share this problem, which may or may not be overcome
with a ‘Rev. A’ translator.

EDUCATION

The APX released a number of educational products for young
children. TYPO ATTACK is one such program that proved so
popular it was later adopted by Atari for inclusion in their
full-priced range. Typo Attack presentis the user with a screen
comprising eight bases which must be defended from a bom-
bardment of animated ‘typo’ invaders. Although it's rather like
an arcade game, the educational value is derived from the fact
that to destroy the invaders you must type in a character
appearing beneath the appropriate base. As you become more
proficient the invaders speed up and the characters change
more frequently, eventually forcing you to rely on your touch-
typing skills instead of searching for the corresponding keys.

Aimed at children aged three to eight years, COUNTER is an
introduction to numbers in four languages. First of all the
program displays differing numbers of Gorks [(who are, of
course, five-legged creatures from Atariland) on the screen and
gives a visual and sonic reminder of the correct value, Once
introduced to the basics, it's time for the player to have a go. A
series of objects - such as cherries or sailing boats - are
displayed, one at a time. When they've all appeared, the player
is requested to count the objects and enter the number -
success is rewarded by a short melody. There are six skill
levels corresponding to the time limits imposed, and a choice
of English, Spanish, German or French prompts.

Ending on a musical note, INSOMNIA provides an easy
method of generating complex sounds for Basic games and
applications. Instead of having to experiment with numerous
loops and delays, you can madel sounds by plotting points in
three screen windows - for volume, frequency and distortion.
Almost everything is joystick (or paddle) controlled and there
are options to isolate individual voices, change the clock [re-
quency for special effects and save work to disk for future
revision. Finished sounds can easily be integrated with other
basic programs, by incorporating the short code supplied
which sets up a machine code routine to play them during the
vertical blank interrupt. Whether or not you understand how it
works, with a few POKEs it's simple to create some impressive
noises!

LUCKY DIP

To conclude, the APX is best regarded as a lucky dip of
computer software. It's not all great stuff, but there are cer-
tainly some useful programs and intriguing ideas just waiting
to be discovered.




GRALIN INTERNATIONAL

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

Hardware Upgrades
1-4MB memory upgrade for 800XL, 65XE or 130XE.
Please specify model. Requires RAM chips. ............... £49.95

256KB memory upgrade for 800XL. 130XE compatible.

Retuines JUAN CIADE. ..o iitsiass imiasssmsissivrias wiussss £24.95
80 column OS with WP & comms software................. £22.95
80 column OS + OS switcher board ......... TR SR £37.50

80 column OS + switcher board + OSN XL.....ccooeinnee £57.50

ACK ISSUE

The following back issues of
NEW ATARI USER are still available

We are very pleased to announce the availability of
ChromaCAD 3D Model Builder (£24.95) & ChromaCAD
Surface Shader XE 91 (£24.95).

Model Builder allows you to build any 3D model you can

Issue 31
Issue 32
Issue 33
Issue 34
Issue 36

Issue 43
Issue 44
Issue 45
Issue 46
Issue 47

dream of - including models of human heads, which can be
Xon constructed so accurately that, when viewed with Surface
Shader you will be able 1o recognize the subject from the
model. Surface Shader displays any model constructed from
Model Builder in surface shaded format from any point of
view, using up to three lights. Surface Shader requires 130XE
or memory compatible 800XL.
We haven't got the room here to describe all the features of
these excellent products, so PLEASE send for the FREE
information sheet.
Print Shop (Disk) ...... £34.95 Visicalc (Disk) ............ £7.99
Light Gun with Barnyard Magniprint [+ (Disk) £19.95
Blaster (ROM) .....£29.95 Replay Sound Sampler . TBA BACK ISSUES are £1.75 each in the UK (inc. post & packing),
DigiDrum (Disk) ........ £5.99 Bookkeeper Kit ......... £19.95 £2.40 for Europe or surface mail elsewhere and £3.50
MIDI Master.........£ TBA POKEY Player ............ £549 for Air Mail outside Europe. Prices include postage
Mech Brigade (Disk).£22.50 Zeppelin On Disk ....£4.99 ea g g g s oo
Mapping The Atari: Revised Cavemia / Ninja Commando Overseas add £1 per arder (any number of disks)
Edition (Book) .....£24.95 Stack [ Fred + more

Send your order to
Sherlock 1050 (Disk) ..£5.49 P&P £1.50 on orders less than PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR, ENGLAND
850 Interface.............. £49.95 £50. Overseas extra.

ACCESS and VISA accepted. Telephone 0785 213928
FREE Product Guide now available P P

APX

The Atari Program eXchange

Issue 48
Issue 49
Issue 50
Issue 51
Issue 52

Issue 37
Issue 38

Issue 39
Issue 40
Issue 41
Issue 42

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

FAMILY CASH FLOW - one of the few home accounts
programs available for the 8-bit

HOW TO OBTAIN APX SOFTWARE

The APY software featured above was supplied by Gralin
International, 11 Shillito Road, Parkstone, Poole, Dorset
BH12 2BN. The exact composition of cassette and disk
collections is subject to change and full details of current
availability and prices should be sought from Gralin.

Above TYPO ATTACK - originally from APX

Right INSOMNIA - a simple way to add music
and sound effects to your programs
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Ann O’Driscoll
discusses several
ways to interact
with your Atari

‘r our Atari has several dilferent ways to deal with user
input from the kevboard from the most commonly
known commands, GET and INPUT to checlking speci
fic memory locations, which change when keys are pressed.
These include the special console keys (START, SELECT. OFP-
TION and HELP) as well as the main keyboard. Small demos of
the various keyboard control methods are given in the
attached listing which is divided up into sections to fit in with
the topics covered in the article.

TESTING FOR
KEYPRESSES WITH PEEK

Memory location 764 holds a number corresponding to the
last (i.e. most recent] key pressed on the kevboard. Therefore,
you can PEEK location 764 and go off on different routines
depending on the value found there. The command usually
takes the form IF PEEK(764)=X THEN ....[do something) where
X" is a specific number. Examples of values found in 764,
along with their associated keys, are given in Table 1.

Location 764 will hold its “last key pressed” value until you
push another key. You can clear the memory location with a
POKE 764,255 - This is usually done before the PEEK is used
to get rid of any old values.

255 il no key is pressed, 251 if a key is being held down and
243 or 247 if shift is pressed too. The value in 53775 goes back
to 255 as soon as you stop pushing, so this location might be
used in a routine which needed continuous keypresses.
SECTION 1 of the listing (LINES 100-190) moves an asterisk
across a GRAPHICS 0 screen when a key is held down. The

TABLE 1

VALUES IN LOCATION 764 WHEN
PARTICULAR KEYS ARE PRESSED
KEYPRESS  PEEK(764) KEYPRESS PEEK(764)
Y 43 1 ]
N 35 2 30
- (up) 14 3 26
= (down) 15 4 24
+ (left) 6 5 29
* (right) 7 6 27
space 33 7 2
return 12 2] 53
Atari 39 9 48
1] 50
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opening lines give the instructions, disable the cursor (POKE
752.1) and set the initial column and row co-ordinates for the
star (C and R respectively). LINES 110-20 clear location 764
and then freeze the program until a key is pressed. LINE 150
updates the column and row positions when a key is down
[detected using location 53775) and loops back to LINE 140 to
print the asterisk at the new co-ordinates. You are given a play
again option when the star hits the end of row 10, LINE 180
pauses the program until "Y” or "N" are pressed: Pressing "Y"
repeats the demo [LINE 190); otherwise the program continues
to the next section.

USING CONSOLE KEYS

Memory location 53279 holds different values when the
START, SELECT or OPTION console keys are held down. Be
cause of this it can be used in the same way as locations 764
and 53775 outlined above. (i.e. IF PEEK(53279)=X THEN .. do
something). The values associated with the various keys are
shown in Table 2. You will see that you can hold down more
than one key at a time and also that a value of 7 means that
nothing is being pressed. The number in the memory location
reverts to its default value of 7 when you stop pressing a key.

We read the "HELP" console key using memory location 732,
While this location normally holds the number 0, PEEK(732)
returns a value of 17 when HELP is pressed. Unlike the other
console keys, location 732 does not go back to its defaull value
when you stop pressing.

SECTION 2 of the listing makes a mock GRAPHICS 2 title
screen. First the screen is set up and then LINE 220 freezes
the program until START, SELECT, OPTION or HELF are
pressed. The program does different things depending on the
various PEEKs and then goes back to LINE 220 to wait for
another keypress. While in a real program pressing HELP
might send you ofl on a detailed subroutine, here the "instruc
tions" just consist of a sentence in the text window. In any
event it's important to reset the help location (with a POKE
732.0) to avoid the routine being executed on every round of
the loop. SELECT and OFTION are used to change difficulty
levels (variable L) and player numbers (variable PL). LINE 250

(together with the routines at 281-3) and LINE 260 take care of

the screen printing for these. LINE 240 sends the program on
to the next section (LINE 300) when START is pressed.

THE GET COMMAND

To use this command you must first open an 10CE channel
for input from the keyboard. This takes the form OPEN #n, 4,
0. "K:" where "n" is a channel number. The command GET

e



ET L REM o0 gtk BB
EP Z REM = EKEYBODARD INPUT ROUTIMNES 3
R ¥ REH = by L
SR 4 REM = ann D'Driscoll *
EC 5 REM % ———————— e 3
KH & REM # MWEW ATARI UWSER — DecsJan 91 =
EQ 7 REM el ioi-fut-ot- o oof-oi-in-o-af- - - -
NN & REM

55 98 REM -- KEYBOARD INPUT ROUTINES —-

BU 27 REHM

LI SECTION 1 |
TE 9%9% REM

HZ 100 GRAPHICS @:POKE 75Z,1:R=5:C=9

OL 118 7 "Press a hey to start":POKE 764,

=3 255

In 128 IF PEEK(764)=255 THEN 12@

IN 138 7 "Hold down any key to move the s
tar":POSITION Z,R:7? "START'":POSITION I
6,18:7 "EMD"

ZV 140 POSITIOM C,R:7 * ="

FD 158 IF PEEK(S3I775) {}255 THEN C=C+i:IF
C3>37 THEN C=@:POSITION 3B,R:7 " "“:R=R+
1:IF R>18 THEN 170

MK 168 GOTO 148

WY 1780 POKE 764,255:POSITION Z,15:7 "Mant

another go Y M) 7"
ES 1880 IF PEEK(764) {}I5 AND PEEK(764) <{)43
THEN i@

PH 1980 IF PEEK(764)=4X THEN 1090

RZ 197 REM

J¥Y 198 REM

IR LTl LSTING THE COMSOLE KEYS

UH 288 GRAPHICS 2:7 H6:7 HG6:POKE 752,1:7
HE:"select level """ EASY'":L=2

T 248 7 W6:7 u6; "I 1 PLAYER":PL=2
t? #6:7 #6;[[AMd INSTRUCTIONS":? HG6:7?

HE;"START BEGIN GAME™

" OL 228 IF PEEK(S53279)4>3 ANDP PEEK(5IZ79){
>S5 AND PEEK(53279%31<{}6 aND PEEK(732) {1
7 THEN 22@

a5 2380 IF PEEK(732)=17 THEN 7 "K}PRESS TH
E CONSOLE KEY¥YS TO":? "MMAKE YOUR CHOIC
ES"!POKE 732,0:G0T0 22Z®©

CJ 248 IF PEEK(S53279)=6 THEN Iaa

Fll 258 IF PEEK(S53279)=5 THEN POSITION 13,
2:GOSUB Z280+L:L=L+1:TF L>Z THEN L=1

5a 260 IF PEEK(S53279)=3 THEN POSITION 9,4
17 BE;PL:PL=PL+1!1IF PL}Z THEN PL=1

UH 270 FOR P=5S0 TOD @ STEP -Z:S50UND @,P,i8
s12Z:MEXT P

WD 2880 GOTD Z2Z@

FM Z81 7 B#6;" EASY":RETURN

JY 282 7 HE;"MEDIUM" :RETURN

KD ZBI 7 #6;" HARD " :RETURN

SA 297 REM

KR 298 REM

nH 299% REM B TANGTEASNTEEETY

HY 3080 GRAPHICS O:!:POKE 752,1:R=20:C=18:5=

@:CLOSE H1:0PEN HL1,4,8,"K:":POKE 764,2

55 =

KS I10 7 “Use the arrow keys for right an
d left:? “"pysh the spacebar to fire."

KP 315 POSITION 2,6!7 "SHOTS: ";SIFOR N=2
TO IB:POSITION M,C:7? "®:NENT N

ODb IZ8 POSITION C,R:? * &

AL II0 GET M1, K:TF K{>47 AND K<}43 aAND K({
232 THEN 330

MWD 348 C=C+(K=42 AMD C{I7)-{K=43 AMD C3>1)

CF 345 IF K=32 THEN RL1=R-Z2:GOTO 360

NI I50 GOTO 320

¥B I60 POSITION C+1, R1:7 "1":POSITION C+1
,R1#1:7 » ":Ri=R1-1:!IF R1>9 THEN 360

NR I65 S=S+1iPOSITION C+i,R1+1:7 * ":POSI
TION 2,6:7 S5:IF 5>4 THEN 375

HHM I78 GOTOD 3z@

BI I75 7 "pPLAY AGAIN (Y N)T7"

LY 380 GET HM1,K:IF K<{>78 aMp K<{>89% THEN I
ae

PB 398 IF K=89 THEN I8a

58 397 REH

(WE T TN SECTION 4 |

N4 LT W LSING THE IMPUT COMMaMD

Fi 488 GRAPHICS 7:POKE 764,2Z55:DIM a$(1)

KR 418 TRAP 418:7 CHR$CLZ5) ;"DRAH Ao BON":
% “INPUT LENGTH (1-159) ,HWIDTH (1-792"

RG 428 INPUT L,MW:IF L{1L OR L*159 OR W{1 O
R MW)79 THEN 410

IC 436 COLOR 1:PLOT O6,0:DRAWTO O+L . 8:DRAMW
TO O+L,08+HIDRAWTO @,0+HIDRAWTD 0,8

HG 448 ? CHRSC125) ;" ANOTHER GO (Y-M)';:IN
PUT A5:IF AS{>vy" AND AS{}"N" THEN 448

OL 458 IF A5="Y" THEN 41@

SC 497 REM

Mk 498 REM

DS IN-I LUSING GET FOR STRIMGS

aM 509 GRAPHICS @0:DIM B5(6) :POKE 764,255:
? Hiplgase inpu‘t your mame: "::FDR N=1
TD &

PY 518 GET H1,K:IF K=155 THEM POFP :GOTO 5
48

GR 520 IF K{3I2 OR K>9%0 THEN S18

MR S3I8 7 CHRSCK) ; :BSCM, M) =CHRS (K2 :NEXT M

¥S 540 7 :7 :7 “THAT'S ALL ";BS5:P-PEEK(75
5) :POKE 764,255:1P0KE 752.1

TH 558 POSITION 12, 10:7 "EOEFEFEWILE"

RE S68 FOR N=1 TO Z8:IF PEEKC(764)=255 THE
H MEKT MN:POKE 755,2-PEEKC(755):G0TD 558

IE 578 POP :POKE 755,.P:POKE 752,.8:POKE 76
4,255 :END

#1,K then tells the computer to retrieve one byte of information

[called K here) from this channel.

The value for K will be the ASCII number of the character
pressed. You can convert this to an actual letter or number by
using the function CHRS. For example, if you press "A" then
FRINT K will return "65" while PRINT CHRS(K) will return "A".

When you use the GET command, the computer will wait for
a keypress before continuing. As the keyboard handler (K:)
gets its information from memory location 764 (see above), you
should clear this location (with a POKE 764.255) before GET is
used. Just like the PEEK commands, you can ensure that keys
pressed are within a desired range (e.g. capital letters only:
numbers only) by using IF .. THEN statements.

SECTION 3 uses GET to move a "gun” along the end of the
screen and make it shoot at a row of asterisks. The opening
lines turn off the cursor, clear location 764, give the instruc
tions and set initial values for the row [R) and column (C)
co-ordinates of the gun and the number of shots (S) used.
Channel 1 is opened for keyboard input - the CLOSE com-
mand is put in first in case the channel was already open.
LINE 330 stalls the program until left, right or space are

VALUES IN LOCATION 53279 WHEN
CONSOLE KEYS ARE PRESSED

KEY PRESSED PEEK(53279)
START
SELECT

START+SELECT
OPTION
START+OPTION
OPTION+SELECT
OPTION+START+SELECT
Mo key pressed

=0 =MW L

continued on page 33
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XEUTILITY

HX 18 REM +4+++++++ 4444344444244+ +4+44444+4
KR Z0 REM + FOMTUIEHW +

PN I8 REM + by John Young *

HZ 48 REM #% ——=—rrecmccssssssscansm==== +

EH 50 REM + NEW ATARI USER - OCT,. 1991 +

IC BB REM ++4#4 4454444454444 4444444444444

BE 78 REM

UI 88 REM First it was asterisks, then
hashes, but I've buchked the trend and !
used plus signs!

BU %7 REM

Va 98 REM

BY 99 REM |

PM 108 DIM DIRS(S12) ,DESCL?) ,FNSILE)
BK 110 PDKE 108,PEEK(1056)-24
S ¥C 120 FN$="Di1"INOMC=1
A useful utility by John Sk 130 Cosum 1400
RO 149 GOSUB 1200
ZG 188 FF=@
Youﬂ_g to h&lp selectfonts TG 160 IF DES(S,8)="FREE" THEN GOTO 200
UF 178 DIRS(FF#8+1,FF%8+B8)=DESCI,18) :FF=F
LT s |
far your programs JU 186 INPUT #1,DES -
OM 198 GOTO 168
KY 288 CLOSE ®i1
AaJJ Zi@ FL=0
f you are a programmer it is quite likely that you have BG ZZ@ FOR CF=0 TO FF-1
I collected together a number of redefined fonts that you OV 230 FOR 5=2 TO 8:!IF DIRS(CFMB+S,CFNE+S
may wish to use in future programs. These fonts will have o ;:: :E::E: POP 16070 280
descriptive filenames but the chances of you remembering ; i £
exactly what they look like are pretty slim. Most likely, £1 00 Y ERE DT VER ST AERDY S =01

W e ke ST R ek et RU 260 FNS(5+2)="",FNT"
yvou ll do what most of us do, 11I.‘-|t PICK a lont and use 1i, ®J 278 POSITION 8,.FL®4:7 DIRSCCF®B+i,CF%a l

hoping that it will look alright. ) : +8) |
With this problem in mind | sat down and wrote FONT ZB 260 OPEM #1,4,0,FNS |
VIEW, a short utility that will enable you to compare MT 298 K-USRCADRCIOS),1,7,CHA+FL®¥182Z4,182
various fonts on screen to help choose the most suitable 4
for your application. The program is simple to use, just KZ I80 CLOSE #1
type it in, save it and run it. Of course you will need some ¥0 Z18 FL=FL+1:IF FL=6 AMD CF{FF-1 THEN G
fonts to display and these should be collected together on OSUB 16088;:G05UB 1500:FL=0
one disk with the extender .FNT added to each font. The HF Xz@ MEKT CF
program only works with standard redefined fonts of the TK I¥0 GOSUB 1688
sort that take up 9 sectors on a disk and you can find TY I48 GOSUB 1780
plenty of these in the public domain and on old PAGE & MZ I50 GOTO 130
issue dishs. 3H 337 REM
Once run the program will go through a disk and read in Té 338 REM

5N 222 REM

¥Y 1808 DIM DLISC40) :RESTORE 1050

TZ 10818 FOR I=1 TO 48:READ A:DLISCI,I)=CH
RECAY :MEMT I

EC 1820 HI=-INTCADREDLIS) 256) :LO=ADRI(DLIS r

up to six fonts at a time and display these on one screen
in Graphiecs 0. It is thus quite easy to compare different
fonts, There is no facility to select individual fonts to
display, although this could be added to the program
quite easily. -

bl - oo chmodne g 3 =ZSEMHI J
FONTVIEW is.a basic utility that I have found saves a EH 1038 POKE 512,L0:POKE S13,HI

art.nﬂ {Iw..l of time and L'["‘IhLJTt‘h‘ll'hl.F my programs use a AL 1048 RETURN

suitable font. I hope that you find it as useful as [ have. MK 1050 DATA 72,152,72,17Z,8,96,185,1,96, |

141,10,212,141,9,212,185,7,96,141,24,2
a8, 23I8,8,9%6, 173

HP 1060 DAaTA ©0,96,201,6,144,5,169,0,141,0
,96,104,168,104,64

JZ 1897 REM

OM 1869%8 REM

KH 1899 REM

GP 1188 DIM IOS(52) :RESTORE 1138

EX 1118 FOR I=1 TO SZ:READ A:I0%(I,I2=CHR
$CA) INEXKT I

AH 1170 RETURN

ZH 11I8 DATA 32,68,218,104,201,4;288,43

PP 1140 DATA 104,104,10,10,10,18,176, 1064

HO 1158 DATA 184,157,.66,2,104,157,69,12

5U 1168 DATA 104 ,157,68,.3,164,157,73,3

KD 1178 DATA 104,157,72.3,32,.66,226,132

KG 11808 DaTa Z0X,189%,72,3,13%,212,169,73

FL 11906 DATA 3,133,213,96

3]
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KB
PB
KJ
Ak
ns
Yy
MM

us

PL
Yu
EC
KI

FB
an
KF
KK
KN
CF
0orx
cP

I
LS
(L],

31

Iin

YK
J0
L]
urt

BI
KH
IG
KP
CG

TR
ne

RE
Ay
KJd
JT
KR
(1] ]
¥YE
35
oa
FN
cu
BD
KL
PC
KT
FB
TC
FJd
oJ

BF

1197
1198
1199
1208
1219
1228
1238
1248
1258
1269
1278

REM
REM
REM
GRAPHICS @

POKE 552,48

ROM=PEEK L(756)

POKE 756,PEEK{186)
CHP=PEEK(106) : CHA=Z56%CHP
DPL=PEEK (568) +Z56#PEEK (561)

POKE DL+2Z,Z48

FOR M=8 TO Z4 STEP 4!POKE DL+M,13

BINEXT M

1z80
1299
1300
13i@
TEC

1320
13130
1397
1398
1399
1400
1418
i4z8

L+9,8

1430
L435
1448

POKE 752,1

FOR I=8 TO %5

FOSITION %,I¥4

FOR C=@ TO 127:7 "B CHRSCC) ; :MEH

NEKT I

RETURMN

REM

REM EENINEEN

REM

GRAPHICS 2

SETCOLOR 2,8,0:POKE 752,1

DL=PEEK (560) +256%PEEK (561) : POKE D

POSITION 6,0:!:7 HE;"FONTUVIEW"
POSITION 4,4:7 n6;" NG
IF NOMC THEN GOSUB 1088:G05U6 118

1445

-

1458

L LT Insert disk and press EEED
or IEEETTHE to quit"
IF PEEKLSIZ279%33=X THEM POKE 106,PE

EK{1B6) +24 ! GRAPHICS @:END

145%
1460
1478
1488
GOTO
14%9
1497
i4%8
149%3%
is588

. ;

1518
15Z9

1518
15480
1557
1598
1599
1680
1618
1628
1638
1640
1658
16608
1697
1698
1699
1786
1718
i17z@
A7Z8
3 L
1740
1750

1‘1‘:

L1768

IF PEEK(S53279)<}»6 THEN 1450

OPEN H1,6,8,"D:% . FNT"

INPUT #1,DES

IF DES$(S,8)="FREE" THEN CLOSE #l:
1455

RETURM

REM -

T4 W SCREEM FLLL |

REM

POSITION 25,FL®4-1:7 “EENEEEETD

IF PEEK(53I279)<{)6 THEN 15180
POSITION 25, FL®4-1:7 "

POKE 5598

RETURM

REM

FICl TURN OMH GLSPLAY

REM

POKE Z4576.8

FOR I=0 TO &

FPOKE ZAS77+I,CHP+I%4

POKE ZASBI+I,Z0+IM1G

NEMT I

POKE S4286,192:POKE 559, 34
RETURN

REM

I MO HMORE OM DISK

REM

FOR I=FL TOD S

POKE Z4ASBI4+I,Z6+IM16

NEKT I

POSITION 26,FL%4-1:7 “HETEENTEE

IF PEEK(53I279)<{)E THEN 1740
POSITION 26,FL%*4-1:7 *

RETURN

KEYBOARD

INPUT

continued

pushed. Pressing space (LINE 345) calls up the "shooting”
routine at LINES 360-65. Pressing the arrows moves the gun's
column position (LINE 340). You get a play again prompt aller
5 shots; LINE 380 stalls the program until "Y" or "N" is
pressed. As usual, "Y" repeats the program and "N” brings you
to the next section.

THE INPUT COMMAND

INPUT is different to the GET and PEEK keyboard commands
because you have to press RETURN to get the key(s) registered
or accepted. String inputs have to be DIMensioned first and
take the form INPUT A% where A% is the name of your string.
Numeric inputs take the form INFUT number. You can also
enter more than one item using a single input command (e.g.
INPUT X.Y.Z ) and vou can mix strings and numbers (e.g.
INPUT A$,X.B%$). In the former case you can press RETURN or
comma after each entry. You must, however, press RETURN
after string entries because the computer looks on a comma as
part of the string.

Normally the input prompt shows up as a question mark on
the screen. You can get rid of this by using # 16, vie. INPUT
#16 X, or by opening the screen editor to input/output, viz.
OPEN #n.12.0."E:": INPUT #n.X (where n=channel number).

SECTION 4 of the listing draws a box on a GRAPHICS 7
screen when you input the length and the width. The TEAFP
statement returns the program to LINE 410 if you don’t input
numbers; the IF .. THEN statement ensures that the numbers
are within the right range. While you can press comma or
RETURN after the first entry, wrong numbers don’t get picked
up until you hit RETURN. This deesn’t matter much here, but
it might be important if you had a long list of inpuls as one
incorrect entry would mean you have to repeat the lot from
seratch. LINE 440 does the "go again” routine. As usual, only Y
or N are accepted but this time you must press RETURN after
the key too. Because input string A% (DIMensioned in LINE
400) has a length of 1, additional characters typed in will be
lost. For instance, inputting "YZZZZ" would be acceptable as
"Y" because only the first character is counted.

While the INPUT command accepts leading spaces as part of a
string, it ignores spaces entered at the end or inputs consisting
of spaces only. For instance, if you input "dog " (length 5) it is
taken to be "dog” (length 3). You can get over this problem by
building up your string character by character with the GET
command. SECTION 5 shows how this works: LINE 500 sets
up a 6 character string called B$. The next lines get a key and
put its letter equivalent into the string. We don’t have to open a
keyboard channel this time because channel |1 was already
opened in SECTION 3. Pressing return (K=155) pops you out of
the loop, otherwise it covers 6 rounds (i.e. the length of the
string). LINE 520 ensures that only certain characters are
acceptable and each keypress is checked before its allowed
into the string.

FINALLY ....

That about covers the Atari's keyboard input options. The
press a key routine at the end of the program is included to
show how you can make messages "flash” on the screen as this
is often useful in keyboard input routines. POKE 755.0 makes
any inverse characters printed on the screen come up as
normal. POKE 755.2 (the value there ordinarily) turns them
back to inverse again. LINES 550-60 swop from one to the
other [with a short delay) until you press a key. LINE 570 puts
everything back to normal and ends the program.
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XL/XEUTILITY

OLD-COMMAND

34

Id-Command is a two-in-one utility offering program

protection and the setting up of a function key by

adding two new commands to Atari Basic. The utility
is so-called because it brings to you the long overdue com
mand, ‘OLIY, which enables the programmer to recover a
listing accidentally wiped. Also it allows the user to build up.
via the ‘COMMAND' statement, a buffer of commands that are
commonly used which may be executed with one keypress.

THE OLD STATEMENT

This ne command will enable programs to be recovered that
have been ‘lost” by typing NEW, by loading a new tape program
or by overwriting from disk.

When the computer performs a NEW statement it does not
wipe the current BASIC program from memory, it merely resets
the program pointers from the top of the program (o the
bottom, making the user think that all work has been lost. It
would, therefore, seem a simple task to reset the pointers back
to the top, but what if a new program has since been typed in?
This is where the most powerful use of OLD-COMMAND comes
in as it offers almost maximum protection by dumping the first
22K of your program into the space behind Basic, the Floating
Point package and the Operating System (high memory from
now on). Even if you program is longer than 22k you may still
be able to recover it as explained later. Even if the original
program is overwritten, it could still be recoverable as the
following situations explain.

Situation 1: I have typed in a small program and entered NEW
by mistake. Solution: Enter OLD and the program is back. The
program will protect against NEW if NEW is typed on its own at
the beginning of a line.

Situation 2: After NEWing a small program by mistake | pro-
ceeded to type a second program in on top. | recovered my
original program by typing OLD but then lound | wanted the
second program back after all. Solution: Enter OLD again.
When OLD is typed the program in high memory is exchanged
with the current program so 2 programs can be swapped
around to minimise loss

Situation 3: | have typed in a program and entered CLOAD by
mistake. When the new program came up | realised the error.
Solution: Type OLD for the former program, and OLD again if
desired for the second. Note that OLD-COMMAND will dump
your program as soon as disk or cassette is accessed (via
commands such as CLOAD, LOAD, ENTER, RUN "C:" or RUN
"D ete.). No matter how far the load has progressed, the
program can be recovered.

The condition on all this is that if the program that is lost is
more than 22K long, and the overwriting program is more than
22K long, the system MIGHT crash when attempting to OLD. It
is best to SAVE the overwriting program and then give il a try
you may well recover 22K of your old program. Having said all
this, it is VERY unlikely that you would ever be in this
situation. The majority of the time this utility will happily
recover ‘lost’ work.
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THE COMMAND STATEMENT

This is a useful timesaver. If, during programming, you notice
that you seem to be using the same direct mode commands
repeatedly, you can now store them up in a buffer and then
press one key (HELF) to run them as if you had just typed
them in. The way to store them in the buffer is to type
COMMAND. The prompt comes up and the series of com-
mands must be entered just as if you were entering a direct
mode line, This is an example of what could be typed after the
prompt, "Enter New Command":

GRAPHICS 0:POKE 710,238:POKE 712,238:POKE
709,0:POKE 752,1:POKE 622,255:POKE 82,0:POKE 756,204

Every time Help is pressed, the above will be executed.

You are limited to 120 characters and Return must be pressed
to store the statements. Note that the Help-key utility switches
off whilst RUNning programs to prevent unwanted access. The
Command buffer is cleared on typing NEW or OLD.

