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CASSETTE BARGAINS FROM PAGE 6!
New cassettes from only 95p each including postage!

Enhance your collection with these brand new game cassettes
available now from PAGE 6 and NEW ATARI USER

KIKSTART
The ultimate ori-road motorbike scramble
leiter Duir ie your r ider carefully over the °bath-
e * ,  in this  ell action simulator lo t I player
against the computer oe 2 players against esch
other A t wen as the clock

1 8 0
What can we say? A greet dar ts  challenge
Eisen opponents. digitised speech, two piny&
option l iv e loy stick control. full matchplay
scoring. a tense of humour, superb pkeyabliaty,
this one has It ell'

SIDEWINDER II
et di 27 years since the thual bailie of the year
with the aliens, 27 years of peace have reigned
In the Western Spiral Arm of the Gmlimy. A ll l i l t
is about to Change. Step aboard your craft and
prepare to defend mankind t11 thia all ac tion
a w e  blest

O N  C U E

!.

1 1  Contr ol  that cue beat A  chellenging reel life

simuletion which condones Pool and Snooker
; o n  the mime canteen u*. An absolute roust fee
i loa th  enthusiasts and beginner . s i lk s  Greatly

addictive

GHOSTBUSTERS
itas anybody seen a ghost? Mallet Of fact yes
they have! A l this  very moment hundreds ot
ghosts are making their  wily 1 .1h . infamous
* Pe e k ce n tral .  O n ly you  COO l ave  the  wo rld
MOM a disaster of biblocal propor tions  So go
Mid show 'ern how you do it'

N I N J A
Blast* the te l l  oft all other Martial arta g a m . '
T h at's all if says On the  in lay! SoMilie de  artlint
reckons this  is  the beet punching, lucking,
ducking and div ing genie around

R O C K F O R D
The only true arcade version of the classic
gams Elouiderdesh. These are tour  levels on
eiteh el live different wor lds with lour  screens
on each level i t  all adds up to eighty lofti ly
different playing etteil ina
INCLUDES FREE GAME - CRYSTAL
RAIDER

P R O T E C T O R
Assigned to Fort Rucker. the US Army Helicoth
ter Training Scheel bleed In the reevede desert.
your l in t is  to become the best chopper pilot
the s ide of the Iron curtmen, A reel Protector!
Your mission consiete Ole strebeclic battle 01
tees between yourself and Other  ellialher pilot
Or a co mp u te r co n tro lle d  Re d  M e rn o le  PilO tte e s
Vehielel

R O G U E
You are the ROGUE Y our  mission is  10 OMUTA
the Dungeons of Doom for  the Amulet of Yon-
der. In the dungeons you will fi nd many things
to aid the guest tor  the Amulet Y ou wall also
encounter tearooms monsters end tiendleth
traps that will chi/Nome all your skies

UNIVERSAL HERO
Only seven second, len to save the planet
,Universal Hero hoet o  save he  titan and every-
body eise s by  linding bits  to repair a shuttle to
get to a planet to pock up the Spores to t r e n d .
spec* freighter which is  out al COnirol and
about to blow him and lids chance, of getting
back to  earth to adorns A m i l  bMng• multi-
dithenelonet, hi res Arcade Adventure!

HENRY'S HOUSE
Utile henry has shrunk, he must nevigele his
way through the royal household to fi nd the
cure. Avoiding ail the obstacles in his  path,
From terr ible toothbrushes. through pestillerous
Novelle and c hef. chasing CisiCkens, to a fue l
encounter with the vicious varripire! ACknow•
bedded by  all reviewers as one of the best A lan
genies

B O MB  FUSION
A terrorist gang hae planted bombs ttwooghout
Me Sellerscale Rucker  Processing Plant and
you, as es  super h e r o : . .  etler  the 'Boris
Affair ') have to go in and sane the plant end
possibly the Northern Hernisethera from des.
burden

G U N  L A W
Four merlins el Moody &len attacks have leken
their toll - all the surviving inhabdants have nod
and seven iMecks have been made on your
weapon stores, they destroyed what you could
riot nar y  away Y ou are tett to fi ght alone
against ruthless and bloodthirs ty  killers with
lust a single rnechlne gun
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MI L K  R A C E
Cycling 1,000 miles is no mean Fall • and you
could end up toi l ing pretty  eitheutted by  the
lime y o u ' .  Waddled play ing this  superb race
&Mutation designed especially in conjunction
with the Milk Race

R E V E N G E  I I
The Mutated 90 toot high. Ic ier  spitting death
came ls h ate  re be lle d ag ain st th e ir cap l o rs M e
Zit/M iens  and Sr . out tor  revenge! A ll archon,
highly graphical shootem-up from Jeff Monter

DESPATCH RIDER
,o in the spewing band el street (lemons • those
teattees borders who terr ify  the population of
the big c ities to get the parcels through P lan
yO trr n o vas to  matte  Some  mo n e y, b u t don 't
take  lo o  long -• lime  is al ways sh o rt.  Gain  an
instant ottecho rating and be a despatch r ider
with  th is all * e lle n  simu latio n

I N V A S I O N
Stab iltre  yo u r Un its an d  p re p are  to t b attle  T h i s
all actio n  sp ace  co n fl ict te itillims e kill. strate g y
and lactiCS. You must destroy the weather con-
trol s tation in order to win the battle but every
mo ve  yo u  m aks th e  e n e my wi l l  co u n te r. an d
they re waiting tor  you to make lust one lanai
cl ip  u p

LOS ANGELES SWAT
Specie! Assignment Rescue the hostages from
the terror ist gangs holding out in West L.A.
Clean u0 tee streets B low sway Me bad guys
and be a hero on rehvork  !  Fall end you
won't be coming t e a  to wetch i t A l l  ac tion
joystick bending combat lot those with the skill
to survive

SPEED Z O N E
Enter the speedzone in s frantic defence
against marauding alien forces A  survey ship
Sent in to  the  are a co rm s unde r attack.  A s an
enemy vessel drams closer your 'STARFIRE•
elate attack c left is  launched

FEU D
To win at Feud you must ' 'out-spell
-  y o u r  n e e rWizard LIIOrterIC In  K lekes herb garden you
will rand tee ingrodient•  lot your spells but
tread carefully as strange things can happen .
the game ot magic and mystery

