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Let's  face it, none of  the big boys  who  writ e  for the ST are going to t rans late
their b ig hits  to the 8-bit  so it  is  a great  joy  to dis c ov er this  v ers ion of  KLAX,
one of  the recent  big ST hits . The c onc ept  is  s imple,  the addic t ion total and
the c hallenge progres s iv ely  harder,  What  y ou do is  c ollec t  v arious  c oloured
t iles  as they  fall t hrough vert ical c hutes  and then arrange them in "Glaggses ' -
piles  of  the same c olour and of  a number predetermined at the s tart  of  the
level. As  the game progres s es  so more c olours  are int roduc ed,  the t iles  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 bec ome addic ted!

PLAYERS DREAM 1
Another think ing challenge that became a big hit  on the ST was PLIZZNIC and now
this top game comes to the 8-bit in the form of PLOTS. one of two games on this
disk. Another s imple concept, yet a challenge that will have you think ing hard If you
want to get beyond the early levels. In PLOTS you fi re a coded block at a pile of
others, either directly  or by us ing 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. Hitt ing a like cube, or a row of such tubes ,  eliminates  them and causes
others above to drop in their place. Sometimes  it helps, sometimes it makes it
imposs ible to continue. You have to think  very carefully . Another ST smash comes
to the 13
-
bi t!
P.S. When you need a res t there's  a great ski game on this  disk as well,  mind you
thou one's quite tricky as well

TAIPEI
As a change f rom the hec t ic  life of  alien blas t ing or quic k  reac t ions ,  there is
nothing better than a good game of solitaire, whether with cards or something
else. One of  the more c hallenging s olo games  is  Taipei,  whic h uses  the
oriental Mah-J ong t iles  for a s olo game whic h  inv olv es  matc hing s imila r t iles
according to some s imple rules_ Only  t iles  whic h c an be s lid out  to lef t  or right
may be matc hed and Ihe c hallenge lies  in s elec t ing the c orrec t  pairs  of  t iles  so
that the various  layers  can all be revealed. This  is  another game that  has  been
popular on the ST (I have a PD v ers ion on my  hard driv e whic h gets  play ed
whenev er I need a res t f rom hard th ink ing) and this  is  a great  v ers ion on the
8-bit. Several dif ferent  game opt ions  will keep this  game interes t ing for many  a
year. Ideal for those t imes  when y ou want  to relax  yet keep alert  - may be late
into the night?

With so lit t le software now being released for the XL XE machines we are pleased to be
able to bring you some new software from Germany where the Atari 8-bit is  s t ill going
strong. We have selected the following f rom those offered which we believe represent a
good addit ion to the software that is s t ill available in this  country. As Atari software
does not nowadays sell in suffi c ient quantit ies  you won't  fi nd any fancy packaging but
these are presented quite adequately. What is more important  is  that there are s t ill
companies writ ing for the XL XE and if is up to us to support  the better products. Let 's
see if  you s t ill want new software.
Sadly for cassette users, all these programs are on disk  only  but we will do our best to

took out  for new and worthwhile software on cassette in the future.

R U B B E R  B A L L
It's not  of ten that  a t ruly  orig ina l c onc ept  c omes  along,  mos t
games  are jus t  v ariat ions  on a theme, but  we have nev er
seen any thing quit e  lik e Rubber Ball.  You s tart  with a s mall
super bounc y  ball on a p lat f orm at  the top of  the sc reen wit h
whic h y ou mus t  pick  up v arious  objec ts  on other levels  way
down the sc reen. You can mov e the ball f rom s ide to s ide
but in order to bounc e onto the dif ferent  p la t f orms  you mus t
keep the ball bounc ing,  either of f  of  the walls  or by  d ropp ing
f rom great  heights .  As  y ou bounc e down f rom each p lat f orm
the who le  sc reen s mooth ly  bounc es  rev ealing parts  of  the
screen normally  out  of  s ight.  The effec t is  quite hy pnot ic !
You mus t  keep the ball bounc ing at all t imes  and y ou mus t ,
at a ll cos ts , av oid the s pik es  and c hewing gum dot ted
around whic h s pell disas ter.  A t  fi rs t it  s eems  quite s imple
but this  is  a game that ends  up as  a s erious  c hallenge both
in manipu la t ing the ball and in work ing  out  where l o g o
next.
Truly original t r u l y  challenging a  great new Atari game.

D I S K  O N L Y  E 9 _ 9 5

I N VA S I O N
We c ould have pic k ed s ome s imple blas t  •em games  but
with many of these around in the public domain we wanted
something with a little more challenge to otter you. In this
arcade game your objective is to build a bridge to enable
your tank division to cross into a hosti le area. You have an
attack helic opter whic h c an als o carry  s ec t ions  of  the bridge
and you must locate these sections and carry them to the
river while tending off attacks from enemy copters. Timing
is 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  wil l  d rop  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 objec t iv e - and jus t  a lit t le dif ferent  f rom the
usual.

D I S K  O N L Y  E 6 _ 9 5

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

PLEASE M A K E  CHE Q UE S  P A Y A B L E  T O  P A G E  6
CREDIT CARD ORDERS ACCEPTED BY POST OR PHONE ON 0785 213928
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Elsewhere (sea) E32.00
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ROHM
SUBSCRIPTIONS

Annual subscription rates (6 issues)

Overseas rates reflect only the difference in  postal costs

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

Please make cheques payable to PAGE 6
PUBLISHING and send t o  t he Editorial
address shown below

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit, articles. programs and reviews for publi-
cation. Programs must be submitted on disk or
cassette. a rt icle s sh o u ld  wh e re ve r p o ssib le  b e
submitted a s  text  Ides o n  d isk. W e  se e k t o  e n -
courage your parlicipabon and do not have strict
rules for submissions. It something interests you,
write a program or article and submit Appropri-
ate payment will be made for all published prog-
rams and art icles, a ll payments being made a t  the
end o f  the  second  month shown o n  the  cove r o f
the issue concerned.

All original articles, programs and other mater
alin NEW ATARI USER is  copyright of the author
as credited All uncredited material is  copyright
PAGE 6 . Un le ss containing the by-line  A l l  Rights
Reserved any  material in  NE W ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that Me
authors name is included and PAGE 6 is credited
as t h e  o rig ina l pub lisher. Pe rm issio n  t o  p u b lish
elsewhere should be obtained from PAGE 6  or
Itie author Editors o f  newsletters reproducing
material are requested to send a  copy at  the
relevant issue to the Editorial address of PAGE
6. Whilst we  lake whatever steps we can t o
ensure the accuracy o f  art icles and  programs and
the contents of advertisements PAGE 6 cannot
be held liable for any errors or claims made by
advertisers.

ATARI (TM) i s  a  regis tered t rademark  o f
ATARI CORP. A ll references should be  s o
noted. NEW ATARI USER is an independent
publication and has no connection with Atari
or with any  other company o
,  p u b l i s h e r .

The next issue of
NEW ATARI USER

will be on sale 30th January
Editorial copy date is 16th December
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THE CREDITS
All of the usual stuff is on page 3 but here arr,
the people who made this issue possible.
Les Ellingham is still SU rviving but having a
hard time this issue trying to think of something
to say in these credits!

Sandy carriers on as usual paying the bills. get-
ting the ads, and running round the office trying
to keep up with Paulette

Paulette is simply wonderful! Everything she
does is 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 flattery and we can gel
out of giving her a Christmas bonus!!!
The Regular Contributors, who provide the back-
bone of the magazine and can generally be relied
upon to come up with good articles and reviews.

John S Davison
John Sweeney
Damon Howar th
Dion Guy

John Davison Jr
Paul Rixon
Ian Finlayson
The Tipster

Bye. Peter. thanks .
for  t h e  
c o l u m n
All other contributors for this ISSiie are indi-
vidually credited alongside their articles or prog-
rams. Thanks to everybody for sharing their en-
thusiasm with other Atari users.
The rover photo is one of those late decision
things that hasn't been decided yet. Most prob-
ably it will be a screen shot of the main game
this issue, if not well let you know the details.
neat time.

Well, who do you think prookied the i nspi r
o
tt
oo

this time? Kane a guess_ Yes, that's right. Van
Morrison yet again with n superb double CD that
took a whae to get into firs long!) but has turned
out to be of the usual excellent standard. Talking
of excellence, there was also Norte( Gri_ffiths with
another fine set lespocially Down and Dud.
Others include Mary Black, not yet fully appreci-
ated us the CI) is pinging up. Billy Bragg with a
flux offine and not so fine sniff and Dire Straits
which I nearly didn't buy. It turned ow to be
much better than expected and includes a couple
of tracks that are exactly what The Notting I 'alba
lies should have been. Latest addition Cs Marc
Almond itehael r s  doeicy is excellent (come on
then, how mrmy of you hats
, h e a r d  o f  
J a c q u e s
Bret?) but the rest of it doesn't quite match up
although The Days of Pearly Spencer come, dose
(who remembers tharl.i.
The next issue of NEW ATARI  USER could

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

PAGE 6 shows lust what you ran do s ilk  you, M ori. ,V itl f
ATARI h a s  always been created cannel
.
, w i t h  A t a r i
equipment_ initially as the A l. bid more lately with a
s r  and atter  stuff, who needs PC•1 or  M a r t! With the
exception 4  tin fi nal mama FM a Linatron and the use of an
in-hom se repro camera fi n the photos and listings everything
is done on the .ST Hardware includes a Mega ST2 (upgraded
to 4.48-hi. 3 l o n i t o r ,  Supra 30$1h Hard Disk, an Alan
laser Printer, Citizen 1241) mirth.", Pbiuspr (•'41183.1 monitor,
130XE. d i s k  drier. RIO sink drive, M U interface, NE C
8023 printer. P rincipal software used is P role,: and Fleet
Street Publisher 3.0. Other  software ntr ta dn kerma. Tan-
Tali, Turbo Katie and various custom written programs on
the 1 1 _
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are sadojeWed to various custom written programs before
being traeuferred across to the .ST ria TA k iTALk. A ll major
editing a  done with Protest and pages are laid out with I  keg
Street Publisher i  disk with the finished pages as Postscript

i" Sena to a tepesettitig ha r e .; to be owl,ut on a LinaintA
and, A n  presto, fi nished pages are sent back exactly U.S you

theM, i t realty does s a r i ! AU that is left ts to drop in the
listings and photia.

it's na l quite as easy as that but you get the idea!
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by many .  to express views on all sorts of  subjects. I n the past I have t ried to
c omment  only  on subjects  relevant to the world of  Atari c omput ing but  there

comes a t ime when it  is pert inent  to ment ion mat ters  that  have only  a s l im bearing on
the subject  to which this  magaz ine is dedicated. This  issue I would like to share wit h
you some experiences of  an organisat ion that  every one of  you comes into contact
wit h to a greater or lesser degree - the Post Office (or Royal Mal l  Let ters and
Pareelforee, as they have spent mi l l ions  of  pounds changing their name to).
I wonder how many  readers have had cause to complain about  the postal service?

Certainly  one of  our cus tomers  In Sheffi eld is  not  too happy.  He ordered some
sof tware f rom us which we duly  despatched. A few weeks later he phoned to enquire
whet her It had been sent and we duly  sent another parcel.  Again this  failed to arrive
so we sent it  again,  t his  t ime by recorded delivery, A while later the fi rst two parcels
were returned,  one mark ed 'no such number '  and the other 'not called for". The
addresses on these, and on the t hird parcel whic h arrived,  were ident ical.  The
cus tomer says that  he had never been not ifi ed that  there was a parcel await ing
collect ion. The Post Office c laim,  of  course, t hat  a card was put  t hrough the cus tom-
ers let terbox,  but  was  it? We had a s imilar experience a while ago when a parcel failed
to arrive. I telephoned the sender who, luck ily ,  had sent  it  by Trackback ' .  He made
enquiries  and was advised that  it  was  await ing collect ion at the sort ing office since I
had not  responded to the advice card. I had received no such card. A t rip to the
sort ing office resulted in the discovery of  about half  a dozen other items, mos t ly
overseas registered letters, whic h had never been not ifi ed.  Some of  these were over
two mont hs  old!
How about  some other examples  of  the service prov ided? At fairly  regular intervals

our fi rst  post  is not  delivered and we have to wait  unt i l  lunc ht ime before we can begin
work  for that  day. As we t ry  to despatch orders  on the day they are received. this
makes  it rat her diffi cult  to complete the day s  orders  in t ime for the af ternoon
collect ion which,  alt hough scheduled for a set t ime,  is  often up to an hour early!
Minor  irrit at ions  inc lude our morning's  post being left propped up outs ide the f ront
door on a day when I was  away s imply  because the pos tman couldn' t  be bothered to
remove the elast ic bands. The lunc ht ime post was duly  delivered by. presumably .
anot her pos tman who had to step over the post whic h s t ill lay on the doorstep?
Last issue I had to leave out  one rev iew because a disk  posted to us by Firs t  Class

post on a Tuesday arrived on Saturday .  the day af ter the art work  had to be sent off. A
couple of  weeks earlier.  I was  sweat ing hard to complete the typeset t ing because two
columns .  posted Firs t  Class on a Thursday  had not  arrived by the following Tuesday.
It was a Bank  Holiday  weekend and the Saturday  delivery failed to materialise.
Nat urally  nobody at the sort ing office was answering the phone and at lunc ht ime on a
Saturday  they all go home.  Of  course, there was nobody  there on the Monday.
Tuesday's delivery arrived on t ime but  the disks were not there and a check of' the
pos tmarks  Indicated that  those items due to be delivered on Saturday  were not  there.
At  this  stage I was  more t han a lit t le annoyed and so went  down to the sort ing office
only  to be t old that  the Saturday  post had been delivered or that  we had not  had any
post t hat  day. Get t ing nowhere I asked to see the superv isor and, as politely  as
possible, explained the s it uat ion and ment ioned that  there mus t  have been post for
us  on Saturday  since two items were posted Firs t  Class on the Thursday  and,  i f  they
had not  arrived the next day, should have arrived on the Saturday.  Now I was under
the impress ion that  Firs t  Class post should arrive wi t hin two work ing days. *Not
necessarily ' I was  told!  Anyway,  to cut  a long story short  (and it  was a long story),
af ter demanding that  they look for the miss ing post. In and behold,  it  t urned up af ter
a half  hour search on somebody's  desk! I was  more t han peeved to discover that.  in
addit ion to the two miss ing disks, there was also a parcel of  books wort h over £200.
What  would have happened to these had I not  k nown for certain that  there was post
that  had not  been delivered?
The saga cont inues,  but  now begins to get boring so I wi l l  not  labour on. Let 's  fi nish

by ment ioning that  at  least a dozen subsc ript ion copies each issue never arrive and
many  others are late, I f  you are one of  those who have to wait  unt i l  Saturday  to
receive your copy (they are posted on a Monday ) you might  like to k now that  we have
a subsc riber in I taly who always phones us on the Wednesday (yes two days af ter
despatch!) wit h an order!
And they keep rais ing the prices. The mind boggles.

LE, Eft fi



M I C R O  D I S C O U N T
f o r  A t a r i  8 - b i t  s p a r e s  a n d  r e p a i r s

D I S K S
F-15 Strike Eagle
Trivial Pursuit
Whomper Stomper
Ghost Busters
Action Biker
Ouasimodo
Bop Wre s t le
Druid
Baliblazer
Spindizzy
Crumbles Crisis
Nibbler
Bandits
GI. American Road Race
Chess Master 2000
Auto Duel
Crusade in Europe
Voodoo Castle
Movie Maker
Video Title Shop

Silent Service
Night Mission Pinball
Dropzone
Zenon
Star Wars
Laser Hawk
Infiltrator
Kennedy Approach
Mercenary
Smash Hits Vol. 7
Boulderdash Constr. Kit
Spy vs Spy "Trilogy"
Domain of the Undead
Alien Ambush
Alternate Reality lCity)
Nato Commander
Decision In The Desert
Visicalc
Printers Delight
Moonmist

Moon Shuttle
Koronis Rift
Hacker
Conan
Hell Cal Ace
Tomahawk
Hawkquest
Gauntlet
Deeper Dungeons
Preppie 1 2
Abuse
Bloc kaboo
Assault Force
Racing Car Destruction Set
Alternate Reality IDungeonj
Conflict in Vietnam
Zork 1
Newsroom
Bookkeeper
Mind Mazes

TURBO FORMAT: HIGH SPEED TAPES
Atari Chess
Ninja Commando
Beta Lyrae
Gauntlet
Miss ion Shark
Mountain Bike
Turbo Basic

Titan
Draconus
Heartache
Ace of Aces
Blinky 's
Jacky Wilson's  DartsPaintboard

Tomahawk
Cavernia
Thunderlox
Hawhquest
Stack Up
Las Vegas
Atari Writer Mk, 2

XL/XE SOFTWARE
SPECIAL CHRISTMAS OFFERS

EXCEL No. 8 (Christmas Issue) out now
ONLY T O  FIRST TIME CUSTOMERS!!!

Excel No. 9 IS OUT JANUARY 1st at E3.99
3 Issue Subscription only £ 1
1 . 9 9No's 1 - 7 of EXCEL available at E3 each

or E16 for all 7! Save £5!

DISKS STILL AVAILABLE AT £7.99 EACH
Dr aw Sogan/  Dredis/  Obl i troidi  Zador /  Techno Ninja*
Tobot  & Br os• Cul t i vat i on & Chr omati cs/  Zebu La nd'

N E W  T I T L E S ! ! !
Pungol and/  Bomber  Jack/  Ashi do

• En h a n ce d  Density d rive  required!!

TAPES STILL AVAILABLE AT £2.99 EACH
Amnesi a/  Col our font /  Ti le Tr oubl e

Za gon & Spacebal l i  Tr i ad & Xevi ous

All f rom:
ROBERT STUART,  21 S TRO NS AY  WAY,  BRO O MLANDS ,

IRVINE,  S TRATHCLY DE ,  KA1 1 1HZ,  S CO TLAND
Please mak e a II c heques , .PO's  pay ab le  to Robert  S t uart

Ov ers eas  a d d  t t  p o s t a g e
PLEASE NOTE THAT THE MAGAZINE 'A TAR! EXCEL'

IS CANCELLED. NOR MORE ORDERS!

XL/XE ROM CARTRIDGES
River Raid
Typo Attack
Rescue
Star raiders  II
Hero
Food Fight
Batilezone
M in e r 2 0 4 9 e r
Air Ball
Crystal Caverns
Galaxian
Kaboom
Miss ile Command
Fight Night
Pitfall

Hardball
One on One
Lode Runner
Wizard ol Wor
Crossbow
Karateka
Eastern Front
Archon
Moon Patrol
Sky Writer
Pitfall II
Beam Rider
Pac man
Rally Speedway
Ace of Aces

Necromancer
Adventure Creator
M i c r o  F i l e r
Barnyard Blaster
Joust
Master Type
Delender
Midnight Magic
Desert Falcon
Ball Blazer
Into The Eagles
Nest
Gato
Zone Ranger
Flight Simulator II

BOOKS
Easy Programming
De Re Atari
DOS 2.5

Electronic  Computer Projects
130XE Handbook
Hacker Book

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

HARDWARE
130XE COMPUTERS:
850 INTERFACE: LIGHT
PENS: RECORDER TURBO
LOAD CONVERSION KITS

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

Large S.A.E. tor price list. Tel. 021-353-5730 FAX 021 -352-1 669

TREAT YOUR ATARI THIS CHRISTMAS
TO A RADIO TRANSMITTER JOYSTICK SYSTEM

Our RADIO TRANSMITTER JOYSTICK c an b e  used at  u p  t o  30 feel
from the hos t  c omputer with no  connec t ing lead whatsoever! Set up
your c omputer in  t he liv ing room and c ont rol y our games  f rom the
bottom of the garden - utOl Well, t rom your favourite armchair anyway,
Works with both the ST and X1.2XE machines, in fact any computer that
uses Atari ty pe joys t ick  ports ,
Canny New Atari Us er Readers  wit h  an eye tor a bargain c an obtain
this invaluable, technological,  damn c lever widget  tor the amaz ing all
inc lus ive pric e of  E19.99. A T A R I  S T / X I L .
,
X E

PRICE INCLUDES POSTAGE AND PACKAGING
ACCESSNISA ORDERS - PHONE 0432 50836

CHEOUES.POs -  SEND ORDERS TO
SOFTSCAN, PO BOX 84, HEREFORD HR4 9YU

viraA

TIGER DEVELOPMENTS
present an exciting new range of 8-bit software

MISSION ZIRCON
Battle through t ida l waves, lungles, the living  caves and kille r strawberries In th is 8
level horizonta lly scro lling  shoot 'ern up . featuring animated scenery and extra
weapons to buy C A S S E T T E / D I S K  E4. 99

PROGRAMMER'S WORKSHOP VOLUME 1
This features u t ilit ies tor storing up to 128 live -co lour medium resolut ion screens in
very little memory D I S K O N L Y  E3. 99

PROGRAMMER'S WORKSHOP VOLUME 2
This  u ti l i ty  a l l o w s  y ou  to  d e s i g n  a n d  a n i m a te  s o ftw a r e  s pr i tes  o n  a m o d e  15  s c r een
Com pa ti b l e  w i th  s i n g l e  s c r eens  d e s i g n e d  w i th  v u l  1  D I S K  O N L Y  E 3 . 9 9

COMING SOON T A R K U S  AND THE CRYSTAL OF FEAR
Send cheques Posta l Orders to

TIGER DEVELOPMENTS. 26 MENZIES AVENUE, WALMER, DEAL. KENT CT14 70Z
Ove,seas aiease acid t
,  I N ) S t E K V
,
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ROBOTS
Keep up the good work at

New Atar i  User. Each issue
Is awai ted wi th bai ted
breath for  the l i ttle gems
and tips to improve the use
of my 800XL.  My  previous
exper ience wi th computer s
had i ncl uded a l ong love
affair  wi th a ZX81 and a
br ief encounter  wi th beastly
BEEBS at school ,  so to star t
on a boot loading disk sys-
tem was qui te a step up.
The fact that  BASIC had to
be booted to work,  r ather
than just being presented to
me as on other  machines,
helped me to widen my con-
cepts of computers in gen-
eral and havi ng to root
about for  the functi ons and
abil i ties of the machi ne hel -
ped so much that  I am now
using my system to wri te
Ar tificial  Intel l igence algor-
i thms for  use wi th the
Robots I bui ld and inter face
to the joystick ports.
Thi s year I am wor ki ng on

an i ntel l i gent maze solving
system for  the thi r d year
study of my science degree
and I can honestl y say that
I owe a lot to my Atari .  I
would r ecommend anyone
to play wi th a robot at some
time - they're great fun,
completely ozone fr iendly
and can cost as l i ttle as E20
to make at home i f you can
use a solder ing iron. Any-
one Out there interested in
robots? Wri te to Mai lbag
and let's hear  from you.  Or
wri te to me at 1.  Chur ch
Street,  St.  Mary•s,  Sand-
wich,  Kent,  CT13  BNB.  I
can offer  some ideas, plans
and software and would love
to hear  from anyone who
can or wants to inter face in-
teresting thi ngs to thei r
Atar i .

Andrew Lak in-Hall,
Sandwic h

It's great  when someone real
ly gets to grips wit h their Atari
and discovers new uses but
isn't  it s t range when someone
clever enough to writ e Art ifi -
cial Intelligence rout ines can
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do so without  unders tanding
even the basics of  the
machine? Basic is built  in on
ROM and what  needs to be
booted is the Disk Operat ing
System, Try  it wit hout  switch-
ing the drive on. you can stilt
wri t e those programs but  can
then only  save them t o  tape.
Here is a good illus t rat ion of

why  magaz ines  such as this
should alway s  have s imple
art ic les on all k inds  of  sub-

jects, because what  one per-
son assumes Is common
knowledge others may  never
discover, and it doesn't  mat ter
whet her you are a beginner or
experienced user. That  is why
we have always  encouraged
readers  to submit  art ic les on
any  subject connected wit h
the Atari.  I t 's all new to
sonzeone!

BOOKS AND SAMPLES

Can you give me any tips on
how to go about sampl ing
sound on my 800XL? Is
there a simple way of doing
i t and how do you replay
the digi tised sound thr ough
the TV speaker? I t must be
possible somehow as sam-
pled sound is al ready used
by Di gi dr um and lots of
demos.  I  know that this
ki nd of question real ly
needs a whole article de-
voted to i t so could you re-
commend a book that  cov-
ers sound sampl ing on the
8-bi t?
Secondly I can program

the basics in Basic but I 'm
interested in learning about
VBI 's,  Di l l 's.  player  missile
graphics and all the other
wonder ful  thi ngs that my
Basic manual  doesn't men-
tion.  Is ther e a sui table
book that could lead me
i nto all these subjects gra-
dual ly?

Michael Hyde
Rochester

Sound sampling is perfect ly
possible on the 8-bit  but  you
need some sampling hard
ware and. unfortunately ,

ree

there is none that  we k now of
st ill available.  2-Bit  Systems
produced Replay  JOr the 8-bit
whic h was  used for the sam-
ples in Digidrum and there
was  the Parrot sampler in the
USA along wit h one or two
others. I  believe that  Alpha
Systems in the USA produced
a book on us ing the Parrot
sampler (or it may  have been
another sampler) but  it  was
never widely  available.  Other
than this  you might  like to
check out  the Pedrokko disks
in the PAGE 6 Library  which
are all samples  and contain a
number of  text fi les giv ing
hints on sampling sound.
Without  the hardware though.
you won' t  achieve much!
There has never been One

single book to int roduce you to
al l  the aspects of  the Atari so
it is hard to recommend speci-

fi c  titles. dust  get hold of  any-
thing you can, magazines,
hooks. any thing!  The best
book that is s t ill available is
Your Atari Computer.  Expen-
sive but  well  worth hav ing
and it covers most  of  the
areas you ment ion.  Easy
Progranuning For The Atari
Micros is also good but
doesn't  go too deeply into the
more technical subjects. Dt
,  R eAtari is one that you probably
won' t  unders tand at al l  at

fi rs t  but  which wi l l  be invalu-
able once you start more adv-
anced programming and you
should have a copy of  Map-
ping The Atari in your back
pocket at  all t imes Of you can
fi nd a cope),

TYPO, WHERE ART THOU?

I hope that you can help me
wi th a pr obl em that I am
having typi ng in the prog-
ram Page 6 Wr i ter  from
Issue 50? Fi rstly I noti ce
that  at the begi nni ng of
each l ine there are some in-
i tial  letters,  what do these
signi fy? I have tr ied incor -
por ati ng them in the prog-
ram l ine but all this does is
show an error  message. I
found that  the program
types in qui te well wi thout

them but  I feel  that there is
somethi ng that I shoul d
know about these letters.
Another  problem is that

when I  type 'RUN' the list-
ing will r un and then i t
shows a data error in l ine
1000.  I  have checked and
re-checked the l ine and i t is
exactly as the pr i nted prog-
ram. I am now wonder i ng i f
the two letters I  previously
menti oned have somethi ng
to do wi th this problem.  I
also noti ce that in the in-
structions for  typi ng in the
program it says use Typo 3
to check each data l ine but
I don't  know what i t means.
Can you put me r i ght?

M.J. Tester
Bright on

The codes at the beginntng of
our program lis t ings are
checksums used by the prog-
ram Typo 3 for you to check
whet her you have typed in
the line correctly. You s imple
run Typo 3 before typing in
your program and then as you
press Return at the end of
each line a code wi l l  appear
on screen. I f  this code match-
es that  s hown in the maga-
zine you k now that  you have
typed the line correctly. I f  the
code is  dif ferent,  edit  the line
unt il the code matches. The
biggest problem is that  we
have not published the Typo 3
lis t ing for a good number of
issues due to lack  of  space. so
this issue we are dropping
one page of  s o  that
we can inc lude the Typo :3 list-
ing once again. You should
fi nd it nearby.  Fol low the in-
struct ions and you should
have the program up and run-
ning in no t ime and you can
safely type in all the other
programs f rom each issue
k nowing that  the lines wi l l  be
checked as they are entered.

WRITE!
That letter  about TYPO 3 solved
the problem of fi nding more let-
ters for this issue's mailbag! I t's
getting harder and harder  to
fi nd interesting letters to In-
clude for  various reasons. Most
of what gets publ ished has to be
extracted from long winded full
page letters, m any of the letters
we receive ask questions that
require five page answers(I) 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 fair ly short and
don't  put fi fteen questions in
one letter .  Oh, and by the way,
stick MAILBAG on the top In big
bold letters! Go to it!



TYPO 3
NOW RESET PROOF!

Here is an amended vers ion of our TYPO 3 program which we recom-
mend that all readers  use when typing in programs. This  vers ion is fully
compatible with earlier vers ions but is now •Reset proof ' so that if  you
press the System Reset key you will not loose the TYPO facility .
If you have already typed in TYPO the changes are shown in the panel
below and can s imply  be added to your original program,

WHAT TYPO IS ALL ABOUT
The program lis t ings  in NEW ATARI USER are prepared carefully  to
ensure that they can be typed in as easily as poss ible. Before typing any
lis t ings ensure that you are familiar with the use of the Shift and
CONTROL and INVERSE keys as out lined in your computer manual. The
lis tings are prepared to match exactly what you see on screen. By us ing
TYPO 3 you can ensure that you type in the programs  EXACTLY as they
are printed, Remember, a s ingle 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
at 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 so it the TYPO codes match and you s t ill have problems  in
running a lis t ing count the lines  in the program and ensure none are
miss ing. If the TYPO codes match, there are no miss ing lines  and the
program s till does not run, LIST it to cassette or disk us ing LIST "C: " or
LIST "Dit ilenarne",  switch off the computer, re-boot and then ENTER the
program us ing ENTER "C:
- o r  E N T E R  
" D : fi l e n a m
e " .  
S a v
e  
t h i
s  
v e r s
i o n  
i
n

the normal way.

HOW TO USE TYPO 3
1. Type In the lis t ing carefully  for although you can use TYPO 3 to

check itself  (see 6 below) it may not work  If you have made
mistakes.

2. SAVE or CSAVE a copy of the program.

3. Each t ime you want to type in a program lis t ing RUN TYPO 3 fi rst.
The program will ins tall a machine code rout ine In memory  and
then delete itself. Now type in a line as shown in the magazine
exc luding the lirs t  two letter code and press RETURN.

4. 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. Note, the code will not match it you use abbrev iations. If you
prefer to use abbrev iat ions  LIST the line you have just typed, move
the cursor to thai line and press RETURN. The code should now
match.

5.11 the code does not match, use the edit ing keys to correct the line
and press RETURN again_ Repeat if  necessary until the codes
match.

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

7, When you have fi nished a lis t ing just SAVE or CSAVE it in the
normal way.

You can type in a program without  us ing TYPO 3 and then check II
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 belore telling us that a program will not run.

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

OUR UNIQUE L INE B Y  L INE CHECKER
WORKS ON ALL ATARI XL/XE

and earlier 8-bit machines

CP e  REM snourmsnumnuudiannut tanainuannunnma
NE  1  R E M  n  T Y P O  I I I
S T 2  R E M  i f  a n  E r r o r  c h e c h • r  f  o r
E L 3  R E M  u  N E W  A A A A A  U S E R  P R O G R A M S  U
S r  4  R E M  U
ME 5  R E M  0  O r i g i n a l l y  p u b l i s h e d  b y  n
UP  6  R E M  n  A N T I C  M a g a z i n e  1 1
ZN 7  R E M  A  U p d a t e d  b y  A l e c  E l e n s o n
EE 8  R E M  U  a n d  R a p h a e l  E S p . n o
DA 9  R E M  K U I S S I S U I T T N M E I T S
UAY  1 8  R E M
S c  1 0 8  G R A P H I C S
P H 1 1 0  T R A P  5 0 0 1 F O R  I . 1 5 3 6  T O  1 7 9 1 : R T A D  A

i x r  A O I N I T A )  T H E N  P O P  t G O T O  s e e
KH 1 1 5  c s . c s . a l e o s e  I . A : N E N T  I
CG 1 2 0  I F  C 1 ( 0 3 8 7 6 5  T H E N  7  " E r r o r  i n  D A T A

S T a t e m o n t s  -  C h o c k  T y p i n g "  :E N O
YM 1 3 0  A = U S A C 1 5 3 6 )
ON  1 3 5  P O K E  9 , 1 : P G K E  2 4 : P 0 K E  3 , 6

.
T
.
I
T 
1
4
0 
.  
"
T
Y
P
O 
I
I
I  
i
s 
u
p 
a
n
d 
r
u
n
n
i
n
g
"
I

NE W
OW  5 8 0  I F  P E E K ( 1 / 1 1 ) = 6  T H E N  .  " N O T  E N O U G H

D A TA  S T A T E M E N T S  P L E A S E  C H E C K  L I N E S
l o s e  T O  1 3 1 1 1 " : E N D

GS  5 1 0  E A R L I N E = P E E K ( 1 8 3 3 . 2 5 6 O P E E K
( 1 0 4 ) 3
E R

A N U M P E E K 1 1 0 2 1
JO 5 2 8  .  " E R R O R  I N  S T A T E M E N T  " ; E R A N U M . 1 1 "

I N  T H E  F O L L O W I N G  L I N E . T .  : L I S T  E R R L I N

0 4  O l e  E N D
MA 1 0 8 0  D A T A  1 8 4 . 1 6 8 , 8 , 1 0 5 , 2
6
,
3
„
2 0 1
,
6 7

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

RK 1 0 3 e  D A T A  2 8 e ,  1 6 1 .  6 ,  1 5 3
•  2 6  ,  ,  
1 6 2  ,
RR 1 0 4 8  D A T A  i 0 / . 0 . 2 2 0 , 1 5 7 . 7 9 , 0 ,
2 3 2
,
2 2 4

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

KC 1 0 6 0  D A T A  1 6 / 0 5 . 1 4 1
•
8 4 , 6 „ 1 7 3 , 4 , 2
2 8

E U 1 8 7 1 1  D A T A  1 8 5 , 8 , 1 4 1 , 9 5 , 6 , 1 7 1 , 5 ,
2 2 8OK 1 9 0 8  D A T A  1 8 5 , 8 „ 1 4 1 , 7 6 , 6 , 1 6 7 , 0 , 1 6
2KK 1 e / 0  DATA 3 , 14 . " , 263 , z 82 , 16 , 281 , 1
1
6 ,
0

zet l upe  DATA
L e  1 1 1 0  D A T A  • . 0 0 , 8 , e , e , 3 2 .
7 4J M  1 1 2 6  D A T A  6 , 8 , 7 2 , 2 0 1 , 1 5 5 .
2 4 0
,
5 5
.
2 3
e

TV  1 1 3 8  D A T A  2 0 3 , 1 3 3 , 2 8 1 1 , 1 3 6 , 7 2 , 1 6 / , 0 ,
1 3 5TM  1 1 4 0  D A T A  2 8 0 , 1 6 2 , 4 1 , 1 0 , 3 0 , 1 0 0 , 6 ,
2 1 1
/
M F 1 1 5 8  D A T A  1 4 4 , 7 , 2 4 , 1 9 1 , 2 8 3 , 1 4 4 ,
2
,
2 3 0

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

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

1 0 1
Aw t i o •  D A T A  z e e  1 3 2 .  2 0 5  „ 1 6 5 ,  2 1 4 ,  1115 ,  ,  1 3

)CH i l l e  D A T A  2 6 6 , 1 0 4 , 1 7 0 , 1 8 4 ,
4 8
,
1 6 , 1 3 8 , 7 2

N a  1 2 0 e  D A T A  1 5 2 , 7 2 , 1 6 2 , 0 , 1 3 4 ,
2 0 7
,
1 3 4
,
2
S O

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

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

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

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

1 6 2
C 8  1 2 5 e  D A T A  8 , 1 6 5 , 2 8 7 . 1 3 3 , 2 8 4 , 1 6 5 ,
2 0 6 , 6me 1 2 6 0  D A T A  2 8 4 , 4 2 , 2 0 1 . 2 6 , 1 4 4 , 4 , 2 3 3 ,
2 6MO 1 2 7 0  D A T A  2 3 0 , 2 0 4 , 2 8 2 . 2 0 6 , 2 4 2 . 1 3 1 ,
2 8 5
,

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

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

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

13
MO 1 3 1 0  D A T A  3 2 , 6 7 , 6 , 1 0 4 , 1 6 8 , 7 6 , 1 5 3 .
6

Idito
OA

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 itl
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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 k indly  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 j i
-
o m  t h e  
p i n k ( ! )  
p e t r o l  
p u m p
s .  
T h
e

objective is s imply 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!
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BY
JOHN YOUNG

E l  1  R E M
HU 2  R E M  *
RO 3  R E M  *
KK 4  R E M  *
EC 5  R E M  *

C R A S H . . .

D R O I D Z
DU

J o h n  Y o u n g

OF 6  R E M  *  N E W  A T A R I  U S E R  -  O C T .  1 9 9 1  *
1 0 7  R E M   I .H.H.H.H.1* * * * * *H**4Ho-le-ANAN-A-wwwwwwwwwm
NN 8  R E M
X I  1 0  G O S U B 4 0 8 0 : R E M  I N I T I A L I S E
J5  2 0  G O S U B  4 8 0 0 : R E M  T I T L E  S C R E E N
FU 3 0  G O S U B 4 4 0 0 : R E M  M E W  G AM E
YB 4 0  G O S U B  4 7 0 0 : R E M  N E W  S C R E E N
OS S O  G O S U B 4 5 0 0 : R E M  D I S P L A Y  B L O B S
MT 6 0  G O S U B  I V O O : R E M  N E W  L I F E
CM 5 9  R E M  - - F A L L  A T  S T A R T - - -
MO 7 8  P O K E  5 3 2 7 8 , 0
R I  8 0  S O U N D  0 , 2 0 0 - P E E K 1 1 5 1 9 ) , 1 0 , 6
NM 9 0  I F  P E E K ( 5 3 2 5 2 ) = 0  T H E N  8 0
RI  9 9  R E M  - - M A I N  L O O P - - -
AZ 1 0 8  F U E L = P E E K C 1 5 4 8 ) :N U M 5 = . . 0 8 0 "
WF 1 1 0  N U M 9 1 4
-
L E N C 5 T R 5 C F
U E L ) ) ) = 5 T R 5
1 F U E L )

EL 1 2 8  P O S I T I O N  1 5 , 2 0 :
,  U 1 6 ; N U M SU0 1 3 8  H I T D = P E E K ( 5 3 2 5 2 ) : H 1 1 0 = P E E K 1 5 3 2 6 8 ) :

F A L L = P E E K 1 1 5 3 / 1 t X P O S = P E E K ( 1 5 3 6 )
OF 1 4 0  I F  H I T D = 8  O R  H I T D = 9  T H E N  F H E L = 2 5 0 :

POKE 1 5 4 0 , F U E L I F W = 0 :S O U N D  1 , 0 , 0 , 8
I C  1 5 0  I F  N I T D > 1  A N D  H I T D ( 8  T H E N  G O S U B 4 0

0 :G O T O  7 8 8
NO 1 6 0  I F  F A L L > 4 0  T H E N  C R F L G = 1
LL 1 7 0  I F  H I T D = 1  A N D  C R F L G  T H E N  G O S U B 4 0 0

tGOTO 7 8 8
AN 1 8 0  I F  H / 1 1 5 0 0  T H E N  G O S U B  5 0 0 : G O T O  7 0 8
R I  1 9 0  I F  X P O 3 = 2 0 8  T H E N  G O S U B 6 0 8 t 6 O T O  4 8
WJ 2 8 0  I F  F U E L S  T H E N  G O S U O  8 0 8 2 G O T O  2 8
FC 2 1 0  I F  F U E L ( 1 0 0  A N D  F14,7 .0  T H E N  F W = 1
NX  2 2 8  I F  ' W O  T H E N  G O S U B 3 0 0
I N  2 1 0  G O T O  1 8 0
SA 2 9 7  R E M
Al  2 1 8  RE M
5 6  2 9 9  R E M

PW 3 0 0  I F  f 6 1 =1  T H E N  S O U N D  1 , 6 0 , 1 0 , 8
Mk 3 1 •  I F  r w s  THE N SO UND 1 , 0 8 , 1 8 , 6
148 3 2 8  I F  r i c z i l t  THE N SO UND 1 . 0 , 8 , 8
CU 3 3 0  I F  F 6 1 =4 8  T H E N  F W = 0
Z I  3 4 0  F W=F 6 4 1 .1
Z J  3 5 0  R E T U R N
3 0  3 9 7  R E M
UN 3 9 8  R E M
SA 1 9 9  R E M

TO 4 0 8  SO UND 1 , • , 0 , 0 : F M = 0 : P D X E  1 5 3 8 , 0 : 8 1 :
P E E K ( 5 6 0 ) + 2 8 8 * P E E K C 5 6 1 /

ST 4 1 8  F O R  1 = 7  T O  0  S T E P  - I
PR 4 2 0  P O K E  D L , I * 1 8
NO 4 3 8  S O U N D  0 , 7 0 . 4 , 8 + 1
GC 4 4 8  NE X T I
OU 4 5 8  F O R  I = 8  T O  7
PZ 4 6 0  P O K E  D L , I * / 6
vw  4 7 8  S O U N D  8 , 7 8 , 4 , 7 - 1
GR 4 8 0  N E X T  I
Z S 4 / 0  R E T U R N



SC 4 9 7  R E M
MK 4 9 0  R E M
S I  4 1 /  R E M

H I T  B L O B

C J 5 0 8  S O U N D  1 , 0 , 0 , 0 ; 0 4 4 = 0 : F O R  1 = 1 5  T O  0
T EP -
0 . 5TN 5 1 0  S O U N D  0 , 4 5 + 1 , 1 0 , 1 4

UM 5 2 0  P O K E  7 8 4 , 1 2 0 + 1
GO 5 1 8  N E X T  I
Si. 5 4 8  F O R  1 = 0  T O  1 5  S T E P  8 . 5
T P 5 5 8  S O U N D  8 , 4 5 + 1 , 1 0 , 1 4
UP 5 6 0  P O K E  7 0 4 4 2 0 + 1
G J 6 7 0  N E X T  I
RD 5 0 0  S O U N D  • , 8 , 8 , 0 : P O K E  7 0 4 , 1 3 4
ZT 5 9 0  R E T U R N
SD 5 9 7  R E M
OW s v a  RE M  I N T E M E N D I U M M U I l l
SJ 5 1 9  RE M
20 5 0 0  S CO RE =S C0 RE +5 0 * S KI LL
ZIC 8 1 0  I P  SCREEN<NUMSCR AND S CRE E N>M4 X 5 KI

P T H E N  M A K S K / P = S C R E E N
0 0  6 2 0  S C R E E N =S C R E 0 N + 1
JO 6 3 8  I F  S C R E E N ) N U M S C R  T H E N  S C R E E N = I J S K I

1 1 = S K I L L 4 1 : I F  S K / L L > 3  T H E N  S K I L L = 3
K1  6 4 8  S O U N D  0 , 0 , 0 , 0 1 5 0 U 0 D  1 , 8 , 8 , 0 : F M = 0
ZM 6 5 0  RE TURN
SE 6 9 7  R E M
Y14 6 9 0  R E M  N O M E
SK 6 1 1  R E M
0 0  7 0 0  P L = P M O A S E + 5 1 2 + P E E K ( 1 5 3 7 ) :P O K E  1 5 3 0

. 0
0 0  7 1 0  F O R  1 = 0  T O  7
AA 7 2 0  s o U N D  0 , 6 0 - 1 0 1 5 , 0 , 0
NH 7 3 0  P O K E  P 1 + 1 . 0
1 0  7 4 0  F O R  0 = 0  T O  1 5 : N E X T  D
GH 7 5 0  N E X T  I
I t  7 6 0  S O U N D  0 , 0 , 0 , 0 : 1 / V E S = 1 I V E S - 1
SC  7 7 0  I F  1 I V E s ( 0  T H E N  S O U N D  1 , 0 , 0 , 0 : G 0 T 0

2 0
UN 7 8 0  P O S I T I O N  1 1 , 2 0 + L I V E 5 : ?  1 2 6 ; "  "
RY 7 9 0  G O T O  6 0
SF 7 9 7  R E M
MN 7 9 0  R E M  OF F I EM I R AM WM AU M
5 1  7 9 9  R E M
14D 8 0 0  S O U N D  1 , 0 , 0 , 0
E /  8 1 0  F O R  1 = 7 0 4  T O  7 1 1
CO 8 2 0  C L ' P E E K ( I )
1H 8 3 0  P O K E  1 , 4 0 + C - I N T ( C / 1 6 ) 0 1 6
GG 0 4 0  N E X T  I
Om 0 6 0  F O R  R = 1  T O  3
YX 0 6 8  F O R  1 = 0  T O  1 4 : 5 E I C O L O R  4 , 3 , 1 : 5 O U N D

0 , 0 0
-
1 , 1 0
,
0 : N E
X T  
I

KG 0 7 0  F O R  1 = 1 4  T O  8  S T E P  -
1 ; S E T C O 1 O R  
4 , 3

. I :S O U N D  0 . 0 0
-
1 , 1 0 , 0 : N E X
T  
I

KA e a °  NE X T R
RN 0 1 0  S O U N D  0 , 0 , 0 , 0 : R E T U R N
SH 9 1 7  R E M
0 6  9 ' 0  R E M
SN / 9 9  R E M
TK 1 . 8 8 8  ?  8 4 6 "  M a i d
GL 1 0 I 0  ?  3 * 6 ; "  • • ;
GO 1 0 2 0  ?  1 2 6 "
LR 1 0 3 0  ?  U 6 ; "  U m u n n u m " ;
Z I  1 0 4 0  ?  S W "  1 , 1 1 1 1 4 1 P .
MI  1 0 5 0  ?  0 1 8 ; "  l UoguNs toNNUO  0 8 ;
UM 1 0 6 0  ?  0 0 1 : .  1 1
,
1 4
,
0 1 1
.
0 9 4 0 J

SP 1 0 7 0  ?  8 1 6 „1 " • • ;
SS 1 0 8 0  ?  1 1 1 6 ;" n
H J 1 0 9 8  ?  M •  . • ;
GK 1 1 8 0  ?  1 4 4 ; "  d o ;
KM 1 1 1 8  ?  8 3 6 ; "  I N ;
EC 1 1 2 8  ?  U 6 ; "   U  - )
CT 1 1 3 0  ?  116:" i 1 1 1 4 4 4 4 4 4 4 4 4 1  " ;
GM 1 1 4 0  ?  2 * 6 1 ."
GZ 1 1 6 0  ?  1 1 6 ; "  d l ;
MC 1 1 6 0  1 1 6 ; "  . . ;
O4  1 1 7 0  ?  O b i "  4 " ;
SO 1 1 0 0  ,  2 * 6 ; "  1
"
2
JO 1 1 9 9  ?  8 2 6 ;"M M U la u m u m O M U U M u m m i="4 ";:R E T U

DRAM  S C R E E N S

DROIDZ
RN

GM 1 2 0 0  ?  2 1 5 1 "
GP 1 2 1 8  ?  M 6 ; "  6 6 ;
LP  1 2 2 0  ?  0 6 ; " N O N
WO 1 2 3 8  ?  toei"ULIU 6 0 ;
HA 1 2 4 0  ?  8 3 6 ; "  6 P 2
RA 1 2 5 0  ?  1 1 6 ; "  I l Ka m m M I S T U M  • • ;
US 1 2 6 0  ?  N6 3 .  W E I L L : L I N  •  " I
CL 1 2 7 0  ?  O O P
.  
1 r 4
1  
.
1

NW 1 2 0 0  ?  3 $ 6 ; "  g o n s
VH 1 2 9 0  7  U 6 1 "  U U U  • • ;
GO 1 3 0 0  ?  6 1 6 ; "
GM 1 3 1 0  ?  1 1 6 ; "
OM 1 3 2 0  ?  N e i "  lanstrammassunutzunts43 - ;
NR 1 3 3 0  ?  N 6 ) "  141-14-1-14-1-1441-14-1114 " ;
KG 1 3 4 0  ?  M 5 j "  E  O k i
KJ 1 3 5 0  ?  1 1 6 ; "
YM 1 3 6 0  ?  M 5 ; " U
ON 1 3 7 0  7  n e w t '
VM 1 3 0 0  ?  M 6 ; "  U  I D ;
EN  1 3 1 0  ?  1 1 6 ; "  EI U M M M U M M U M M U M M U M U M M ";:R ETU

RN
GO 1 4 8 0  ?  1 1 6 ; "  • • J
MN 1 4 1 8  ?  $ 8 6 ; "  • •  ;
S I  1 4 2 0  ?  U 6 ; "  4  • • ;
MN 1 4 3 0  ?  U 6 ; "
JC 1 4 4 e  ,  U 6 ; "  4 U U U  110=2211MMUMM1110";
um 1 4 5 0  ?  ' M 1 l  1 1 1 1 / 1 4 4 4 4 4 1 V ;
SU 1 4 6 0  ?  1 1 6 ; "
Sfl  1 4 7 0  7  U 6 ; "  • • ;
TA 1 4 8 0  ?  M E W *  4
I D  1 4 9 0  ?  M 6 ; "  . 1 ;
G I  1 5 0 e  7  3 * 6 ; "  4  U  U  " ;
BC 1 5 1 8  ?  3 * 6 ; "  9 0 M U M U M M U M U U  U  " ;
PO 1 5 2 0  7  3 * 6 ; "  I P S - 1 4
,
4 - t 1 4 - 4 3 4 1 4  
U  
' ;