DISK OPERATING SYSTEM

OLD-COMMAND becomes a very effective 'MEM.SAV file’ be-
cause any current programs are automatically dumped to high
memory on typing DOS. Therefore you have 22K of protection
without having to create a MEM.SAV on disk. Simply recover
the utility after exiting DOS by pressing Resel. Typing OLD will
recover your former listing. The condition of this feature is that

only the ORIGINAL DOS 2.0 or 2.5 must be used

TYPING IT IN

There are two versions: cassette users type in Listing 1, SAVE
it and create their own autoboot cassette following on-screen
instructions. This is then loaded by switching off the compu
ter. removing all cartridges and then switching on while press-
ing Start. Press any key to commence boot. Disk users create
an AUTORUN.SYS file on a fresh disk by typing in Listing 2
and SAVEing. Load by switching on the computer with the
disk in drive 1. Just after typing NEW or OLD ignore any
screen flashes - this is the utility accessing the region
A000-FFFF - and a double READY sign - this is simply the
utility checking to see if a program is in memory.

INOTE: This utility can only work with XLs [600XL and B00XL)
or XEs (65XE and 130XE) due to bank-switching technigues.



EI
HK

Py
TG
ED
HY
EP
NO
nK
PP
GV
oM

DN
ZI

HY
Fi

JH
[
TY

RC
L1

UH
UM

DM
(1B
1] ,]

GF

KR
IG

ZM
YI

JH
cJ
FC
uM
v

LL

BT e
2 REN = OLD=CDOMMAND *
3 REMN % i By David Manlove *
4 REM = LISTING 1 "
5 REM # (CASSETTE VERSION) »*
B REM ¥ ——— e e e o »
7 REM % MEW ATARI USER - Dec/Jan 71 #*
B R E M - -
9 REM

95 REM [(ETEECETALD

180 DIM HEMS$(94) ,PS(2) !RESTORE 23I0:FOR
A=1536 TO LS549:READ B:POKE A,B:NEXKT A
iTRAP 170 :MEMADR=14848:RESTORE 258

185 GRAPHICS @:PDSITION 14,1:7 "OLD-CO

HMAND' 1 TOT=8

186 POSITION 9,2:7 "Creating cassette
fFile"

118 POKE 82,15:7 :7? ""Reading line";:pP0

KE 8Z2,19:7

128 7 25@+L

138 READ HEMS!FOR H=1 TD 94 STEP 2:PS5(
LI=HEX$(H,H) : PSC2I-HEXS (H+1 ,H+1) :H1i=-AS

CIPSC1,1)) sHZ=ASCIPSC2,2)):D2=D2+1

148 HAI=HA-7%[HL}»B4) tHZ2=H2=7%(HZ2)64) 'H1

ZH1-48:H2Z-HZ-4B:DEC-Hi%*16+H2Z

158 POKE MEMADR+* (H-13/2 ,DECITOT=TOT+DE

C:IF TOT>9299 THEN TOT=TOT-1008

168 NEXHT H:MEMADR-MEMADR+47

161 READP CHK:IF CHK<»TOT THEN POKE 82,
2:7 7 "“"Wrong data in line ";258+L;"1v
IEND

162 L=L#+18:TOT=0:60T0 128

165 REM

1780 POKE 82,2:7 ;:IF L+250{>468 THEN 7
17?7 MOt enough data in line " ;2580+L;™
1 END

178 7 17 "“"Writing autoboot cassette':?7
“Insert blank cassette and "

176 ? ""press Return':TRAP ZiS!POKE 764
s 2551 INPUT PS5

188 OPEN BL,8,1Z8."C:"

19@ POKE 859,11:POKE 85Z,0:PDKE 853,58
{POKE 858.,8

288 A=USRI15I6,1888) :CLOSE H1

219 7 "all done'":END

215 CLOSE Bi:? "Cannot write file' ;% ©»

Error "“;PEEKCLL95) ;" encountered"

216 7 "Rectify and " 1GOTO 176

220 REM CEATTY 3T iE DATA

230 DATA 194,104,141,89,3,104,141,88,3
»162,16,76,86,228

248 REM EEIATTETNE

150 DATh BBOBYBOGEEDTASICEBDOZDIAYGEESD

AAIBTESEBADPEDABDIOAANBBFBY0DEALAYPBDBTE

G1OF7AD91871669018DBEB7ADY2,593

260 DATA 8769008BDBFO7AYBCED187A907BDY

Z07Ha2BFBDABEAYDIDB7CALBF7ADABE4AL1BG69018

DCODIADLLEAGPDDBDCLOFATBZED , 354

278 DATA 9DO749098DIEL7AZODADOOIDBBOEE

BDBFALBERADZDBACHPFFFOBIACLSO9ADEFOZES5C

BEAPESBZASCCAYDIOBSCDAFABESCE , 646

288 DATA ZO0E®0%H000BLCDAABLCBYICDBAYAC

BCBDOF IEGCCEGCEASCEFOOBCYDBDBESASDEBSEC

E4CZBR7ABLIBY6CPAAABTERBDY9,157

290 DAaTA GCDABADIBOODBBLOEFZODTOS4CLFO

SH9EDEDZ1LO3IAFO7EDZZOIAYIDEDLESTIASBTEDL

FBIAYFEBDE7OZAY0ABDEBBAZAZOY 514

I08 DAaTA ABFAAPDTACSCE4080000000000000

PEEDB00000D0D000B02D000000020D0D0008D

BP0 ADDDO0P0AARDDARDDDODD, 962

310 DATA 90000 000000DB00BZ04AFZOBCY?96BF

BBSEEZYBA2860ADZ9DABDZBOAADOOBDZO90DABEZ

aBABCZBRAAADZFRAFDDIACSADBAD, IS0

3280 DATA DOARZODBEZCAOABEIZOACBEBB3I3I0AD

C7FOSFOFGCY80BAA68DI2Z0A4ACEDBTZY7FDD7FO

SFOL7AP008D3IZ0AEEZCOAEEZCDA, D47

338 DaTha AZ2004ADZCOACYBBDADL4CAS0%4AD3IZ0

ADPBE4ECZBOADBFIEOOSFODIZOBB092AEZCOABD 4

GbABSCEBDATAABSCCHCCBDDADGS , 87

349 DATA BI94EPASSTEGACBCOB4ADBFSBCZFOAA

POCEBDFCBZACCIDBA0ODEBCZFOAB2S5Z20A997EDAC

8COB4DBFSBCZEMAADETDZBSCBAD, 346

OLD-COMMAND

LJ

BP

IH

RI

HH

KP

HY

™

GE

356 DATA EB9Z285CCAOPLELE8CIBOFOICARLLIE
98000926COABB1OF720E20%A%FFED2DBAAIBDE
SCDOBSCFASADBSCEAGBOBLICBYLCD, 133
368 DATA CBDAFYESCCEGCEASCEFOOBCIDODOE
BAYDEBSSCEACIABBZOD7O9ADZEQAFOD4ZB4CCERD
BEOADZEOAFBOCASS4IBEIOSE554, 348
I70 pAaTA AY0RBDZEOAAIEESDYLATAYOBBDIZA
7ACLFE9ACI1LOACO7EFODIBITEBAEEILOAABBLE
8A9BCEDI1874%0878D09207A%0080, 736
IB0 DATA I10AZ09I0%AD270AF006208407479
B8D270AA99BABR160A9BAEZADANCZBRAZE60A
IFFBS@86CFABFAY00B8552A9%0CED, 559
290 DATA 4203Z205G6E4A9038D420IA%0CEB04A0
I4969BD4403A90A8D45032056E4090BBD 42030
P56804403A90ABD4A503IAPLIGD4AE, 70
400 DATA BIA900BD49032056E4A9058D42030
3788D4B0TA00BD490ZAFITEBDA40INAIOABDASE
IZ2056E4490285524C1FO%A97ESS, 185
419 paTa CBAY0ABSCC4CIBOIAIBOBSCEHAIESE
SCCAB7FA9Z099800591CEEE10FB60206B08098
18DZIDA4CISA%48003II0AF00IAT, 70
420 DATA BOBDIIOAGBACFFFFZOCI09684CBFO
98A48984008206B0B2868AB6BAAGRADDIDIZIF
Ca%818Dp81D3IADIVBABPOED45868, 608
430 DATA AY00BDOED47BADBLDIZIFCOIBZAEDLD
ibZ60ADDCAZCI11IFPBI4C6ZE4AYAOBDDCOZA0A
1618ACI80DRFOZR1COAAYOLBD2T , 257
448 DATA BA4CD4DBAEG4E4ACEIE4ATOTACSCE
400000000000 000000000000000434F4D4D414
ECA44EASD7AFACCA44I4C4AF41CA26,752
450 DATAH 9940080CO7ABRISZAS4DIBA4E4ASETY
BPBASGE7465722Z04E6577204X6F6D6D616EG4T
B453A49B00000000000000000000,216

EXI
HE

(1]
BH
ED
KY
EP
MO

oK
PP

GV
LN
oK

au

DN
Fa

HVY
FG

oJ
RP
Ve
21

T
VH

1 REM i iefaf- Dok ool ok - -Sot eI e e
2 REM » OLD-COMMAND "
3 REHN %= By David Manlove L
4 REM % LISTING 2 *
5 REM ¥ (DISK VERSION) "
B REM # ~——emee e e e ———————— =
7 REM % NEM ATARI USER - Dec/sJan %1 %
8 ﬂ[ﬂmﬂ“ﬂﬂ“ﬂﬂm
9 REM
95 REM 170V NT:RN:
168 DIM HEXSC94) ,P$C2) :RESTORE 230:FOR
A=1536 TO 1S49%:REaAD BIPOKE A,B:NEXT A
tTRAP 178:MEMADR=14848:RESTORE 250
i85 GRAPHICS 6:POSITION 14.1:7 "OLD-CO

MMAND™" : TOT=8

106 POSITION 11,2:7 "Creating disk fil
'll

110 POKE 82,15:7 !7 “"Reading line'"™;:PO
KE B8Z,1%:7

128 7 Z250+L

130 READ HEXS:FOR H=1 TO %4 STEP 2:PS§I(
LI=HEXS (H . H) i PS(Z)=HEXS CH+1 ,H+1) i H1=AS5
CEPSEL,13) tHZ=ASCIPSCZ,2)):D2=D2+1

148 HI=H1-7#(HL)»64) :H2Z=HZ-7%(H2Z)64) 1H1
“H1-48:HZ=HZ-48 ! DEC=HL®16+H2Z

158 POKE MEMADR+CH-1)/Z,DEC:TOT=TOT+DE
C!IF TOT}>999 THEN TOT=TOT-188680

168 NEKT H:HEMADR=HEMADR+47

161 READ CHK:IF CHK{>TOT THEN POKE B8Z,
2:7 7 “Wrong data in line ";250+L ;"™
iEND

162 L=L#+10:TOT=0:6G0T0 1Z0

165 REM

178 POKE B82,2:7 j1IF L+250<{)»538 THEMN ?
17T "Not enough data in line *;250+L;"™
1 END

175 7 :? “"Mriting Di:AUTORUN.SYS™:7 "1

nsert blank disk and *

176 7 “press Return:TRAP Zi5:POKE 764
;255 INPUT PS

180 OPEM H1,8,128,"0:AUTORUN.SYS5"

198 POKE 858,11:POKE 852,0:POKE 853,58
iPOKE B858.8 :

288 A=USRC(L1536,1X02) :CLOSE H1

218 7 "all done':END

215 CLOSE #i:7? "Cannot write file"™:? *

Error "“;PEEKLL195) " encountered"’ -
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tirme!

SCene.

0958

wwhen we celebrate our tenth!

10 YEARS OF B.U.G.!

Oi! The camera’s over here lacds!

Pictured here is the committee of the Birmingham User Group ail
the club’s 10th birthday celebrations demonstrating the amozing
versatility of the Atari machines. Bet you didn’t know that you can
hold them two different ways up and even sit on the older ones?
And you can do all this while watching the stripper at the same

The Birminghoam User Group is, withouw! doubt, the longest estab
lished and, surely, the most influential Atari User Group in the UK.
Established in 1981 amid the wave of euphoria surrounding the
Atari 400 and 800 machines, B.U.G. has seen the germination of
much of what you now take for granted in Atari world. Withowt
B.U.G. you would not be reading this very magazine, you would not
have enjoyed Softuware Express who served the Atari community so
well until their sad demise, you would not have had Derek Fern
discovering new hardware and software for you every doy and,
arguably, you may not have had US Gold (who said ‘so whai'?).
B.U.G. has been responsible for a greai deal of the current Aiari

The group is siill going strong and meeis every Thursday evening
al 7.30pm in the function room of the Matador public house oppo
site Si. Martin's church in Birmingham's jamous Bull Ring. If you
are in Brum on a Thursday night, why not drop in? If you want fo
kknow more give their secretary, Steve Hough, a ring on 021 708

Congratulations lads, hope you're still around in a year's time

OLD-COMMAND

GF
BT

HE

BI

EJ

G5

s

J-J

SH

Fit

Z16 T “Rectify and *";iGOTO 176

@ REM

ZI0 DATA 104,104 141, 89,3104, 141,88,
LABZ, 16, 76,086,728

Zdd REM DTN

258 paTa FFFFOG@ESFoEaSacoDB4L1DASBDBDE
S1PADAEDABEZZZ1A90AASCFABOFEYBOEL9 9001
EBRIAFTADASIELBGEYBLODIZLEAD, 748

260 DATE OGLEGIOAEDIIIEAYIOADOSINADIED
DAGIEAZRFBDABEAYDLLIFCALBF 7ADABE A LBESD
LODI4AZBADAIEAGIOAEDTISTOAYI6 , 20T

Z78 PaTa BDLILEATZOODLZIEADAFADZABIBST
BEDIIFIADZHOIASCCODZAZIBICHYIZL1ES818F
BADZLLIELDGPRIBDSSZRADEZIEED, T44

208 DETA BDADSEZOATAABDTLIIEAIZGEGDZZIEA
CFCICFCICB®Z1aifdadsa’DaeabtspaFadceel
BasRABDOEDA FARPFEADALDIAYFC, 218

Z%8 DATa BSCBEAPICASCCADASASCriIGYAZEADL
EZLACHFFraal4CayLFabDE 78ZASCEBADEARNESSCCE
BPAZRASCFFOLIAYBRBSCFOSDAAS, 1T

Ioe paThA COATAGESDAIAYASASCELSSGOCADaRE
SCOBSPOATABBSCEDSDLABBBRICDAABICEY LDAE
AYICACADAF IEGCCERCEEGDLASDL, 852

Iie DATA CYDODODBLAATIDOBSDLASCECSCFFABRE
FORDBDFAIDEASECE I BYRDAASCFOBLIARL LEFERT
LAADTYABBBYIEOZLBAYYE00GA0LE, 712

I8 DaTa EFZOSEZNASE0CTOGDBOIACELZALACY
ILFZ04015AYEIESBCAYIDASADASAOBDE D ZEAS50
BEDEAT@ATIDASOAAYZOESEBRAIRL , 5AE

ITe DPATA GRZLIOTAPIEODZZOIATLIODIEGIATL

WL

KE

KI

¥

L L

oar

D

CT

EADALFAIAPZIBDZABIAYIEADIBGIAYFCBDETOEZA
SZLIODEBBZAZZOABERAYOFACECEL, 55
348 DPATH FIEFZDFIZNIEAFFILDFEZCFIACEEE
FRBZEFBCEFDTIFREIFDCOFDEAF CACDDFCAD4AT
BAFDALADDABFOSBCOT2A0BEO4020, 938
158 DATA L1O0204a4F208CY9BFORSEELAZITOEEA
FlaZ1IB0192 LA9GREDLAZ IBRELBZABCICZIADTAT
IFEBIJCCCLIEADABAZBOBELDZLIOL, BO
I6R DATA Z26FICBEABYZ?ZIDDTFOSFAFECIBAEB
GREBDIEZLACELLIEZYPFDDFFOSFALTABRBDZGZ
LEELDZIEEIDZIAZO0ADIDZLCION, A90
I pATA DAPLACEPIFADIGT IDBESLECLIZLIDAF
ICROSFreeIZerciFACLIPZ1IBRIAZI0SCODRIDZLE
SCCRECCHADLMABDRI4TTLIIITERICE, 598
I8 pATA CEB4ADBFSOCZOZLAMOCADFCOZACITL
FA@@BBC2OZLIBP462199721CECOR4DBFSBCLFE
LADE 7R ZSSCEADEBBZAGCCADDLIBL 422
I%@ DATA BACHGOFBICARLLIEYBEAODIFEGATLEHL
BF7ZRTOEZDAIFFEDLEZLAYRBASCDESCFATARASC
EARRBDICBYICDCOADBF YEGCCEGCE, 672
408 DATE ASCEFABBCIDADRERAIDEASCEACPEL
FZOSEZRADLFZAIFOA4ZB4CIFIFGRADIFZIFOBCA
SSAIGEFASE5SA0DBDAFZILADSA, 132
418 DATE BDBSIEADLFBDBGLEACITIFACISZLC
BFEFBOFRSTIZACEZSZ1AGDL6AAPIAEGDASIEAD]
ESDBELIEATDONDESZLIZAO7ZOADLE, 924
478
168Aa9IBAELBZIACICRIZ660AIFFESABECFABFA
FTRBSSIAYICALATRITASEEAATET . BTE
438 DPATA DD4AZOIAYOCODAAOSATSDODALDTAME

paTa ZIAFABEZIAFE iIDATEREDLOZIATIBABDG-

(7]

LE

Wi

JE

oL

LEpASBFZOSGEAATIBADAZTETIAYAABDA4RTIATZLE
CABAIAYLIBDABOIAIOOEDLAIDIZE, FTE

4408 DATA SEE4AT05BDAZOIATTOOCABEIATOEA
CAPRIAFFIGOAABIAFILIBDASEITASEEAAIBZEGT
ZACHTLIFAI7ZESCEAIZLASCCACENF , 734

458 DATa ZBAYBOASCRAPBSBSCCABFFADZATIE
@5 YICEABIGFEGAZADFIEADDLIADZ7ELIACADIFA
BabZ7ZIFOAFAIOEED27ZLIEBACED, B4

460 DATA FCRZAIDZOGRACIZIZGAALABFEABRAETOD
FLEZBGEABEEGAGRABBD4ABICYB4r0D4ERACESR
BZOIDTOEBSACSATZDADOIDIZIFCOHS, T3]

478 DATA DLBDOLDIADZZZIOGOEDLS06089000
POERDAFEADDAIDIZIFCAIDTIADOLIOIGOAOAREBIDOG
GaABIFCLICYPARRGEaYIFCICCADE, 63

488 DATA EFGDZLIZIFE8LE04ACEIICATEBODZLE
JATEABDZZOIBDAFOIAY4DBDIERIADEIZIBDZAR
TapI4AZLIB0IBOTADEFIZOEFTOAADEA, A46

478 DATA ZHES5ABAYRLBDZLZLITAELIOAYEOEDZ
1Z1A9FCASCEATICASCCZOF LIEASADBEOCARER
S8pIRODZIACHFLTADDCOICILLIFE, 55

580 DATA BI4C6EZELAIODBDDCEZABBLELBACTE
BPAFRZOBDZLATOILADLIBZLACABIFREGAEARCEIE
489074CSCEABB00000000000008 , T80

F18 DATa SDMDODABARBDERGRATAFADADALLED
AAEASD7AFACCA4TACAFALCAIALFBALEZTIDLICE
BS2ASADIBAEASSTIBIRASEETARS . BT7

HI0 DATE 72ZDAEGS?7ROAIGFHEOGDELGEGA B
SIG9EEN0ARRRBN0ARRRRERRBEABZE LEZABBGR
CECTEEETEEEEEEEE LT T T S
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THE ACCESSORY SHOP

ISSUE 53

BARGAIN
SOFTWARE

We are still managing to uncover a few new items of software for
your XL/XE so check all the new items this issue. Check the inside
front cover and the following pages. Some items previously adver-
tised are now sold out but there are still word processors for you to
choose, from the most simple to the most complex, plenty of games
and much serious software - the choice is yours. As always we are
able to offer these items at considerably less than the recommended
price so check through the Accessory Shop pages.

BLUE MAX

One of the classics of Atari history! Blue Max
is set in 1915 during World War 1 and has yvou
Nying a mission in a bi-plane fighter bomber
along a river attacking enemy planes and
bombing bridges and the enemy’s airfields,
Superb diagonal scrolling similar to Zaxxon
makes this an exciting classic pame,

Normally £14.95

OUR PRICE £7.95

ROM
CARTRIDGE

ROBOTRON 2084

Its the vear 2084, and vou're the only being left wha
can defend humanity against the Robotron armies?
You've got to move quickly to rescue the defenceless
humans and blast fast with vour anti-robot laser gun
to shatter the oncoming waves of Grunts, Hulks,
Brains, Spheroids, Electrodes and mutant Progs, Only
v can save the last surviviors!

Normally £12.95
OUR PRICE £6.95

ROM
CARTRIDGE

KICK OFF

Ome of the Ninest foothall simulations of all, Kick O
gives you a full size multi-directional serolling pitch,
five skill levels, one or two plaver option, league
competition for up 10 eight players plus all the fea-
tures of the real game including corners, penalties,
yellow and red cards etc. Players may tire as the game
progresses, get injured or seni off. Truly realistic!

Originally £7.95

OUR PRICE £2.95

CASSETTE
ONLY

MISSILE COMMAND

Another of the all-time classic arcade games
that has you defending cities from missile
attack. Command the defence guns as enemy
missiles rain down from space to attack your
cities. Later smart missiles and bombers will
appear making the action more and more fran-
tic. For one or two players.

Normally £14.95 a
OUR PRICE £5.95 CARTRIDGE

DECISION IN THE DESERT

1 JULY 1. 1942, the Kattle of EI Alamein begins, but will
the autcome be different with you in command? You
make the decision to deploy tanks, artillery, air cover and
combat divisions. Choose o lead the armies of either side
ar challenge an opponent to compeie against vou. Excel-
lent graphics and sound, five soenarios, historic accuracy,
o or two players and more. An excellent simulation
from the creators of F-15 Strike Eagle and Silenl Service.

Recommended price £14.95

OUR PRICE £4.95

CASSETTE
ONLY

MOON PATROL

Your beat: Sector Nine, home of the roughesi, toughesi
thugs in the galaxy. You have the finest patrol car on the
force, compleie with anti-gravily jump buitons and laser
bullets, but yiu'll need more than a hast car in the rough
terrain of Sector Nine. Blast UFOs, Leap over landmines,
Demolish tanks and jump huge craters and moon roecks -
Just to survive, Great 3D graphics and good music add (o
ihe enjoymeni of this addictive arcade conversion.

Normally £12.95

OUR PRICE £6.95

CARTRIDGE

MASTERTYPE

Now anyone can learn to Lype 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
ot really a game for, befere you realise it, you will
becoine quile proficient on the Lr}lmi"d @5 you progress
through 18 lessons of increasing complexity,

Recommended price £14.95

OUR PRICE £2.95

ROM
CARTRIDGE

LETTER WIZARD

For those who need a little more sophistication in a
word processor, Letter Wizard gives you all of the
basic features you would expect plus masil 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 he sent
direct to the printer. Comes with an easy to learn and
use manual plus a handy Quick Reference card.

Original Price £19.95

OUR PRICE NOW£5.95
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99p CASSETTE SPECIALS

HANGMAN

The original computer education game suitable
for ages from 8 to adult. Three levels of play
with 40 words in each. You play against the
computer by guessing the word the computer
has chosen. Uses keyboard or joystick.

CASSETTE
ONLY

OUR PRICE JUST 99P!

TAIL OF BETA LYRAE

Our A-Z of Atari Software series says "The ultimate
“Scramble’ clone with superb graphics and music.
This humdinger of a horizontally scrolling shoot “em
up was written by Philip Price, and the music was by
Gary Gilbertson. They later went on (o write the
‘Alternate Reality’ games.” This is one of the few
original “classics” right up there with the top arcade
games of all time. Give your eyes, ears and reactions
an unforgettable treat!

OUR PRICE JUST 99P!

R T

CASSETTE
OMLY

STATES AND
CAPITALS

Learn the geography of the United States with
this program which draws outline maps of each
of the States and asks you to identify it and its
capital. Useful for school geography and for
anyone interested in the USA.

OUR PRICE JUST 99p!

CASSETTE
ONLY

BLACKJACK

Play one of the most popular casino games at
home on your Atari. The computer is the deal-
er and he plays by the rules. You, on the other
hand, bet money and decide whether to stand,
draw another card or double down in efforts to
hit 21.

CASSETTE
ONLY

SOLD OUT

INVITATION 70 PROGRAMMING 2

Cassette users wishing to learn Basic programming
can benefit from this tape hased tutorial. The Invita-
tion To Programming 2 set, entitled Writing Your
Own Programs, comprises TWO cassettes and TWO
workbooks and does not require Invitation To Prog-
ramming 1. With these actual, on-screen, examples
your programming books will come alive and you
will be writing your own programs in no time. Start
to program now al our bargain price!

Original Price £12.95
OUR PRICE £2.95

CASSETTE
ONLY

EASY PROGRAMMING

FOR YOUR ATARI MICRO

This baeok went out of print 3 years ago and we have been searching for a
replacement ever since. We are absolutely delighted to have found more stocks of
one of the best beginner®s hooks ever published. Over the past couple of years
whenever someone has phoned for a beginners book on programming we have
advised then o try and find o second hand copy of this book - now you can buay
it omece again, brand new! By the end of this book vow'll be writing your own
programs, including those with foll graphics and soond.

NEW REDUCED PRICE £4.95

130XE HANDBOOK

A programming book which covers not only the machine
2 its title but also the &SXE, BX1. and
earlier models, The book will take you from the firsi
steps in programming wp to writing good, stractured
programs, (e chapler s devoted to the sound capabili-
ties of the X1/XE with details of the sound chip itself
allowing you Lo create more sounds than i nenmally
passible with Basic. Four chupiers cover graphics includ-
ing IMsplay List programming, Playver Missile Graphics
and rede rll1irlg charsciers. ere are exlensive IpHpEn-
dices covering Basic commands, Error codes, sound and
graphics references and much more. An ideal companion
Tor novice and intermediate programmars,
Published price £7.95 Published price £7.95

OUR PRICE £300

ATARI ADVENTURES

An excellent book written by adventure expert Tony
Bridges covering adventures in general and showing
how you can write your own adventures on the
Atari. This book has in Ffact formed the basis Tor
some of the adventure listings that have bevn pub-
lished in PAGE 6. Tony will take you through
enamples of commercial adventures with lots of
background o all different types of sdventure and
then show you how all these ideas can he put ﬂ
together in your very own adventure. There is &
playable adveniure listing « The Eye of The
Star Warrlor to show you just how it all comes

Published price £5.95

:-:ﬁ‘;':;:::::u‘:::l[m“u viour feed o know to write your DUH PHlCE £1 '5[|

MICRO ENQUIRER

A large format book that covers the world of micros in
general with some specific Atari sections. The book
contains a lot of worthwhile background information on
home computing and is ideal for those who are recent
converts or who want to expand their general knowledge
of compuiers. [ covers all sorts of topics including
languages, bulletin boards, CAD, Data Processing, Prin-
ters, Artificial Intelligence and much more. There are a
few Atari specific programs to illustrale varions concepls
but generally this book will fulfil a need 1o know maore
about the world of computing in general. Large format

Published price £8.95

OUR PRICE £2.00 ™" o™=

WRITING STRATEGY GAMES

IF you are fed up with simple arcade style games bui
are nol sure of the maths reguired in writing “think-
ing" games like chess here is a book that will help
vou ok, To write games of strafegy reguires nol only
i knowledge of programming but also of certain
muathematical and coding e nigues. This book is
pitched at an intermediate level, assuming that you
already know some Atari Basic, Machine code pProg-
ra ers are also catered for with many hints on
how to modify the rowtines. The book covers ihe
programming theory behind intelligent games hefore
maving on to practical examples of setting up a chess
board, moving pieces and playing through. There are
sample gnmes for draughts, chess and other strategy
RAmes,

=y

cburpm s i) it

Published price £5.95

OUR PRICE £1.50
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MICROSOFT BASIC

Microsoft Basic 11 is now sold out but you can still
practice programming in the standard Basic if you have a
digk drive. Microsoft Basic is ideal is vou 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 £9.95

OUR PRICE £5.95

DISK
ONLY

SKYWRITER

Help your children learn how to create complex
words with a fun game that will keep them happy
while they learn. A two syllable word is given and the
child has to recreate that word from its parts which
float across the screen on clouds. A simple concept
but one which teaches in an interesting way, Suitahle
for ages 5 upwards,

Original Price £12.99

OUR PRICE £4.95

JUGGLES RAINBOW

A first computer learning experience for children
aged 3 to 6 that teaches the concepts of above, below,
left and right plus letter recognition allowing the child
to enjoy learning with colours and music and games
they can create and play themselves,

- OUR PRICE £5.95

JUGGLES HOUSE

Another for 3 (o 6 year olds teaching the concepts of
inside, nutside, upper and lower with Juggles® House
and Toyshelf. each game also includes a *playground’
where children can iry out these new ideas for them-
selves,

OUR PRICE £5.95

Sewre YOW ALSO ON DISK! | | s i e - oo
= e TEXT WIZARD TOUCH TYPING

| If you don’t need a very powerful word processor but
| still want 1o use your Atari to help with producing

. written documents Text Wizard could be the answer,
L A simple 1o use and easy to learn word processor thal
| has the basic features such as search and replace,

| move and duplicate text and straightforward print

| formatting including double column print out. The

| print commands are set for Epson compatible prin-
ters. Text Wizard will get you printing without getting
you confused.,

A Original Price £29.95
OUR PRICE £7.95

DISK
ONLY

Everyone who uses a computer needs to brush up on TOUCH TYPING

their typing and now you can learn to type like a
professional typist with this complete tutorial. Touch
Typing presents a sell paced method of learning by
leiting 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 vou in those areas.
Contains two cassettes and instruction manual.

Previously £19.95.
OUR PRICE £4.95

CASSETTE
ONLY

EESZEI pRINT SHOP GRAPHICS

| The official PRINT SHOP Graphics Library compris-
- &5 three separate disks each with 120 graphics and a
| printed out reference guide of the new icons. Disk 1
covers Holidays, Special Occasions, Sports and more,
Disk 3 covers Business, Symbols, Mythology and
others. ONLY Nos 1 and 3 NOW AVAILABLE.Th-
ese are all top quality graphics in the original Brode-
i rbund Print Shop packaging.

" Original Price £12.99 each

mgy; . UR PRICE £4.95 each

ONLY

AL - BUY BOTH FOR JUST £8.

TYPO ATTACK ™™= _°

A Lyping trainer based on the Space Invaders concept
in which you hone up your typing skills by blasting
falling letters. An enjoyable way to learn that will
Yuickly enable you to recognise the Keys without
having to look at the keyboard.