P A N T H E R
Save the last humans on Xenon beton, the alien
hordes turn them Into Sunday FOSSI
. T O S S  y o u rground attack ship through this  3D scrolling
nag. i n o o t
,
e m - u p  
w i t h  
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believable soundtrack

SEE MORE CASSETTES ON OUR ACCESSORY SHOP PAGES!
Any one cassette E1.95 - any two E3.50 - any three E5.00 - any 4 E6.50 - any five E7.50

or select ANY TEN CASSETTES FOR JUST E9.50!
All prices  are Inclusive of postage

Use the order form on our Accessory Shop pages or just write or phone. Credit card orders accepted by telephone on 0785 213928
Send to:  PA G E  6, P. O .  B O X  54,  S TA F F O R D ,  S T 1 6  1 D R

Overseas please add 25% postage for Air Mail
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UK C25.00
Europe E32.00
Elsewhere (sea) C32.00
Elsewhere (Air) £42.00

UK C12_00
Europe (Air  Mail) C15_00
Elsewhere (Surface) E15.00
Elsewhere (Air  Mail) £21.00
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DOUBLE AGENTS
Excellent split screen action

for 1 or 2 players

SUBSCRIPTIONS
Annual subsc ript ion rat es  (6 issues )

Overseas rates relied only the &live n s*  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-
bon. Single price £2.95 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  we lcomes a n c encourages 41'5 readers to
submit. articles, programs and reviews for publi-
cation. Programs must be submitted on disk or
cassette. articles should wherever possible be
submitted as text fi les on disk. We seek to en•
courage your participation and do not have strict
rules for submissions, If something interests you.
write a program or article and submit Ill Appropri
ate payment will be made for all published prog
rams and articles, all payments being made at the
end of the second month shown on the cover of
the issue concerned.

All original articles. programs and other materia
in N EW ATAR I  U SER  is  copyrigh t  o f  the  author
as credited. All uncredited material is  copyright
PAGE 6 Unless containing the by-line 'All Rights
Reserved any  material in  NEW ATARI USER
may be reproduced by  User Groups and other
non-profit making organisations provided that theauthors name is included and PAGE 6 is credited
as the original publisher. Permission to publish
elsewhere should be obtained from PAGE 6  or
the author, Editors of  newsletters reproducinc
material are requested to send a  copy of  the
relevant issue to the Editorial address of PAGE
6. Whils t we take whatever s t e
p
s  w e  c a n  
t o

ensure the accuracy of articles and programs and
the contents of advertisements, PAGE 6 cannot
be held liable for any errors or claims made byadvertisers.

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

The next issue of
NEW ATARI USER

will be on sale 24th September
Editorial copy date is 17th August

C O N T E N T S
Issue 57 -  August/September 1992

DOUBLE AGENTS by Bill Halsall
Super split screen spy action
XL/XE PUBLIC D OM A IN  Edmund Blake's column
A look at Textpro and Cop ymate
FIRST STEPS IN ASSEMBLY by Daniel Lea
A new series to get you on your way
THE TIPSIER
DISK SECTOR EDITOR by David Rawlings
An application using 80 columns
SERIOUS STUFF FR OM APX reviewed by Paul Rixon
Enhanced Pokey Player and Sherlock 1050
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Change variables after your program is written
TUTORIAL TIME by Ian Finlayson
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Lynx game reviewed by John Sweeney
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T HE CREDITS
ALL of the usual stuff is on page :3 but here are
the people who made this issue possible.
Lea Eilloghazta did all the usual this time in
much the same way. fretting over whether it
would be completed on time, but in the end just
carrying on and getting it done. A bit of building
and decorating to do before the next one!
Sandy actually went off on holiday on her own
but managed to do her stuff before and after to
help us keep going
Paulette had her picture taken recently land
st•cretly enjoyed id and then started saying that
a reader or two had written in asking for her
picture In the 'nag. Sounds a bit unlikely hut
what do you think, fancy a pose from Paulette In
the next one?
The Regular Contributors, who provide the back-
bone of the magazine and can generally be relied
upon to come up with good articles and reviews.

John S Davison J o h n  Davison Jr
John Sweeney P a u l  Rixon
Damon Howar th l a n  Finlayson
Dion Guy T h e  Tipster

All other contributors for this issue are indi-
vidually credited alongside their articles or prog-
rams Thanks to everybody for sharing their en-
thusiasm with other Atari users.
After it complaint about Turbollex and yet
another over the Lynx photo (some people don't
know how much these front covers cost) we are
delighted to have. at Iasi, a decent picture once
again from none other than our old friend Bill
RaisaU whose Double Agents is featured.
Goicha with Boo thuisqtline  didn't I? Nobody kora -
the artsnwr hut ..
fo r t h o s e  
i n t e r e
s t e d  
t h
e  
C
D  
i
s  
A
l l

Through The Year, a  lioke y Pokey Charity Compila
non featuring some motor contemporary folk singers
and booth, tlighig recommended if  this is gout scene.
Apo/ ilium that one inspira iksi tirin come this time
from M a rc Brennan, to solo album that sounded 'Peak
at first hearing but grew and grew •lennifer M a ne s
with one much better than I  thought it would be and
Andy Irvine with a rather disappointing Rude Awake-
ning. Annie Lennox was in there too as anis D o w
Cowan, and Brian Wffloughbg with (Ad School Songs.
fourteen gears old and sun sounding good! On a
lighter note there is David Lanz with oo beautiful piano
album that I  tun hoping John Dawson is going to mix
together a  Thancierstocatfor met The two that
tame had the most piag between INSUPS hate been
(-truce Cockburn and Ittilfit St Marie. The old Incredi-
ble String Band hart one or two airings Son which
brings us onto this issue 'sfree  CD convent Mei which
goes to the first person who oar, te ll me who wa s the
original third member of the ISB and the name of the
band he  fr
o
s t i d  
w h
e n  
h
e  
l e
f t  
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The next issue of NEW ATARI  USER could
feature YOUR article or  program,

so SEND IT IN NO W

PAGE 6 shows tol l  what you can do with your .411r1. N E W
ATARI l'SER has a l- ay l bee,' created entirely with Atari
equipment initia lly  on the Al. boo mow lately with a Mega
S I and other s tuff who needs P r  -
A o r  A t e e e  
W i t h  
i h r

exception of the fi nal output on a Linotron and the rave o f an
in-horisr repro camera for Me photos and listings everything
is done no the ST. Hardware includes a .tfego ST2 (upgraded