OV 1 5 3 0  U 6 ; "  " ;
IC) 1 5 4 0  ?  3 * 6 ; "  u • . ;
I R  1 5 5 0  ?  1 1 6 ; "  ;
I U  1 5 6 0  ?  M E . ; "  E r ;
I N  1 5 7 0  ?  3 * 6 ; "
I O  1 5 0 0  ?  1 1 6 ; "  U  L i " ;
OF 1 5 9 0  ?  1 :1 6 ;"U U g a n a te M M M U M M U M 4 4 4 fM U U ";:R ET U

RN
GU 1 6 0 0  ?  n 6 ; "  • • ;
GX 1 6 1 8  ?  M 6 ; "
HA 1 6 2 0  ?  1 1 1 6 ;" . . ;
I R  1 6 3 0  ?  3 * 6 . ;"  M B I M M A A g
HG 1 6 4 0  ?  2 1 6 ; "  1 6 ;
Ph 1 6 5 8  ?  3 * 6 ; "  6 6 ;
GM 1 6 6 0  ?  M 6 ; " 4
GP 1 6 7 0  ?  P b ; " ,  • • ;
MS 1 6 8 0  7  3 * . 5 . "4
PD 1 6 9 0  ?  P b ; " ,  O h ;
KO 1 7 0 0  ?  1 1 6 ;"4  U M U U M U U
OH 1 7 1 0  ?  3 * 6 ; " 4  L t 1 . 1 1 1 V  •  ;
110 1 7 2 0  ?  n 6 ; " 4  N O ;
OM 1 7 3 0  ?  1 8 6 ;"4  m a n n a r t
-
;
OM 1 7 4 0  ?  1 1 6 ;"4  p 6
-
1 4
,
6 6 1 " ;

XL  1 7 5 0  ?  1 1
1
6 ; " M U U
MU 1 7 6 0  ?  3 * 6 ; "  U n n u m m u n  " ;
114 1 7 7 0  ?  T M : "  i 4 4 4 - 1 1 1 5 1
MU 1 7 8 0  ?  T 8 6 ; "  6 6 ;
MM 1 7 9 0  ?  M 6 ;"1 1 0 3 iM 1 4 4 X3  " ; : R E T U

RN
KR 3 0 / 7  R E M
NI  1 0 9 8  R E M  E M AI M AR AAM
KZ J O ' ,  R E M
TN 3 9 0 0  R E S T O R E  3 9 1 0
FG 3 9 1 0  F O R  1 = 1 5 3 6  T O  1 5 3 9 : R E A D  a : P O K E

a :N E X T  I
I D  3 1 2 0  C R F L G = 0 : F W 0
0 1  3 9 3 0  P O K E  5 1 2 4 6 . P E E K C 1 5 3 6 1 : P O K E  7 0 4 . 1 3

4

MY 3 9 4 0  P L = P M B A S E + 5 1 2 • P E E K C 1 5 1 7 )
L I  3 9 5 8  R E S T O R E  6 1 0 8
KV 3 9 6 0  F O R  I = P 1  T O  P L 4 7 : R E A D  A : P O K E  I A :

N EXT  I
continued e r
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DROIDZ
PR 3 9 7 0  H I = I N T I P L / 2 5 6 1 : 1 0 = P L - H I * 2 5 6
ES 3 9 8 0  P O K E  2 0 4 , 1 0 : P 0 K E  2 0 5 , H I : P O K E  1 5 3 8

, I : R E f u R N
OH 3 9 9 8  D A T A  5 0 , 1 4 , 0 . 0
KT 3 5 9 /  R E M
AN 39911 REM M1a14(1M41AM
LO 3 9 1 9  R E M

NV 4 0 0 0  G O S U B 5 4 0 0 : W 1 E 1 6 = 1 : G 0 5 U B  4 6 0 0 : R 1 f
1 .6 =0

CK 4 0 1 0  G O S U O  5 0 0 0 : P O K E  1 5 3 8 , 0 : A = U 5 R 1 2 4 5 7
6 )

ZO 4 0 2 0  G O S U B 5 2 8 0
AV 4 0 2 5  G O S u o  5 3 8 8
HK 4 0 3 0  P M P = P E E K ( 1 0 6 ) - 6 : P M B A S E = P M P * 2 5 6
ZR 4 0 4 0  P O K E  1 0 6 , P O I P
JW 4 0 5 0  b R A P H I C S  1 7
PW 4 0 6 0  C H P = P M P + 4 :C H 8 A s E = C H P * 2 5 6
HR 4 0 7 0  P O K E  5 4 2 7 9 , P M P
EC 4 0 0 0  A = U S R ( A D R T R ( L O C A T ( S ) , C H B A S E )
Z X 4 0 9 0  G O S U B 4 2 0 0
FT 4 1 0 0  R E S T O R E  6 1 1 0 : F O R  I = 0  T O  7 : R E A D  A :

POKE 1 5 5 8 + I , 0 : N E X T  I
ZR 4 1 1 0  R E S T O R E  4 1 9 0 : F O R  1 = 1 5 3 8  T O  I 5 4 4 : R

FAD  A : P O K E  I , A : N E X T  I
Y J  4 1 2 0  D I M  N U m S ( 3 ) :N U M 5 C R = 4 :M A W S K I P = 0 :5 K

I P = 0 : S K I L L = 1 : 5 C O R E = 0 : N I S C O R E = 0
RO 4 1 3 e  P O K E  6 2 3 , 8
AV 4 1 4 0  R E T U R N
KS 4 1 9 0  D A T A  0 , 0 , 2 5 0 , 1 4 , 8 8 , 4 8 , 2 0 0
KE 4 1 9 7  R E M
JR  4 1 9 8  R E M
KM 4 1 9 /  R E M
L P 4 7 0 0  R E S T O R E  4 2 3 0
CO 4 2 1 0  F O R  1 = 2 4  T O  7 1 :1 1 E AD  A : P O K E  C H O O S E

4 I , A : N E X T  I
WX 4 2 2 0  R E S T O R E  6 1 0 0 : F O R  1 = 7 2  T O  7 9 : R E A D

A :P O K E  C H B A S E + I , A : N E N T  I : R E T U R N
F V 4 2 3 0  D A T A  2 5 5 , 2 5 5 , 2 3 1 , 1 9 5 , 1 9 5 , 2 3 1 , 2 5 5 ,

2 5 5

I I  4 2 4 0  D A T A  1 9 5 , 1 0 2 , 6 0 , 2 4 , 2 4 , 6 0 , 1 0 2 , 1 9 5
BL 4 2 5 0  D A 1 A  6 0 , 6 0 , 6 0 , 0 , 6 0 , 6 0 , 6 0 , 0
wG 4 2 6 0  D A T A  1 2 6 , 6 7 , 6 7 , 1 2 7 , 3 6 , 3 6
4
3 6 , 1 2 6
DO 4 2 7 0  D A T A  1 , 3 , 6 , 1 2 , 2 4 , 4 8 , 9 6 , 1 9 2
OY 4 2 0 0  DATA 1 . 2 8 . 1 5 2 , v 6 , 4 8 , 2 4 , 1 2 , 6 , 3
X /  4 3 9 7  R E M
XL 4 1 9 8  R E M  M A A R : M I M I .
KO 4 3 9 9  R E M
UD 4 4 0 0  5 C R E E N = 1 4 5 K I P : L I V E S = 3 : S C O R E = 0 : F W =

0
DC 4 4 1 0  G R A P H I C S  1 7 : P 0 K E  7 5 6 , C H P
AP 4 4 2 0  P O K E  5 5 9 , 4 6 : P O K E  5 3 2 7 7 , 3
V I  4 4 3 0  S E T C O L O R  0 , 3 , 4 : S E T C O L O R  1 , 1 , 6 : 5 E 1

COLOR 2 . 9 , 8 : S E T C O L O R  3 , 5 , 8
HO 4 4 4 0  P O K E  1 5 4 0 , 2 5 0
AZ 4 4 5 0  R E T U R N
KK 4 4 9 1  R E M
FW 4 4 9 8  R E M
KS 4 4 9 9  R E M
TV 4 5 0 0  P O K E  1 5 3 8 , 0
L V 4 5 0 5  P O K E  1 5 3 6 , 5 0 : P O K E  1 5 3 7 , 1 4 : P O K E  1 5

3 8 . 0 : C R F I G = 0
VT 4 5 1 0  0 =1 1 5 R ( A D R ( C L E A R S ) , P m P + 2 , P H P + 3 )
NE 4 5 2 0  R E S T O R E  5 9 9 0 + S C R E E N * 1 0
JX 4 5 3 0  F O R  0 - 0  T O  S K I L L
-
I
RN 4 5 4 0  R E A D  M I N : P O K E  1 5 5 1 + 0 , M I N
VM 4 5 5 0  R E A D  M A X : P O K E  I 5 5 4 + 0 , M A X
SE 4 5 6 0  R E A D  Y :P L L P M B A S E + 6 4 0 + 0 0 1 7 8 + Y
EV 4 5 7 0  D = I N T C R N D C 0 1 0 2 )
OS 4 5 8 0  P O K E  1 5 4 0 . 1 1 , D
KA 4 5 9 0  I F  0 = 0  T H E N  P O K E  1 5 4 5
4
1 ) , M 0 1 4 : P O K E

5 3 2 4 9 + 0 , M AX
CO 4 6 0 0  I F  0 = 1  T H E N  P O K E  1 5 4 5 + 0 , M I N : P O K E

5 3 2 4 9 . 0 , M I N
CS 4 6 1 0  P O K E  7 0 5 + 0 , 1 0 1 1 1 R N D 6 0 ) 0 1 6 ) 0 1 6 4 6
HO 4 6 2 0  F O R  I = 0  T O  7 : P O K E  P L + I , P E E K ( 1 5 5 8 4 -

I ) :1 4 E X T  I
CO 4 6 3 0  N E X T  B
VC 4 6 4 0  P O K E  1 5 3 8 , 1

RE. I F  H A • A C  •

D I S P L • Y ;  . 8 5

BD 4 6 5 0  R E T U R N
KO 4 6 9 7  R E M
YR 4698 REM OM:AMMO:MAIM
KW 4 6 9 9  R E M
YZ  4 7 0 0  7  1 1 6 ; “ 0 : G O S U B  8 0 0 .4 5 C R EEN 1 4 2 0 0
TG 4 7 1 0  P O S I T I O N  0
0
2 0 :
7  
1 3 6 M I M M
M  
U T I
M

x x  4 7 2 0  P O S I T I O N  0 , 2 2 7  1 4 6 O 4 M M 3 1 M "
PP 4 7 3 0  P O K E  1 5 5 7 , S K I L L : N U M 5 = " 0 0 0 "
MC 4 7 4 0  N U M 5 1 4 - L E N ( S T R S C S C O R E 1 1 ) =S T R S ( S C O

R E)
N i 4 7 5 0  P O S I T I O N  6 , 2 0 : 7  n 6 ; m u m S
CX 4 7 6 0  P O S I T I O N  8 , 2 2 : 7  1 2 6 :S C R E E N
VT 4 7 7 0  I F  L I V E 5 = 0  T H E N  R E T U R N
OE 4 7 8 0  F O R  I I I  T O  L I V E S
MN 4 7 9 0  P O S I T I O N  1 9
•
1 9
4
1 : 7  
M 6 : " 0 " ; N E
1 t T  
I :

R ETU R N
KO 4 7 9 7  R E M
ET  4 7 9 8  R E M . 0 1 4 1 1
1
1 4 1 W 1 . 1 a 8 C •
KY  4 7 9 9  R E M
1 0  4 8 0 0  P O K E  1 5 3 0 , 0 : F O R  1 = 5 3 2 4 8  T O  5 3 2 5 1 :

POKE 1 , 0 :1 4 E X T  I
Ww 4 8 1 0  G R A P H I C S  1 6 :S E T C O L O R  0 , 1 1 , 4 1 :S E T C O

( O R  1 , 7
•
8 : 5 E T
C O L O
R  
2 ,
0 ,
0

1.113 4 6 3 0  D L = P E E K ( 5 6 0 ) + 2 5 . 6 0 - p E E K ( 5 6 1 )
AU 4 0 4 0  P O K E  D L + 6 , 1 2 8 : P O N E  0 1 4 1 0
0
2 : P O K E  D

1 4 1 2 , 6

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

6 , 1 1 2

RM 4 8 7 0  P O S I T I O N  7 , 1 : 7  1 1 1 6 :
.
4 1 F O i d Z
.

XZ  4 8 8 8  P O S I T I O N  9 , 4 :
7  1 3 6 ; " w r i t t e n  
b y  
J o h

n Y o u n g "
XU 4 8 8 5  I F  R T F L G  T H E N  R E T U R N
OW 4 8 9 0  I F  S C O R O M I S C O R E  T H E M  M I S C O R E =S C O

RE

SW 4 9 0 0  P O S I T I O N  0 , 7 : 7  1 :1 6 ) "s c o r e  " ; S C O R E :
P O S I T I O N  1 0 , 7 :
7  n 6 : . . h i  
" : 1 1 /
S C O R E

LW 4 9 1 0  P O S I T I O N  0 , 9 :
,  1 1 6 ; " O P T I O N  
s k i p

" :S K / 1
5VC 4 1 2 0  7  1 1 6 :"5 E L E C T  l e v e l  " I . S K I L L : ?

1 2 6 :"S T AR T  b e g i n "
BC 4 9 3 0  C = P E E K ( 5 3 2 7 9 )
NZ 4 9 4 0  I F  C = 3  T H E N  G O S U O  4 9 8 0 : 5 K I P = S 5 ( I P +

I : I F  S K I P > M A K S K I P  T H E N  S K I 0 7 0
OR 4 9 5 0  I F  C = 5  T H E N  G O S U B  4 9 6 0 : S K I L L = S K I L

S K I L L > 3  T H E N  S K I L L . 1
0 8  4 9 6 0  I F  C = 6  T H E M  G O S U B  4 9 8 0 :R E T U R N
UC 4 9 7 0  G O T O  4 9 1 0
BL 4 9 8 0  F O R  1 = 1 0 0  T O  8 0  S T E P  - 2 : S O U N D  0 , 1

, I 0 , 6 : N E X T  /
Yw 4 9 9 0  S O U N D  0 , 0 , 0 , 0 : R F T U R N
KU 4 1
1
9 7  
R
E
M

KO 4 9 9 6  RE M . 1 1 4 • m i r m I 1 D I E - E 1 0
LC 4 9 9 9  R E M
KW 5 0 0 0  R E S T O R E  5 0 3 0
OX 5 0 I C  F O R  I = 0  T O  2 0 0 : R E A D  A : P O K E  2 4 5 7 6 .

/ , 0 : N E X T  I
AJ  5 0 2 0  R E T U R N
OJ 5 0 3 0  D A T A  1 0 4 , 1 6 8 , 1 1 , 1 6 2 , 9 6 , 1 6 9 , 7 , 3 2 , 9

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

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

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

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

co  5 0 r - 4 )  D A T A  1 7 3 , 1 2 , 2 0 6 , 2 0 8 , 2 4 5 , 1 7 3 , 4 , 2 0 8
, 2 0 1 , 1 , 2 4 0 , 1 1 , 2 8 1 , 9 , 2 0 8 , 2 3 4 , 1 7 3 , 4 , 6 , 2 0
1 , 2 5 0 , 2 0 6 , 2 2 7 , 1 4 1 , 3 0

DX 5 0 0 0  D A T A  2 0 8 , 2 4 0 , 2 2 2 , 1 6 9 , 4 0 , 1 4 1 , 0 , 2 1 0
•1 6 9 , 8 , 1 4 1 , 1 , 2 1 0 , 2 0 6 , 4 , 6 , 2 0 6 , 1 , 6 , 1 7 3 , 4
,2 0 8 , 2 0 1 , 1 , 2 4 0
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D I S K  B O N U S

0 0 , 2 3 2 , 2 3
6 , 2 1 , 6 , 2 0
8 , 1 9 0 , 1 6

KT 5 1 9 7 REM
MJ 5 1 9 8 REM R EAD  N  C L E A R I N G  / C
KM 5 1 1 1 REM
DC 5 2 0 0 D I M C L E A R 5 ( 3 1 ) :R E 5 T O R E  5 2 3 0
XZ 5 2 1 0 FON 1 =1  T O  3 1 ! R E A D  A : C 1 E A R 5 ( I , I ) : :

C O R S C A) :N E X T  I
AN 5 2 2 8 R ETU R N
DT 5 2 3 0 D AT A 1 0 4 , 1 0 4 , 1 0 4 , 1 3 3 , 2 0 5 , 1 0 4 , 1 0 4 .

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

6 , 2 0 0 , 2 5
1 , 2 3 0 , 7 0
5 , 1 6 6 , 2 0
5 , 2 2 8

KO 5 2 4 0 D AT A 2 0 6 . 2 4 0 , 2 4 3 , 1 4 4 . 2 4 1 , 9 6
KM 5 2 9 7 RFM
Go 5298 REM R EAD  c m s t r  R E L O  R I F I W Z I Z aKP 5 2 1 1 REM
I C 5 3 0 0 D I M R E L O C AT E $ 1 3 4 3 :R E S T O R E  5 3 3 00

PINBALL.
by Chris Guise

For (he fi rst l ime  our bonus comprises o f  a couple o f
excellent p inba ll games created with  the _famous Pin-
)a ll Construction Set. The _format wi l l  be familia r to

many readers but the games, nevertheless, rema in
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 p layed with  a
jo yst ick  in port I ,  The number o f  players can be selec-
ted before a yank
,  
c o m m e n c
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SELECT key and the ba ll release and jlippers are
operated by the joystick.

WARNING! These games can become quite addictive!
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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 fo r 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 o r telephone 0785 213928

Fc 5090 DATA 71,2el,s,,,16,17,160,1,1,8,2s
4 , 1 7 7 , 2 6 4 , 1 3 6
,
1 4 5 . 2 0 4 , 2 0 0 , 2
0 0 , 1 / 2 , 1 0 , 1

44.245,176,143.141,38,,08
KU 5 1 0 8  D A T A  2 4 0 . 2 3 4 , 2 3 0 , 3 , 5 , 2 3 0 , 1 , 6 , 1 6 0 ,

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

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

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

1 4 1 , 0 , 2 0 8

F K 5 1 2 0  D A T A  2 4 , 1 4 4 , 1 2 8 . 1 6 2 , 0 , 1 0 9 , 1 2 , 6 , 2 4
0 , 1 9 , 1 0 1
.
9
.
6
.
2 2 1
,
1 0
,
6 , 2 4 0 , 6 ,
2 5 4 . 9 . 6 ,
2 4

. 1 4 4 , 2 7 , 1 6 1

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

An 5 1 4 8  D A T A  1 2 , 6 , 2 5 4 , 9 , 6 , 1 8 9 , 9 , 6 , 1 5 7 , 1 , 2

DROIDZ
TA 5 3 1 0  F O R  I = 1  T o  S i t : R E A D  A : R E L O C A T E S ( I ,i).--,clims(a)tmexT I
AP 5 3 2 0  R E T U R N
SoC 5330 DATA 104.1.4„133,207,x64,0.33,286.

1 6 1 , 0 , 1 3 3 , 2 0 4
,
1 6 9 , 2 2 4 , 1 3 3 , 2
0 5 , 1 6 2 , 4 „ 1 6

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

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

GM 5 3 9 8  R E M
KR 5 3 9 /  R E M

TO 5 4 0 0  D I M  F X 6 E 3 7 ) ; R E 5 T O R E  5 4 4 0
J X  5 4 1 0  F O R  I = 1  T O  2 2 :R E0 1 1
,  4 : F X 5 C X , I 3 = C O R5 1 0 1 :N E X T  I
DU 5420 Hi.xmicAoR(rx51fz56):Lo.aoRcrms,-MIN256
TV 5 4 3 0  P O K E  5 1 2 . 1 0 : P O K E  5 1 3 , M I : R E T U R N
MM 5 4 4 0  D A T A  7 2 , 1 6 5 , 2 0 7 , 1 4 1 , 1 0 , 2 1 2 , 1 4 1 , 2 5

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

3 3
,
2 0
0 ,
1 0
4 ,
5 4

11
,
6 
5
9
9
9  
R
E
M  
-
-
B
L
O
B  
P
O
S
I
T
I
O
N
S
-
-

RD 6 0 0 6
8

0114 6 0 1 0

X I  6 0 2 0
2 4

L H  6 0 3 0
4

M I  6 0 / 9
C6  6 1 0 0
UM 6 1 1 0

D AT A

D AT A

D AT A

D AT A

P E A'  N  T I T SC R EEN  ' / C

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

0 0 , 1 9 2
.
8 4
,
8 0 , i 4 4
,
5 2 . 1 2 0
, 2 0 0 ,

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

REM  -
-
P L A
Y E R  
D
A I
A -
- -

D AT A 0 , 6 0 , 1 0 , 1 2 6 , 2 3 1 , 2 5 5 . 1 2 6 , 4 2
D AT A 0 , 0 , 6 0 , 9 0 , 2 5 5 . 1 5 3 , 1 / 5 , 1 2 6
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AZ OF A TA R I SOFTWARE

THE All Of MB
(AND NOT SO GOLDEN)OLDIES

continued
LOCO
arc A l l i g a t a 1987 ( t )  b u d
A horizontally scrolling game in which you're in charge at 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, its  a good shoot 'em up featuring a train
instead of a spaceship.

LODE RUNNER -
5 " A
-
plat B r o d e r b u n d  1 9 8 3  (d,r )  f u l l
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 enougNewels  to open up
the exit to the next level. *Lode Runner' is a game where the right
strategy is just as important as being nimble with the joystick.
Recommended for the platformers among you.

Star Rat ings:-
*

*

arc
plat
s im
strat
adv
gr adv

frp

a r c
,
' a d
v

arcade game
plallorm game
s imulat ion
strategy game
text adventure
text adventure with
pictures
fantasy role play ing
game
arcade game with
puzzle solv ing.map-
ping etc_

THE KEY

poor
poormedioc re
mediocre
mediocre/good
good
good 'excellen(
excellent

(ff g a m e  is available on tape
ld) g a m e  is  available on disk
(r) g a m e  is  available on ROM

cartridge
bud b u d g e t  priced game

(E1.99•C.2,99)
mid m i d - p r i c e d  game

(E3.00-Ell_99)
full f u l l  priced game (C9.00+)
imp g a m e  is (or was) only

available on import  from
America

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

The price and format (tape. disk etc.) ranges quoted are intended as guhrlefines
only. Games wh ich  were orig ina l))
,  a v a l l a b t e  
o n  t a p e  
a n d  
d i s k  
c a n  
n o w  
b e  
f o u
n d

on c ar tr idge  a n d  v ic e- v er s e. n o s  c a n  ith50 a i r r t  th e  p r i c e  o f  th e  g a m e  in  q u e s ti o n ,

1 2  i s s u e  5 3  N e w  A t a r i  U s e r

LORDS OF CONQUEST
strat E l e c t r o n i c  Arts 1 9 8 6  ( d)  f u l l
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
ut N e w  Generation Software 1984 ( t )  s c a r c e
A straightforward instruction program which guides you through the
basics of 6502 Machine Code (the 6502 is the microprocessor at the
heart of the )(LAE).  The program is broken up into tour 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
gr adv B r ode r bund 1 9 8 2  ( d)  i m p /  scarce
This illustrated text adventure is in the style at the 'Indiana Jones'
movies. It's set in Mexico and has you searching tor 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
arc A c t i v i s i o n  1 9 8 5  ( d)  i m p /  scarce
Weird 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 3-0 magic carpet sequence and the wonderful
musical soundtrack.

MASTERCHESS
sim M a s t e r t r o n i c 1986 ( t )  b u d
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, so it's up to you to
challenge the computer.

MEDIATOR
arciadv E ngl is h Software 1 9 8 5  (t ,d)  m i d
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
arcladv N ov a ge n 1 9 8 5  (t ,d) m i d
Programming genius Paul Weakes
• t e r r i fi c  g a m e  
w a s  
l i t e r a l l y  
i n  
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 technique walks hand in hand with
terrific gameplay. If you haven't got 'Mercenary', then WHY not?

compiled by
Kirk Ruebottom
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MICRO RHYTHM
ut T w o  Bit Software/Firebird 1 9 8 6  ( t )  b u d
This is a program which transforms your computer into 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 foes 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
arc M i c r o p r o s e  1 9 8 4  (t ,d)  m i d
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
arc A t a r i  1 9 8 3  ( r )  m i d
Fast moving shoot •ern 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
great. Shoot 'em up fiends should like this one.

MILK RACE
arc M a s t e r t r o n i c  1 9 8 7  ( t )  b u d
A frustrating bike racing game in which you travel over all the stages
at 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
plat B i g  Five Software 1 9 8 2  ( r )  m i d
The excellent •Bounty Bob Strikes Back was  the sequel to this
innovative, much copied platform 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
ut D a ta ba s e  Software/Page 61987 (d)  . f u l l
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
arc T y n e s o f t  1 9 8 8  (t,d) m i d
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, •Urichurn' 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
arc A t a r i

-
01981 ( r )  m i d

A no-trills 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.

MISSING: ONE DROID
arc B u g  Byte 1 9 8 7  ( t )  b u d
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 or so. You control a droid who fires in eight directions at the
hordes of nestles which appear and move all over the screen. Much
better done then the similar Duellin' Droids', but there's no denying
that its a pretty shallow game. amusing at first but eventually
tedious.

MOLECULE MAN f 2 z
arcladv Mastertronic 1 9 8 7  ( t )  b u d
This game 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
arc M i c r o  Design
Avoid at all cost'

MOON PATROL
arc Williams Electronics /Atari
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 I know,
but this one is pretty to look at and it plays very
well too.

1987 ( t )  b u d

1982 ( r )  m i d
?-ltre-rt
msx

ATARI
MONTEZUMA'S REVENGE
plat Utopia SoftwarelDatabyte 1986 (t ,d) m i d
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
arc M i c r o d e a l  1 9 8 4  ( t )  s c a r c e
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 humorous in parts, and the sound, whilst
being of a good standard, could grate on you after a while

MR ROBOT AND HIS ROBOT
FACTORY
plat Datamost/Databyte 1983/1986 (t,d) m i d
A neat platforms and ladders game with some 111111011111#
original touches. Along with the standard jump-
ing. climbing and disposing of nestles 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).

New Atari User • Issue 53 1 3



AZ OF ATARI SOFTWARE

M.U.L.E.
strat Electronic Arts/Ariolasoll 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 -
M o n o p oly' 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 importantly, an example of the perfect computer game.

MURDER ON THE ZINDERNEUFF*
strat Electronic ArtslAriolasoft 1984 (d)  m i d
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
different. Altogether original and refreshing, with some glorious char.
acters and great atmosphere.

NECROMANCER
arc B r ode r bundiSy na ps e 1 9 8 2  (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 to stop ogres from eating
the trees you are planting. In phase two 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 unique gameplay make
'Necromancer' a winner.

THE NEVERENDING STORY
gr adv D a t a s ot t  1 9 8 6  (d)  im p/s c a r c e
A fantasy adventure with some excellent graphics. based on the film
of the same name. You may have some trouble getting your inputs
understood due to the limitations of the games  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 S u b l o g i c  1 9 8 2  (d,t)
A computer pinball machine with some weird
sound effects and, unfortunately, artif acted
colours. As well as giving you a good game of
pinball, this program allows you to control
some of the parameters, such as ball speed.
scoring etc. It's tairly well done, but not as
good as 'Pinball Construction Set'.

NINJA
arc M a s t e r t r o n i c 1986 (t)A b u d

imp/scarce
I ) 1  I  S O N

_

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 iKarateka' or
'International Karate'). Altogether, one of the best budget releases
for the Atari.
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NINJA MASTER
arc F i r e b i r d 1987 ( t )  b u d
Not a martial arm 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. Another has you
waggling the joystick as fast as you can, and the last involves 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
plat A m e r i c a n a / U . S .  Gold 1986 (t,d) m i d
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 different screens in all, and
the graphics are good enough to lift it above the run of the milt

OLLIES FOLLIES
plat A m e r i c a n / U . S .  Gold 1986  (t ,d) b u d
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 Burl', but at the price represents nice
value for money

ON CUE
sim M a s t e r t r o n i c  1 9 8 7  ( I )  b u d
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 pulling snooker onto computer,

180
arc M a s t e r t r o n i c  1 9 8 7  ( t )  b u d
Another darts simulation, this t ime requiring 64K of
memory to run_ You have the option of playing
either a friend or the various computer opponents
at -
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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
1
'  f r o m  y o u r
T.V. speaker.

ONE MAN AND HIS DROID
arc M a s t e r t r o n i c  1 9 8 6  ( t )  b u d
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
located somewhere in the maze, I suppose it's a sort of futuristic
'One Man and His Dog' (hence the title). Music plays constantly
throughout and it can become quite irksome.

ONE ON ONE
arc Ele c tr onic  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 guile an
enjoyable game. Watch out for the s low motion
replays, fouls and slam dunks.



OPERA HOUSE/CIA
adv B i g n o s e  Software 1 9 8 5  ( d)  b u d
Two text adventures on one disk. The first casts you as a Prima
Donna searching the Paris Opera House for the (in)famous phantom
who is out to wreck your opening night. The second is an Indian
Jones type affair where you are up to your neck in jungles, natives
and quicksand. They're reasonably entertaining, but a bit short on
vocabulary and location descriptions.

PACMAN
arc D a t a s o f t / U . S .  Gold 1 9 8 4  (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
arc R e d  Rat
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 to slop 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!
plat A t l a n t i s
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 *
arc M a s t e r t r o n i c
Tricky, oiagonally scrolling snoot •em up in the vein of -
B l u e  M a x ' .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
gr adv R a i n b i r d  Software 1 9 8 7  (d)  f u l l
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
adv Bignose Software/Atari 1 9 8 5  (t,d) m i d
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
arc T y n e s o f t

1986 (t,d) m i d

1987 ( t )  b u d

1987 ( t )  b u d

1987 (t ,d)  m i d
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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.

PHARAOH'S CURSE
arc adv Sy na ps e  1 9 8 2  (t ,d)  imp/scarce
An interesting little arcade adventure which has you running and
jumping through a pharaoh's tomb in search of ancient artifacts.
Elements of platform, shoot 'em ups and puzzle solving blend
together well here, but the whole thing is let down by some weak
graphics.

PHARAOH'S PYRAMID
arc Master  Control Software 1983 ( t )  imp/scarce
Probably the best of the numerous saBert  c lones for the Atari. In
case you missed '0-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 Elec tr onic  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 ol 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 PAL,  T.V. set owners can only obtain
monochrome graphics due to the programmer's use at American
artifacting to obtain colour.

PITFALL 2
arc A c t i v i s i o n
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 t ime those leaps perfectly. Competent and imaginative
programming are quite evident in 'Pitfall 2'.

PIRATES OF THE BARBARY COAST *
strat S ta r s of t /C a s c a de  1 9 8 7  (d)  m i d

swim against the critical tide and admit that I 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/strategyishoot 'em up game, ESPECIALLY on the ) (L I E

PITSTOP
arc E p y x

A-Z OF ATARI SOFTWARE

1984 (t,r ) m i d

1983 ( r )  s c a r c e
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
arc E p y x 1984 ( d)  f u l l
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 onginal. The pitstop scenes are still
here. and they are as good as in 'PlIstop 1'

MORE NEXT ISSUE
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Kits Bits

approx imately  $1120 - over E.500.
I lere is  a run down of  the costs. Prices have been converted

f rom Aus t ralian dollars  at the exchange rate of  2 dollars
pound.

Port folio E247.50
Megat emi Cable and sof tware 60.00
Parallel Interface E 45.00
Serial Interface E 60.00
Cable for Parallel Interface E 12.50
Nul l  Modem E 5.00
9 p in / 25  pin Connec t ion E 5.00
128k Rarndisk  Card E125.00

Total E560.00

THE XE AND THE PORTFOLIO
and other interesting stories • by Kit Lethby
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inf ormat ion to and f rom the Atari Port folio and I t hought
ot her readers might  like to share nw experiences.

I have been us ing a Port folio wit h my  XE for over a year now
and have had very successful results  when t rans ferring data.
Bef ore'  go into the details  there is one t hing that  needs to be
c larifi ed f rom the reply  to the original letter.  Yes. the Port folio
does have a comms  package built  in,  BUT it wi l l  only  work
when the Parallel Interface is connected and is c ommunic at ing
wit h an IBM compat ible machine.  When c ommunic at ing wit h
the Atari one mus t  use the Serial Interface, a connector to
change the 9 pin out put  to 25 pin output .  a nu l l  modem,  and a
suitable cable to connect the Port folio to the Atari.  I use one
that  was made in Aust ralia.  but  the people who made it  inf orm
me that  the P.R. Connec t ion should also work.  Regarding
software.1 use a Shareware program called MEGATERM 2.
whic h is not  current ly  available in the U.K. but  whic h should
short ly  be available as Shareware t hrough Page 6. I have not
t ried Arnodem or Kermit ,  but  int end to in the future.  I ' ll keep
YOU inf ormed of  the results.
The Port folio also has to have dif ferent  software. There are

two good PI) programs  whic h I gained f rom Atari.  Aus t ralia.
who I mus t  say have been great in ass is t ing me wit h sof tware
for the Portfolio, The best program is Xterm 2. but  Acorn wil l
also successfully  t ransfer the files. A fi lename has to be given
at both ends or the Capture Mode can be used on one end.
Occasionally  the Port folio locks up if  one is  us ing other PI)
programs  and therefore it  is necessary to Cold Start  it  and
naturally ,  one loses all the fi les on the built  in C: Drive,  It is
therefore advisable to have a Ramdis k  Card so that  Xterrn does
not get wiped out .  Of  course. Xterrn has to be downloaded into
the computer and one wil l have to fi nd a k ind dealer who is
prepared to do this  t hrough an I BM machine,
For this  you need the Parallel Interface (the sof tware for the

IBM comes wit h it) and necessary cables, whic h can also be
used to printout  documents  to a Cent ronics  Printer.  Alt erna-
tively, I t  could be put  s t raight  onto a Rarncard.  but  again Atari
or a supplier would have to do this.  Maybe the Silica Shop can
help?
Atari have supplied me wit h numerous  PD programs  for the

Port folio - Chess, Basic.  Othello.  etc. whic h I download and
store in Atari format  onto my  1050 !Ask Drive.  All illes  are
usually  successfully t ransferred wit h the except ion of  very long
programs  over 45K, whic h need to be t rans ferred in more t han
one part .  A PD program has also been writ t en whic h enables
the user to connect a s mall portable bat tery  operated 3.5 inch
floppy disk  drive produced 5 / 6  years ago, and whic h has now
been re-released by Tandy  called the PDD2.  I t  can be connec-
ted to the Port folio via one of  the interfaces and format ted to
hold 200k  of  data per disk. I have not  acquired one yet, but  do
intend to and again wi l l  keep you inf ormed about  it.
I hope this  has been of  some help to those interested in

acquiring a Portfolio. I 've found it  to be a great lit t le machine.
but  had it  not  been for the backup that  Atari.  Aus t ralia have
given me, could have found the whole t hing very f rus t rat ing.
All in all,  it  was quite a cost ly venture and set me back

6 I s s u e  53 New Atari User

to the

SOME TIPS

CONNECTING UP
On to another subject  now for those who have more t han one

computer.  I recent ly  built  an interface,  whic h enables me to
connect  my  two XE computers  to one 1050 Disk  drive, as well
as the cassette, pr int er switch box (one lead for the XE, one for
the Port folio),  the RS232 connec t ion (to the Port folio,  and a
spare jus t  for the Hell of  it! This  enables me to switch the drive
between the two computers ,  work ing on one while the other is
loading.  Someone can play on one while another person is
work ing on the other,  one can print out  whi le the other is
accessing the disk  drive etc. I t  s tarted out  as a Van  I do it '
project  and ended up being very successful and I use It far
more t han I ever expected. I t  also saves so muc h unplugging
and 'wear and tear on  the sockets. I  am prepared to writ e an
art ic le on how it  is done,  but  as it  would be quite t ime
c ons uming how about  readers  let t ing me k now if  they are
Interested before I put  pen to paper? It was  remark ably  easy to
do and as I've never done a t hing wit h electronics before. I 'm
sure anyone could have a go.

For those that  like to dabble,  here are a few t ips  on how it is
done. MI  one has to do bas ically  is mak e up a double cable
and run it  f rom the disk  drive to the 2 computers  and put  a
switch between pin 7 & 10 so that  the computers  don't  k now
that  each other are there. Well,  t hat  isn't  quite all of  course as
the disk  drive and pr int er will only  be available to one compu-
ter at a t ime,  hence the need for a proper interface. I f  you're
interested in the art ic le then let me know.

Here are a few t ips that  readers  may  have forgot ten about .
-- when us ing Turbo Basic: I f  you go to DOS instead of

reboot ing or loading AUTORUN.SYS.  hit  M.  type 2080 and
you'll fi nd yourself  st raight  back in Turbo Basic.



-- i f  us ing the SpartaDos  X Cart ridge and you wis h to disable
the Cart ridge while boot ing another disk. rat her t han pul l ing
out  the cart ridge,  go to basic. type: POKE 580.1 [RETURN]  and
hit  SYSTEM RESET this wi l l  boot up a disk  wit h the Cart ridge
disabled.
-- i f  you use SpartaDos  X. why  not  mak e up a disk  whic h on

bootup loads that  excellent  program f rom Page 6 issue #33,
Soltkey. Put  on all your most  regular commands ,  for ex iimple I

WO D I 3 3 8  I F  P = 7 4  T H E N  S E T C O L O R  1 , T I N T . L o w : C1 R E M
0 7 2 R E M  I t  C R Y S T A L S  -  a u t h o r  u n k n o w n  * OLOR  1

5 P 3 R E M  * I LI 3 4 0  P = 1
2
.
1 : N E X
T  
X

GD 4 R E M  I t  N E W  A T A R I  U S E R  -  D e c  ' 9 1  * ZJ 3 5 0  R E T U R N

WS OY 1 0 0 0  R E M  C A L C U L A T E  L I N E5 R E M
P r 1 0  G O S U B  9 0 0 0 NO 1 0 1 0  X = P

-
1 .

R J 1 5  D E G  : R A = 1 2 : I = R A / 2 P J 1 0 2 0  F O R  P • z . l .  T O  K
I D 2 0  D I M  0 ( 8 8 ) , W ( 8 0 ) , E ( 8 0 ) , R C 8 0 1 HY 1 0 3 0  m = C W C P 3 - R ( p ) ) / t o ( P )

-
E ( p )
)

HO 3 0  P O K E  7 7 , 0 PL 1 0 4 0  1 5 = W C P )
-
M * 0 C P )

Z r 1 4 3  A I X = 1 5 0 : 0 2 X I S O : A 1 V z 9 5 : 0 2 V = 9 5 DM 1 0 5 0  S T = C E ( P )
-
0 C P ) ) / 2 0

DO 1 4 4  F 1 7 R A * R N D C 1 )
-
I L F 2 . 7 . R A * R N D C 1
3
-
I

PU 1 0 6 5  I F  O C P ) = E C P )  T H E N  O ( P ) = 0 C P ) + 1 : G O T
H I 1 4 5  F 5 = R A * R N D C 1 2

-
I L F 6 = R A * R N D C 1 )
-
I

o 1 0 3 0
JO 1 4 7  r 7 = R A * R N D C ) . )

-
I L F 8 = R A * R N D C 1 )
-
I

ZR 1 0 7 0  G O S U B  1 5 0 0
F P 1 4 8  F 3 = R A * R O L O C 1 3

-
I : r 4 . R A * R N D C 1 1
-
1

I M 1 0 8 0  N E X T  P
RN 1 7 0  G O S U B  3 0 0 HC 1 0 8 5  F O R  X X = 1  T O  4 0 0 : N E X T  X X
VW 1 8 8  G R A P H I C S  2 4 BA 1 0 9 0  R E T U R N

SM 1 9 0  S E T C O L O R  1 , 0 , 1 5 : 5 E T K O L O R  2 , 0 , 8 L J 1 5 0 0  F O R  I t  =O C P )  T O  E C P )  S T E P  S T
p Z 2 0 0  S E T C O L O R  4 , 0 , 0 AW 1 5 1 0  Y=M * 1 4 4 1 1
XZ 2 0 5  C O L O R  1 HC 1 5 2 0  P L O T  1 b 0 4 1 1 , 9 6 + Y
S I 2 0 6  G O S U B  4 0 0 0 I R 1 5 3 0  P L O T  1 6 0 4 - M , 9 6

-
Y

OL 2 1 0  G O S U B  1 0 0 0 JM 1 5 4 0  P L O T  1 6 0
-
X , 9 6
-
Y

PS 2 3 0  F O R  D = I  T O  2 0 0 : P D X E  5 3 2 7 9 , 0 : N E X T  D I N 1 5 5 0  P L O T  1 6 0 - 1 1 , 9 6 + Y
MA 1 5 6 0  N E X T  X:R E M  A D O  G O  S U B  1 0 0

EN T ER  G R O D U  P i BE 1 5 7 0  R E T U R N
COL 2 7 0  G O T O  3 0 r V 4 0 0 0  N = P
0 0 3 0 0  R E M NOR 4 0 1 8  K = P - 1
GZ 3 0 4  P = 0 PM 4 0 2 0  F O R  P 1  T O  K
J r 3 0 5  Z I = I N T C 3 6 1 * R N D C 1 1 ) 1 Z 2 = I N T ( 3 6 1 * R N O T NM 4 0 3 0  P L O T  E C P 3 , W ( P )

1 1 ) OR 4 0 3 5  P L O T  O ( P ) , R ( P )
L S 3 0 6  Z 3 = I N T ( 3 6 1 * R N D C 1 . 1 ) : 2 4 = I N T ( 3 6 1 . * R N O ( EK 4 0 4 0  P L O T  E C P 3 , 1 9 1

-
W ( P )

1 ) ) GK 4 0 4 5  P L O T  O C P ) , I V 1
-
R C P )

ET 3 0 7  V 7 . 3 6 1 * R N O C 1 ) EN 4 0 5 0  P L O T  3 1 9
-
E C P ) , 1 9 1
-
W C P
,

D I 3 0 8  Z 5 = I N T C 3 6 1 0 1 O R N D C 1 1 ) : Z 6 = I N T ( 3 6
1
* R N D (

HP 4 0 5 5  P L O T  3 1 9 - 0 C P 1 , 1 9 1
-
O R C P 1

1 ) ) Jm 4 0 6 0  P L O T  3 1 9 - E ( P 3 , 1 1 ( P )
OV 3 0 9  Z 7 = I N T C 3 6 1 * R N D ( 1 ) 1 : 2 0 = I N T ( 3 6 1 * R N D

(
N I 4 0 6 5  P L O T  3 1 . 9

-
0 ( P ) , R C P )

1 ) ) I M 4 0 7 0  N E X T  P
R I 3 1 0  F O R  X =L o  T O  Y 4

-
4 7  S T E P  
0 . 6

GP 4 0 8 0  P = N
5 4 3 1 5  T 1 = S I N ( t 7 1 i i - x ) * F 1 ) 1 T 2 . 7 - 5 I m c ( i 5

4 -
x ) * F 5

BD 4 0 9 0  R E T U R N
0 0 9 0 0 0  D I M  c R 3 ( 1 ) : C R 5 = c m R 5 ( 1 5 5 ) : D I M  A S t i

HT 320  0 ( P ) c l o 5 c ( i l 1 M m i t T 1 m T 2 + 0 . 4 ) / 1 . 4 2 ) 921:OR[M FO R P R I M  E R  DUMP
wo 3 2 1  T O L = S I N C ( Z 2 + X ) * F 2 1 : T 2 = S I N C ( Z 6

4
X ) * F 6

HZ 9 0 1 0  G R A P H I C S  2 : 0 P E N  A l . „ 4 , 0 , " K : * * : P O K E
1 7 5 2 , 1

JU 3 2 2  W ( P ) = A B 5 C C A I Y N C T 1 * T 2
4
0 . 4 1 / 1 . 4 1 )

WC 9 0 2 0  S E T C O L O R  0 , 8 , 1 0 : S E T C O L O R  2 , 0 , 0
BD 3 2 6  T I = S I N C C Z 3 + X ) * F 3 1 : T 2 = S I N C ( Z 7

4
X ) * F 7

J I 9 0 3 0  P R I N T  U 6 ; C R S ; C R S ; C R S ; C R S ;
1 I X 9 0 5 0  P R I N T  U 6 ; "  C R Y S T A L S

-GD 3 3 0  E ( P ) = A B 5 C ( A 2 X * C T I * i 2 + 0 . 4 / 1 1 . 4 ) ) OZ 9 0 6 0  P R I N T  1 1 6 ; • '
-EU 3 3 1  T I = 3 I N I T C 1 4 4

-
X 1 * F 4 ) : T 2 = S I N ( (
1 8 + X ) * F 8

I T 9 0 7 0  P R I N T  U 6 L "  b y  d y n a c o m r
.R N 9 0 8 0  P R I N T  "  P l e a s e  W a i t

JN 3 3 2  R C P 1 = A B 5 ( C A 2 Y * C T I * T 2 + 0 . 4 3 / 1 . 4 ) ) y r ' 0 9 0  P O K E  7 5 2 , 0 : R E T U R N

use:

Q • DI R "D8:* .*
L - LOAD "D
S - SAVE "D
E - ENTER "D
A - X  D8 : Fi lenamel . OW
B - X  D8:Filename2.0111
etc.
Y - COPY D I :Filenamel.05,1,118:  Pi lename1,013,1
•  - COPY D 1:Filename2.011.1.D8:Filename2.0BJ

I load in Turbo Basic and Tex tpro into D8:  on boot up f rom an
AUTOEXEC, BAT file and then use DOS and Softkey to load
them instant ly .  This  is only  worth doing if  you can easily exit
f rom your program to get to DOS to load the next MI ,  program.
but  of  course it  works  fi ne us ing Basic programs.

FINALLY I PRESENT
I have inc luded a nice lit t le program that  produces  very

interes t ing randomly  produced graphic  designs in mode 8. I
bought  it  f rom America years ago. but  have never seen in over
in Europe.  It 's in Basic and is best used wit h Turbo Basic or
Compiled.  I 'm sure many  readers would be interested in it,
even t hough it  is  about  12 years old! I did add a ut il it y  to make
a 62 sector fi le of  the graphic  on disk  and t hen us ing the
facilit ies in 'Print  Shop" and PS Interface you can t urn it  into a
fi le that  can be loaded as a ' t i le bac k ground wit h 'Print  Shop'.
However this  vers ion 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 fi nd a program to make a
screen dump to disk.

Well t hanks  for lis tening to some t ips  f rom down under.  In
c los ing might  I suggest that  the magaz ine runs  a page that
inc ludes  useful t ips on programming,  useful Peeks and Pokes.
etc. t hat  readers send in.  together wit h other lit t le tricks_ What
sort  of  interest would there be in t his  idea?

Ka Lethby  is a long term reader and supporter f rom Sydney.
Aus t ralia where the Atari is s t ill surv iv ing (just!)
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F e a t u r e

EIGHT BITS
OF HISTORY
OR, THE WAY IT MIGHT HAVE BEEN P a r t  2
Ed Hall concludes his look
at the fortunes of Atari
throughout a short history

ramie' found a way to survive. He  withdrew from the

r

O
American market and concentrated on his native
Europe. There he buil t up a loyal following 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 of all. it plunged into debt a 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 l aunched 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 of
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.
But before bui lding their own machine, Tramiel decided to
check out a computer  already being developed around the
6502.  I le sent Chuck Peddle, the man who designed the 6502.
and Andre Sousan, Commodore's VP of engineering, to see
Steve Jobs. Acquir ing the Apple II would save Commodore a lot
of development time.

TOO MUCH FOR
TRAMIEL!

Steve Jobs was ready to sell. He asked for 81041000, sonic
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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 t h e  same year that the
Apple II and the Radio Shack TRS-80 Model  I were introduced
- the Commodore PET came out.
Commodore went on to comer  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 out its own
personal computer.  In the ensuing home computer  wars of
1982-83.  Tramiel had the satisfaction of crushing 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.
Commodores chief weapon in the home computer  wars was

the 64, a low-cost computer  which matched the Atari MOO in
graphics and sound,  In 1983 Atari countered with the XL line.
whose first model  (the 12001 flopped miserably. The 800XL
became Atari's main computer,  but as the name suggests, it
was basically a revamped 800.  Though a good product,  the
800XL 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 too mor ibund 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 conyer
ted to a computer.  I t 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, but it also obtained a
loan from Atari to assist wi th the development of the Lorraine.
It was precisely the sort of product which Atari itself should
have had under  development.
Atari 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 - at
nearly the same time that Steve Jobs was tr iumphantly laun-
ching the Macintosh - Jack Tramiel abruptly resigned. Corn-



modore stock fell and suddenly  its f uture was uncertain.
especially when Tramiel resurfaced 6 mont hs  later and bought
c ont rol l ing interest in Atari.  A number  of key people followed
h im there i n  addit ion to his  three sons, there was Greg Pratt,
Sig Har t mann.  Elie Kenan.  and others. One of  them. Shiraz
Shi i l i .  led the team of engineers who produced the ST compu-
ter in a mirac ulous  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 work ing prototype of  the
Lorraine.  but  needed more capital to br ing it  to market .  Was
Tramiel Interested in ac quiring it? Tramiel was. but  the offer
he made wasn't  to t heir lik ing.  so of f  Amiga went  to Com-
modore.
Commodore.  however,  was preoccupied by the upheavals

whic h followed Tramiel's  departure,  and showed no interest .
Reluc tant ly  Amiga returned to Atari to accept Tramiel's  offer.

but  were s tunned to t eam that  it  was  now muc h less than
before. Wit h the ST under development .  Tramiel had no need
for another 68000-based computer.  Besides. Amiga st ill owed
Atari money,  and i f  they defaulted on the loan. Atari would
pick up Amiga's  assets anyway.  Amiga s tubbornly  refused to
cut  its losses, and for the second t ime left Atari wit hout
mak ing a deal.
At t he last minut e,  on the same day the loan was due.