Normally £12.95 AIAL .
OUR PRICE £6.95 ROM

SILENT BUTLER

The all round personal finance planner that keeps
track of three bank accounts, maintains income re-
cords, reminds you of birthdays, anniversaries and
important dates and generally keeps vou up to date
on your financial status.

OUR PRICE £6.95

MUSIC PAINTER

An exciting educational program that helps to teach
music by using colours instead of nofes. Change the
fiMteen supplied songs to feature different instruments,
make the notes longer or shorter or transcribe your
own songs. Mo musical knowledge required to make
Your own great music, Children or adults alike will
et great satisfaction from being able to create their
VEFY O'Wn music.

OUR PRICE £7.95

" DISK
ONLY
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A Dantther Selection

More software for your added enjoyment ranging from adventures to arcade games and serious
software. Something for everyone in this selection with several new fitles this issue.

CAVERNS OF MARS

Winner of one of the first Atari programming competitions, this was one of
the first vertical scrollers and remains 8 much sought after original game.
Descend through the caverns avoiding mines and picking up fuel. Highly
plavable and addictive, only one or two have made it to the bottom of the
cavern to discover the secret that awaits them.

LAST FEW WITHOUT BOX BUT WITH FULL ORIGINAL MANUAL -

LOWER PRICE £4.95

TIMEWISE

Why not use your Atari as an electronic diary? Timewise allows you to keep
track of all vour 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. If you have a printer Timewise allows you to print oul the information in
a variety of ways,

Originally £22.99
ook OUR PRICE £3.95

KABOOM

Challenge the Mad Bomber as he tries to bomb you out of sight. Can you catch
his bombs and dowse them in time? Or would you like to be the Mad Bomber
and try to Matten 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 yvet addictive.

ROM

cartance OUR PRICE £2.95

ZAXXON

One of the all time classics for the Atari, Zaxxon set new standards when first
issued and was copied many times. Pilot your craft across the unigue 3
dimensional battlefield shooting enemy fuel tanks, anti-aircrafi tanks and mis-
siles before launching off through space for the ultimate conflict with a mighty
rohaot - few have got this far! faxxon, often copied, never bettered and NEVER
at this incredibly low price!

o RRP £7.95 cassi£9.95 disk
OR CASSETTE OUH PRICE £2.99

SCREEN DUMP 1020

(hwners of the 1020 printer/plotter will be delighted with this utility which has
heen unavailable for a long time, Now AtariArtist pictures can be dumped to
your 1020 in FULL COLOUR. Just boot up the tape, select your favourite
picture and let the software do the rest.

CASSETTE ONLY

Originally £14.95 QUR PRICE JUST £2.95

PLANETARIUM

Fun or education? Both really in this fascinating look at the heavens, Over 1200
stars, 88 constellations, the solar system and more than 300 deep-sky objects are
depicted in this program that allows vou to view the universe. You can make stellar
and planetary maps, study eclipses, learn about Latitude and longitude and much more.

1050 DRIVE ONLY  Normally £16.95
Please siate when ordering if

you have a US Doubler fitted OUH PFHCE £ 6-95

HOME FILING MANAGER/PAY OFF

DISK ONLY

The Home Filing Manager record keeping system that simulates index cards on
your Atari, keeps track of almaost anything together with The Pay-Off Adventure
- vour chance to sample an adventure in classic style. This two disk set also
includes some top class praphics demos,

SPECIAL PRICE - ONLY £I

PROOFREADER

Users of Atariwriter will be delighted with this, the long lost spelling checker Tor
the Atariwrifer cartridge! Proofreader may be loaded alongside Atariwriter to
give you instant access to a dictionary of 36,000 words. If that is not enough you
can add your own words a5 you go. Errors are highlighted on screen for
correction, unusual words can be saved and vou can look up spellings,

DISK

ony  OUR PRICE £5.95

MACRO ASSEMBLER

The Macro Assembler will allow vou to create vour own machine lainguage
games and applications five times faster than with the Assembler Editor
cartridge and it can assemble as many as 1600 symbol definitions with no limit
on program size. You can duplicate code, optionally assemble code and modu-
larise your program. A Program-Text Editor is included.

Normally £19.95
OUR PRICE £7.95

DISK
ONLY

BASIC CARTRIDGE

Why would vou want a Basic Cartridge when Basic is already built in to your
machine? Well some programs, especially some early public domain programs
won "t run on the XL/XE but they will if you plug in the old version of Basic.
Much more convenient than having to boot in the old Basic from disk and, at
this price, worth having just as a backup.

OUR PRICE £3.95

ROM
CARTRIDGE
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PIRATE ADVENTURE

Yo ho ho and a battle of rum ..". You'll meet up with the pirate and his dafTy
hird along with many strange sights as vou attempt to go from your London Mat
to Treasure Island, Can vou recover Long John Silver’s lost treasures? Happy
sailing matey. Scott Adams Graphic Adventure #2 brings you a superh Begin-
ner’s level adventure complete with graphics and ideal for all ages

Original price £19.95
ca riginal price

ONLY OUR PRICE £7.95

STRANGE ODYSSEY

Al the galaxy’s rim, there are rewards aplenty to be harvested from a long-dead
alien civilization. Fabulous treasures ... advanced technologies far heyond human
ken ... All this and more awaits the brave galactic Adventurer. But will you be
able to recover the wealth and return home? |:"r1.~Fn.'|1‘|' yoursell for a Strange
Ohdyssey! Sentt Adams Graphic Adventure #6 is a Moderate level adventure.

Original price £19.95
DISK

ONLY OUR PRICE £7.95

HARDBALL

American League baseball at it*s very best. A highly regarded game - check out
the review in Issue 45 “THE best sports simulation on the Atari’. Look over the
pitchers shoulder as he throws the ball to the waiting trio of batter, catcher and
umpire. In HardBall you can hit, run, steal, blunt and dive, change the fielders
and do everything you can do in the real game. For one or two players.

Normally £14.95
OUR PRICE £7.95

ROM
CARTRIDGE

GALAXIAN

Another arcade conversbon that retains all of the addictiveness of the original
and still stands as one of the all time classics. Blasl the galaxians as they advance
in formation and peel off io attack. With one or two playvers and 10 skill levels
you'll be entertained for a long time. Includes an easy option for beginners,

Normally £12.95
ROM

carnrrnce  OUR PRICE £6.95

JOUST

Do vour helmet and hoist your lance and climb aboard an ostrich in this
unusual arcade game! Do battle with ihe evil Buzzard Riders in deep space.
Prerodactyls to the right of you, alien eggs to the left, you must learn (o Ny so
that you won't die so very far from home. All the arcade ihrills for one or two
players.

Normally £12.95
camrnce  OUR PRICE £6.95

RESCUE ON FRACTALUS

Ask old hands what was one of the best games ever for the Atarl and a goad
propoeriion of them will say Rescue on Fractalus. This game from Lucasfilm set
new standards in compuler games combining a space Might simulator with a
rescue mission, Super, ever changing, 3-13 scenery as vou fly through the
mouniains to land on the planet and rescue stranded pilots,

Normally £14.95
ROM

cartroce  OUR PRICE £6.95

BALLBLAZER

Another From Locasfilm, this top guality aplit screen game takes place in a
games arena of the future. You are strapped into a Rotofoil hovercrafi-like
vehicle thal skims over the surface of the playfield at 50 metres per second. The
object is simple, just release your Plasmorh through your opponent’s goal. Two-
player simultancous play with first person perspective for both players.

Normally £14.95
ROM

CARTRIDGE OUR PHICE £B-95

SUPER BREAKOUT

Breakout was the original simple vet totally addictive game and this enhanced
version will provide even more addictive fun, Several variations on the basic
theme are available for one to four players (up to 8 on the S00080M0 ). NOTE that
this game reguires paddle controllers.

Normally £9.95
ROM

canraice  OUR PRICE £3.95

STAR RAIDERS 2.

The original Star Raiders is updated with better graphics and sound. Your job
is tio clear each sector whilst ensuring that the enemy do ol overrun planets in
anther part of the galaxy. It will take skill in deciding which sector to warp b,
can you afford to clear a sector or will you have 1o leave to defend a planet and
return later! A great Tollow up to an all time classic.

Normally £14.95
OUR PRICE £6.95

ROM
CARTRIDGE

LODE RUNNER

Another classic, perhaps the best of all plaiform games. You are a highly trained
Galactic commando deep in enemy territory. Your mission is to infiltrate all 75
of the enemy's subterranean levels to recover every lasi piece of gold. You are
equipped with a laser drill pistol but you'll need cunning, speed and agility.
Liode Runner includes a unigue extra that allows vou 1o creale Your own levels.

Normally £14.95
ROM

carrrnce  OUR PRICE £7.95

TENNIS

Cireat sports fun either against the computer or another player, singles or doubles. Forehands
und backhands, driving approach shots, angled volleys, overhead smashes and tricky lobs -
they are all here. You control your position on the court and where you want to hit the ball.
The electronic scoreboard dis plays the results. All the action without the sweal?

Normally £12.95
camrmoce  OUR PRICE £6.95

ONE ON ONE

Play basketball with two of America’s top players in this great sports simulation
which Teatures realistic offensive and defensive moves, Taligue Tactors, hot
streaks, a shot clock, even instani repay and a shattering backboard? Like the
game of baskeiball itself, One-on-One rewards you for playing with your head
as well as your hands,

Normally £14.95
ROM

cartroce  OUR PRICE £6.95

FIGHT NIGHT

Fight Night brings you all the thrills of the boxing ring as you face five of the
msl brutal fighters ever. Iis five separate battles are tolal war with relentless
action. The Boxing Construction Set allows you and your opponent to create
vour own perfect boxers, selecting stamina, intellect and styvle, Step into the ring
to pit your perfect boxer against the computer or another opponent. 172 players,

Normally £14.95

OUR PRICE £7.95

ROM
CARTRIDGE

DESERT FALCON

A version of the classic Blue Max that finds vou flying across the desert Indiana
Jones style searching for hiereglyphics hidden in the desert sands. You need to
survive long enough o destroy the howling Sphinx. The longer vou survive and
the further you proceed, the more perilous your mission becomes, 1§ you destroy
the Sphinx you get to gain the honus round for even higher points. Four levels,

Normally £14.95

OUR PRICE £7.95

ROM
CARTRIDGE
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ORDER FORM

ALL ITEMS FOR XL/XE

SERIOUS SOFTWARE GAMES SOFTWARE 99p CASSETTES

Qty. | Tie Pice | Tota Qy. | Title Price | Total Qty. | Titl | o
BASIC CARTRIDGE | £ 3.95 BALLBLAZER TE.05 HANGMAN £ 099
HOME FILING MAN. PAY OFF | £ 1.00 STATES & CAPITALS | £ 0.99
INV TO PROGRAMMING 2 | £ 2.95 BLUE MAX £7.95 TML OF BET#. LYHAE E u gg
JUGGLES HOUSE _ | £5.95 CAVERNS OF MARS _ | £4.95 :
JUGGLES RAINBOW | £5.95 DECISION IN THE DESERT | £4.95 Total
JUGGLES RAINBOWHOUSE | £ 9.95 DESERT FALCON £7.95 !
"‘L‘:E'ﬂ:g “ﬁ::ﬂ; DIk ﬁ ::: GALAXIAN £ 6.95 PUBLIC DOMAIN ETC.
MACRO ASSEMBLER | £ 7.95 HARDBALL : ;'95 Qty. | Tie Y
T - e SSUE 59 DiSK_r 205
MUSIC PAINTER £ -1;_95 KABOOM £2.95 §-BIT REFERENCE GUIDE |£ 6.95
PLANETARIUM £ 6.95 KICK OFF 208 TURBO BASIC £ 3.95
PRINT SHOP GRAPHICS 1 | £ 4.95 = : 7.95 Total
PRINT SHOP GRAPHICS 3 | £ 4.95 LODE RUNNER :
PRINT SHOP (BOTH) £ 8.95 MAXWELLS DEMON £199
PROOFREADER £5.95 MISSILE COMMAND | £595 PAGE 6 SOFTWARE
T T MRROBOT-CASS | £193 Gy, T T
- TRANSDISK IV | £19.95
TEXT WIZARD £7.95 MR ROBOT - DISK £1.99
TIMEWISE £3.95 ONE ON ONE £ 6.95 TARITALK £19.95
TOUCH TYPING £ 4.95 PIRATE ADVENTURE £ 7.95 MINI QFFICE Il £14,95
EIED RTINS AL RESCUE ON FRACTULAS | £ 6.95 SPELL ME - Disk £6.95
Total ROBOTRON 2084 £ 6.95 Total
STAR RAIDERS 2 £ 6.95 FREE NIBBLER -
BOOKS STRANGE ODYSSEY | £7.95 IF ORDER TOTALS £10 or more (ex. postage)
Qty. | Tite Pie | Total SUPER BREAKOUT £3.95 DISK ONLY - TICK IF REQUIRED [ ]
EASY PROGRAMMING | £ 4.95 TENNIS £ 6.95 TOTALS
THE 130XE HANDBOOK | £ 3.00 ZAXXON - CASS £299 Software £
MICRO ENGQUIRER £150 . |ZAXXON - DISK £299 Books £
ATARI ADVENTURES | £1.50 ZORK £2.95 Postand Packingonabove £ 1.00
WRITING STRATEGY GANES | £ 1.50 Total Public Domain ¢
TOTAL PAGE 6 Software £
Total £
= i e e A

Most goods will be despatched within a few days but please allow up fo 28 days for
delivery - Please feel free to copy this form if you do not wish fo cut the magazine

TELEPHONE ORDERS 0785 213328

Name [] 1 enclose cheque/P.O. for £

Address [] | authorise you to debit my credit card
[Jvisa [Jaccess [ JEUROCARD [_|MASTERCARD

My card number is:

OOO0O OO 00O OO0 Dod
A . Expiry date:DD DD

OVERSEAS postage PLUS 15% £ Signature

| £
1 Please ensure that the name and address shown are
Please make cheques payable to PAGE 6 the same as the cardholders.

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928  FAX: 0785 54355




HOW TO GET NEW ATARI USER

NEVI?IgAIl\\nGTEHNETS OVERSEAS

THE MAGAZINE WILL NO LONGER

! TO ENSURE THAT YOU OBTAIN A COPY BE AVAILABLE THROUGH THE
YOU SHOULD PLACE A REGULAR ORDER - NEWS TRADE - YOU MUST SUBSCRIBE
JUST POP IN TO ANY NEWSAGENTS AND TO OBTAIN A COPY
ASK THEM TO ORDER A COPY FOR YOU SEE SUBSCRIPTION FORM BELOW

MAGAZINE
SUBSCRIPTION

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

viewpoint on the ST subscribe NOW!
A six issue subscription is available for the special
price of just £12 in the UK. This not only saves you

DISK SUBSCRIPTION

Subscribe NOW for the Magazine and Disk at the

normal UK price of £25.00 and receive the following
money but ensures that you never miss a copy FREE OF CHARGE*
\ OVERSEAS RATES: EUROPE £15.00
l ELSEWHERE £21.00 by AIRMAIL or £15.00 by Surface
1

NIBBLER - A GREAT PACMAN TYPE GAME
TIMEWISE - TO KEEP YOUR RECORDS

TELEPHONE SU BSCH'PTION HOME FILING MANAGER/THE PAY OFF

That’s right! Receive ALL THREE of these
Simply phone us on 0785 213928 ABSOLUTELY FREE if you subscribe at the regular

UK price of £25 for Six issues with Disk

|' NO PRICE INCREASE ON DISK SUBSCRIPTIONS
H

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

* offer not available overseas and subject (o availability of stock (we have plenty!)

h

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

" Ingerl commencing Isswe numbser

e
Adivees [ ]1enclose Cheque/Postal Order for £
""""""""""""""""""" PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING
........................ D | wish to pay by Access/Visa/MasterCard/Eurocard
.................................... el

ORDINARY SUBSCRIPTION UK £120 Europe £1500 - I LTI LI
Elsewhere Surface £15.00 Elsewhere Air£21.00 Expirydate: [ ][ ][ ][ ]
s on ol 98 525'2?55:,;,1",: Egggg Please debit my credit card with the amount shown above

*Please send me free of charge the 3 items mentioned above

Signature

..........................................

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

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




XL/XE TYPE-IN

the artifacting character

set editor in the last

issue - check the colours

in Graphics 0!

his game uses British artifacting to give a
much more colourful display in Graphics
0. Many multicoloured characters are used
on screen at the same time, making it look
as if machine code has been used when in
fact it is all done with Basic. Excellent
sound effects and visual tricks enhance
the overall effect, making it fun to play.

When you run the program, you will see
the title screen with 'PLEASE WAIT then a
set-up screen will ask you to turn your TV
colour up so that the artifacted colours are
visible and then press a key from 1-8 to
adjust the screen so the correct colours
are displayed.

The object of the game is to travel around
the maze (using a joystick in port 1) to
reach the door at the centre while avoiding
the wraith who will chase you relentlessly.
Being a wraith, he can, of course, walk
through walls.

There are three levels, each with an easy
or hard option. You can select any level to
start with, and if you complete level 3 you
will see a sound and graphics explosion.

lssue 53 - Mew Adan User

RUNAROUND I

J. Goodwin’s game using

EI
oD
RO
5M
EC
BF
EQ
L
HU
HJ
NS

DK

TG

TT

EE

PL

VK
YB
M
PI
EH
HY
BC

CH
oF
KK
IL

TG

b P et oo -

i

Z REM * RUNARDUND IT L
I REM = by L]
4 REH = Joel Goodwin bad
5 REM ¥ —-ccmmmmmm———— e m e s e — L
6 REM # NEW aTaRI USER - DCT. 1991 %
N L L s s s s e s s e Rl
& REM

18 GOTO 1008

LUl MAIN GAME LOOP |

108 S=PEEK(5TI:IF 5=15 THEN MWAIT=SPEED
:GOTD 190

110 HI-N#{S=7)-(S=11) 1¥1=¥+(53=132~-(5=1
43

1720 HAIT=5-LEV:LOC=PEEK (SC+K1+Yi%4@8):1
F LOC=8 THEM 168

13I8 IF LOC»128 THEN POKE SCH+H+Y®40,0:Z
=1 :RETURN

140 IF LOC=B6 THEN POKE SC+X+Y®d40,08:RE
TURN

158 GOTO 198

168 POKE SCH+N+Y®40,0

170 K=H1:¥=Y1l

180 POKE SC+X+Y»*40,85

198 MOUVE=MOVE+L1:IF MOVE{HAIT THEN 100
268 MOVE=0:POKE SC+GH+GY®408,S5TORE

710 GH=GH+ (HYGH) - CX(GX)

270 GY=GY+C(YIGYD)-C¥{GY)

230 STORE=PEEK (S5CH+GH+GYH48)

748 POKE SCHGREGY™40,B6

250 IF STORE=85 THEM STORE=9:RETLRM
Z60 GOTO THIS

99 REM

400 COLOR IZ:FOR LM=1 TO 19

410 PLOT DCLM,1),0CLM,2) (DRAWTO DILN,3
3},DILN, 4)

———————————— e e ————————




RUNAROUND IL

cB

L4
PE
QE
RM
GR
3Y

CG

S3E
LC
TH
YD
a.J
TF
PK
cZ

EH

Gu
cz

oJ
50
Fu
ou
KK
NF
up
5T
TF

535G

oM
RN

az
IH

TU
HR

ZE
UG
a1
B.J
TR
LA
Z5

oM

5B

428 IF MNOT DEMO THEM SOUND @,LN®18,8,
ie
438 MNEXT LMN:PLOT 23,11

448 POSITIOM 13,11:7 H6;" "

458 POSITION 13,12:7 @6 o

4608 SOLUND ©,9,0,0:RETURN

499 REM ETTECFEECLIERL]S

500 POKE 77,0:IF LEV(}1 THEN PX=0:PY=8
iDH=8:DY=0:G0TD 568

518 IF MNOT DEMO THEN POKE AUD, 1

528 FOR LN=1 TO ZO:POSITIDN JX,24LN:7 ®H
GRS

5380 IF MNOT DEMO THEM POKE AF1,2MLN+18
O:POKE AFZ,Z®LN+111:POKE AC1,175:POKE
ACZ, 175

548 MEXT LN

550 COLOR I2:Z=0:PH=-1i1PY=-1:D¥==1:D¥=
1:PLOT 4,3

568 RESTORE G90+LEVM18:FOR LN=1 TO 19
579 REAP COL:COLOR COL

E80 PLOT DCLM,13+PH,D(LN,2)+PY

5980 DRAMTO DELN,I)+DK,DCLN,4)+DY

GOR Z=(Z=8) iPH=-DM:PY=DY

618 IF NOT Z THEM DY=-PY

628 IF Z THEM DH=-PX

638 IF WOT DEMD THEN SOUND O,LM+188,1
8,15 POKE AUD,1:SOUNE 1,LN+181,10,15:P
OKE AalLD, 1

648 NEXT LMN:IF LEV=1 THEN DRAMWTO 13,11
sPLOT A1Z,12:DRAWTO 26,12:COLOR 7

658 IF Hamrd THEW PLOT 23,11

668 POSITIOM 1Z,11:7 HE;CHRSCL1I0) (CHRS
(1z9)

670 POSITION 13,12:7 B6;CHRSC13I1) ;CHRS
1283

688 IF DEMD THEN RETURN

698 FOR Z=15 TO 8 STEP -8.S5:S50UNMD @,LN
+100,16,Z :POKE AUD,1:50UND 1,LN+181,18
LZ:POKE AUD,1:MEXT Z:RETURM

700 DATA 32,32,32,32,32,32,32,32,32,32
,32,32,32,32,.32.32,32,32,32

7108 DATA 19,12,10,12,10,17,10,12,11,13
,11,1%,11,1%,11,13,14,14,14

720 DATA 16,16,16,16,17,17,17,147,18,18
L18,18,19,19,19,19,20,20,20

799 REM

808 DIM DC19,4) ,R5(I4) :RESTORE %08

818 FOR LM=1 TO 19

#8zZ8 FOR Z=1 TOD 4

838 READ DAT:DILM,Z)=DAT

848 NEHT Z

850 MEXKT LN

868 RS="5556667770868555666777006555666
rad b

878 FOR Z=1 TO Z4

880 RSCZ,ZI=CHRS (VAL (RS (Z,Z)))

898 MEXT Z:RETURN

988 DATA 4,4,4,20,4,21,35,21,35,20,75,
5

9i@ pATA 35,4,6,4,6,5,6,18,6,19,33,19
920 DATA 33,16,33,7,%33,6,8.6,8,7.8,16
9I0 DATA &,17,31,47,%1,16,31,9,31,8.10
. B

940 DATA 10,9,10,14,10,15,29,15,2%,14,
29,11

958 paTaA 29,10,12,10,12,11,12,12.17.13
L2713

9608 DaTa 27,17,27,1%2

9% REM

10688 TITLE=Z?000:CHAR=I008:ADJUST=15200
:CLS=15000: GAME=100: HIN=2886

1010 DRAM=-S08:ERASE=400:MDATA=B00 :SHOW
1500 NUMBER=1400: MUSIC=25080

10720 GOSUB TITLE:GOSUS CHAR:GOSUB MDRAT
AIGOSUB ADJUST

18I0 GOSUB CLS:SLEV=1:POKE 1650,15:POK

FE
L1

UH
¥D

RF
NI

LO
SR
HE
aL
EG
au
LE
gJ
BD
(111
ML
KL
oo
LT
GL

AE

aH
Xy

uR

IJ

IGa
I

JT

ZL
cI

KF
]]
AN
BC
NK
1]:]

33

WF
ey
HY
S5M

CT

an

E 16,64:P0OKE 5ZXZ774,64

L840 COLOR 168:PLOT 2,2:DRAWTD Z,Z3:DR
AHTO I7,2X:DRAWTO I7,Z:DRAWTOD 2,2

1050 SC-PEEKC(88)+PEEK[82)M256

1860 AFL=SI76B:aFZ=-AFlL+Z:aACl=-aFl+l:AaC2
sAaFZ+i:aUup-aAF1+8

1899 REM

1100 DPEMO=1:THIS=1Z288:M5G=0:5T=1650:5%P
EED=@:GH=X:GY=X:STORE=8

1118 GOSUB SHOMW:POKE 28,150

1288 IF H=GH AND Y=GY THEM K=INTI(RNDC@
I T4 AT IY=INTIRND () HZB)+3

1718 IF PEEK(Z8)>1@88 THEN GOSUEB 1389
1220 IF MNOT STRIGIB)Y THEW 1698

1230 IF PEEKC(SIZ73)=5 THEM SLEV=SLEUN(
SLEV{I)+1:GO0SUB SHOMW

1748 IF PEEKCS3IZ721=3 THEMN HaARD=CHARD=
8) 1 GOSUB SHOMW+3IO

1258 GOTOD GAME

1299 rREM EDEINN-YEOEETEGEEEETIAS
1388 POKE 20,8:MS5G=MSGMIMSGC(II+1L:0N M:
G GOTOD 1310,1320,1330
1310 POSITION 6,08:7 B&6;"
er To Begin ":RETURN
1320 POSITION 6,8:7 HG6:'"Press Select T
o Change Level":RETURN

1338 POSITION 6,8;7 BG6;"Press Option F
or DPifficulty ":RETURMN

1299 REM pIsPLAY LEVEL MNUMBER

1400 POSITION 17.9:7 H6;"LEVEL"

1418 ON LEV GOSUB 1468,1478,14880

1428 POKE aUD,1:FOR C=1 TO 2:FOR ZI=15
TO @ STEP -Z:POKE AFL1,Z2#L0GCZ) :POKE acC

Preéess Triag

1,168+Z

1438 MEKT Z:MEXT C:POKE acl,.0:POKE aUD
-]

#

1440 FOR Z=1 TO 7:POSITION A7.B+Z:7 HE6
| ek "INEKT Z

1450 RETURN

1466 COLOR 4:PLOT A8,11:DRAWMTO 19,11:D
RAWTD 19;15:RETURN

1478 COLOR 9:PLOT 18,11:DRAWTO 28,11:D
ROAWTO 28,13:0RAWTO 18,iX:DRAWTOD 18,15:
DRAWTO 28,15:RETURN

1488 COLOR 15:PLOT 16,11:DRAWTOD 2Z8,11:
DRAWTD Z8,15:DRAWTO 18,15:PLOT 18,13:D
RAMWTOD 19,13:RETURN

LI W [ISPLAY DEHD HAZE |

1500 LEV=SLEV:POKE SC+GH+GY™40,S5TORE:G
H=Z:GY¥=I:X=X:¥Y=X!STORE=8

1518 POSITIOM 16G,11:7 HG6;" 5
sPOSITION 16,12:7 #6;" i
15280 GOSUB ERASE:GOSUB DRAH

1530 POSITION 16,12:IF HARD THEN T HG6;
“Hard":GOTO 1558
1548 * H6;"Easy"
1558 POSITION 16,11:7 H6;"Level ";
1560 OM LEV GOTO 1576,1580,15%0
15780 7 #6;"0ne" :RETURN
1588 7 B6;"Two" :RETURN
1598 7 H6;"Three' :RETURN
T LIS W COMTROL ROUTINE |
L1688 LEV=SLEV:POKE SC+GMH+GY™48,STORE:C
OLOR ZZ:PLOT 16,11:DRAMTO 26,11:PLOT 1
6,1Z:DRAWTO 19,12
1618 PLOT 6,8:DRAMTO 3I3,0:G05UB ERASE
1628 LIVES=I:THIS=188:5T=632;:DEHO=8
16Z8 COLOR Z1:FOR Z=1 TO 3
1640 PLOT I8+4Z.0
1658 FOR C=15 TQ -15 STEP -X:SOUND ©,2
4077 ,10,15-aBS(C) :NEXT CINEXT Z
1668 GOSUB NUMBER:GOSUB DRAM: SPEED=ZAC
4-LEV)
16708 H=IB:Y¥Y=22:GH=3:1GY=3I:5TORE=p:MOVE=
a

continued =
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CF

XY

I0

G5

MO
Gu

KP
0
BT
0.l
HO
BO
uz
RE
EZ
EL
FH
PJ
SM
RD
Uz

rQ
EH

B

Iu

G0

REZ

MJ

05

EY

FB

VF

5H

EE

TEZ

aF

UE

KH

HS

NE
ur

1680 POKE SCHGK+GY®40,86 :POKE 20,20:Z=

1

1698 IF PEEKIZBJ}QH THEN POKE 20,8:P0OK

E SCHH+YH48, 8587 : 7= (Z=0)

1700 IF PEEKC(EI23=15 AND STRIGC(O) THEN
1698

1710 Z=0:POKE SC+X+Y*40,85:6G05UB GAME

17206 IF Z=1 THEN 1788

1730 FOR Z=6 TO 4:FOR C=18 TO 0 STEP -

S:S50UND ©,C+31,18,15:50UND 1,C+32,10,1

5:MEKT C:NEXT Z

1740 SOUND ©,0,8,8:SOUNMD 1,0,0,0:LIVES
SLIVES—1:COLOR 32:PLOT I3-LIVES,O:POKE
SCHGHIGCYH4D, STORE

1758 IF LIVES THEN 1678

1760 GOSUE ERASE:POSITION 15,0:7 #6;"6

AME OVER":M=0:GOSUE MUSIC

1778 GOTO 1169

1760 GOSUB WIM:M-LEV:GOSUB MUSIC

1798 POKE SCHGH+GYM4Q, STORE

1888 LEVS-LEU+1

1818 IF LEV{4 THEM GOSUB ERASE:GOTOD 16
60

18206 POKE AUD,7:THIS=8:RESTORE 1988:CO0

LOR IZ:PLOT 3I1,0:DRAWTO 33,0

1836 FOR Z=28 TO © STEP -0.8

1848 POKE SCHGHAGY%40, 06

1850 FOR C=1 TO Z/2Z:MEKT C

1868 POKE AF1,Z+200:POKE AFZ,Z+1081:P0K
E ACL1,175:POKE ACZ,175:POKE SCHGHIGYH4

0,214

1878 FOR C=1 TO Z/Z:MEXT C:POKE AC1,@:
POKE ACZ,8

1880 MEXT Z:POKE SCH+GHAGY™40,STORE
1898 F==1:C=1

1988 Z=Z+1:IF Z=18 THEM Z=0:IF THIS<{>1
@ THEM POSITION 16,12:7 H6;"SUCCESS!":
POSITION 16,1F:7 H6;"SUCCESSIY

1918 IF € THEN READ COL:IF COL=—1 THEN
FOR C=175 TO 168 STEP -8.5:POKE acl.cC
:POKE ACZ,C:MEXT C:GOTOD 1968+THIS

1920 COLOR COL:PLOT Z+3,Z+I:DRAWTO 36-
Z,Z+3I:DRAMTO I6-Z,22-Z:DRAMTO Z4+3,22-7
DRAMTO Z4+I,7+3 4

1938 C=(C=8)

1940 POKE AUD,1:POKE AF1,200-Z%2:POKE

AFZ,202-Z%2:POKE A4C1,175:POKE ACZ,175
1958 GOTO 1980

1968 M=4:GOSUB MUSIC:THIS=18:RESTORE 1
990:G0TD 1898

1978 GOTO 1168

1980 pATA 16,17,16,22,32,137,14%,21,13

2,—'].
1998 DATA X2,32,32,32,32,-1
1999 REM TETLE SCREEM

28080 FOMT=PEEK(106)-4:POKE 106,FONT-1:

GRAPHICS 18:POKE 559,8:POKE 16,64:POKE
53774 ,64

2010 DL=PEEK(S568) +PEEK(561)%256:FO0R Z:=

8 TO B:POKE 1658+7 ,PEEKIDL+Z) iMEKT Z

2828 POKE S68,114:P0OKE S561;6:DL=-1658
Z03I0 POKE DL+9,15

2040 FOR G=10 TO 21:!POKE DL+G,11Z:MNEHT
G ’

2050 POKE DL+22,6:POKE DL+23I,65:POKE D

L+24,PEEK(S60) : POKE DL+25,PEEK(561)