44tim % M i n  M onitor. Supra SOhlts !la r d H A I, ait 4 ta r i
Laser Printer, Citizen 1241) printer. P hi l ip CAlgia l monitor,
IJOXE, XF531 dui drier. RIO disk 4rire..1430 interface, ,S4.:(.
•8al3 printer. Phohripal software used A Protect and Fleet
Street Publisher 3.0. tithe r  wits  an' includes hermit, Ta n.
Talk, Turbo Bask and c a n t o n ,  written programs on
the IC LAE. Articles and petneramo submitted on .t LAE  disks
are stotnected ii, various edUitent s J te n  pnwrooss before
being transferred across tot the i t  eta TARITAlik . A ll mayor
editing A done with Protest and pares are Said out with fl eet
Street Pubtaker. .4 d i d  soli the fi nntied papet as Postscript

filet is sent to it typekettoriR bureau in be Maple: on a 1.-inotron
and. hey presto, finished pages are vent hock exactly us soil
see them. I t  really doe, work.' A li that is left iv to drop in the
Listings and photos.
14 fa. it" n o t  pink as na y  as that hot yrso (Cr the te tte
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have this  feeling that  the recovery that  the men in power keep telling us is in
hand might  ac tually  begin around that  t ime.  What  is apparent  n o t  only  in

the computer t rade but  also in most  businesses dealing in 'non-essent ial'  supplies.  is
that  people are no longer spending their money.  Mos t  folks are saving every penny
they have because nobody  has any confi dence in the future.  The only  people whose
life is  not  affected are those runn ing the companies  that  you and 1 have no choice but
to buy  f rom - electric ity,  water,  gas and telephone.  The rest of  us are s t ruggling and
by the looks of  things wil l  cont inue to s t ruggle for some t ime.
The reason for ment ioning all this  gloom and doom is news  f rom the t rade of  major

changes concerning ST magazines. A couple of  weeks ago it  was announced that  ST
Format ,  ST Act ion and ST User were all going on 'fi rm sale', a move that  is normally
only  made when the ret urns  f rom the newsagents  begin to get rat her high.  I n other
words,  it  would appear that  the publishers  concerned can no longer afford to pump
out  masses of copies of  magazines that  people are not  buy ing.  All this  was accompa-
nied by the usual bul l is h (or add a t for an anagram) talk  of  hav ing established t it les
that  no longer needed to be on sale or return,  but  the wr i t ing appears to be on the
wall.  A couple of weeks later Fut ure Publis hing announced that  it  was  folding Public
Domain.  its  'hugely  successful' magaz ine covering the ST PD scene among others and
Europress  announced that  its  public  domain magaz ine would drop all coverage of  the
ST and Amiga and concentrate solely on the PC.

Reading behind the lines all this  means  that  people are no longer buy ing even the
cheapest sof tware for t heir ST. and probably  no longer buy ing STs. The huge shif t
towards  the PC f rom all quarters  makes sense when you cons ider that  most  PC users
don' t  buy  their machines,  they jus t  use the one at work ,  and many  of  them don't  even
buy  the sof tware - a few games can easily get lost on the company  budget ,  especially
when you are work ing for those companies  that  have us by the proverbials .

Hands  up those small businesses who are bask ing in the sunshine of  economic
recovery. Bet ter st ill drop me a line wit h y our success stories and cheer us all up.

A BRIGHTER NOTE
On a muc h brighter note I mus t  say a big t hank  you to everyone who has sent in

c ont ribut ions  recently. We seem to have had a fl ood of  good qualit y  art ic les and
programs  in recent  weeks whic h shows that  the c ommit ment  and interest  are s t ill
there. We st ill seem to be lack ing good qualit y  games suitable for t yping in so if  there
are any of  those nearing complet ion be sure to send t hem this  way. Some of  the
art ic les and programs  sent  in are quite long so we wil l have to fi gure out  the best way
to present  them,  but  bet ter that  problem than not  hav ing any at all to consider!

FROM OVERSEAS
We recent ly  had two visitors, a couple of  weeks apart ,  f rom opposite sides of  the

world br inging news of  the At ari f rom their neck of  the woods. Neil Pat terson called in
on a round the world t r ip f rom Aus t ralia where they experience muc h the same
problems  as we do wit h Atari and Ron Hof f man called in f rom Washington to bring
news of the scene in the USA. Despite the dwindl ing support  of  what  Ron and fellow
US Atarians  now call the 'Atari Classic ' it  seems that  there is s t ill good support  among
the user groups  in the USA. Granted not  what  it  used to be but  the base is s t ill there
and it  ain' t  going away jus t  yet. I t  is  mos t  grat if y ing that  these folks took t ime out  on
their vacat ions to look us up in what  is hardly  the most  interes t ing or scenic part  of
the country .  Nice to see you. [Chas!

MOVING
We are mov ing offices short ly .  probably  around the beginning of September,  but  the

majorit y  of  you wi l l  not  not ice any  dif ference since we wi l l  be keeping the same P.O.
Box and the same telephone numbers .  The main reason for ment ioning it  is that  over
the c oming months  we will be even more ineffi c ient  t han usual in answering let ters
and dealing wit h queries  c an it  get worse'?) as we have a lot of  work  to do on the new
offices to make t hem fi t  for habitat ion and,  as many  of  you wi l l  know,  mov ing takes
one heck  of  a lot  of  t ime. Priorit y  wil l be given to keeping the orders  fl owing and
get t ing your mags out  so you should not  not ice any dif ference in the service for orders
but  the 'non-essent ial'  let ters and queries  may  well have to be found a special res t ing
place!