Commodore roared in and snatched the Amiga f rom under
Tratniel's  nose for $25 mil l ion.
Atari and Commodore exchanged lawsuit s  - Commodore

c laiming that ex -Commodore employees who followed Tramiel
to Atari had taken wit h t hem t rade secilets. and Atari dis put ing
owners hip of  the Amiga.
The Si'  debuted exactly a year af ter the Mac, and was  dubbed

the "Jack intosh" by the press. The Amiga came out  later In
1985 but  the ST had stolen muc h of  its t hunder.  And like the
Macintosh.  Amiga sales were init ial ly  disappoint ing.

ATARI STILL
VIDEOGAME KING!

The appearance of  IBM's PC in 1981 may  have validated the
personal c omput er to corporate America.  but  it  also marked
the beginning of fresh t urmoi l .  The fi rm whic h stood to lose the
most because of IBM was  Apple.  for both companies  set t heir
sights on the high-end mark et  and the bus iness  world.  I t  did
not  take long for IBM to overtake Apple's lead. By  the end of
1983 Big Blue c ommanded about  one-t hird of  the market  and
had displaced Apple as the indus t ry  leader.
The year had begun well for Apple wit h J ohn Sculley coming

f rom Pepsi to replace Mike Scott. who had left in 1981,  The
Lisa and the Apple I le were both int roduced that  year. and for
a while Apple stock soared. Then.  Just as was happening wit h
videogames, the ent ire market  began to sour_ There was a
recession on, and people were becoming fed-up wit h the glut  of
lousy games cranked out  by greedy companies,  and confused
by the hyperbole spouted by compet ing computer brands.  The
indus t ry  needed a cooling-out  period,  and the consumer
waited for the marketplace to set t le down,  for the opt ions  to
become a bit  c learer,

PROFITS DROPPING
Though Apple did $983 mil l ion in sales for 1983.  it  also

suffered its  fi rst  quarterly  drop in profi ts.  and its stock fell
f rom a high of  $63 to a low of  $17. When the Lisa failed to
crack  the office market ,  it  became c lear that  Apple's  future
rested wit h the Mac intosh,  even though Apple II sales re-
mained surpris ingly  strong.  But  af ter a glitzy launc h in 1984
and s t rong early sales. the Mac stalled. Many  observers credit
the leadership al J ohn Sculley wit h keeping the company  f rom
going under.  Finally  a power st ruggle developed between Scul-
ley and the increas ingly  errat ic  Jobs. I t  came to a head in
1985, whic h was to prove the most  diffi cult  year of all in
Apple's his tory.  Woz left t he company  in disgust  and sold all
his  stock. Ot her key people began to leave the company  as
well,  inc luding Burrel l  Smith.  the princ ipal des igner of  the
Mac. burnt  out  by Apple polit ics  and 100-hour work  weeks.
Finally  things  came to a head between Sculley and Jobs, and
Jobs was removed f rom his  pos it ion as chairman.  St ung to the
quick.  he resigned. Twelve hundred people were laid of f
Morale was very low.
Atari meanwhi le had begun to unravel a year earlier than

Apple.  At  the t ime it  was  at t he peak of  its fortunes,  wit h over
10.000 employees worldwide and some 70 buildings  in Silicon
Valley.  Revenue in 1982 was  its highest  ever - $2 bi l l ion - but
Just before the year ended. Warner announced its earnings  for
the last quart er would not be as high as originally  predicted,
due to a s lump in the v ideogame market .  Immediately  Warner
stock lost  a t hird of  its value.

YOU LOST HOW MUCH?
In 1983 Atari suf fered s taggering losses - $450 mill ion.  I t  laid

of f  1700 people and accepted the res ignat ion of  Kassar. who
was  under invest igat ion by the Securit ies  and Exchange Com-
miss ion for ins ider t rading.  Warner replaced h im wit h James
Morgan,  a VP f rom Phill ip Morris ,  a tobacco company.  Morgan
cont inued t r imming  operat ions  but  he couldn' t  s taunch the
bleeding quick ly  enough.  Warner Communic at ions  had already
become the second biggest corporate loser af ter Chrys ler,  and
it had to get r id of  Atari fast. That 's  when Jack Tramiel arrived
in 1984.  At  last Atari was  back in the hands  of  someone who
k new the business.
Tramiel  s lashed Atari's  bloated corporate s t ruc ture unt i l  only

a s ingle bui lding remained,  and concent rated time company 's
resources on developing the ST computers.  This  meant  aban-
doning the v ideogame market ,  of  which Atari s t ill cont rolled
75% in 1984.  Tramiel  shelved the 7800 game system, whic h
had been unveiled jus t  two mont hs  before he took over the
company.  Though its  CPU was the aging 6502,  the machine
employed a new graphics  chip dubbed Maria,  whic h was Atar-
i's fi rs t  departure f rom the venerable player-miss ile system.
The result  was s tate-of -the-ari graphics .  Had the 7800 been
released as planned in 1984.  Atari might  have maint ained its
market  lead. By  the t ime it realised that  v ideogames were st ill
a v iable produc t ,  it  was  too late.
In 1986 Atari re-int roduced the 7800,  and brought  out  the

2600 (VCS) in a new case. In 1987 it released the XE game
system, whic h was the 800XL in a new case, and offered its
cus tomers  recycled sof tware that  was  as muc h as 5 years old.
These are not  the moves that  a company  makes  when t ry ing to
corner a market .  They  are what  a company  does when t ry ing to
pick  up c rumbs  at someone else's dinner table. However,  part
of Tramiers  bus iness philosophy  is that  it 's often bet ter not to
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be fi rst  int o a market ,  because then you can capitalize on the
mis takes of  others_ And in 1989 Atari made a s t rong move in
the v ideogame market  by acquiring the Lynx, a handheld game
mac hine which had been developed by a sof tware company
named Epyx_ But  by then the lead of  Nintendo and Sega
seemed almos t  ins urmount able.  As tonishingly .  Atari was no
longer v ideogame king. I ronically ,  its  computers  cont inued to
suf fer f rom the image of  "game machines . "
In ot her worlds  Atari was the sole surv iv ing company.  as was

Apple.  as was Commodore and IBM.  I f  you were free to choose
the world whic h would it  be? Or is the one En whic h you are
reading this  art ic le more interes t ing?

A POSTSCRIPT:
MORE SCIENCE FICTION

Steve Jobs, af ter being ousted f rom Apple.  is  now heading up a
new company  called NeXT, whic h is produc ing work  stat ions.
One of  the fi rst  bus iness deals he s t ruck  was wit h his  old foe.
IBM.
Nolan Bus hnell  is now work ing for Commodore.
Warner Brothers  st ill owns  a sizeable c hunk  of Atari.
Apple and IBM recent ly  announced an "alliance" in a bid to
counter dec lining sales

ANNOTATED BIBLIOGRAPHY
I. GENERAL
FIRE IN THE VALLEY: THE MAKING OF THE PER-
S O N A L  C O M P U T E R  by Paul Freiberger-and Michael Swaine.
(Osborne/McGraw-Hill:  1984)
This  book is a good his tory  of  the chaot ic  early  years of  the
mic roc omput er industry_ Apple.  Atari and Commodore are only
part  of  this story. Find out  about  the other guys, such as

Cromemeo.  and MITS.

HACKERS: HEROES OF THE COMPUTER REVOLU-
TI O N by  Steven Levy. (Doubleday: 1984)
Engagingly  writ ten,  t his  book brings  to life the exuberant
adolescence of  the mieroc omput ing indus t ry ,  and has  enough
oddball characters  in it  to populate several Donald West lake
novels. You' l l  read about  some of  the crazy goings-on in the
early days of Sierra On-Line,  the company  built  by program-
mer Ken Wil l iams  and his  wife Roberta (author of  all those
King's Quest adventures).  There is an interes t ing court room
scene when Atari brought  suit  agains t  Sierra for copyright
Inf ringements  on PaeMan. This  book is a mus t  read.

SILICON VALLEY FEVER: GROWTH OF HIGH
T E C H N O L O G Y  C U L T U R E  by Everett M. Rogers and Judith
K. Larsen. (Basle Books: 1984)
Of  the fl urry  of  books about  computers  which suddenly
appeared in 1984,  t his  one is the most  dated.  I t  gives a broad
pic ture of  life in Silicon Valley.  and deals briefl y wit h Just
about  every thing - venture capital.  espionage, hous ing.  the
divorce rate, burnout ,  women in the indus t ry ,  how a mic rop-
rocessor is manufac tured,  etc. I t  also gives brief  sketches of
Apple, Hewlet t -Packard.  Intel.  and assorted personalit ies.

T H E  S O U L  O F  A N E W  M A C H I N E  by Tracy Kidder. (Little,
Brown: 1981)
This  book describes the mak ing of  a new model of  mini-
c omput er by a group of  employees at Data General.  Despite its
t it le, the book's focus is on the people rather t han the
machine.  Alt hough it  has  not hing to do wit h Atari or personal
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computers ,  it 's  wort h reading for the ins ight  it  gives into the
enormous  personal cost required to produce a computer.  Steve
Jobs wil l  look  like less of  an ogre af ter you read this  book
(which,  inc identally ,  won a Pulit zer Prize). You' l l love the
prologue.

2. APPLE COMPUTER
Steve Jobs is. according to Jean-Louis  Gassee. who eventually
replaced h im as head of  the Mac intosh div is ion.  "t hat  hand-
some and t ragic  charac ter out  of  some novel, t hat  v is ionary
monster,  aesthete, lonely,  detestable and fasc inat ing creature,"
No wonder so many  books have been writ t en about  h im and
Apple Computer.  The c ream of  the crop are:
THE LITTLE KINGDOM: THE PRIVATE STORY OF
A P P L E  C O M P U T E R  by  Michael Moritz, (Willoam Morrow and
Co..: 1984)
STEVE JOBS: THE JOURNEY IS THE REWARD by
Jeffrey S. Young. (Scott Foresman and Co..' 1988)
WEST OF EDEN: THE END OF INNOCENCE AT
A P P L E  C O M P U T E R  by  Frank Rose. (Vik ing
.  1 9 8 9 )Th e  Lit t le Kingdom" focuses on Apple's  early  years, and has
lit t le on the development  of  the Lisa and the Mac, 'Wes t  of
Eden," the most  engagingly  writ t en of  the big three, picks  up
where 'The Lit t le Kingdom" leaves off. 'The J ourney '  is encyc-
lopedic  in its detail,  and covers the ent ire period that  Steve
Jobs was at Apple.
ACCIDENTAL MILLIONAIRE: THE RISE AND FALL
OF STEVE JOBS AT APPLE COMPUTER by Lee
Butcher. (Knightbridge Publishing Co.: 1990)
The s lightest  of  the books  about  Apple,  it  oilers  lit t le that  is
new. Read it  only  if  you want  a quick  pot ted his tory  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)
Who is J ohn Sculley? He's the man who got r id of  Steve Jobs.
and this  book was writ t en to expiate that  guilt .  Is he a sk illed
corporate hit t nan? Or a decent, hardwork ing person who saved
Apple f rom itselr? In support  of  the lat ter,  he offers a pic ture of
hims elf  mak ing a peanut -but t er sandwich.

3. ATARI AND COMMODORE
H O M E  C O M P U T E R  W A R S  by  Michael Tomczyk. (Compute!
Publications: 1984)
This  book begins wit h the aut hor t ak ing home a pre-produc -
t ion Atari c omput er and play ing Star Raiders  obsessively for
three nights  in a row.  A week later he quit  his  job. s tarted
learning BASIC. and began seeking work  in the computer field.
Though he subsequent ly  received job offers f rom both Apple
and Atari,  he ended up wit h Commodore.  The book is memor-
able for Its port rayal of . lack  Tramiel.

ZAP! THE RISE AND FALL OF ATARI by Scott Cohen.
(McGraw-Hill;  1984)
This  book reads like a hurr ied at tempt  to cash in on Atari's
mis fortunes.  A major short coming is t hat  it  concentrates
almos t  exclusively on Atari as v ideogame manuf ac t urer and
scarcely ment ions  its computers .  The aut hor t ries to lend a
sense of immediac y  to his  story by occasionally  s lipping into
the present  tense. In bet ter hands  the technique can work .  Of
all the books listed here, this  is unfort unately  the worst .

Ed Hail  is one of  our more jar jlurty readers  liv ing in Yellowknife
in the North West Territories in Canada where there seems to
be a thriv ing lit t le Atari community  (welt  we  k now of  at least
one other owner!). Get out an at las and check out where
Yellowknife is - you 'II fi nd it  just north of  Great Slave Lake Just
a couple of  hundred miles  f rom the Arctic Circle!
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LODE RUNNER

Level Articles
NOTHING

Name of level
EASY PEASY ONE

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

PUNCTURE KI T
A SILLY CON

8 ICE CHAI N,  FAT TYRE TINKS LEVEL
9 ICE CHAI N,  FAT TYRE,

PUNCTURE KIT, OIL CAN
A MIX DANGER

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
tomorrow and there are 20 million worried turkeys
hurriedly hatching escape plans before it is to late,

"fore impor andy the nights are drawing in and the holidays are
hurtling tantalisingly quickly towards us, which means that there
ire many hours of joyous late night Ranting ahead of us.
What better early Chris:nuts present front your friend and mine

(what modesty!) than a bumper (and I mean a very bumper!)
collectlim of yule tide tips and hints that should tide ,You over until
the new year when we meet again.
This issue has tips fi r &fountain Bike Sinmlator, Lode Runner

and Dungeon Adventure. All you amateur cartographers have
been busy, sending in lots of different maps :
f o r  a l l  t h e  
b e s t  , g a m e s .
This issues map is from the adventure Lapis Philosophorum. Get
those swords and torches out.

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

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

CONTROL + E F F E C T
F I n c r e a s e s  lives (max. 255)
A K i l l  man

Up 1 level
End go
Slower
Faster
Toggle digging direction
Keyboard controls I=Up:
M
,
D
o
w
n
:  
J
=
L
e
t
t
:  
K
-
R
i
g
h
t

Joystick mode

Also from Jas are a couple of tips for some classic adventure games.
R E T U R N  T O  E D E N  f rom the SILICON DREAMS trilogy
is the first for the Kendallsoll treatment It 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.

In M Y S T E R Y  F U N  H O U S E  from Scott Adams (what
ever happened to the maestro? It you know drop me a line and well 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 sale to pass through.
Nearby is a hidden room with secret plans which, when taken should end the
adventure.
Sorry that last bit wasn't backwards but I can't type it all in sdrawkcab.
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The Tipster hasn't faded
away, he's back and
stronger than ever!!!!!!

PUSI1 THEM PEDALS!
Mountain Biking need not make you sweat any more thanks to

,Johnny Chan of' Ledbury who has lots of nice hints and tips for
PRO MOUNTAIN BIKE Ile has the list of articles needed from
the accessory shop and some hints when you get racing.

For levels 10 to 13 use the same articles and you can'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-Sea is a very busy place and Matthew Graham sends a quickie
for C A P T .  S T I C K Y ' S  G O L D  I t  you press 1 to 8 and
then start the game then you are taken to the appropnate level.

R E A L  S P O R T S  T E N N I S  shouldn't  be a problem any
more as Robert Maclean (sorry lost your address drop Page 6 a line and
you'll get your badge) says that when playing the computer at singles
,once Sun 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 6-0.

At the high jump in T R A C K  A N D  F I E L D  when the bar is
set to 2.40m you can go underneath it.

S P I N  D I Z Z Y  is frozen in t ime 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 K I C K  O F F .  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 A R K A N O I D  then gel someone
to put something heavy on the space bar and the ball should then slow
down!
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Lapis Philosopher=
All the way  f rom Germany  comes the complete solut ion to
LAPIS PHILOSOPHORUM,  k indly  donated by Chris t oph

Raudies  of  Kirc hheim Teck.
As is the way, FI RE GUN = ERI F NUG

U, NEPO TSEHC, EKAT KOOB.STUL. 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, S, S, S. S. S. 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 ERIE, 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 ROR RIM,
PU, E, N, N, N. N, W. W, W, S, S, W, N, NEPO HSAC X013,
(TERCES REBMUN),  NEPO HSAC X0B.  PORD RORRIM1
GAR. EKAT REPAP.'ELTTOB, DAER REPAP, S
9 E .  N ,  P R O DYEK, N, E, E, E. S. S. S, W, LLOR ENOTS, SiEiSIS, PU, EKAT
REWOLF, NWOD, N, N. N, E, EKAT REHTAEF,  W, N, N, N, E.
E, S. S. S, S, E, S, S. S. NI, PORD REWOLEELTTOB/REPAP,
TUO, S, YUB EXA/PMAL, E, NI. YUB EPOR, PORD VENOM,
TUO. N.  N. W, N. N. N, W, N, N, N. N, LLEF EERT, PORD
EXA, EKAT SEERT, W. N, DLUIB TEAR, PETS NO TFAR,
ELDDAP NNJL, EVAEL TFAR, E, S. SEY, NOITULOS, S,
KOOL NI TSEHC, EKAT REMMARSLIAN.  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 TEAR, W, W, S, S, EVAEL TFAR, S. E, S. S. S.
S. E, S. S. PORD K C I T S
,
P M A L ,  E ,  
E .  
E K A T  
T O P ,  
W .  
W ,  
S .  
S ,

S. EKAT RETAW, N. N, NI. EKAT RETAW, N, N. NI, EKAT
REWOLFiRIXILE(?), EKAM ERIE, TUO, N, N, N, E, NI, E.

T H E E N D

E'S QUICK E'S Q U I C K  E'S Q U I C K
Three nice and easy tips from False' Choudhry of Islington now

follow and first up is G A L A X I A N .  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.

Next up is an easy way for Spiderman to get 4 or 5 gems
quickly in Q U E S T R O B E  I t  Go to the elevator and
enter the shaft and type in -
E X A M I N E  
T O O L  
N I C H E S
"  
R e p e
a t

this procedure until there are no more gems left.

Finally is a "get you home
- m e t h o d  
o f  
n a v i g a t i
o n  
f o r

T O M A H A W K .  It 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 S T A R  R A I D E R S  and
a sign saying "What's Wrong?" comes up. Thank Robert Jordan
of Wallington.
This issues last Quick E comes from Janice Phinnemore or

more 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 M I N E R  2 0 4 9 ' e r .  find a sate 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!.

S T
-  
F
R
E
A
K
S
!

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

SYNTAX
TERROR

When the demo tells  you what  it  is  slot at the
beginning t y pe i n  GESI CHTKONDOM a n d
you s hould see a hidden screen of  the enders
as you've nev er seen coders  before.

S K I D  R O W  Face oppos ite t he door wi t h ACF3 on it  andthen go int o i t  f or  hidden screen number
(THE ANTI  AMI GA SONG) and t hen face the
door wit h T f a l  on it  and then t urn right  and
go f o rwa rds  o n e  k ey pres s  a n d  t h e n  t u r n
right  and y ou s hould see a door at  t he end
of  a  c or r idor ,  t h i s  i s  t h e  s ec ond h i d d e n
screen.

i s i c x
i z 7 '  
.
4
,  
•
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DUNGEON
ADVENTURE BEATING BOUNTY BOB

From Stephen Rambaron 'hope I've spelt your
name right!) is  a bucket load of  invaluable ups

for Level 9's  DUNGEON ADVENTURE_ (Stop
'p la t t ing  about I hear you cry and get on with it !

- -
R i
g
h t  
h
e
r
e  
g
o
e
s
)

1. When you wake up you should take the wood arid go into the pack ing
case and take the chandelier to invert the room. Go to the machine and
push the but ton to make a copy of  yourself and then ex it 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:•

II Drop it  in the c learing to scare the giants  away, do this  f rom
above in the tree.

Examine the pod on the s tepping SiOnttS to the is land so that
you can get past the s iren.
iii) Drop the pod outs ide the bird's  nest so that it  fl ies away and
you can get the Jade egg.

3. Once on the is land take the s iren's  mirro r and go on the East/West
road to where you normally  get h it  by the sleep spell and it  will bounce
of the mirro r then take what the thief  has left.
4. Once you have six possessions go back to the is land 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 ny mph will appear
and oiler 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 fi re junc t ion light  the drif t  wood so that you have light  for the
caverns.
7. In the room with eight exits you mus t do the following:-

Get the octopus f rom the fi rst dead end room to the North/Wes t .
II) Oo into the second dead end room and get what  is  there.
iii) Go to the West and get all that  you fi nd in these rooms.
Remember to search the corpse.
iv) Go East now to get the needle.

The last two can be clone in either order,
8. You can use the case as a large store room for when you run  out of
room in your arms.
9. I n  the cavern room use the corpse as food for the jelly .
10. To go up the chimney  you mus t  wear the cold c ream f rom the
cupboard.
11. Use the potato to seam away the rat  at the junc t ion.
12. Use the nails  and the hammer to close the coffi n in the tower on the
ore's nose.
13. Use the cracked pot in the cell to get some s lime to t rip  up the goat
on top of  the s tatue so that you can get the horn.
14. Use the hollow to open the doors to the fort above the cirr's head.
15. The password that  the guard is  look ing for is "PASSWORD'.
16. The collars  that are around are for the teleport system. The only  one
that is  really  important  is the Mit hril l one because it  can be used to
teleport to any of the other pedestals. Mit h r i l l  will also get you into the
throne room.
17. When the Roc takes you to his  nest squeeze the c aterpillar to get the
rope to escape. Keep the c aterpillar 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 advanc ing ore army  when It arrives.
20. When you are out of  the nest you can fi nd a wisp that can be
trapped in the minera helmet  and used ins tead of  the wood.
21. l i t h e  wood s tarts  to go out get back  to the Junction and re-light  it .
22. On the wide ledge near the s lime you can eat the mus hrooms  to
make a golden bridge.
23. The deadly  gem near the ghostly  ores can be broken us ing the
hammer,  remov ing the ghostly  ores.
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 k ill the dragon above the room with s ix exits,
26. The fl int that  passes your nose will not be there II you get rid  of  the
dragon. T h i s  is  in the s ix exited room)

This bit s a correc tion to a t ip that appeared in issue 51 (mus t
have been s leeping, eating, dreaming or generally  doing stuff
that any normal run of the mill columnis t  does in the t ime not
spent chained to the key board!) The t ip concerned VEGAS
JACKPOT. What you must do is  press help il you run Out ot
money.

B O U N T Y  B O B  S T R I K E S  B A C K  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 teapoil  fold 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.

F I E L P  I
The wanted section thi s Issue kicks off by Peter  Panagioto-

poulos asking for help wi th I N F I L T R A T O R  because he
doesn't know where to land.  He  also needs help wi th T H E
P A Y  O F F  but  i f  you look i n one of  the previous editions
of the Tipster  you wi l l  fi nd the complete solution to it.
Malcolm Attard asks for  some really good hel p for  all of  the

fol lowing adventur es:  S P I D E F L M A N .  C I R C U S .
R E T U R N  T O  E D E N  and T I M E  M A C H I N E .
Part of the answer to SPI DERMAN can be found elsewhere in
this issue (i f it's made I t to the final  copy?)
Next i ssue w e  wi l l  b e  hav i ng a  ful l  sol ut i on o f  T H E

G O O N I E S .  compr ehensi ve he l p wi th t he  bonus  game
S T A R  T R E K  on issue 51's issue di sk and much more
beside.
The Starfleet Control ler  (no that's not you Harvey.  your  time

will come! Al though don't  stop sendi ng the hi nts a nd tips.
they're brill!) still hasn't replied to my last communique so the
Mayday message goes out  again_ I f  i t reaches Bour nemouth
then please respond as you said you had lots of  nice maps
(remember the 16  bi t show?).
Well that has Just about wrapped i t up for another  time, my

power pack is almost on melt down,  the stereo is straining to
keep u p  wi th Bon dovi  and J. M.  Jar r e and besides my eyes
are now a rather  nasty obloid shape. I  must now bid thee "fare
thee well" a nd I  hope to see you the next time,  same time,
same channel .
So its goodnight from him. bonsoir  front them. and ta La from

me your  favouri te poly mimetic al loy T1000  terminator.

Send your  bi ts 'n' bods and maps 'n• thi ngs to:

T H E  T I P S T E R
N E W  A T A R I  U S E R

P . O .  B O X  5 4
S T A F F O R D
S T 1 6  1 D R

R e m e m b e r  i l l  b e  ba c k !!! ! !  1 1 0 1 1 1 MIE
N
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CURRICULUM PACK
The Family Curriculum Pack
comes with a 1040ST-E com-
puter and mouse plus 5 software
modules (3 titles in each), one for
every age range The combina-
tion of education, creative and
business software from Atari,
plus the FREE entertainment and
productivity pa cks from Silica ,
makes for a  package the votil49
family can a we !
PLUS! A t E l  HOLIDAY ACCOM

1MD 1040511 s MOUSE   E3PS.ss
I PLAY & LEARN   E 7 1 . 5 9
2 JUNIOR SCROOL   £ 5 6 . 5 4
3 GCSE REVISION   £ 5 6 . 5 1
4 BUSINESS COMPUTtNG • f1 5 6 3 5
5 CREATIVE COMPUTING E1 3 4 1 1 7
PLUSI FREE FROM SILICA
TENSTAR PACK   £ 2 1 6 . 7 1
PRODuctiviTY PACK ( 1 0 4 1 7

TOTAL WI LDE: C1210.23
YOU SAVE C811.23

SAO PRICE

9 9
Ilie WI + FREE DELIVERY

ATARI ST

ALATARI ST
xiiiADISFICEK

HARDWARE:
512k 520ST•E •  MOUSE E 3 2 9 . 1 1 1

ENTERTAINMENT SOFTWARE'
FINAL FIGHT -  Arcade Dams E 2 6 . 9 1
SIM CITY  -  LA* Srm
9 IIV E S  •  Arcade Dame E l e  95
ROBOT MONSTERS A r c a de  ,  E 2 0  42

PRODUCTIVITY SOFTWARE:
CONTROL ACC D or m ,  Soilwore
EktutATOtR ACC Link e /  Screnispe
FIRST BASIC -  Prtypeamentelp
NEOCHROME -  A n Package
ST TOUR M e n a i

PLUS! FREE FROM SILICA,
TENSTAR DAMES PACK
PRODUCTIVITY PACK . . . .

TOTAL WILDE
YOU SAVE

FREF
FREE
E49 94
E29_94
t4 90

£211.79
E 1
0 4
.0
7
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ACCOMMODATION,

A TA R I  5 2 0 S T - F M
D I S C O V E R Y  P A C KE259

INC 'VAT FREE DELIVERY •  FREE TENS1AR & PRODUCTIVITY PACKS

MORE THAN JUST GREAT GAMER

FREE!ILITtILIGAMIMplgt
-
littl)

Every Alan S T from Silica comes with * FR E  7 2  page, roll colou•
brochure with accommodebon vouchers These vouchers entitle 2
people to craw up to 18 nights in one hotel Of
any number GI Natoli to a total of 16 noghtsl
yelh accommodation FREE (you could take
up to  s i t eights tor  lour  people, or  other
options). Cnoose from the 250 hceeka featured
in the  catalogue. All you hove to pay lor are
your meals Ipoces are listed in the brochure).
fleouced rates in lop London hotels and
rinnos in France are also featured.
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I L I
The TenStar  G a m e s  P a c k  i s  T H E  software
Compendium for Atari ST owners, featuring ten top
titles with a variety of different types of games for
you to enjoy. Each title is packaged in its own
plastic case,  w i th a  col our  s l eeve a nd  ful l
instructions. The TenStar Games Pack is FREE'
when you buy your ST from Silica Systems.
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P R O D U C T I V I T Y  P A C K
Every Alan ST from Sthoe comes with a FREE Silica ST Prosuctreily Pack,
worth aver E100 This pock has been specially put together by Silica to help
yeni to gel to gess with tne productive side or
computing horn dray ma Each SIM has been teed
aria tested bylined' thousands at Man ST 00110c1,
er-Ki nave begun word procetamo with 195 Word
and programming with Atari ST Basic
let WORD loom CST . . . . . . . .  t a t e .
SPELL IT! • tor we with let •OBO ........ E11.90
ST BASIC wile  tutorill . . . . . . . .  . . . . . . .  E241.9e

TOTAL ARP: r104.97

SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT COURIER OELIVERY On a ll hardware orders shipped in the OK.
•  TECHNICAL SUPPORT HELPLINE: -
l e a r n  o f  A t a r i  
t e c h n i c a l  
e x p e r t s  
a t  
y o u r  
s e r v i c e
.

•  PRICE MATCH;W e  normally match competitors on a  "Same product -  Same price • basis
•  ESTABLISHED 12 YEARS: Proven track record In proless•onal computer sales
•  BUSINESS + EDUCATION + GOVERNMENT! Vehicle discounts available for large orders.
•  SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.
•  T H E FULL ST O C K R AN GE; All or your Alen requirement5 N'Orn one supplier
•  FREE CATALOGUES: Will be mailed to you with offers and softemreiperipheral omens
•  PAYMENT' By cash. cheque and all mayor credit cards
Belpre you decide when to buy your new Alan S T computer, we suggest you think very carefully about
WHERE you buy it Consider whet it yal be like a firm months alter buying your ST, when you May re-
quire additional peripherals or software, or help and advice with your new purchase And, will the com•
pony you buy from contact you with oeunka of Haw prOduCtS7 At S ilica Systems, we ensure trial you
will have nothing to worry about. We have been estabkehed for over 12 years arid with our unrivalled
experience and expertise, we can now claim to meet our customers requirements with an understan-
ding which is second to none B ut don't kust take our word tor rt Complete and return the cOupon now
tor our  ' r es t Free b e r e t . *  and begin to issuer ence the -
S i l i c a  S y s t e m s  
S e r v i c e " .
V I M %  MAI L O RDE R HO TLI NEa  081•309 1111

TENSTAR GAMES PACK

SILICA
SYSTEMS

MAIL ORDER: 1 4  The Mews. Hatherley Rd. Sidcup, Kent. DA14 4rm lei : 011-3011111
Order Lams Cman M o n  Sal e l:rasen Li copal N o  Late  Micial Oppmng F I N  No  ( 9 1
-
3 0 9  l a k e

LONDON SHOP: 5 2  Tottenham Court Road. London. W1P OSA 1 1 1 :  071-5M MOO
°p ayin g  Hours M o n  Sat 9.30w114.G0ern U N  Ni e l  Thorse lor until apes  F a x  NO  F ri  .323 5737

LONDON ISELFOIDOES): 1 s t  Floor, 359 Oxioni Street, London, W1A 1AB l b t :  171-529 1234
°saro n g  Hours S k i n  Sal 1EXlarn-e ltOsan l a a r i  lia9 M n i a i d at t  rifle  Sam M a  tor mammon ti l l r

SWOP SHOP: 1
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(FREE! 'MI tAIR ATARI ST
(TOTAL FREE PACKAGE
TENSTAR GAMES PACK -  E219.78:
Astern< - By Coktel Vision   C 2 4 _ 9 9
Chess Player 2150 - By CP Software C 2 4 _ 9 5
Drivin' Force - By Digital Magic   E 1 9 . 9 5
Live 8, Let Die • By Elite E 1 9 . 9 9
Onslaught - By Hewson  0 9 . 9 9
Pipe M a ni a  - By Empire Software   E 2 4 _ 9 9
Rick Dangerous - By Firebird
Rock • n
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E19.99
Skweek - By US Gold E19.99
Trivial Pursuit - By Domark  0 9 . 9 5
PRODUCTIVITY PACK -  E104.97:
1st Wor d W o r d  Processor   E 5 9 . 9 9
Spell It! - Spell Checker   0 9 . 9 9
ST Basic - Programming Language f . 2 4 . 9 9

Dept PSIX-1291-63. 1-4 the %lens

TOTAL R A P :  E324.75

W O R T H E325
PLUS! FREE HOLIDAY ACCOMMODATION

Surname:

Hatherley Rd Sidcup. Kent, DA14 4 7
1
%

PLEASE SEND FREE ATARI COLOUR CATALOGUE
MOArs/Ms:

Address:
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REVIEWS

CARRIER FORCE
Congratulat ions  to Gary  Grigsby for des igning for Strategic

Simulat ions  such an excit ing,  rewarding and s t imulat ing
game.

Here is a game that  has every thing the advanced wargamer
could wish for - good. well-print ed ins t ruc t ions ,  ample
graphics  and a map on whic h one can chinagraph pos it ions  as
the game progresses.
Add to the above, his torical accuracy of t he bat t les depicted

and the choice of  play ing not only  a surface to surface scenario
hut  also sending out bombing miss ions,  fi ghter to fi ghter
act ion and ship to base sort ies and you have all the ingre-
dients  of a fi rst -c lass game!
The sixteen pages whic h mak e up the ins t ruc t ion manual  are

clearly printed and arc  well laid out  - t he player should have
no diffi culty  in referring to the ins t ruc t ions  and quick ly  fi nding
the informat ion required.
The choice of  game this  package gives you is quite amazing.

Firs t ly  you have the choice of four scenarios: Coral Sea, Mid-
way, Eas tern Solomons  and fi nally  Santa Cruz.  At the start  of
each game the c omput er will pos it ion ships  according to their
his torical locat ions prior to the bat t le chosen. You can if  you
wish,  choose to randomise your game at this  point ,  except f or
the scenario depic t ing the Coral Sea.
Next comes the sequence of play. in whic h you adjus t  y our
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fleet requirement s  and decide y our bat t le tactics, Each game
t urn represents  one hour - at  the commencement  of  each t urn
the clock, calendar and weather are adjus ted to refl ect  the
passage of  t ime and the changing bat t le condit ions.  Day light
hours  are 0600 to 1800 hours  inclusive.  You may  div ide your
task force if  you wis h and scut t le c rippled ships  us ing the Task
Force adjus t ment  phase of  the game. Trans f erring ships f rom
one force to another is also permit ted.
The map display  is excellent in  this  game. not  only  showing

clearly  the pos it ions of  the is lands  but  also showing fleet
pos it ions  (Americans in blue,  Japanese in orange). Task  Force
MOVeMelli occurs  at the end of  each game t urn and loss of
points  can occur under certain condit ions ,  for example.  chang-
ing headings.  landing and take-of f  of aircraf t  f ront  carriers  and
if  your heading course is dif ferent  f rom the wind direct ion!

Launc hing air miss ions  may  be fac ilitated f rom land bases as
well as carriers.  Seaplane miss ions  may  also be launched for
the purpose of  searching for enemy forces, they have an
endurance of sixteen turns .
The type of  miss ion that  may  be fl own by combat  airc raf t  is

det ermined by (a) the type of  aircraf t  and (b) by the type of
ordinance carried by the aircraf t .  The types of  miss ions are
listed in the manual  under four init ialled headings:  F for
lighter patrols :  AS for ant i-ship patrols :  HE for high explosive
and N f or not armed (that  is  airc raf t  ret urning f rom sorties!).
To launch AS or HE miss ions  airc raf t  mus t  have been readied
at a prev ious t urn.
There are operat ional l imit s  imposed con both carriers  and

land bases. the player can consult  a table in the manual
express ing these limits .  The carrier l imit s  are fl exible according
to wind direc t ion but  land base l imit s  are fixed. Air miss ions
may consist  of  available seaplanes or combat  readied aircraf t .
It is  permit ted to f orm a new miss ion f rom a carrier base and
reinforce it f rom another carrier base wit hin the same hex
posit ion.  Bombers  on air  miss ions  loaded wit h ant i-s hip ordi-
nance cannot  be mixed wit h miss ions  carry ing high explosives.
Air Miss ion Status  Display  lis ts the data giv ing locat ion.

number,  t ime in the air,  quant it y  of  each type of  aircraft .
ordinance and air t ime for each type of  aircraft .  For bomber
miss ions  ordinance can be jet t isoned before mov ing the
miss ion.
Af ter select ing the status display  the map wil l  appear on the

screen wit h the cursor indicat ing the locat ion of  the air mis-
sion. Player opt ions wil l  appear at the bot tom of  the screen.
these consist of  ten opt ions:  (I ) to (6) are direc t ional (move
north etc.), opt ion (7) is  for landing.  (8) searches current  hex.
(9) ident ifi es  Task Force numbers  and (0) searches current  hex
us ing only  one movement  point .  The various  tables in the
ins t ruc t ion manual  indicate the points  allocated to the airc raf t
and ships  used t hroughout  the game.
The Combat  Resolut ion sect ion of the manual  init iates  the

various  combat  opt ions  available to the player.  f rom air to air
combat  t hrough air to surface combat .  bomber accuracy,
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bombing bases. surface combat ,  s ubmarine combat ,  coastal
bombardment .  unloading t ransports ,  c apt uring Midway  to
Bat t le Reports. This  is the fi rst  ment ion of  submarines  and
gives an added dimens ion to the batt les!
The General Operat ions  sect ion gives you the endurance

capabilit ies  of  the airc raf t  used in the game. the Ship Damage
points  system. Damage Effects percentages and Base Damage
and the effects of  weather on the bat t le scene. Inc luded also
are Non-Combat ant  Losses, Scenario Durat ion,  Airc raf t  Class i-
ficat ion, Air  Base Restric t ions.  Radar and Pilot  Abilit y  Rat ings.
Next conies the Scoring Section, Vic tory  Condit ions ,  St rategy

Notes and fi nally  Scenario Data whic h consists of  t abular data
relat ing to all the ships  and t heir locat ions used in the four
Batt les in the Pacific, Coral Sea, Midway .  Eas tern Solomons
and Santa Cruz.
This  is indeed a game to s tudy  and enjoy. I am sure veterans

of  this period wi l l  fi nd very lit t le to crit ic ise in this  game
especially wit h regard to its his torical accuracy:  experienced
players wil l no doubt  have great dif fi culty  in press ing the ''Save
the Game" but t on - it  gets jus t  too absorbing to leave!

WARSHIP
it says on the box that  t his  is a game for the Advanced Player

but ,  wit h the opt ion to design y our own scenario and choose
you own bat t lefl eet  I certainly  t hink  this  game can be played
and enjoyed by less experienced players.  Hav ing said that ,  t he
potent ial player should not  be lulled int o the idea that  this  is a
s imple game to play - a glance at t he 21 pages of  ins t ruct ions.
neat ly  div ided into 16 sect ions plus  what  amount s  almos t  to a
Jane's Direc tory  of  warships  of the period - wi l l  soon dispel any
illus ions!
An hour or more s tudy ing the ins t ruc t ion manual  is an

essent ial start  to this  game. The ins t ruc t ions  are c lear and
succinct  and take you f rom sect ion I  - the basic step for
s tart ing the game to sect ion 16 -whic h tells  you how to modif y
your ship's data to create your own design of  ship. Not  only
can you des ign and create your own fleet but ,  you can build
y our own scenario or. i f  you wish,  choose one of  the scenarios
presented by the sof tware - these consist of  four great bat t les
which were fought  in 1942/ 3  at Guadalcanal(2),  Empress
Augusta Bay and San Bernardino.
Bui ld ing your own t errain (Sect ion 15,0) is easy to do and

with 14 dif ferent  design squares to use it  gives plenty  of  scope
for the imaginat ion.  The maps  can be saved to a scratch disk
for future bat t les as. of  course, can part ly -played games!
The player has a vast choice of  ships both Allied (53 ships l

•
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conducted by
Norman Davies

and Japanese (27 ships) plus  of  course, mak ing up your own
fleet. Hav ing chosen your fleet, des igned y our scenario or
chosen one f rom the sof tware and given your fleet it s  orders, a
fl ip of  the disk  takes you to the game side of  the game. Here I
mus t  admit  I was  disappointed - the graphics  are indeed basic
and the sound effects are more amus ing t han effective but
then this  is a game for the ' t hink ing'  player so the above
crit ic isms are but  minor  irrit at ions  and certainly  do not  detract
f rom the qualit y  of  the game whic h is  excellent.
As this  is a game involv ing not  only  a t ime scale but  also

movement  and speed let  t he player be warned - ships  can
collide!  Wit h vary ing speeds and a med ium to large fleet to
cornmand•the player needs to have his  wits  about  him!
The mult iple facets of  this game. its  potent ial f or a realist ic

tact ical warfare game, its  bui l t - in danger f rom the enemy to
the scenario involvement  (you can run aground! ) means  this is
a game that  requires  a whole lot  of  playing. I 'm sure the player
wi l l  s top only  wit h reluc tance and wi l l  ret urn wit h enthusiast ic
ant ic ipat ion.

WARSHIP and CARRIER FliRCE,  along wit h several other war-
games  is available f rom Miles Heiler Sof tware who k indly
supplied the rev iew copies.

CARRIER FORCE E16.95
WARSHIP E19.95

Both by SSI
Available from Miles Better Software
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MORE APX
Last issue we  discussed the background o f  the Ata ri
Program Exchange and examined a few o f the hest
enterta inment t it les they released during  the early
1980s. Th is t ime we  explore the more 'serious' categor-
ies o f  user-written software.

F A M I L Y  CA S H F L O W  is charac teris t ic  of much APX soft-
ware in that  it  was originally  conceived. wri t t en and tested for
the exclusive use and enjoyment  of  its author.  The program
helps to keep t rack  of  personal fi nances by enabling storage of
mont hly  income and expenditure details.  I t 's  fully  menu driven
and the opt ions enable you to input  informat ion,  lis t  an over-
v iew of your fi nanc ial s ituat ion and send an annual report  to
the printer.  The t ransac t ions  are div ided int o thirteen categor-
ies such as food. taxes and leisure.  You can keep a general
cash total for each sect ion or enter dates and descript ions  for
Items grouped wi t h in  the main heading.  In c ommon wit h many
APX programs,  Fami ly  Cash Flow is writ t en in Basic - t his  isn't
as muc h of  a drawbac k  as you may  think ,  s ince it  means  you
can modif y  the code to meet y our exact requirements .

UTILITIES
Programmers  should fi nd B U S  a welcome assistant. Blis  Is

an ac rony m for Basic LISter and its  purpose is to print  prog-
ram lis t ings in a f ormat  that 's  more unders tandable than
usual.  Bits  achieves this  by indent ing logical unit s  such as For

Next loops  and i f  T h e n  statements,  split t ing mult iple
statement  lines  onto separate rows  and highl ight ing remarks
In bold type. i t  also converts non-print able cont rol characters
into readable representat ions,  adds page headers and t it les
and automat ically  numbers  the pages. Alt hough designed for
the ancient  Atari 825 printer,  Bits  worked successfully  wit h my
Panasonic and should therefore also agree wit h other Epson
compatibles_
There are f our programs contained wit hin T H E  B A S I C

U T I L I T Y  DI SK:  Masher compresses Basic code into a small
amount  of  memory  by el iminat ing REMs,  convert ing constants
into variables and pack ing together short  lines into longer
ones. Al l  you do is specify the input / out put  fi lenames and
est imate the number of  variables in the source file. The conver-
s ion is  extremely long-winded but  it  works? XRef  analyses
Basic code on disk  and displays the number of  variables used.
their names and the line numbers  in whic h they occur - this
could be helpful when debugging complex  programs.  Variable
Changer allows you to modif y  a program's  internal symbol
table to improve the readabilit y  of lis t ings or conversely to
protect t hem f rom unaut horis ed hack ing.  Last ly,  t he Ult imat e
Renumber Ut ilit y  c laims to add an extra c ommand to Basic - a
facility to modify  line numbers  between any  two points  in a
program.  Unfortunately ,  it  appears this  isn't  compat ible wit h
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 t il ls  problem,  whic h may  or may not  be overcome
wit h a 'Rev. A' t rans lator.

EDUCATION
The APX released a number  of  educat ional produc ts  for young

children.  TY P O  A T T A C K  Is one such program that  proved so
popular it was  later adopted by Atari for inc lus ion in t heir
full-priced range.  Typo At tack  presents the user wit h a screen
c ompris ing eight bases whic h mus t  be defended f rom a bom-
bardment  of  animated 'typo' invaders.  Alt hough it 's rat her like
an arcade game, the educat ional value is derived f rom the fact
that  to destroy the invaders  you mus t  type in a charac ter
appearing beneath the appropriate base. As  you become more
profi c ient  the invaders  speed up and the characters  change
more f requent ly ,  eventually  forc ing you to rely on your touch-
typing sk ills  instead of  searching for the corresponding keys.
Aimed at children aged three to eight  years, C O U N T E R  is an

int roduc t ion to numbers  in f our languages, Firs t  of  all the
program displays dif fering numbers  of  Gorks (who are, of
course, five-legged creatures  f rom Atariland) on the screen and
gives a v isual and sonic  reminder of' the correct value. Once
int roduced to the basics, it 's  t ime for the player to have a go. A
series of objects - such as cherries  or sailing boats - are
displayed, one at a t ime.  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 sk ill
levels corresponding to the t ime l imit s  imposed.  and a choice
of  English, Spanish,  German or French prompts .
Ending on a mus ical note. I NS O MNI A  prov ides an easy

method of  generat ing complex sounds for Basic games and
applicat ions.  Ins tead of  having to experiment  wi t h numerous
loops and delays. you can model sounds  by plot t ing points  in
three screen windows  - for volume,  f requency and dis tort ion.
Almos t  every thing is joys t ick  (or paddle) cont rolled and there
are opt ions  to isolate indiv idual voices, change the clock fre-
quency for special effects and save work  to disk  for future
revision. Finished sounds  can easily be integrated wit h other
basic programs.  by  incorporat ing the short  code supplied
whic h sets up a mac hine code rout ine to play  t hem during the
vert ical blank  Interrupt .  Whet her or not  you unders t and how it
works,  wi t h a few POKEs it 's s imple to create some impress ive
noises!

LUCKY DIP

reviewed by Paul Rixon

To conclude,  the APX Is best regarded as a lucky  dip of
c omput er software. I t 's not  all great  stuff, but  there are cer-
tainly  some useful programs  and int r iguing ideas jus t  wait ing
to be discovered.
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Hardware Upgrades
I -4MB memory upgrade for 8(X)XL, 65XE or 130XE.

Please specify model. Requires RAM chips.  £ 4 9 . 9 5
256KB memory upgrade for 800XL. 130XE compatible.

Requires RAM chips £ 2 4 . 9 5
80 column OS with WP & comms software £ 2 2 . 9 5
80 column OS + OS switcher board £ 3 7 . 5 0
80 column OS + switeher board + OSN XL £ 5 7 . 5 0

E x c i t i n g  N E W  Pro d u c t s
We are very pleased to  announce the availability o f
ChromaCAD 3D Model Builder (f24.95) & ChromaCAD
Surface Shader XE 91 (f24.95).
Model Builder allows you to build any 3D model you can
dream of including models of human heads, which can be
constructed so accurately that, when viewed with Surface
Shader you will be able to 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 . 9 9
Light Gun with Barnyard M a g n i p r i n t  11+ (Disk) f 19.95

Blaster (ROM) 0 9 . 9 5
DigiDrum (Disk) f  5.99
MIDI Master f  TBA
Mech Brigade (Disk) .f22.50
Mapping The Atari: Revised

Edition (Book) £ 2 4 .9 5
Sherlock 1050 (Disk) ..f5A9
850 Interface £ 4 9 . 9 5

Replay Sound Sampler .TBA
Bookkeeper Kit 0 9 . 9 5
POKEY Player £ 5 . 4 9
Zeppelin On Disk._ f4.99 ea
Cavemia / Ninja Commando
Stack / Fred + more
P&P i1.50 on orders less than
£50. Overseas extra.

F R E E  Product Guide now available
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FAMI LY CASH FLOW - one of  the few home accounts
pr ogr ams avai l abl e for  the 8-bi t
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Ri ght INSOMNIA - a simple way to add music
and sound effects to your  pr ogr ams

BACK ISSUES
The following back issues of

NEW ATARI USER are still available
I s s u e  3 1
I s s u e  3 2
I s s u e  3 3
I s s u e  3 4
I s s u e  3 6
I s s u e  3 7
I s s u e  3 8
I s s u e  3 9
I s s u e  4 0
I s s u e  4 1
I s s u e  4 2

I s s u e  4 3
I s s u e  4 4
I s s u e  4 5
I s s u e  4 6
I s s u e  4 7
Issu e 48
I s s u e  4 9
I s s u e  5 0
I s s u e  5 1
I s s u e  5 2

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

BACK ISSUES are £ 1 . 7 5  each in the  UK (inc.  post & packing).
£ 2 . 4 0  for  Eur ope or  sur face m ai l  elsewhere and 1.2.50

for  Air  Mal l  outs i de  Eur ope.  Pr ices I ncl ude postage
ISSUE DI SKS are for  any 4 8 k  or  6 4 k  8 -bi t  Atar i

Each disk is E2.95.  Postage FRE E  in U.K.
Overseas add 1:1 per  or der  (any num be r  of disks)

Send your  order  to
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND
ACCESS and VISA accepted. Telephone 0785 213928

APX
The Atari Program exchange

HOW TO OBTAIN APX SOFTWARE
The APX 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.
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XLM TUTORIAL

KEYPRESS PEEK(754) KEYPRESS PEEK(764)
43 1
35 2

31
30

- (up) 14 3 26
= (down) 15 4 24
+ (left) 6 5 29

* (right) 7 6 27
space 33 7 51
return 12 8 53
Atari 39 9 48

0 50

Ann O'Driscoll
discusses several
ways to interact
with your Atari

y o u r  Atari has several dif ferent  ways to deal wit h user
input  f rom the keyboard f rom the most  c ommonly
k nown commands .  GET and INPUT to chec ik ing sped.