2060 POSITION 3,8:7 #6;"runarcund ii'
IPOSITION 2,2:7 #6;"BY JOEL GOODHIN"

2070 POKE 712,32:POKE 7088,I2:POKE 709,

IZ2:POKE 718,14:POKE 711,32

Z068 POKE 559,34:50UND @,8,0,0:POKE 53

775,3

2098 T=1:V=48:GOSUB 2238

2188 T=8:U=144:GOS5UB 2238

2118 POSITION 4,6:7 #6;: ' [IEFEHD FEIE

2128 FOR B=@ TO 15 STEP 8.3

HH

CF
PL
[H ]
M

BJ
1]
CG
H

Ak
0
BL

[ 4
uy
BH
cT
BF
ay
HK
ZI

Y™

oo

oRr
YI

uz

JP

bF

- g

IT
ao

[N}

A
PI
PH
aM

ZE
EH
LY
JR
ou
ZH
UE

PE
ra

Sy

AE

BH

21ZI0 POKE 711i,.1G60+B:POKE S3I768,3I0:POKE
S5I76Z,60.POKE S5XI761,160+D: PDKEE 53763,
160+B:POKE S53I768,6

2148 MWEXT B

21580 FOR C=45 TOD 21

2168 FOR D=112 TO D STEP -—-186

Z170 EZE+#1:POKE S3I768,JI0+E:POKE 53762,
GBEB+E

Z180 POKE PL+C,D

2198 NEXT D

2200 NEKT C

2218 FOR F=15 TD 8 STEP -D.4:POKE 5376
1,160+F:POKE S3763,160+F:MEXT F

2220 RETURM

223I0 FOR B=0 TOD 15 STEP B8.75

22480 POKE 788+4T, U+B:PDKE S53I7608 , Tw4:PDK

E GI762,4+TH4 POKE 53761 ,160+B:PODKE 53
763, 1i60+*B: POKE 53768, 122

2258 MEHT B

2260 FOR B=15 TO 8 STEP -1.5

2270 POKE 53761,168+B:POKE SI7V63I,168+8

2280 NEXT B

ZZ298 RETURN

2499 REM

2508 RESTORE ZS5S50+ME58

2518 READ J:!IF J=—1 THEN SOUND B.8.0,8
:SO0UND 1.8,.8,8:RETURN

2520 POKE alUp;1:POKE AFL1,.J:POKE aAF2, . %
1

2538 FOR Z=15 TD ® STEP -5:POKE AC1,16

B+Z:POKE ACZ,160+Z:HMEKT Z

2548 GOTD ZS518

2558 DPATA 1Z21,128,144,136,136,136,171,
128,144 ,1%6,1%6,136,680,64,72,68,68;,68,

6B,64,72,68,68,68,—1

2688 pPATA 85,96,85,96,60,68,60,102,114
J182.114,72,81,72,81,-1

Z650 DATA 57,:114,57,114,57,114,53,188,

5%,106,53,108,64,1268,64,128,64,128,68,
136,68,136,68,136,-1

27080 DATA 64,64,60,64,64,72,64,64,60,6
4,64,76,64,64,81,64,64,85,64,64,91,-1

2750 DPATA P1,85,21,81,21,76,71,72,21,6
4,991,680

2768 DATA 91,85,91,81,91,76,91,72,91.,6

d,91,60

2770 DATA 72,85,102,121 ,144,173,144,12

1,182,91,91,91,91,91,%1,-1

2799 REM

2808 ZF=6:FOR C=1 TO 1Z:50UND O,10,6,7:

SOUND 1,14,6,Z:S0UND 2,18,6,Z:FOR D=0

TO B:NEXT DISOLUND B,0,8,8

2818 SOUND 1,0,0,8:50UND Z,0,8,0:Z=Z-0
S:MNEXT C

2820 RETURN

2999 REM LDAD CHARACTER

I008 RESTORE 3I008:J=1535

018 READ Z:IF Z<>-1 THEN J=J+1:PODKE J
,ZiGOTO 610

3020 I-USRCLSZI6,57344,FONT*256)

3030 DATA 104,104,133,213,104,133,212

3048 DATA 104,133,215,104,133,214,162

3050 DATA 4,160,08,177,212,145,214

3060 DATA 200,208,249,230,213,2308,215

Ia70 DATA 202,208,240,9%6,-1

I880 FOR FZ=FONTH25564+512 TOD FONTHZ2SE+780

3

3890 READ CIiPOKE Z,CINEHKT Z:RETURN

X188 DaTA 254,182,162,162,182,182,182,

182

I118 DATA 191,183,183 ,1827,254,116,118,

ile

3120 DATA 254 ,246,246,182,19%1,187,187,

187

X130 pATA 191,182,162,182,182,182,182,

182

Issue 53 - Mew Atari User




.

_ 8BIT GAMES ...

8-BIT GAMES ... 8-BIT GAMES ..

t the dawn of the

twenty-first century a

powerful organisation
known as the Xxarion Star
Corporation commissioned
sixteen orbital solar grids to
utilise the sun's energy. These
grids created special energy
crystals that enabled travel
through space at the speed of
light. Now, over a century
later, a build-up of disruptive
energy pulses is preventing
the normal supply ships from
collecting the vital crystals. In
an effort to recover as many as
possible before the entire sys
tem disintegrates, the Corpor-

ation have designed an ex
traordinary craft called the
Sun Star which is equipped
with the awesome speed and
fire-power that’s essential for
this challenging mission. All
they need now is a suitably
fearless pilot - er, any volun-
teers?

SUNSTAR is a shoot ‘em up
quite unlike any other, The
screen is designed around sev
eral components - the top half
comprises a ‘through-the-
cockpit’ 3-D perspective of the
energy grid, whilst the bottom
half is divided into three parts.
The rightmost section provides

SUNSTAR

a hirds-eye view of the entire
playfield, the central portion is
where you'll find all the neces
sary status info and on the left
there’s a short range scanner
to help you keep track of near-
by targets. The object of the
game is to locate, chase and
fire at "disrupter pulses’ which
appear as white squares on
the grid. If vou hit a pulse
enough times, it will disappear
and leave behind a crystal
which you must quickly pass
over - otherwise it wipes out
any others you may have col-
lected. Once you have ten
crystals you should head for a
revolving ‘warp gate' and fire
laser bolts at a “hyperwarp’
cell, which transports you to a

scanner to locate the nearby
targets, and use the 3-D dis
play whilst in hot pursuit. Un
fortunately, the disrupters
never hang around for more
than a second or two, and
there are lots of obstructions
that will sap your reserves
should you fail to avoid
contact.

Sunstar is a novel variation
on the shoot ‘em up theme
and has been competently
packaged, but [ must admit
that I've had this game for a
long while and have never be-
come particularly addicted.
Try and have a go before you
part with any money.

subsequent level.

Because energy is in very
short supply, it's important
not to be too ‘trigger happy’.
You should first use the grid
map to pinpoint your position,

then switch to the short range

Title: SUNSTAR
Publisher: CRL

Price: £7.95 cassette
Flayers: 1

Loading: 10°4%"

Reviewed by Paul Rixon

RUNAROUND II

PO 3148 DATA 255,711,165,211,165,211,165, ZC 150480 POKE 1548+XD®I,XSL0:POKE 1S541+HD

255 i #3, HSHI
Pa 3150 DATA B2,164,82,164,82,164,82,164 PM 150858 HSCSHSC+40:NEXT MD
PBE 3160 DATA 41,82,41,82,41,82,41,82 ¥YC 15860 POKE LiSI9+KD¥I,65:POKE LS40+MD¥I
IM 3176 DATA 74,37,74,37,74,37,74,37 ,B:POKE 1541+XD¥I,6
PU I180 DATA 164,82,164,82,164,82,164,82 WU 15878 POKE S4276,MHZ:!POKE 568,8:POKE 5
ML X198 DATA 255,165,211,165,211,.165,211, 61,6:POKE 78%9,10:RETURN

255 YP 1509% REM
GHW 3200 DATA B82,74,37,.74,37,164,82,164 AD 15188 HUT=INT(HADJ/S5) : KHZ=HADJ-HUTR4=1
HZ 3210 DATA 74,37,164,82,164,82,74,37 EM 151108 POKE 54276, HHZ:POKE 1536,112-(KV
LF 3228 DATA B82,41,82,82,41,82,41,41 TH1E6)

PC X2I0 DATA B2,164,B82,164,164,82, 164,82 05 15128 RETURN

CI 3240 DATA 37,82,84,82,37,34,36,82 FH 15199 prEM EEINGDTEECTERVENGEDEETETEET

DD 32568 DATA 255,211,169,211,169,711,16%, ZH 15200 GOSUB 15S888:POKE 75Z,1:7? :FOR B=
! 255 1L TO F:POSITION 5,9+B:7 “ddddddddd wn

A% 3268 DATA 82,0,164,82,188,82,0,164 1917177 Trrrreeer’ IHEXKT B

nY 3278 DATA 164,.8,82,180,82,164,0,862 AY 15218 2? " [ Yelldgl

IZ 3280 DATH 8Z2,0,41,90,41,82,0,41 w3

RT 3298 DATA 41,9,82,57,82,41,6,82 FS 15228 POSITION 2,19:7 "PRESS MWUMBERS F

GP 3360 DATA 148,0,148,148,180,1458,0,148 ROM 0 TO [ UNTIL ALL™:? ' THREE COLOU

DG II16 DATA 24,.8,126,219,24,60,1082,195 RS ABOVE ARE CORRECT"

LU II20 DATA 182,195,176,219,219,256,182, 5K 15238 7 THEN PRESS THE

z31 LIPOSITION Z2,2:17 "“THIS PROGRAM USES &

UI 3330 DATA 148,148,148,148,148,148,148, RTIFACTED COLOURS'

148 WW 15748 7 " TO SEE THEM PROPERLY YOU MUS
0J 14999 peM EEOENEETRTERT TN G A T TURN":POSITION B8,4:;7 “YOUR TV COLOUR
HM 15088 GRAPHICS @:POKE 718,8:POKE 75Z,1 UP HIGH!"™

1?7 CHRS (L1253 ; :POKE 756,FONT:HSC=PEEK(S ZG 15256 OPEN H5,4,8,"K:"

81 +PEEK (B9) %256 1 HSC=HSC—4 DF 15268 GET #5,HK:IF HK=I2 THEM CLOSE S
1Y 15018 POKE HSC+I.,@ :RETURM
YUY 15828 POKE 1536,112-(HUT#16) : POKE 1537 Al 15278 MK-HK-48:IF HK<{1 OR HK}8 THEN 15

L1122 :POKE 1538,1172 268
TR 15830 FOR XD=6 TO ZI:POKE 1539+HD¥3, 82 HP 15280 HADJ-HK:GOSUB 15160

{HSHI=INTCHSC/256) : HSLO=HSC-HSHIRZSE EH 15298 GOTO 15268 i
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MISSION ZIRCON

iger Developments,

new to Atarl software

publishing, have a
number of programs lined up.
With Mission Zircon they are
staking their reputation in a
traditional ‘blast the aliens’
style horizontal scroller.

Apparently, Princess Cirzona

is about to be married but the
grand ceremonial Zircon
crown has been stolen. Being
the King's faithful servant
you've jumped at the chance
to head off into a remote cor-
ner of the Universe, with
orders not to return unless
you find the missing crown.
Equipped with a jet-suit and a
*ZW gun, you embark on a

Title: MISSION ZIRCON
Publisher: Tiger Developments
Price: 5499
Format: Cassette/Disk
Players: 1

Reviewed by Paul Rixen

ere's another compu-

terised board game

featuring the ‘Mah
Jongg' symbolic tiles - they
seem to be extremely popular
in Germany! Although it
shares a similar appearance
with Zador (reviewed last
issue), the game itself has a
lot more in common with Acti-
vision's excellent Shanghai. If
you are familiar with either or
both of these titles, you'll
know what to expect.

The screen depicts a multi

layered pile of the oriental
tiles, viewed from an overhead

Issue 53 - New Atari Lser

journey into the dangerous
caverns of the evil empire.

Well, as you've probably
guessed it's one of those
games where the principal ob-
jective is simply to survive.
There are eight levels in all,
with plenty of determined
opposition from kamikaze
fighters, killer strawberries,
the sea of tentacles and many
other surprises. As well as fir-
ing at the nasties you must
carefully negotiate the excep-
tionally ragged landscapes.
Destroying alien ships in-
creases your score and enti
tles you to a bonus credit. A
sufficient number of credits
can eventually be exchanged
for goodies such as a limited
shield and improved weapon-
ry. Contact with the enemy re-
sults in both a reduction of
lives and of extra weapons,
though vou are always pro-
vided with a basic gun.

The background scenery is
very impressive and obviously

perspective. At its highest
point the pile is initially five
layers high and it's composed
from a total of thirty six tiles
each from one of nine symbo-
lic groups. The task in hand is
to dismantle the board by re
peatedly taking tiles away
from the pile. The catch is that
you can only remove matching
pairs of tiles and these must
be ‘free’ in the sense that they
can slide sideways without
being hindered by the sur-
rounding pieces. Most tiles
will only match with others
bearing an identical symbaol

SCon& 0OOO 130

a huge amount of time has
been spent perfecting the de-
sign of all eight stages, With
the benefit of cheat mode | can
tell you that the higher levels
are really worth seeing - each
completely different to its pre-
decessor. The title page is ex-
cellent too. Unfortunately the
definition and control of the
King's assistant isn't up to the
same standard, and although
there are two settings of re-
sponsiveness it's far too diffi
cult to manoeuvre him
through the unforgiving
caverns. This is a great pity.
since in every other respect

the exceptions being flowers
and seasons which can be
paired with any symbol within
their respective group.

The board is displayed in
high-resolution black and
white graphics and is bor-
dered by a number of pull
down menus on the top row of
the screen and status infor-
mation below. The latter in
forms you of the number of
tiles remaining and the num
ber of legal possibilities for the
current move. If you get stuck
you can instruct the computer
to highlight the various alter-
natives. You can also back-up
several moves to get out of
awkward situations. The
advice given is to think care
fully before you act, or you will
lose before you even know itl
Once you've mastered the
hasic game you can make
things a little more tricky by
setting a imit on the time

HIGH OO0OODO ChEDITS O

Mission Zircon shows much
professionalism.

Some of the criticisms [ fre
quently make of arcade games
such as unsilencable music
and non-existent pause modes

do not apply here, If the non-
animated assistant was re-
placed by the likes of Captain
Crumble or Universal Hero,
Mission Zircon would be the
perfect shoot ‘em up. As it
stands it's a challenging game
with superb backdrop
graphics and several interest-
ing features. Be sure to give
Tiger Developments a great
deal of support.

TAIPEI

allowed for completion, But if
you want to be really lazy, you
can sit back and watch the
compulter play by itselfl All the
options are accessible via an
ST-style pointer that's control
led entirely by the joystick.
Taipel is an addictive game
with a great deal of lasting
appeal. You don't have be
adept with a joystick or even
good at puzzles to master the
game. You can play it by your
self or invite a group of friends
to yell out the moves! The im
portant thing is that it's a
stress-free challenge, and
therefore an invaluable respite
from mega-blast invaders!

Title: TAIPEI
Publisher: RE Software/Page &
Price: £56.95
Format: Disk
Players: 1
Reviewed by Paul Rixon




MILES BETTER

TOP 10 DISKS

TOP 20 CASSETTES

Mission Shark ...............
Cnl e
SICE Up o wscicnmiianin
Star Wars ...........coceneeneee
Fighter Pilot ..........eeereee

Yogi & The Greed Monster..

Colossus Chess IV .......
BRI NT e
League Challenge .........

2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99

| [ R
Yogi's Great Escape .....
Tomahawk ............c......
Sidewinder Il ..........ccoune
Jewels of Darkness ......
Kenny Dalglish Soccer Manager
Chuckie Egg ......c.eeruees
Head Over Heels ...........
Atari Compilation ..........
Star Raiders ..................

Trivial Pursuit .......ccco...
Colossus Chess IV .......
Flight Simulator Il .........
Draconus ....esssssssisisss
HOMPAQR: cuemmanniimmmm
Living Daylights ............
International Karate ......
Steve Davis Snooker ....
Bop ‘n’ Wrestle .............

9.95
4.99
14.95
4.99
4.99
299
299
499
299
4.99

TOP 10 ROMS

e R A
Battlezone ...........c.cc...c..
Pole Position .........cceuse.
GalaXian ..iceensisrmisrasersnses
Rally Speedway ............
.11 ——
Robotron 2084 ..............
Designer's Pencil .........
TN e
Millipede .........counmrnsrasee

7.95
7.95
7.95
4,99
7.95
7.95
7.95
4.99
7.95
9.95

BUDGET CASSETTES

Alternative

Soccar 1.898
Spindizzy 288
Pro Mountain Bike 2.99

Atarisoft
Star Raiders

ADVENTURE/'STRATEGY

Cass. Disk
14.05

Cass. Disk
Spy vs Spy Arclic Antics ... 299 3.99
Boulderdash 2 .. 299 699
Trailblazer 9.95
Solo Flight Znd edition ... 7.95
Rescue on Fractulas ... 6.99

Flight Simulator 11 ...
Flight Sim, Scenery Disks

Cavernla

=
Mission Shark
Mirax Force ...
World Soccer

Nos 1-Feach ... 9.85
Questron 9495
Field of Fire 7.85
Jinxter 9.95

Touchdown Football
Spitfire 40
Draconus

Brian I:I-mlgr;'; F.r.l-n1!.1.ﬁlluf-:u'1 2.89

Preppie 2 .

Golossus Chess 3

Jo# and the Nuclear Caverns
Knockout Boxing

Cuthbart Goes Walkabout
Mig Alley Ace

Night Mission Pinball
International Karate

Pitstop I

Atark Compilation

6.99
6.90
4.99
4.99
4.98
4.88
4.99
4.99
2.99
4.99
6.89
4.09
6.09

{5 gamas - Star Raiders, Tennis etc)

Gauntlet + Deeper Dungeons
Bop 'n’ Wrastle
Infiltrator s
Jocky Wilson's Darls |
Ghostbusters .,

MNinja Commanda
Mountain Bike Racar .
Pirates of Barbary Coast
Smash Hitls 4 .............
Speed Ace

World Soccer ..

Zyhax

Living Daylights
Smash Hits 7

Polar Pierra

M. Robaot

Beta Lyrae

Arkanoid

Spyhunter

Aampage

Spindizzy

Drruid i
Crumbles Crisis

Freaky Factory

Lasar Hawk

Sidewinder

MNuchear Nick

Sunstar

Wintar Events
Monteruma's Revenge
Astrodrobd ...
Beer Belly Bart ...
Flght Night

Hacker AEy
Plastron ...
Quasimoda

Mew York City

Smash Hits 2

Spy vs Spy ...
Smash Hits 1 ...
Steve Davis Snooker
Scooter 2
Elektraglide

Rocket Repairman
Blue Max ......

Space Lobstars
Mightmares

Greatest Hits Vol. 1
Rosen's Brigade
Zaxxon ...

6.89
4.99
4.89
4.99
4.99
4.99
4.99
4.99
4.99
4,98
4.99
4,99
2.99
2.99
2.99
2.99
2.99
2.98
2.98
2.99
2.99
2.99
2.99

PR3 P 3RS R SR R B3R 1 3 B3R B R B3R R 3
0 D DD DD 0 0D 0D DD 2D 6D DR D D

pting e i g ot e : !
mmm:ﬁ-ﬁmcammmmwm.ﬁmwmnmm

Time & Magik

Lurking Horror

Ingrid's Back

Enlght Ore ...
Cloak of Death

Gunslinger B e oo Faa
Eternal Dagger .

Theatre Europe ...
Carrier Force

Panzer Grenadies
Battlacrusier

Warship

Wigtrnam S——
Conflict in Vietnam .
Crusade in Europe ..
Decision in tha Deseart
Colossus Chess 4

Kennedy Approach
Hawkquest

Cutthroats

THWR CERII asianniaisiisanisans
Pirate Adventura
Stapeghost

Silicon Dreams

Jewels of Darkness

Rebel Charge

Super Huey

Lamealot ....ceeecnsern
Sargon I Ghess
Gl:ltg.-'ihuri; S S T
KEnights of the Desert

Mato Commander ...
WEMAE . .
Trivial Pursuit i
Battalion Commander

XL'XE CARTRIDGES

Missile Command

Slar Raiders ..o
Galaxian

American Football

Tennls ...

Food Fight

Pole Position

Star Ralders ||

Loderunner

Barnyard Blas.liér.:lL-i.ﬁI.'u.t.g.l.J.nj.

One on One Basketball ..........,
David's Midnight Magic
Archon

Aescue on Fractulas ...

Moon Patrol
Robatron 2084 |
Joust % %
Draadnaught Factor
Designers Pencil
Rally Speadway

et o SRUNI, oo (s

Skywriter

Mini Offica 11
Atari Writer Plus
Planatariurm
Cut 'n° Paste ...

T e rirs i i b Rk
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Zybax ...
Speed Ace

Las Vegas Casing ...

Fruit Machina
Sidewinder
Fantastic Soccer .. s

Kanny Dalglish Soccer F.'Ian.aga'r'

Minja Commandar
Blinky's Scary School

The Living Daylights
Mountain Bike Racer

Hi-Tec
Em- V5, gm.rl paee
Spy ve, Spy Island Caper
Spy vs. Spy Arctic Antics .
Boulderdash IV .........
Space Rider

vogl & The Graed Monster
Ruff ‘n* Redd
Yogi's Graat

Byte Back

Robot Knights ...
Jat Boot Jack
Timaslip
Astrodroid

Spead Aun ...
Space Lobster
Fighter Filot
Dreadnaughi
Space Wars .
Planat Attack

Miad Jax

Roulette Simulator
Cosmic Pirate
Warcopler

scape

Screaming W-l.ngs
Exploding Wall ..o

Little Davil
Tomahawk

Codemasiers

Fruit Machine Simulator .._..........

B.M.X. Simulator
Transmuter ......
Red Max

Grand Peix Slmuleﬁnr PR TR

Advancad Pinball Simulator
KIXX

Gaunthet
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Footballer |:I1thil'|"Eir e

Hardball

Hit Squad

Graan Berat

Arkanoid ...
Head Ower Heals

Atlantis
Air Rescue
Dawn Raider
Death Race
Pro Golf
Panik .

gl Dhallungn IR S

Fot Hole Pele

Spooky Castle ...........cccooneee.

Daylight Robbery
Titan T
Periscopa Up
Encounter
Gunfighter . ¥
Crack Up .....coocoee.
Survivors

Cops ‘n" Robbers
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Speedhawk
Twilight World
Heartache
Thunderfox
Slingshot ..

Adventurasoft

10 Little Indians

Secret Mission

Arrow of Death 1

Arrow of Death 2
Golden Yoyage

Mystery Fun House
Strange Odyssay

Wizard of Alkyrr

The Time Machine .
Adventureland ..

Circus
Escape from Pulsar 7
Perseus and Andromeada
The Count .,

Voodoo Casthe
Waxworks

Firabird

Matta Blatta
MicroRythm
Thrust
Players
Stralosphers i
Tanium HRERi
Dizzy Dice

RN el

Joe Blade I

Miscallansous
Pangon

M uU-i

Star L 7
Foothall Manager
Supearman

River Raid
Chuckie Egg
Pogotron ...
Boulderdash

Boulderdash I -..........................

DAMA iiicnen..
System B Pools
Turl Farm

Masterironic
Masterchess
Protector
Revenge Il ...
Crystal Raider
Amaurote
Vegas Jackpol
Elkgtart -
Invasion

0On Cue

Last V&
Mutant Camals
Milk Race
Frenasis
Panthar ik
Sidawinder |
Diespalch Rider
Hover Bovwer
Molecule Man
Speadzone
Ninja o T
Ghostbusters
Henry's House
180!
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PERIPHERALS

Atari CXB0 Trak-ball 8-bit 9.9
Atari CXB0 Trak-ball STSTE ~ 16.95

(Direct mouse replacement)

Add 50p to orders less than € 5.00. All prices correct at
time of going to press. Access or Visa orders welcome.
Please add £1 per iHem for overseas
Please make Cheques or Postal Orders payable to
“MILES BETTER SOFTWARE"

219/221 Cannock Road, Chadsmoor, Cannock,

Staffordshire, WS11 2DD
—

Telephone (0543) 466577/8/9

Mew Adari User - lssue 53

FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK
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suspect the title of this
game is more meaningful
to German readers than

to the rest of us! GLAGGS [T is

basically a clone of Domark’s
Klax which was one of last
year's big hits on the ST. The
only major difference is that
the graphics consist of simple
two dimensional walls rather
than the elaborate 3-D con
veyor belt system of the ST
version. With this exception,
gameplay is virtually identical.
Your job on each level is Lo
collect differently coloured
tiles as they emerge [rom

GLAGGS IT!

Title GLAGGS IT!
Publisher: Hyperon Soft/Page &
Price: £6.95
Format:  Disk
Players 1

Reviewed by Paul Rixon

T L L e -
T RRTNRT

wo games on one disk:

Plot is an addictive

arcade puzzle game
similar to Puzznic on the 5T
and Skiing is a tricky vertical
scroller all about, erm ...
skiing! A Playver’s dream?

Plotter is a sort of bouncy

‘face” who lives in the right
hand portion of your screen.
By guiding Plotter up and
down and pressing the fire
button, you can make him
shoot a block |or 'stone’) at a
pile of others located on the
opposite side of the playfield.

Issue 53 - Mew Atan User

chutes descending from the
top of the screen. The tiles
must then be deposited in one
of five bins below, The objec-
tive is to form ‘Glaggses’ by
placing the tiles in three-high

stacks of the same colour - the

respective tiles then disappear
and earn you an all-important
points bonus. For each screen
there is a specified quota of
Glaggses to achieve and as
you progress onto the higher
stages, the number of different
colours increases and the har-
der il becomes to organise
them all. You can hold up to
five pieces before dropping
them into the bins, but as the
task gets harder you have less
and less time to think before
you make your move. You're
only entitled to a few misses,
one too many and the game is
abruptly over. For added vari-
ety you may be required to

17 -08 1049

You can fire directly or re
bound off the walls to hit the
pile from above. Each stone
bears a symbol and when two
similarly marked ones collide
an explosion occurs, des-
troying the target stone and
enabling the others to drop
into the vacant space. The
process continues until the
missile meets a differently
marked obstacle - whose sym
bol is then transferred onto
the stone used by Plotier for
his next attempt. Every level
has a corresponding quota of

L,

form diagonal lines of match-
ing colours. A status line
below the main playfield dis-
plays all the relevant details
prior to commencing each
siage.

The graphics are fairly basic
(though adequate) and the
sound effects sparse but the
main quality of Glaggs It - like
Klax -
You can start the game at level

is its addictive nature.

zero, five, ten or fifteen so
players of all abilities should
have fun without finding it too
hard or too easy. An added

stones that must be removed
to qualify for subsequent
rounds. Because of the possi
bility that you'll end up in a
no-win situation, the space
bar activates a ‘thunder-stone’
that will match any symbol in
the pile. Of course, this facility
is strictly limited so you have
got to think very carefully be-
fore you hit that button. Don't
think for too long though, or
the clock will catch you out!

The continuous music based
on “air on a G String’ (like the
Cigar ad's) is well composed
and the sound eflects are good
quality too. The graphics are
necessarily simple but perfect
ly adequate for the purpose.

If you should eventually tire
of Plot (it's unlikely to be for
some time!) you can re-boot
the disk and load in Skiing
or Skiabfahrt as the Germans
know it! This is a straightfor-
ward seroller in which you

SCORE :

1118

incentive is a chance to etch
your name in the disk stored
hi-score table of the top Glagg
sers. One small niggle is the
apparent lack of a pause facil-
ity - once you start the game,
you're forced to see it through
to the end!

Puzzle games have proved Lo
be equally as popular as the
traditional arcade shoot ‘em
ups. It's not difficult to sup
pose why. Glaggs It is a game
that will keep you coming
back for more, even if you
don't like it in the first place!

B e el

PLAYER'S DREAM 1

attempt to manoeuvre your
skier from the start position to
the finishing flag in the time
limit specified. Naturally there
are lots of obstacles designed
to trip you up and if they suc
ceed you will lose valuable
time. Triumph is rewarded by
transportation to the next
level - failure is punished by
foreing you back to the begin
ring!

The graphics aren’t stunning
(didn't | once type in some-
thing similar from a C&VG
mag?) but the game is surpris
ingly addictive and it's a
worthwhile bonus to a gener-
ally good value package.

Title: PLAYER'S DREAM 1
Publisher: Ke-Soft/Page &
Price; £595

Fomnat: Disk

Players: 1

Reviewed by Paul Rixon

8-BIT GAMES .. 8
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INVASION

8-BIT GAMES ...

ot to be confused with

a very old and unre-

markable budget war
game from Mastertronic, this
INVASION is actually an excit-
ing horizontal shoot ‘em up re-
cently imported from

FEFMAany.

As the pilot of a military hel
copter, your mission 1s 1o con
struct a temporary bridge over
a river in readiness for the in-
vasion of your tank division
into hostile territory. First you
should locate your HQ and
activate a switch concealed in
the trees. This informs vour
comrades that you're ready for
the next bridge section, which
duly appears next to the

Title; INVASION
Publisher: R&E Software/Page 6
Price £46.95
Format:  Disk
Players: 1

Reviewed by Paul Rixon

ancy a game of Rubber

Ball? What, you mean

vou haven't heard of
this intriguing game from Ger-
man publisher Raindorf{? Well.
nor had | and it turns out to
be one of the few game con
cepts that you probably won't
have encountered before!