, & t L E f fi r z 9 4 a
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MILES BETTER SOFTWARE

180 Darts.... 2 . 9 9 L.A. Swat 2 . 9 9
Air Rescue 2_99 Last V8 2.99
Astro Droid 2.99 Mad Jax 2.99
Battalion Commander 4.99 Mercenary 1.99
BMX Simulator 2.99 Milk Race 1.99
Boulderdash 2.99 Mission Shark 2.99
Cavernia 2.99 Mountain Bike Racer 2.99
Colony 1.99 Mutant Camels 1.99
Crossfire 2.99 Death Race 2.99
Darts 1.99 Decision In The Desert 3.99
Daylight Robbery 1_99 Jewels of Darkness 4.99
Desmonds Dungeon 1.99 Wizard of Akyrz 2.99
Dizzy Dice 2.99 Escape From Pulsar 7 2.99
Fantastic Soccer 2.99 Perseus and Andromeda.... 2.99
Football Manager 2.99 Rogue 1.99
Fruit Machine 2.99 On Cue 2.99
Ghostbuster 2.99 Panther 1.99
Gunlaw 2.99 Plastron 1.99
Head Over Heels 2.99 Protector 1.99
Adrian Mole 2.99 Revenge II 1.99
Amaurote 2.99 Invasion 1.99
Aztec Challenge 1.99 Four Great Games 4.99
Blinky's Scary School 2.99 Jocky Wilson Darts 4.99
Bomb Fusion 1.99 Kick Off 2.99
Rockford 2.99 Las Vegas Casino 2.99
Chuckle Egg 2.99 League Challenge 2.99
Crack Up 2.99 Master Chess 1.99
Crystal Raiders 1.99 Micro Rhythm 1.99
Dawn Raider 1.99 Mirax Force 2.99
Cosmic Pirates 2.99 Molecule Man 1.99
Despatch Rider 1.99 Mr. Dig 1.99
Encounter 2.99 Arrow of Death 2.99
Ned 1.99 Golden Voyage 2,99
Frenesis 1.99 Knight Orc 4.99
Fruit Machine Simulator 2.99 Lancelot 4.99
Gridrunner 1.99 Circus 2.99
Hardball 2.99 Ten Little Indians 2.99
Heartache 2.99 Ruff and Reddy 2.99
Henry's House 1.99 Ninja 2.99
Atari Compilation 4_99 Panic 1.99
Jocky Wilson's Phantom 199
Compendium 2.99 Pogotron 1_99
Kenny Dalglish Soccer 2.99 Red Max 1,99

TOP 20 CASSETTES TOP 10 DISKS TOP 10 ROMS

Boulderdash 2.99 Head Over Heels 2.99 Trivial Pursuit 6.99 Fight Night 7.95

Henry's House 1.99 Chuckle Egg 2.99 Druid 2.99 PacMan 7.95
Ninja 2.99 Kenny Dalglish 2.99 Rampage 2.99 Desert Falcon O u t  of Stock

Yogi's Great Escape 2.99 Colossus Chess IV 4.99 Blue Max 2.99 Designers Pencil 4.99
Football Manager 2.99 Rockford 1.99 The Count 4.99 Rally Speedway 7.95
Star Wars 2.99 Gunlaw 1.99 Crumbles Crisis 2.99 Hardball 7.95

League Challenge 1.99 Kick Olt 2.99 Spitfire 40 6.99 Moon Patrol 4.99
Tomahawk 2.99 Protector 2.99 Lazerhawk 2.99 Food Fight  O u t  of Stock
Blinky's Scary School 2.99 Ruff and Reddy 2.99 Spy vs Spy III 3.99 Eastern Front 7.95
Atari Compilation 4.99 Mission Shark 2.99 Beer Belly Burt 2.99 Dreadnought Factor 4.99

G A M E S
iD Psi cr i t,
-
. K.Spy vs Spy III   3 , 9 9

Ball Blazer   2 . 9 9
Beer Belly Burt   2 . 9 9
Blue Max   2 . 9 9
Bop and Wrestle   3 . 9 9
Spitfire 40   6 . 9 9
Smash Hits Vol. 7   2 . 9 9
MIG Alley Ace   6 . 9 9
Trivial Pursuit   6 . 9 9
Touchdown Football 4 . 9 9
The Pawn   9 . 9 9
The E Factor   2 . 9 9
Suspect   2 . 9 9
Sunstar   2 _ 9 9
Spindizzy   2 . 9 9
Silicon Dreams   6 . 9 9
Scooter   2 . 9 9
Rosen's Brigade   2 . 9 9
Rocket Repair Man   2 . 9 9
Rampage   2 . 9 9
Question   2 . 9 9
Questprobe   2 . 9 9
Quasimodo   2 . 9 9
Polar Pierre   2 . 9 9
Picnic Paranoia   2 . 9 9
Nightmares   2 . 9 9
Night Mission Pinball   6 . 9 9
Nibbler   2 . 9 9
NATO Commander   4 . 9 9
New York City   2 . 9 9
Mr. Robot   2 . 9 9
My First Alphabet   2 . 9 9
Montezuma's Revenge 2 . 9 9
Maxwell's Demon/Memory
Mania   2 . 9 9
Living Daylights   2 . 9 9
Licensed to Thrill   2 . 9 9
Laserhawk   2 . 9 9
Juno First   2 . 9 9
Gauntlet Deeper
Dungeons   2 . 9 9
Freaky Factory   2 . 9 9

PLEASE GIVE
SECOND CHOICE
WHEN ORDERING

ADVENTURE/STRATEGY
c N  D I S K

The Count   4 _ 9 9
Pirate Adventure   4 . 9 9
The Payoff   4 . 9 9
Decision in the Desert 4 . 9 9
Voodoo Castle   4 . 9 9
Kennedy Approach   9 . 9 9
Silent Service   9 . 9 9
Rampage   2 . 9 9
Panzer Grenadier   9 . 9 9
U.S.A.A.F.   9 , 9 9
Battle Cruiser   9 . 9 9
Silicon Dreams   6 . 9 9
Eternal Dagger   6 . 9 9
Suspect   6 . 9 9
Infidel   6 . 9 9
Seastalker   6 . 9 9
Jinxter   6 . 9 9
Ingrid's Back   6 , 9 9
Zork III   6 . 9 9
Lancelot   6 . 9 9