In memory  locat ions,  whic h change when keys are pressed.
These inc lude the special console keys (STARE SELECT.  OP-
TION and I IELP) as well as the main keyboard.  Small  demos of
the various  keyboard cont rol methods  are given in the
at tached lis t ing which is  div ided up into sect ions to fit i n  wit h
the topics covered in the art ic le.

TESTING FOR
KEYPRESSES WITH PEEK
Memory  locat ion 764 holds  a number  corresponding to the

last (i.e. mos t  recent) key pressed on the keyboard.  Therefore,
you can PEEK locat ion 764 and go off on dif ferent  rout ines
depending on the value found there.  The c ommand usually
takes the form IF PEEK(764)=X TI IEN ....(do something) where
"X" is a specific number.  Examples  of  values found in 764.
along wit h t heir associated keys, are given in Table
Locat ion 764 wi l l  hold its "last key pressed" value unt i l  you

push another key. You can c lear the memory  locat ion wit h a
POKE 764,255 - This  is usually  done before the PEEK is used
to get r id of  any old values.

Memory  locat ion 53775 also detects keypresses. This  holds  a
255 if  no key is pressed, 251 i f  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  locat ion might  be
used in a rout ine winc h needed c ont inuous  keypresses.
SECTION I  o f  the lis t ing (LINES 100-190) moves an asterisk

across a GRAFI  !ICS 0 screen when a key is held down.  The

TABLE I
VALUES IN LOCATION 764 WHEN

PARTICULAR KEYS ARE PRESSED
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KEYB!l
i
Ajt
u
p
ir

opening lines give the ins t ruc t ions ,  disable the cursor (POKE
752,1) and set the init ial c olumn and row co-ordinates  for the
star (C and R respectively). LINES 110-20 c lear locat ion 764
and then freeze the program unt i l  a key is pressed. LINE 150
updates  the c olumn and row pos it ions when a key is down
(detected us ing locat ion 53775) and loops back to LINE 140 to
print  the asterisk at the new co-ordinates.  You are given a play
again opt ion when the s tar hits  the end of  row l a  LINE 190
pauses the program unt i l  'Y '  or ''N" are pressed: Press ing "Y"
repeats the demo (LINE 190): otherwise the program cont inues
to the next section.

USING CONSOLE KEYS
Memory  locat ion 53279 holds  dif ferent  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 locat ions 764
and 53775 out l ined above. (i.e. IF PEEK(53279)=X THEN d o
something).  The values associated wit h the various  keys are
shown in Table 2. You wi l l  see that  you can hold down more
t han one key at a t ime and also that  a value of  7 means  that
not hing is being pressed. The number  in the memory  locat ion
reverts to its default  value of 7 when you s top press ing a key.
We read the "HELP'  console key us ing memory  locat ion 732.

While this  locat ion normal ly  holds  the number  O. PEEK(732)
ret urns  a value of  17 when HELP is pressed. Unl ik e the other
console keys. locat ion 732 does not  go back to its default  value
when you s top pressing.
SECTION 2 of  the lis t ing makes  a mock  GRAPI I ICS 2 t it le

screen. Firs t  the screen is set up and then LINE 220 freezes
the program unt i l  START,  SELECT,  OPTION or HELP are
pressed. The program does dif ferent  t hings  depending on the
various  PEEKS and then goes back to LINE 220 to wait  for
another keypress. While in a real program press ing HELP
might  send you of f  on a detailed subrout ine,  here the "Inst ruc-
t ions" jus t  consist  of  a sentence in the text window.  In any
event i t s  import ant  to reset the help locat ion (wit h a POKE
732.01 to avoid the rout ine being executed on every round of
the loop. SELECT and OPTION are used to change diffi culty
levels (variable LI and player numbers  (variable PLY LINE 250
(together wit h the rout ines  at 291-3) and LINE 260 take care of
the screen print ing for these. LINE 240 sends the program on
to the next sect ion (LINE 300) when START Is pressed.

THE GET COMMAND
To use this  c ommand you mus t  fi rst  open ant 10CB channel

for input  f rom the keyboard.  This  takes the form OPEN it t i.  4,
O. "K: " where "n" is a channel number.  The c ommand GET



itn,K then tells  the c omput er to retrieve one byte of  informat ion
(called K here) f rom this  channel.
The value for K wil l be the ASCII number  of  the character

pressed. You can convert  this  to an actual let ter or number  by
us ing the func t ion CHRS.  For example.  i f  you press "A" then
PRINT K wil l  ret urn "65" while PRINT CIIRS(K) wil l  ret urn "A".
When you use the GET command,  the c omput er will wait  for

a ke!ipress before cont inuing.  As the keyboard handler (K:)
gets its inf ormat ion f ront  memory  locat ion 764 (see above), you
should c lear this  locat ion (wit h a POKE 764.255) before GET is
used. Jus t  like the PEEK conunands,  you can ensure that  keys
pressed are wi t hin a desired range (e.g. capital let ters only;
numbers  only) by us ing IF T H E N  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 t urn off  the cursor,  c lear locat ion 764,  give the ins t ruc -
t ions and set ini t ial  values for the row (R) and c olumn (C)
co-ordinates of  the gun and the number  of  shots (SI used.
Channel 1 is  opened for keyboard input  - the CLOSE com-
mand is put  in fi rst in case the channel was already open.
LINE 330 stalls the program unt i l  left_ right  or  space are

E l
EP
RO
SR
EC

I  R E M  * * * - * * * * * * * * * * * * * 0 "0 1 4 .""1 4 1 4 1 4 / 4 "4 1 4 1 4 1 .

START

KR
OW
HY

2 9 8  R E M  S E  T I O N
2 R E M  *  K E Y B O A R D  I N P U T  R O U T I N E S  *
3 R E M  *  b y
4 R E M  *  A n n  0 • D r i s c o l l
5 R E M  *

299  R E M  U S I N G  T H E  G E T . H H A N D
3 0 0  G R A P H I C S  0 : P O K E  7 5 2 , 1 : R = 2 0 : C = 1 0 : 5 =
9 :C L O S E  t 8 1 :0 P E N  1 : 1 1 , 4 , 0 , " K : " : P O K E  7 6 4 , 2
SS

XX 6 R E M  *  N E W  A T A R I  U S E R  -  D e c / J a n  9 1  *
7 R E M

START+OPTION

KS 3 1 0  ?  " U s e  t h e  a r r o w  k e y s  f o r  r i g h t  a n
EO

1

d l e f T " t ?  " P u s h  t h e  s p a c e b a r  t o  fi r e . "

0

MN 8 R E M ICP 3 1 5  P O S I T I O N  2 , 6 : *  " S H O T S :  " ; S : F O R  N = 2
5 5 9 0  R E M  - -  K E Y B O A R D  I N P U T  R O U T I N E S  - - TO 3 8 : P O 5 I T I O N  N , C ; *  " * " : N E X T  N
BU 9 7  R E M OD 3 2 0  P O S I T I O N  C . R :

1  "CM 9 8  R E M  E  T I O N  1 AL 3 3 0  G E T  U 1 , K : I F  K 0 4 2  A N D  K 0 4 3  A N D  K C
T B 9 9  R E M  U S I N G  P E E K ( 7 6 4 )  A  D  ( 5 3 7 7 5 ) > 3 2  T H E N  3 3 0
W2 1 0 0  G R A P H I C S  0 : P O K F  7 5 2 , 1 : 0 = 5 : C = 9 WD 3 4 0  C = C

4
( K = 4 2  
A N
D  
C ( 3
7 ) -
( K =
4 3  
A
N
D  
C
)
I
)

0 1 1 1 0  ?  " P r e s s  a  k e y  t o  s t a r t " : P O K E  7 5 4 . C I 3 4 5  I F  K = 3 2  T H E N  R I = R - 2 : G O T O  3 6 0
2 5 5 M I 3 5 0  G O T O  3 2 0

1 0 1 2 0  I F  P E E K C 7 6 4 ) = 2 5 5  T H E N  1 2 0 Y8 3 6 0  P O S I T / O N  C . 1 . 1 , R 1 :*  C + 1I N 1 3 0  *  " H o l d  d o w n  a n y  k e y  t o  m o v e  t h e  s
t e r " : P O S I T I o N  2 , R : *  " S T A R T " : P O S I T I O N NO

, R 1 . 1 : *  "  " : R I = R 1 - 1 : I F  R I > ,  T H E N  3 6 8
3 6 5  5 = 5 • 1 : P O 5 I T I O N  C . 1 , R 1 4
.
1 1 ?  "  " : P O S I

6 , I 8 : *  " E N D " 11001 1 , 6 : *  S : I F  5 > 4  T H E N  3 7 5Z .) 1 4 0  P O S I T I O N  C , R : ?  * " NM 3 7 0  G O T O  3 2 0FD 1 5 0  I F  P E E K C 5 3 7 7 5 ) 0 2 5 5  T H E M  C = C e i : I F B I 3 7 5  *  " P L A Y  A G A I N  C Y / N 1 ? "
C > 3 7  T H E N  C = 0 : P O 3 / T I O N  3 8
t
R : ?  "  " : R = R
+

CY 3 8 0  G E T  U 1 , K I T F  K < > 7 8  A N D  1 C 0 8 9  T H E N  3I : I F  R > 1 0  T H E N  1 7 0 8 0NK 1 6 0  G O T O  1 4 0 PB 3 9 0  I F  K = 8 9  T H E N  3 0 0WY 1 7 0  P O K E  7 6 4 , 2 5 5 : P O S I T I O N  2 , 1 5 ; ?  -
W a n ta n o t h e r  g o  C Y / 1 0 ? "

S8
L K

3 1 7  RE M
3 / 8  R E MES 1 8 0  I F  P E E K ( 7 6 4 ) 0 3 5  A N D  P E E K ( 7 5 4 ) 0 4 3 JH 3 9 1  R E M  U S I N G  T H E  I N P U T  C O M M AN .T H EN  1 8 0 FO 4 0 0  G R A P H I C S  7 : P O K E  7 6 4 , 2 5 5 : D 1 M  A S C 1 )PM 1 / 0  I F  P E E K ( 7 6 4 ) = 4 3  T H E N  l e e KR 4 1 0  T R A P  4 1 0 : ?  c H n S c 1 2 6 1 1 ;"6 1 4 n H  A  B O X " :Fa 1 9 7  R E M

1 9 8  R E M ? " I N P U T  L E N G T H  ( 1 - 1 5 9 ) , N I D I K  ( 1
-
7 9 ) "

JV
1 9 9  R E M RG 4 2 0  I N P U T  1 , W ; T F  1 ( 1  O R  0 1 5 9  O R  W ( I  0XC

R W > 7 9  T H E N  4 1 0UW 2 0 0  G R A P H I C S  2 :
7  1 1 6 : *  
1 1 6 : P O
K E  
7 5 2 ,
1 : *

1 1 6 : " s e l e c t  l e v e l  " : "  E A S Y " : 1 = 2 I C 4 3 0  C O L O R  I : P L O T  0 , 0 : D R A W T O  0 . 1 , 0 : D R A W
TO 0 + 1 , 8 + 1 4 :D R A 4 T O  0 , 0 1
-
1 4 : D R A W T O  
0 , 0

TX 2 1 0  *  U 6 : 7  U 6 P . M M O I M M  1  P L A Y E R " : P 1 = 2 XG 4 4 0  ?  m i n S c 1 2 5 3 ; " n N o T H E n  G O  ( Y / N ) " ; : I N: *  1 1 6 :?  U 6 : " M g M  I N S T R U C T I O N S " : ?  U 6 : * PU T A S : I F  A S O . . . N . "  A N D  A S O " N "  T H E N  4 4 01 1 6 :"S T AR T  B E G I N  G A M E " 0 1 4 5 0  I F  A S = " Y "  T H E N  4 1 00 1 2 2 0  I F  P E E K ( 5 3 2 7 9 ) 0 3  A N D  P E E K ( 5 3 2 7 9 3 ( SC 4 9 7  R E M
> 5  A N D  P E E K ( 5 3 2 7 1 1 0 . 6  A N D  P E E K C 7 3 2 3 0 1 MD 4 9 8  R E M

KtdiMMEMMEM7 T H E N  2 2 0
AS 2 3 e  I F  P E ( K ( 7 3 2 ) = 1 7  T H E N  ?  " K O P R E S S  T H

OX
AN

4 9 9  R E M
5 0 0  G R A P H I C S  0 : D I M  6 S ( 6 ) : P O K E  7 6 4
4
2 5 5 :

E C O N S O L E  K E Y S  T O " : ?  " M A K E  Y O U R  C H O I C
T " p l e a s e  i n p u t  y o u r  n a m e :  " ; : F O R  N = 1E S " : P O K E  7 3 2 , 0 : G O T O  2 2 0 TO 6C J 2 4 0  I F  P E E K ( 5 3 2 7 9 ) = 6  T H E N  3 0 0 PU S l e  G E T 1 8 1 , K : I F  1C=155 TH E N  P O P  : G O TO  5FU 2 5 0  I F  P E E K ( 5 3 2 7 1 ) = 5  T H E N  P O S I T / O N  1 3 ,

2 :G O S U B 2 8 0 + 1 : 1 = 1 4 1 : I F  0 3  T H E N  1 = 1
4 0

GP 5 2 0  I F  K ( 3 2  O R  K > 1 0  T H E N  5 1 1 8SA 2 6 0  I F  P E E K ( 5 3 2 7 / ) = 3  T H E N  P O S I T I O N  9 , 4 MR 5 3 0  ?  C H R S ( K ) : : B S ( I S , N ) = C H R S ( K ) : N E X T  N: *  U 6 . 0 :
3
1 : P L = P
1 4
-
1 : 1 F  
P L
> t  
T
H
E
N  
P
L
=
1

UH 2 7 0  F O R  P = 5 0  T O  0  S T E P  - 2 : S O U N D  0 , P , 1 0
VS 5 4 0  *  : *  : ?  " T H A T ' S  A L L  " ; B S : P = P E E K t 7 5

, 1 2 : N E X T  P 5 ) : P O K E  7 6 4 , 2 5 5 : P O K E  7 5 2 , 1
ND 2 8 0  G O T O  2 2 0 TM 5 5 0  P O S I T I O N  1 2 , 1 0 : 7  "M a j A a n W O M 4 4 3 1 . .
FM 2 0 1  *  1 1 5 ; "  E A S Y " : R E T U R N RB 5 6 0  F O R  N = 1  1 0  3 0 : / f  P E E K ( 7 6 4 ) = 2 5 5  T H E

JU 2 8 2  U 6 : " M E D I U M " : R E T U R N N N E X T  N : P O K E  7 5 5 , 2
-
P E E K ( 7 5 5 ) : G O T O  
5 5 0

KD 2 8 3  *  U 6 : "  H A R D  " : R E T U R N I E 5 7 0  p u p  : P O K E  7 5 5 , P : P O K E  7 5 2 , 0 : P O K E  7 6

SA 2 9 7  R E M 4 , 2 5 5 :E N D

KEY PRESSED PEEK(53279)
START 6

SELECT 5
START+SELECT 4

OPTION 3
START+OPTION 2

OPTION+SELECT 1
OPTION+START+SELECT 0

No key pressed 7

• lialLeitial

TABLE 2
VALUES IN LOCATION 53279 WHEN

CONSOLE KEYS ARE PRESSED

continued on page 33
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)(1.1)(E UTILITY

FONT VIEW
A useful uti l i ty by John
Young to help select fonts

f o r  your programs

f you are a programmer it  is  quite likely  that  you have
collected together a number  of  redefi ned fonts that  you
may wish to use in f uture programs.  These fonts wi l l  have
descript ive fi lenames but  the chances of  you remembering
exactly what  they look like are pret ty  s lim.  Most  likely ,
You'll do what  most  of  us do. Just pick  a font  and use it.
hoping that it  wi l l  look alright .
Wit h this  problem in mind I sat  down and wrote FONT

VIEW. a short  ut i l i t y  that  wil l  enable you to compare
various  fonts on screen to help choose the most  suitable
for your applicat ion.  The program is s imple to use. Just
type it  in.  save it  and run it. Of  course you wil l  need some
fonts to display and these should be collected together on
one disk wit h the extender Y NT added to each font.  The
program only  works  wit h s tandard redefi ned fonts  of  the
sort  that  take up 9 sectors on a disk  and you can fi nd
plenty  of  these in the public  domain and on old PAGE 6
issue disks.
Once run the program wil l  go t hrough a disk and read in

up to six fonts at a time and display these on one screen
in Graphics  0, I t  is thus  quite easy to compare dif ferent
fonts. There is no facility  to select indiv idual fonts to
display.  alt hough this  could be added to the program
quite easily.
FONTVIEW is a basic ut il it y  that  I have found saves a

great deal of  t ime and ensures that  my  programs  use a
suitable font. I  hope that  you fi nd it  as useful as I have.
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KR 2 0  R E M  +
PH l e  R E M  +
HZ 4 0  R E M  •
EH 5 0  R E M  +  N E W  O T A R I  U S E R  -  O C T .  1 5 5 1  •

BE 7 0  R E M
U I  a e  R E M  F i r s t  i t  w a s  a s t e r i s k s ,  t h e n

h a s h e s ,  b u t  I ' v e  b u c k e d  t h e  t r e n d  a n d
u s e d  p l u s  s i g n s /

8 U 5 7  R E M
VA / 8  R E M  E I M M E E C I E Z M
BY 5 5  R E M
PM 1 0 8  D I M  D I R S 1 5 1 2 ) , D E 5 1 1 . 7 1 , F 1 1 . 1 1 1 8 ,
8 K 1 1 0  P O K E  1 0 8 , P E E K 1 1 8 5 / - 2 4
VC 1 2 0  F N S = . 0 i . I N O M C = 1
SK 1 3 8  G O 5 U 8  1 4 0 8
RO 1 4 8  6 0 5 U 5  1 2 8 8
ZG 1 5 8  F F = 8
TG 1 6 8  I f  D E S 1 5 , 8 ) F R E E .  T H I N  G O T O  2 8 8
OF 1 7 8  D I R S C F F * 8 4 . 1 , F F * 8 4 8 3 = D E S C 3 , 1 0 1 :F F = F

F 4 1
JU  1 8 0  I N P U T  0 8 1 , D E S
OM 1 / 0  G O T O  1 8 0
KY 2 0 0  C L O S E  n i
AJ 2 1 0  F L = 0
OG 2 2 0  F O R  C F = 0  T O  F F - 1
0 0  2 3 0  F O R  5 = 2  T O  0 : I F  D I R S C C F 4 4 8 4 5 , C F 4 4 0
4
S

l = .  .  T H E N  P O P  : G O T O  2 5 0
JW 2 4 0  N E W T  S
ET  2 5 0  F / 4 $ 1 1 3 1 = 0 I R S ( C F * 8 4 . 1 „ C F * 0
4
5
-
1 3

RU 2 8 0  F N S C 5 4
-
2 0 =
.
. F O I T
.

R J 2 7 0  P O S I T I O N  0 , F L * 4 : ?  D I R S C C F * 0
-
0 1 , C F * 8

+8

F O N T 0 I E W
b y  J o h n  Y o u n g

R EAD  I N  D I

R EAD  I N  I / 0  M / C

ZO 2 6 0  O P E N 1 2 1 , 4 , 0 , F A S
MT 2 9 0  X = U 5 R C A D R 1 I 0 5 3 , 1 , 7 , C H A 4 F L * 1 8 2 4 , 1 0 2

4 l
KZ  3 0 0  C L O S E  1 1 1
VD 3 1 0  F L = F L 4 1 : I F  F L = 8  A N D  C F 4 F F - 1  T H E N  G

O5110 1 8 0 8 : G O 5 U O  1 5 0 0 : F L = 0
HF 3 2 0  R E N T  C F
TK 3 3 0  G O SU I S 1 6 0 0
TV 3 4 0  G O S U 8  1 7 0 0
MZ 3 5 0  G O T O  1 3 0
Sn  9 9 7  R E M
T 5  9 9 8  R E M
SW 5 5 5  R E M
We 1 8 8 0  D I M  D L I $ 1 4 0 1 : R E S T 0 R E  1 0 5 0
TZ 1 0 1 0  F O R  I = 1  T O  4 0 : R E A D  A : D L I S I I , / ) = C M

R S 1 A l : N E K T  I
EC 1 0 2 0  H I = I N T C A D R ( O L I S 1 / 2 5 6 ) : L O = A D A ( D L I S

) -2 5 6 4 1 1 1 1
EH  1 0 3 0  P O K E  5 1 2 , 1 _ 0 :P O K E  5 1 3 , 1 4 1
AL  1 0 4 0  R E T U R N
00C 1 0 5 0  D A T A  7 2 , 1 5 2 , 7 2 , 1 7 2 , 0 , 9 8 , 1 8 5 , 1 , 9 8 ,

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

141
, 
1
0
8
0  
D
A
T
A  
0
,
5
6
,
2
0
1
,
6
.
1
4
4
,
5
,
1
6
5
,
0
,
1
4
1
,
8

, 5 6 , 1 0 4 , 1 6 5 , 1 0 4 , 6 4
JZ  1 8 5 7  R E M
OM 1 0 9 8  R E M
Kit  1 0 9 9  R E M
GP 1 1 8 0  D I M  1 0 S 1 5 2 ) A E s i o A r  1 1 3 8
EX 1 1 1 0  F O R  I = 1  T O  5 2 : R E A D  A : I O S ( I , I ) = C H R

$ 1 0 1 :N E X T  I
OH 1 1 2 0  R E T U R N
ZH 1 1 3 0  D A T A  3 2 , 8 8 , 2 1 5 , 1 8 4 , 2 0 1 , 4 1 2 0 8 , 4 3
PP 1 1 4 0  D A TA  l o 4 , 1 0 4 , 1 0 , 1 0 , 1 0 , 1 0 , 1 7 0 , 1 0 4
KO 1 1 5 0  D A T A  1 0 4 , 1 5 7 , 8 8 , 3 , 1 0 4 , 1 5 7 , 8 9 , 3
SU 1 1 8 0  D A TA  1 0 4 , 1 5 7 , 6 8 , 3 , 1 0 4 , 1 5 7 , 7 3 , 3
KD 1 1 7 0  D A T A  1 8 4 , 1 5 7 , 7 2 , 3 , 3 2 , 0 8 , 2 2 8 , 1 3 2
KG 1 1 8 0  D A T A  2 0 3 , 1 8 9 , 7 2 , 3 , 1 3 3 , 2 1 2 , 1 0 9 , 7 3
F L  1 1 1 0  D A T A  1 , 1 3 3 . 2 1 3 , 5 8
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PO j

KB 1 1 1 7  R E M
Pe I I
9 8  
R
E
M  
M
O
A
J
W
I
W
I R
M I
M
O
M

K J  1 1 9 9  R E M
AX 1 2 0 0  G R A P H I C S  0
OS 1 2 1 0  P O K E  5 5 9 , 0
YV 1 2 2 0  R O M = P E E K ( 7 5 6 )
XX 1 2 3 0  P O K E  7 5 6 , P E E K ( 1 0 6 )
MT 1 2 4 0  C H P = P E E K ( 1 0 6 ) : C H A = 2 5 6 * C H P
US 1 2 5 0  D 1 z P E E K ( 5 6 0 ) - 1 2 5 6 N P E E K ( 5 6 1 )
WE 1 2 6 0  P O K E  D 1 . 2 , 2 4 0
MK 1 2 7 0  F O R  M = 8  T O  2 4  S T E P  4 : P O K E  0 1
. 1
1 4 , 1 3

0 :N E X T  M
PL 1 2 0 0  P O K E  7 5 2 , 1
YU 1 2 9 0  F O R  I 7 - 0  T O  5
EC 1 3 0 0  P O S I T I O N  9 , I * 4
K I  1 3 1 8  F O R  C = 8  T O  1 2 7 7  " k " ; C H R S ( C ) : ; N E X

T C
FO 1 3 2 0  N E X T
AO 1 3 3 0  R E T U R N
KF  1 3 / 7  R E M
XI ( 1 3 9 8  R E M  M I M E =
KN 1 3 9 9  R E M
CF 1 4 0 0  G R A P H I C S  2
O I  1 4 1 8  S E T C O L O R  2 , 0 , 0 ; P O K E  7 5 2 , 1
CP 1 4 2 0  D L = P E E K ( 5 6 0 ) + 2 5 6 * P E E K ( 5 6 1 ) : P O K E  D

1 . 9 , 6
I D  1 4 3 0  P O S I T I O N  6 , 0 : 7  1 1 6 ; " F O N T v I E W "
L S 1 4 4 5  P O S I T I O N  4 , 4 ; 7  U 6 : " .  Ap t l iM AD I JU L T a "
DM 1 4 4 8  I F  M O M C  T H E N  G O S U 5  1 0 0 0 ; G O S U 6  1 1 0

8 :N O M C =4 ;
S I  1 4 4 5  ?  I n s e r t  d i s k  a n d  p r e s s  M O M

o r  O P T I O N  t o  q u i t "
1 0  1 4 5 0  I F  P E E K ( 5 3 2 7 9 ) = I  T H E N  P O K E  1 0 6 , P E

E KC 1 8 5 1 .1 2 4 1 G R AP H I C S  0 : E N D
'IfK 1 4 5 5  I F  P E E K ( 5 3 2 7 1 ) 0 6  T H E N  1 4 5 0
JO 1 4 6 0  O P E N  1 1 1 1 , 6 , 8 , " D :0 . F M T "
VC  1 4 7 0  I N P U T  1 1 1 , D E 1
UT 1 4 8 0  I F  D E 1 ( 5 , 8 ) = F R E E "  T H E N  C L O S E  W I :

GOTO 1 4 5 5
OX 1 4 5 5  R E T U R N
KM 1 4 9 7  R E M
I G  1 4 5 8  R E M  M OM D M I M EGI EM M O
KP 1 4 1 1  R E M
CG 1 5 8 8  P O S I T I O N  2 5 , F L * 4
-
1 1 ?  "

utl i r  ;
TO 1 5 1 8  I F  P E E K ( 5 3 2 7 9 ) 0 6  T H E N  1 5 1 0
OD 1 5 2 8  P O S I T I O N  2 5 , F L * 4
-
1 : 7RE 1 5 1 8  P O K E  5 5 9 , 0
AN  1 5 4 0  R E T U R N
KJ 1 5 9 7  R E M
JT  1 5 / 8  R E M
KR 1 5 9 9  R E M
DA 1 6 0 0  P O K E  1 4 5 7 6 , 0
YE 1 5 1 5  FO R  1 = 8  T O  5
SS 1 6 2 0  P O KE  2 4 5 7 7 4 1 , C H P + 1 4
1
4
00 1 6 3 0  P O KE  2 4 5 8 3 4 1 . 2 0 4 1 1 4 1 6
FN 1 6 4 5  N E X T I
CU 1 6 5 0  P O K E  5 4 2 8 5 , 1 9 2 : P O N E  5 5 9 , 3 4
OD 1 6 6 0  R E T U R N
KL 1 6 9 7  R E M
PC 1 6 9 0  R E M
KT  1 6 9 9  R E M
FO 1 7 0 0  F O R  I . F 1  T O  5
TC 1 7 1 0  P O K E  2 4 5 8 3 + 1 , 2 6 . 1 8 1 6
F J  1 7 7 0  N E X T  I
D J 1 7 3 0  P O S I T I O N  2 6 , F L * 4 - 1 : ?

AA 1 7 4 0  I F  P E E K ( 5 3 2 7 9 ) 0 6  T H E N  1 7 4 0
PD 1 7 5 8  P O S I T I O N  2 6 , F L * 4
-
1 : 7  "

t •

oF 1 7 6 0  R E T U R N

TURN o N  D I S P L A Y

NO M O R E  O N  D I S K

MORE ( S T A R

END S T A R T

•

KEYBOARD
P ' U  L  continued

pushed. Press ing space (LINE 345) calls  up the "shoot ing
-rout ine at LINES 360-65.  Press ing the arrows  moves the gun's
c olumn pos it ion (LINE 340). You get a play again prompt  after
5 shots: LINE 380 stalls the program unt i l  "Y" or "N" is
pressed. As usual.  ' Y '  repeats the program and "N" brings  you
to the next sect ion.

THE INPUT COMMAND
INPUT is dif ferent  to the GET and PEEK keyboard commands

because you have to press RETURN to get the key(s) registered
or accepted. St r ing input s  have to be DIMens ioned fi rst and
take the form I NPUT AS where AS is the name of your string.
Numeric  input s  take the f orm INPUT number.  You can also
enter more t han one item us ing a s ingle input  c ommand (e.g.
INPUT X,Y,Z ) and you can mix  s t rings and numbers  (e.g.
INPUT AS.X.B$). In the f ormer case you can press W I
-
U R N  o r
c omma af ter each entry.  You mus t ,  however.  press RETURN
after s t ring entries because the c omput er looks on a c omma as
part  of  the string.
Normally  the input  prompt  shows up as a quest ion mark  on

the screen. You can get r id of  this by us ing #16. viz. I NPUT
# I6,X. or by opening the screen editor to input / out put ,  viz.
OPEN #n.12.0, "E: ":  I NPUT #n.X (where n=channel number).
SECTION 4 of  the lis t ing draws  a box  on a GRAPHICS 7

screen when you I nput  the length and the width.  The TRAP
statement  ret urns  the program to LINE 410 if  you don't  input
numbers :  the IF T H E N  s tatement  ensures  that  the numbers
are wi t hin the right  range. While you can press c omma or
RETURN af ter the fi rst  entry,  wrong numbers  don't  get picked
up unt i l  you hit  RETURN.  This  doesn't mat t er  muc h here, but
It might  be import ant  i f  you had a long list of  inputs  as one
Incorrect  ent ry  would mean you have to repeat  the lot  f rom
scratch. LINE 440 does the "go again" rout ine.  As usual.  only  Y
or N are accepted but  t his  t ime you mus t  press RETURN after
the key too. Because input  s t ring AS (DIMens ioned in LINE
400) has  a length of  1. addit ional characters  typed in will be
lost. For  instance, input t ing "YZZZZ
- w o u l d  b e  
a c c e p t a b l e  
a s

'T" because only  the fi rst  charac ter is counted.
While the INPUT c ommand accepts leading spaces as part  of  a

string,  it  ignores spaces entered at  the end or input s  consist ing
of spaces only.  For  instance, if  you input  "dog " (length 5) it is
taken to be "dog
- ( l e n g t h  
3 ) .  
Y o u  
c a
n  
g e
t  
o v
e r  
t h
i s  
p r
o b
l e
m  
b
y

bui ld ing up your s t ring character by charac ter wit h the GET
command.  SECTION 5 shows how this  works:  LINE 500 sets
up a 6 charac ter s t ring called BS. The next lines  get a key and
put  its let ter equivalent  int o the s t ring.  We don't  have to open a
keyboard channel this  t ime because channel I  was  already
opened in SECTION 3. Press ing ret urn (K. 155) pops you out  of
the loop,  otherwise it  covers 6 rounds  (i.e. t he 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  opt ions.  The

press a key rout ine at the end of  the program is  inc luded to
show how you can make messages "fl ash" on the screen as this
is often useful in keyboard input  rout ines .  POKE 755.0 makes
any inverse characters  print ed on the screen come up as
normal.  POKE 755.2 (the value there ordinarily ) t urns  them
back to inverse again.  LINES 550-60 swop front one to the
other (with a short  delay) unt i l  you press a key. LI NE 570 puts
every thing back to normal and ends the program.
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XLM UTILITY

OLD•COMMAND
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d  
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t
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o
-
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o
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protec t ion and the set t ing up of a f unc t ion key by
adding two new c ommands  to Atari Basic. The ut il it y

Is so-called because it  brings  to you the long overdue com-
mand.  'OLD'.  whic h enables the programmer to recover a
lis t ing accidentally  wiped.  Also it  allows  the user to bui ld up.
via the *COMMAND' s tatement ,  a buf fer of  commands  that  are
c ommonly  used whic h may  be executed wi t h one keypress.

THE OLD STATEMENT
This  ne c ommand wi l l  enable programs  to be recovered that

have been los t '  by t yping NEW, by loading a new tape program
or by overwrit ing f rom disk.
When the c omput er performs  a NEW statement  it  does not

wipe the current  BASIC program f rom memory .  it  merely  resets
the program pointers  f rom the top of  the program to the
bot tom,  mak ing the user t hink  that  all work  has  been lost. I t
would,  therefore,  seem a s imple task to reset the pointers  back
to the top. but  what  i f  a new program has since been typed in?
This  is where the most  powerful use of  OLD-COMMAND comes
in as it  of fers almost  ma x i mu m protec t ion by dumping the fi rst
22K of  your program into the spare behind Basic, the Float ing
Point package and the Operat ing System (hrgh memory  f rom
now on). Even if  you program is longer than 22k  you may  s t ill
be able to recover it as explained later.  Even l i t he  original
program is overwrit ten.  it  could s t ill be recoverable as the
following s ituat ions  explain.
Sit uat ion 1: I have typed in a small program and entered NEW
by mis take.  Solut ion:  Enter OLD and the program is back. The
program wil l  protect  agains t  NEW if  NEW is typed on its own at
the beginning of a line.
Sit uat ion 2: Af ter NEWing a small program by mis take I pro-
ceeded to type a second program in on top. I recovered my
original program by typing OLD but  t hen found I wanted the
second program back af ter all.  Solut ion:  Ent er OLD again.
When OLD is typed the program in high memory  is exchanged
wit h the current  program so 2 programs  can be swapped
around to minimis e loss.
Sit uat ion 3: I  have typed in a program and entered CLOAD by
mistake. When the new program came up I realised the error.
Solut ion:  Type OLD for the former program.  and OLD again if
desired for the second. Note that  OLD-COMMAND wil l  dump
your program as soon as disk  or cassette is accessed (via
c ommands  such as ('LOAD.  LOAD,  ENTER.  RUN "C: " or RUN
"1):" etc.). No mat t er how tar the load has  progressed, the
program can be recovered.
The condit ion on all this  is that  l i t h e  program that  is lost Is

more t han 22K long, and the overwrit ing program is more than
22K long, the system MI GHT crash when at t empt ing to OLD. It
is best to SAVE the overwrit ing program and then give it  a t ry
you may  well recover 22K of  your old program.  Hav ing said all
this,  it  is  VERY unlikely  that  you would ever be in this
s ituat ion.  The majorit y  of  the t ime this  ut ilit y  wil l  happily
recover lost '  work .
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THE COMMAND STATEMENT
This  is a useful ihnesaver.  lf ,  dur ing progranuning,  you not ice

that  you seem to be us ing the same direc t -mode c ommands
repeatedly,  you can now store t hem up in a buf fer and then
press one key (HELP) to run t hem as if  you had jus t  typed
t hem in, The way to store t hem in the butTer is to type
COMMAND.  The prompt  comes up and the series of  com-
mands  mus t  be entered just  as if  you were entering a direct-
mode line. This  is an example of  what  could be typed af ter the
prompt .  "Ent er New Command":

GRAPHICS ()POKE 710,238:POKE 712,238,POKE
709,0:POKE 752,1:POKE 622,255.POKE 82.0:POKE 756,204

Every t ime Help is pressed. the above will be executed.

You are limited to 120 characters  and Ret urn mus t  be pressed
to store the statements.  Note that  the Help-key  ut il it y  switches
of f  whils t  RUNning programs  to prevent  unwant ed access. The
Command buf fer Is cleared on typing NEW or OLD.

DISK OPERATING SYSTEM
OLD-COMMAND becomes a very effective •ME.M.SAV fi le' be-

cause any current  programs  are automat ically  dumped to high
memory  on t yping DOS. Therefore you have 22K of  protect ion
wit hout  hav ing to create a MEM. SAV on disk. Simply  recover
the ut i l i t y  af ter ex it ing DOS by press ing Reset. Ty ping OLD will
recover your f ormer lis t ing.  The condit ion of  this feature is that
only  the ORIGINAL DOS 2.0 or 2.5 mus t  be used.

TYPING IT IN
There are two versions: cassette users type in Lis t ing I ,  SAVE

it  and create their OW11 autoboot  cassette following on-screen
ins t ruc t ions .  This  is then loaded by swit ching off the compu-
ter. remov ing all cart ridges arid t hen swit ching on while press-
ing Start .  Press any key to commence boot. Dis k  users create
an AUTORLIN.SYS fi le on a fresh disk  by typing in Lis t ing 2
and SAVEing.  Load by s wit c hing on the c omput er wit h the
disk  in drive 1. Jus t  af ter t yping NEW or OLD ignore any
screen flashes - t his  is the ut i l i t y  accessing the region
A000-FFFF - and a double READY sign - t his  is s imply  the
ut il it y  check ing to see if  a program Is in memory .

NOTE:  This  ut ility  can only  work  wit h XLs (600X1, and 800XL)
or XEs (65XE and 1302(E) due to bank -swit ching techniques_



E l  1  R E M
HK 2  R E M  *
MA 3  R E M  *
PU  4  R E M  *
YG 5  R E M  *
ED  6  R E M  *
KY 7  R E M  "  M E W  A T A R /  U S E R  -  D e c / J a n  9 1  *
EP 8  R E M
NO 9  R E M
OK 9 5  R E M
PP 1 0 0  D I M  H E X $ ( 9 4 ) , P 1 1 ( 2 ) : R E S T O R E  2 3 0 : F O R

A r 1 5 3 6  T O  1 5 4 9 : R E A D  B ; P A K E  A . A ; N E X T  A
;T R AP  1 7 8 : M E M A D R = 1 4 8 4 8 : R E 5 T A R E  2 5 0

GA 1 0 5  G R A P H I C S  A : P O S I T I O N  1 4 , I T ?  " O L D
-
C O

M M A N D
-
I T O T r A

DM 1 0 6  P O S I T I O N  9 , 2 : ?  " C r e a t i n g  c a s s e t t e
fi l e "

OK 1 1 0  P O K E  8 2 , 1 5 : 7  T ?  " R e a d i n g  l i n e " : 1 P 0
KE

AU 1 2 0  ?  2 5 0 + L
WI. 1 3 8  R E A D  H E X A T F O R  H = I  T O  9 4  S T E P  2 : P S (

1 ) = 1 1 E X I T ( H , H ) : A S C 2 ) = H E M S ( A fi , H 4 I I T H I r A 5
C ( P S ( 1 , 1 ) ) T H I = A S C ( P S C 2 , 2 ) ) ; 0 2 = 1 ) 2
.
1 1

DA 1 4 0  H 1 = 1 1 1 - 7 * ( H 1 ) 6 4 ) : H 2 = H 2 - 7 * ( H 2 ) 6 4 ) : 1 1 1
= H 1
-
4 8 :
H 2 .
7
0 2
-
4 8 :
D E
C = P
l I R
I 6 *
N 2

Z I  1 5 0  P O K E  M E M A D R f ( H - 1 ) / 2 , D E C : T 0 T = T A T # D E
C : I F  T O T ) 9 9 1  T H E M  T O T = T 0 1
-
1 0 e 0

XV 1 6 0  N E X T  H :M E M 4 D A r M E M A D R 4 4 7
FG 1 6 1  R E A D  C H K : I F  C H K ( ) T A T  T H E N  P O K E  8 2 ,

2 I ?  : ?  " W r o n g  d a t a  i n  l i n e  " : 2 5 0
.
1 L : " ! "
TEND

JH  1 6 2  L = L
4
I 0 T I O T r A
: G O T O  
1 2
0

D J 1 6 5  R E M
T V 1 7 0  P O K E  8 2 , 2 : 7  : : I F  L 4
.
2 5 0 0 4 6 0  
T H E N  
?

:?  -
N o
t  
e
n
o
u
g
h  
d
a
t
a  
i
n  
l
i
n
e  
"
:
2
5
0
+
L
1
"

E140
RC 1 7 5  ?  : ?  " W r i t i n g  A u t o b o o t  c a s s e t t e " : ?

" I n s e r t  b l a n k  c a s s e t t e  a n d  .
A8  1 7 6  ?  " p r e s s  R e t u r n " ; T R A P  2 1 5 : P O K E  7 6 4

. 2 5 5 : I N P U T  P S
UM 1 8 0  O P E N  2 8 1 , 1 1 , 1 2 8 , " C : "
UM 1 9 0  P O K E  8 5 0 , 1 1 : P A K (  8 5 2 , 0 : P A K E  0 5 3 , 5 8

:P O KE  8 5 8 , 8
DM 2 0 0  A r 1 1 5 1 1 ( 1 5 3 6 , 1 0 0 0 ) :C L O S E  R I
U J 2 1 0  ?  " A l l  d o n e " ; E N D
UM 2 1 5  C L O S E  R i c ?  " C a n n o t  w r i t e  • i l e . : ?  "

E r r o r  " : P E E K C I 9 5 ) ; "  e n c o u n t e r e d
-GF 2 1 6  ?  " R e c t i f y  a n d  " : : 0 0 T O  1 7 6

DT 2 2 0  R E M
WM 2 3 0  D A T A  1 0 4 , 1 0 4 , 1 4 1 , 8 9 , 3 , 1 0 4 , 1 4 1 , 8 8 , 3

, 1 6 2 , 1 6 , 1 6 , 8 6 , 2 2 0
MR 2 4 0  R E M
I C  2 5 0  D A T A  8 0 0 8 9 0 0 6 6 6 0 7 4 4 9 3 C 8 D 0 2 D 3 A9 6 6 8 5 0

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

7M 2 6 0  D A T A  8 7 6 9 0 0 0 D 0 F 0 7 A 9 1 5 C 8 0 9 1 0 7 A 9 0 7 0 0 /
2 0 7 A2 0 F 8 0 4 0 E 4 9 0 9 1 ) 0 7 C AI AF 7 AD 4 0 E 4 1 8 6 9 5 1 1 8
D C 0 0 9 A D 4 1 E 4 6 9 0 0 8 0 C 1 0 9 A 9 A 2 6 D , 3 5 4

V I  2 7 0  D A T A  9 D 0 7 A 9 0 9 8 0 9 E 0 7 A 2 0 0 1 1 9 0 0 1 0 0 0 0 6 E
8 D AF AI AG O AD 2 0 0 AC 9 F F F 0 0 3 4 C 1 5 0 9 AD E 7 0 2 0 5 C
A A D E 8 0 2 0 5 C C A 9 0 0 8 5 C D A 5 4 0 8 5 C E . 6 4 6

OD 2 8 0  D A T A  2 0 E 9 0 9 A 0 0 0 8 1 C D A A B I C 0 9 1 C D 8 A 9 1 C
AC 0 D 8 F 3 E 6 C C E 6 C E A5 C E F O O 8 C V D 8 D 0 E 5 A9 D 0 0 5 C
E 4 C7 1 5 0 7 a e l l i s p9 6 c oAAc ho9 8 0 0 8 9 9 , 1 5 7

JH 2 9 0  D A T A  6 C 0 A 8 A 9 9 0 0 0 0 8 8 1 0 E F 2 0 D 7 0 9 4 C 1 F 0
/ 4 9 0 D8 1 7 2 1 0 3 a 9 0 7 0 D 2 2 0 3 A 9 9 M I D 1 E 0 3 4 9 0 7 8 D 1
F 0 3 A 9 F E 8 D E 7 0 2 A / 0 A 8 D E 8 0 2 0 1 2 0 9 , 5 1 4

C J 3 0 0  D A T A  A A F A A 9 0 / 4 1 5 C F 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 e 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 9 8 2

I C  3 1 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 0 4 4 F 2 0 8 C 9 / 0 F
0 0 5 E E 2 9 0 4 2 0 b O A D 2 9 0 A 8 0 2 B O A A 9 0 0 8 0 2 9 0 A 0 E 2
A0 A0 C 2 0 0 AAD 2 F AAF 0 0 3 4 C 5 8 0 8 A0 , 3 5 6 1

UM 3 2 0  D A T A  o e a 2 0 0 e E 2 C 8 A B E 3 2 0 a c e ( 8 8 9 3 3 0 a 0
D 7 F 0 5 F 0 F 6 C 9 8 0 8 0 0 6 8 D 3 2 0 4 4 C E D 0 7 2 9 7 F 0 0 7 F 0
5 F 0 1 7 4 9 0 0 8 0 3 2 0 A E E 2 C 0 4 E E 2 C 0 4 . 0 4 7

11) 3 3 8  D A T A  A 2 0 0 A D 2 C O A C 9 0 8 1 ) 0 0 1 4 C 1 5 0 9 A D ) 7 0
AD O L 4 E C 2 BO AD AF 3 E 0 0 5 F 0 0 3 2 0 8 8 0 9 4 E 2 C O AAD 4
6 0 A8 5 C ABD 4 7 0 . 1 8 5 C C 6 C c 8 0 0 0 0 0 0 , 8 7

L L  3 4 0  D A T A  1 3 9 4 E 0 4 9 9 7 E 0 AC 8 C 0 0 4 0 0 F 5 0 C 2 F AAA
9 0 C 8 D F C O 2 4 C C 3 0 8 4 0 0 0 8 C 2 F 0 A8 9 5 2 0 A9 V 7 E 0 AC
AC AD 4 D AF 5 AC I E BAAD E 7 0 2 0 5 C 8 4 1 ) . 3 4 6

R EAD  I N  D A T A

PR OGR AM  D A T A

OL D -C OM M AN D
A y  D a v i d  M a n l o v e

L I S T I N G  1
( C AS S E T T E  V E R S I O N )

W R I T E  AU T O R U N  F I L E

M / C  W R I T E  R O U T I N E  D A T A

OLD§COMMAND
L J  3 5 0  D A T A  E 8 0 2 8 5 C C A 0 0 1 0 1 8 8 C 9 8 0 F 0 3 C A 8 1 1 0

9 0 0 0 0 9 9 6 C 9 A 8 8 1 0 F 7 2 0 ( 9 0 / A / F F 8 D 2 D 0 A A 9
0 0 8S C D 8 5 c r A 9 a o 8 s c E 4 0 0 0 8 1 C 8 9 1 c D , 1 3 3

UG 3 6 0  D A T A  C 8 0 0 F 9 E 6 C C E 6 C E A5 C E F 0 0 8 C 9 0 0 D O E
8 :1 1 0 8 8 5 C E 4 C 9 A 0 8 2 0 0 7 0 1 A 0 2 E 0 4 F 0 0 4 2 0 4 C C
3 08 6 0 1 1 1 ) 2 E 0 AF 0 0 C A5 5 4 3 8 E 9 0 5 0 5 5 4 .3 4 8

OP 3 7 8  D A T A  A9 0 0 8 1 ) 2 E 0 AA9 E 0 0 1 ) 1 1 0 7 6 1 9 0 8 8 0 / 2 0
7 4 C 1 1
,
0 9 A C 3
1 0 A C 0
7 8 1
,
0 0 9 0 9
7 E 0 A E
E 3 1 0 A
A 0 0 1 6

0 A / 6 C 8 0 9 1 0 7 1 1 9 0 7 0 0 / 2 0 7 A 9 0 0 8 0 , 7 3 6
I N  3 8 0  D A T A  3 1 0 4 2 0 1 3 0 / A D 2 7 0 4 1 0 0 8 7 0 8 4 0 7 4 9 0

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

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

R I  4 0 0  D A T A  0 3 A 9 0 0 1 1 D 4 9 0 3 2 0 5 6 E 4 A 9 0 5 8 D 4 2 8 3 4
9 7 8 8 0 4 8 0 3 A 9 0 0 8 D 4 9 0 3 4 / 7 E 8 D 4 4 0 3 4 9 0 A 8 0
4
5
0

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

5 1 m 1 4 0 7 FA9 2 0 9 9 6 0 0 5 9 1 C6 8 8 1 0 r 8 8 0 2 0 6 8 0 8 4
5 ,
0
1 0 0 3 3 0 4 4 c 1 5 0 9 4 8 A D 3 3 8 a F0 0 9 1 1 9 , 7 0

KP 4 2 0  D A T A  0 0 8 1 ) 3 3 0 A 6 8 4 C F F F F 2 A C 9 0 9 6 8 4 C A F A
9 8 A 4 8 5 8 4 8 8 8 2 0 6 0 0 8 2 8 6 8 4 8 6 0 A A 6 9 0 0 0 1 D 3 2 9 F
C O 9 0 1 8 0 0 1 D 3 A D 3 0 0 A 8 0 0 E D 4 5 8 6 0 , 6 0 0

HY 4 3 0  D A T A  A 9 0 0 8 D 0 E D 4 7 8 A D 0 I D 3 2 9 F C 0 9 0 2 8 D 0
1 1 ) 3 6 onD oc o2 c 9 1 1 F0 0 3 4 C 6 2 E 4 1 : 0 8 0 8 0 i n0 7 a 0
01 8 1 0 A c / 8 AD AF 0 2 8 1 C 0 A A 9 0 1 8 0 2 7 . 2 5 7

TM 4 4 0  D a r e '  e a 4 c i m o B a E 1 5 4 ( 4 4 C 6 3 E 4 4 9 0 7 4 c 5 c f
4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 4 3 4 F 4 D 4 0 4 1 4
E C 4 4 E 4 5 D 7 4 1 4 C C 4 4 3 4 C 4 F 4 1 C 4 2 6 , 7 5 2

G7 4 5 0  D A T A  0 9 4 0 0 8 0 0 0 7 A 6 0 9 5 2 4 5 4 0 1 8 4 E 4 5 5 7 9
8 9 1 3 4 5 6 E 7 4 6 5 7 2 2 0 4 E 6 5 7 7 2 0 4 3 6 F 6 0 6 0 6 1 6 E 6 4 9
0 4 5 3 A 9 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 , 2 1 6

E l  1  R E M
MK 2  R E M  *
MO 3  R E M  *
OW 4  R E M  *
BH 5  R E M  *
ED 6  R E M  *
XY 7  R E M  *  N E W  A T A R I  U S E R  -  D o c / J a n  5
0
1
EP 8  R E M
NO i f  R E M
OK 9 5  R E M
PP I A A  D I M  H E X S ( 9 4 ) , P S 1 2 1 : R E S T A R E  2 3 0 : F O R

A 7 I 5 3 6  T O  1 5 4 9 I R E A D  0 : P A K E  A , A : N E X T  A
:T R AP  1 7 0 ; M E M A D 0
-
r 1 4 8 4 8 : R E 3 T A R E  
2 5 0

GU 1 0 5  G R A P H I C S  A : P O S I T I O N  1 4 , 1 :
- 0  " O L D - C OM M AN D "T T AT =0
L A 1 0 6  P O S I T I O N  1 1 . 2 T ?  " C r e a t i n g  d i s k  fi l l

e "
OK 1 1 0  P O K E  0 2 , 1 5 : 7  I ?  -
R e a d i n g  
l i g : W e : T P A
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10 YEARS OF BaG.!