Imagine you're a rubber ball

bouncing through the angled
corridors of a vast air condi-
tioning system. Obvious
hazards are nails and chewing
gum lodged in the pipes, but
air ventilators can help you
back on track and air-pumps

building. You must carefully
hover over the section and
hoist it up with a rope from
your chopper. It can now be
transported to the river and
dropped into position. Simple
eh? Unfortunately not! Four
enemy choppers constantly
hound your activities, firing
missiles to blast you out of the
sky. You can retaliate with
bombs and rockets bul there
is an endless supply of nasties
to replace those you manage
to annihilate. There are also
several ground-to-air missile
launchers situated throughout
the landscape, which of
course you must endeavour to
avoid.

Occasionally an enemy plane
will fly across and release a
parachute over the partially
completed bridge. This is a
bomb and an appropriate
warning sound informs you
that you must find and elimin-
ate it quickly, otherwise a sec-
tion of the bridge will be des-

troyed. The first level isn't too
demanding but later on you
have really got to be a slick
tactician to get that bridge in
place! Personally | found the
best strategy was to knock out
the launchers first and attack
the choppers by dropping
bombs on top of them. Oh,
and don't forget to keep those
rotor blades away from the
trees!

Invasion's graphics are com-
mendable - the landscapes are
artistically drawn and shading
is used to excellent effect,
There are some nice touches
in the Lucasfilm-style intro

graphics and title page.
There's plenty of good anima
tion too. I can't complain
about the sound, since the
music doesn't seem to be too
annoying and the other noises
are reasonably effective.

If you want a shoot ‘em up
that isn't just a shoot ‘em up -
one that offers a more worth-
while excuse for its existence -
then take a look at Invasion.
Addictive and challenging are
words [ could use to describe
it. but most importantly it
looks good, feels good and by
golly ...

seem to be gquite useful too.
Get the idea? In fact, there's
no need to imagine - in this
game you have an opportunity
to actually become a rubber
ball!

After loading you're first tre
ated to a short digitised
soundirack - proofl that given
the programming expertise,
anything is possible in 64K!
Hit the trigger and you land
with a bounce in the first of
twelve challenging levels, each
consisting of several screens
formed by rainbow-coloured
platforms. A joystick controls

the horizontal movements ol
the rubber ball whilst vertical
actions are influenced purely
by simulated gravitational [or-
ces, Onece you've rolled off the
top platform. the ball begins
bouncing more dramatically -
or to be precise, the ball stays
in roughly the same position
whilst the whole screen scrolls
smoothly up and down to cre
ate a believable bouncing
effect. Friction gradually slows
up the ball so you must plan
your moves to avoid getting
stuck in a hopeless situation.
If you do, you will be forced to
forfeit one of the six available
lives.

Having completed a level by
collecting a specified number
of air-pumps. you're awarded
bonus points relating to the
time remaining on the coun-
ter. If it should run down be-
fore you've finished the task
you again lose a life, but there
are exiras on offer after every

RUBBER BALL

fifth level. Nails are a certain
danger whilst the chewing
gum can sometimes be a help,
as well as a hindrance, The
ventilators are important too.

Apart from an occasional hic
cup in the bouncing algor
ithm, Rubber Ball is beyond
criticism in every respect. The
graphics are clear and colour-
ful and the game will have you
bouncing into the early hours
to try and master the higher
levels! German authors have
created some top notch 8-bit
games and I'm delighted these
have at last found their way
into the UK. Give yvour Atari a
treat this Christmas!

Title: RUBBER BALL
Publisher: Roindord Soft/Page &

Price: £9.95
Format:  Disk
Ployers: 1
Reviewed by Paul Rixen

lssue 53 5
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5T DISK DRIVE: Atar 5F314
(double sided) drive urgently re
quired in top condition. Exchange
tor brand new Cumana slim lne
double sided drive. Sounds crazy
but there's a good reason. Phone
Les or Sandy at PAGE 6. Tel
0785 213928

FOR SALE

B00XL {Rev.C): BOOXL, XF551
drive, XC12 tape deck, joystick,
complete with manuals and 1CD
Printar Connection, Mind Ofice 11,
Transdisk VY and original packag-
ing. Extras include Atarl Liser o
way back when!, 130XE Handbook
and Your Atarl Computer plus
games on disk, tape and ROM.
£150 ono. Tel 0751 74708

TAPE SYSTEM: Cassatie recorder
with joysticks and around 40 lape
games, all excellent condition. O
genal software, mostly from Data-
byte, Scoit Adams, English, US
Gaold and Activision. Bought for
£200 but sell everything for £55
ano. Wil split. Also selection of
Atarl books. Phone David on 031
F37 1641

XL SYSTEM: BOOXL computer
1050 disk driva, 1010 cassatie,
Xelac prinjber inteace, all eads
manuals, joystick and over EG0D
worth of original quality software
and books. £220 ono. Will mat split
Tel. (Bucks) 0620 484824

TWO SYSTEMS: 130XE, XC12
data recorder, 1050 disk drive with
Doubler, mags and extensive soft-
wara/utilities, £175, 800XL, XC11
data recorder, books and original
games. £60. Tel. Poymton (0&25)
B7B430

ST SYSTEM: 5205TFM computer
double sided drive, 34 disks with
games el joystick and mouse
magazines and books, all manu-
als, leads etc. Boxed as new. Ondy
4 months old! £330 ono. Ring 081
851 6542

1027 PRINTER: 1027 printer with
spare ink rollers, boxed and in very
good condstion and full working
ordar. E60 ono. Buyer pays car-
riage or collects. Contact Derrick
of Sharon on 0554 TT7099 or write
ta 70, Brynawelon, Bryn, Llanelli,
Dyled, SA14 BRA

EXCHAMNGE: Willing o swap @x-
cellant condition B10 disk drive
with powar supply atc. Tor Midi
master or Taritalk. Write to Mir
Darey, P.O. Box 6002, Acco, Isras
24720

UHNIGUE XE SYSTEM: 128k ax-
panded, Computernosue controller
card, custorm Hom, printer port,
rasat handlar, lots of books, disks,
tapas plus a free BOOXL, £130.
Tal, (395 579313 after 5pm

MAGAZINES: Atari Usars Vol 1
Mo. 1, 3, 4,5 6. 8 (Dec. 85 - Jan
BG) plus 10, 11,12, Val. 2 No.2, 3,
4 Vol 4 Mo 4 (Aug. B88). Al lor
£5. Also various gamas on cassat
te. Ted. 0703 253085 ask for David
{after 7pm) or write to David Hursl
B3, Shaftesbury Avenue, chandlers
Ford, Eastleigh, Hams, S05 3BO

XL SYSTEM: BOOXL with 1010
data recorder and a lew games
nc. 2 cartridges. Al in good work-
ing order, £55 ono. Contact James
Tustian an 0E0B B42262. Oxford-
shira

THE COMPLETE PAGE 6!: PAGE
& magazines Issue 1 to 53 com-
plete, Yes! The lot £75.00. Tel.
Caovantry (0203) 714274, Buyer
collects (no offers)

XL SYSTEM: 800XL with 1050
disk drive, 1010 recorder, frackball
touch tabdet and joysticks, over
300 gamesutilities on carridge,
disk and cassetie. Software in-
cludes Visicale, AtariWriter, Altar-
nate Feality and Uima V. Boxed
with all manuals and leads plus
oads of PAGE 6, Antic and Analog
magazines. B00XL needs new
power supply. £150 ono. Tel. 081
851 5228

LARGE COLLECTION: Atari en-
thusiast sadling large collection
comprising: Solid wood desk, 3 fop
drawers and 2 side cupboards with
A drawers in each plus chair, 3
BOODXL computers, 2 1050 disk
drivess, 2 1010 cassettes, 1029
printar, touch tablet, green screen
manitar, 2 joysticks, cables and
plugs tor everything. Also over 100
cassette games, AtariArist, Star
Raiders and Galaxian on Rom,
DOS 2/DOS 3 disks, Home filing
Manager, Paint, AtarWriter+ 2 ori
ginal game disks and many olfer
home recorded disk programs,
PAGE 6 magazines 35 to 52 plus
3 earlier Atari Users. Spare disks,
priniing paper, cassette boxes. All
in good condition and working
order. Also spara BODXL with 1010
cassette and XC11 cassatie (all
parthy working but slight faults).
Ideal for the enthusiast or begin
mér. Sysiem set up at present and
working. £300 cash (no offers, no
splifs). Buyer to remove. Tal. 0254
771707, Lancashira.

XE SYSTEM: 130XE computer
XC12 date recaorder, joystick, lols
of magazinas, 30+ gamaes, all
leads etc. VGG, £60 ono. Tel,
{0302y TR4642

VCS: Atari 2600 plus 16 games
A niw, £50.00, Phone 021 441
3064 after Gpm. Mr P, Adams

XL SYSTEM: BODXL with data re-
corder and dot matrix printer, In-
cludes all manuals and eads +
somea software (inc. a racing pi-
gean velocity calculalicn and print
program). Perfect working order.
Otfars around £150, Tel. John on
(0485} 200019 afer Gpm

WARGAMES: 55| games on disk
- Battalion Commander, Battlec-
ruiser, Broadsides, Gatysburg,
Kampigruppe, Maech Brigade, Ha
forger 88, Warship, Wargame Con
struction Set plus others - Crusade
n Europs, Ullima IV, Aermate
Reality, Atari Assemblar/Editor
rorn, £100. 9 books Inc. Mapping
Thae Atar Revised, £20. Joyprint
joystick port printer connecior, £5.
PAGE 6 issuas 14 to 49, £20. Atari
Usar Val.1 1o Vol. 4, £20. 800XL,
£25. Buyer collects or pays post-
age. Ring Mike on 0442 251534,
avenings

PRINTER: 1029 printer plus Atar-
Writer word processor disk, in-
structions, onginal box. Good con-
dition, £75. Tel. Cheddar 742167

130XE SYSTEM: 130XE, 1050
disk drive, XC12 lape recondear,
towch tablel, remole joyslick, some
spare power supplies. Not boxed
but complete and working. Many
pooks inc. Tech. Aef. Notes and
gome LIS imports. A lol of mainly
sarious software inc. Action!,
Transdisk IV, loads of graphics
utils and PD plus some games
First offer over £125. Tal. John
Dyer on 0256 20680

CASSETTE RECORDER: XC12
for sale with 21 cassetle games
and a joystick, £80. Write to Tsook
¥in, 16, High Street, Grimetharps,
Barmsley, 5. Yorks, 572 7TLS

XE SYSTEM: 65XE, ¥C12 data
recorder, £45 worth of games,
boxed and with manuals. VGC,
£85, Phone 0246 B52630 after
dpem

OLDER ATARI: Atari 400, new
never used, onginally £300, sell for
£75. Runs all carridges and con-
tains neat 6502 arwironment lor
baith kearning assembly language
and for ekecironic projects. In-
cludes Music Composer and Basic
language cartridges and a variety
of books. Phona 081 337 1834

¥E SYSTEM: 130XE with 1050
disk drive, pristing condition, boxed
and with all maneals and cables,
£150, no offers. Also B50 interface
madule for use with printer or
modem, £70. Monilor magazine
issuas B to 20, £10. Can deliver in
or near Essex. Tel (0268) TB463T

XE SYSTEM: 130XE, 1050 disk
drive, joysiick, trakball, touch tab
lel all leads, cables and adaplors,
games cartridges, disk, utilities, 2
flight simulators, Printshop plus
accessorias, Minl Office |, drawing
and CAD programs, Visicalc, Atar-
Writer, Painl plus many more, re-
ferance books, manuals, 2-3 years
bownd Atari Uiser, £250 ono. Tel.
0635 63542

XE SYSTEM: 65XE with XC12
datacorder, two joysticks, nearly
£100 worth ol software, manuals,
leads, mags, £70 ana. Tal. (081)
569 2375 atter Bpm and ask lor
Robaern

BINDERS: Two Amerncan style
3-ring bindars sullable for De Re
Atari eic. Brand new. Go 1o best
offers. Write 1o H.J. Espina, 111,
Paston Ridings, Pasion, Peterbor-
ough, Cambs, PE4 6UX or phone
0733 74121 and ask for Raphasl
{as in the Turtlas)

NEW XE SYSTEM: Joystick, light
gun. advancad light pan system
with Rom carridge, Designers
Paencil, Packan, Donkay Kong.
Bug Hunt and Flight Simulator all
an Rom carridges. 1010 data re
corder inc., 14 great games. All
cables, leads, power packs, manu-
als and instructions Included. 3
mags, a casselle case and blank
cassatie will be incleded. Price
£200. Contact Fichard on
Gloucester (0454) 260240

XL SYSTEM: BOOXL, 1050 disk
driva, XC12 cassefte reconder,
joysiick, books, magazines, over
EA00 of software e, Atar Writar
Home Filer, Transdisk and loads of
games, £175. Phone Les on Miten
Keynes (0008) 320758

PRIMTER: Printer wilth XL to Cen-
tronics and RS 232 serial inerdace
Rscah 16005 daisywhes| type,
£90. Tel, (ME25)420782

WANTED

DISK DRIVE: Wanted 1050 or
XF551 disk drive in working ordar
Will exchange 1020 colour Atari
printer/plotter, joysiick, mouse, £75
worth of games tapes and utilibes.
Phone kan, Wickiord, Essax an
(0268) T33TTE or write 1o 20 Likac
Ayanise, Wickiord, Essex

INSTRUCTIONS: B50 interface in
struction book wanted plus detais
of powesr supply. Any information
will be apprecialed. Price and post
age to A, McGrath, 41 Balvedera
Placa, Dublin 1, Eire

MANUALS ETC.: Can anyona
help? | need a manual lor an
BO0XL, memory maps and circuit
diagrams required for interfacing
projects. Will pay postage and any
reasonable costs. Contact Stephen
Waldron, 53 Citacel Road, The
Hoe, Plymouth, PL1 3AL

POOLSWINNER: Has anyone got
a copy or original of a program
issued by Selec Software called
Poglswinner either disk or tapa? |
obtained mine faur years ago and
have unfortunately desiroyed my
original. Plaase wrile or phone and
get me out of trouble, M.J. Tester,
23 Dorset Gardens, Brighion, BN2
1AL, Sussex. Tel. Brighton
0273-682301

XL & DRIVE: Mew 1o the Atar
scene, pensionar would ke an
Atari BO0XL with a 1050 disk drive,
very reasonably priced. Could
arrange 1o collact within cantral
Scotland. Please write 1o J
Strachan, 135 Laven Road, Town-
head, Coatbridge, MLS 2LW

DISK DRIVE: 1050 disk drive wan-
ted. Also AtariArtist on ROM
Fhone 0843 226703 after 4pm

EXTRAS: | am |ooking for @ manu-
al for the B5XE and a data recor-
der. Will pay reasonabde prca
Phone Gill on 071 252 7797 afler
Sprm

PRINTER: 1027 printer, will pay
£50 1o include postage for a 1027
printer in good condition, Phone
Andy an 0522 B20825

CASSETTE DECK: Atari B0O tape
recorder needed. Cannct pay
much but | have lofs of rare games
like Cavarmns of Mars. Please help
me, Flobert Reid, 40, Burdishouse
Street, Edinburgh, EH17 8HB

BOOK: Atarl Basic Source Book
by Computsl wanted. F. Cartar,
73, Grasett Park, 51, Saviour,
Jersay, JE2 TPQ

BOOKS: Books for XL/XE wanted
inc. manuals, Also modam and in-
terface. Will swap lor software or

pay cash. Tel. 0721 20863

DISK DRIVE: 1050 or B10 disk
drive far BOOXL with keads, manu
aks and DOS disk. Will pay a
reasonable price. Must be in work
ing order and good condition. Write
1o D. Rathod, 22, Nevetl Strast,
Preston, Lancs, PR1 4RB

CAN'T GET USED TO YOUR
STFM?: Do you rue the day you
sold wp your 8-bit? Worry mo morne,
simply swap your ST with DS
drivea Tor my B00XL 1050 disk
drive with 1CD US Doubler, data
recorder, large quantity of software
on disk and cassette, joysticks,
EVERY issue of Atari User maga
zire, manuals and refarance books
elc. Write to Charles Smith. 83
Preachers Lane, Oxford, OX1 1RT

PENPALS/HELP

PENFALS: | would like 1o haar
Iram any Atari B-bat fans, near and
lar. | have a 65XE + 1050 disk
drivvg with Happy and US Doulbbar
Al leters answered. Paul Hollord,
7. Gaywood Close, Beachwood
Birkenhead, Merseysida, L43 7TT,
England

TRAHSDISK IV]: Contact waniad
with anybody who has mastered
this little beauty of a program and
help needed with Tormahawk, or
anybody in the Herls area whose
Atarl meads another friend. Contact
Dave Osborn, 31 Avocet, Leich
worth, Harts, SGE6 4TH. Tel. 0462
674905

TURKISH PENPAL: Hil. I'm
Oguzhan Imrak. I'va an Atar
BOOXL (256k Rambo XL), 1050
digk drive, XC12 tape and 1029
printer. I you want 1o have a good
contact, please write 1o me. I've
large software collection (utilities,
games, demos @lc.) All letiers
answeared. Oguzhan Imrak, Mekiep
Cad. Zater sok, Zafer Apt. No:
157, 81570 KUCUKYALI Istanbul
Turkay

LEEDS CASSETTE USER
GROUP: The only group entirely
dedicated 1o cassette users. For a
free infarmation pack please sand
a large sae to Leeds Cassetia
Usars Group, 14, Hollin Hill Ave-
nua, Leeds, LS8 2PP

HELP!: Hedp and advice, instruc-
tions for Microsoft Basic ref.
CXB126 dated 1981 and Datasoft
Graphic Generator. All reasonabla
costs postage paid. Nick Ashby,
140 Linden Avenue, Easicola,
Ruislip, Middx, HAD BUB

S0CCER: Anyona interested in a
Play By Mail soccer league? Send
SAE to me for details. A. Deters,
31 Hucknall Garth, Branshalmae,
Hull, HU7 4LR

CONTACT is FREE of charge and may be used by any genuine Atari
enthusiast for contacting other owners. Any notice may be in-
cluded except those offering software only for sale or exchange or
those offering items for sale commercially. The Editor reserves

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

of paper, not as part of a letter.

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ...
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ALL PRICES INCLUDE VAT & FREE DELIVERY

SELECTED PERIPHERALS & SOFTWARE )
FOR THE ST FROM SILICA SYSTEMS A ARI T

. - sy
-y ATonce+ PC EMULATOR
; ATonce Plus is a PC-AT compatible emulator @ 16MHz 80286 PC-AT EMULATION
1 %ﬁ UDrTE}f for E:I:BAtarLIJEEF models Lg:{l;gpt STAGN;I;.UWHP'I ™ ;ﬁ EEEHA EE-A d’ Lﬁpf GH‘.F;LF‘HgEES
! ff?" _Plus ATonce Plus fitted, the Atari ST can be used v :

& TO“CE as a PC-AT compatible computer. The ® COMPATIBLE WITH ST HARD DRIVES
p

- ot Cu0 5 Gt ArTay)
- Moo BUED

> WIPS Test 108

@ Chip-Lavel-Emiation

emulator works with most Atari h:rd disks & CAN ADDRESS ALL ST RAM - UP TD 4Mb

and pmuidascumpajtlbiliwwit_h the Atari laser ® RUNS EXTENDED & EXPANDED 80286 MODE
inter. A f | fittin ice Is

gﬂ:ila?:m frn%osﬁﬁglaﬂfg? onlly Eg-i.slti?;\;u own ® 386 VERSION FOR ST-E AVAILABLE SOON

an Atari ST and require PC compatibility, you @ TASK SWITCHER TD RUN MULTIPLE

.

' mAtari STEMega

- e

- e e will net do better than ATonce Plus. PROGRAMS SIMULTANEOUSLY
For use with 5T-E's or MEGA 5T's an adaptor |s required
(order ref: EMU T460 or EMU 7305 at E28). 0 RRP: £249

5 VDr+Ex L Order Ref, EMU 2286 ]
4 30Mb & 60Mb HARD DISKS 5 SPREADSHEET

e o =

. ARCHIVE

BRCHIVE

. —— ; : S r - i o -7:"-.. ¥ h LN
PACE LINNET + FASTCOM 2 ATARI ROBOKIT ATARI MEGAFILE 30Mb & 60Mb HARD DISKS MASTERPLAN
Exparience the weeld of aloctronic com- | Expiors the fascinating and inricate world of | An inexpensive answar ta your mass starage requirements. Man Megafies are fully compati- | Sophisticated GEM spreadshent, based an
: gt afet s e ompeanae I e il 00 e Shasmattinis st e i e ke Ak el i ey o i Gt
Tertacs B, cani
'ﬂihl.rranwwnMKItwlhulldﬂﬂhmdﬂ :m:r;mm :Fﬂ wiilithes Duilt-in ds of math | caloulations for
ol models and robots. imﬂvrlﬂpmwﬂ # Swlective backup sd resfore evaryday home and business use.
:m-:rnumﬂ'- - kot . I :ﬁwi':lh-ﬁm
FREE - Atari Archive Backup Software Worth £29.99 | » commsbesaiw gty fetines
ARP: E704.98 ® F192x258 call mairiy. RAP: {BOS5
AATAR (e349| AATARI (¢7909]| itz £39
L]
MEGAFILE 60

MEGAFILE 30
& ARCHIVE a0

w8 ARCHIVE

= =

A - - -
MEGAPAINT Il MEGAPAINT Il PLUS | DAATAscan PROFESSIONAL | TECHNOBOX DRAFTER 2 PAGESTREAM 2
The wary best high resclution, monochrome  Professional version of Pairt 1l, includes: || Allows graphics to be scanned in 1o the Atarl | A powerlul, low cost CAD package. Quickly PageStream 2 is & full and compraensive
graphics packaga. MegaPaint |1 is designed bét mag and vecior drawing ools, | ST and used in graphic packages or DTF pro- becoming ihe leading ST CAD system | DOTF package You can creale lalarnaacs,
1 allow you to cresls, edit and finaise amwork  massive range of features and fast intarface. | grams. An joeal all-in-cne solution for your | TechnoBax provides every feciiity the serious | adverts, manuass, i1 1861 arihing reguiring
1o & finished slate prior o pasting it mioa OTP  Supports larpe screans, networks and TTs. § biack mnd whité SCENMING requiremeants. CAID user will reguire. fmock and graghics o ba mizsd on & paga
package. & perdact DTP companion, ® Professional scamnieg safware sapplind ® Vory sasy i aes imlarface
» Swiehaiie meplytions: » Colowy sogpart (n Aigh resoiutien
® High.spesd printieg sutiow i (asar printars ® Massive gymidl vy
& TS peanaing wisth - Imw of putpe drivevs
» Campatible with OTP olpe oyt
& prapihics ® Compiste dimengiening

£169]| " gw

A‘Qﬁ"“ﬁll— o he Bz ) |

MAIL ORDER: 1-4 The Mews, Hatherbey Rd, Sidcup, Kent, DA14 400 Tel: 081-308 1111
SILICA SYSTEMS OFFER YOU | | [ o =5 fivwan o s i, v os "~ s et o

_ ing Hours M- L I i
® FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the LK mainland. LONDON SHOP: Seﬂ'ridgus (st Fioon, Uwford Street, London, W1A 186 Tel: 071628 1234

& TECHNICAL SUPPORT HELPLINE: Team of ST lechnical experts al your service. Opening Hewrs:  Mon-Sm S30em Late Night: Thurscy until Spm Extermion: 014
& PRICE MATCH: We normally match competitors on a “'Same product - Same price’’ basis. SIDCUF SHOP: i-4 The Mews, Hatheriey Rd, Sidcup, Kent, DAT4 40X Tel: 081-302 BET1
® ESTABLISHED 12 YEARS: Proven track record i professipnal computer sales. Oipaning Houm:  on-Sal 00am-5300m Laby Might: Friday wnlil Tpen Fax Bo: OE-308 D097

& BUSINESS + EDUCATION + GOVERNMENT: \olume discounts avaikable for lange orders
& SHOWROOMS: Demonstration and fraining facilities at our London & Sidcup branches.

e THE FULL STOCK RANGE: All of your ST requirements from one supplier

& FREE CATALOGUES: Will be malled to you with offers and softwara/peripheral details.
& PAYMENT: By cash, cheque and all major credit cards.

Balore you decide when b Buy your softwans and peripherals, we sugQest you think very canafully about
WHERE you buy them. Consider what ii will be like a few months afer you hawve made your purnchasa,
when you may require help and advice. Will the company you buy from contact you with dedails of new

. Siica Systems, Dept PSIX-1201-69, 14 The Mews, Hatherley Rd. Sidcup, Kent, DA14 4DX)
i [SEND ME ST PERIPHERALS/SOFTWARE IHFUHMﬁﬂﬂE'
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for it. Compbete and return the coupon now for our latest Free litarature and begin 1o expariance ihe
“Silica Systerns Servica'. l o o o S e e S S M L P B T e S TR b s R I
H MAIL ORDER HOTLINE SILICA I ................ e e POSICODE: ....covveceriee s e S e I
& 081_309 1111 il DRCTURE - 5 s T To WIS ooeovooesesessnmossesmsecissessassssenesmeramsess
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ey E el R s o R o E
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ERDE - Adveriised prices and speciicalions may change - Pledis W Th coupon for The Ises] inomaion




XL/XETYPE-IN

54

By John fcgunq

e SR e

by John Young

One of the most popular computer games is Yahtzee with many different versions
available. Dice! is a similar game that will hold your attention for a good while.

The game is for two to four players (although it can still be enjoyed by one player) and
is controlled by the keyboard. Little instruction is necessary as the objectives are self
explanatory with the scores available for each combination shown on screen. Dice are
rolled by using the space bar and the keys 1 to 5 toggle a ‘hold’ on and off for each die.
Once you have decided to keep a throw, or when you have thrown three times in a turn,
the Return key will end the go enabling you you place the throw in the best position.

Dice! uses a very nicely coloured screen obtained by the use of Display List Interrupts
and should prove a popular diversion for all ages.
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1 B E M et ookt
2 REM # DICE »
I REM % by »
4 REM # John Young *
B REM % ——c-ccemeee ——m———— ———————— »
6 REM % NEW ATARI USER - DecrsJan 91 »
T ORE M it
8 REM

160 DIM SCORE(12,4),TOTALC4),DICELS),H

OLD (5) ,FACE$ C(54) , MUMODF (63 , SCREC2) , TOTA

LSCI) ,NAMES (40) , TEMPS (10)

118 FACES="S$555 5588 6555555 nSssrsssy

KEVBESnAv NS usnsnnsundvnsny

128 CLOSE H1:0PEN 21,4,0,"K 1"

18 GOSUB z908

i49® GOSUE Ia08

158 GOSUB 1008

168 GOSUB 1388

1780 GOSUB 14080

1886 FOR PLAYER=1 TO NUMPLAYERS

198 TOTAL (PLAYER) =@

2088 MAMES CCPLAYER-1)%10+1,PLAYERMLO)="
1]

218 FOR CAT=1 TO 12 :1SCORECCAT,PLAYER):=

~1iNEXT caT

228 MEHT PLAYER

2I0 GOSUB 1500

248 GOSUB 1608

258 GOSUB 2800

ZBEB IF YN=89% DR YN=1Z1 THEN 17@

278 CLOSE BL:POKE 70Z,64

280 POKE 82,2:GRAPHICS @

Z98 END
297 REM
LI SET UP SCREEM DISPLAY
999 REM
1988 PL=PEEK(568) +Z256%PEEK{(S61)

1819 POKE DL+3,71
1820 RESTORE 1Z288:FOR K=7 TO 1Z:REaAD &
iPOKE DPL+H,AINEXT X
18T8 FOR H=1F TO Z7:PDKE DL4X,1ID:NENT
X
1848 SETCOLOR 8;1;10:S5ETCOLOR 1,0,14:5
ETCOLOR 2,9,0:5ETCOLOR X,4,18
1858 FOR H=8 TO S:READ A:POKE ASIEG+H. A
INEXT M
1855 FOR H=2 TO 18 STEP 2
1060 POKE 1S53G+6+K,1124X:POKE LSIG+7+N
s 8 P
1065 POKE LS5I6+16+H,1Z8+KIPOKE 1536+17
+H,8
1870 POKE 1S5I6+Z6+M,144+X:POKE 1536427
+H, 8 i HEXT X
1875 POKE 1536+38,156:POKE 1536+X%.,0
1888 PDOKE 8Z,@8:POKE 752,1
18%8 POSITION 8,8:7 "“DICE

By John Young'

11886 POSITION ©,6
1118 T "y T
——— 1
1128 T " |ODNES |ladd ones onl
o | Rl |
1138 2 “|THDS ladd twos onl
9 I ot |
1148 T *| THREES | pdd threes o
nly | | Rt |
1158 7 "|FOURS ladd fours on
ly | b '
1168 ? "|FIVES ladd fives on
1y | 1"
1178 7 "|SIKES ladd sixes on
1y | 1)
1188 7 "|2 OF A KIND I

1a] 1)
1198 7 "|3I OF A KIND |

15| 1"
1z8@ 7 |4 OF a4 KIND |

za| ol
1218 7 "|FULL HOUSE |

z2s| 1"
12Z@ T |5 OF A KIND |

50| | Rl

1238 7 "|CHANCE ladd all dice

DICE!