)(LAE CARTRIDGES

Archon   7 . 9 5
Ballblazer   7 . 9 5
Barnyard Blaster  4 . 9 9
David's Midnight Magic 7 . 9 5
Desert Falcon   4 . 9 9
Designers Pencil   7 . 9 5
Eastern Front   7 . 9 5
Fight Night   7 . 9 5
Food Fight   7 . 9 5
Hardball   7 . 9 5
Moon Patrol   7 . 9 5
One on One Basketball  7 . 9 5
Star Raiders   7 . 9 5
Super Breakout   4 . 9 9
American Football   7 . 9 5
Rally Speedway  4 . 9 9

UTILITIES
C FN I C O M O <

Mini Office II 1 4 , 9 5
Planetarium   2 9 . 9 5
Cut 'N Paste 1 6 . 9 5
Trakball .  9 , 9 5

219/221 Cannock Road, Chadsmoor, Cannock,

Telephone (0543) 466577/8/9Staffordshire, WS11 200 =

BUDGET CASSETTES

RILL RANGE Of ATARI 18118 CARTRIDGES IN STOCK
Add 50p lo orders less than E S 00 All prices correct at
time el going to press. Access or Visa orders krielcome

Please add El per item tor overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE"
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Mailba
SOME UPDATES
I would l ike to conunent  on
a couple of things in the
last issue of New Atar i  User.
Ann O'Dr iscol l  has an in-

teresting tutor i al  about
numer ic functi ons but
there is an error  where i t is
claimed that 'a number  to
the power  of -n is equiva-
lent to the nth root (i.e. to
the power  of 1 / 0 .  I n fact
X '  is the same as 1/Xn.  I
don't  agree total ly wi th the
example of probabil i ties.  I
know that si mul ati ng two
dice to get a r andom num-
ber  between 2 and 12 wil l
make the extreme values
less probable than the mi d-
dle ones,  but you could just
as well use single r andom
number s i f all you want to
do is make a probabi l i ty of
1 / 18  for  somethi ng to hap-
pen. Thi s could be done
wi th IF I NT (RND(0)•18)m0
THEN o r  I F RND(0)<1/ 18
THEN
Final ly I was a bi t confused

by the solution to the Rain-
bow Room (WOBNIAR) in
Gui ld of Thieves on the
Tipster  pages. I  have also
found the same route fr om
the black square to the
whi te square but I  have had
no success in fol lowing the
same path back.  I nstead I
have discovered that the
correct route from the
whi te square to the black
one is NW, N. NW,  E. SW,
SW. NW, N. Then you will
pass the same colours in ex-
actly the same order
whether  you are going from
the black room to the whi te
or vice versa.

Rook] &I nd.
Norway

CONTROL KEYS
Thanks for such a great mag
over the years. Woul d i t be
possible to pr int the contr ol
characters and thei r  corres-
pondi ng keypress combina-
tions so that  I  can type in
the programs that you pub-
l ish? I would not  normal l y
ask for  anythi ng l ike this
but this is my first at tempt
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at typi ng in these programs
in four  years, due to my
bei ng an ST user in the in-
tervening years and only
Just acqui r ing an 8-bi t set
up again.

Tim Mc isom
London

Nice to have you back! We
used to publish a table of  all
the keypress combinat ions on
the same page as the TYPO 111
lis t ing in each issue but  drop-
ped this when we had to re
duce the number of  pages. We
have no plans  to reint roduce
this but  there are st ill a num-
ber of  back issues available
wit h the TYPO list ing and this
table in. Why  not order a back
issue. ask ing us to ensure
that it has  TYPO in it?

CASSETTES
Are any of you old enough
to remember  the or iginal
Atar i  User? I f so is there
any chance of doing a cas-
sette service l ike the old
mag used to as well  as the
disk? Can the X L/ X E  do the
same as the CBM 64 on tape
wi th two or more games i.e.
LOAD "Game Ti tle".  Found
"Game Ti tle" etc.? I f not is
there a r outi ne that  can be
loaded in first to do i t for
you?

D. Copeland
I /oncaster

I have been wonder i ng i f
you would be able to put a
cassette wi th New Atar i
User Just l ike the issue
disks. I  woul dn't  mi nd
payi ng a l i ttle extra so
coul d you tel l  me i f you
have any such plans and
how much i t would cost.

,John I to,
London

I f  you remember the old Atari
User you wi l l  also remember
that they dropped both their
issue cassette and then the
disk  af ter a short  while.  Pro-
duc ing a cassette each issue
sounds like a good idea unt il
you ac tually  t ry to do it. Many
programs work  only on disk,

there is no way  to produce a
menu, tapes are not reliable.
disks cart be copied quickly
etc. etc. It is s imply  not cost
effective to produce a cassette
wit h each issue. On the occa-
sions when we have done so
wit h programs such as the ex-
cellent Brik -Bat  and Day  At
The Races the response has
not jus t ifi ed the cost of  having
the tapes commerc ially  dupl i
-cated. As regards  saving
games on cassette wit h fi le
names, this  is not possible
wi t h the s tandard Atari
although we  did publish a list-
ing many,  many  years ago
whic h could do this. Unfortun-
ately  that  issue Is now long
out of  print.

MACHINE CODE
I woul d l ike to learn how to
program in machi ne code.
Do you know of any books
about thi s? Also do you re-
quire an Assembler? I  would
be very grateful  i f  you could
answer these questions for
me. Your  suppor t for  the
Atar i  is br i l l iant,  i f  it hadn' t
been for  Page 8 I  would
probably have thr own my
Atar i  in the bin.  I  now have
a disk drive,  a pr inter  and
other  various per ipherals.

M. Watson
Bridl ingt on

All of  the books on t eaming
machine code on the Atari are
FLOW out of  print but  you might
like to check out the new
series s tart ing this issue
which,  whils t  not c laiming to
be the defi nit ive guide to
machine code programming.
should get you started. You
wil l  need an Assembler and
the only one current ly  avail-
able is the Atari Macro
Assembler which yott can get
f rom the Page 6 Accessory
Shop. You could also look out
Or Atari's  Assembler/Edit or

cart ridge secondhand.  There
have been other Assemblers
but  they are long gone. There
are one or two in the public
domain.  although we wouldn' t
recommend them for begin-
ners. You wi l l  need a copy of
Mapping The Atari (absolutely
essential), and other books to

look out for inc lude Atari
Roots and Comput ers  Begin-
ners Guide to Machine Lan-
guage. both out of  print. A
notice in the Contact column
ask ing for books on machine
language would seem to be
your best bet of f t nding what
you neecL

NO ZEP
I recently wrote to Zeppel in
congr atul ati ng them for
thei r  Atar i  8-bi t games and
asking about new releases.
Unfor tunatel y they infor-
med me that i f the market
for  the Atar i  8-bi t did not
pick up then they would not
be pr oduci ng any more soft-
ware for  the Atar i .  They
stated that the sales for  the
8
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actual  cost of wr i ting and
pr oduci ng a game.  On this
sad note I  urge people to
buy Zeppel in's existing
games and to show suppor t
for any new releases.