36 I s w e  53 N e w  Atori LI5er

Oil The camera's over here lads!

Pictured here is the committee of
- t h e  
B i r m i n g h a m  
U s e r  
G r o u p  
a t

the clubs 10th birthday celebrations demonstrating the amazing
versatility o f 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
time!
The Birmingham User Group is. without 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, RUG .  has seen the gemination o f
much o f  what you now take Jar granted in Atari world. Without
13.1J,G. you would not be reading this very magazine, you tvould not
have ergoyeci Sofiware Express who served the Atari community so
well until their sad demise, you would not have had Derek Fern
discovering new hardware and sofiware for you every day and.
arguably, you may not have had US Gold (who said 'so what'?).
13.U.0. has been responsible for a great deal of the current Atari
scene.

The group is st ill going strong and meets every Thursday evening
at 7.30prn in OW jitrietiOrl room o f the Matador public house oppo-
site Si. Mart in 's church in Birminghtun's _Tarnow.; Bull Ring. I f  you
are in Drum on a Thursday night. wh y not drop in? If you want to
know more give their secretary, Steve Hough. a ring on 021 708
0958

Congratulations lads, hope you're still around in a year's time
when we  celebrate our tenth!
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SOFTWARE
NEW!
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NEW!

CASSETTE
ONLY

LAST FEW!

CASSETTE
ONLY

ROM
CARTRIDGE

BLUE MAX
One of the classics of Atari history! Blue Max
is set in 1915 during World War 1 and has you
flying a mission in a hi-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 game.

Normally £14.95
OUR PRICE E7.95

KICK OFF
tine of the finest football simulations of all. Kick Off
gises you a full sire multi-directional scrolling pitch.
the skill levels. one or two player option. league
competition for up lo eight players plus all the fea-
tures of the real game including corners. penalties.
'CHOW and red cards etc. Players ma ?• lire as the game
progresses. get injured or sent id.  'truly realistic!

Originally 1
.
7 . 9 5
OUR PRICE E2.95

DECISION IN THE DESERT
K I N  I, 1942, the Battle of El Alamein begins, hut sill
the outcome be different with sou in command? 'foil
make the decision to deploy tanks, artillery. air user and
combat divisions. those to lead the armies of either side
or challenge an opponent to compete against you. PAcel-
lent graphics and sound, fist scenarios, historic accuracy.
one or two players and more, ,Ssi escdtent simulation
From the er e
-
ak i n 
o f  
F - 1 5  
S t r i
k e  
E a
g l
e  
a
n
d  
S i
l e
n t  
S e
r v
i c
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Recommended price 1
.
1 4 . 9 5
OUR PRICE E4.95

MASTERTYPE
Now anyone can learn to type whilst playing a challenging
gaunt. Nlastertype was one of the original 'game based'
lyping tutors which requires you to nip cneuio words as
they approach from the four corners of the screen. But it
lint really a game for. Name you realise it. you will
become quite proficient on the kmboard as you progress
through lit lesson's of increasing complexity.

Recommended price E14.95
OUR PRICE E2•95

We are still managing to uncover a few new items of software for
your XLIXE so check all the new items this issue. Check the inside
front cover and the following pages. Some items previously adver-
tised are now sold out but there are 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.

ROBOTRON 2084
It's the year 20S4, and you're the Only being left oho
can defend humanity against the Robotron armies!
YOU
•
ve 
g o
t  
t
o  
m
u
s
e  
q
u
i
c
k
l
y  
t
o  
r
e
s
c
u
e  
t
h
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l
e
s
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humans and blast fast nith your anti-robot laser gun
to shatter the oncoming oases of Orunts. Hulks.
Brains, Spheroids, Llectrodes and mutant Pens. Only
you can save the last sum ism's!

Normally 1'1195
OUR PRICE E6•95

NEW!

ROM
CARTRIDGE

MISSILE COMMAND
%nuttier of the all-time classic arcade games
that has you defending cities from missile
attack. Command the defence guns as enemy
missiles rain do%%11 from space In 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
OUR PRICE E5.95

MOON PATROL
our heal: Sector Nine. home of the niughest toughest

thugs in the galaxy_ 'firm lt,ne the finest patrol car no the
harm complete with anti-gra%ity jump Minims and laser
bullets, but .
s ou ' l l  
n e e d  
m o
r e  
t h
a n  
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h
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c
a
r  
i
n  
t
h
e  
r
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u
g
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terrain of Sector Nine. Blast ITOs. leap met. landmines,
Demolish tanks and jump litigt craters and moon rocks -
just to SUrViVe• Great 30 graphics and good musk add to
the enjoyllatfti Of this addictive arcade conversion.

N or m a lly i l  2.95
OUR PRICE E6•95

BACK AGAIN!
Pmso
,

* -
ATARI

ROM
CARTRIDGE

LETTER WIZARD
I'm those who need a little more sophistication in a
word processor. letter Witard gises you all of the
bask features you would expect plus mail merge,
Print of selected pages, headers and footers, automatic
page n t i e r i ng and a whole host more print format-
ting styles. Although set up for Epson compatible
printers or the NIA • ti1123. control codes can be sent
direct to the printer. tomes with an easy to learn and
use manual plus a handy Quick Reference card,

Original Price E19.95
OUR PRICE NOWE5.95

BACK AGAIN!

mosnx COMMAND

4 1
1
P '

Airg:
ROM

CARTRIDGE

LOWER PRICE!

DISK
ONLY
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99p  C A S S E T T E  S P E C I A L S
NEW!

HANGMAN
s
t
r
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e
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,
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•Jr

CAS S E TTE ONLY O U R  PRICE JUST 99P!

LAST FEW!

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.

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

CASSETTE O U R  PRICE JUST 99p!ONLY

TAIL OF BETA LYRAE
(tut o f  Atari Sollware series says " he  ultimate
'Scramble' clone with superb graphics and musk.
This humdinger of a horizontally scrolling shout 'Cm
up was %trilled by Philip Price, and the music was by
Gary Gilbertson. They later went on lip write the
'Alternate Reality' games." This is one of the few
origina l '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!

NEW PRICE!

CASSETTE
O NLY

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

SOLD OUT CASSETTE
ONLY

IRWIN TO MIMING I
Cassette users wishing to learn Basic programming
Can benefit from ibis tape based tutorial. The Invita-
tion To Programming 2 set, entitled Writing Your

tw,n Progra ms. comprises .
1 1 W i l i  
c a s s e t t e s  
a n d  
M O

workbooks and does not re quire  invita tion r o  Prog-
ramming I.  With these actual on-screen. esamples
your programming books will come alise and too
will be writing vour own programs in no lime. Start
to progra m now a t our barga in price !
Original Price 1'1195
OUR PRICE E2.95 CASSETTE

ONLY

• plAtao*.•
se al . .  iNot

Puldrshed p i
-
we  
1 7 . 9 5

OUR PRICE OM

130XE HANDBOOK
% pr ogr a n g  hook whic h covers Doi only the  machine

mentioned in  its  O u t hot a lso the  toSICF. /41101(1, a nd
earlier models. t h e  book  wil l  take  you fr om  the  fi rst
steps in pr ogr a m m ing up to wr i ting good, s tructured
programs. ti n e  chapter is  destoted to  the  m ond capabili-
ties o f the  ‘ 1 1 _
,
X E  w i t h  
d e t a i l
s  
o r  
t h
e  
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u n
d  
c h
i p  
i t
s e
l f

a llowing sou to  remit.. more  ...moods than is  not; molly
possible wi th  Basic. Four  chapters cower graphics includ-
ing Display I  is t pr ogr a m m ing. P layer  M issile t;raphoos
and redefi ning characters-  th e r e  are  emensise appen-
dices sobering Basic commands. E r r or  c ode ,  sound a nd
graphics references and m uch more  % n  ideal .• m i n i m
For musky a nd inte rmedia te  pi ..graosoners.
I•oiblished r i c e  7 . 0 5

L A S T  P E W  L E F T

Published price ta.95OUR PRICE ENO

MICRO ENQUIRER
A large format book that covers the world of micros in
general with some specific Atari sections..lhe hook
contains a lot of worthwhile background information on
home computing and is ideal for those who are recent
conseris or who want to espand their general knowledge
iii etimputer, II cosers all WHIS of topics including
languages, bulletin boards. U t,D, Data Processing. Prin.
ter,. Artificial Intelligence and much more. There are a
few Atari specific programs to illustrate various concepts
hut generally this book will fulfil a need 10 know more
ahout the world of computing in general. Large format
with user 180 pages.

A V A I L A B L E  A G A I N !
EASY PROGRAMMING

FOR YOUR ATARI MICRO
Ibis  b o o k  w e n t  o u t  o f  p r i n t 3  year s  a itio a n d  w e  h a l e  be e n  w a r ,  nine M r  41
replacement e s e r  since. W i t  a r e  absolutely  de lighte d Cr, h i v ,  found n u m ,  stocks of
I Ilk' o r  the  he s t hi- gunner's hook s  e te r  publis he d. U s e r  th e  p l o t  c ouple  o f  y e a r .
whe ne .e r  morocco.-  ha s  phone d fo r  a  beginners  book  o n  pr ogr a m m ing w e  ba s e
.olsised the n to  In a n d  fi nd a  second ha nd  copy tor  this  book  -  now !IOU c a n tom
it " to e  a ga in,  b r a nd  n e w ! H y  i  he e nd  o f  th is  book  y ou ' l l  h e  wr i ting  s our  o w n
programs, i m  iodine  thos e  w i th  fu l l  gr a phic s  a nd  s ound.

NEW REDUCED PRICE E4.95

ATARI ADVENTURES
Sri e s c r ihm t b o o k  w r i tte n  h i  a ds e n tu r e  e x pe r t T o n y
Bridges covering adsemures in general and showing
too.  y ou  c a n w r i te  y our  o w n  a ds e ntur e s  on the
A ta r i .  T h i s  book  ha s  In  fa c t fo r m e d  the  !oasis For
some o f the  a ds e ntur e  l is tings  th a t ha v e  been pub-
lished I n  P A G E  6 ,  I  tiny w i l l  la k e  y ou th r o u g h
examples  o f  c om m e r c ia l a dv e ntur e s  w i th  lots  o f
ha c k gr ound to  a l l  d i ffe r e n t ty pe s  o f  a dv e ntur e  a nd
then s how y o u  how a l l  the s e  ideas  can he  p u t
tontether  in  y our  s e m  o w n  a dv e ntur e .  The r e  is  a
pla y a hle  a dv e ntur e  l is ting c a lle d T h e  E y e  o f  T h e
S ta r  W a r r i o r  So s how y ou  jus t h o w  i l  a l l  M O W ,
toge the r . E v e r y th ing  y ou ne e d to  k n o w  tip w r i te  y our
fi rst a th e n tu r e .

otod
odwernuees

Pubhshed price 15.95OUR PRICE E1.50

WRITING STRATEGY GAMES
II v im  a r e  fe d u p  w i th  s im ple  a r c a de  Os  g a m e s  b u t
are no t s ur e  o f  the  m a ths  r e qu i r e d  in  w  r i l ing t h i n k -
i v . '  ga m e s  l ik e  chess he r e  is  a  hook  th a t w i l l  he lp
yowl Oill•  T O  wr i te  games  o f  s tra tegy  r e quir e s  not o n l y
a k nowle dge  o f  p r ogr a m m ing  h u t a ls o o f  c e r ta in
i i i i i ih r ina lk a l  a n d  c oding te c hnitior s .  T h i s  hook  is
pitched a t an intermediate  leve l. assuming (ha l you
a lr e a dy  k now  •  M a r i  Basic , M a c h i n e  code  pr og-
✓a m m e r s  arc- a lso c a te r e d fo r  w i th  m a ny  h i n ts  .on
how to  m odi fy  th e  r outine s . T h e  hook  closers the
p r o w . . . m i n g  the or y  b e h i n d  inte l l ige nt ga m e s  before-
moos ing . in too pr a c tic a l  ...samples o f  s e tting u p  a  chess
hoa r d, m ov ing  pieces a nd p la y ing  thr ough_  'There  a r e
sample games for draughts, chess and other strategy
games.

strotecA
giomos
or put Ilk. * w k .

Published price 1
.
5 . 9 5
OUR PRICE E1.50
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DISK
ONLY

MICROSOFT BASIC
Mkrusoft Bask 11 is now sold out but you can still
practice programming in the standard Bask &you base a
disk drive, Microsoft Rack is ideal is you want to concert
programs from other machines as it contains many of the
commands that are missing from .Atarl Bask. You'll be
able to share the creation of programs with other compu-
ter owning friends and maybe type in and adapt listings
ci rilten on other computers.

Recommended price 0. 95
OUR PRICE £5.95

DISK OR
CASSETTE

JUGGLES RAINBOW
I, fi rst computer learning esperience for children
aged 3 to 6 that teaches the eoncepts of above. below.
left and right phis letter recognition allowing the child
to enjoy learning with colours and musk and games
they can create and play themselYes,

OUR PRICE E5.95
NOW ALSO ON DISK!

SKYWRITER
Help your children learn how to create comples
words with a fun game that will keep them happy
while they learn. A two syllable word is Risen and the
Add has to recreate that word from its parts which
!Mat across the screen on clouds. A simple concept
but one which teaches in an interesting way. Suitable
for age, 5 upwards.

Orig inal  Price .112.99
OUR PRICE £4.95

SKY WRITER

ROM
CARTRIDGE

JUGGLES HOUSE
'mother for 3 to 6 year olds teaching the concepts lif
inside, outside, upper arid lower with Joggles' House
and Toyshell. each game also includes a •playground'
where children can try out these new ideas for them-
selves.

OUR PRICE E5.95
SPECIAL OFFER - PURCHASE BOTH
JI'GGLES PROGRAMS FOR JUST 0.95

5
.

luGrAtv HOUSE

CASSETTE
ONLY

LAST FEW!

DISK
ONLY

TEXT WIZARD
I f  you don't need a %try powerful word processor but
still want to use your Atari to help with producing
written documents Text Wizard could he the answer.
A simple to use and easy in learn word processor that
has the bask features such as search and replace.
move and duplicate test and straightforward print
formatting Including double column print out. The
print c a n d s  are set for Epson compatible prin
-ters. Test W itard will get you printing without getting
sou confused.

Original Price129.95
OUR PRICE E7.95

LAST FEW!

N 0 0  4t.11
,

M A P S  I K

DISK
ONLY

PRINT SHOP GRAPHICS
The offi cial PRINT SHOP Graphics Library  compris-
es 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 WWI'S Business. Symbols. Mytholouy
. a n dothers. ONLY No.s 1 and 3 NOW AVAI LABLE: n-
ese are all top quality graphics in the original Brode-
rhund Print Shop packaging.

Original Price112.99 each
OUR PRICE E4.95 each

SPECIAL - BUY BOTH FOR HST f8.95!

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

DISK O U R  PRICE E6.95ONLY

TOUCH TYPING
Everyone who uses a computer needs to brush up on
their typing and now you can learn to type like a
professional typist with this complete tutorial. Touch
Typing presents a self paced method of learning hi
letting you practice typing letters, sentences and para.
graphs. The computer determines words per minute,
number of errors and your weak points Rand
sentences are generated to drill you in those areas.
Contains Iwo cassettes and instruction manual.

Previoucly £19.95.
OUR PRICE E4.95 CASSETTE

ONLY

TYPO ATTACK
A typing trainer based on the Space Invaders concept
In which you hone up your typing skills hy blasting
falling letters. An enjoyable way to learn that will
quickly enable you to recognise the keys without
!lasing to look at the keyboard.

°mal t y  112.95
OUR PRICE E6.95

ATAP
ROM

CARTRIDGE

MUSIC PAINTER
•'in exciting educational program that helps to teach
music by using colours instead of notes. Change the
fifteen supplied songs to feature different instruments.
make the notes longer or shorter or transcribe your
own songs. No musical knowledge required to make
plan
- 
m
o
w
n  
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e
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t  
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get great satisfaction from being able to create their
Yery own music.

OUR PRICE E7.95 DISK
ONLY
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More software for your added enjoyment ranging from adventures to arcade games and serious
software. Something for everyone in this selection with several new titles this issue.

CAVERNS OF MARS LAST FEW!
DISK ONLY

Winner of one of the fi rst Atari programming competitions, this MaS one id
the fi rst vert ical %I:rollers and remains a much sought after original game.
Descend through the caverns avoiding mines anti pick ing up fuel. Highly
playable and addictive. only tone or two have made it  to the bottom of  the
cas ern d is c o y e r  the secret that awaits them.

LAST FEW WITHOUT BOX BUT WITH FULL ORIGINAL MANUAL•
LOWER PRICE E4.95

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 %lad Bomber
and try to flatten one of your friends? lads of excitement for 010: or two players
in this addictive arcade game that won awards for Best Audio and Visual EtTects
when it %%1IN rirS1 released, Simple yet addictive.

C A R
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5

SCREEN DUMP 1020
Owners of the 1020 prinierplot ter will be delighted with this utility which has
been unatailable for a long lime. Now Mari %rtist pictures can be dumped to
your 1020 in M I  C01. 01
.
R.  J o s t  
b o o  
o p  
t h e  
t a p e .  
s e l e c
t  
y O U
r  
t a l l o
u r i i r

picture and let the software do the rest.
CASSETTE ONLY

Originally £14.95 OUR PRICE JUST E2.95

HOME FILING MANAGER/PAY OFF
DISK ONLY

the' I I , iiii Filing %tanager record keeping system that shnulates index cards on
your Atari, keeps track of almost anything together with The Pay -Off Adlenture
• your chance to sample an adventure in classic style. This two disk set also
includes some lop class graphics demos.

SPECIAL PRICE - ONLY Li

MACRO ASSEMBLER
The Alacro Assembler will allow you to create your own machine language
games and applications use times faster than with the Assembler Editor
cartridge and it can assemble as many as 1600 symbol definitions with no limit
on program site, You can duplicate code. optionally assemble code and modu-
!arise your program. A Program-Text Editor is included.

DISK
ONLY

Normally 119.95
OUR PRICE E7.95

TIME WISE REDUCED PRICE
VI, by not use your Atari as all electronic diary? Timewise allows you to keep
track of all your appointments and important dales on a daily, monthly or
yearly basis. Now you can dispense with your diary and let your Atari do the
work. I f  you hate a printer Timewise allows you to print out the information in
a Yariety of ways.

DISK
ONLY

Originally122.99
OUR PRICE E3.95

ZAXXON
l hie i f  the all time classics for the Atari, Laxxon set new standards when fi rst
issued and was copied many times. Pilot your craft across the unique 3
dimensional battlefi eld shooting enemy fuel tanks, anti-aircraft tanks and mis-
siles before launching off through space for the ultimate conflict with a mighty
robot - few have got this far! Zaxxon. often copied, never bettered and NEVER
at this incredibly low price!

RRP 17.95 cass119.95 disk
DISKOR CASSETTE OUR PRICE E2.99

PLANETARIUM BACK IN STOCK!
on or education? Both really in this fascinating look at the heavens. Over INN)

stars, 88 constellations. the solar system and more than MO deep-sky objects are
depicted in this program that allows y0010 sill4 the unnerst. it I I  can make stellar
and planetary maps. study eclipses, learn about latitude and longitude and much more.

1050 DRIVE ONLY
Please slate when ordering if
you have a US Doubler fitted

Normally116.95
OUR PRICE E 6.95

PROOFREADER
I. WIN of Alariwriter will be delighted with this, the long lost spelling checker for
the Atariwriler cartridge! Proofreader may he loaded aliongside Atarioriter to
giyc you instant access to a dictionary of 36,000 words. I f  that is not enough you
can add your own words as y IIIJ go. Errors  are highlighted on screen for
correction, unusual words can be sayed and you can look up spellings,

DISKONLY O U R  PRICE E5.95

BASIC CARTRIDGE
Ve by would y1141 want a Basic t:artridge when Bask is already built  in to your
machine? Well some programs, especially some early public  domain priograms
wonl run on the M A E  but they will if  you plug in the old Yersion of Bask,
Much more comenient than having to hoot in the old Basic from disk and, at
this price, worth has ing just as a backup.
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PIRATE ADVENTURE
"Yo  ho ho  and a  Ind ite  a  ru m  ..." . m e e t  u p  w ith  the  p ira te  and h is da f fy
hied a long w it h  many st range  sigh ts as you  at tempt t in go I   y o u r  London fl a t
lo Treasure  Wa n d . Ca n  yo u  re co ve r lo n g  John  Silve r 's lost  t reasures? Happy
sailing matey. Scot t  Ad a m s Gra p h ic Ad ve n tu re  #2 b rin g s yo u  a  superb  Beg in -
ner's lese l adventure  complete w it h  g ra p h ics and idea l foe a ll ages

Original priceS19.95
OUR PRICE E7.95DI SK

ONLY

HARDBALL
American imitator baseball a t  y e r y  best . A  h ig h ly regarded  game -  check t io l
the re vie w in  Issue 45 ' T H E  best spo rts sim u la t ion  inn the  At a r i ' . L o o k o ye r the
p itchers shoulder as he t h ro ws the h a ll t o  the wa it in g  t r io  o f  bat ter,  ca tcher and
ump ire . I n  H a rd it a ll yo u  can  h it ,  ru n ,  steal,  b lu n t  and d ive ,  change the fi e lde rs
and d o  every th ing you  can d o  in  the  rea l game. F o r  tone o r  t wo  p laye rs.

Normally 04.95
OUR PRICE E7.95RO M

CARTRI DG E

JOUST
Don yo u r  he lmet an t i ho ist  yo u r  lance and cl im b  aboard an  o st rich  in  t h is
unusual arcade game! D o  bat t le  w it h  the  e vil l ia r / t ie d  R id e r ,  in  deep space.
Pie ria tact!, Is t o  the r ig h t  o f  you . a lien  eggs to  the le f t ,  yo u  must  le a rn  t o  fl y so
that yo u  wo n 't  d ie  so ve ry f a r  f ro m  home. A l l  the  arcade t h r i l ls f o r one o r  t
p layers.

R O M
C A R T R I D G E

Normally,E12.95
OUR PRICE E6.95

BALLBLAZER
's loather from I .
u c e a s l i l m .  
t h i s  
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%tames arena o f  the fu tu re . Yo u  a re  st rapped in t o  a  h o v e r c r a f t - l i k e
vehicle thaa skim s ilk er the  surface o f  the p layfi e ld  a t  5 0  metres p e r second. The
object is  sim p le . ju st  re lease yo u r Pla sm o rb  th rough  so u r o p ; ,,,,, enrs goal.T1.441-
p la ,e r simultaneous p lay w it h  fi rst  presort  perspect ive f o r  bo th  p laye rs.

ROM
CARTRI DG E

Normally £14.95
OUR PRICE E6.95

STAR RAIDERS 2
The o rig in a l St a r Ra ide rs is updated w it h  be t te r g raph ics and sound. Yo u r  jo b
is to  clea r each sector wh ilst  ensu ring  tha t  the  enemy d o  not  mo errun p lanets in
another p a rt  o f  the ga laxy. I i  w i l l  la ke  ski l l  in  decid ing  wh ich  secto r to  w a rp  to ,
can you  a f fo rd  t o  clea r a  secto r o r  w i l l  yo u  have t o  leave to  defend a  p lanet  and
return la te r!  A  g rea t  fo llow u p  to  an a ll t im e  classic.

Normally f14.95
OUR PRICE E6.95RO M

CARTRI DG E

TENNIS
treat sport, fan either against the computer or another player, singles or &w h ir ,  E orehands
and backhand... driking approach shot., angled so t to .,  merhead smashes and t ricky !ohs -
they are all here. I 'm  control your position on the court and ellen- yint want to hit the hall.
'Die An im a k scoreboard dis plays the results. All the action eithool ihe semi!!

R O M
C A R T R I D G E

Normally £12.95
OUR PRICE E6.95

FIGHT NIGHT BACK IN STOCK!
Fight !Sight b rin g s you  a ll the  t h r i l ls o f  the hosing  r in g  a ,  you  fa re  fi se  a  the
most b ru t a l lig h t e rs e st i' . I t s r ise  separate bat t les a rc to ta l e a r  e i t h  re len t less
action. Th e  n o sin g  ro n st ru ct io n  Set  Mho's,  you  and .
Y o u r  o p p o n e n t  t o  
c r e a t e
your man perfect  boxers., select ing stam ina . in te llect  and  style . Step  M in  the r in g
hi p it  yo u r perfect M ise r  against the compu te r o r  ano ther opponent. 1 2  p la ye rs.

R O M
C A R T R I D G E

Normally £14.95
OUR PRICE E7.95

STRANGE ODYSSEY
At  the  g a la xy's r im ,  there a re  re wa rd s ap lenty t o  be harvested f ro m  a tong-dead
alien cisili,astInnIl, Fabu lous t reasures a d v a n c e d  technologies f a r beyond human
ken . „  A l l  t h is and m o re  awa its the h ra ye  ga lact ic Ad ve n tu re r. Bu t  w i l l  you be
able t o  recove r the wea lth  and  re t u rn  home? Prepare  Yourse lf  fo r a  Strange
Odyssey! Scott Adams Graphic
. A d v e n t u r e  
S 6  
L s  
a  
M o d e r a t
e  
l e v e
l  
a d v e n t
u r e .

DI SK
O N L Y

Original price I19.95
OUR PRICE £7.95

GALAXIAN
Another a rcade co n se rsiiiii tha t  re ta ins a ll o f  the a ilthet iveness o f  the o rig ina l

M ill st i l l  stands as one o f  the a ll t im e  classics. Bla st  the  ga lasians as they advance
in formation and peel off to attack. With one or two plaver% and 10 skill keels
you 'll be  enterta ined f o r  a  long  lim e . Includes an easy o p t io n  f o r  beg i ,,,, ers.

ROM
CARTRI DG E

Normallyi12.95
OUR PRICE E6.95

RESCUE ON M U M S
•Ask o ld  hands what  wa s l l l l l  • n il the best games eve r f o r  the At a r i  and a  good
proport ion  o f  them w i l l  say Rescue on Fra cta lu s. Th is game f ro m  I  m a st ilin  set
new standards in  com pu te r games com b in ing  a  space fl ig h t  sim u la to r w it h  a
rescue m ission . Sniper. eve r chang ing . 3•11
, s c o r n e r  Y  a s  
y o u  fl y  
t h r o u g h  
t h e

imountains to land on the planet and rescue stranded pilots.

Normallyfb1.95
OUR PRICE E6.95R O M

C A R T R I D G E

SUPER BREAKOUT
Breakout wa s the o rig in a l sim p le  ye t  to ta lly a d d ict ive  game and t h is enhanced
Ser,i0111 w ilt  p re sid e  even m ore  add ict ive  f o n . Sesera l va ria t io n s on the bayou
theme are  ava ilab le  t ier mine to f o u r p laye rs I  up tin M o il t he  400440011. N o r E  that
this game requ ires paddle co n t ro lle rs.

ROM
CARTRI DG E

Normally 1
.
9 . 9 5
OUR PRICE E3.95

LODE RUNNER
withe r classic,  perhaps the best o f  a ll p la t f o rm  games. Yo u  a re  a h igh ly t ra ined

r;a la ct ic commando deep in  enemy t e rr it o ry. la ou r m ission  is t o  infi lt ra te  a ll 75
the enem y's subterranean lese ls t o  recove r every la st  p iece o f  gold, Yo u  are

equipped w it h  a  lase r d r i l l  p isto l h u t  yo u ' l l  need cunn ing . speed  I  a g ilit y.
I ode Runner includes a unique extra that allows you to create your own levels.

No r m al l y i 1
,
1 . 95
OUR PRICE E7.95ROM

CARTRI DG E

ONE ON ONE
Play baske tba ll w it h  t wo  o f  Am e rica 's top  p laye rs in  t h is great spo rts simulat ion
which features re a list ic offensive and defensive moves, fa t igue far-tors, hut
streaks, a  shot clo ck. even instan t  repay a n d  a  sha t te ring  backboard  l i k e  the
game o f  basketba ll it se lf ,  t in e m n -On e  re wa rd s you  lu r  p la yin g  w it h  yo u r head

well as .
s 
o u r  
h a
n d
s .

ROM
CARTRI DG E

Normally 114.95
OUR PRICE E6.95

DESERT FALCON
% se rsio n  o r the classic Blu e  M a n  that  fi n d s you  fl yin g  across the desert Ind iana

Jones style  search ing f o r  h ie rog lyph ics h idden in  the desert sands. Yo u  need to
e long enough t o  destroy t h e  h o wlin g  sp h in x. Th e  longer vou su rvive  and

the f u rt h e r yno  proceed. the m ore  p e rilim s yo u r  m ission  h * ' e
m n e s ,  I f  y n
n u  d e - s t e l e .
the Sp  hens yo u  get t o  ga in  I to- bonus round  t o r  even h igh .' r po in ts. Fo u r levels.

ROM
CARTRI DG E

Normally £14.95
OUR PRICE E7.95
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TELEPHONE ORDERS 0785 213928

99p
Oty.

C A S S E T T E S
Title Price Total

Pro

HANGMAN t 0.99

TRANSDISK IV E19.95

STATES & CAPITALS t 0.99

TARITALK E19.95

TAIL OF BETA LYRAE E 0.99

MINI OFFICE II

TotalDECISION IN THE DESERT

Oty.

GAMES SOFTWARE
Title Price Total

Pro

BALLBLAZER E 6.95

TRANSDISK IV E19.95

BLUE MAX E 7.95

TARITALK E19.95

CAVERNS OF MARS E 4.95

MINI OFFICE II

Total

DECISION IN THE DESERT E 4.95

SPELL ME - Disk E 645

DESERT FALCON E 7.95

TOTAL

GALAXIAN E 6.95
HARDBALL E 7.95
FIGHT NIGHT E 7.95
JOUST E 6.95
KABOOM E 2.95
KICK OFF E 2.95
LODE RUNNER E 7.95
MAXWELLS DEMON E 1,99
MISSILE COMMAND E 5,95
MOON PATROL E 6.95
MR ROBOT- CASS E 1.99
MR ROBOT - DISK E 1.99
ONE ON ONE E 6,95
PIRATE ADVENTURE E 7.95
RESCUE ON FRACTULAS E 6.95
ROBOTRON 2084 E 6.95

'

STAR RAIDERS 2 E 6.95
STRANGE ODYSSEY E 7.95
SUPER BREAKOUT E 3.95
TENNIS t 6.95
ZAXXON • CASS E 2.99

- DISK E 2.99,
Z
A
X
X
O
N

ZORK E 2.95
Total

City.

SERIOUS SOFTWARE
Trite Price Total

Pro

BASIC CARTRIDGE E 3.95

TRANSDISK IV E19.95

HOME FILING MAN PAY OFF E 1.00

TARITALK E19.95

INV TO PROGRAMMING 2 E 2.95

MINI OFFICE II

Total

JUGGLES HOUSE t  5.95

SPELL ME - Disk E 645

JUGGLES RAINBOW E 5.95

TOTAL

JUGGLES RAINBOW HOUSE E 9.95
JUGGLES RAINBOW • DISK E 5.95
LETTER WIZARD E 5.95
MACRO ASSEMBLER E 7.95
MASTERTYPE E 2.95
MICROSOFT BASIC E 5.95
MUSIC PAINTER E 7_95
PLANETARIUM E 6.95
PRINT SHOP GRAPHICS 1 E 4.95
PRINT SHOP GRAPHICS 3 E 4.95
PRINT SHOP tBOTH) E 8.95
PROOFREADER E 5.95
SCREEN DUMP 1020 E 2.95
SKYWRITER E 4.95
SILENT BUTLER E 6.95
TEXT WIZARD E 7.95

'

ITMEWISE E 3.95
TOUCH TYPING E 4.95
TYPO ATTACK E 6.95

Total

Oty.

PUBLIC DOMAIN
Tile

ETC.
Pro Tou

Pro

ISSUE 53 DISK E 2.95

TRANSDISK IV E19.95

8-BIT REFERENCE GUIDE E 6.95

TARITALK E19.95

TURBO BASIC E 3.95

MINI OFFICE II

Total

ATARI ADVENTURES

Qty.

PAGE 6 SOFTWARE
All on disk unless shown

Oty. Title Pro Total

' E 4.95

TRANSDISK IV E19.95

THE 130XE HANDBOOK E 3.00

TARITALK E19.95

MICRO ENQUIRER E 1.50

MINI OFFICE II E14.95

ATARI ADVENTURES E 1.50

SPELL ME - Disk E 645

WRITING STRATEGY GAMES

Total

Qty.

BOOKS
Irk Price Total
EASY PROGRAMMING ' E 4.95
THE 130XE HANDBOOK E 3.00
MICRO ENQUIRER E 1.50
ATARI ADVENTURES E 1.50
WRITING STRATEGY GAMES E 1.50

TOTAL

Name

Address

Total Order E
OVERSEAS postage PLUS 1 5% E

Total E

O R D E R  F O R M

Please make cheques payable to PAGE 6

A L L I T E M S  F O R  X L / X E

Signature

F R E E  N I B B L E R  -
IF ORDER TOTALS El° or more (ex. postage)
DISK ONLY. TICK IF REQUIRED 0

TOTALS
Software
Books
Post and Packing on above t  1  .0 0
Public Domain
PAGE 6 Software
Total

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

El I  enclose cheque/P.O. for E

D  I  authorise you to debit my credit card

D V I S A EACCESSLIIEUROCARDEMASTERCARD
M y c a r dnumberis :

O E M  M E E  M O O  M E V
Expiry date: O n  E l

Please ensure that the name and address shown are
the same as the cardholders.

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



HOW TO GET NEW ATARI USER
FROM THE

NEWSAGENTS
TO ENSURE THAT YOU OBTAIN A COPY

YOU SHOULD PLACE A REGULAR ORDER -
JUST POP IN TO ANY NEWSAGENTS AND
ASK THEM TO ORDER A COPY FOR YOU

M A G A Z I N E
S U B S C R I P T I O N

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

viewpoint on the ST subscribe NOW!
A six issue subscription is available for the special

price of just t  12 in the UK. This not only saves you
money but ensures that you never miss a copy

OVERSEAS RATES: EUROPE £15.00
ELSEWHERE £21.00 by AIRMAIL or t 15.00 by Surface

NO PRI CE I NCREASE ON DI SK SUBSCRI PTI ONS

TELEPHONE SUBSCRIPTION
S i m p l y  p h o n e  u s  o n  0 7 8 5  2 1 3 9 2 8
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THE MAGAZINE WILL NO LONGER

BE AVAILABLE THROUGH THE
NEWS TRADE - YOU MUST SUBSCRIBE

TO OBTAIN A COPY
SEE SUBSCRIPTION FORM BELOW

DISK SUBSCRIPTION
SPECIAL OFFER

Subscribe NOW for the Magazine and Disk at the
normal UK price of E2.5.1111 and receive the following

FREE OF CHARGE*

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

ABSOLUTELY FREE if you subscribe at the regular
UK price of E25 for Six issues with Disk
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TYPE•IN

RUNAROUND II
J. Goodwin's game using
the artifacting character
set editor in the last
issue - check the colours

in Graphics 0!
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much more colourful display in Graphics
O. Many multicoloured characters are used
on screen at the same time, making it look
as i f machine code has been used when in
fact i t 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 tu rn  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, o f course, walk
through walls.
There are three levels, each with an easy

or hard option. You can select any level to
start with, and i f you complete level 3 you
will see a sound and graphics explosion.
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6 /  1  R E M  0 * * * * * * * * 1 m F * * * * * * * * * * * * * * * m _ a _ m _ m *
DO 2  R E M  * R U N A R O U N D  I /
RO 3  R E M  *  b y
SR 4  R E M  *  J o e )  G o o d w i n
EC 5  R E M *
BF  6  R E M  *  N W  A T A R I  U S E R  -  O C T .  1 9 / 1  *
E 0  7  R E M  W N I ( M M W N M M K K N N N N N
NNM 8  R E M
MU 1 0  G O T O  1 0 0 0
N J 9 /  R E M
MS 1 8 8  S = P E ( K ( S T ) : I F  5 = 1 5  T H E N  M A I T = S P E E D

:C O T O  1 1 0 0
OK 1 1 8  X 1 . 0 4 . 1 S = 7 1 - E 5 = 1 1 ) : Y 1
7
- V + C 5 = 1 3 1
-
C S = 1

4 )
TG 1 2 0  M A I T = 5
-
L E U : L O C = P E
E K E S C * X 1
1 . 1
( 1 * 4 0 1 0 /

F L O C = 0  T O F N  1 6 0
I T  1 3 0  I F  1 0 0
.
1 2 8  
T H E N  
P O K
E  
S C . X .
Y * 4 0 .
0 : Z

=1 0 R ET U R N
LE 1 4 0  I F  L O C = 8 6  T H E N  P O K E  s c + w i l f * 4 8 . 0 T R e

TURN
PL 1 0  G O T O  1
.
1 0
OK 1 6 0  P O K E  5 C + M + Y * 4 0 , 0
YB 1 7 0  M = M I : Y = V I
sm L B O  P O K E  S C * M + Y * 4 0 , 8 5
P I  1 3 0  m O U E = M O V E . 1 : I F  M O V E ( M A I T  T H E N  1 0 0
EM 2 0 0  M O O E = 0 :P O K E  s c * G x . c y * 4 e , 5 T o R E
x v  2 1 0  G X = G M . ( ) 1 > G X )
-
( X < G X )
BC 2 2 0  G Y = G Y + C Y ) G V )
-
1 V ( G Y )
wm 2 3 0  S T O R E = P E E R ( S C
-
F G H * G V * 4 0 )
CX 2 4 0  P O K E  5 C . G M + G Y * 4 0 , 0 6
OF 2 5 0  I F  S T O R E . 0 5  T H E N  S I O R E = 0 :R E T U R N
KM 2 6 0  G O T O  T H I S
I L  3 9 '  R E M
MIL 4 0 0  C O L O R  3 2 : F O R  L N .7 .1  T O
I C  4 1 0  P L O T  D ( 1 N , 1 ) , D E L N , 2 1 : D R A M T O  o c L 0 1 . 3

), D ( L M , 4 )
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GL 1 4 3 0  N E X T  Z : N E X T  C : P O K E  A C I , O : P O K E  A U D
0
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" : N E X T  Z

AU  1 4 5 0  R E T U R N
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RAWTO 1 / , 1 5 : R E T U R N
UP 1 4 7 8  C O L O R  9 : P L O T  1 8 , 1 1 : D R A W T O  2 8 , 1 1 : 0
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D R A W °  2 0 , 1 5 : R E T U R N
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MR 1 5 9 9  P E N
SS 1 6 0 0  L E V = S L E V : P O K E  5 C + G X O G Y * 4 0 , S T O R E :C

0 1 OR  3 2 : P L O T  1 6 , 1 1 :D R A W T O  2 6 , 1 1 : P L O T  1
6 , 1 2 :D R AW T O  1 9 , 1 2

MR 1 6 1 0  P L O T  6 . 8 : D R A H T O  1 1 , 0 : G O S U O  E R A S E
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-
5 = 1 0 0 : 5 T = 6 3 2 : D E M 0
- 8
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RUNAROUND II
CF 1 6 8 0  P O K E  S C 4
.
0 4 4
-
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1
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BO 1 1 9 0  P O K E  S C + G X + G V O 4 0 . S T O R E
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EZ  1 0 7 0  P O K E  0 0 0 , 7 : T H I 5 = 0 : R E S T O R E  1 9 0 0 : C O
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4
1 0 1 : P 0 K

E A C 1 , 1 7 5 : P 0 K E  0 c 2 , 1 7 b : P O K E  S C 4 G X I G Y * 4
0 . 2 1 4

RD 1 8 7 0  F O R  C = 1  T O  2 / 2 : N E N T  C : P O K E  A C 1 . 0 :
pi:IKE A C 2 . 8

VZ 1 8 8 0  N E X T  2 : P o K E  S C - F G X .6 Y 1 4 4 0 , 5 T O R E
PO 1 0 9 0  2 = - 1 : C = 1
EH 1 9 0 0  2 = 2
.
0 1 : I F  
2 = 1 0  
T H E
N  
2 =
0 : I
F  
T H
I S
O I

8 T H E N  P O S I T I O N  1 6 , 1 2 : 7  1 1 6 ;"5 1 1 C C E 5 5 . ":
P O S I T I O N  1 : 1 6 ; " 5 U C C E S S ! "

BG 1 9 1 0  I F  C  T H E N  R E A D  C O L : I F  C O L - 1  T H E N
FOR C = 1 7 5  T O  1 6 0  S T E P  - 8 . 5 : P O K E  A C 1 . 0

:P O KE  A C 2 . C : N E X T  C : G O T O  1 9 6 0 + 1 H 1 5
RW 1 9 2 0  C O L O R  C O L : P L O T  2 • 3 . 2 . 3 : D R A W 1 O  3 6
- 2 , 2 . 3 :D R A W T O  3 6 - 2 , 2 2 - Z :D R A T 4 T O  2 1 . 3 , 2 2 - 2

:D R AWT O 2 . 3 , 2 + 3
ZU 1 9 3 0  C = C C = 8 1
GO 1 9 4 0  P O K E  A U D , I : P O K E  A F 1 , 2 0 0 - 2 0 2 : P O K E

Ar 2  , 2 0 2
-
Z * 2  
:  
P O K
E  
A C
1 ,  
1 7
5 :
P O
K E  
0
C
2
,
1
7
5

P t  1 9 5 0  G O T O  1 9 0 0
MT 1 9 6 0  M = 4 :G O S U B  M U S I C : T H I S = 1 0 : R E 5 T O R E  1

9 9 0 :G O T O  1 0 9 0
ON 1 9 7 0  G O T O  1 1 0 0
N J 1 9 0 0  D A T A  1 6 , 1 7 , 1 8 , 2 2 , 3 2 , 1 3 7 , 1 4 3 , 2 1 , 1 3

2 . - 1
0 5  1 9 9 0  D A T A  3 2 , 3 2 , 3 2 , 3 2 , 3 2 , - 1
EY 1 9 9 9  R E M
F B 2 0 0 0  F O N T = P E E K ( 1 0 6 )
-
4 : P O K E  
1 0 6 , F O N T - 1 :

6 R 0 P H I C S  1 0 : P O K E  5 5 9 , 0 : P O K (  1 6 , 6 4 : P O K E
5 3 7 7 4 , 6 4

NM 2 0 1 0  D L = D t E X t 5 6 0 ) + P E E X C 5 . 1 )
4 4
2 5 6 : F O N  2 =

0 T O  0 : P O K E  1 6 5 0 + 2 , P E E K ( O L . 2 ) : N E X T
OF 2 0 2 0  P O K E  5 6 0 , 1 1 4 : P O K E  5 6 1 , 6 : D L = 1 6 5 0
SH 2 0 3 0  P O K E  D I 4 - 9 , 1 5
EE 2 0 4 0  F O R  G = 3 . 0  T O  2 1 : P O K F  D 1 4
,
6 , 1 1 2 : N E K TCU 2 0 5 0  P O K E  1 ) 1 + 2 2 , 6 :P 0 0 C E  0 L + 2 3 , 6 5 : P O K E

1 4 . 2 4 , P E E K 1 5 6 0 ) :P O K E  0 1
4 .
2 5 , P E E K 1 5 6 1 1

T Z  2 0 6 0  P O S I T I O N  3 , 0 : 7  1 1 6 ; " r u n a r o u n d  1 1 "
:P 0 5 I T I O N  2 , 2 : 7  1 1 6 ; " 0 V  J O E L  G O O D W I N "

OF 2 0 7 0  P O K E  7 1 2 , 3 2 : P O K E  7 0 0 , 3 2 : P O K E  7 0 9 .
3 2 :P O K E  7 1 0 , 1 4 : P O K E  7 1 1 , 3 2

UE 2 0 0 0  P O K E  5 5 9 , 3 4 : S O U N D  0 , 0 , 0 , 0 : P O K E  5 3
7 7 5 , 3

KM 2 0 9 0  T = 1 : 0 = 4 0 : G O 5 U B  2 2 3 0
HS 2 1 0 0  T = 8 : 0 = 1 4 4 : 5 0 S U 8  2 2 3 0
OF 2 1 1 0  P O S I T I O N  4 , 6 : ?  1 1 6 :"M O M M D E M M I N g "
UF 2 1 2 0  F O R  0 = 0  r o  1 5  S T E P  0 . 3
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T I T L E  S C R E E N

NM 2 1 3 0  P O K E  7 1 1 , 1 6 0 . 0 : P O K E  5 3 7 6 0 , 3 0 : P O K 1
5 3 7 6 2 . 6 0 . P u K E  5 3 7 6 1 , 1 6 0 . 8 : P O K E  5 3 7 6 3 .

1 6 0 .1 5 :P O KE  5 3 7 6 8 , 6
CF 2 1 4 8  N E X T  E t
PE 2 1 5 0  F O R  C = I 5  T O  2 1
CR 2 1 6 0  F O R  D = 1 1 2  T O  0  S T E P  -
1 6MC 2 1 7 0  E = E + 1 : P O K E  5 3 7 6 0 . 3 0
4 .
E : P O K E  5 3 7 6 7 .BJ  2 1 8 0  P O K E  0 1
4
C , D
DO M O  N E X T  D
CC 2 2 0 0  N E X T  C
UN 2 2 1 0  F O R  F = I 5  T O  0  S T E P  -
0 . 4 : P O K E  5 3 7 61 , 1 6 0 I F : P O K E  5 3 7 6 3 , 1 6 0 + F : N E X T  F
AK 2 2 2 0  R E I U R N
DO 2 2 3 0  F O R  8
-
0  T O  
1 5  
S T E
P  
0 . 7
5

DI  2 7 4 0  P O K E  7 0 8 4
,
1 , 0 4 0 : P O K E  
5 3 7 6 0 , 1
0 4 : P 0 K

•  5 3 7 6 2 , 4 4
,
1 0 4 : P O K E  
5 3 7 6 1
,
1 6 0 4 -
8 : P O K
E  
5
3

7 6 3 , 1 6 0 . 1 1 :P O KE  5 3 7 6 0 , 1 2 2
CK 2 2 5 0  N E X T  8
UT 2 2 6 0  F O R  8 = 1 5  T O  0  S T E P  - 1 . 5
BM  2 2 7 0  P O K E  5 3 7 6 1 , 1 6 0 4 8 : P o K E  5 3 7 6 3 , 1 6 0
,
0
CT 2 2 8 0  N E X T  B
Of  2 2 9 0  R E T U R N
AV 2 4 9 9  RE M I NG I NI E W E M W E RI I
MK 2 5 0 0  R E S T O R E  2 5 5 0 + M * 5 0
Z I  2 5 1 0  R E A D  J : I F  J = - 1  T H E N  S O U N D  0 , 0 , 0 , 0

:so u N D  1 . , 0 , 8 , 0 R E T U R N
VD 2 5 2 0  P O K E  A U D , 1 : P O K E  A F I , J : P O K E

1
0 0  2 5 3 0  F O R  2 = 1 5  T o  0  S T E P  - 5 : P O K E  A C 1 , 1 6

O+ 2 :P O K E  A C 2 , 1 6 0 4 2 : N E X T
OR 2 5 4 0  G O T O  2 5 1 0
V I  2 5 5 0  D A TA  1 2 i , 1 2 8 , 1 4 4 , 1 3 6 , i 3 6 , 1 3 6 , 1 2 1 .