EQ

CI
Zc
Bd
AR

KF
JH
KN
H.J
GZ

PO
KH
KB
KP
HH
aG

MC
HH
aH

TH

ay
RE
Hu
o

HH
KJ
GO
KR
PH
HR
4]
BE
¥G
¥H
GM
cCT
BJ
KN
TB
Ky
OH

CE

TC
TH
HQ
Fu

i 2
1240 7 ") :
e 11 |
1280 7 "|TOTAL

| 1
1260 7 *|
_l—lle
1270 RETURN
1275 REM --- DISPLAY LIST DATA ---
1280 DATA 134,4,4,1%2,134,134
1285 REM -~~~ COLOUR TABLE DATA ~---
1299 DATA ©,30,0,190,58,52,58, 04
1297 REM
IRL LRIl INSTALL DLI ROUTINE |
1299 REM
1308 DIM DLIS(44)
1318 RESTORE 138@
1320 FOR X=1 TO 44:READ A:DLISCM,X)=CH
RECAY IHENT X
1338 HI=INT(ADRCDLIS) /25S6) :LO=ADRCDLIS
I-HIWZISE
1340 POKE 512,L0:POKE S13,HI:POKE 5428
6,192
1350 POKE 54286,192
1358 POKE 559,34
1370 RETURN
1388 DATA 72,152,7%2,172,0,6,185,2,6,14
1,10,212,141,24,208,185,3,6,141,26,208
,238,8,6,238
1390 paTA 8,6,173,08,6,205,1,.6,144,5,16
9,0,141,0,6,104,166,104,64
1397 REM
1X98 REM LET MUMBER OF PLAYERS
1399 REM
1488 POSITION 2,5:7 "NETEES (z-4) 7
14190 GET #1i,K
1428 IF K>=49 AND K{=5Z THEN NUMPLAYER
S=K-48:RETURMN

1430 GOTOD 1418

1437 REM

LI GET PLAYERS® MAaMES
1493 REH

1588 FOR PLAYER=1 TO MUMPLAYERS

1519 L=0:POSITION 9,5:7 "INYNIEN";PLAY
ER;:;"IEMITENECE" : POSITION 28,5

1528 POKE 782,90

1539 GET H1,K

1548 IF (K>=97 AND K{=12Z OR K=3Z OR K
=46) AND L<18 THEN L=L+1:TEMPS(L)=CHRS%
(KD i 7 CHRS$CK) ;

1568 IF K=1i26 AND L>® THEN TEMPS (LI ='W
Mal=L-1:7 CHRSCK);

15680 IF K=155 THEN 1575

1578 GOTO ASZe

1575 IF L=8 THEN 1598

1580 NAMES C(PLAYER-1)%18+1+(18-L)/2, CP
LAYER=1)%18+ (10-L) /Z+LI=TEMPS: POSITIOM
20,5:® ay

1590 MEKT PLAYER:RETURM

1597 REM

1598 REM EEOWYETIEN

1593 REMH

1600 FOR TURN=1 TO 12
1618 FOR PLAYER=1 TD NUMPLAYERS

1620 GOSUB 2308

16%0 GOSUE 1808

1640 GOSUB 2100

16580 GDSUB ZZOe

1668 MEXKT PLAYER

1670 NEKT TURN

1688 RETURM

1797 REM

1798 REM
1799 REM

L8080 POSITION 0,5:7 "SPERAIGET: M@ RET
URMN"

1810 POSITION 25,5:7 NAMES C((PLAYER-1)%
18+l ,PLAYER®10)

1828 FOR HK=1 TO S:HOLDC(KI=0:NEKT XK
18X FDOR GO=1 TO 3

1840 GET H1,K

1858 IF GO=1 THEM POSITION @8,5:7 "[MaL

CHREE S e “:GOTO 1890
continued =
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DICE!
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Iy
HH
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cT
KK
op

Ha

1] 4
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JY
HF
EM

T

oM
ay

uv
KE
NO
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uv
HY
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KH
oM
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PE
Hid
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Ko
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By

1868 IF K=155% THEN RETURN

1878 IF K>=49 aAaND K<=53 THEMN HD=K-48:H
OLD CHD)= MNODT C(HOLDCHD)) :POSITION I+HD™
3,5:7 CHRS(IZ+HOLD (HD)Y®184)

1880 IF K<{»XZ? THEN 1848

1890 FOR N=1 TO S

1908 IF HOLDCN)=0 THEM GOSUEBE Z008

1210 MEXT N

1928 MEKT GO

19306 RETURN

1997 REM

1998 REM

199% REM

Z008 T=INT (RND CD)™G)

20180 SOUND @,19080-T*10,.18,6

2020 POSITION A4+NeG6, 2:7 FOCES (TH94+1 ,T™
24+3)

ZBIB POSITION 4+N%6,3:7 FACES (TH944,TH
9+6)

2040 POSITION 44MMEG, 4:7 FACES(THI47,TH
9+9)

Z058 DPICECNI=T+1

2068 SOUND @8.8,8.8

20870 RETURN

2897 REM

P4 -TS  COUNMT WOS OF DICE SCORES
2899 REM

2188 BEST=0:PAIR=-8

Z11@¢ FOR NUM=L TO &

2128 NUMOF CNUMY =@

2138 FOR D=1 TO S

2148 IF DPICECDY=MUM THEN MHUMOF (MLM)=NU
MOF CHUM) +1

2158 NEXKT D

2168 IF MUMOF CHUMI >BEST THEN BEST=HUMOD
F CHUM)

2178 IF NUMOF CNUM)=Z THEN PAIR=1

2180 MNEXT NUM

21990 RETURM

2197 REM

FA8- 1014 SELECT CATEGORY TO SCORE
2199 REM

2200 FOR CAT=1L TO 12:IF SCOREC(CAT.PLAY

ER)=-1 THEM ZZ8a

2205 NEKT CAT

2208 POSITION @,5:7 "SP k! RETURN [IENTH
oy -

2219 GOSUR 2400:3CR=-AVSCR:GOSUBE 2600
2220 OLD=CAT:COL=PEEK(15I6+d+caTnz)
2238 POKE 1536+5+CAT™Z,30

2248 GET Bi,K

2258 IF K=3Z THEM CAT=CAT+1:SOUMD ©,18
@-CAT*I,0,B8:POKE S3768,192

2268 IF K=155 THEM POKE 1536+8+0LD%Z,C
OL:POKE S53768,08:605UB ZS00:RETURN

2270 IF CAT=13 THEWN CAT=1

2280 IF SCORECCAT,PLAYERI {>-1 THEN CAT
=CaT+1:60T0 2278

2298 POSITION 3I7,6+0LD:7? "
6+8+0LD™Z, COL

2295 SOUND 9,8,8,8:60T0 2210

"IPOKE 153

2297 REM

Faa-l- BN A FILL IM SCORESHELET
2299 REM

ZI00 SOUND O,180,10,8

2310 FOR CaAT=4 TO 12

2I15 IF CAT=6 THEN SOUND @,158,18,6
2328 SCR=SCOREC(CAT,PLAYER)
23ZI8 IF SCR=-1 THEM SCRS="
a

2I40 GOSUB G688

2350 POSITION 3I7,.6+CAT:7? SCRS
2I60 MEXT CaAT

2370 S0UND B.8,0,0

Z389 GO3UB Z7o8

2XI970 RETURN

ZX97 REM
2398 REM
2X%% REM
2400 AVSCR=8:IF CATL?7 THEN AVSCR=CAT™N
UMOF CCAT)

2418 IF CAT)6 AND CATC18 AMD BEST2>=CAT
-5 THEN AVUSCR=18+([(CAT-7)#%5

"1GO0TO0 235

CAaLCUL&TE FLORE

avallLadLt

NY

ZY

aK
KI
IL
Ko
[-F4
vy
az
HR
Zb
Ia
=14

ay
as
EM
SK
KU
]

GI
FX

ao

1P
KF

oL

K
EC

Gv
ap
sy

50
v

vI
oo
LA

2428 IF CAT=10 AMD BEST=3 AMD PAIR THE
N AVSCR=I%

248 IF CAT=11 AMD BEST=5S THEN AVSCR=S
a

Z448 IF CAT=1Z2 THEM FOR D=1 TOD S5:AVSCR
SAVSCRADICE (D) : NEXKT D

Z458 RETURN

2497 REM
24%8 REH NI TIISNIETTS
Z43% REM

2500 SCORECCAT,PLAYER)=AVSCR

2518 TOTAL(PLAYERI=TOTAL CPLAYER) +AVSCR
2528 GOSUB 2780

2538 FOR FREQ=68 TO 2@ STEP -5

25408 SOUND ©,FREQ0,8, 14-INT(FREQ/18)
2558 MEXT FREQ:SOUNMD ©0,8,0,0

2568 POSITION ©,5:7 " hit a keyl

2579 GET #1.K

2597 REM

2598 REM IENEDWYEETITTEE

2599 REM

Z688 SCRS&=" " SCRSCI-LENCSTRS(SCRYD)I=
STRS (SCR)

2618 POSITION I7,.6+CAT!? SCRS
2628 RETURM

2677 REM
26%8 REM HFEIN-KERINT-TH
269%% REM

2700 TOTALS=" " TOTALS (4-LENI(STRS(TO
TaL (PLAYERI 333 =STRS (TOTAL CPLAYER) )
Z718 POSITION 36,Z6:7 TOTALS
2728 RETURMN
2797 REM
2798 REM HET TN
2799 REM
2800 BESTSC=0:WINNER=@
2818 FOR PLAYER=1 TO NUMPLAYERS
2820 IF TOTAL (PLAYER)»BESTSC THENM BEST
SC=TOTAL (PLAYER) : HINNER=PLAYER
2838 NENT PLAYER
2840 POSITION 8,5:7 NAMES ( (WINMER-1)#1
8+1, HINNERN10) ; " ITNEEE"
2850 POSITION 21,5:7 "PLAY AGAIN [KELH
L 11}
2855 POKE 764,255:COL=PEEK (7093 iHUE=IN
TCCOL/16) %16
2868 FOR LUM=® TO 14
2870 SETCOLOR 1,HUE,LUM:SOUND ©,LUMsS,
18,8
2BB0 IF PEEK(764)=255 THEN MEMT LUM:GO
TO 2868
2898 GET #1,YN:POKE 709,COL:SOLUND 9,0,
8,817 V¢

"y RETURN
2897 REM
2898 REM
2899 REM
2906 POKE 106,PEEK(L06) -4
2918 RAMSET=PEEK(186) %256
2928 GRAPHICS ©01POKE 559,8
2938 DIM RELOCATES (34}
2948 RESTORE 2960
2958 FOR X=1 TO 3I4:READP A:RELOCATES (M,
I =CHRS$ (A) ! NEXT ¥
2960 A=USRCADRCRELOCATES) , RAMSET)
2970 POKE 756,PEEKCL186) :RETURN
2980 DATA 104,104,133 ,207,184,133, 206,
169,0,13%,204,169,224,133,205,162,4,16
8,8,177,204,145,206,136,208
2990 DATA 249,230,205,230,207,202,208,
242,96
2997 REM
2998 REM
2999 REM
3868 RESTORE I838
I818 FOR X=80 TD AS:READ aA:POKE RAMSET+
IZ4+H, HINERT M
30208 RETURMN
I030 DATA 170,170,170,170,170,170,170,
178
3040 DATA 170,170,198,190,198,190,170,
170 ®

L ME

CHaRaCTER SET

CORY

CHARACTERS

REDEF INE

56
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FUN SCHOOL 4

Kiddies everywhere (and, let’s face it, a few mums and
dads) will be eagerly awaiting the next instalment in the
: f — Fun School series which should be in the shops round
- = ”'{m e LI [ —] »o1n9 about now (scheduled for late October release).

) Old favourites Teddy and Freddy the Frog are back in
the Under Fives and 5 to 7s but there has been major
ructions in the 8 to 11s with Robbie the Robot ousted in
E favour of Sammy the Spy. Apparently Sammy has more
DOHE ‘street cred’’ Sammy will be found zipping around the
world for geography and history lessons as well as
staying at home for maths, general knowledge and
timetables.

Teddy is getting right up to date (cool, my man!) with
Reeboks and baseball cap as he cavorts around with art,
maths, words, karaoke (can you stand it?) and more.
Just imagine, hundreds of toddlers crooning ‘My Way"!

Freddy the Frog will entertain the 5 to 7s with his
skateboard covering sequences, maths, word sorting
and others including a typing tutor to help with computer
literacy. Freddy comes fully animated including belly
flops into a pool from a high diving board!

Look out for Fun School 4. Seems to be another
winner.

SR e VOB ssemormn, Ay

°@6®

All pictures_from FUN SCHOOL 4 for 5 to 7s
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John S Davison
tries a Midi program
intended as an
educational tool but
which has other uses

58

ne of the more unusual pieces of ST MIDI

software I've come across recently is MIDIA

from C-Lab, producers of the world famous

Notator sequencer and music publishing pack-

age. MIDIA was originally conceived as an edu-
cational program, but it's also found wide use as a MIDI
analysis tool. Its purpose is to open up the mysteries of MIDI,
giving the user a clear insight into the meaning of all those
bits and bytes that go whizzing up and down the MIDI cables
between an ST and any attached MIDI device. [t runs on any
ST(E). bul requires a high resolution monochrome monitor
and attached MIDI device, Ideally a keyboard synthesiser.

Basically. it's a monitoring program. It sits in your ST

waiting for MIDI data to arrive via the ST's MIDI IN port,
generated by the attached MIDI keyboard. On detecting the
data, MIDIA immediately displays it on the screen as a list of
MIDI commands. But instead of the usual incomprehensible
stream of numeric gobbledegook it translates each individual
MIDM event into English, displayed on its own line in the list.
You can still see that numeric data,. but alongside you're
shown exactly what it means.

SCROLLING DATA

A MIDI keyboard can produce huge quantities of MIDI data
in a short time, particularly if yvou use certain controllers,
such as pitch bend, modulation, or aftertouch. For instance,
in one short session | generated about 10,000 MIDI com-
mands! Obviously, this volume of data won't fit onto one
screen, so MIDIA uses a scrolling system to allow you to
quickly move back and forth through it at will. Want to know
more about a particular event in the list? Just click on it, and
a detailed explanation appears in a window below. Wonderful
stuff!

You can also "thin out” the data to make it easier to
understand. by filtering out MIDI commands in which you're
not interested. Individual filter buttons remove Note On. Note
Off. Aftertouch, Pitch Bend. Controller, Program Change, and
System messages - singly or in any combination. They're not
erased from the input buffer, just removed from the display.
s0 you can easily view them again if required. You can also
filter various events completely from the input stream, so
they never get into the list at all.

MIDIA will even handle System Exclusive data, possibly one
of the most difficult areas of MIDI to understand. For inst-
ance you can upload voice patch data from the synth, inspect
it. and save it away on disk for later reloading and download
ing to the synth again. If you're very brave you can even edit
the data first, but this needs a detailed understanding of
your synth's System Exclusive dump layout. MIDIA can't
help here, as dumps are different for each model of synth.
Details are usually available in the synth's instruction
manual.
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The bottom third of the screen contains a whole bunch of
icons representing all the main controllers found on a MIDI
keyboard. These include the keyboard itself, pitch wheel, mod-
ulation wheel, aftertouch, sustain pedal, volume pedal, etc. As
you operale each controller on the keyboard you see its icon on
the screen react accordingly. Play the keyboard and the
appropriate keys on the onscreen MIDI keyboard get highlight-
ed. Operate the pitch wheel, and its icon moves similarly! It's
possible to allocate vour cholce of controller type to individual
icons, so you can customise the display however you wish.

WORKS BOTH WAYS!

Now for the clever bit! The program works in the reverse sense
too. You can replay the event list over MIDI to determine its
effect on the synth/keyboard. You can also operate the icons
in real-time with the mouse - click on the MIDI keyboards keys
and the notes play on your synth. Click on the sustain pedal,
and notes played on the real keyboard will now sustain! It's
great for trying out the effect of accessory controllers you
haven't bought yet, such as that sustain pedal. These actions
can also optionally generate MIDI data and place it in the event
list, as if produced by a real MIDI keyboard. The event list can
also be edited, so you can add. delete, and change data as
required, with a built-in calculator available to help you if
needed.

As you'd expect with a C-Lab product, MIDIA does everything
it's supposed to do without fuss or hassle. It's a real profes-
sional piece of software, and this is reflected in its price of
around £67 (cheaper if you shop around). You get your
money’'s worth though, whether you're a beginner who simply
wants to understand the intricacies of MIDI or an expert who
needs a good MIDI analysis and faultfinding tool. If you're
serious about MIDI this program makes a worthwhile addition
to your software toolkit.



EDUCATION

JUNIOR TYPIST

s computers become

more widespread in ev

eryday life the ability to
use a computer keyboard is be-
coming more important. Most
people get by with the old “hunt
and peck’ system of typing, and
while this may be OK for occa-

This sCtion allows the compuiter o
afF & Typewuriier.
and press Creturml.

-
W Al & sentence
HMake Pire Pour pranter

L 3 -3 EY

L¥ Corvec ted properlyl

sional keyboard use, it's totally
inadequate if you need to key in

setting Beginner or Advanced
mode; increasing the number of
questions in a game; and
changing the time limit where
appropriate.

‘Words' flashes a word on the
screen for a predefined time
period, when the player must

large quantities of data or text.

The answer is to learn to touch
type, or at least to use the right
lingers to press the keys,

| suspect that, as with a piano
keyboard, the earlier you start
learning the easier it is. School Software
must think along the same lines, as
they've now added Junior Typist to their
[ast expanding range of educational prog-
rams for the ST. [t's designed to teach
the basic elements of touch typing to
children in the 4 to 10 years age group,
but there's no
shouldn't use it too. It doesn’t aim to

=as0n why adults

produce expert touch typists overnight,
but rather to ensure users start off in the
right way. Those interested in fully de-
veloping their skills can then go on to
more advanced forms of tuition else
where.

The program has five major functional
areas. These consist of basic onscreen
program operating instructions; a short
tutorial on basic keyboard skills; a typing
game; several typing/spelling games: and
a typewrtiter mode. Program control (as
opposed to typing practice) is mainly by
function keys or mouse, making it ex-
tremely easy to use, No manual was sup
plied with the review copy, and wasn't
really needed.

The tutorial shows you the main body of
the ST keyboard, l.e. the ‘typewriter’ part
only, without function keys, cursor

Title: JUNIOR TYPIST
Publisner.  School Software
Price: £16.95

Reviewer:  John § Davison

block, or numeric pad. Using some neat
graphics with good use of colour it then
explains the use of ‘home keys’, and
which keys to operate with which finger
on each hand. It would have been useful
if the package included a version of this
in reference card form.

Al each stage the program provides
appropriate examples for you to type;
first single letters, then small phrases
and sentences. As vou type il checks
vour accuracy, telling vou the number of
correct and incorrect keystrokes made.
When typing complete sentences it also
tells you your typing speed in words per
minute.

Speed and accuracy can be developed
by playing the arcade game. Words fall
from the top of the screen and you have
to correctly type them to zap them before
they hit the bottom - just as in some of
the 8-bit typing tutors of old! Poinls are
awarded depending on how quickly you
zap each word. A life is lost for each word
reaching the bottom, and three lost lives
ends the game. To encourage improved
typing performance a record of the ses
sion’s high score is kept, You can set
eight levels ol difficulty, with higher
levels using longer words and faster ac
tion. Each level usually begins with slow
moving single words, and as play con
tinues the action gets faster and multiple
words appear onscreen,

The program also includes three simple
typing and spelling games, called Words,
Sentences, and Typing respectively. Diffi
culty levels of each may be varied by

memorise it, and then type it in
after it disappears. Points are
awarded for accuracy, and
bonus points may be earned for
solving the anagrams occasion-
ally presented along the way.

‘Sentences’ is a rerun of the
exercises from the tutorial, dis
playing sentences on the screen which
then have to be typed in. Mistakes are
tracked and typing speed shown.

Finally, ‘Typing’ displays individual
words on the screen and invites vou to
type them in. It also shows you a dia
gram of the keyvboard indicating the key
vou need to press next. It won't let vou
press an incorrect key, so it's ideal for
the raw beginner, especially young chil
dren. Typing speed is shown at the end of
a game,

It's nice to see the results of your typing
on paper, so Junior Typist can make
your computer and printer emulate a
simple electronic typewriter! This permits
you to key in a line of text and have it
printed as soon as you hit the Return
key. The advantage of this is it allows
users to actually print out whalt they type
without the need to get involved with
another
thoughtful touch with young children in

word !}ﬂJ{'{‘HHiII}.{ Programs

mind.

Owerall, [ think Junior Typist is excel-
lent, and properly used really could give
youngsters a good start in acquiring
touch typing skills. Adult supervision will
probably be necessary though, as the
kids may succumb to the temptation of
playing the games purely for high scores,
disregarding everyvthing they've learned
about home keys and correct key finger
ing! But even if they do, they'll still be
gaining in general experience and famil
iarity with the keyboard, which is a good
thing in itself.
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PD

Paul Rixon’s

usinesses rely on it. Lives can de-

pend on if. Computers are desig

ned to store, retrieve, display. cal-
culate, print. use and represent it in what-
ever format we require. Yes, information
is a valuable resource! Developments in
information technology have meant that a
huge amounlt of informeation is now in-
stantly available to whoever requires it,
whenever and wherever il is needed.
However, quality information is often only
obtainable al a price. Communicating
with on-line information syslems is an
expensive hobby, and even buying a _few
books or magazines each month can leave
a noticeable voild in your wallet. So what
does the public domain have to offer?

STARTING
OuT

Inevitably most of the information found
in public domain libraries is aimed speci
fically at computer users. Several disks
contain articles reproduced rom US
computing publications, such as "Cur
rent Notes'. For example, STARTING
BLOCK (so titled because many of the
articles were originally printed in a regu
lar column of the same name) is a huge
collection of text files to help you get the
most out of your ST. A neat utility called
Reader 2.2 is provided so you can flick
backwards and forwards through the
screens, quickly and easily. By pressing
a couple of keys you can have the output
directed to a printer. The range of topics
covered is vast so whatever application
you have for your computer, there is
bound to be something of interest. The
subjects are as diverse as "XL/ST lile
transfers’, ‘What to do if your computer
get a virus' and ‘Computer Shopping’.
There's a stack of information on hard
disks plus articles about modems,
spreadsheets, word processors, lan-
guages ..

FOR THE PROS

To meet the requirements of serious
programmers, Current Notes have
gathered together a serious of articles
posted by Antie onto Compuserve dealing

. the list goes on and on!
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with the internal secrets
of the ST's GEM interface.
PROFESSIONAL GEM 1
and 2 are packed full of
text and C source code ex-
amples written by a pro-
fessional programmer who
obviously knows what he's for it.
disks form a complete re
ference collection that will
teach you everything
about GEM from creating
windows, building re-
source files and dealing
with VDI graphics to in-
sider's ‘hints and hacks’, user interfaces
and coping with GemDos. The same in-
formation in printed form would cost you
a greal deal of money, so these disks are
a genuine bargain!

Budgie UK have released a quick refer-
ence guide for ST programmers. The 8T-
68K REFERENCE V3.0 contains over
250Kb of info on all areas of ST program-
ming. Bios, Xbios, GemDos, AES, VDI
_and Line-A routines are all described - if
you haven't a clue what these mean then
grab a copy of the guide and find out!
Other aspects of the ST's internals, such
as the 68000 microprocessor and the
Yamaha sound chip, are also discussed.
A fairly basic - though nol Basic(sic)
program is provided to allow rapid inter
rogation of the data. By double clicking
on major subject headings you can locate
the information you need without having
to wade through pages of unrelated text.
If you are at all interested in ST program
ming, this is a disk you do not want to be
without!

sane nunber.

ARE YOU NUTS?

Anyway. that's quite enough of the
serious stuff! A couple of disks worth
checking out if your sense of humour is
up to the challenge, are NUTWORKS 1
and its companion NUTWORKS 2 (nice
and easy to remember!). These disks con-
tain a weird collection of on-line maga-
zines which apparently originate from a
bulletin board in the United States. The
text files are a mixture of jokes, stories,
strange anecdotes, poems, alternative
lyrics and probably just about

HEWORY MAMAGEMENT, The ST's operatimg sustem is installed in RN
alse meeds some RAM just to keep track of what's happeming: 140 butters,
display memory, and so on,

If the application needs more memory, it simply asks the operating system
! 1 l“& I_mtﬁ: the requested anount uf“ﬂlﬁ, E lI'
A1l . the application where 11 IS. i
talking about. The two requesting program gets am error nessage. This is where bad tl_nnis can
happen to wou—it depends on how thoroush the progranmer vas in

and handling such errors.

én appl im%nn

on_another 105 [

releases system resources used by the application. Thus, af :fuu Yook at
shau

“free RAM"™ before and after rumning an application, wou

bt it

The operating system also has all the tables and_funitions needed to
nanage the swsten's RAMG when a program is ren, TOS figures out hew much
menory 15 required to get the application loaded, reserves the memory,
loads the pregram, and transfers contrel te it.

reserves 1t, and tells

If the needed memory is mot available, the

Etecting

can release rgmrﬁ it doesn't need any longer by calling
service routing. Wh

en the application is finished
d see the

anything else that was submitted to the
editors! You can ponder over the philo-
sophical jottings (quote: ‘time exists so
that everything doesn’'t happen at once’)
and chuckle at the ‘real life’ humour
(quote from genuine insurance claim;
“The guy was all over the road. | had to
swerve several times before [ hit him!’).
Some of the humour is definitely ‘alterna-
tive' but you are sure to have a laugh
somewhere along the line.

A POLICE
BOX?

If you needed to consult a detailed list-
ing of Dr. Who episodes, where's the first
place you would look? If it isn't the public
domain you'd be missing out on an
amazing array of useless information!
THE COMPLETE DR. WHO AND
OTHERS features an incredible amount
of data about the series - scripts, au-
thors, titles and other facts, not to men-
tion a knitting pattern for Tom Baker's
(the only REAL Dr. Who?) scarfl Else-
where on this disk you’ll find another
batch of computer-inspired humour, a
story about a fictitious land and a num-
ber of unusual pictures constructed
using ASCII characters - obviously from
the wonderful world of College main-
frames!

Computer games can be frustrating at
the best of times, especially so when you
haven't got a clue what to do next! For
tunately the public domain can come to
the rescue. If you're an adventure addict
who doesn’t haven't the time or inclina-



tion to work them all out, you'll appreci-
ate the wealth of information contained
in ADVENTURE SOLUTIONS 1 and 2
lisn’t it strange how all the info disks
seem to come in pairs!). The files on
these two disks reveal the secrets of over
fifty popular adventures and they can be
used to provide hints as needed or to
obtain the entire solutions. If you are
stuck on Dungeon Master, DUNGEON
MASTER HELP will give you the break-
through you need. This one presents de-
tailed maps of all fourteen Dungeon Mas-
ter levels as a continuous slide show.
There are also charts of the spells and
many other tips to guide you through the
trickiest parts of this ST classic.

PAPERLESS
MAGAZINES

Disk magazines are always a useful
source of information. and they are
usually entertaining too. One of the most
popular mags - ST News - vanished some
time ago and everyone thought it was
gone for good but now it seems to be
back! 8T NEWS 6.2, dated August 1991,
was recently added to the library. As al
ways ST News is packed with dozens of
articles, facts, hints and reviews. In par
ticular there are solutions to Leisure Suit
Larry Il and Wonderland, plus reviews of
Gods, Lemmings, Llamatron, Superbase
Pro and AT Speed. There are also some
bonus files on the disk including the
quick-boot utility Pinhead, an improved
version of the compression program
Pack-Ice and a PD offering from Gribnif
(publishers of Neodesk) to replace and
enhance those normally boring GEM di-
alog boxes!

The Lost Boys, meanwhile, continue to
issue their ‘Maggie' disks - believe it or
not, they've already made it up to issue
7.0! There's not a lot | can say about
Maggie that hasn't been said before -
once you're familiar with the format,
you'll know precisely what to expect! As
well as plenty of excellent graphics and
music (as per usual) there are some very
worthwhile extras on MAGGIE 7.0, such
as a demo version of the ‘Professional
Virus Killer’ which can recognise almost
live hundred bootsectors. Another prog-
ram claims to modify certain demos so
they'll run on the STE. | wonder if it
works? Not to be out-done, ‘The Un-
touchables’ have been busy producing
disk mags of their own and their second
release - THE UNTOUCHABLES DISK
MAG 2 - is definitely worth investigating.
There is a LOT of help here on ST games,
a number of sofltware reviews and some
articles for programmers. Be warned that
if you intend to read everything in these
mags you are going to be up for a LONG
time!
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THE CATALOG

Since we're on the subject of info, a brief
reminder that if you want to view the
exact contents of all the latest additions
to the Page 6 library (and the many other
disks too), you can do one of two things:
You can buy them all, or alternatively
you can send for a copy of the Page 6
Catalog Disk! As well as all the necessary
data this includes a utility that will en

HOW TO GET THEM

All of the digks featured in PD World are available from the PAGE & ST library. Each has a unigue reference code
which you should use when ordering or making enquiries. Please contact PAGE 6 if you don't have a copy of
their Accessory Shop leaflets and check the system requirements for each disk. THE PAGE 6 CATALOG DISK
comtaining a full Nst of disk names and conlents (s available from the Nbrary, priced ai £1. The disks referred o

in this article are:

ST77 PROFESSIONAL GEM 1
S5T78 PROFESSIONAL GEM 2
ST116 NUTWORKS 1

ST117 NUTWORKS 2

ST136 DUNGEON MASTER HELP
ST148 ADVENTURE SOLUTIONS 1
ST222 ADVENTURE SOLUTIONS 2

Prices for standard disks are £2.95 sach or £2.50 sach lor len or more
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1D0R
Telephone 0785 213928 or FAX 0785 54355 with credit card orders

able you to to search for specific informa-
tion using wild cards, so the details you
require are instantly at vour fingertips. If
you return your Catalog Disk when
buying other software, you can also have
an update for free!

That's it for another issue. If you're an
artistic type (and also if you're not!) tune
in to PD World in a couple of months,
when the topic for discussion will be
computer graphics. 1 hope you have a fun
Christmas - see you next year!

5T320 THE COMPLETE DR. WHO AND OTHERS
ST480 STARTING BLOK

5T548 5T NEWS 6.2

5T564 THE UNTOUCHABLES DISK MAG 2
5T-68K REFERENCE GUIDE V3.0

MAGGIE 7.0
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CRIMEWATCH?

MUGSHOT

his is a strange picce of

WOG SHOTT PLOS 1.5 from 5/ %/ 1% W Orks !

within five minutes [ had cre

software. My initial im-
pression was that it
looked like a great deal of fun,

indeed the manual says "Wel-
come to Mug Shot! More fun
than a barrel of rhesus-pieces!”.
Unfortunately, this sort of overly
clever second-hand car sales-
man attitude prevailsthroughout
the manual. Undaunted | inser-
ted and registered the disk.
which means an Install. prg has
to be run first. | was requested
to Lype my name in so that the
disk could save it and display
this as my copy. A novel way to
deter pirates, although this does nol
affect any backing up or copying. which
is pood and seems to owe much to the PC
world of licences. | was then allowed to
create my back up or working copies and
thence try the program.