Paul Harley.
I I igh Wycombe

Sadly  the 8-bit  market  wi l l  not
pick up because Atari are no
longer interested. They  seem
content to have the ST gaining
only 696 of  the market  for soft-
ware sales (down f rom
around 2596) against  Com-
modore's  22% wit h the Amiga.
But of  course Atari are now
pushing the Lynx as their flag-
ship wit h mass ive sof tware
sales of  2% against  the Game-
boy's 1896 and Sego's 23%!
One wonders  whet her Jack
has more shares in the other
companies than his  own

MORE SUPPORT
Just a small  note to con-
fir m that we have a selected
range of Atar i  8-bi t software
in stock on disk.  ROM and
tape. We woul d be happy to
see any 8-bi t owners who
can make i t to this corner
of  the world.

Steve Wilds. MCE Computers.
13 Packers Row, Chesterfield,
Derbyshire 540 IRS
Tel. 0246 557008



CONTRIBUTIONS

FAME
thrills

and a few bob in your pocket!
Why not turn the love of your Atari into a few pounds to spend
as you wish? Lots of people hare done so by getting something
published in NEW ATARI USER and they hare also experienced
the thrill of seeing their name in print. There really is something
special about opening up a magazine and finding something that
you have written a ll nicely laid out with your name at the top!

We pay for articles and programs on the f ol lowing basis

1'50
125
1'50
£50
125

for the 'star' program listing each issuc

for all other listings published
for the DISK BONUS program,if used on its own

or more for multi-page articles

for a single page article or review
plus other sundry payments for various items published

WH A T SHALL I WRITE ABOUT?

Programs for the X.1../XE can be on almost  any thing,  as a
scan t hrough past  issues wil l  reveal. We are short  of  good
arcade games t hough and love s tuf f  in machine code but
Basic is fi ne if  the game is good.
As for art ic les,  the main aim is to writ e about  something yoli

really  know about ,  Chances  are that  if  you have discovered
something that  interests  you enough to writ e about  it, i t  will
interest  others  as well.

All programs  mus t  be s ubmit t ed on disk  if  possible. Cassel -
tes wil l  be accepted but  we can't  guarantee that  they wil l
load, so the risk  is yours.  Art ic les  should he s ubmit t ed as
text fi les on disk  wherever possible wit h print ed copy if  you
have a printer.
We are not  really  fussy about  presentat ion,  as long as the

programs  or art ic les are well writ t en,  but  the easier you make
it for us, the bet ter chance that  y our work  wil l be published.
We work  on close deadlines  each issue and there is not hing
worse that  to select a really  good look ing program only  to fi nd
that  we can't  fi gure out  how to use it  because the aut hor
didn' t  writ e up the inst ruct ions?

We can't guarantee that  we wil l  use every item submit t ed
and we can't  writ e back wit h reasons for not select ing certain
art ic les or programs,  but  a lot  do get published,  as our
regular cont ributors  wi l l  know,  so give it t ry .

Send YOUR contributions to
TH E ED ITOR , PA GE 6,

P.O. B OX  54, STA FFOR D , ST1 6  1DR

DISK BONUS
CRYSTAL CRISIS

1
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A machine code arcade
game by Peter Foote

Crys tal Cris is  is  a 100% mac hine code game based on  t he
program of  the same name by  Phil Needham whic h appeared
In Issue 33 of  New Atari User.  Graphics  and sound have been
modifi ed and Improved to give a fast paced ac t ion game wit h
lots o f  on sc reen animat ion.
You c ont ro l  a  robo t  w i t h  t h e  t as k  o f  collec t ing c rys tals

bur ied u n d e r g r o u n d  t o  p rov ide  p o we r  f o r  y o u r  s t randed
spaceship so t hat  I t  may  take of f  and leave t he planet ,  The
crystals have to be collected f rom a mine,  used by the inhabi
tants  of  the planet ,  but  it  means  blas t ing t hough rock  strata,
dodging falling rocks and avoiding the security  robots. On the
planet 's  surface y our s hip has  been spot ted and t he nat ives
are us ing a high powered laser to blast  t hrough the mount ain
behind whic h y our ship is, f or the t ime being.  safe. You mus i
collect as many  crystals as necessary and get back  ins ide the
ship before t he mount a in,  a n d  y our  only  means  o f  escape.
are dest royed.

PLUS
TICTAC

A playable demo version of KeSoft's
new game reviewed in this issue

The object of  the game is to s imply  line up three of  the magic
objects on each level bu t  t he task  is  not  as  easy as i t  might
seem. I n  addi t ion t o  work ing  out  jus t  h o w t o achieve y our
task you are up against  a c lock t ick ing away the seconds and
a rat her  nas ty  ghos t  int ent  on  s t opping you i n  y our  t racks,
This  demo vers ion has  cert ain features  disabled but  is  f ul ly
playable and demons t rates  admirably  t he qualit y  of  KeSoft 's
game.