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

UZ 2 6 0 0  D A T A  0 5 , 9 6 , 8 5 , 9 6 , 6 0 , 6 8 , 6 0 , 1 0 2 , 1 1 4
, 1 0 2 , 1 1 4 , 7 2 , 8 1 , 7 2 , 8 1 ,
-
1

WF 7 6 5 0  DATA 5 7 , 1 1 4 , 5 7 . 1 1 4 , 5 7 , 1 1 4 , 5 3 , 1 0 8 ,
5 3 , 1 0 0 , 5 3 , 1 0 0 , 6 4 , 1 2 0 , 6 4 , 1 2 8 , 6 4 , 1 2 0 , 6 0 ,
1 3 6 , 6 8 , 1 3 6 , 6 8 , 1 3 6 , - 1

JP 2 7 0 0  DATA 0 4 , 0 4 , D 0 , 6 4 , 5 4 , 7 2 , 6 4 , 8 4 , 5 0 , 6
4 , 6 4 , 7 6 , 6 4 , 6 4 , 8 1 , 6 4 , 6 4 , 0 5 . 6 4 , 6 4 , 9 1 ,
-
1

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

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

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

I /  2 7 1 9  R E M
0 0  2 8 8 0  2 = 6 : F O R  C = 1  T O  1 2 : 5 0 U N D  0 , 3 0 , 1 6 , 2 :

SOU N D 1 , 1 4 , 6 , 2 : S O U N D  2 , 1 8 , 6 , E : F O X  D = 0
TO 8 : N E N T  D :5 0 U N D  0 , 0 , 0 , 0

AJ  2 0 1 0  S O U N D  1 , 0 , 0 , 0 : S O U N D  2 , 0 , 0 , 0 : 2 = Z - 0
. 5 :N E X T  C

AM  2 8 2 0  R E T U R N
P I  2 9 9 9  R E M
PM  3 0 0 0  R E S T O R E  3 0 0 8 : J = I 5 3 5
AX 3 0 1 0  R E A D  2 : I F  2 0 - 1  T H E N  J = J 4 . 1 1 P O K E  J

. 2 :G O T O  3 0 1 0
Z E 3 0 2 0  2 = U 5 R ( 1 5 3 6 , 5 7 3 4 4 , F O N T * 2 5 6 )
EN  3 0 3 0  D A T A  1 0 4 , 1 0 4 , 1 3 3 , 2 1 3 , 1 0 4 , 1 3 3 , 2 1 2
NV  3 0 4 0  D A T A  1 8 4 , 1 3 3 , 2 1 5 , 1 0 4 , 1 3 3 , 2 1 4 , 1 5 2
JR 3 0 5 0  D A TA  4 , 1 6 0 , 0 , 1 7 7 , 2 1 2 , 1 4 5 , 2 1 4
OU 3 6 6 8  D A T A  2 8 0 , 2 0 8 , 2 4 9 , 2 3 0 , 2 1 3 , 2 3 8 . 2 1 5
ZW 3 0 7 0  D A T A  2 0 2 , 2 0 8 , 2 4 0 , 9 6 ,
-
1
UE 3 0 0 0  F O R  Z = F O N T * 2 5 6 4 . 5 1 2  T O  F O N 1 ' * 2 5 6 + 7 0

3
DE 3 0 9 0  R E A D  C : P O K E  2 , C : N E X T  2 : R E T U R N
2 0  3 1 0 0  D A T A  2 5 4 , 1 8 2 , 1 6 2 , 1 6 2 , 1 0 2 , 1 8 2 , 1 0 2 ,

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

1 1 0

AE 3 1 2 0  DATA 2 5 4 , 2 4 8 , 2 4 6 , 1 8 2 , 1 9 1 , 1 8 7 , 1 8 7 ,
1 0 7

OH 3 1 3 0  D A TA  1 / 1 , 1 0 2 , 1 8 2 , 1 0 2 , 1 0 2 , 1 8 2 , 1 0 2 ,
1 0 2
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t the dawn of  the
twerit y -lirs t  century  a
powerful organisat ion

k nown as the Xxarion Star
Corporat ion commiss ioned
sixteen orbit al solar grids to
ut ilise the sun's  energy. These
grids  created special energy
crystals that  enabled t ravel
t hrough space at t he speed of
light .  Now,  over a century
later,  a bui ld-up of  dis rupt ive
energy pulses is prevent ing
the normal s upply  ships f rom
collect ing the v ital crystals. I n
an effort to recover as many  as
possible before the ent ire sys-
tem dis integrates,  the Corpor-

A at ion have designed an ex-
t raordinary  craft called the
Sun Star which is equipped
wit h the awesome speed and
fi re-power that 's essent ial for
this  challenging miss ion.  All
they need now is a suit ably
fearless pilot  - er,  any  volun-
teers?
SUNSTAIR is a shoot  'em up

quite unlike any other.  The
screen is designed around sev-
eral components  - the top half
comprises a ' t hrough-the-
cockpit ' 3-13 perspect ive of  the
energy grid,  whils t  the bot tom
half  is div ided into three parts.
The rightmos t  sect ion prov ides

2 5 5 , 2 1 1 , 1 6 5 , 2 1 1 , 1 6 5 , 2 1 1 ,
1 6 5
.

PO 3 1 4 0  D A T A
2 5 5

PA 3 1 5 0  D A T A
P8  4 1 6 0  D A T A
I N  3 1 7 0  D A T A
PU  3 1 0 0  D A T A
ML 3 1 9 0  D A T A

255
GM 1 2 0 0  D A T A  0 2 , 7 4 . 1 7 . 7 4 , 3 7 , 1 6 4 , 0 2 , 1 6 4
NZ 3 2 1 0  D A TA  7 4 , 3 7 , 1 6 4 , 8 2 , 1 6 4 , 0 2 , 7 4 , 3 7
L E 1 2 2 0  D A T A  8 2 . 4 1 , 0 2 , 8 2 , 4 1 , 0 2 , 4 1 , 4 1
PC 3 2 3 0  D A T A  0 2 , 1 6 4 , 0 2 . 1 6 4 . 1 6 4 , 8 2 , 1 6 4 , 0 2
CT 3 2 4 0  D A T A  3 7 , 0 2 , 0 4 , 0 2 . 3 7 , 3 4 , 4 6 , 0 2
DD 3 2 5 0  D A T A  2 5 5 , 2 1 1 , 1 6 9 , 2 1 1 , 1 6 9 , 7 1 1 , 1
6 1
,

2 5 5
AS 3 2 6 0  DATA 0 2 , 0 , 1 6 6 . 0 2 , 1 6 4 1 1 , A 2 , 6 , 1 .
6 4WI  3 2 7 0  D A T A  1 6 4 , 0 , 0 2 , 1 0 0 , 0 2 , 1 6 4 , 0 ,
0 2I Z  3 2 0 0  D A T A  0 2 , 0 , 4 1
•
9 0 , 4 1 , 0 2 , 0 , 4 1
R I  1 2 9 0  D A T A  4 1 , 0 . 0 2 , 5 7 . 0 2 , 4 1 , 0 , 8 2
GP 3 3 0 0  D A T A  1 4 0 , 0 , 1 4 0 , 1 4 0 , 1 0 0 , 1 4 0 , 0 , 1 4 0
DG 3 3 1 0  D A T A  2 4 , 0 , 1 2 6 , 2 1 1 , 2 4 , 6 0 , 1 0 2 , 1
1
5
LU 3 3 2 0  D A T A  1 0 2 , 1 1 5 , 1 2 6 , 2 1 9 , 2 1 1 . 2 5 5 , 1 0 2 p

2 3 1
U I  1 3 3 0  D A T A  1 4 0 . 1 4 0 , 1 4 0 , 1 4 0 , 1 4 8 , 1 4 0 , 1 4 0 ,

1 4 8
0 1  1 4 9 9 9  R E M
XX 1 5 0 0 0  G R A P H I C S  0 : P O K E  7 1 0 , 0 : P O K E  7 5 2 , 1

C H R S ( 1 2 5 ) ; : P O K (  7 5 6 , F O N 1 :X 5 C = P E E K I T 6
0 ) + P E E K C 0 1 1 0 . 2 5 6 :X 5 C = X S C
-
4

TY 1 5 0 1 0  P O K E  X5 C - 1 - 3 , 0
VT 1 5 0 2 0  P O KE  3 5 3 6 , 1 1 2 - ( O U T * 1 6 ) ; R o K E  1 5 3 7

„ 1 1 2 :P O K E  1 5 3 8 , 1 1 2
TM 1 5 0 3 0  F O R  X D = 8  T O  2 3 : P O K E  1 5 1 9 + N D * 3 , 0 2

: 0 5 H I = I N T C X 5 C / 2 5 6 ) : X S 1 0 = X S C
-
X S P I I *
2 5 6

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

C R EAT E A
,
J U S T A
B L E  
G R
, 0

a birds-eye v iew of the ent ire
playfi eld.  the cent ral port ion is
where you' ll fi nd all the neces-
sary s tatus info and on the left
there's a short  range scanner
to help you keep t rack of  near-
by targets.  The object of  the
game is to locate, chase and
fi re at 'dis rupter pulses" whic h
appear as whit e squares on
the grid.  I f  you hit  a pulse
enough t imes.  it  wi l l  disappear
and leave behind a crystal
whic h you mus t  quick ly  pass
over - otherwise It wipes  out
any  others  you may  have col-
lected. Once you have ten
crystals you s hould head for a
revolv ing 'warp gate' and l ire
laser bolts at a 'hyperwarp'
cell, wh ic h t ransports  you to a
subsequent  level.
Because energy is in very

short  supply .  it 's  import ant
not  to be too ' t rigger happy'.
You should fi rst  use the grid
map to pinpoint  y our pos it ion.
then switch to the short  range

scanner to locate the nearby
targets, and use the 3-11) dis-
play  whils t  in hot  pursuit .  Un-
fortunately ,  the dis rupters
never hang around for more
than a second or two, and
there are lots of  obstruct ions
that  wi l l  sap your reserves
should you fail to avoid
contact.
Suns tar is a novel variat ion

on the shoot 'em up theme
and has  been competent ly
packaged. but  I mus t  admit
that  I've had t his  game for a
long while and have never be-
come part icularly  addicted.
Try  and have a go before you
part  wi t h any  money.

Title: S U N S T A R
Publisher CRL
Price: E 7 . 9 5  cassette
Players: 1
Loading 10 ' 45"

Rev iewed by Pool Rixon

RUNAROUND II

AD JU ST  M G  R O U T I N E

Z e  1 5 8 4 8  P O K E  1 5 4 0 + X D I T I , X 5 1 0 :P O K E  1 5 4 1 * X 0

0 .3 , 0 5 H 1

PM 1 5 0 5 0  X S C = X S C 4
,
4 0 : N E X T  
M D

YC 1 5 0 6 0  P O K E  1 5 3 9 f X D * 3 , 6 5 : P O K E  1 5 4 0 + 0 D * 3. 0 : P O K E  1 5 4 1 + X D * 3 , 6WU 1 5 0 7 0  P O K E  5 4 2 7 6 , X M Z : P O K E  5 6 0 , 0 : P O K E  56 1 , 6 :P O K E  7 0 9
#
1 0 : R E T U R N

VP 1 5 0 1 9  R E MAD 1 5 1 0 0  X V I = I N T ( X A D J / 5 ) : X H Z = N A D J
-
X V I *
4 - 1

EN  1 5 1 1 0  P O K E  5 4 2 7 6 , M H Z : P O K E  1 5 3 6 , 1 1 2 - ( X V

T * 1 6 )

D5 1 5 1 2 0  R E T U R N
F
i
t  
1
5
1
9
9  
R
E
M 
C
O
L
O
U
R 
A
D
J
U
S
T
M
E
N
T  
5  
M
I
E
N

Z X 1 5 2 0 0  G O 5 U 0  1 6 0 0 0 : P O K E  7 5 7 , 1 : /  : F O R  D .
1 T O  3 : P 0 5 I T I O N  5 , 9 4 1 ) :
,  -
4 4 4 4 4 4 A 4 4  
1 1 1

1 - 1 - r r r v r r i e " : N E X T B
AV 16216 "  R e d  iwonsmon

eau"
E5  1 5 2 2 0  P O S I T I O N  2 , 1 9 : ?  " P R E S S  N U M BE R S

ROM 0  T O  M  U N T I L  A L L " t ?  "  T H R E E  C O L O U
R5 A B O V E  A R E  C O R R E C T "

SR 1 5 2 3 6  ?  -  T H E N  P R E S S  T H E
. " : P O S I T I O N  2 , 2 :
,  " T H I S  
P R O G R
A M  
U S E
S  
A

R T I E AC T E D  C O L O U R S "
NW 1 5 7 4 0  ?  "  T O  S E E  T H E M  P R O P E R L Y  Y O U  M U S

T T U R N "T P O S I T I O N  0 . 4 :
,  " Y O U R  
T V  
C O L O U R

UP H I G H ! "
ZG 1 5 2 5 0  O P E N  0 5 , 4 . 0 . R "
OF 1 5 2 6 0  G E T  U S . N K : I F  T i K = 3 2  T H E N  C L O S E  0 5

:R ET U R N
AN  1 5 2 7 0  M K = X K - 4 0 : I f  X I T C 1  O R  1 4 1 0 0  T H E N  1 5

2 6 0
HP 1 5 2 0 0  X A D J = M K :G O 5 U 0  1 5 1 0 0
EH 1 5 2 1 0  G O T O  1 5 2 6 0

SPAC E A

•
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MISSION ZIRCON
T
i
g
e
r  
D
e
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s
.

new to Atari sof tware
publishing,  have a

' lumber  of  programs lined up.
Wit h Miss ion Zircon they are
s tak ing their reputat ion in a
t radit ional 'blast  the aliens'
style horizontal scroller.
Apparent ly .  Princess Cirzona

is about  to be marr ied but  the
grand ceremonial Zircon
c rown has been stolen. Being
the King's  faithful servant
you've jumped at the chance
to head of f  into a remote cor-
ner of the Universe,  wi t h
orders  not to ret urn unless
you fi nd the miss ing crown.
Equipped wit h a lei -suit and a
' ZW gun,  you embark  on a

Title: M I S S I O N  ZIRCON
Publisher, Tiger Developments
Price: £ 4 . 9 9
Format:  Cas s et t e/ Dis k
Players: I

Rev iewed by Paul Rixon

M 4 0 M i r
T I M E
-  
i t  
5

T I M E  A  1 4 %TI ME i t r e t  3
N O  t  % M I  r

ere's another compu-
terised board game
featuring the 'Mali

Jongg' symbolic  t iles - they
seem to be extremely popular
In Germany? Although it
shares a s imilar appearance
wit h Zador (reviewed last
issue). t he game itself  has a
lot more in c ommon wit h Act!-
vision's excellent Shanghai.
you are f amil iar wit h either or
both of  these t it les, you' ll
k now what  to expect.
The screen depicts a mul t i -

layered pile of the oriental
tiles, v iewed f rom an overhead

48 I s s u e  53 - New Atari User

journey  into the dangerous
caverns of  the evil empire.
Well,  as you've probably

guessed it 's one of  those
games where the princ ipal ob-
ject ive is s imply  to survive.
There are eight  levels in all,
wi t h  plenty  of  determined
oppos it ion f rom kamikaze
fighters, k i l ler s t rawberries .
the sea of  tentacles and many
other surprises.  As well as fi r-
ing at the trashes you mus t
carefully  negot iate the excep-
t ionally  ragged landscapes.
Des t roy ing alien ships  in-
creases your score and ent i-
t les you to a bonus  credit.  A
suffi cient number  of credits
can eventually  be exchanged
for goodies such as a l imit ed
shield and improved weapon-
ry. Contac t  wit h the enemy re-
sults  in both a reduc t ion of
lives and of  extra weapons,
t hough you are always pro-
v ided wit h a basic gun.
The background scenery is

very impress ive and obv ious ly

- 7
-
l o
o l
o s  
4
1
1
1
1
1
1
1
1
1
1
1
1
E  
:
W
P
M  
.

RFAIIMI3,3
SAME G4Mg 0 7
0 
t i l l t i
R R I N
E l l i s
i

T M .

kl 1  Ed r i f 1
1 5 1
S ' A h l t i
O n g  L -
3 1 2
B  
B O H
N

pg EINFINIENEfigu !! 141
EKRIENPRAIUSID91

014811 , CLAI MI NFEr l dl i f f  ,Tf _
I  r ,

perspective. At  its highest
point  t he pile is init ially  five
layers high and it 's composed
f rom a total of thirty  six t iles -
each f rom one of nine symbo-
lic groups.  The task in hand is
to dis mant le the board by re-
peatedly t ak ing t iles away
f rom the pile. The catch is that
you can only  remove mat c hing
pairs  of  tiles and these mus t
be 'free' in the sense that  they
can s lide s ideways wit hout
being hindered by the sur-
rounding pieces. Most  t iles
wi l l  only  match wit h others
bearing an ident ical symbol -

a huge amount  of  t ime has
been spent  perfec t ing the de-
s ign of  all eight  stages. Wit h
the benefi t  of  cheat mode I can
tell you that  the higher levels
are really  wort h seeing - each
completely  dif ferent  to its pre-
decessor. The t it le page is ex-
cellent  too. Unf ort unat ely  the
defi nit ion and cont rol of  the
King's assistant  isn't  up to the
same s tandard,  and alt hough
there are two sett ings of  re-
sponsiveness it 's far too diffi -
cult  to manoeuv re h im
t hrough the unforgiv ing
caverns. This  is a great pity.
since In every other respect

TAIPEI
the except ions being fl owers
and seasons whic h can be
paired wit h any  symbol wi t h in
t heir respective group.
The board is displayed in

high-resolut ion black  and
whit e graphics  and is bor-
dered by a number  of  pull-
down menus  on the top row of
the screen and status infor-
mat ion below. The lat ter in-
forms you of  the number  of
t iles remaining and the num-
ber of legal poss ibilit ies  for the
current  move. I f  you get s tuck
you can ins t ruc t  the c omput er
to highlight  the various  alter-
natives. You can also back -up
several moves to get out  of
awk ward s ituat ions .  The
advice given is to t hink  care-
fully  before you act, o r  you wi l l
lose before you even k now HI
Once you've mastered the
basic game you can make
things  a lit t le more t ricky  by
set t ing a l imit  on the t ime

Miss ion Zirc oll  shows int ich
profess ionalism,
Some of  the c rit ic isms I fre-

quent ly  make of  arcade games
- such as uns ilencable mus ic
and non-ex is tent  pause modes
- do not  apply  here. I f  the non-
animat ed assistant  was  re-
placed by the likes of  Captain
Crumble or Universal Hero,
Miss ion Zircon would be the
perfect shoot  'cm up_ As it
s tands i t s  a challenging game
wit h s uperb backdrop
graphics  and several interest -
ing features. Be sure to give
Tiger Developments  a great
deal of support .

allowed for complet ion.  But  if
you want  to be really  lazy, you
can sit  back  and watch the
c omput er play by itseill All the
opt ions  are accessible via an
ST-sty le pointer that 's  cont rol-
led ent irely  by the joystick.
Taipei is an addic t ive game

wit h a great  deal of  last ing
appeal.  You don't  have be
adept  wi t h a joyst ick  or even
good at  puzzles to mas ter the
game. You can play it  by your-
self  or inv ite a group of f riends
to yell out  t he moves! The im-
portant  t hing is that  it 's a
stress-free challenge,  and
therefore an invaluable respite
f rom mega-blas t  invaders!

Title: T A I P E I
Publisher RE Sot lware/Poge 6
Price: £ 6 . 9 5
Format:  D i s k
Players
. 1Rev iewed by  Paul Rixon
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MILES BETTER SOFTWARE
TOP 20 CASSETTES

Fred   2 . 9 9
Mission Shark   2 . 9 9
Cavernia   2 . 9 9
Stack Up   2 . 9 9
Star Wars   2 . 9 9
Fighter Pilot   2 . 9 9
Yogi & The Greed Monster  2.99
Colossus Chess IV   2 . 9 9
Kick Off   2 . 9 9
League Challenge   2 . 9 9

GAMES
Cass. Disk

Spy vs Spy Arctic Antics 2 . 9 9  3 9 9
Boulderdash 2    2  99 6  99
Trailblazer 9 . 9 5
Solo Flight 2nd edition   7 . 9 5
Rescue on Fractulas   6  99
Touchdown Football   6 . 9 9
Spitfire 40   6 . 9 9
Draconus   4  99
Brian Clough's Football Fort 2 . 9 9  4.99
Preppie 2  4  99
Colossus Chess 3    4  99
Joe and the Nuclear Caverns 4  99
Knockout Boxing . . . . .  4  99
Cuthbert Goes Walkabout ,  2  99
Mig Alle y Ace ..................4 . 9 9
Night Mission Pinball 6 . 9 9
International Karate   4 . 9 9
Pitstop I I    6 . 9 9
Atari Compilation   4 . 9 9
(5 games -  Star Raiders. Tennis etc).
Gauntlet • Deeper Dungeons 6 . 9 9
Bop 'n' Wrestle
Infiltrator
Jocky Wilson's Darts
Ghostbusters
Ninja Commando
Mountain Bike  Racer
Pirates of Barbary Coast
Smash Hits 4
Speed Ace
World Soccer
Zybex
Living Daylights
Smash Hits 7
Polar Pierre
Mr Robot
Beta Lyrae
Arkanold
Spyriunter
Rampage
Spindizzy
Druid
Crumbles Crisis
Freaky Factory
Laser Hawk
Sidewinder . . . . .
Nuclear Nick
Sunstar
Winter Events
Montezuma's RevengeAstrodroirt
Beer Belly Ben
Fight NightHacker
Plastron
Ouasimodo .  ...
New York City .
Smash Hits 2
Spy vs Spy
Smash Hits 1
Steve Davis Snooker
Scooter
Elektraglide
Rocket RepairmanBlue Max
Space Lobsters
Nightmares
Greatest Hits VoL 1
Rosen's Brigade
laxxon ....... .............. ..„

PERIPHERALS

4 99
4.99
4.99
4 99
4,99
4.99
4,99
4,99
4,99
4,99
A 99
2.99
2 99
2 99
2 99
2.99
2.99
2.99
2 99
2.99
299
299
299
299
299
2.99
2.99
2 .
9
9
2.99
2 99
2.99
2.99
2.99
2 99
2.99
2.09
2.99
2 .
9
9
2 99
2.99
2.99
2 99
2.99
299
2 99
299
2
9
9
2.99
2 99

Plastron
Yogi's Great Escape
Tomahawk
Sidewinder II
Jewels of Darkness
Kenny Dalglish Soccer Manager
Chuckle Egg
Head Over Heels
Atari Compilation   2 . 9 9
Star Raiders   2 . 9 9

AD V ENTURE/STR A TEGY
Cass.

Flight Simulator II . .
Flight Sim. Scenery Disgs
Nos 1-7 each   9 . 9 5
Duestron . . . . .  ..........„...   9 . 9 5
Field ol Fire   7 . 9 5
Jinxter   9 . 9 5
Time & Magik   9 . 9 5
Lurking Horror   1 1 . 9 5
In-grids Back   1 1  95  11.95
Knight Orc   1 1 . 9 5  11.95
Cloak of Death   2 . 9 9
Gunslinger   9 . 9 5
Eternal Dagger  1 4 . 9 5
Theatre Europe   1 1 . 9 5
Carrier Force . .  . .    1 6 . 9 5
Panzer Grenadier . . .    1 6 . 9 5
Battlecrusier   1 6 . 9 5
Warship   1 9 . 9 5
Vietnam   9 . 9 5
Conflict in Vietnam ...   3 . 9 9  4  99
Crusade in Europe . .  9 9 5
Decision on the Desert   3 . 9 9  4  99
Colossus Chess 4    3 . 9 9  4  99
Kennedy Approach   6  99
Hawkquest   1 2  95
Cutthroats   9  95
The Count   4  99
Pirate Adventure   4  99
Scapeghost   1 2 . 9 5  12.95
Silicon Dreams   7 , 9 5  9  95
Jewels of Darkness   7 . 9 5  9.95
Rebel Charge   1 9  95
Super Huey   6 . 9 9
Lancelot   1 1  95
Sargon Ill Chess   6 . 9 9
Gettysburg   1 9 . 9 5
Knights ot the Desert   9 . 9 5
Nato Commander   9 . 9 5
LI.S.A.A.F   1 4 . 9 5
Trivial Pursuit   9 . 9 5
Battalion Commander   4  99

)(LAE CARTRIDGES
Missile Command
Star Raiders
Galaxian . . . . . . .
American Football
Tennis . . . . . . . .
Food Fight
Pole Position
Star Raiders II
Loderunner
Barnyard Blaster (Lightgun)
One on One Basketball .......
David's Midnight Magic
Archon
Rescue on Fractulas • • •
Moon Patrol

J o u s t
,  , . .
. . . . .
. . .

Dreadnaught Factor
Designers Pencil
Rally Speedway
Eastern Front 1941
Skywriter

UTILITIES
Disk

Mini Office II 1 4  95
Atari Writer PIuS 2 9  95
Planetarium   1 6  95
Cut I f  Paste   9 . 9 5
Vlsicalc   9 . 9 5

TOP 10 DISKS
2.99 Tr iv ia l Pursuit   9 . 9 5
2.99 Colossus Chess IV   4 . 9 9
2.99 F l igh t  Simulator II   1 4 . 9 5
2.99 Draconus   4 . 9 9
2.99 Zy be x    4 . 9 9
2.99 Rampage   2 . 9 9
2.99 L iv ing Daylights   2 . 9 9
2.99 International Karate   4 . 9 9

Steve Davis Snooker 2 . 9 9
Bop 'n' Wrestle   4 . 9 9

Disk
14.95

7 .
9
5
7 95
4 99
7 .
9
5

95
4 99
," 95
9.95
7.95
7.95
1.95
7 95
7.95
7.95
7.95
7 95
7.95
7.95
4.99
7 95

95
4
9
9

Atari CHO Trak•ball 8-bit 9  95
219/221 Cannock Road, Chadsmoor. Cannock,Atari CX80 Trak•bal I SIVE 16.95 Staffordshire, WS11 2DD

1Direct mouse replacement) T e l e p h o n e  (0543) 466577/8/9 I I
I "

BUDGET CASSETTES

Zeppelin
Fred
Caveinia
Stack Up
Mission Shark
Mirax Force
World Soccer
Phantom
Zybex
Speed Ace .
Las Vegas Casino
Fruit Machirte
Sidewinder
Fantastic Soccer
Kenny Dalglish Soccer Paanaoci
Ninta Commander
Brinky's Scary School
Jacky Wilson Darts .
The living DaylightsMountain Bike Racer . . . . .
HI-Tec
Spy vs. SOY
Spy vs. Spy Island Caper
Spy vs. Spy Arctic Antics
Boulderdash . . . . .
Space Rider . „
Yogi & The Greed Monster
Ruff -
n •  
R e
d d
y

Yogi's Great Escape
Byte Beck
Robot KnightsJet Boot Jack
TimeslipAstrodrold . . . .
Speed Run
Space Lobster
Fighter Pilot
Dreadnaught
Space WarsPlanet Attack
Mad Jax
Roulette Simulator
Cosmic Pirate
Wa rcopter
Screaming Wings
Exploding Wall
Lillie  Devil
Tomahawk
Codernasters
Fruit Machine Simulator
8 M  X. Simulator
transmuter
Red Max
Grand Prix Simulator
Advanced Pinball Simulator
KIXX
Gauntlet
Footballer of the Year
Hardball
Hit SquadGreen Beret
Arkanoid
Head Over Heels
Atlantis
Air Rescue
Dawn Raider
Death Race
Pro Golf
Panik
League ChallengePot Hole Pete
Spooky Castle ..................
Daylight RobberyTitan
Periscope Up •
Encounter
Gunfighter
Crack Up
Survivors
Cops -
n  
R o
b b
e r
s

2 99
299
299
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2 99
2.99
2.99
2 99
2.99
2.99
2 99
2.99

2.99
2.99
2.99
2.99
2 99
299
2.99
2.99

2.99
2.99
2.99
2.99
2.99
299
2.99
2 .
9
9
2 99
2.99
2 99
2 99
2 99
299
2.99
2.99
2.99
2 99

2.99
299
299
2.99
299
299

2.99
2.99
2.99

2.99
1.99
299
2.99
2.99
1.99
1.99
1.99
1.99
2.99
1.99
2 99
1.99
1.99
2.99
1.99

TOP 10 ROMS
Pacman   7 . 9 5
Battlezone   7 . 9 5
Pole Position   7 . 9 5
Galaxian   4 . 9 9
Rally Speedway   7 . 9 5
Archon   7 . 9 5
Robotron 2084   7 . 9 5
Designer's Pencil   4 . 9 9
Tennis   7 . 9 5
Millipede   9 . 9 5

Alternative
Soccer
Spindizzy
Pro Mountain
Aterlsoll
Star Raiders
Speedhawk
Twilight WorldHeartache
Thunclerlox
Slingshot
Adventuresoft

Add sop to orders less than E 5,90. All prices correct at
time of going to press Access or Visa orders welcome.

Please add El per item tor overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE"

1 9 9
2.99
2 .
9
92 99
2.99
2.99
2,99
2.99
2.99

10 Little Indians 2  99
Secret Mission 2 9 9
Arrow of Death 1 2  99
Arrow of Death 2  2  99
Golden Voyage 2  99
Mystery Fun House 2  99
Strange Odyssey 2  99
Wizard ot Akyrz 2  99the lim e  Machine 2
9 4Adventureland .  2 . 9 9

Circus   2 . 9 9
Escape trarn Pulsar? 2 . 9 9
Perseus and Andromeda 2 . 9 9
The Count   2 . 9 9
Voodoo Castle 2 . 9 9
Waxworks   2 . 9 9
Rrebird
Malta Matta 1  99
M
i c
r
o  
R
h
y
t
h
m  
1  
9
9

Thrust 1 . 9 9
Players
Stratosphere   1  99Tanium   1 . 9 9
Dizzy Dice   I  .99
Bubble Trouble .............. 1 . 9 9
Joe B lade I I  „ , . . . , .  ......... 2  99

Allacellanesua
Pengon 1  99
Mr D ig  1  99
Star Wars   7 9 9
Football Manager   2 . 9 9
Superman   2 . 9 9
River Raid   2 . 9 9
Chuckle Egg   2 . 9 9
Pogotron   2 . 9 9Bou Iderdash   2 . 9 9
Bou iderdash I I    2 , 9 9
Darts 1 . 9 9
System 8  Pools 2 . 9 9
Turt Form 2 9 9
Mastertronic
Masterchess 1  99
Protector 2 . 9 9
Revenge I I  2 . 9 9
Crystal Raider 1 . 9 9
Amau rote 2  99

2.99 VO C AL S Jackpot 1  992.99 K b  ksta rt  t o o
2 9 9  I n v a s i o n    1 . 9 9

On Cue   2 . 9 9
Last V8    2 . 9 9
Mutant Camels  1  99
Milk Race   1  99
Frenesss   1  99
Panther   1  99
Sidewinder I I   2  99
Despatch Rider 1  99
HOVet Bovver 1  99
Molecule Man I  99
Speed zone . . . . . . . . . . . . . . . . . . . . . . . . . 2 9 9Ninja 2  99
Ghostbuslers 2  99
Henry's House 1 . 9 91801   2 . 9 9
Bombfusoon   1  90

FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK
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GLAGGS IT!
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game is more meaningful
to German readers than

to the rest of  us! GLAGGS rr  is
basically  a c lone of  Domarles
Klax which was one of  last
year's big hits  on the ST. The
only  major dif ference is that
the graphics  consist of  s imple
two dimens ional walls  rather
t han the elaborate 3-D con-
veyor belt  system of  the ST
version. Wit h this  exception,
gatneplay is v irtually  ident ical.
Your job on each level is to

collect dif ferent ly  coloured
t iles as they emerge f rom

I
T
i
t
l
e
:

GLAGGS IT!
Publisher Hyperon Soft/Page 6
Price: £ 6 . 9 5
Format: D i s k
Players-: 1

Reviewed by Paul Rixon

chutes descending f rom the
top of  the screen. The t iles
mus t  then be deposited in one
of  live bins  below, The objec-
tive Is to f orm "Glaggses' by
plac ing the t iles in t hree-high
stacks of  the same colour - t he
respective t iles then disappear
and earn you an al l- import ant
points  bonus.  For each screen
there is a specified quota of
Glaggses to achieve and as
you progress onto the higher
stages. t he number  of  dif ferent
colours  increases and the har-
der it  becomes to organise
t hem all.  You can hold up to
five pieces before dropping
t hem into the bins,  but  as the
task gets harder you have less
and less t ime to t hink  before
you mak e your move. You're
only  ent it led to a few misses.
one too many  and the game is
abrupt ly  over. For added vari-
ety you may  be required to

games on one disk:
Plot is  an addict ive
arcade puzzle game

s imilar to Puzznic on the s
-
r
and Sk iing is a t ricky  vert ical
scroller all about .  enn „.
sk iing!  A Player's dream?
Plot ter is a sort  of  bouncy

"face' who lives in the right
hand port ion of  your screen.
By guiding Plot ter up and
down and press ing the fi re
but ton,  you can make h im
shoot a block (or 's tone) at a
pile of  others located on the
opposite side of  the playfi eld.

50 I s s u e  53 N e w  Atari Use(

You can fi re direct ly  or re-
bound of f  the walls  to hit  t he
pile f rom above. Each stone
bears  a symbol and when two
s imilarly  marked ones collide
an explos ion occurs, des-
t roy ing the target  stone and
enabling the others  to drop
into the vacant  space. The
process cont inues  unt i l  the
miss ile meets a dif ferent ly
marked obstacle - whose sym-
bol is then t rans ferred onto
the stone used by  Plot ter for
his  next at tempt .  Every  level
has a corresponding quota of

S
C
O
R
E  
2
1
1
0

f orm diagonal lines of match-
ing colours. A status line
below the main playfi eld dis-
plays all the relevant  details
pr ior to c ommenc ing each
stage.
The graphics  are fairly  basic

(though adequate) and the
sound effects sparse but  the
main  qualit y  of  Glaggs It - like
Kiax - is its addic t ive nature.
You can start  the game at level
zero, five, ten or fi fteen so
players of  all abilit ies  should
have fun wit hout  fi nding it  too
hard or too easy. An added

PLAYER'S DREAM
stones that  mus t  be removed
to qualif y  for subsequent
rounds .  Because of  the possi-
bil it y  that  you' ll end up in a
no-win s ituat ion,  the space
bar act ivates a ' t hunder-s tone'
that  wi l l  match any symbol in
the pile.  Of  course, t his  fac ility
is s t ric t ly  l imit ed so you have
got to t hink  very carefully  be-
fore you hit  t hat  but ton.  Don' t
t hink  for too long though.  or
the clock wi l l  catch you out !
The cont inuous  mus ic  based

on 'air on a G St ring'  (like the
Cigar ad's) is well composed
and the sound effects are good
qualit y  too. The graphics  are
necessarily s imple hot  perfect-
ly adequate for the purpose.

If you s hould eventually  t ire
of  Plot (it 's unlikely  to be for
some t ime!) you can re-boot
the disk  and load in Sk iing -
or Sk iabfahrt  as the Germans
k now it! This  is a s t raight for-
ward s c mller in whic h you

Incent ive is a chance to etch
y our name in the disk-s tored
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 t hrough
to the end!
Puzzle games have proved to

be equally  as popular as the
t radit ional arcade shoot 'ern
ups. It 's not  dif fi cult  to sup-
pose why.  Clams  It is  a game
that  wi l l  keep you corning
back for more,  even if  you
don't  l ike it  in the fi rst  place!

at tempt  to manoeuv re your
sk ier f rom the start  pos it ion to
the fi nishing flag in the t ime
l imit  specified. Nat ural ly  there
are lots  of obstacles designed
to t r ip you up and if  they suc-
ceed you wi l l  lose valuable
t ime Tr i u mp h  is rewarded by
t ransport at ion to the next
level - f ailure is punished by
forc ing you back to the begin-
ning!
The graphics  aren't  s t unning
(didn't  I once type in some-
t hing s imilar f rom a C&VG
mag?) but  the game is surpris -
ingly addic t ive and it 's  a
wort hwhi le bonus  to a gener-
ally  good value package.

Title: P L A Y E R ' S  DREAM 1
Publisher Ke-Sot t /Page 6
Price: f . 6 . 9 5
Format:  D i s k
Players: 1

Reviewed by Paul Rixon
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INVASION
N o t  to be confused wit h

a very old and unre-
mark able budget  war-

game f rom Mastert ronic .  this
INVASION is ac tually  an excit-
ing horizontal shoot 'cm up re-
cent ly imported f rom
Germany.
As the pilot  of  a mil it ary  heli-

copter, y our miss ion is  to con•
st ruct  a t emporary  bridge over
a l iver in readiness for the in-
vasion of  your tank  div is ion
Into host ile territory .  Firs t  you
should locate your HQ and
act ivate a swit ch concealed in
the trees. This  inf orms  your
comrades that  you're ready for
the next bridge section, whic h
duly  appears  next  to the

Title: I N V A S I O N
Publisher: R&E Software/Page 6
Price: £ 6 9 5
Formot:  D i s k
Players 1

Reviewed by Paul Rixon

building,  You mus t  carefully
hover over the sect ion and
hois t  it  up wit h a rope f rom
y our chopper.  It can now be
t ransported to the river and
dropped into posit ion.  Simple
eh? Unfortunately  not !  Four
enemy choppers constant ly
hound your activit ies, fi ring
miss iles  to blast  you out  of  the
sky. You can retaliate wit h
bombs  and rockets but  there
Is an endless supply  of  nasties
to replace those you manage
to annihilate.  There are also
several ground-t o-air miss ile
launchers  s ituated t hroughout
the landscape. whic h of
course you mus t  endeavour to
avoid.
Occasionally  an enemy plane

wil l  fly across and release a
parachute over the part ially -
completed bridge. This  is a
bomb and an appropriate
warning sound informs  you
that  you mus t  fi nd and el imin-
ate it  quick ly ,  otherwise a sec-
t ion of  the bridge wil l  be des-

, ,  6  T  P
1
1
1
1 r
•  •  
i t
-  
I  
6  
•

F
a
n
c
y  
a  
g
a
m
e  
o
f  
R
u
b
b
e
r

Ball? What.  you mean
you haven't  heard of

this  int r iguing game f rom Ger-
man pi ihl is her Raindori?
nor had I and it  t urns  out  to
be one of the few game con-
cepts that  you probably  won' t
have encountered before!
Imagine you're a rubber ball

bounc ing t hrough the angled
corridors  of a vast air condi-
t ioning system. Obv ious
hazards are nails  and chewing
gum lodged in the pipes. but
air  vent ilators  can help you
back on t rack  and air-pumps

seem to be quite useful too.
Get t he Idea? In fact, there's
no need to imagine - in this
game you have an opport unit y
to ac tually  become a rubber
ball!
Af ter loading you're fi rst t re-

ated to a short  digit ised
soundt rack  - proof  that given
the programming expertise.
any t hing is possible in 64K!
Hit  the t rigger and you land
wit h a bounce in the fi rst of
twelve challenging levels, each
cons is t ing of several screens
formed by rainbow-coloured
plat forms.  A joyst ick cont rols

troyed. The fi rst  level isn't  too
demanding but  later on you
have really  got t o be a s lick
tact ic ian to get that  bridge in
place! Personally  I f ound the
best s t rat eiv  was to knock  out
the launchers  fi rst and at tack
the choppers  by dropping
bombs  on top of  them. Oh.
and don't  forget to keep those
rotor blades away f rom the
trees!
I rwas ion'sgraphic s  are com-

mendable - the landscapes are
art is t ically  drawn and shading
is used to excellent effect.
There are some nice touches
in the Lucas illtn-s ty le int ro

graphics  and t it le page.
There's  plenty  of  good anima-
t ion too. I  can't  c omplain
about  the sound.  s ince the
mus ic  doesn't  seem to be too
annoy ing and the other noises
are reasonably  effective.
If you want  a shoot  'em up

that  isn't  jus t  a shoot  'em up -
one that  offers a more worth-
whi le excuse for its existence -
then take a look at Invasion.
Addic t ive and challenging are
words  I could use to describe
it. but  mos t  import ant ly  it
looks good, feels good and by
golly

RUBBER BALL
the horizontal movenients  of
the rubber ball whils t  vert ical
act ions are infl uenced purely
by s imulat ed grav itat ional for-
ces. Once you've rolled of f  the
top plat form.  the ball begins
bounc ing more dramat ically  -
or to be precise, the ball stays
In roughly  the same pos it ion
whils t  the whole screen scrolls
smoothly  up and down to cre-
ate a believable bounc ing
effect. Fric t ion gradually  s lows
up the ball so you mus t  plan
y our moves to avoid get t ing
stuck in a hopeless s ituat ion.
If you do. you wi l l  be forced to
forfeit  one of  the six available
lives.
Hav ing completed a level by

collect ing a specified number
of  air pumps ,  you're awarded
bonus  points  relat ing to the
t ime remaining on the coun-
ter. I f  it should run  down be-
fore you've fi nished the task
you again lose a life, but  there
are extras on offer af ter every

fi fth level, Nails  ate a certain
danger whils t  the chewing
gum ran somet imes  be a help,
as well as a hindrance.  The
vent ilators  are import ant  too.
Apart  f rom an occasional hic-

cup in the bounc ing algor-
it hm.  Rubber Ball is  beyond
c rit ic ism in every respect. The
graphics  are c lear and colour-
ful and the game will have you
bounc ing into the early  hours
to t ry  and mas ter the higher
levels! German authors  have
created some top notch 8-bit
games and I 'm delighted these
have at last  f ound t heir way
Into the UK. Give your Atari a
treat this  Chris tmas !

Title: R U B B E R  BALL
Publisher Rainclort Soft/Page 6
Price: £ 9  95
Format
- 
D i
s k

Players: 1
Reviewed by Paul Rixon

New Atari Use
, I s s u e  
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contact contact o.. contact contact

EXCHANGE
ST DISK DRIVE: Atari SF314
idouble sided, drive urgently re
quired in  top condition. Exchange
for brand new Cumana sten line
double sided drive  Sounds crazy
but there s a good reason. Phone
Les or Sandy at PAGE 6. Ter.
0785 213928

FOR SALE
800XL (Rev.C); 800XL. XF551
drive. XC12 tape deck, icestick,
complete with manuals and ICO
Printer Connection. Mini Oflice f t
Transdish IV and original packag-
ing Ext ras inClude Atari User to
way back when!, 130XE Handbook
and Your Atari Computer plus
games on disk, tape and ROM.
E150 ono. Tel 0751 74708

TAPE SYSTEM: Cassette recorder
with joysticks and around 40 tape
games, a l  excellent condition Ori-
ginal software. rrkosay from Data-
byte Sco t t  Adams. English, U S
Gold and Activision Bought for
£200 but sell everything for E55
ono Will  split Also  selection of
Atari books Phone David on COI
337 1641

XL SYSTEM: 800XL computer
1050 disk drive 1010 cassette,
Xelec printer interlace, a ll leads,
manuals, joystick and over £600
worth of original quality software
and books. E220 ono. Will not split.
Tel (Bucks) 0628 484824

TWO SYSTEMS: 130XE, XC12
data recorder 1050 disk drive with
Doubler. mags and extensive soft-
w a r e
-
u t i l i t
i e s . 
£
1
7
5 .  
8
0
0
X
L
,  
X
C  
I  
1

data recorder, books and original
games £60 . Tel. Poynton (0625)
878430

ST SYSTEM: 520STFM computer,
double sided drive, 34 d isks with
games etc lo yst ick and mouse,
magazines and books, all manu-
als, leads etc Boxed as new On ly
4 months old! E330 ono. Ring 081
851 6642

1027 PRINTER: 1027 printer with
spare ink rollers. boxed and in very
good condition and lu ll working
order E6 0  ono Buye r pays car-
riage or collects. Contact Derrick
or Sharon on 0554 777099 or write
to 70, Brynawelon, Bryn, Llanelli.
Dyfed SA1 4  BRA

EXCHANGE; Wiling  to swap ex-
cellent condemn 810 disk drive
with power supply etc f o r Midi•
master or Tantalk Write  to alir
Darer?. P.O.Bo x  6002. Acco, Israel
24720

UNIQUE XE SYSTEM: i 28k ex-
panded, Computerhosue controller
card. Custom Rom. printer port,
reset handler lo t s of books, disks,
tapes plus a free 800XL, £130
.Tel 0395  579313 after 5pm

MAGAZINES: Alan Users Vol. 1
No 1 ,  3 . 4 . 5 . 6. 8  (Dec 8 5  J a n
861 plus 10, 11. 12, Vo l 2  No 2, 3 .
4 Vo l. 4  No 4  (Aug 881 Al l  tot
ES. Also  various games on casset
to. Te l. 0703 253085 ask for David
(after 7pre) or write to David Hurst.
63. Shaftesbury Avenue chandlers
Ford, Eastleigh, Ka r la  SOS 3 B0

5 2  I s s u e  5 3  • N e w  At a ri User

XL SYSTEM . t icexL with 1010
data recorder and a few games
inc. 2  cartridges Al l  in  good work-
alit order. E55 ono Contact James
Tuslian on 0608 642262. Oxford-
shire

THE COMPLETE PAGE 61: PAGE
6 magazines Issue I t o  53 com-
plete. yes!  The lot E75.00. Tel.
Coventry 1112031 714274 Bu ye r
collects Inc) often)

XL SYSTEM-. 800XL with 1050
disk drive, 1010 recorder, trackball
touch tablet and joy-slicks, over
300 games-Utilities on cartridge.
disk and cassette. Software in-
cludes Visicalc AtanWriter, Alter-
nate Reality and Ultima IV. Boxed
with a ll manuals and leads plus
loads of PAGE 6. Ant ic and Analog
magazines. 800XL needs new
power supply E150 one Tel. 081
851 9228

LARGE COLLECTION: Atari en-
thusiast Selling large collection
comprising. Solid wood desk, 3
1 0 9drawers and 2 side cupboards with
3 drawers in each plus chair. 3
BOOXL computers. 2 1050 d isk
drives. 2  1010 cassettes, i  029
pnnter. touch tablet, green screen
monitor P  joysticks. cables and
plugs for everything. Also over 100
cassette games. AtanArtst. Star
Raiders and Galaxian on Rom.
DOS 2 -0 0 6  3 disks, Home tiling
Manager Paint,  AtarWriter+ 2 on
ginai game disks and many other
home recorded disk programs.
PAGE 6  magazines 35 to 52 plus
3 earlier Atari Users. Spare disks,
Online lail0er, cassette boxes. All
in good condition and working
order Also  spare BOOXI with 1010
cassette and XC1 1 cassette (all
partly working but slight laultsl.
Ideal for the enthusiast or begin-
ner. System set up at present and
working E300 cash (rio offers, no
Spats). Buyer to remove. Tel. 0254
771707. Lancashire.