Mug Shot could be described as an art
program, and my initial enthusiasm grew
at the prospect ol editing [aces that |
could print on a printer. The idea seemed
good and once | deciphered the control
sysiem [ was presented with a white win
dow on to which | could place the out
lines of eyves, chins, hairlines, ears and
wrinkles by clicking with the mouse. It
was in fact just like the Mug shot books
s0 beloved of American police shows,

The software comes with two sets ol
outlines ‘Famous” and "Tunes’, [t seemed
that

‘Famous' uses outlines from various
real personalities and “Tunes’ was no
thing musical at all but a cute way of
spelling toons or cartoon like outlines.
The package comes with ils own arl edi-
tor, a [airly basic line drawing and filling
package which will allow the user to add
to existing pictures or draw I:'I'I1:il'1'1_'a.' NEw
ones. The outcome can be saved in sever
al ways with various extenders, .MGS for
internal program filing, .MUG which
allows for positional cross sereen mode
saving, or JIMG format and .PI12 or PI3 for
Degas compatibility. These latter options

Tifle:
Publisher:
Price:
Reviewer:

MUGSHOT

Wiz Works
£19.99p
Damon Howarth
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ated and saved two IMG files
that did indeed port into Time
works. The two piclures were
absorbed with no problem at all.

I then discovered that the sofl
wanre could create other small
pictures and thus [ had found a
simple clip art creator to per
sonalise documents et al.

This revelation sent me scur
rying away to try the other
modes and | made the discovery
that, despite my total lack ol
artistic skill, it was possible to

L

allow images (o be loaded into other
programs. Just why this should be desir
able escaped me for some time and dur
ing the review period | found my initial
enthusiasm waning. Indeed on showing
the program and outpul to a eynical Mrs.
Mopp the question "Yes but what do you
do with it now" was left unanswered.

One of my more art-skilled friends ex
plained she could do the same better and
gquicker with a pencil and | began to won
der about the use of this package beyond
idle fun. It fell in between two stools - not
a drawing package of any note since the
tools are far more editorial than creative
and not reallv ¢ werse enough to sustain
long term interest as a ‘fun’ program.

| had at this stage just decided the soft
ware was for consigning to the miscel-
laneous oddities bin when, owing to a
play by mail commitment, | had to pro-
duce a small document showing the
faces ol a couple of a group of notorious
characters. | thought the only quick way
out of this was to DTP a sheet in Time
works via the AT emulator (yes [ am
aware that there are ST versions but this
is an old PCversion I picked up cheap
and second hand). | had no art tools for
this sort of facial clip art though. so off
went the emulator, in went Mugshot and

use the polygon line and spray
options to produce acceptable
simple shapes. | was disappointed to find
that the editor would not allow me Lo
load IMG files or that MUG SHOT itsell
would not allow the re-introduction of
IMG files but, despite this, [ found Mug
shot to be quite a useful picce of cross
machinery art software

In conclusion I have to say that, unless
there is a specific purpose for this pack
age in the mind of the purchaser, then
thought will be needed before purchase
but it does offer a cheapish way into a
drawing package and it is fun, at least for
a while.

@ VERDICT - Really quite fun _for a shor
period although its longevity will be
dependent on the use it can be put o,
good value draing set though.

This softuware is available in th UK from
Gralin Intermational




ADVENTURE

THE SECRET OF

MONKEY ISLAND

REAT! Go out and buy it immedi-

ately! (As long as vou have a

megabyte of memory and a dou-
ble-sided diskette drive!)

This is what graphics adventures
should always have been like - great
graphics, superb animation, easy to use
interfaces, puzzles and humour galore,
romance, adventure, horror, everything!

As Guybrush Threepwood (yes, 1 know
the name stinks - but it is the only bad
thing about the game!) you fall madly in
love with the beautiful governor of Melee
Island while trying to become a pirate.
Sadly your love is kidnapped by a ghostly
pirate and you must find a way to reach
the mysterious Monkey Island in order to
rescue her from her supernatural suitor.

The mouse interface is excellent. A verb
list on the lower left allows you to in
teract with itemns in the picture or with
vour scrolling inventory list in the lower
right. The verb list is a little limited caus-
ing nccasional frustration - but USE
tends to cover most of the missing verbs
so it works quite well really. This is sun
plemented by the fact that the system
remembers the last verb you used (on the
left button) and offers the most likely
verb you might wish to use with an ob
ject [on the right button) so that many
commands can be issued just with one

point and click. Alternatively you can use
the first letter of the verb on the

Title: THE SECRET OF
MONKEY ISLAND

Publisher:  Lucasfilms

Price: £25.99

Reviewer.  John Sweeney

kevboard then click
on the target object
with the mouse. |
wish other games put
as much thought into
their ergonomics as
this!

Another delight is
the fact that it is

practically impossi-
ble to die! At one
point you may think
you have died as you
fall off a crumbling
cliff top and a Sierra-
style Restart /Restore
box appears on the screen - but this
fades after a few seconds as you soar
back onto the screen. apparently saved
from death by an amazing stroke of luck
and a strategically placed rubber tree!
You may still need to restart occasionally
il vou misuse a crucial item, but it is a
much rarer requirement than in most
games - you may not find the solutions
immediately, but you will be hard pushed
to get yourself into a situation from
which you cannot continue. This is user-
friendliness at its best.

Onee you have located certain places on
the overview map you can travel to them
immediately by a simple point and click,
so you don't need many maps or notes.
You don't need to remember things to say
to people as each time you start a
conversation you are offered a list of
suitable phrases to use. | only made
about two pages of notes lor the
whole game.

Many of the puzzles are fairly
straljghtforward and typical of this
sort of animated adventure, bul the
graphics and text are packed full of
humour and it is great fun to play.
There are also a few very clever puz
zles (and a couple of slightly
obscure ones!) to keep you on your
toes, The method they have imple
mented for sword-fighting, for exam-
ple, is brilliant, but T won't spoil
your fun by saying any more.

As with any graphics adventure you will
have pauses of ten to fifteen seconds for
diskette loads, but they cram a lot into
each load so it is worth the wail. (Even
better if vou have a hard disk!) Although
there are four diskettes you don’t have to

e

user-friendliness
at its best »°

change diskettes too often as the game is
broken into chapters. Chapter Cne takes
place on Melee Island as you follow up
three quests given to you by the pirate
leaders in order to prove yoursell good
enough Lo be a pirate vourself, Even
though you eventually succeed in your
gquests you soon get side-tracked into
trying to buy a ship and recruitl a crew so
that you can sail off to Monkey Island to
find your true love.

Chapter Two is quite short
to Monkey Island, complicated by the
fact that you haven't the slightest idea
where it is! Certain hints soon lead you
to believe that there must be some magic
involved somewhere!

Chapter Three finally takes place on
Monkey Island as you search for its sec
rets, aided and abetted by the local can-

the voyage

nibals, a marooned sailor, and, of course,
the odd monkey!

Chapter Four is, hopefully. a happy en
ding - as long as you can work out how
to defeat the ghostly pirate despite the
fact that you have managed to lose the
only weapon which will work against
him!

@ SIGHT & SOUND - Lots of happy
tunes, plus a_few sound effects

@ GAMEPLAY - Fun and easy to play,
excellently designed

® VERDICT - Thoroughly recommended!
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AMPLE THIS:

In the fourth part of this series
John S Davison turns his eye, and

keyboard, to the more professional
end of the home market

s promised in the last issue we'll

"be looking mainly at Microdeal's

top-of-the-range Replay Profes
sional sampling package this time. | also
wanted to cover their exciting new Stereo
Replay package, bul the review copy ar-
rived too late for inclusion here. However,
from the quick look I've had I'd say it's a
real winner, and at £89.95 well worth the
£10 extra it costs over the old Replay-8
package price. Full details next time
meanwhile back to Replay Professional.

At £129.95 Replay Professional costs a
lot more than other samplers we've ex-
amined, but then it does offer more. It
contains the sampling cartridge; three
disks of software including the Replay
Professional sample editing program; the
Drumbeat Professional drum machine
program: and the MIDIPlay Professional
keyboard emulator. Three user manuals
are supplied, which although rather
shoddily presented seem adequate for
their purpose. All the software runs in
medium or high resolution on
5208T/STE's and up, bul larger memory
allows you to better exploit its facilities
via higher sampling rates. longer sam
ples, or more samples in memory at
Orice.

The cartridge looks externally identical
lo the Replay-8 cartridge discussed last
time. It still uses 8-bit resolution for re-
cording, but now replays samples using
1 2-bit resolution, which does seem 1o
improve the subjective sound quality a
little. 1t has phono sockets for sample
signal input and direct sample playback
via a separate amplifier (e.g. your hi-fi).
The sample editor program is virtually
identical to that in Replay-8. The only
difference [ could find was in the area of
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digital filtering, which now has “fast” and
“slow” filtering algorithms and a variable
bandwidth facility. Other features are as
described last time, but I'll briefly sum-
marise them anyway.

Firstly, it records and replays samples
al rates from 5.5kHz to 48kHz. You can
then =zelectively cut, paste, copy. repeat,
or delete parts of a sample; or reverse il,
insert other samples into it, and super-
impose other samples over it, You can
also fade samples

As expected, Replay-8's Drumbeat prog-

ram has also been been upgraded to
“Professional” status. Again, it's not im-

mediately obvious what's changed, as it's

very similar to the Replay-8 version. It
can load a drum kit of up to 15 different

samples; define up to 50 diferent rhythm

patterns each of up to 32 steps which
play this kit; then sequence these pat
terns together into a song of up to 100
pattern entries. Up to 10 songs can be
held in memory at once. It synchronises
with incoming MIDI elock signals or
sends out MIDI clock signals to drive
other MIDI equipment, and can also
transmit MIDI note/channel/velocity in
formation and hence drive other external

MIDI sound sources. The big difference is

that it can now play four samples simul-
taneously instead of two! And most im-
portantly, it's capable of impressive
sound quality. as shown by the demo
sequence provided. It works ONLY via an

in/out. add spe
vial effects such
as reverb, echo,
tremolo, or flange;
or digitally filter
them in many dif-
ferent ways. Real
time oscilloscope
and spectrum
analyser displays
help you make
good quality re-
cordings. and 3D
Fast Fourier
Transform and fil-
ter response dis-
plays assist with any digital filtering ex-
periments you want to perform. Facilities
are also provided for “looping” samples -
repeated replay of a chosen internal sec-
tion of the sample to give a long sus-
tained effect from a short sample. Up to
ten samples can be assigned to the S5Ts
function keys. allowing you Lo guickly
switch from one to another. Samples can
be played monophonically (i.e. single
voice only) from an attached MIDI
keyboard, but for serious MIDI use you
need the polyphonic MIDIPlay program.
which I'll deseribe shortly.

S e i

I Tewk Tile Fregquemcy Uutput Display

external amplifier - no TV /monitor out
put option is provided.

MIDIPLAY
PROFESSIONAL

The major software extra you get with
this package is the MIDIPlay Professional
programi. Basically, it turns your ST into
a polyphonic sample player module,
which can be driven either by an
attached MIDI keyboard or from an exter
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nal MIDI sequencer. It can load up to 128
samples (memory permitting!), allowing a
different sample to be assigned to each
MIDI note! Alternatively (and more likely!)
fewer samples may be loaded and each
one assigned to any single key or range of
keys, allowing the triggering of individual
samples or the ability to play them at
different pitches.

Like Drumbeat Professional MIDIFlay
has four "voices” - it's four note polypho-
nic/multitimbral - a big improvement on
the simple MIDI facilities in the editor
program. Again, playback is ONLY
through an external amplifier.

The voices can be tweaked in various
ways before use. For instance you can
adjust the volume of each so they're cor-
rectly balanced against each other,
Voices may also be individually tuned,
octaves changed, and the normal semi-
tone intervals between notes in a scale
modified for special purposes, As in the
editor, sample looping points can be set,
allowing a sampled sound to continuous-
ly play for as long as you depress its
triggering key on the MIDI keyboard.

On the MIDI front it's possible to specify
the MIDI channel(s) to which the prog-
ram will respond; to switch in a soft MIDI

THRU function (allowing interconnection

with other MIDI sound sources in your
setup); and to set the sensitivity of the
voices to incoming MIDI pitch bend
messages. |

I'm using MIDIPlay with my Yamaha YS5-
200 and PSS5-680 MIDI keyboards and it
works extremely well, producing some
nice sounds - assuming you've made
some good quality samples to start with!
My only real eriticism is that four voices
still isn't quite enough for solo live play-
ing - eight notes being a more realistic
minimum. Even so, it's infinitely better
than the single volce capability of Replay-8.

I've also successfully driven MIDIPlay
from the onboard sequencers in the ¥Y5-
200 and P5S-680, just as you would any
standalone sampler module. And how
about this - I even tried connecting my
old 5205TM (running the Steinberg
Twelve sequencer) direct to the STE (run-
ning MIDIPlay) via MIDI, and witnessed
the astonishing sight and sound of the
STM playing musical sequences using
sounds generated by the STE. Just think
of the new possibilities this opens up!

Despite its name and undoubted good
performance, | still wouldn't class Replay
Professional as a truly "professional”
sampler, as like all the previous products
we've examined its hardware still uses
8-bit resolution. Today’s professional re-
cording musicians demand instruments
capable of matching CD quality, and it
takes a minimum of 16 bits to achieve
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sampler packages
I found it great
fun too. At first | wondered if it really
offered enough over Replay-8 to warrant
spending the extra £50, but now I'm tot-
ally sold on it! If you want a high quality
sampler with bags of flexibility to use
with other MIDI equipment, this is the
one to go for. You'll need plenty of mem-
ory to fully exploit it though.

SAMPLER
FODDER

One topic 1 haven't covered yet is WHAT
to sample and WHERE to find suitable
materiall Well, you can sample and use
literally any audible sound. The trick is
then to find a musically valid use for it!
In their search for "something different”
professionals sample the most unlikely
sounds, especially for rhythm tracks. Re-
cently [ heard of someone using the the
thud of a snowball smashing into a wall
as a "drum” sound in a rhythm mix! So -
if it sounds OK, it's valid!

Serious samplists (if that's the right
word) sample all their sounds "live” - if
they want a saxophone sound they get
someone to play one while they sample
each note, Others just lift sounds from
existing commercial recordings, then dis-
guise them by editing, filtering, and
adding special effects. Strictly speaking
though, this is illegal as it virtually al-
ways infringes another musician's copyr-
ight.

When looking for samples you can save
yourself a lot of time and hassle by using
a "sampler CD)". These are CD's specially
recorded for use with samplers, each one
containing hundreds of different sound
snippets - single notes, chords, riffs,
drumbeats, etc. performed on different
instruments. Each sound is cleanly sepa
rated from the others to facilitate sam-
pling, and sound quality is usually top
class. They tend to be expensive though,
usually in the £40-£50 range. See the
adverts in the monthly music technology

magazines for further details.

Other sources include commercial sam-
ple libraries, which sell ready-to-use
samples in many different sampler for-
mats. So far I've only found one selling
ST based samples, this being Premier
Music Services (phone 0703-260485).
They sell a wide range of ST sample disks
at just £7 each, but unfortunately not for
use with 8-bit samplers, only with AVR's
Pro-Series 12-bit and 16-bit samplers.
These are even more upmarket versions
of Replay Professional, and at £245 and
£345 respectively are probably beyond
the reach of the average user. which is
why I'm saying no more about them here!

Public domain software libraries are
another possible source. Some sell raw
B-bit Replay samples, but often the sam-
ples are intended for use with PD
"soundtracker” programs and are pack-
aged into combined music/sample "mod-
ules”, To extract the raw samples you'll
probably need the original soundtracker
program which created the module, e.g.
the NoiseTracker program we looked at
earlier in this series. The Page 6 PD lib-
rary includes several soundtracker disks,
and others containing STOS Maestro
samples. The latter have to be converted
before use with Replay, but both the
Replay-8 and Replay Professional pack-
ages include a free PD program to handle
this. In fact it converts either way be-
tween the various Replay, STOS Maestro,
and Master Sound formats.

It's also sometimes possible to extract
and use samples included in PD demo's
and games, as they're often stored in
separate files that can be loaded straight
into a sample editor. You can also do this
with some commercial games, but again
you'll probably be infringing someone’s
copyright.

That's all for now. Join me again next
issue for the concluding article in the
series, when I'll be looking at that elusive
Stereo Replay package and be giving
some hints and tips for producing good
quality samples.
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COMPILATIONS

THE SPY WhO LOVED ME
LICENCE 70 Kl
LIVE AND LET DVE

nee more Domark are setting ofl

on the collections trail. It is a

sure sign that Christmas is in
the air when collections of past favourites
are being wafted round at relatively dis
count prices, The two compendiums
under scrutiny here are very different
animals and probably between them will
have some appeal to all the ST using
o wlace, )

The JAMES BOND COLLECTION is
probably the weakest of the pair and
thus | will run through this trio of offer
ings first. The three games included are
The Spy who loved Me, Live and Let Die
and Licence to Kill. The first notable
thing about this compilation is that it fits
easily onto the one ¥20K disk, which is
unfortunate for those few single sided
disk drive owners but said breed appears
to be becoming endangered and possibly
extinet.

The games show the up and downs of
Domark’s licencing life. Live and Let Die
is a very disappointing speed boat race
game. There is a sufficiency of colour and
the joystick control is good but there is
little variety. The objective is to simply
aim at an area of the world map and
chase your vertically scrolling scenery to
the end of your fuel. The scenery is bland
and blue and this is the compilation’s
compulsory makeweight.

The Spy Who Loved me offers a little
more challenge and variety. Still very
much a vertical scrolling chase this time
there is the option to obtain disks that
will allow additions to the car and the
chance to dodge hazards such as pedes
trians. thereby maintaining points. The
sound and colour here is better and the
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Bond theme is
somewhal more rec
ognisable, There is
also a wider variety
of sub games to play
that follow the film
plot in a recognis-
able way and ofler a
great deal of chal-
lenge. It appears
this is Domark’s
Bond leader since il
appears on both this
Bond collection and
on their Super
Heroes compilation.
Licence to Kill offers the most modern
interfacing and the best music and sam
pled effects. It builds on the linked sub
game model of Spy and allows the player
to attempt to recreate the feats seen in
the film. Sadly it does not allow any of
the Bond Girls to be accessed at any time
but it does allow for all the leaping out of
helicopters waterskiing on your bare feet
and general demolition for which Flem-

ing's hero is justly famous. This game
has good effects and smooth controls,
Fortunately all the actions are performed
using the same joystick or key combina-
tions thereby allowing for instinctive
reactions.

On the whole this particular collection,
though good, may not be too popular.
Spy is available on a more attractive sel
and il Licence to Kill excites yvour desires
it is also available on Heroes, the sum
mer Domark collection. Live and Let Die
doesn't seem worth the money at all.

The sports compilation GRANDSTAND
does offer value for money with four
games of acceptable and better stan-
dards. The worst of the quartet is Gaz-
za's Super Soccer. This is a slow league
based game that Domark have been so
embarrassed by the forgot to include in-
structions in the book. Fortunately the
slow gameplay and peculiar actions of
the teams are easy to work out and the
controls are similar to better olferings.
The game does not even allow teams
away sirips when both play in the same
colours!

Continental Circus has been with us
for some time and oflers a no nonsense
racing game. While in no way a simulator
it offers a progressive challenge with an

MY NAME IS BOUGH
FRANK BOUGH!

arcade feel to it. The backgrounds are
strong and there is some addictive feeling
to it, although the game still seems un-
sophisticated in comparison to latter day
offerings,

The two best games are World Class
Leaderboard and Pro Tennis Tour. Or,
to be more honest, Leaderboard and Pro
Tennis Tour because the upgraded ‘de-
sign your goll course’ version was not
implemented for the ST and thus you
have only the one course to play. Leader-
board is probably one of the ST's better
golf games. Although somewhat geriatric
and available at budget price, it offers all
the facilities of the state of the art games
and is well worth playing. Control is by
mouse and little else needs to be said
about this classic. Pro Tennis is a
pleasantly challenging game that | en-

joved Good sized sprites and sensibly

sampled effects allow for a fast challeng
ing game. It is pleasant to walch your
ranking increase as you lose your way
through a tennis season! Plenty of prac
tice needed here for an absorbing game.

On the whole the Grandstand collection
is a good buy so long as you do nol own
cither the golf or tennis parts, Gazza's
Soccer is more than disappointing but
the racing will entertain participants
after the Christmas turkey has been guz
zled. This would be a better present than
Bond although [ find the £30 rather
steep for such antique software.

® GAMEPLAY - Generally accepiable in
both sets, although the makeweights
of each are eminently missable

@ SOUND 8 GRAPHICS - Tennis and
Licence both show good effects in
sound with reasonable graphics, the
others are acceptable with dated
sound and vision

@ VERDICT - Each set has al least one
strong companent thus saving them
fraom the slur of rip-af]

GRANDSTAND and

THE JAMES BOND COLLECTION

Publisher DOMARK

Price: James Bond £24.99/
Grandstand £29.99

Reviewer: Damon Howarth




ADVENTURE

HERO QUEST

RETURN OF THE WITCH LORD

ero Quest is an icon-driven,

three-dimensional graphics

adventure game of monsters and
magic based on the popular board game
of the same name (and not to be con
fused with Sierra's "Hero's Quest™!). You
can have up to four people playing at
once who can be either Barbarian,
Dwarf, EIf, or Wizard. The characters
vary in their powers, number of body
points (how many hits before you die)
and number of mind points (chance of a
spell affecting you).

There are fourteen quests that you ecan
take up. each with a different scenario.
Each dungeon contains random trea
sures, monsters and occasionally magic-
al equipment such as deadly swords,
wands and talismans. I you find any
potions you should use them before you
leave because you can't take them from
one gquest to another. i

The dungeon floor is marked out in
squares; on each person's turn the com-
puter throws movement dice for you and
then you use the mouse to move your
character, check the map, manipulate
your belongings, and perform ONE action
each turn: fight. search for traps/secret”
doors, or search for treasure.

Make sure you search every location for
treasure: the more gold yvou get the more
you can buy at the shop. But beware ol
searching when vou have only one body
point because you can fall into traps or
be attacked by wandering monsters.

Title: HERO QUEST and RETURN
OF THE WITCH LORD

Publsher:  Gremilin

Price: £25.99 & 51499

Reviewer:  Alex Sweeney

Search for traps first!
Also be careful with
your spells as the
spell will be wasted if
your character can't
see the target.

There are some nice
touches to the game
such as a spinning
gold coin for a dice
roll. The background
is well made and
looks as you would
expect a dungeon to
be.

It would be nice if
the players could in-
teract with each other more, such as
trading, fighting etc., because if you don’l
want to work together then the most you

an do is try and block doorways, unless
you're the wizard or elf in which case you
can cast spells on the other characters
but they can't harm yvou back.

Beware of "[reshing” (restoring all yvour
body and mind points) in between quests
because although it heals you. you will
lose all your equipment and money!

The computer game is roughly the same
as the board game (except for the price!),
but you can only play the board game if
vou have quite a few people, whereas you
can play the computer game by yourself
and control as many characters as you
want easily, as the computer keeps track
of everything, Hero Quest also has a map
function which can come in handy
while exploring or going back some-
where, looking for monsters, and ol
course trying to find the way out!

Return of the Witch Lord
is an extension set for Hero Quest
and works in exactly the same way,
but has new, nastier monsters, dil-
ferent scenery and is overall much
harder. You need to play Hero Quiest
first Lo collect special items that you
need to use to defeat the Witch
Lord, then load your saved charac
ter into Return of the Witch Lord.

My main criticism about this ex-
tension set is that the shop doesn't sell
any more weapons than before. The
throwing of spears and hand-axes
doesn't seem to work so once you've got
one of everything, vou can't do anything
with your surplus money. Also il some
one finds something that they can’t use -
for instance if the dwarf finds the bracers

L]
»
.
™
-

|

which only the wizard can use - then he
can't give them to the wizard and he can't
sell them to the shop for the wizard to
buy. It would also be nice if you could
buy potions, especially healing potions,
at the shop.

HINTS

To make a powerful character you can
choose one person to play with and have
the other three as bodyguards. Use the
bodyguards to do all the fighting and
searching for traps while your main char
acter just grabs all the treasure! You can
"fresh” all the bodyguards at the end of
each level as they won't have anything to
lose. Cast all left over healing spells at
the end of the level.

The first thing you should save up for is
a crossbow as it is the only ranged
weapon and the monsters you are fight-
ing can't hit you back if you stand in a
different "room’”.

To get gold: enter a quest that has the
exit in the room where you start, then
search for treasure and leave. Come in
again search and leave. This can get
tedious but it allows you to get good
weapons and armour!

@ SIGHT & SOUND - The graphics are
guite good although there is not much
animaltion. Fairly good sound effects
for things such as walking and fight
irtg; nice music track

@ GAMEPLAY - Very like the board game

easy to play and highly addictive
@ VERDICT - Good fun for both solo and
group play
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EDUCATION

MATHS DRAGONS

aths Dragons is a new

educational package

designed to help 6-13
year olds practice their arithme-
tic. This wide target andience is
made possible by a simple but
unusual method of tailoring the
difficulty of the problems pre
sented, namely by setting the
maximum numeric value an
answer can take, The program
uses a completely different
approach to that normally found
in maths programs too - it's
based on a graphical adventure

game! This gives additional edu- '
cational benefits, such as using

the concepts of direction, mapping, use
of simple logic, and even basic keyboard
skills.

The game's scenario places you in the
caves of the Maths Dragons. You were
invited there to play with the young dra
gons, but they've been rather naughty.
They've stolen all the pieces of the train
set you took with you and secattered them
around the caves. As you search the
aves to retrieve them you encounter
adult Maths Dragons. who have this
nasty habit of setting you arithmetic
problems whenever you meet! If you
answer incorrectly they confiscate a piece
of your train set and hide it again! You
also meet baby dragons occasionally, and
this usually spells trouble as they're fond
of hindering your progress in various
wWays.

The game has 21 different locations,
ready mapped in the instruction booklet
in case you can't manage it yourself. It
also lists the train set components you
have to find. The program has a com-
mand vocabulary of about 100 words,
but you can complete the adventure
using just a few of them. There's also a
Help facility which reveals a magic word
for use if you get stuck. and you may
also discover others during your gquest.

MATHS

DRAGONS

Coombe Valley
Software

£14.99
John S Davison

Title:

Publisher:

Price:
Reviewer:
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The playing screen is split in typical
graphical adventure style, the top dis-
playing the pictures and the bottom used
for text messages and command input.
The graphics are not very good, consist-
ing mainly of line drawings filled in with
the ST's predefined fill patterns. Many of
the locations are visually very similar too.
The graphics are completely static - no
animation and no updating. not even 1o
show the presence of pieces of train set.
Information of this type is communicated
via the text display. In fact the graphics
add little to the game itself, but do pro-
vide additional interest for younger
players.

The text display uses the 5T's 80 col
umn mode, so the characters are quite
small. Some children would probably
have difficulty reading it, particularly if
using a TV display rather than a monitor.
Also little allowance seems to have been
made for the limited reading abilities of
very young players, so they'd need help
from a parent or older child to success-
fully play the game.

Use of sound is rather sparse - there are
no sound effects, and the program uses
only a single soundchip channel for
music. This seems to play fairly random-
ly during a game, and stops as soon as
you type something on the keyboard.
Thankfully it's not overdone, so remains
fairly inoffensive!

It's possible to play the game through
fairly quickly, so there's no need for game
save and load features, There's no facility
for tracking a player’s maths perform-
ance either, but the fact that a game has
been completed indicates right answers
were given at least some of the time! An
end of game summary would have been

nice though. All you get is the
number of points scored and
number of commands entered,
but at least this can be used as
a target to beat next time you
play.

"FIRST ADVENTURE™?

The gameplay itself is fairly
basic as far as adventure games
go. Seasoned young adventur-
ers would complete it in a few
minutes (unless they're totally
hopeless at maths!), but it's not
aimed at such people. It does
make a passable "first adventure’
though, and could trigger an ongoing in
terest in the genre. Incidentally, each
game played is different as the pieces of
train set get scattered in different loca
tions each time through. You're also at
the program’s mercy in terms of when i
reveals the pieces to you. They're not
cunningly hidden in obscure places -
they just seem to appear in a location at
the program's discretion, and this seems
linked in some way to the difficulty level
set at the start of a game.

I'll bet you're thinking 1 don't like this
package. If so, you're quite wrong! True,
it's not much of an adventure game and
its presentation could be much im
proved, but the merit of the original idea
comes shining through. The fact that you
have to solve maths problems to progress
doesn’t seem out of place at all - they're
just an integral part of the game! Even
Pete, my ten year old son (who normally
hates practising arithmetic) was reason-
ably impressed and enjoyed playing.
That's praise indeed from someone who's
had dozens of different educational prog
rams inflicted on him over the years in
support of Page 6 reviews! So, if wou want
a program with a different approach to
maths practice, buy Maths Dragons. I'm
gsure your kids will enjoy it.




n the October 1989 issue of New

Atari User | reviewed the excellent

‘Personal Nightmare’; at the end of
that article | wrote: "Watch oult for
‘Elvira. Mistress of the Dark’ later this
year!”. Well. it took a little longer than
that to get hold of a review copy - but
finally Elvira has arrived. Was it worth
the wait? Yes, | think so - although {t will
not appeal to everyone! It is another bril-
liant graphics adventure with all input
via the mouse, but there are numerous
fights in an arcade style which may put
off some people. Some encounters need
to be resolved with ranged weapons
crosshow and spells - which are also
often useful as a preliminary to hand-
to-hand combat, but you need to be care
ful as you need some of your ranged
weapons for specific purposes,

Most encounters are hand-to-hand
fights where you have to click VERY
quickly to attack or defend either to the
right or the left. The fighis start ofl quite
slowly, but as the game progresses the
enemy gets much tougher and faster.
Apart from ensuring that vou have the
best weapons and armour you will need
to practise hard and use SAVE /RES
TORE quite often! Fortunately your char-

acter's skill increases as he wins his
fights and you should have some pretty
powerful offensive spells by the time you
need to take out the real heavies.

Death comes frequently and very gorily -
accompanied by very detailed pictures of

Title: ELVIRA,
MISTRESS OF THE DARK
Publisher: Accolade
Price: £25.99
Reviewer.  John Sweeney

ADVENTURE

ELVIRA

your remains! This is
all very good as it
sets the tone of the
game very well, but it
does get a little
tedious having to
constantly restart the
game and retrieve
your last saved posi-
tion. Generally the
response times (5 Lo
10 seconds to load a
set of rooms or an
animation sequence)
are very good consid-
ering the quality of
the graphics - the
constant switching between the five dis-
kettes is rather more frustrating (I played
it on a hard disk and thought it was
Ereat!).

For those who are into plots, Elvira
needs your help to rid the eerie castle she
has just inherited of the ghost of her evil
Great-Great-Grandma Emelda and all
her horrible friends. You need to find six
gold keys to unlock a chest containing
certain artefacts capable of destroying
Emelda. You'll need a few spells along
the way and Elvira will mix these for you
providing you can find her spellbook, get
rid of the cleaver-wielding cook [rom the
kitchen and find the necessary spell
components.