The NEW ATARI USER Issue 57 disk is sent automatically
to Disk Subscribers with their  magazine but is also avail-
able separately priced at £2.95. The disk contains all of the
programs from this issue ready to run together with the
bonuses mentioned above. To order a copy simply write to
PAGE 6, P.O. Box 54, Stafford, ST16 1DR or telephone 0785
213928. Credit card orders are accepted

New Atari User Issue 57 7



TYPE•1N

DOUBLE
S
0  
y
o
u  
t
h
i
n
k  
y
o
u  
a
r
e  
t
h
e  
s
l
i
c
k
e
s
t  
s
e
c
r
e
t

agent do you? Well.  you've jus t  been
challenged? Your miss ion is to fi nd 8

secrets and make your getaway f rom a foreign
embassy before an equally  determined opponent
does the same in yours.  All you need is a good
karate kick, l ight  fingers, a good memory  and.
most of  all. double v is ion so that  you can keep
an eye on every thing at once!
Each embassy comprises  21 rooms .  16 of

whic h contain I  secret.  The 5 except ions are
those where you have the choice of  2 rooms to
enter, in whic h case I  wi l l  be empty.  Secrets arc
hidden in ident ical pos it ions  in each embassy.
but  as a secret Is found in one embassy it  is no
longer available in the oppos ing embassy. So. i f
you see y our opponent  fi nd one in the room you
are searching it is  t ime to move on? I f  you enter a
room where the secret has  already been removed
prior to you entering there wil l be a square
printed next  to the room number.  You'd bet ter
move on again?
The act ion takes place on a split  screen wit h player I  in  the

top half  and player 2 in the bot t om half .  Press the correspond-
ing joyst ick t rigger for a I  o r  2 player garde. In a 1 play er game
the computer cont rols  player 2.

To search the rooms  manoeuv re your fi gure over an object -
"EXAMINING" wil l  appear when you are in the correct  pos it ion
- and eventually  "NOTHING HERE o r  "SECRET FOUND" wil l
display. Books  and computers  take some t ime to search whi le
cupboards  don't  take as long.  You wi l l  learn by experience
whic h are the easiest objects to examine.
Safes and some doors  are locked and you wi l l  need to crack

the combinat ion or blow the lock to cont inue.  To crack the
code, move the joyst ick unt i l  the desired fi gure appears  then
press the t rigger to select. You wi l l  have to get all 3 digits
correct to proceed. To blow the lock select "B" and press the
trigger. Bear In mind t hough t hat  you only  have 3 bombs  so
use t hem wisely.

by
Bill  Halsall

8 I s s u e  57. New Atari User

SEARCHING FOR
SECRETS

U U R O O M  0 3  F I N D  8  O 2 : 5 2  a U R O O M  0 5  F I N D  6

AGENTS
MOVING ON

Posit ion y our man over a door to move up to the next  room.  To
move down f rom any room pos it ion your man over a 'door ajar'
space at t he foot of  the screen and pul l  the joyst ick t owards
You.
In some rooms  you wi l l  have to fight agents who t ry to stop

you f rom searching the objects. Press the t rigger to punc h in
the direc t ion you are facing. To launch a fl y ing k ick move the
Joystick left or right  and press the t rigger s imultaneous ly .  To
duck  pul l  the joyst ick towards  you and press the t rigger.  You
cannot  k il l your adversaries but  you may  knock  t hem down
long enough to enable you to search the objects.
The but t ons  on the wall detonate s tun grenades in each

embassy whic h are equally  effective on adversaries and your-
self. Hope you press the correct  one!
Your getaway car is wait ing beyond the door in room 21 and

you can escape once you have collected y our 8 secrets, Press
the appropriate joyst ick t rigger to play again.
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R I  A O  G O S U A  3 0 0 : G 0 T O  4 0
VH 1 0 0  I F  P E E K ( 1 9 5 ) 0 6  T H E N  ?  " E R R O R  " ; P E

E K ( 1 9 5 ) ; C H R S ( 2 5 3 ) : F A D
AL  1 1 0  ?  " M a n A l l n l a l " : T R A P  1 0 0
PK  1 2 0  ?  " C D 1 I S K  O R  ( I ) A P E " : G O S U B  1 8 0 : I F

KG B  T H E N  1 4 0
AK 1 3 0  ?  " R E A D Y  C A S S E T T E  A N D  P R E S S  R E T U R N

" : O P E N  U 1 . 8 , 1 2 0 , " C 1 " : G O T O  1 6 0
XV 1 4 0  ?  " R E A D Y  D I S K  A N D  P R E S S  R E T U R N  : G O

SU B 1 8 0 : I F  K 0 1 5 5  T H E N  1 4 0
OF 1 5 0  O P E N  1 2 1 , 0 , 0 , " D : D O U B L E . 0 0 J "
YH 1 6 0  ?  A 1 : A S ( I , 6 2 7 2 ) : C L O S E  0 1 1 :E N D
ZH 1 8 0  CLO S E  1 1 1 :0 P E N 1 1 1 , 4 1 , 8 , " 8 : " ; G E T  111.1(

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

:N E X T  A : R E T U R N
I X  2 1 0  D A 1 A  2 1 6 . 1 0 4 . 1 8 4 . 1 3 3 , 2 0 4 . 1 0 4 . 1 3 3 . 2

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

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

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

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

i l l  2 5 0  D A TA  1 0 1 , 1 2 3 , 6 , 1 2 2 , 1 2 6 , 6 , 2 0 8 , 1 4 8 , 1
2 6 , 6 , 1 4 5 . 2 0 5 , 2 4 , 1 0 9 , 1 2 7 , 6 , 1 4 1 , 1 2 7 , 6 , 1 7
3

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

YE 3 0 8  D L N E = P E E K ( 1 0 4 ) 0 2 5 5 + P E E K ( 1 8 3 )
R V 3 1 0  I F  L I N E O D L N E  T H E N  ?  " M O M  " 5 1
-
1 1 5 (

9 9 9 9 9 9 9 9  •  0 0

TYPING IT IN
Cassette and disk users should type in Listing 1, SAVE

or CSAVE a copy. then RUN the program. The program
will check each line of data and inform you of any errors.
Correct any  errors and RUN the program again until all
errors are  eliminated. When this  is  done answer t he
cassetteldisk questions accordingly to create a boot tape
or binary disk fi le.
Cassette users should load the boot  tape created by

firstly removing al l  cartridges and then turning on  t he
computer while holding down the START key (XL and
XE owners should hold down OPTION as  well).  Press
RETURN and the tape will load and run automatically.
Disk users should c lear List ing 1 f rom memory  alter

saving and running i t  as  above by  typing NE W and
pressing RETURN.  Next, type in Listing 2 and save it on
the same disk as  the binary  fi le created by  List ing 1.
RUN the Listing 2 program with the disk in the drive and
the game will load and run automatically.