XE SYSTEM : 130XE computer
.XC12 date recorder, joystick, lots
of magazines. 30+ games, all
leads etc. VGC. E80 one Te l
(0302) 784642

VCS: Atari 2600 plus 16 games.
A.srsew.5000 .Pt lone02 t  441
3064 after 6pre Mr P Adam s

XL SYSTEM : 1300XL with data re-
corder and dot matnx printer. In-
cludes all manuals and leads •
some software (inc a  racing pi-
geon velocity calculation and print
program I. Perfect wedung order.
Offers around £150 Te l. John on
(04951 200019 alter 6pm

WARGAMES: SSI games on d isk
- Battalion Commander BaMec-
wiser. Broadsides, Gettysburg.
Kamplgruppe. Mech Brigade, Re
forger 88 Warship, Wargame Con
struelion Set pies others - Crusade
in Europe. Ultima IV, Alternate
Ready. Atari AssembleriEcktor
ram. E100 9  books inc. Mapping
The Atari Revised. E20 Joyonnt
joystick port printer connector. ES.
PAGE 6  issues 14 to 49. E20. Atari
User Vo l t  to  Vol. 4, £20. 800XL.
E25 Bu ye r collects Of pays post-
age Ring  Mike on 0442 251534,
evenings

PRINTER: 1029 printer plus Ala ,Writer word processor disk, in-
structions, original box Good  Con-
0110in, E75. Tel. Cheddar 742167

130XE SYSTEM : 130XE. 1050
disk drive. Xe l2  tape recorder,
touch tablet, remote loystick, some
spare power supplies No t  boxed
but complete and woriong Many
books Inc Tech  H e  No t e s and
some US imports. A lot of mainly
serious software inc. Action',
Transcask IV. loads o l graphics
utils and PO plus some games
First otter over E125 Te l John
Dyer on 0255 20680

CASSETTE RECORDER: XC12
for sale with 21 cassette games
and a joystick, Earl. Write to TS0ek
Yin, 15 . High Street, Grimelhorpo,
Barnsley, S. Yorks. S72 7LS

XE SYSTEM : 65XE, XC12 data
recorder E4 5  worth of games,
boxed and with manuals. VGC,
COS Phone 0246 852630 after
4prri

OLDER ATARI : Atari 400 new
never used, originally £300. se ll for
E75. Runs all cartridges and con-
tains neat 6502 environment for
both learning assembly language
arid for electronic projects. In-
cludes Music Composer and Basic
language cartridges and a variety
of books. Phone 001 337 1834

XE SYSTEM : 130XE with 1050
disk drive_ pristine condition, boxed
and with a ll manuals and cables.
E150. no otters. Also  850 interlace
module tor use with printer or
modem, £70 Monitor magazine
issues 8 to 20. CIO Ca n  deliver in
or near Essex Te l (02681 784637

XE SYSTEM : 130XE, 1050 disk
drive, joyst ick. trakball, touch tab-
let a ll leads, cables and adaptors,
games cartridges, disk, utilit ies. 2
flight simulators. Pnalshop plus
accessories. Mini Office II. drawing
and CAD programs. Visica lc. Ater-
'Writer Pa n t  plus many more re-
lerence books. manuals, 2-3 years
bound Atari User. £250 ono. Tel
0635 63542

XE SYSTEM : 65XE with XC12
dalacorder, two loystices, nearly
El 00 wodh of software, manuals
leads. maga. E713 ono Te l (081)
669 2375 alter 6pm and ask I V
Rober t

BINDERS: Two American style
3-ring binders suitable for De Re
Atari etc. Brand new Go  to best
priers, Write  to R J. Espine, 111,
Pastan Ridings. Pamon, Peterbor-
ough. Cambs. PE4  61.JX or phone
0733 74121 and ask for Raphael
IIas in  the Limes',

NEW XE SYSTEM: Joystick, light
gun. advanced light pen system
with Rom cartridge. Designers
Pencil. Pacallan. Donkey Kong.
Bug Hunt and Flight Simulator all
on Rom cartridges 1010 data re-
corder etc 1 4  great games. All
cables, leads, power packs. manu-
als arid instructions included. 3
mags a  cassette case and blank
cassette will be included. Price
E200 Contact Richard on
Gloucsrster (04541 260240

XL SYSTEM : 800XL. 1050 dist-
drive. XC12 Cassette recorder,
joystick, books, magazines. over
E300 of software inc Ala n  Writer.
Home Filer, Transdisk and loads of
games E175. Phone Lee on kleton
Keynes (0908) 320798

PRINTER: Prints
,
' w t h  
X L  
t o  
C e n
-

tronics and AS 232 serial interlace
Ricoh 1600S daisywheel type.
E90. Tel. (0625)4207E12

WANTED
DISK DRIVE: Wanted 1050 or
XF551 cksk drive in working order
Will exchange 1020 colour Atari
printer...plotter. loystick, mouse. E75
worth of games tapes and seeress.
Phone tan. Wicktord. Essex on
10268) 733776 or write to 20 Lilac
Avenue Wicklo rd . Essex

INSTRUCTIONS: 850 interface in-
struction book wanted plus details
of power supply An y intormation
will be appreciated. Price and post
age to A McGrath, 41 Belvedere
Pace. Detain I . Eire

MANUALS ETC.: Can anyone
help? I need a  manual tor an
so o n ,  memory maps and circuit
diagrams required for interlacing
projects Wil l  pay postage and any
reasonable coStS Contact Stephen
Waldron. 53 Citadel Road, The
Hoe Plymouth, PL1 3AU

POOLSWINNER: Has anyone got
a copy or original of a  program
iSsued by Selec Software called
Poolswinner either d isk or tape? I
obtained mint
, f o u r  
y e a r
s  
a g
o  
a n
d

have unfortunately destroyed my
engine!. Please write or phone and
get me out of trouble M  J. Tester,
23 Dorset Gardens, Brighton. BN2
1RL, Sussex. Ter. Brighten
0273-682301

XL & DRIVE; New to the Atan
scare, pensioner would like an
Atari 800XL with a  1050 d isk dnve.
very reasonably priced Could
arrange to collect within central
Scotland. Please write to J
Strachan, 135 Leven Road, Town-
head Coatbndge. ML5 2LW

DISK DRIVE: 1050 disk drive wan-
ted Also  AtarlArast on ROM
Phone 0843 226703 atter 4pm

EXTRAS: I  am looking for a manu-
al for the 65XE arid a  data recor-
der Will pay reasonable pnee
Phone Gill on 071 252 7797 after
5pm

PRINTER; 1027 printer w ill pay
E50 to include postage Io ta  1027
primer in  good condition. Phone
Andy on 0522 690825

CASSETTE DECK: Alan 800 tape
recorder needed. Cannot pay
much but I have lo is of rare games
like Caverns of Mars Please help
me, Robert Reid. 40, Burdiehouse
Street, Edinburgh. EH1 7 81-IB

BOOK: Atari Sa w  Source Book
by Compute wanted. R . Carter,
73, Gresett Park, St . Saviour.
Jersey. JE2  7 P0

BOOKS: Books tor XL:XE wanted
irc manuals Also  modem and in-
terlace Will swap for software Cr
pay casts Tel. 0721 20863

DISK DRIVE: 1050 or 810 d isk
drive for 600XL with leads, manu-
als and DOS dish Wil l  pay a
reasonable pnce. Must be in work-
ing order and geed condition. Write
to 0  Rathod. 22. Nevelt Street.
Preston, Lancs. PR!  4RB

CAN'T GET USED TO YOUR
STFM?: Do you rue the day you
sold up your 8-bit? Worry no more.
simply swap your ST with D S
drive tor My 800XL. 1050 disk
drive with ICO US Doubler, data
recorder, large quantity of software
on disk and cassette jo yst icks
EVERY iSsue of Alan User maga-
zine, manuals and reference books
etc Write  to Charles Smith, 93
P r H ;1 :
-
' ) ItN  
L a
n e  
O x
f o
r d
.  
C
D
X
,  
t
r
i
T

PENPALS/HELP
PENPALS: I  would like 10 hear
from any Alan 8-be fans,  near and
far I  have a 65XE •  1050 disk
drive with Happy and US Doubler
Al letters answered. Paul HOttOtId•
7, Gaywood Close. Beechwood.
Birkenhead. Merseyside, L43 717,
England

TRA NS OIS K  !V I: Conlf1C1 wanted
with anybody who has mastered
this lit t le beauty of a program a rd
help needed with Tomahawk. or
anybody in the Harts area *hese
Atari needs another inend Contact
Dave Osborn, 31 Avocet. Latch
worth Herts. SG6 4TH Te l. 0462
674905

TURKISH PENPAL : Hi'. I 'm
Oguzhan Immix I 've an Atari
800XL (256k Rambo XI ). 1050
disk dnve, XC12 tape and 1029
printer l i  you ware to have a good
contact please write to me. Eve
large software collection (Wines.
games demos etc A l l  letters
answered Oguzhan Imrak, Mektep
Cad Za le r SOK Zaire Apt. No:
15-7, 81570 HUCUKYALI. Istanbul,
Turkey

LEEDS CASSETTE USER
GROUP; The only group entirely
dedicated lo  cassette users Fo r a
free information pack please send
a large sae to Leeds Cassette
Users Group, 14, HOMO Hill Ave-
nue Leeds. LS8 2PP

HELP!: Help and advice, instruc
lions tor Miciosoft Basic ref.
CX6126 dated 1981 and Datasort
Graphic Generator Al l  reasonable
costs postage pact Nick Ashby.
140 Linden Avenue, Easlcole,
Ruislip, Middx. HAO BUB

SOCCER: Anyone interested in  a
Play By Mail soccer league'
, S e n dSAE to me for details. A. Deters.
31 Hucknall Garth. Branshalme,
Hue, 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 Of
those offering items for sale commercially. The Editor reserves
the right to omit any notice received at his discresion.
Send your CONTACT notice to CONTACT, PAGE 6, P.O. Box 54,

Stafford. S116 1DR. Please write your notice on a separate sheet
of paper, not as part of a letter.

FOR SALE WANTED P E N  PALS ADVICE HELP
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tes road and yeolo, gramma drawing WS .
Massive range of teatimes and teat interface.
SuPPorle large screens networks and T .
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ATonce+ PC EMULATOR
ATonce Plus is a PC-AT compatible emulator
for all Atari ST models  (except STACY). With
ATonce Plus fi tted, the Atari ST can be used
as a  P C-A T c ompat ib le  c omputer.  T h e
emulator works  with mos t  Atari hard disks
and provides compatibility with the Atari laser
printer. A  profes s ional fi t t ing s erv ic e  i s
available from Silica for only E34. If you own
an Atari ST and require PC compatibility, you
will not do better than ATonce Plus.
For use with S T
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larder re f EMU 7450 or E M U 7 3 5  a t E29

OAATAscan PROFESSIONAL
All g r a ph ic a  to be nouns '  in to lb. Atari
ST and used in graphic pecitages or M P  pro-
grams An Kenai nil-in-one bOlutiOn for our
block and white scanning regianernerte
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TECHNOBOX DRAFTER 2
A powerful. low cola CAD package. Quickly
becoming the  letwang S T  CAD to te m
Technoenv pronthre every agony rn•
C A D  W i t t  Wi l l  W W 1
,
'
at Miry Easy w o o  Ofortore
•  a tom eI.ps ?  re nape essolealea
•  Nasals mmieeti NSW
•  Laps r i ft*  51 Durso Altosys
•  1) , •  ileal /awe
•  Conwtoto 01•101••••••0
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•  FULL 16MHz 130286 PC-AT EMULATION
•  MOA, CGA, EGA & VGA GRAPHIC MODES
• COMPATIBLE WITH ST HARD DRIVES
•  CAN ADDRESS ALL ST RAM- UP TO 4Mb
•  RUNS EXTENDED & EXPANDED 80286 MODE
•  386 VERSION FOR ST-E AVAILABLE SOON
•  TASK SWITCHER TO RUN MULTIPLE

PROGRAMS SIMULTANEOUSLY

FIRP E7O4£499
new Per M asts
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TICHNOBOX DRAPER

RAP: E249£189
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SILICA SYSTEMS OFFER YOU
•  FR EE OVER N I GH T DEL I VERY: On a ll hardware orders shipped in  the UK mainland.
•  TECHNICAL  SU PPOR T  H EL PL I N E: Team o f  ST technical experts at your service.
•  PR I CE M ATCH: VW normaay match compehtors on a "Same prOduct • Same p rice
- b a s i sa ESTABL I SH ED  1 2  YEAR S: Proven track record in  prolessional computer sales.
•  BU SI N ESS + EDUCATION +  GOVERNMENT; Volume discounts available for tame orders
•  SH OWR OOM S,  Demonstration and training lacilit ies at our London & Sicicup branches
a THE FULL STOCK RANGE: All of your s
-
r r e q u i r e m e n l s  
f r o m  o n e  
s u p p l i e r .

•  F R EE CATAL OGUES: Will be we e d  to  you with otters and softwaie?pariphetal details.
•  PAYM ENT: By cash, cheque and a ll mato( credit cards.
Before you decode when to buy your software and poripherahs, we suggest you think very carefully about
WHERE you buy them. Consider what It will be like a few months eller you have made your purchase.
when you may rogue* help and advice. Will the company you buy from contact you wrih details ot neat
products? Al Silica Systems, we ensure that you will have ncqung 10 wo(ry abOkit. We have been establish-
ed tor over 12 years and, with our unrrvallecl exporteroce and expertise, we can now claim to MOM our
customers requirements with an understanding *Mich is second to none. But don't lust take our word
for I  COMPRI.% and return the coupon now for our latest Free literature and begin to experience the
"Silica SySterns Service".

0 1 1 =1 1 1  MAI L O RDE R HO TL I NEdie 081-309 1111 SILICA
SYSTEMS

MAIL ORDER;
° M a r  Ltna a  O p e n

LONDON MOP:
Opening Hours
-LONDON SHOP:
Cuero's; Havre.

SIDCUP SHOP:
Opening NOW.

1-4 The Mews, Hatheney Ad, Sidcup. Kent, DA14 4DX I I I :  051-3091111
Mon-Sat allevn40Opo_. N o  Ltd* eagle Opening  P a u  N a .
:
0 8 1  0 7 1
4 7
5 •
7 0
4 a 6 0

52 Ittenham Coed Road, London, WIP OM T i l
aler1-5a iameotraiXem N o  tale Wane 090 .
94
9  F a a  
N O  
7 1 1 2 3  
. t  r i
,

Setfridges iwi Paefl, Oxford Street, London, W1A 1AB h i :  071421 1234
fat,m1Sal eXtenl-aLpern L a o s Night Mursdffy unlit Sant E n e m a
,  M a1-4 The Mega, Hat ter*  Rd. Sidcup, kenl, DAI4 40X Ibt :  il1402 Ni l
eapn-Sel it Odere,S.33pm W S  Night: Friday until Spe, f air NO Old-30110tM7

r ,  Silica Systems, Dept PSIX 1291-69, 1-4 The Mews, Hatherley Rd
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by John Young

One of the most popular computer games is Yahtzee with many different versions
available. Dice! is a similar game that wil l  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 sell
explanatory with the scores available for each combination shown on screen. Dice are
rolled by using the space bar and the keys l  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 wil l  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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FUN SCHOOL 4
Kiddies everywhere (and, let's face it, a few mums and

dads) will be eagerly awaiting the next instalment in the
Fun School series which should be in the shops round
about now (scheduled for late October release).
Old favourites Teddy and Freddy the Frog are back in

the tinder Fives and 5 to 7s but there has been major
ructions in the 8 to 1 s  with Robbie the Robot ousted in
favour of Sammy the Spy. Apparently Sammy has more
'street credl 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 is 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.
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sof tware I've come across recent ly  is MI DI A
f rom C-Lab,  producers  of  the world famous
Notator sequencer and mus ic  publ is hing pack
age. MI DI A was originally  conceived as an edu

cat ional program,  but  it 's  also f ound wide use as a MIDI
analys is  tool. I ts  purpose is to open up the mysteries  of  MIDI,
giv ing the user a c lear ins ight  int o the meaning of  all those
hits  and bytes that  go whizz ing up and down the MIDI  cables
between an ST and any at tached MIDI  device. I t  runs  on any
ST(El.  but  requires  a high resolut ion monoc hrome monit or
and at tached MI DI  device. ideally  a keyboard synthesiser.

Basically. it 's  a monit or ing program.  I t  s its in y our ST
wait ing for MIDI  data to arrive v ia the ST's MIDI  IN port ,
generated by the at tached MIDI  keyboard.  On detect ing the
data. MI DI A immediately  displays it  on the screen as a lis t  ol
MIDI  commands .  But  ins tead of  the usual incomprehens ible
s t ream of  numeric  gobbledegook it  t rans lates  each indiv idual
MIDI  event int o English.  displayed on its  own line in the list.
You can s t ill see that  numer ic  data.  but  alongs ide you're
shown exactly what  it  means.

SCROLLING DATA
A MIDI  keyboard can produce huge quant it ies  of MIDI  data

in a short  t ime,  part ic ularly  if  you use certain cont rollers ,
such as pitch bend, modulat ion,  or af tertot ich.  For instance.
in one short  session I generated about  10, 000 MIDI  com-
mands!  Obviously,  t his  volume of  data won't  fi t  onto one
screen. so MIDIA uses a sc rolling system to allow you to
quick ly  move back and forth t hrough it  at will.  Want  to know
more about  a part ic ular event in the lis t? Just  c lick  on it. and
a detailed explanat ion appears  in a window below, Wonderf ul
stuIP
You can also ' ' thin out " the data to make it  easier to

unders tand.  by fi ltering out  MIDI  c ommands  in whic h you're
not  interested. I ndiv idual lit ter but tons  remove Note On. Note
O l t  Af tertouch,  Pitch Bend.  Cont roller,  Program Change,  and
System messages - s ingly  or in any combinat ion.  They 're not
erased f rom the input  buf fer,  Just removed f rom the display.
so you can easily v iew them again if  required.  You can also
fi lter various events completely  f rom the input  s t ream, so
they never get into the list  at all.
MI DI A will even handle System Exclusive data. poss ibly  one

of the most  diffi cult  areas of  MIDI  to unders tand,  For ins t -
ance you can upload voice patch data f rom the synth.  inspect
It, and save it  away  on disk  for later reloading and download-
ing to the synth again.  I f  you're very brave you can even edit
the data fi rst .  but  t his  needs a detailed unders t anding of
y our synth's System Exc lus ive dump layout.  MI DI A can't
help here, as dumps  are dif ferent  for each model of  synth.
Details  are usually  available in the synth's ins t ruc t ion
manual.
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The bot t om third of  the screen contains  a whole bunch of
icons represent ing all the main cont rollers  found on a MIDI
keyboard. These inc lude the keyboard itself, pit ch wheel,  mod-
ulat ion wheel,  af tertouch.  sus tain pedal.  v olume pedal.  etc. As
you operate each cont roller 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 pit ch wheel,  and its icon moves s imilarly !  It 's
possible to allocate your choice of  cont roller type to indiv idual
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 lis t  over MIDI  to determine its
effect on the synth/keyboard.  You can also operate the icons
in real-t ime wit h the mouse - c lick  on the MIDI  keyboards  keys
and the notes play on y our synth. Click  on the sus tain pedal,
and notes played on the real keyboard wi l l  now sustain!  It 's
great for t ry ing out  the effect of  accessory cont rollers  you
haven't  bought  yet, such as that  sus tain pedal.  These act ions
can also opt ionally  generate MIDI  data and place it  in the event
list, as if  produced by a real MIDI  keyboard.  The event lis t  can
also be edited, so you can add,  delete, and change data as
required.  wi t h a bui l t - in calculator available to help you i f
needed.
As you'd expect wi t h a C-Lab product .  MI DI A does every thing

It's supposed to do wit hout  fuss or hassle. I t 's  a real profes-
s ional piece of  software, and t his  is reflected in its  price of
around E67 (cheaper if  you shop around).  You get y our
nioney's wort h though,  whet her you're a beginner who s imply
wants  to unders tand the int ricac ies  of  MIDI  or an expert  who
needs a good MI DI  analys is  and f ault fi nding tool. I f  you're
serious about  MIDI  this  program makes a wort hwhi le addit ion
to y our sof tware toolk it ,
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more widespread in ev-
eryday life the abilit y  to

use a c omput er keyboard is  be-
c oming more important .  Most
people get by  wit h the old 'hunt
and peek' system of  typing. and
whi le this  may  be OK for occa-
s ional keyboard use. it 's totally
Inadequate if  you need to key in
large quant it ies  of data or text.
The answer is to learn to touch
type. or at least to use the right
fi ngers to press the keys.
I suspect that ,  as wit h a piano

keyboard, the earlier you start
learning the easier it is. School Soltwate
mus t  t hink  along the same lines, as
they've now added J unior  Typist  to t heir
fast expanding range of educat ional prog-
rams for the ST. I t 's  designed to teach
the basic elements  of  touch typing to
c hildren in the 4 to 10 years age group,
but  there's  no reason why  adults
shouldn' t  use it too.  It doesn't  a im to
produce expert t ouch typists  overnight . .
but  rat her to ensure users s tart  of f  in the
right  way. Those interested in fully  de-
veloping their sk ills  can t hen go on to
more advanced forms of  tuit ion else-
where.

The program has five major func t ional
areas. These consist of  basic onscreen
program operat ing ins t ruc t ions :  a short
t ut orial on basic keyboard skills:  a t yping
game: several t yping/ spell ing games; and
a t ypewrit er mode. Program cont rol (as
opposed to typing pract ice) is mainly  by
func t ion keys or mouse. mak ing it  ex-
t remely  easy to use. No manual was  sup-
plied wit h the rev iew copy. and wasn't
really  needed.
The t ut orial shows you the main body of

the ST keyboard.  i.e. t he ' typewriter'  part
only, wi t hout  f unc t ion keys, cursor
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JUNIOR TYPIST
School Software
E16.95
John S Davison

E D U C A T I O N

T h i s  s s e t t e n  a l l o w s  * n o  c o n e u t • r  t o  a c t
a s  •  i s h o m r s t e r .  S i m p l w  I s m s  t o  •  s e n t e n c e
ShO p o s e s  C s e t u r n ) .  M h o  D u e s  w s u p  D r u m ' s .
I S  c a m s / c i t e d  a d ve le o im e

block, or numeric  pad. Us ing some neat
graphics  wit h good use of colour it  t hen
explains  the use of  'home keys', and
whic h keys to operate wit h whic h fi nger
on each hand.  It would have been useful
If the package inc luded a version of  this
in reference card form,
At  each stage the program prov ides

appropriate examples for you to type:
fi rst s ingle letters, t hen small phrases
and sentences. As you type it  checks
y our accuracy. telling you the number  of
correct  and incorrect  keystrokes made.
When typing complete sentences it  also
tells you y our t yping speed in words  per
minute.
Speed and accuracy can be developed

by play ing the arcade game. Words  fall
f rom the top of  the screen and you have
to correct ly  type t hem to zap them before
they hit  the bot t om - jus t  as in some of
the 8-bit  t yping tutors  of  old! Points  are
awarded depending on how quick ly  you
zap each word.  A life is lost for each word
reaching the bot tom,  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 of  difficulty,  wi t h higher
levels us ing longer words  and faster ac-
t ion. Each level usually  begins wit h s low
mov ing single words,  and as play  con-
t inues the act ion gets faster and mult ip le
words  appear onscreen.
The program also inc ludes three s imple

typing and spelling games. called Words,
Sentences. and Typing respectively. Diffi -
culty  levels of  each may  be varied by

set t ing Beginner or Advanced
mode: inc reas ing the number of
quest ions  in a game; and
changing the t ime l imit  where
appropriate.
'Words ' flashes a word on the

screen for a predefi ned t ime
period,  when the player must
memoris e it. and then type it  in
af ter it disappears .  Points  are
awarded for accuracy, and
bonus  points  may  be earned for
solv ing the anagrams  occasion-
ally  presented along the way.
*Sentences' is a rerun of  the

exercises f rom the tutorial,  dis-
play ing sentences on the screen which
then have to be typed in.  Mis takes  are
t racked and typing speed shown.
Finally ,  Ty ping'  displays indiv idual

words  on the screen and inv ites  you to
type t hem in.  I t  also shows you a dia-
gram of  the keyboard indic at ing the key
you need to press next. I t  won' t  let  you
press an incorrec t  key, so it 's ideal for
the raw beginner,  especially  young chil-
dren.  Ty ping speed is s hown at the end of
a game.
It's nice to see the results  of  your typing

on paper,  so J unior Typist  can make
y our computer and print er emulate a
s imple elect ronic  typewriter!  This  permit s
you to key in a l ine of  text and have it
printed as soon as you hit  the Ret urn
key. The advantage of  this is it al lows
users to ac tually  print  out  what  they type
wit hout  the need to get involved wit h
word process ing programs  - anot her
t hought f ul touch wit h young children in
mind.
Overall,  I  t h ink  J unior Typist  is  excel-

lent, and properly  used really  could give
youngsters  a good start  in acquiring
touch t yping skills. Adul t  superv is ion wil l
probably  be necessary though,  as the
kids may  succumb to the temptat ion of
play ing the games purely  for high scores.
dis regarding every thing they've learned
about  home keys and correct key finger-
ing! But  even if  they do, they ' ll s t ill be
gaining in general experience and famil-
iarity  wit h the keyboard,  whic h is a good
thing in itself.
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pc,,,„ on i t  Computers  are desig-
ned to store, retrieve. display .  cal-

culate, print .  use and represent it  in what -
ever format we require. Yes. informat ion
Is a valuable resource! Developments in
informat ion technology have meant  that  a
huge amount  of  informat ion is now in-
stant ly  available to whoever requires it.
whenever and wherever it is needed.
However,  qualit y  injOrmat ion is often only
obtainable at a price. Communicat ing
wit h on-line informat ion systems is cut
expensive hobby, and even buy ing a f ew
books or magazines each month can leave
a not iceable void in your wal let  So what
does the public  domain have to offer?

STARTING
OUT

Inevitably  most  of  the inf ormat ion found
in public  domain libraries  is aimed speci-
fically at c omput er  users. Several disks
contain art ic les reproduced f rom US
c omput ing publicat ions .  such as 'Cur
rent  Notes'. For example.  STARTI NG
BLOCK iso t it led because many  of  the
art ic les were originally  printed in a regu-
lar column of  the same name) is  a huge
collect ion of text fi les to help you get the
most out  of  your ST. A neat  ut i l i t y  called
Reader 2.2 is prov ided so you can fl ick
backwards  and forwards  t hrough the
screens, quick ly  and easily. By  press ing
a couple of keys you can have the out put
directed to a printer.  The range of  topics
covered is vast so whatever applicat ion
you have for your computer,  there is
bound to be something of interest. The
subjects are as diverse as 'XL/ ST file
transfers'.  'What  to do if  your c omput er
get a v irus ' and 'Comput er Shopping'.
There's a stack of  informat ion on hard
disks plus  art ic les about  modems ,
spreadsheets, word processors, lan-
guages t h e  list goes on and on!

FOR THE PROS
To meet the requirements  of serious

programmers .  Current  Notes have
gathered together a serious of  art ic les
posted by Antic' onto Compuserve dealing
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wit h the internal secrets
of  the STs  GEM interface
PROFESSI ONAL GEM 1
and 2 are packed full of
text and C source code ex
amples  writ t en by a pro-
fessional programmer wht)
obv ious ly  knows  what  he's
talk ing about .  The two
disks form a complete re-
ference collect ion that  wil l
teach you every thing
about  GEM f rom creat ing
windows ,  bui ld ing re-
source fi les and dealing
wit h 1/131 graphics  to in-
sider's 'hints  and hacks',  user t r i t e r
-
l a c e s
and coping wit h GemDos.  The same in-
f ormat ion in printed f orm would cost you
a great deal of  money. so these disks are
a genuine bargain!
Budgie UK have released a quick  refer-

ence guide for Si'  programmers .  The ST-
681I  REFERENCE V3.0 contains over
250Kb of  info on all areas of ST program-
ming.  Bios, Xbios.  GemDos,  AES. NMI
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you haven't  a c lue what  these mean then
grab a copy of  the guide and fi nd out !
Other aspects of  the STs  internals ,  such
as the 68000 microprocessor and the
Yamaha sound chip.  are also discussed.
A fairly  basic - t hough not  Basic(sic) -
program is prov ided to allow rapid inter-
rogat ion of  the data. By  double c lick ing
on major  subject headings  you can locate
the inf ormat ion you need wit hout  hav ing
to wade t hrough 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 !

ARE YOU NUTS?
Anyway,  that 's  quite enough of  the

serious stuff! A couple of  disks worth
check ing 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 whic h apparent ly  originate f rom a
bullet in board in the United States. The
text fi les  are a mix t ure of  jokes, stories.
strange anecdotes, poems.  alternat ive
lyrics and probably  just  about

MEMORY MANAGEMENT, The 511's operating system is installed in RAM, but i t
also needs some AM iust to keep track of what's happening: I/O buffers,
display memory, and so on,
The operating systett also has all the tables and functions needed to
manage the systems RAM; when a prpgrall is run, TOS figures out how moth
memory is required to get the application loaded, reserves the memory,
loads the orogron, and transfers control to i t.

If the application needs more memory, i t  simply asks the operating system
for i t.  1OS locates the requested amount of EAR, reserues i t,  and tells
the application where i t  is. I f  the needed memory is not available, the
requesting Deograti gets an error message. This is where bad things can
happen to you—it depends on how thorough the programmer was in detecting
and handling such errors.
An application can release nemorg I t doesn't need any longer by calling
on another TB service routine. When the application is finished, TOS
releases system resources used by the application. Thus, i f  you look at
"free RAM" before and after running an application, you should see the
same number,
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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 f rom genuine insurance c laim:
"The guy  was all over the road.  I had to
swerve several t imes  before I hit  him! ').
Some of  the humour  Is defi nitely  'alterna-
tive* but  you are sure to have a laugh
somewhere along the line,

A  POLICE
BOX?

If you needed to consult  a detailed lis t -
ing of  Dr. Who episodes, where's  the fi rst
place you would look? I f  it isn't  t he public
domain you'd be miss ing out  on an
amaz ing array  of useless informat ion!
THE  COMPLETE DR.  WHO AND
OTHERS features an inc redible amount
of data about  the series s c r ip t s ,  au-
thors,  t it les  and other facts, not  to men-
t ion a k nit t ing pat tern for Tom Baker's
(the only REAL Dr. Who?) scarf! Else-
where on this  disk  you' ll fi nd another
batch of  computer-inspired humour.  a
story about  a fi c t it ious land and a num-
ber of  unus ual pic tures  const ructed
us ing ASCII characters  - obv ious ly  f rom
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-
t unately  the public  domain can come to
the rescue. I f  you're an adventure addic t
who doesn't  haven't  the t ime or inelina-



t ion to work  t hem all out .  you' ll apprec i-
ate the wealth of  informat ion contained
hi ADVENTURE SOLUTI ONS 1 and 2
(isn't i i  s t range how all the info disks
seem to come in pairsft .  The fi les on
these two disks reveal the secrets of  over
fifty popular  adventures  and they can be
used to prov ide hint s  as needed or to
obtain the ent ire solut ions.  I f  you are
stuck on Dungeon Master.  DUNGEON
MASTER HELP will give you the break-
t hrough you need. This  one presents  de-
tailed maps  of  all f ourteen Dungeon Mas-
ter levels as a c ont inuous  s lide show.
There are also charts  of  the spells and
many  other t ips to guide you t hrough the
trick iest  part s  of  this ST classic.

PAPERLESS
MAGAZINES

Disk  magaz ines are always a useful
source of  informat ion,  and they are
usually  ent ert aining too. One of  the most
popular mags - ST News - vanished some
t ime ago and everyone t hought  it  was
gone for good but  now it seems to be
back! ST NEWS 6.2.  dated August  1991.
was  recent ly  added to the library .  As al-
ways  ST News is packed wit h dozens of
art ic les,  facts, hint s  arid reviews. In par-
t ic ular there are solut ions  to Leisure Suit
Larry  II and Wonderland,  plus  reviews of
Gods. Lemmings ,  L iamat mn,  Superbase
Pro and AT Speed. There are also some
bonus  fi les on the disk  inc luding the
quick -boot  ut i l i t y  Pinhead,  an improved
vers ion of  the compress ion program
Pack-Ice and a PD of fering f rom Oribni f
(publishers  of  Neodesk) to replace and
enhance those normally  boring GEM di-
alog boxes!
The Lost Boys, meanwhile,  cont inue to

issue their 'Maggie' disks - believe it  or
not. they've already made it  up to issue
7.0! There's  not  a lot  I can say about
Maggie that  hasn't  been said before -
once you're f amil iar wit h the format .
you' ll k now precisely what  to expect! As
well as plenty  of  excellent graphics  and
mus ic  (as per usual) there are some very
wort hwhi le extras on MAGGI E 7.0,  such
as a demo vers ion of  the 'Professional
Virus  Killer'  whic h can recognise almost
five hundred bootsectors. Anot her prog-
ram c laims to modify  certain demos so
they'll run on the STE. I wonder if  it
works? Not to be out -done.  Th e  Un-
touchables ' have been busy produc ing
disk  mags of  their own and t heir second
release - THE UNTOUCHABLES DI SK
MAG 2 - is  defi nitely  worth invest igat ing.
There Is a LOT of help here on ST games.
a number of software reviews and some
art ic les for programmers .  Be warned that
if  you int end to read every thing in these
rnags you are going to be up for a LONG
ti e !
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Oster Filectioe
1 Chorine A fine/coarse twee
3 Cha r m  A tine/coarse tune
1 C h a c e  C fifteicoarse toe

Noise period
Mixer ow e! - I/O enable
Choose i  amplitude
Charm 1  amplitude

0 C h a r m  C amplitude
1 h o e l o p e  period file
2 Envelope period coarse
3 Envelope snipe
4 I / O  pert A (mope only)
5 1 / 0  pert I  (centrum]
t PS 6 coo be controlled be the followlet Mara system calls,

Starless  botbit arid Offnillit.

THE CATALOG

:•E•

Since we're on the subject  of  info, a brief
reminder that  i f  you want  to v iew the
exact contents  of  all t he latest addit ions
to the Page 6 library  (and the many  other
disks too), you can do one of  two things:
You can buy  t hem all,  or alternat ively
you can send for a copy of  the Page 6
Catalog Disk!  As well as all the necessary
data this  inc ludes  a ut i l i t y  that  wi l l  en-

MURK MASTER LER I I
11 -TATAR 12-ZED

-EL1JA 1 4  -HAAR
115-CHMA1 16-H4144
07 -BORIS OS-ALEX
01-11All IA-SONJA
11-SORA 12-6A1400
13-LTAFLAS 14-LEKA
11-41UUR 16-NUTSE
17-LETO 1 0
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I -1+3
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DUNGEON MASTER
HELP disk wit h maps
and text hints

Previous page -
STARTING BLOCK
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Hoer Revs
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UNTOUCHABLES
litillETI I N V  I  S n i t  I N N  IF IF MINIM

Two from Budgie
Above - THE
UNTOUCHABLES
DISK MAG

Left - ST-68K
REFERENCE
GUIDE

able you to to search for specific informa-
t ion us ing wild cards. so the details  you
require are ins tant ly  at y our fi ngert ips.  I f
you ret urn y our Catalog Disk  when
buy ing other software. you can also have
an update for free!
That 's  it  for another issue. I f  you're an

art is t ic  type (and also if  you're not!) t une
in to PD World in a couple of  months,
when the topic for discussion wi l l  be
c omput er graphics.  I hope you have a fun
Chris t mas  - see you next  year!

HOW TO GET THEM
Ali o f  the d isks featured in  PO Worid  are available from the PAGE 6 ST  lib ra ry Ea ch  has a unique reference code
which you sh o u ld  use when ordering o r making enquiries. Meese contact PAGE 6 I f  you don 't  have a co p y of
their Accesso ry Shop leaflets and check the system requirements fo r each d isk. THE PAGE 6 CATALOG DISK
containing a h ilt  fiat of d isk names and contents isavaitab le f rom the library, p riced  at E t  The d isks referred to
in th is art icle  are

ST77 PROFESSIONAL GEM  1
ST78 PROFESSIONAL GEM  2
s r i t 6  NUTWORKS I
ST117 NUTWORKS 2
STI36 DUNGEON MASTER HELP
STI48 ADVENTURE SOLUTIONS 1
ST222 ADVENTURE SOLUTIONS 2

ST320 THE COMPLETE OR WH O AND OTHERS
ST480 STARTING BL OK
51548 ST NEWS 6.2
ST564 THE UNTOUCHABLES DISK MAC 2
S r-6,9x REFERENCE GUIDE V3.0
MAGGIE 7,0

Prices  for s tandard disks  are £2.95 each or £2.50 each t or ten or more
Write to PAGE 6, PO_ Box  54, Staf ford,  ST16 lO R

Telephone 0785 213928 or FAX 0785 54355 with credit card orders

New Akin User - Issue 53 6 1



UGSH Orr
NH SIIIIP PLUS 1.5 from \ A / in / y a m s '

;.: A  .i

. _ . . .  ,
.— -

.,

1 t i n  SNIT! from Mibiertg!

p u ffi n  = A U  1 . 1 . 1 3 i 1
E t  PI '  , .  ,  . i•

. LLIC11  I E L I L M  WE L L N..... •=
r ilt4
,
11..
11
,
..1 
i ' e
l . ,
-
. . i
-
l i l l

A

J
ft
ig

,
T
I
r
c
i  
* 
r
*
i  
n
o 
1 
L
C 
I
l
l

•eir, J,

It'll 410It.Ii'7•I, •, l'., II

T h i s  is a s t range piece of
software. My  init ial im-
pression was  that  it

looked like a great deal of  fun.
indeed the manual  says "Wel-
come to Mug Shot!  More fi in
than a barrel of  rhesus-pieces!".
Unfortunately ,  t his  sort  of  overly
clever second-hand car sales-
man at t it ude preyalls throughout
the manual.  Undaunt ed I inser-
ted and registered the disk,
whic h means  an Ins tall,prg has
to be run fi rst.  I was  requested
to type my name in so that  the
disk could save it  and display
this  as my  copy. A novel way  to
deter pirates. alt hough this  does not
a i led  any  back ing up or copying. whic h
Is good and seems to owe muc h to the PC
world of  licences. I was  then allowed to
create my  back up or work ing copies and
thence t ry  the program.
Mug Shot c ould he described as an art

program,  and my  init ial enthus iasm grew
at the prospect of  edit ing faces that  I
could print  on a printer.  The Idea seemed
good and once I dec iphered the cont rol
system I was presented wit h a whit e win-
dow on to whic h I could place the out -
lines of  eyes, chins.  hairlines ,  cars and
wrink les  by c lick ing wit h the mouse.  I t
was in f ad jus t  like the Mug shot books
so beloved of  American police shows.
The sof tware comes wit h t wo sets of

out lines  'Famous '  and Tunes ' .  I t  seemed
that 'Famous '  uses out lines  f rom various
real personalit ies  and Tunes '  was no-
t hing mus ical at all but  a cute way of
spelling toons or cartoon like out lines.
The package collies wit h its own art  edi-
tor, a fairly  basic line drawing and fi ll ing
package which wil l  al low the user to add
to ex is t ing pic tures or draw ent irely  new
ones. The outcome can be saved in sever
al ways  wit h various  extenders, .MGS for
Internal program fi ling.  . MUt i  whic h
allows for pos it ional cross screen mode
saving. or . IMG format  and .PI2 or PI3 for
Degas compat ibilit y .  These lat ter opt ions

I
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MUGSHOT
Publisher: Wiz Works
Price: E 1 9 . 9 9 p
Reviewer: Damon Howarth
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C R I M E  WAT C H ?

allow images to be loaded into other
programs.  Just  why  this  should be des ir-
able escaped me for some t ime and dur-
ing the rev iew period I f ound my  init ial
ent hus ias m waning.  Indeed on s howing
the program and out put  to a cynical Mrs.
Mopp the quest ion "Yes but  what  do you
do wi t h it  now wa s  left unanswered.
One of  my more art  -skilled f riends ex-

plained she could do the same bet ter and
quicker wit h a penc il and I began to won-
tter about  t he use of  this package beyond
idle fun.  it  fell i l l  between two stools - not
a drawing package of any note since the
tools are far more editorial t han creat ive
and not  really  t•tverse enough to sus tain
long term interest  as a ' fun' program.

had at t his  stage just  dec ided the soft-
ware was for cons igning to the miscel-
laneous oddit ies  bin when,  owing to a
play by mail  c ommit ment .  I had to pro-
duce a s mall document  s howing the
faces of  a couple of a group of  notorious
characters.  I t hought  the only  quick  way
out  of  this was to DTP a sheet in Time-
work s  via t he AT emulat or (yes I am
aware that  t here are ST versions but  this
is an old PCvers ion I picked up cheap
and second hand).  I had no art  tools for
this  sort of  facial c lip art  though,  so of f
went  t he emulator.  in went  Mt  igshot and

wi t h in live minut es  I l iad  cre-
ated and saved two IMG fi les
that  did indeed port  int o Time-
works.  The two pic tures  were
absorbed wit h no problem at all.

then discovered that  the soft-
ware could create other small
pic tures and t hus  I had f ound a
s imple c lip art  c reator to per-
sonalise documents  et al.
This  revelat ion sent me scur-

ry ing away to t ry  the other
modes and I made the discovery
that,  despite my  total lack of
art is t ic  sk ill,  it  was  possible to
use the polygon line and spray
opt ions  to produce acceptable

s imple shapes. I was  disappointed to fi nd
that  the editor would not a l low me to
load IMG fi les or that  MUG SHOT itself
would not  al low the re-int roduc t ion of
IMG fi les but ,  despite this,  I f ound Mug-
shot t o be quite a useful piece of cross
mac hinery  art sof tware.
In conc lus ion I have to say that ,  unless

there is a specific purpose for this  pack-
age In the mind of  the purchaser,  t hen
thought  wi l l  be needed before purchase
but  it  does offer a cheapish way  into a
drawing package and it is  fun,  at least for
a while.

•  VERDI CT Re a l l y  quite fun for a short
period although Its longetqty wi l l  be
dependent  on the use it ran be put to,
good value drawing set though.

This s ol iware is ami lab le  In h  UK f rom
Gralin internal tonal
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ately! (As long as you have a
megabyte of memory and a dou-

ble-sided diskette drivel)
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. I know

the name stinks - but it is the only bad
thing about the game!) you fall madly in
love with the beauti ful  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  front her supernatural  suitor.
The mouse interface is excellent. A verb

list on the lower left allows you to in-
teract wi th items in the picture or with
your  scrolling inventory list in the lower
right. The verb list is a little limited caus-
ing occasional frustration - but USE
tends to cover most of the missing verbs
so it works quite well really. This is sitrt•
plemented by the fact that the system
remembers the last verb you used (on the
left button) and otTers 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:

Publisher:
Price,
Reviewer:

THE SECRET OF
MONKEY ISLAND
Lucastilms
£25.99
John Sweeney

1

A D V E N T U R E

keyboard then click
on the target object
with the mouse. I
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 crumbl ing
cliff top and a Sierra-
style Restar t! 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
if you 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 si tuation from
which you cannot continue. This is user-
friendliness at i ts best.
Once 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. I only made
about two pages of notes for the
whole game.

*oft M a n y  of the puzzles are fairly
straightforward and typical of this
sort of animated adventure,  but the4
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 I  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 wait. (Even
better if you have a hard diskli Al though
there are four  diskettes you don't have to

6. user  friendliness
at its best "

change diskettes too often as the game is
broken into chapters. Chapter  One takes
place on Melee Island as you follow up
three quests given to you by the pirate
leaders in order to prove yourself good
enough to be a pirate yourself. Even
though you eventually succeed in your
quests you soon get side-tracked Into
trying to buy a ship and recruit a crew so
that you can sail off to Monkey Island to
find your true love.
Chapter  Two is quite short - the voyage

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-
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!

•  S I G HT & SOUND - Lois of happy
tunes, plus a j e w  sound qfiects

•  GAMEPLAY - Fun and easy to play,
excellently designed

•  V E RDI CT-  Thoroughly recommended!
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SAMPLE 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
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• be look ing mainly  at Mic rodeal's
top-of -the range Replay Profes-

s ional s ampling package this  t ime.  I also
wanted to cover their exc it ing new Stereo
Replay package. but  the rev iew copy ar-
rived too late for inc lus ion here. However.
f rom the quick  look I've had I 'd say it 's  a
real winner,  and atg,89.95 well wort h the
St'.I 0 extra it  costs over the old Replay-8
package price. Ful l  details  next  t ime -
meanwhi le back to Replay Professional.
At i: 129.95 Replay Professional costs a

lot more t han other samplers  we've ex-
amined,  but  then it  does offer more.  I t
contains the s ampling cartridge:  three
disks of  software inc luding the Replay
Professional sample edit ing program:  the
Drumbeat  Professional d rum machine
program;  arid the MID1Play Professional
keyboard emulator.  Three user manuals
are supplied,  whic h alt hough rat her
shoddily  presented seem adequate for
t heir purpose.  All the sof tware runs  in
medium or high resolut ion on
520ST/ STE's  and up.  but  larger memory
allows you to bet ter exploit  its  facilit ies -
via higher sampling rates, longer sam-
ples. or  more samples in memory  at
once.
The cart ridge looks externally  Ident ical

to the Replay-8 cart ridge discussed last
t ime.  I t  s t ill uses 8-bit  resolut ion for re-
cording bu t  now replays samples  us ing
12-bit  resolut ion,  whic h does seem to
improve the subject ive sound qualit y  a
lit t le. It has  phono sockets for sample
s ignal input  and direc t  sample playback
via a separate amplifi er le.g, your hi-fi ).
The sample editor program is v irtually

ident ical to that  in Replay-8.  The only
dif ference I could fi nd was in the area of
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digital fi ltering,  whic h now has -
f a s t "  a n d"s low" fi lt ering algorit hms  and a variable
bandwidt h facility.  Ot her features are as
described last  t ime.  but  I ' ll briefl y  s um-
marise t hem anyway.
First ly ,  it  records  and replays samples

at rates f rom 5.5kHz to 481tE.z. You can
then selectively cut,  paste, copy. repeat .
or delete parts  of a sample:  or reverse it,
insert  ot her samples into it, and super-
impose other samples  over it. You can
also fade samples
in/ out ,  add spe-
cial effects such
as reveal,  echo,
t remolo,  or flange:
or digitally  fi lter
t hem in many  dif -
ferent ways. Real-
t ime oscilloscope
and spec t rum
analyser displays
help you mak e
good qualit y  re-
cordings.  and 3D
Fast Four ier
Trans f orm and fi l-
ter response dis-
plays assist wit h any  digital Filtering ex-
periments  you want  to perform.  Fac ilit ies
are also prov ided for "looping
- s a m p l e s  
-
repeated replay  of  a chosen int ernal sec-
t ion of  the sample to give a long sus-
tained effect f rom a short  sample.  Up  to
ten samples  can be assigned to the STs
func t ion keys. al lowing you to quick ly
switch f rom one to another.  Samples  can
be played monophonic ally  (i.e. s ingle
voice only ) f rom an at tached MIDI
keyboard.  but  for serious MIDI  use you
need the polyphonic  MIDIPlay  program.
whic h I ' ll describe short ly .
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As expected, Replay-8's  Drumbeat  prog-
ram has also been been upgraded to
"Professional" status.  Again,  it 's  not  im-
mediately  obv ious what 's  changed, as It's
very s imilar to the Replay-8 version. I t
can load a d rum k it  of  up to 15 dif ferent
samples:  defi ne up to 50 dif ferent  rhy t hm
pat terns  each of  up to 32 steps which
play  this  kit :  t hen sequence these pat-
terns  together into a song of up to 100
pat tern entries.  Up to 10 songs can be
held in memory  at once. It s ync limnises
wit h inc oming MIDI  c lock s ignals  or
sends out  MIDI  c lock s ignals  to drive
other MIDI  equipment .  and can also
t ransmit  MI DI  not e/ c hannel/ v eloc it y  in-
f ormat ion and hence drive other external
MIDI  sound sources. The big dif ference is
that  it  can now play  four samples s imul-
taneous ly  ins tead of  two A n d  most  im-
portant ly ,  it 's  capable of  impressive
sound qualit y ,  as shown by the demo
sequence prov ided.  It work s  ONLY via an
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external amplifi er - no -
1 V / m o n 1 t o r  
o u t -
put  opt ion is prov ided.

MIDIPLAY
PROFESSIONAL

The major sof tware extra you get wi t h
this  package is the MIDIPlay  Professional
program.  Basically ,  it  t urns  your ST into
a polyphonic  sample player module,
whic h can be driven either by an
at tached MIDI  keyboard or f rom an exter-



nal MIDI  sequencer.  I t  can load up to 128
samples  (memory  permit t ing! ),  al lowing a
dif ferent  sample to be assigned to each
MIDI  note!  Alternat ively  (and more likely!)
fewer samples  may  be loaded and each
one ass igned to any s ingle key or range of
keys, al lowing the t riggering of indiv idual
samples  or the abilit y  to play  them at
dif ferent  pitches.
Like Drumbeat  Professional MIDIPlay

has f our "voices" - I t 's f our note polypho-
n ic / mu l t i t imbra l  - a big improvement  on
the s imple MIDI  fac ilit ies in the editor
program.  Again,  playback  is ONLY
t hrough an ex ternal amplifi er.
The voices can be tweaked in various

ways before use. For instance you can
adjus t  the volume of  each so they're cor-
rect ly balanced agains t  each other.
Voices may  also be indiv idually  tuned.
octaves changed.  and the normal semi-
tone intervals  between notes in a scale
modifi ed for special purposes.  As in the
editor,  s ample looping points  can be set.
al lowing a sampled sound to cont inuous-
ly play  for as long as you depress its
t riggering key on the MIDI  keyboard.
On the MIDI  f ront  it 's possible to specify

the MIDI  channel(s) to whic h the prog-
ram wil l  respond:  to switch in a soft MI DI
THRLI  f unc t ion (allowing interconnect ion
wit h other MIDI  sound sources in your
setup): and to set the sensit iv ity  of the
voices to inc oming MIDI  pitch bend
messages.
I 'm us ing MIDIPlay  wit h my  Yamaha YS-

200 and PSS-680 MIDI  keyboards  and It
works  ex t remely  well,  produc ing some
nice sounds  - as s uming you've made
some good qualit y  samples  to start  wit h!
My only  real c rit ic ism is  that  f our voices
st ill isn't  quite enough for solo live play-
ing - eight  notes  being a more realis t ic
min imum.  Even so. it 's  infi nitely  bet ter
than the single voice capability of  Replay-8.
I've also successfully driven MIDIPlay

f rom the onboard sequencers in the YS-
200 and P55-680.  jus t  as you would any
s tandalone sampler module.  And how
about  this  - I even t ried connec t ing my
old 520STM (running the Steinberg
Twelve sequencer) direct  to the STE (run-
ning MID!  Play) v ia MIDI ,  and witnessed
the as tonishing sight  and sound of  the
STM play ing mus ical sequences us ing
sounds generated by the STE. Jus t  t hink
of  the new poss ibilit ies  this  opens up!
Despite its name and undoubt ed good

performance.  I s t ill wouldn' t  class Replay
Professional as a t ruly  "profess ional"
sampler.  as like all the prev ious produc ts
we've examined its hardware s t ill uses
8-bit  resolut ion.  Today 's  professional re-
cording mus ic ians  demand ins t rument s
capable of  matching CD quality ,  and it
takes a mi n i mu m of  16 bits  to achieve
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acceptable levels
of dis tort ion and
s ignal-to-noise
rat io,  as dis
cussed in earlier
art icles, 8-bit
technology just
can't hack  it.

Replay Profes
s ional is relat ively
s t raight forward ti)
use af ter a lit t le
practice. and as
wit h all these
sampler packages
I found it  great
fun too. At  fi rs t  I wondered if  it really
offered enough over Replay-8 to warrant
spending the extra 1.50, but  now I 'm tot-
ally  sold on it! I f  you want  a high qualit y
sampler wit h bags of  fl exibility  to use
wit h other MIDI  equipment .  t his  is the
one to go for. You' ll need plenty  of  mem-
ory to fully  exploit  it  t hough.