There are about fifty ingredients (rang-
ing from maggots to deadly nightshade!)
with which yvou can make over two
dozen spells such as Manticore Flip
(magic armour] and Cat & Dog
Broth (highly destructive thunderf
lash!). I never did find all the com-
ponents - it is a slight weakness ol
the game that yvou only need to use
a few of the spells to finish the
game.

The castle is enormous covering
over 300 locations (plus another
150 in the moat!) although many ol
these are parts of the mazes which
you will find in the garden and the
crypls. The graphics are excellent
and you must be careful to click all
over the pictures carefully to see what
you can discover. Once you find some
thing which reacts to the mouse you can
try picking it up or examining it. Once it
is in your possession you may get offered
a couple of other possibilities through the
verb list down the right side of the
screen. This is a little limited, mainly

® Death comes frequently
b

and very gorily

allowing you to manipulate locked doors.
wield and use weapons, and cast spells.
(It should be noted however that, despite
what the manual says, Double-Click and
EXAMINE are NOT the same and you will
get crucial extra information by EXAMIN
ING items.) Most other problems are sol
ved by placing an itern at the appropriate
place on the sereen rather than by
USING it.

There are some nice animation sequ
ences - it is amazing how much of Elvira
moves when she is talking to you or
crawling up and down tunnels for you!

NASTY BUG: if you reach the moat via a
rope then when yvou try to climb back up
the game may crash - apparently this is a
known bug and the game is not guaran
teed to work on either STEs or STFMs
[which seems to cover most machines!)
they are not planning to fix the bug
don't use that route - there is another
way down to the moat!

just

@ SIGHT & SOUND - Greal graphics
and animation; sounds are mainly
music and grunts during fights

@ GAMEPLAY - Nice to have a slightly
different approach to a graphics
adventure - ergonormics nol brillicont,
but the game is good fun if you get into
il

@ VERDICT - If you accept the fights and
the disk switching then Elvira (s an
excellent game, well worth the money
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ainbow Educational Software

have launched two educational

packages aimed at the under-5's
age group, namely Shapes and Colours,
and First Letters. They're the first of a
planned wide-ranging serics aimed at
three different age groups - Rainbow’s
"available soon” list shows a [urther
twelve products to come. Each is pre-
sented in high quality colourful packag-
ing containing one double sided disk and
a simple instruction sheet.

SHAPES AND
COLOURS

This package is a collection of six prog-
rams designed to help young children
learn the concepts of shape, size, colour,
and sets. It also touches lightly on letters
and numbers, a subject taken up again
by later Rainbow offerings. Each game is
totally mouse controlled using colourful
graphical menus and icons, and visual
prompting. The programs are unified by
the use of a theme character, an idea
pioneered in Database Software’s superb
Fun School educational programs. In this
case it's Bobby the Clown. whose happy
smiling face lends an air of friendliness
and familiarity to each new topic pre-
sented. The individual programs are as
follows:

SNAP - displays a group of items and
you have to indicate whether they match
or not by clicking on a tick or cross. Level

1 uses simple geometric shapes, Level 2
uses familiar everyday objects, and Level
3 more complex objects. A correct answer
earns a cheery "thumbs up” from Bobby.,
an incorrect one eliciting a gunshot
sound. Five correct answers launches a
custard pie into the clown’s face!

PAINTING - a simple colouring prog
ram. Choose from any of twelve colours
then use the mouse to paint any area of
the displayed picture with it. There's a
choice of six different pictures, and you
can switch between them at will, even if
they're only partly completed.

ODD ONE OUT - click on the "odd
man out” from the displayed group of
jtems to move a red car one step towards
the race finishing line. Wrong answers
earn a gunshot sound and the blue car
moves forward instead. Make the red car
win and you receive a musical and ani
mated reward. If the blue one wins you
hear a rude noise! At the highest level the
program uses LOGICALLY connected
iterns - all the items may be different
shapes and colours, but three of them
will have a common characteristic. For
example, they could be different items of
clothing, with the odd one out somet hing
completely different.,

BIG AND SMALL - presents items of
different sizes, Bobby points at an icon
indicating whether you should find the
largest or smallest of them. Clicking on
the correct item causes a coin to drop
into Bobby's piggy bank, and six coins
buys him an ice cream. Level 1 uses
simple shapes in two sizes. Level 2 moves
on to simple objects in three sizes. Level
3 uses three different but logically con-
nected items, e.g. animals, vehicles, ete.
SETS - displays eight different items, of
which two sets of four have commaon
characteristics. You have to form the sets
by moving each item to the appropriate
area of the screen., Again there are three
levels, with Levels 2 and 3 using logically
connected items. Level 3 can get quite
difficult, as all eight items may at first
seemn to have the same characteristic. For
example they all could depict different
foods, but closer inspection reveals they
may be subdivided into "fruits” and




"other” foodstuffs. An incorrect solution
earns that gunshot sound again and
the chance to move the offending item
to the other set. Correct solutions earn
sections of an amusingly animated re-
ward screen, which build up into a
complicated mechanism rather like
that in the old "Mousetrap” board
game. Here, its eventual purpose is to
tip a bucket of water over Bobby!
SHAPE GAME - more of a lighthear
ted bonus game than an educational
program. Up to four players can choose
a token from the six displayed. Then,
each player has to collect four of his
chosen tokens by spinning a wheel
with a pointer on it. If the pointer
comes to rest on his token, he wins
another one. The first player with four
tokens wins the game. There's no skill
involved - it's a really a game of chance.
This is the weakest of the six programs,
but it would probably bring light relief at
the end of a heavy session with the other
five!

Overall, Shapes and Colours is a superh
package, which in style and quality re-
minds me very much of the legendary
Fun School series. Its graphics are well
drawn and very colourful, and it exploits
the ST's sound chip to just the right
degree. It uses multichannel sound, but
with restraint so the music and effects
never become obtrusive. No need for a
"music off' button in this package! The -
content is well thought out too, with a
well judged degree of difficulty between
the levels within each program. 1 also
liked the way it gently introduces the
concept of letters and numbers - they're
occasionally used instead of pictorial
items in some of the programs. Finally,
it's extremely easy to use - a very impor-
tant consideration for programs aimed at
yvoung children. It's the best educational
package I've seen for some time - the kids
will love it!

FIRST LETTERS

This program is designed to assist
youngsters to learn the letters of the
alphabet. Unlike some educational prog-
rams recently launched it uses lower
case letters, which is what the children
learn first at school. It uses Bobby the
Clown as the theme character again, but
this time Bobby has invited you to look
around his new house, and to play a
game in the process. There are twelve
rooms, each with ten items in it. There
aren’'t 120 different items though, as
some appear in more than one room. If
vou watch carefully one of the items dis-

played will move in an appropriate way,
for example a jigsaw fits itself together, or
a ball bounces. You have to first identify
what the item is then tell Bobby its initial
letter, and this may be achieved in three
different ways.

Firstly. you can click on the appropriate
letter in a table on the right of the sereen.
Secondly, you can repeatedly press the
5T's spacebar to sequentially step
through the letters of the alphabet to the
required one. Finally, you can press the
appropriate letter key on the ST's
keyboard, but this relies on the use of
upper case letters on the keytops - nol a
good idea as it could be confusing to a
yvoung child.

Select the letter correctly and Bobby
awards you a tick. Get five ticks and
Bobby asks you il yvou want to see
another room of the house. Complete five
rooms and you earn a bonus reward
screen - an amusing animated sequence
involving Bobby. Music plays too, but I'm
sorTy to say it uses single channel sound
only, which to my ears always sounds
crude and inadequate,

A WIONg answer earns you a cross and
that gunshot sound again. The correct
letter is then displayed at the bottom of
the screen and the program forces you to
select it before proceeding to the next
item.

If you have problems finding and recog-
nising the item, just press the ST's Help
key. This displays a list of all the items in
the room. It's in text form and unlikely to
be of much help to young children
though. Pressing it again will then tell
you the answer, complete with its initial
letter highlighted. The child may then
use this to find a similar letter in the
table and select it using his preferred
method. When running on my STE a

small bug appeared here. The word list
didn’t get cleared from the screen, so the
next message displayed got mixed up
with it and couldn’t be read easily. The
problem soon corrects itsell though.

First Letters just isn't in the same class
as Shapes and Colours. It tries hard, but
isn't nearly as polished as its companion.
This shows up in things like the single
channel sound and that message area
bug. It has some nice touches though,
such as the animated bonus screens.
Some of the animation of the items in the
rooms is nicely handled too, and the
overall standard of the graphics is quite
good. There's nothing really wrong with
the program - it's just that it palls in
comparison with Shapes and Colours.
The kids will probably enjoy using it as it
has enough variety to hold their attention
for a reasonable timespan. In summary
I'd class it as fairly average, but it could
be a useful buy if you need a program of
this type.

Reviewed by
John S Davison

SHAPES AND
COLOURS

Rainbow Educational Software
Price ©7.99

FIRST LETTERS

Rainbow Educational Software
Price £7.99
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Peter Hickman
says _farewell
and we
welcome a
new STOS
columnist
Dion Guy

who this issue
brings you
two type-in
listings to
enjoy
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GOODBYE! ...

Hello STOSers everywhere. This is your
intrepid programmer speaking to you
directly from the Himalayas, 1 have final-
ly decided to settle down and get a cave
of my own away from the hustle and
bustle of modern life. Actually after the
Ed's brush with the tax man in the last
issue [ thought | had better take a long
holiday, ‘cos I'm probably next!!! Only

joking, but as | am sure you have

gathered by now this is a short para-
graph that I have put together to say
goodbye to you all, but don't worry STOS
expert Dion Guy has kindly offered to
take over the STOS column and will be
flexing his word processor at you for
many moons to come. Before | pop off
back into fantasy land [ would just like to
say thank you to all those people who
have made this STOS column work over
the past two years, thank you to Les
Ellingham for the big break (and the rest
of the Page 6 Publishing team for putting
up with mel) and finally thanks to all at
Mandarin (now Europress) Software in-
cluding Francois Lionet. Richard Vanner
and Chris Payne.

My last duty before departing is to con-
clude the saga of the unpublished game.
Mick Harper's "OZONE" should now be
available from all good Public Domain
stockists,so check it out!

... and HELLO!

Hi! My name is Dion Guy, welcome to
my first STOS column! After that stun
ning(!) intro by Peter there seems to be
very little left for me to say! But - the
column must go on!

I'm afraid there's no STOS news this
issue, it seems very quiet on the STOS
front at the moment, but hopefully things
will pick up soon. If you have heard any
news or have written a mind-blowing
program in 5TOS that you want review-
ing, then get in touch! One small snippet

is that Fun School 4, the latest addition
to the highly acclaimed educational
series, should be released by now. Again
the ST versions were written with STOS,
I'll have a bit more info for you in the
next issue. Actually, something I've al
ways wondered is whatever happened to
Fun Scheool 1?7 The first group of pack-
ages was called Fun School 2! Answers
on the back of a used five pound note,
please.

TWO GREAT
LISTINGS

In this issue we have two programs f[or
your delectation. First up, we have a [FF
picture displayer by that all round ta-
lented person - Terry Mancey. Secondly,
we have an excellent program by Bruno
Agzzara which allows you to configure the
way your compiler works [amazing - last
issue a STOS configurer and this issue a
compiler configurer!). Due to go in this
issue also was an accessory written by
little ol' me which lets you generally ex
periment with your ST's colour palette.
We'll bring you that one next time. As
space is a little tight this issue there will
be no breakdown of the programs, just
some brief instructions.

IFF PICTURE
DISPLAYER

This handy program allows you to dis-
play IFF pictures from STOS with ease.
Type it in, select the file to load and
you're away!



picture file?")
29 =
26 erase 15 :

rem
rem # entry:
rem %
rem #*

|

for I=0 to 15

next I
H
rem #+xxx DISPLAY

for Y=0 to 2Z00-1
: for P=@ to 4-1

5
2 : next X
: next P
next Y
return

BIFINSRRINEEFENEasENEEREN

O  mE. b E T B g R R R R R

12 rem ##% IFF uncompressed picture displayer — Programmed by Terry Mancey ##&#
B Y L S T T T e e e s

16 &

18 key off : flash off 2 curs off ¢ click off 2= mode @ : scroll off

28 :

21 rem #=##% EXAMPLE

22 show on : F$=file select®$("+.IFF"," Select uncompressed IFF

t hide on :

reserve as data 15,3300@ :

3
I
i
n
2
¢
;
o
3
2
g

##% Display IFF (uncompressed) picture
SOUR=Source address
DEST=Destination address
FALT=palette flag

rem #*###%% SETUF PALETTE
i¥ not(PALT) then goto &2

PTR=hunt (start (SOUR) to start (SOUR)+length (SODUR) ,"CHMAFP")+8
t R=peek (PTR+{I+3)+@) /32 :
: colour I, R¥%+10@+G%$10+B*$1

PICTURE
PTR=hunt (start (SDUR) to start(SO0UR)+length (SOUR) ,"BODY")+8

: = for X=0 to (20-1)%8 step 8
: = doke DEST+(Y#160)+(P#2)+X,deek (PTR) : PTR=PTR+2

if F$="" then default : e&nd

bload F#,15 : SOUR=start{(15) 1

wait key : default : end

G=peek (PTR+(I%#3)+1) /32 : B=peek (PTR+(I#%#3)+2)/32

COMPILER
CONFIGURER

Don't just type in this program and run
it, to get it to work takes a little more
effort! Firstly you must load the compiler
into STOS as a basic file, NOT as an
accessory. Then type in the lines of Prog-
ram 2 (carefully!). This will merge the
compiler and the configure program
together. Now save the modified compiler
onto a disk for future use. Finally, run
the modified compiler and go into the
options section. On page 2 you will see
the word ‘Extensions’, Click on this and a
sub-menu will appear. This allows you to
choose which extensions and library files
to compile. Important - while compiling,
make sure the disk is write enabled to
allow the configurer to work.

Listing 1 - IFF PICTURE DISPLAYER

SO ENDS NEXT ISSUE ...

THE FIRST

That’s all for this column folks! If you
want to contact me, I can be found at the
address below. Don't forget to include an
S.A.E if you want a reply!

On a final note, if anyone out there has
any STOS programs that they want to
share with the world then send them in!
Your listing could soon be featured in
this very column (gasp)!

A COLOUR
DEFINER
ACCESSORY

with which you can experiment with

the various colours available from
your ST. Join us _for the next instal
ment of THE STOS COLUMN

DION GUY

STOS COLUMN
11 SHORE CRESCENT
BISHOPS WALTHAM
HANTS
S03 1DZ o

Listing 2
overleaf =
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Listing 2

C
o
m
4
i
l
£
r

~NaoaNp@~%300

208 MP=1 : MX=42 1 dim
NT{HF!,K?IHP.HI!,?TtHP,HI},ITtHF,HII,T#IHP,HK),ET{HP.HK},ETIHP,HII,ET(HP.HI?.ITi
&£4) (EXT$(26) ,EXT(24) ,LIB$(6) ,LIB(&)

3327 if CHOICE=124 then gosub 11400 : gosub 10308 : gosub 10808 : return

11400 rem %*##% Extension switcher ##%%

11412 clw : resst zone

11620 LB=0 : INE=@ : TT=@ § previous : dir$="gcompiler"” 1 auto back off @ hide
11632 locate @, : centre ">>> Extension switcher £€<" 3 print @ centre "Written
by Bruno Azzara."

11640 gosub 12088 : gosub 11770

11458 rem # Main Loop #*

116460 repeat 1 INE=zone(®) : until INE>D and mouse key:@

11478 i+ INE=100 then return else if INE=181 then gosub 11950 : goto 114620 else
if INE=182 then pop : goto 3302

1168@ if INE>39 then ZINE=INE-39 : goto 11720

11690 A=int (ZNE/3.1)+1 : B=INE mod 3 : if B=@ then B=3

1170@ if EXT(INE}=1 then EXT{INE)=0 else EXT(INE})=1 z inverse on

11719 gosub 12040 : goto 11750 :

1172@ A=int (ZZINE/2.1)+1 : B=1INE mod 2 : if B=8 then B=2

1173@ if LIB(ZINE)=1 then LIB(IINE)=0 else LIBI(ZINE)=1 : inverse on

11740 gosub 12870

1175@ inverse off ¢ while mouse key wend

11748 goto 114640

11770 rem ## Draw extension sScreen ¥

11780 for A=1 te TT & for B=1 to 3 ¢ inc ZNE

11790 bax xgr.phit[tB—11*12+24]—5,vgrlphi:I2+Ri2}—3 to
uqrnphi:ttH—l1*12+32:+5,vqr1phic{3+Ai2)+1

11600 set zone INE,uqriphi:ltB—llH12+24I-5.vqraphict2+nﬂ21—3 to
xgr-phic{tB—llﬂ12+321+5,yquphict3+ﬂl2}+l

1181@ if EXT(INE)=1 then inverse on

11820 gosub 12068 : if INE=TT then goto 118582

11838 next B 1 next A

11840 rem #% Draw library screen &%

118%5@ INE=39 : for A=1 to LB 1 for B=l1 to 2 1 inc ZINE

118548 box aarlphict(B-l]412+iB—llﬂ4?+41—5,yquphict4+ﬁ*2}—3 te
xquphi:l15—11*12+Iﬂr11*4?+121+5,ygraphi:t5+ﬁ*2}+1

1187@ set zone INE,uqr-phiciIB-11*12+iBw1}*4?+4}~5.vqraphi:<4+ni2}—3 to
ugraphict1B—11I12+{B~1}*49+1E}+5,ygrlphit15+H*21+1

11880 if LIB(ZNE-3%9)=1 then inverse on

11890 gosub 12078 s if INE-35=LB then goto 11710

11980 next B : next A

1191@ locate 4,1 : print "Main Menu" @ locate &7,1 1 print "Bave" : locate 4;3 ¢
print "Previous"

11928 box 27,5 to 189,17 = box 531.5 to 573,17 1 box 27,21 to iee,33

11930 set zone 100,27,5 to 109,17 : set zone 121 ,531,5 to 573,17 1 st zone
182,27,21 to 109,33

11940 screen copy logic to back @ auto back on t show on  return

1195@ rem ** Rename compiler extension #*¥

11948 for A=l to TT

11978 i+ (EXT{A)=0 and mid#iEKT#tﬂ},lIniEIT!(ﬁ)l*?,iiﬂ“E'] then rename EXT#({A)
to llftttENTt{ﬂl,in:tr{EHT!tﬁ},“-“.!}I+"ﬂC“+riqht$iEITI{ﬁl.l) :
1198@ if (EXT(A)=1 and mid$ (EXT$(A) ,len (EXT$(A))-2,1)="0") then rename EXTS$(A)
to 1e+t$(EIT!tﬁ},in-trtEHTi(AI,“.".11l+'EE“+rightl{EIT!tnI,1}

11998 next A

1700@ rem ** Rename library files #*%

12010 for A=1 to LB

12020 if (LIB(A)=0 and mid#(LID$(A) ,len(LIBS(A))}=2,1)="L"} then renams LIE# (A)
to leftsiLIB$(A)  instr (LIBS(A),".",1))+"XXB"

12030 if (LIB{A)=1 and mid#[LIB#tﬁ?,1!n¢LIBiIﬂ!?~211]-"I“} then rename LIB%(A)
to leftiiLIBitH},in!trILIBiiﬁi,“.",11!+"LIB'

12048 next A : return

17050 rem ## Display extension or library name ##

12040 locate (B—-1)#12+24,2+A%2 1 print leftE (EXTS(INE) ,l1en{EXT$(ZNE))—-4) 1
inverse off : return

12078 locate (B—1)#12+(B=1) #49+4 4+Ax2Z 3 print
ilfttiLIBi(INE*S?].1lntLiB#lINE-3?)i-4} i inverse off 1 return

12080 rem ##% Compiler Extensions #&&

12898 N#$=dir first$("ccompilerc#.7c?",-1) 1 if N$="" then stop

12100 repeat = inc TT 1 EXTS(TTi=leftsi{Ns, 120" "

12118 if mid!iEITttTT?,inItr[EHTiiTTl,"-'.11+1.1i'"E" then EXTI(TT)=1 else
EXT(TT)=0

12120 N$=dir next$ : until NE=""

1713@ rem ##% library files #**%

1214@ N$=dir first$("cCompilercg#.??B",-1) 1 if N$="" then stop

1215@ LB=@ : repeat 1 inc LB : LIBS(LB)=left$(N$,12)-" ©

121468 if nidttLlBt{LBl.in:trtLIBttLE},".“,t}+l,IIW'L“ then LIBILB})=1 else
LIBI(LEB)=0

12170 MN$=dir next$ : until N$="" : return

£2235 data 40,21,0," EXTENSIONS ",1,8,104

lssue 53 - Mew Atari User



DOT MATRIX
& NOTEBOOK
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o PRINTERS

9rn PRINTER )

1 144 cps 80 coLumn

® Citizen 1200+ - 8 pin - 80 column
& T44cps Draft, 30cps NLO
& 4K Printer Buffer + 2 Fonis
® Farallel Inferface as Standard
® Graphics Resolution: 240x240dpi
& Epson and [BM Emulation
| ® Pull tractor & bottom feed
® FREE Silica Printar Starter Kit

ALWAYS A GOOD IDEA
FREE DELIVERY

Next Day - Asywherg i the UK maniasg

FREE STARTER KIT

Worth T25038 - With every Ciiizen pramier from Sdca

2 YEAR WARRANTY

Siica offer 3 @ year warranty (inchuding the
primer haad) with sy Ciliman pristar fiom Slca

(Silica presents some great |
offers on the award winning
range of high quality matrix
printers from Citizen. Each
Citizen printer is built in the
UK to exacting standards,
ensuring superb reliability
and output. Our confidence

: AL i ARF: ]
in Citizen's quality is such WINDOWS 3.0 M I8 (Ve WAt o
Frae Wisdows: 10 driver romaL AR gzme | ™ " i mostable wit
that we are pleased to in- nckaded with the Siica Szarter Kit SUNG. EE | 3 S s b TR
FILICA PArCE TR | Pt PRI 2128 - TIEREE ime D

clude a 2 year guarantee
with every printer. Plus, if
you buy a Citizen printer
from us, we will give you
the Silica Systems Printer
Starter Kit (worth £29.38),
L'_"FHEE OF CHARGE!

FREE COLOUR KIT

With evary Swill 9 and Swill 248 printer

FREE HELPLINE

Techrical suppor] helplne cpen dung ofbca howrs

MADE IN THE UK

4 Citaen printers am manulactured i high Ha'dx:lsJ

29

| | +VAT=£15158 ref: PRI 2120

9prin PRINTERS

Colour Dplon Extra - Sed Accessories

192 cps 136 coLumn

& Cilizen Swill Ox - 8 pm - 138 calwmn
® 192cps Ovaft, 48cps NLD

& BK Primey Buffer + J Fonis

® Farahel Imevface

& Graphics Resolution: 240 2400p

® Epzon and TBM Emulation

& A3 fandscape prinding

& FREE Sica Printer Starter Kit

192 crs 80 coLumn
& Cilizan Swill 8 - @ pin - 80 codurmn

® 19%cps Oraft. 48cps NLD

& 8K Prinlar Buffer + 3 Fonrs

® Parale! Intertace

Graphics Resolution: 242400
Epson and BAM Emulanian

FREE Colpur Kit

FREE Sifca Printer Starter Kit

A
192 CPS 80 COLUMN

& Citizen 224 - 24 pin - 80 colummn
& 192cps Draft, S4cps LO

& 8K Printer Buffer + 2 Fonis

& FParailel interface

& Graphics Resolution: 360x360dpi

216 s 80 cowm

® Citizan Swift 24e - 24 pin - 80 column
& bcps Draft, F2cps LO

& 8K Printer Buffer + & Fonts ® Epson and IBM Emulation

® Faraligl interface ® Colour Option Avallable

® Graphics Resolution; 360x360dpi & FREE Silica Printer Starter Kit
& Epson, IBM & NEC PG+ Emuwlation i e l‘ﬂﬂ

& FREE Colour Kif STARTER KIT...........

® FREE Silica Fhim‘er Starter Kit TOTAL RRF: £294 n"

RAP: SAVING: £85

COLOWA Em

SILICA PRICE: £199 |

ACCESSORIES STARTER KIT

+WAI=E23383 ref: PRI 2484

£ E£259|

AT m ﬂ’ L +VAT=£304.33 rof: PRI 2834

SHEET FEEDERS

A4 NOTEBOOHK PRINTER

& (itizen PN4B Notebook Primter
& Non-impact Priafag On Pladn Paper
& LASER QUALITY - Gdcps

adilda
WORLD™S SMALLEST & LIGHTEST

80 coLumn

- Bai MCGEESOMES

136 coLumn

Bﬂtﬂp‘ﬂgﬂ Exfra

192 cps

& Cilizen Swill 2dx - 24 pin -

136 columm

=y
144

® 3K Printer Buffer + 2 Fonts
@ Parallal Imterface

® Graphics Res: 360x360dpi
® Epson and IBM Emulation

0 cowmn ® FREE Silica Printer Starter Kit

PRA 1200 1200 e
FRA 1715 TRADTRA Bwi2didie  [BLTD
PR 1278 CADMEEA Gwl2A/Z0  D42.00

SERIAL INTERFACES
PRA 118 1200+ 5845
PRA 1200 1MDVEN Swift 8 32rs
FRA TRE Swill MiDe r )

32K MEMORY EXPN
FR& 1TE] TMOFEM Pwill 24708 . 1210

PRINTER STAND
FRA 1240 TMOREM Swliidide 'LH.H
FRA K74 Sl fuitda

ORIGINAL HI'H'EDHE

& 4K Printer Buffer + 2 Fonts & 192cps Drafl, Gdcps Lo f- L e 1T you already tvn a prister, and woold
® faar and Bottom Pager Losding ® 3K Printer Buffer + 4 Fonts s : A Wk 40 By @ e, 001 dy oM D (1o
& Parallal fntarface = FParallal Imlerface - I KIT 5500) for £24.95 - £5 ofl RRF
& Graphics Resolution: 360= 360K & Graphics Resofutlan; 360x 3600 2.3
® Epson, IBA, NEC P§ & Citicer Ermunlations | ® Epson, 18M and NEC PS Ermuiation AIS 3248 PHAN Eingle Sirike
= Power. Mainz, Bal or Car Adapior & A3 langdscape privhng - FREE Colowr Kif RIE 3348 PRAE el Sirike (+L]
® FREE Silica Printer Starter Kit ® FREE Sica Prinfer Starter Kit 7] e ?_“GDLWH KITS
1

WAE: .. s RRP: ) T—" PR 1740 mﬂ'ﬂ“ Eﬁg
STAATER T . . E STARTER KIT ... £25 - PN48 ACCESSORIES

oL RAP £35S0 TOTAL ARP: 514 PRA TI4E PHAE Ramery 5.7

o s 1= - 1 P £

Ln‘.ﬂ PRICE: 1248 SILACA PRVCE: £M8 |_swi=cainme i eni J salsrmess o 1]\t prcns inciuce “ml i

FREE!

Worth: E25 sus=rzm
To et o up and Fusnng with yOur new
primier fepm Slica
® 34" DNsk - Amigs & 5T Drivers
o 34" Mgk - Drivers for Windows J
® 7 Mglrg Faraifal Prister Cable
& 200 Sheats of Continmous Prper
& N0 Contieiass Addrais Labas
® 5 Confinooos Emvedapes

| SILICA SYSTEMS OFFER YOU

[ 081 309

MAIL ORDER HOTLINE

‘Same product -

111

Same price™

SILICA
SYSTEMS

® FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland
® TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service.

& PRICE MATCH: Wea normally match competitors on a
® ESTABLISHED 12 YEARS: Proven track record in professional computer sales.

& BUSINESS + EDUCATION + GOVERNMENT: Volume discounts avallable for large orders
& SHOWROOMS: Demonstration and training facilities al our London & Sidéup branches

® THE FULL STOCK RANGE: All of your requirements from one supgphier,

® FREE CATALOGUES: Will be mailed to you with oflers and software/paripheral details.
& PAYMENT: By cash, chaque and all major credit cards

Belore you dacide when 1o buy your new printer, we suggest you think very carelully about WHERE
you buy il. Consider what it will be like a few months afler you have made your purchase, when you
may reguire additional parpherals or sofbeare, of help and advice. And, will the company you buy from
contact you with detaids of new products? Al Silica Systems, we ensure that you will have nothing o
warry about. 'We have baen established for over 12 years and, with our unrivallied experisnce and ex-
peerlise, w can now claim o mesd our cusiomerns requiraments with an understanding which is second
1o nane. But don't jest take oud word lof it. Complete and retern the coupon now ke our labest Free
lilgrature and begin to experience the "'Silica Systems Sarvice”

basis

MAIL DRDER:
Oirler Lines Opse: Mos-Sal 4
LONDON SHOP:

_Opaning Hour Mon-5a 4

LONDON SHOP:

Mior-5a1 8.30am-5D0pm

Fea Late Night ﬂlpqr"ng

52 Tnttennam L‘.nur: Huad London, WiF DBA
Iare D

P Lale lnl‘t Opaning

1-4 The MM Hatherley Rd, Sidcup, Kent, DA14 40X Tel: 081-309 1111

Fax Ho: 081-308 0602

Tel: 071-580 4000

Fu Mo 07323 4T3

SeHru:lges (et Fioor), Oxford Street, London, WAA 1.&3 Tel: 071-629 1734

3014

Cipaning Mours

Lats Might: Thursday uned Bpm

SIDCUP SHOP-

Cipaning Haurs

Mor-Sial B 00500

Lals Nlnhl Fruay unbil

14 The MM Hatherley Rd, Sidcup, Hent DAi4 40X Tel: 081-302 BBT1

Fax Ho: 081-308 DT

m Silica Systems, Dept PSIX-1291-55, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40 i

| L PLEASE SEND A CITIZEN COLOUR CATALOGUE

Mribdrsibs; Initials: .

Tel (Harmel

I Company Mame (if applicablel:

— —
ELDE

Which computer(s), if any, do you own?

Advarimed gnoes and pecfic

Surname

Posteode

Teld (Work): ...

Wk Py Change - Faads relurn 16

W Eoupen for
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L
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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.

WHO HAS THE BEST PUBLIC DONAIN LIERARY

Also PAGE 6 are the originators of THE CLIP
ART COLLECTIONS - hundreds of quality im-
ages to include in your DTP creations

g
e %
s ®

e &
o e e =

CATALOGUES AVAILABLE FOR BOTH XL/XE
and ST - PLEASE PHONE FOR YOUR COPY

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 ... CABLES, BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having reqgular offers on selected ST and XL/XE softwavre

THE PAGE 6 ACCESSORY SHOP

P.O BOX 54, STAFFORD, ST16 1DR
Telephone 0785 213928 Ask for our FREE catalogues