SAMPLER
FODDER

One topic I haven't  covered yet is WHAT
to sample and WHERE to fi nd suitable
material!  Well,  you can sample and use
literally  any audible sound.  The t rick  is
then to fi nd a mus ically  valid use for it!
In t heir search for "something dif ferent"
professionals sample the most  unlik ely
sounds, especially for rhy t hm tracks. Re-
cent ly I heard of  someone us ing the the
t hud of a snowball s mas hing into a wall
as a "drum" sound in a rhy t hm mix !  So '
if  it sounds  OK. it 's  valid!
Serious samplis ts  (if  that 's the right

word) sample all t heir sounds "live" - i f
they want  a saxophone sound they get
someone to play one while they sample
each note. Others  just  lif t  sounds  f rom
exist ing commerc ial recordings,  t hen dis-
guise t hem by edit ing,  fi ltering,  and
adding special effects. St ric t ly  speak ing
though.  this  is illegal as it  v irt ually  al-
ways inf ringes another mus ic ian's  copyr-
ight .
When look ing for samples you can save

yourself  a lot of  t ime and hassle by us ing
a "sampler CD".  These are CD's  specially
recorded for use wit h samplers .  each one
containing hundreds  of  dif ferent s ound
snippets  - s ingle notes, chords,  rif fs.
drumbeats .  etc. performed on dif ferent
ins t ruments .  Each sound is c leanly  sepa
rated f rom the others to fac ilitate sam-
pling,  and sound qualit y  is usually  top
class. They  tend to be expensive though,
usually  in the E40-E50 range. See the
adverts in the mont hly  mus ic  technology

magazines for f urt her details.
Ot her sources inc lude commerc ial sam

pie libraries ,  whic h sell ready-to-use
samples  in many  dif ferent  s ampler for-
mats. So far I've only  found one selling
ST based samples.  this  being Premier
Mus ic  Services (phone 0703 260485),
They  sell a wide range of ST sample disks
at jus t  E7 each, but  unfort unately  not for
use wi t h  8-bit  samplers .  only  wit h AVR"s
Pro-Series I 2-bi t  and I 6-b i t  samplers.
These are even more upmarket  versions
of  Replay Professional,  and at E.245 and
E345 respect ively are probably  beyond
the reach of  the average user, which is
why  I 'm saying no more about  them here!
Public  domain sof tware libraries  are

anot her possible source. Some sell raw
8-bit  Replay  samples.  but  of ten the sam-
ples are intended for use wit h PI)
'soundt racker'  programs  and are pack-
aged into combined mus ic / s ample "mod-
ules". To extract  the raw samples you'll
probably  need the original soundtracker
program whic h created the module,  e.g.
the NoiseTracker program we looked at
earlier in this  series. The Page 6 PI) lib-
rary  inc ludes  several soundt raeker disks.
and others  containing s Tos  Maestro
samples.  The lat ter have to be converted
before use wit h Replay, but  both the
Replay-8 and Replay Professional pack-
ages inc lude a free PI) program to handle
this.  In fact it  converts either way be-
tween the various  Replay. STOS Maestro.
and Mas ter Sound formats.
It's also somet imes  possible to extract

and use samples  inc luded in I 'D demo's
and games. as they're often stored in
separate fi les that  can be loaded straight
int o a sample editor.  You can also do this
wit h some commerc ial games. but  again
you' ll probably  be inf ringing someone's
copyright .
That 's  all for now. Join me again next

issue for the conc luding art ic le in the
series, when b e  look ing at that  elusive
Stereo Replay package and be giving
some hints  and t ips for produc ing good
qualit y  samples.
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COMPILATIONS

MY NAME IS BOUGH,
FRANK BOUGH!

0  nee more Domark  are set t ing oil
on the collect ions t rail.  I t  is a
sure sign that  Chris t mas  is in

the air when collect ions of  past favourites
are being wafted round at relat ively  dis-
count  prices. The two c ompendiums
under sc rut iny  here are very dif ferent
animals  and probably  between t hem will
have some appeal to all the ST us ing
populace. -
The J AMES BOND COLLECTI ON is

probably  the weakest of  the pair and
thus  I wil l  run t hrough this  t rio of  offer-
ings fi rst. The three games inc luded are
The Spy who loved Me. Live and Let Die
and Licence to K i l l  'Die fi rst  notable
thing about  this  compilat ion is that  it  fi ts
easily onto the one 720K disk, whic h is
unfort unate for those few single s ided
disk  drive owners  but  said breed appears
to be becoming endangered and possibly
extinct.
The games show the up and downs  of

Dontark 's  liceneing life. Liv e and Let  Die
is a very disappoint ing speed boat race
game. There is a suffi ciency of colour and
the joys t ick  cont rol is good but  there is
lit t le variety. The object ive is to s imply
aim at an area of  the world map and
chase your vert ically sc rolling scenery to
the end of  your fuel. The scenery is bland
and blue and this  is the compilat iorf s
el )Inpi t Isory makeweight  .
The Spy  Who Loved me offers a lit t le

more challenge and variety. St il l very
muc h a vert ical sc rolling chase this  t ime
there is the opt ion to obtain disks that
wil l  al low addit ions  to the car and the
chance to dodge hazards such as pedes-
t rians.  thereby maint ain ing points.  The
sound and colour here is bet ter and the
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Bond theme is
somewhat  more rec-
ognisable.  There is
also a wider variety
of  sub games to play
that  f ollow the i l lm
plot  in a recognis-
able way and offer a
great deal of  chal-
lenge. I t  appears
this  is Domark 's
Bond leader since it
appears  on both this
Bond collect ion and
on their Super
Heroes compilat ion.

Lic enc e t o K i l l  offers the most  modern
interfac ing and the best mus ic  and sam-
pled effects. It bui lds  on the linked s ub
game model of  Spy and allows  the player
to at tempt  to recreate the feats seen in
the fi lm.  Sadly  it  does not al low any of
the Bond Girls  to be accessed at any  t ime
but  it  does allow for all the leaping out of
helicopters  walers k iing on y our bare feet
and general demolit ion for whic h Flem-
ing's hero is jus t ly  famous.  This  game
has good effects and smooth controls.
Fortunately  all the act ions are performed
us ing the same joyst ick or key combina-
t ions thereby allowing for ins t inc t ive
react ions.
On the whole this  part ic ular collect ion,

t hough good. may  not  be too popular.
Spy is  available on a more at t ract ive set
and if  Licence to Kill excites your desires
it is  also available on Heroes, the sum-
mer Domark  collect ion.  Live and Let Die
doesn't  seem worth the money  at all.
The sports  compilat ion GRANDSTAND

does of fer value for money wit h f our
games of  acceptable and bet ter stan-
dards. The wors t  of  the quartet  is Gaz-
za's Super Soccer.  This  is a s low league
based game that  Domark  have been so
embarrassed by the forgot to inc lude in-
s t ruc t ions  in the book. Fort unat ely  the
s low gameplay  and peculiar act ions of
the teams are easy to work  out  and the
cont rols  are s imilar to bet ter offerings.
The game does not even al low teams
away s t rips  when both play  in the same
colours!
Conti nental  Circus has been with us

for some t ime and oilers  a no nonsense
rac ing game. While in no way a s imulat or
it oilers  a progressive challenge wit h an

arcade feel to it. The backgrounds  are
s t rong and there is some addict ive feeling
to It, alt hough the game st ill seems un-
sophist icated in comparison to lat ter day
offerings.
The two best games are Wor ld Class

Leaderboard and Pro Tenni s Tour .  Or.
to be l imb!  honest.  Leaderboard and Pro
Tennis  Tour because the upgraded 'de-
sign y our golf  course" version was  not
Implemented for the ST and t hus  you
have only  the one course to play. Leader-
board is probably  one of  the STs  bet ter
golf  games. Alt hough somewhat  geriat ric
and available at budget  price.  it  offers all
the fac ilit ies of  the state of  the art  games
and is well wort h play ing.  Cont rol is by
mouse and lit t le else needs to be said
about  this  classic. Pro Tennis  is a
pleasant ly  challenging game that  I en-
joyed Good sized sprites  and sensibly
sampled effects allow for a fast challeng-
ing game. I t  is pleasant  to watch your
rank ing increase as you lose your way
t hrough a tennis  season! Plenty of prac-
tice needed here for an absorbing game.
On the whole the Grands tand collect ion

Is a good buy  so long as you do not  own
either the golf  or tennis  parts.  Gazza's
Soccer is more t han disappoint ing but
the rac ing will entertain part ic ipants
af ter the Chris t mas  turkey  has been guz
zied. This  would be a bet ter present t han
Bond alt hough I fi nd the SZO rather
steep for such ant ique software.

•  GAMEPLAY - General ly  acceptable in
both sets, alt hough the makerveights
of  each are eminent ly  missable

•  SOUND 62, GRAPHICS Te n n i s  and
Licence both s how good effects in
sound wit h reasonable graphics, the
others are acceptable wit h dated
sound and VISIOF1

•  V E RDI CT E a c h  set has  at least  one
stmrtg component thus  sav ing them

f rom the s lur of  r i po l l

GRANDSTAND and
THE JAMES BOND COLLECTION
Publisher DOMARK
Price: James Bond E24. 99/

Grandstand E29.99
Reviewer: Damon Howarth



A D V E N T U R E

HERO ;WEST
RETURN OF THE WITCH LORD

H e r o  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 wit h Sierra's  "liero's  Quest"!).  You
can have up to f our people play ing at
once who can be either Barbarian,
Dwarf ,  Elf ,  or  Wizard.  The characters
vary in t heir powers.  number  of  body
points  (how many  hits  before you die)
and number  of mind points  (chance of  a
spell af fect ing you).
There are fourteen quests  that  you can

take up.  each wit h a dif ferent  scenario.
Each dungeon contains  random trea-
sures. mons ters  and occas ionally  magic-
al equipment  such as deadly  swords,
wands  and talismans .  I f  you fi nd any
poticrns you s hould use t hem before you
leave because you can't  take t hem f rom
one quest to another.
The dungeon fl oor is mark ed out  in

squares; on each person's t urn the com-
put er t hrows  movement  dice for you and
then you use the mous e to move your
character,  check the map.  manipulat e
y our belongings,  and perf orm ONE act ion
each t urn:  fi ght ,  search for t raps /sec ret
-doors, or search for t reasure.

Make sure you search every locat ion for
t reasure:  t he more gold you get the more
you can buy  at the shop. But  beware of
searching when you have only  one body
point  because you can fall int o t raps or
be at tacked by  wandering monsters.
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1 Title: H E R O  QUEST and RETURN

OF THE WITCH LORD
Publisher: Gr e m l i n
Price: £ 2 5 . 9 9  & £14.99
Reviewer A l ex Sweeney

Search for t raps fi rst!
Also be careful wi t h
y our spells as the
spell wi l l  be wasted if
y our 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 wit h each other more,  such as
t rading,  fi ght ing etc., because if  you don' t
want  to work  together then the most  you
can do is t ry  and block  doorways.  unless
you're the wizard or elf  in whic h case you
can cast spells  on the other characters
but  they can't  harm you hack.
Beware of "f reshing" (res toring all your

body and mind points) in between quests
because alt hough it  heals  you, you wil l
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
you have quite a few people, whereas  you
can play the computer game by yourself
and cont rol as many  characters  as you
want  easily, as the c omput er keeps t rack
of everything. Hero Quest  also has a map

func t ion whic h can come in handy
while exploring or going back some-
where, look ing for monsters,  and of
course t ry ing to fi nd the way out !

Return of  the Witch Lord
r. an extension set for hero Quest
and works  in exactly the same way.
but  has new, nas t ier monsters,  dif -
ferent scenery and is overall muc h
harder.  You need to play Hero Quest
First to 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 ma in  c rit ic ism about  t his  ex-

tens ion set is  that  the shop doesn't  sell
any more weapons than before. The
t hrowing of spears and hand-axes
doesn't  seem to work  so once you've got
one of  everything. you can't  do any thing
wit h y our surplus  money.  Also if  some-
one fi nds something that  they can't  use -
for instance l i t he  dwarf  fi nds the bracers

-which only  the wizard can use - then he
can't  give t hem to the wizard and he can't
sell t hem to the shop for the wizard to
buy. it  would also 1
-
x • n i c e  
i f  
y o u  
c o u l d

buy  pot ions.  especially healing pot ions,
at the shop.

HINTS
To make a powerful charac ter you can

choose one person to play wit h and have
the other three as bodyguards .  Use the
bodyguards  to do all the fi ght ing and
searching for t raps while your main char-
acter Just grabs  all the t reasure!  You can
"fresh" all the bodyguards  at t he end of
each level as they won't  have any thing to
lose. Cast  all left over healing spells at
the end of  the level.
The fi rst  t h ing you should save up for is

a crossbow as it  is  the only  ranged
weapon and the mons ters  you are fi ght-
ing can't  hi t  you back if  you s tand in a
dif ferent  "room
-
.
To get gold:  enter a quest  that  has  the

exit i n  the room where you start ,  t hen
search for t reasure and leave, Come in
again search and leave. This  can get
tedious  but  it  allows  you to get good
weapons  and armour!

•  S I G HT &  SOUND T h e  graphics are
quite good although there is not much
animat ion.  Fair ly  good sound effects
JOr things such as walk ing and fight-
ing; nice music t rack

•  GAMEPLAY - Very  like the board game
easy to play  and highly  addict ive

•  V E RDI CT - Goodfi in for both solo and
group play
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MATHS DRAGONS
M a t h s  Dragons  is a new

educat ional package
designed to help 6-13

year olds pract ice their arit hme-
tic. This  wide target  audience is
made possible by a s imple but
unus ual  method of  tailoring the
diffi culty  of  the problems  pre-
sented. namely  by set t ing the
max imum numeric  value an
answer can take. The program
uses a completely  dif ferent
approach to that  normal ly  found
In mat hs  programs  too - it 's
based on a graphical adventure
game! This  gives addit ional edu-
cat ional benefi ts, such as us ing
the concepts of direct ion,  mapping,  use
of  s imple logic, and even basic keyboard
skills. -
The game's scenario places you in the

caves of  the Maths  Dragons.  You were
inv ited there to play wit h the young dra-
gons. but  they've been rat her naughty .
They've stolen all the pieces of  the t rain
set you took wit h you and scat tered t hem
around the eaves. As you search the
eaves to ret rieve t hem you encounter
adult  Mat hs  Dragons.  who have this
nasty habit  of  sett ing you arit hmet ic
problems  whenever you meet !  I f  you
answer incorrect ly  they confiscate a piece
of  your t rain set and hide it  again!  You
also meet baby dragons occasionally,  and
this  usually  spells t rouble as they 're fond
of hindering your progress in various
ways.
The game has 21 dif f erent  locat ions.

ready mapped in the ins t ruc t ion book let
in case you can't  manage it yourself .  It
also lists the t rain set components  you
have to fi nd. The program has a com-
mand vocabulary  of  about 100 words.
but  you can complete the adventure
us ing just  a few of them. There's  also a
I lelp fac ility  which reveals a magic  word
for use i f  you get s tuck,  and you may
also discover others dur ing your quest.

Title:

I  M A T H S

DRAGONS
Publisher: Coombe Valley

Software
Price: £ 1 4 . 9 9
Reviewer: John S Davison
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The play ing screen is split  in typical
graphical adventure style, the lop dis-
play ing the pic tures  and the bot tom used
for text messages and c ommand input .
The graphics  are not  very good. consist -
ing mainly  of  line drawings  fi lled in wit h
the ST's predefi ned fi ll pat terns.  Many  of
the locat ions are v isually  very s imilar too.
The graphics  are completely  stat ic - no
animat ion and no updat ing,  not  even to
show the presence of  pieces of  t rain set.
I nformat ion of  this type is c ommunic at ed
via the text display.  I n fact t he graphics
add lit t le to the game itself, but  do pro-
vide addit ional interest  for younger
players.
The text display  uses the STs  80 col-

u mn  mode, so the characters  are quite
small.  Some children would probably
have diffi culty  reading it. part icularly  if
us ing a TV display  rather than a monit or.
Also lit t le allowance seems to have been
made for the l imit ed reading abilit ies  of
very y oung players, so they'd need help
f rom a parent  or older child to success-
fully  play the game.
Use of  sound is rat her sparse - t here are

no s ound effects, and the program uses
only  a s ingle s oundc hip channel for
music .  This  seems to play fairly  random-
ly dur ing a game, and stops as soon as
you type something on the keyboard.
Thank f ul ly  it 's  not overdone, so remains
fairly  inoffensive!
It's poss ible to play the game t hrough

fairly  quick ly .  so there's no need for game
save and load features. There's  no fac ility
for t rack ing a player's  mat hs  perform-
ance either,  but  the fact t hat  a game has
been completed indicates right  answers
were given at least some of  the t ime!  An
end of  game s ummary  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 t ime 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
minut es  (unless they're totally
hopeless at maths! ),  but  it 's  not
aimed at such people.  It does

make a passable 'fi rs t  adventure"
though.  and could t rigger an ongoing in-
terest in the genre. Inc identally ,  each
game played is dif ferent  as the pieces of
t rain set get  scattered in dif ferent  loca-
t ions  each t ime through.  You're also at
the pmgram's  mercy in terms  of  when it
reveals the pieces to you. They 're not
c unningly  hidden in obscure places -
they jus t  seem to appear in a locat ion at
the program's  discret ion,  and this  seems
linked in some way to the diffi culty  level
set at  the start  of  a game.
I 'll bet  you're t hink ing I don't  like this

package. I f  so. you're quite wrong!  True,
it 's not  muc h of  an adventure game and
its presentat ion could be muc h im-
proved. but  the merit  of  the original idea
comes s hining through.  The fact that  you
have to solve mat hs  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 prac t is ing arithmet ic ) was  reason-
ably  impressed and enjoyed play ing.
That 's  praise indeed f rom someone who's
had dozens of dif ferent educat ional prog-
rams  infl ic ted on h im over the years in
support  of  Page 6 reviews! So. I f  you want
a program wit h a dif ferent  approach to
mat hs  pract ice. buy  Mat hs  Dragons.  I 'm
iire y our k ids wil l  enjoy it.
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Atari User I rev iewed the excellent
'Personal Nightmare' :  at  the end of

that art ic le I wrote:  'Wat c h out  for
'Elv ira.  Mis t ress  of the Dark* later this
year!". Well.  it  took a lit t le longer than
that  to get hold of  a rev iew copy - but
fi nally  Elv ira has  arrived.  Was it  wort h
the wait? Yes. I t h ink  so - al t hough it  wil l
not appeal to everyone! I t  is anot her bril-
liant  graphics  adventure wit h all input
via the mouse.  but  t here are numerous
fights in an arcade style whic h may  put
off some people. Some encounters  need
to be resolved wit h ranged weapons -
crossbow and spells  - whic h are also
often useful as a prel iminary  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-t o-hand

fights where you have to c lick VERY
quick ly  to at tack or defend either to the
right  or the left. The fi ghts start  of f  quite
slowly, but  as the game progresses the
enemy gets muc h t ougher and faster.
Apart  f rom ens uring that  you have the
best weapons  and a rmour  you wil l  need
to pract ise hard and use SAVE/ RES-
TORE quite often! Fort unately  y our char-
acter's sk ill increases as he wins  his
lights  and you should have some pret ty
powerful of fensive spells by the t ime you
need to take out  the real heavies.
Death comes f requent ly  and very gorily  -

accompanied by very detailed pic tures  of

I
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Publisher:
Price:
Reviewer:

ELMIRA,
MISTRESS OF THE DARK
Accolade
£25.99
John Sweeney

A D V E N T U R E

y our remains!  This  is
all very good as It
sets the tone of  the
game very well,  but  it
does get a lit t le
tedious hav ing to
constant ly  restart  the
game and retrieve
your last saved posi-
t ion. Generally  the
response t imes  (5 to
10 seconds to load a
set of  rooms or an
animat ion sequence)
are very good consid-
ering the qualit y  of
the graphics - the
constant  swit ching between the five dis-
kettes is rather more f rus t rat ing (I played
It on a hard disk  and thought  it  was
great!).
For those who are into plots. Elv ira

needs y our help to rid the eerie castle she
has jus t  inherit ed of  the ghost of  her evil
Great -Great -Grandma Enielda and all
her horrible f riends.  You need to fl t id s ix
gold keys to unlock  a chest containing
certain artefacts capable of  destroy ing
Emelda.  You'll need a few spells along
the way and E Mr a  wil l mix  these for you
prov iding you can fi nd her spellbook, get
rid of  the c leaver-wielding cook f rom the
k itchen and fi nd the necessary spell
components.
There are about  fi f ty ingredients  (rang-

ing f rom maggots  to deadly nightshade!)
wit h which you can mak e over two
dozen spells such as Mant icore Fl ip
(magic armour) and Cat  & Dog
Broth (highly  destruct ive thunderf -
lash!). I never did fi nd all the com-
ponents  - it  is  a s light  weakness of
the game that  you only  need to use
a few of the spells to fi nish the
game.
The castle is enormous  covering

over 300 locat ions (plus another
150 In the moat!) alt hough many  of
ihese are parts  of the mazes which
you wi l l  fi nd in the garden and the
crypts. The graphics  are excellent
and you mus t  be careful to c lick all

over the pic tures  carefully  to see what
you can discover. Once you fi nd some-
thing which reacts to the mouse you can
try pick ing it  up or examining it. Once it
is in your possession you may  get offered
a couple of  other poss ibilit ies  t hrough the
verb lis t  down the right  s ide of the
screen. This  is a lit t le limited,  main ly

FIA

66 Death comes frequently
99and very gorily

allowing you to manipulat e locked doors.
wield and use weapons,  and cast spells.
(It should be noted however that .  despite
what  the manual  says. Double-Clic k  and
EXAMI NE are NOT the same and you wil l
get c ruc ial ext ra inf ormat ion by EXAMIN-
ING items.) Most  other problems  are sol-
ved by plac ing an it em at the appropriate
place on the screen rat her t han by
USING it .
There are some nice animat ion sequ-

ences - i t  is  amaz ing how muc h of  Elvira
moves when she is t alk ing to you or
c rawling up and down t unnels  for you!
NASTY BUG:  i f  you reach the moat  via a

rope then when you t ry  to c l imb back up
the game may  crash - apparent ly  this  is a
k nown bug and the game is not  guaran-
teed to work  on either STEs or STFMs
(which seems to cover most machines! ) -
they are not  p lanning to fix the bug - jus t
don't  use that  route t h e r e  is  another
way  down to the moat !

•  S I G HT 82. SOUND • Great graphics
arid animat ion:  sounds are mainly
music and grunts  dur ing lights

•  GAMEPLAY - Nice to have a s light ly
dif ferent  approach to a graphics
adventure - ergonomics not briiliant_
but the gcune is good fun u• you get into
it

•  V E RDI CT f t  you accept the fights and
the disk  switching then Eiv ira is an
excellent game,  wel l  wort h the money
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have launched t wo educat ional
packages aimed at  the under-5's

age group.  namely  Shapes and Colours .
and Firs t  Letters. They 're the fi rst  of  a
planned wide-ranging series aimed at
three dif ferent  age groups  - Rainbow's
"available soon" lis t  shows a f urt her
twelve produc ts  to come. Each is pre-
sented in high qualit y  colourful packag-
ing containing one double sided disk  and
a s imple ins t ruc t ion sheet.

SHAPES AND
COLOURS
This  package is a collect ion of  six prog-

rams  designed to help young children
learn the concepts of shape, size, colour,
and sets. I t  also touches light ly  on let ters
and numbers .  a subject  taken up again
by later Rainbow offerings. Each game is
totally  mouse cont rolled us ing colourful
graphical menus  and icons, and v isual
prompt ing.  The programs  are unifi ed by
the use of  a theme character.  an idea
pioneered in Database Software's superb
Fun School educat ional programs.  I n this
case it 's Bobby  the Clown,  whose happy
s mil ing face lends  an air of f riendliness
and familiarit y  to each new topic pre-
sented. The indiv idual programs  are as
follows:
S N A P  - displays a group of  items and
you have to indicate whet her they mat c h
or not by  c lick ing on a t ick  or cross. Level
1 uses s imple geometric  shapes. Level 2
uses f amil iar everyday objects. and Level
3 more complex  objects. A correct  answer
earns a cheery "t humbs  up" f rom Bobby.
an incorrec t  one elic it ing a gunshot
sound.  Five correct answers  launches  a
custard pie into the c lown's  facet

P A I N T I N G  - a s imple colouring prog-
ram.  Choose f rom any of  twelve colours
then use the mouse to paint  any area of
the displayed pic ture wit h it. There's  a
choice of  six dif ferent  pic tures,  and you
can switch between t hem at will,  even if
they're only  part ly  completed.
O D D  O N E  O U T  - c lick  on the "odd
man out " f rom the displayed group of
I tems to move a red car one step towards
the race fi nishing line. Wrong answers
earn a gunshot  s ound and the blue ear
moves f orward instead. Mak e the red car
win  and you receive a mus ical and ani-
mated reward.  l i t h e  blue one wins  you
hear a rude noise! At the highest  level the
program uses LOGICALLY connected
Items - all the items may be dif ferent
shapes and colours,  but  three of them
wil l  have a c ommon characteris t ic .  For
example.  they could be dif ferent  it ems  of
c lothing,  wit h the odd one out  something
completely  dif ferent ,
B I G  A N D  S M A L L  - presents  items of
dif ferent sizes. Bobby  points  at an icon
indic at ing whether you should fi nd the
largest or smalles t  of them. Clic k ing on
the correct  it em causes a coin to drop
into Bobby's  p i g&  bank,  and six coins
buys h im an ice cream. Level 1 uses
s imple shapes in two sizes. Level 2 moves
on to s imple objects in three sizes. Level
3 uses three dif ferent  but  logically  con-
nected items.  e.g. animals .  vehicles. etc.
S E T S  - displays  eight dif ferent  items,  of
whic h two sets of  four have c ommon
characteris t ics.  You have to form the sets
by mov ing each it em to the appropriate
area of  the screen. Again there are three
levels, wi t h  Levels 2 and 3 us ing logically
connected items. Level 3 can get quite
diffi cult ,  as all eight  items may  at fi rst
seem to have the same characteris t ic .  For
example they all could depic t  dif ferent
foods, but  c loser inspect ion reveals they
may  be subdiv ided into "f ruit s " and

big and small ,



"other" foodstuffs. An incorrect  solut ion
earns that  gunshot  sound again and
the chance to move the of fending item
to the other set. Correc t  solut ions  earn
sections of an amus ingly  animated re-
ward screen, whic h bui ld up into a
complicated mec hanis m rat her like
that  in the old "Mouset rap" board
game. Here.  Its eventual purpose is to
t ip a bucket  of  water over Bobby!
SHAPE G A M E  - more of  a lighthear-
ted bonus  game t han an educat ional
program.  Up to f our players can choose
a token f rom the six displayed.  Then,
each player has to collect f our of his
chosen tokens by s pinning a wheel
wit h a pointer on it. I f  the pointer
conies to rest on his  token, he wins
anot her one. The fi rst player with f our
tokens wins  the game. There's  no sk ill
Involved - i t s  a really  a game of  chance.
This  is the weakest  of  the six programs.
but  it  would probably  br ing light  relief  at
the end of  a heavy session wit h the other
five!
Overall.  Shapes and Colours  is a superb

package, whic h in style and qualit y  re-
minds  me very muc h of  the legendary
Fun School series. I ts  graphics  are well
drawn and very colourful,  and it  exploits
the STs  sound chip to jus t  the right
degree. It uses mult ic hannel sound.  but
wi t h res t raint  so the mus ic  and effects
never become obtrusive.  No need for a
"mus ic  of f ' but ton in this  package! The -
content  is well t hought  out  too, wi t h a
well judged degree of diffi culty  between
the levels wi t hin each program.  I also
liked the way it  gent ly  int roduces  the
concept of  letters and numbers  - they 're
occasionally  used ins tead of  pic torial
items In some of  the programs.  Finally ,
it's ex t remely  easy to use - a very impor-
tant cons iderat ion for programs  aimed at
young children.  I t 's the best educat ional
package I've seen for some t ime - the k ids
will love it!

FIRST LETTERS
This  program is designed to assist

youngsters to learn the let ters of  the
alphabet  Unl ik e some educat ional prog-
rams recent ly  launched it  uses lower
case letters, whic h is what  the children
learn fi rst  at  school.  It uses  Bobby the
Clown as the theme charac ter again, but
this  t ime Bobby  has inv ited you to look
around his  new house, and to play  a
game in the process. There are twelve
rooms,  each wit h ten items in it .  There
aren't  120 dif ferent  items though,  as
some appear in more t han one room.  I f
you watch carefully  one of  the items dis-

played wil l  move in an appropriate way,
for example a jigsaw fits itself  together. or
a ball bounces, You have to fi rst Ident ify
what  the it em is then tell Bobby  its init ial
letter,  and this  may  be achieved in three
dif ferent  ways.
Firs t ly ,  you can c lick on the appropriate

let ter in a table on the right  of  the screen.
Secondly. you can repeatedly  press the
STs  spacebar to sequent ially  step
t hrough the let ters of  the alphabet  to the
required one. Finally ,  you can press the
appropriate let ter key on the STs
keyboard,  but  this  relies on the use of
upper case let ters on the keytops - not  a
good idea as it could be confus ing to a
young child.

Select the let ter correct ly and Bobby
awards  you a t ick. Get five t icks and
Bobby asks you if  you want  to see
another room of  the house. Complete five
rooms and you earn a bonus  reward
screen - an amus ing animated sequence
Involv ing Bobby. Mus ic  plays too. but  I 'm
sorry to say it  uses s ingle channel sound
only, whic h to my ears always sounds
crude and inadequate.
A wrong answer earns you a cross and

that  gunshot  sound again.  The correct
let ter is then displayed at the bot tom of
the screen and the program forces you to
select it  before proceeding to the next
Item.
If you have problems  fi nding and recog-

nis ing the item, jus t  press the S r s  I lelp
key. This  displays a lis t  of  all the items in
the room.  It 's in text f orm and unlik ely  to
be of  much help to young children
though.  Pressing it again wi l l  then tell
you the answer,  complete wit h its init ial
let ter highlighted.  The child may  then
use t his  to fi nd a s imi lar  let ter in the
table and select it  us ing his  preferred
method.  When running on my  STE a

small bug appeared here. The word lis t
didn' t  get c leared f rom the screen, so the
next message displayed got mix ed up
wit h it  and couldn' t  he read easily. The
problem soon corrects itself  though.
Firs t  Let ters just  isn't  in the same class

as Shapes and Colours .  It t r ies  hard,  but
isn't  nearly  as polished as its companion.
This  shows up in things  like the s ingle
channel sound and that  message area
bug. I t  has  some nice touches though.
such as the animat ed bonus  screens.
Some of the animat ion of  the items in the
rooms  is nicely handled too, and the
overall s tandard of  the graphics  is quite
good. There's  not hing really  wrong with
the program - it 's  jus t  t hat  it  palls  in
comparison wit h Shapes and Colours .
The k ids  wil l  probably  enjoy us ing it as it
has enough variety  to hold t heir at tent ion
for a reasonable t imespan.  I n s ummary
I'd class it  as f airly  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 Educ a tiona l  Software
Price £7.99

FIRST LETTERS
Ra inbow Educ a tiona l  Software

Price £7.99
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T H E

C  L  LJ NA NI

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

int repid programmer speak ing to you
direct ly  f rom the Himalayas .  I have fi nal-
ly dec ided to settle down and get a cave
of  my own away  f rom the hus t le and
bus t le of  modern life. Ac tually  af ter the
Ed's brus h wit h the tax man in the last
issue I t hought  I had bet ter take a long
holiday,  'cos I 'm probably  next!!! Only
jok ing,  but  as I 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 k indly  offered to
take over the STOS c olumn and wil l  be
fl ex ing his word processor at you for
many  moons  to come. Before I pop off
back  into fantasy land I would jus t  like to
say t hank  you to all those people who
have made this  STOS c olumn work  over
the past two years. t hank  you to Les
El l ingham for the big break (and the rest
of the Page 6 Publishing team for put t ing
up wit h me!) and fi nally  thanks  to all at
Mandar in (now Europress) Sof tware in-
c luding Francois  Lionet .  Richard Vanner
and Chris  Payne.

My last dut y  before depart ing is to con-
c lude the saga of  the unpubl is hed game.
Nick Harpers  ' 'OZONE" should now be
available f ront  all good Public  Domain
stockist s,so check it  out !

and HELLO!
My name is Dion Guy, welcome to

my  fi rst  STOS column!  Af ter that  s tun-
ning(!) int ro by Peter there seems to be
very lit t le lef t  for me to say! But  - t he
c olumn mus t  go on!
I 'm af raid there's no STOS news this

issue, it  seems very quiet  on the STOS
f ront  at the moment ,  but  hopefully  things
wil l  pick  up soon. I f  you have heard any
news or have writ t en a mind-blowing
program in STOS that  you want  rev iew-
ing, t hen get in touch!  One small snippet

is that  Fun School 4, t he latest addit ion
to the highly  acc laimed educat ional
series, s hould be released by now. Again
the ST versions were writ t en wit h STOS.
I'll have a bit  more info for you in the
next issue. Actually .  s omet hing I've al-
ways wondered is whatever happened to
Fun School I ?  The fi rst  group of  pack-
ages was  called Fun School 2! Answers
on t he back of  a used five pound note.
please.

TWO GREAT
LISTINGS

In this  issue we have two programs  for
y our delectat ion.  Firs t  up,  we have a IFF
pic ture displayer by that  all round ta-
lented person - Terry  Mancey. Secondly,
we have an excellent program by Bruno
Azzara whic h allows  you to confi gure the
way your compiler works  (amaz ing - last
Issue a STOS confi gurer and this  issue a
compiler confi gurer!).  Due to go in this
Issue also was an accessory writ t en by
lit t le or me whic h lets you generally  ex-
periment  wit h y our STs  colour palette.
We'll br ing you that  one next  t ime.  As
space is a lit t le t ight  this  issue there wil l
be no break down of  the programs,  jus t
some hr ir I i l lMt r l l r t lons .

IFF  PICTURE
DISPLAYER

This  handy  program allows you to dis
play IFF pic tures f rom STOS wit h ease.
Type it in,  select the fi le to load and
you're away!

IL



10  r e m
12 r e m
14 r e m
16
1 8  k e y
2 0
21 r e a l

p i c t u r e
2 4

3 4
3 6
3 8
4 0
4 2
4 4  r e m
4 6
4 8
5 0
5 2
5 4
5 6
5 8
6 0
6 2
6 4
6 6
6 8
7 0
7 2
7 4
7 6
7 8
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* * *  I F F  u n c o m p r e s s e d  p i c t u r e  d i s p l a y e r  -  P r o g r a m m e d  b y  T e r r y  M a n c e y  * * *
* * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *  * * * * * *  * * * * * * * * * * * * * * * * * * * * * * * *

o f f  :  fl a s h  o f f  :  c u r s  o f f  :  c l i c k  o f f

*

E X AMP LE

D E S T = p h y s i c  :  P A L T = t r u e  :  g o s u b  3 4  :  w a i t  k e y
3 2  :

r e m  * * *  D i s p l a y  I F F  ( u n c o m p r e s s e d )  p i c t u r e
r e m  *  e n t r y :  S O U R = S o u r c e  a d d r e s s
r e m  *  D E S T = D e s t i n a t i o n  a d d r e s s
r e m  *  P A L T = p a l e t t e  fl a g

S E TUP  P A L E T T E

2 2  s h o w  o n  :  F 1 8 = fi 1 e  s e l e c t $ ( " * . I F F " , "  S e l e c t  u n c o m p r e s s e d  I F F
fi l e ? " )  :  h i d e  o n  :  i f  F $ = " "  t h e n  d e f a u l t

mode  0  :  s c r o l l  o f f

: e n d

2 6  e r a s e  1 5  :  r e s e r v e  a s  d a t a  1 5 , 3 3 0 0 0 r  b l o a d  F $ , 1 5  :  S O U R = s t a r t  ( 1 5 )
d e f a u l t I e n d

i f  n o t ( P A L T )  t h e n  g o t o  6 2

P T R = h u n t ( m t a r t ( S O U R )  t o  s t a r t ( S O U R ) + 1 e n g t h ( S O U R ) , " C M A P " ) + 8
f o r  1 = 0  t o  1 5

R = p e e k ( P T R - s - ( I * 3 ) 4 - 0 ) / 3 2  :  G = p e e k ( P T R 4 - ( 1 * 3 ) - 0 - 1 ) / 3 2  :  1 9 = p e e k ( P T R - 0 - ( I * 3 ) + 2 ) / 3 2
: c o l o u r  I , R * S 1 0 0 4 - 6 * * 1 0 4 - 1 3 * S 1

n e x t  I
8

r e m  * * * * *  D I S P L A Y  P I C T U R E
P T R = h u n t ( s t a r t ( S O U R )  t o  s t a r t ( S O U R ) + I e n g t h ( S O U R ) , " B O D Y " ) + 8
f o r  Y - 4 5  t o  2 0 0 - 1

: f o r  P = 0  t o  4 - 1
: f o r  X = 0  t o  ( 2 0 - 1 ) * 8  s t e p  8

1 :  :  d o k e  D E S T 4 - ( Y * 1 6 0 ) - 1 - ( P * 2 ) + X , d e e k ( P T R )  e  P TR=P TR- 4 - 2
• :  n e x t  X
: n e x t  P

n e x t  Y
r e t u r n

COMPILER
CONFIGURER

Don't just type in this program and r un
it. to get it to work takes a little more
effort! Firstly you must load the compiler
Into STOS as a basic ille. 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, r un
the modified compiler and go into the
options section. On page 2 you will see
the word 'Extensions'. Cl ick 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.

SO ENDS
THE FIRST

That's all for this column folks! I f 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. i f 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)!

DION GUY
STOS COLUMN

11 SH O R E CRESCENT
BISHOPS WALTHAM

HANTS
SO3 I D Z

List ing I  -  IFF  PICTURE DISPLAYER

NEXT ISSUE

A COLOUR
DEFINER

ACCESSORY
with  wh ich  you can elcperiment with

the various colours availab le from
your ST. Join u s
.
f o r  t h e  
n e x t  
i n s t a
l -

ment o f  THE STOS COLUMN

L is t ing  2
over lea f  tw
New Atari Uses - Issue 53 7 3



Listing 2

1

Ti
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ME

2 0 0  M P * 1  :  M X * 4 2  3  d i m
N T ( M P ) , X T ( M P , M X ) , Y T S M P , M X ) , I T ( M P , M X ) , T S S M P , M X ) , S T
(
M P , M X
1 , 1 1 T ( M P , M X ) , D 7 ( M P , M X / , Z T (

6 4 ) , E X T $ ( 2 6 ) , E X T ( 2 6 ) , L I 8 $ ( 6 ) , L I B (
6 )3 3 2 7  i f  C H O I C E * 1 0 4  t h e n  g o s u b  1 1 6 0 0  :  g o s u b  1 0 3 0 0  :  g o s u b  1 0 8 0 0  r e t u r n
1 1 6 0 0  r e m  * * *  E x t e n s i o n  s w i t c h e r  * * *
1 1 6 1 0  c l w  s  r e s e t  z o n e
1 1 6 2 0  L B - 0  s  Z N E = 0  t  T T - 0  s  p r e v i o u s  3  d i r $ = " c c o m p i l e r "  2  a u t o  b a c k  o f f  t  h i d e
1 1 6 3 0  l o c a t e  0 , 0  s  c e n t r e  " > > >  E x t e n s i o n  s w i t c h e r  < < < "  t  p r i n t  :  c e n t r e  " W r i t t e n
by  B r u n o  A z z a r a . "
1 1 6 4 0  g o s u b  1 2 0 8 0  3  g o s u b  1 1 7 7 0
1 1 6 5 0  r e m  *  M a i n  L o o p  *
1 1 6 6 0  r e p e a t  i  Z N E = z o n e ( 0 )  3  u n t i l  Z N E > O  a n d  MO US P  k e y , 0
1 1 6 7 0  i f  Z N E = 1 0 0  t h e n  r e t u r n  e l s e  i f  Z N E = 1 0 1  t h e n  g o s u b  1 1 9 5 0  g o t o  1 1 6 2 0  e l s e
i f  Z N E * 1 0 2  t h e n  p o p  :  g o t o  3 3 0 0
1 1 6 8 0  i f  Z N E > 3 9  t h e n  Z Z N E = Z N E - 3 9  a  o t o  1 1 7 2 0
1 1 6 9 0  A e i n t ( Z N E / 3 . 1 )
4
1  :  B * Z N E  
m o d  
3  
:  
i f  
8 =
0  
t h e
n  
B *
3

1 1 7 0 0  i f  E X T ( Z N E ) e l  t h e n  E X T ( Z N E ) = 0  e l s e  E X T ( Z N E ) * 1  :  i n v e r s e  o n
1 1 7 1 0  g o s u b  1 2 0 6 0  t  g o t o  1 1 7 5 0
1 1 7 2 0  A * i n t ( Z 2 N E / 2 . 1 ) + 1  :  B = Z Z N E  m od 2  :  i f  0 = 0  t h e n  0 = 2
1 1 7 3 0  i f  L I B ( Z Z N E ) = 1  t h e n  L I 0 ( Z Z N E ) = 0  e l s e  L I 0 ( 7 Z N E ) = 1  :  i n v e r s e  o n
1 1 7 4 0  g o s u b  1 2 0 7 0
1 1 7 5 0  i n v e r s e  o f f  :  w h i l e  m o u s e  k e y  w e n d
1 1 7 6 0  g o t o  1 1 6 6 0
1 1 7 7 0  r e m  * *  D r a w  e x t e n s i o n  s c r e e n  * *
1 1 7 8 0  f o r  A = I  t o  I T  a  f o r  8 = 1  t o  3  i n c  Z N E
1 1 7 9 0  b o x  x g r a p h i c t ( 1 3 - 1 ) * 1 2 + 2 4 / - 5 , y g r a p h i c ( 2 + A * 2 I - 3  t o
x g r a p h i c ( ( B - 1 ) 4
1 2 + 3 2 ) + 5 , y
g r a p h i c
( 3 f
A
* 2
/
+ 1

1 1 8 0 0  s e t  z o n e  Z N E , m g r a p h i c S ( B - 1 ) * 1 2 4 - 2 4 / - 5 , y g r a p h i c ( 2 + A * 2 / - 3  t o
x g r a p h i c ( ( B - 1 ) * 1 2 + 3 2 1 + 5 , y g r a p h i c C
3 f -
A
* 2 ) + 1

1 1 8 1 0  i f  E X T S Z N E / * 1  t h e n  i n v e r s e  o n
1 1 8 2 0  g o s u b  1 2 0 6 0  :  i f  Z N E = T T  t h e n  g o t o  1 1 8 5 0
1 1 8 3 0  n e x t  B :  n e x t  A
1 1 8 4 0  r e m  •  D r a w  l i b r a r y  s c r e e n  * *
1 1 8 5 0  Z N E = 3 9  t  f o r  A = 1  t o  L B  t  f o r  B * 1  t o  2  1  i n c  Z N E
1 1 8 6 0  b o x  x g r a p h i c ( 0 3 - 1 / * 1 2 f ( 8 - 1 ) * 4 9 4 4 1 - 5 , y g r a p h i c ( 4 + A * 2 / - 3  t o
x g r a
p h i c
4 C 8 -
1 1 * 1
2 4 -
( B -
I I * 4
9 + 1
2 /
4 - 5
, y g r
a p h i
c
( 5 +
A
* 2 ) +
1

1 1 8 7 0  s e t  z o n e  Z N E , x g r a p h i c ( ( 1 3 - 1 ) * 1 2 + 0 3 - 1 I * 4 9 + 4 1 - 5 , y g r a p h i c ( 4 + A * 2 / - 3  t o
x g r a p h i c ( C B - 1 ) * 1 2 + ( 8
-
1 ) *
4 9 0 1 2 5 ,
y 9 r a p h i
c ( 5 f A * 2 I + 1

1 1 8 8 0  i f  L I B ( Z N E - 3 9 ) = 1  t h e n  i n v e r s e  o n
1 1 8 9 0  g o s u b  1 2 0 7 0  a  i f  Z N E - 3 9 = L B  t h e n  g o t o  1 1 9 1 0
1 1 9 0 0  n e x t  B  :  n e x t  A
1 1 9 1 0  l o c a t e  4 , 1  a  p r i n t  " M a i n  M e n u "  i  l o c a t e  6 7 , 1  •  p r i n t  " S a v e "  a  l o c a t e  4 , 3
p r i n t  " P r e v i o u s "
1 1 9 2 0  b o x  2 7 , 5  t o  1 0 9 , 1 7  :  b o x  5 3 1 , 5  t o  5 7 3 , 1 7  s  b o x  2 7 , 2 1  t o  1 0 9 , 3 3
1 1 9 3 0  s e t  z o n e  1 0 0 , 2 7 , 5  t o  1 0 9 , 1 7  ;  s e t  z o n e  1 0 1 , 5 3 1 , 5  t o  5 7 3 , 1 7  s  s e t  z o n e
1 0 2 , 2 7 , 2 1  t o  1 0 9 , 3 3
1 1 9 4 0  s c r e e n  c o p y  l o g i c  t o  b a c k  a  a u t o  b a c k  o n  s  s h o w  o n  :  r e t u r n
1 1 9 5 0  r e m  * *  R e n a m e  c o m p i l e r  e x t e n s i o n  * *
1 1 9 6 0  f o r  A = 1  t o  I T
1 1 9 7 0  i f  ( E X T ( A ) * 0  a n d  m i d $ C E X T $ ( A ) , l e n ( E X T $ ( A ) / - 2 , 1 / 1 1 0 E " I  t h e n  r e n a m e  E X I S ( A )
t o  l e f t $ C E X T S ( A 1 , i n s t r ( E X T 1 1 ( A ) , " . " , 1 , ) + " 0 C " - f r i g h t $ C E X T $ C A / 0 /
1 1 9 8 0  i f  ( E X T ( A ) = 1  a n d  m i d S ( E X T 1 1 ( A ) , I e n ( E X T $ C A ) ) - 2 , 1 / * " 0 " /  t h e n  r e n a m e  E X T e ( A )
t o  l
e
f t a
l ( E
X T
S :
( 0
0 , i
n s
t r (
E X
T $
( A )
, " .
" ,
1
/
1 +
" E
C "
f -
r i
g
h t
$
( E
X T
$ C
A /
0 /

1 1 9 9 0  n e x t  A
12000 r e m  * *  Rename l i b r a r y  fi l e s  * *
1 2 0 1 0  f o r  A = 1  t o  L B
1 2 0 2 0  i f  S L I B ( A ) = 0  a n d  m 1 d fi t L I B I S i A 1 , 1 e n 4 L I B S ( A ) / - 2 0 / L " /  t h e n  r e n a m e  L I B S ( A )
t o  l e f t S C L I B S C A / O n s t r ( L I B $ C A ) , " . " ,
1
: /
f
" X X B "

1 2 0 3 0  i f  ( L I B ( A ) * 1  a n d  m i d S ( L I B S C A , , I o n ( L I B $ ( A ) / - 2 , 1 X " ,  t h e n  r e n a m e  L I B S t A l
t o  l e f t l f ( L I B $ ( 1 3 0 , i n s t r t L I B $ ( A ) , " . " ,
1 1
/
4 -
" L I B "

1 2 0 4 0  n e x t  A  s  r e t u r n
1 2 0 5 0  r e m  * *  D i s p l a y  e x t e n s i o n  o r  l i b r a r y  n a m e  * *
1 2 0 6 0  l o c a t e  ( B - 1 ) * 1 2 + 2 4 , 2
4 -
A * 2  i  p r i n t  
l e f t S ( E X T S ( Z N
E ) , I e n ( E X T S S Z
N E / ) - 4 /  
1

i n v e r s e  o f f  :  r e t u r n
1 2 0 7 0  l o c a t e  ( 8 - 1 ) 1 . 1 2 4 0 3 - 1 1 * 4 9
- 0 - 4
,
4
f A *
2  s  p r i n t
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FREE DELIVERYSilica 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
in Citizen's quality is such
that we are pleased to in-
clude a 2  year guarantee
with every printer. Plus , if
you buy  a Cit iz en printer
from us. we will giv e you
the Silica Systems Printer
Starter Kit  (worth C29.38),
FREE OF CHARGE!
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SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY: On all hardware °friers shipped in me UK mainland
•  TECHNICAL  SU PPOR T H EL PL I N E: Team of technical experts at your service
•  PRICE MATCH, keire normally match competnots on a 'Same product • Same price • Dams
•  ESTABL I SHED 1 2  YEAR S: Proven track record in  prolessional computer sales
•  BUSI NESS •  EDUCATION +  GOVERNM ENT: Volume discounts available tor large orders
•  SHOWROOM S,  Demonstration and hairline lacrlities at ow London & Sidcup branches
•  TH E FU L L  ST OC K R AN GE: All at  your requirements from one suppher
•  FR EE CATAL OGUES: Will be mailed to you -with oilers and softy-rare/peripheral details.
•  PAYM ENT: By cash cheque and all major credit cards
Before you dec ide when to  buy  your new pr inter , we sugges t you think  very carefully  about WHE RE
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rnay require additional per ipherals  or software or  help and adv ice A nd, m i l  the company you buy  from
contact you voth c litor is  o f new pr oduc ts '  A l S ilica Systems, we ensure that you will have nothing to
worry about We  have been es tablished tor  over 12 years and, with our  unr ivalled exper ience and ex-
peruse we can now claim to meet our customers requirements with an underetanaing which is  second
io none B u t don' t past lake ou t word tor  i t. Complete and return the coupon now o u r  Intes t Fr ee
itirealuto and begin to  exper ience the • 'Silica Systems Serv ice"
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•  Parallel Interface
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WHO HAS THE BEST PUBLIC DOMAIN LIBRARY?
Hundreds of disks for both the Atari  XL/XE and
the Atari  ST but with a d i f ference.  every disk
In the PAGE 6 L IBRARY is carefully selected
we don't throw in everything just to make our
catalogue bigger.

Also PAGE 6 are the originators of THE CLIP
ART  COLLECTIONS. hundreds of quality im-
ages to include in your DTP creations

CATALOGUES AVAILABLE FOR BOTH XL/XE
and ST - PLEASE PHONE FOR YOUR COPY

WHO HAS THE BEST SELECTION OF ATARI BOOKS?
Qta

C a n p a r I s I
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MAPPING
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0 1 1 Pr
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GUIDE
CEs I t M I N G

1

We import books d irect  from the USA,
part icularly 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 satisfi ed customers

AND WE SELL C A B L E S ,  BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having regular offers on selected ST and XI IXE software

4

THE PAGE 6 ACCESSORY SHOP 11P.O BOX 54, STAFFORD, ST16 1DR
Telephone 0785 213928 A s k  for our FREE catalogues