DOUBLE AGENTS
L I M E ) ; "  M R M A J A l i E N D

OZ 3 2 0  I F  C H K S U M O G H K  T H E N  ?  "  O R  I N  D O
TA A T  L I N E  " ; S T A S I L I M E / : E A D

ZF 3 3 0  R E T U R N
YR 1 0 0 0  D A T A  0 0 3 1 F D 1 E 2 4 2 0 0 9 0 0 0 0 2 F 0 2 0 9 3 C
0
D

0 2 D 1 A 9 0 0 0 D E 7 0 2 1 3 5 0 E A / 3 0 0 D E 0 0 2 8 5 0 F A 9
2 5 8 50 A A 9 2 0 0 5 0 1 3 1 8 6 0 4 C 2 8 2 0 4 C 7 C 3 4 4 8 0 5 , 4 2
3 2KP 1 0 1 0  D A T A  0 1 . 8 D O A D 4 8 D I A D O A 9 3 C 8 1 2 0 9 D 4 A

,
0 0

0 1 ) 1 7 1 2 0 A5 1 3 7 8 D I N D OASC 2 8 D OOD OOD OI D OA5 C 4 OD
0 7 1 ) 0 8 0 0 3 D 0 4 9 5 4 8 1 ) 0 0 0 7 6 0 4 0 4 8 0 5 0 0 , 5 8
9 1I S  1 0 2 0  D A T A  O D 0 0 0 4 0 0 1 A D 0 4 5 8 4 8 D 1 6 D 0 0 5 8 0 8 0
16 D O A D 8 C D 0 0 0 0 0 0 0 2 9 0 C F 0 0 2 8 5 0 8 A D 0 A D O T
0 0 20 5 0 F A 6 0 8 D O F 0 0 2 8 5 C F A 5 C 3 0 0 0 0 0 0 0 0 , 6 1
9
/

HW 1 0 3 0  D A T A  0 , L D 0 A5 C 5 8 0 0 2 D 0 8 0 0 3 0 0 0 5 C 0 0 0 1 2
D O A S C 1 0 0 1 3 D O B D I E D 0 0 9 . 1 0 0 0 0 0 0 2 6 0 4 0 4 0
0 1 0 0O D 0 0 0 4 8 0 1 0 0 0 6 , 8 4 0 0 0 0 C D O O D O D D 0 2 1 , 6 5 6 9

F B 1 0 4 0  D A T A  8 C 1 0 0 2 0 5 0 0 0 0 0 8 0 0 1 0 0 2 0 5 8 0 0 0 0 1
O0 1 0 0 2 8 5 1 1 E 8 D I E D 0 2 0 5 c 2 c 2 0 F 0 3 6 4 / 2 0 8 0 0
0 0 20 9 2 0 8 D 0 1 0 2 4 C 6 2 E 4 7 0 C 2 0 0 4 9 3 0 4 4 0 0 , 4
1 6 6MA 1 0 5 0  D A T A  4 0 0 4 0 4 0 4 0 4 8 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 7 0
4 4 0 0 4 3 0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 0 4 8 4 1 0 4 1 E 6 2 0
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 C C 0 0 3 3 0 0 C C 0 0 3 3 4 5 1 6

e l  1 0 6 0  D A T A  0 0 F F E F F F E E F F E F F I F F E F F F F I F F B E 0
1 8 1 F F F 1 5 5 5 0 0 5 5 5 F 5 5 0 4 5 5 5 5 5 5 4 5 5 5 5 5 5 5 0 5
5 5515 5 0 0 5 5 5 F 5 5 0 4 5 5 5 5 5 5 4 5 5 5 5 5 . 5 5 4 4 , 7 3 1 2

KT  1 0 7 0  D A T A  5 0 2 0 0 0 0 A 0 0 0 0 N E N 0 0 0 0 0 0 0 4 4 0 0 0 4
A A B A N A A E A A A A A A A A A A A A A A B A N A N A A A A A A A A A A A
F F I A T 9 F 5 F 5 E 5 E 0 E D 1 F 8 F 7 1 S T 7 1 7 F F T , 0 6 0 4

F E 1 0 8 0  D A T A  7 F F N E A E R F F C 0 0 0 0 c 0 0 0 F 0 0 0 B F F C 0
0 0 0 c 0 0 0 0 0 c 3 3 0 0 3 0 c C O 3 0 0 0 C F 3 c o c C F 3 C O F C C 3
3 0 C C O 3 0 0 5 5 5 5 1 5 0 5 C 0 C C F 3 C O 5 5 5 5 5 4 , 5 6 6 7

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

K1 1 1 0 0  D A T A  0 8 0 0 0 0 0 0 0 0 0 0 5 5 4 0 4 0 0 0 0 0 0 0 0 0 0 0
5 5 0 0 0 0 0 0 0 0 0 0 0 0 0 0 4 0 4 0 4 0 5 5 5 5 5 0 7 7 7 7 7 7 5 0 5
55 5 5 5 5 0 7 7 7 7 7 7 5 0 5 5 5 0 5 0 5 0 5 0 5 0 5 0 5 0 , 2 0 1 4

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

F I  1 1 2 0  D A T A  5 5 5 6 5 6 5 6 5 6 5 6 5 6 5 6 5 6 5 5 5 5 1 5 1 5 0 5
0 5 0 1 0 1 5 C 5 5 5 5 5 5 5 5 5 5 5 5 5 5 C C 0 0 / 3 9 5 9 5 9 5
9 5 9 55 5 5 5 5 9 5 9 5 9 5 9 5 5 5 5 9 5 9 5 9 9 9 9 9 9 9 1 9 5 . 4 5 3 5

OZ 1 1 3 0  D A T A  9 5 9 5 9 4 9 4 9 0 9 0 0 0 0 0 0 0 5 5 5 4 5 4 5 0 5 0
4 0 4 0 0 0
.
3 5 9 5 / 5
/ 5 9 5 9
,
5 1 5 9 5 F
F 3 F 3 F 0
3 C C 0 0
3 3 0
0

E F F E F F E F F F 3 E 3 F 0 3 F F E F F E F F E F F C F 3 , 8 8 8 4
TO 1 1 4 0  D A T A  C O F F E C E I C 0 C C 0 0 3 3 0 0 C C 0 0 3 3 0 0 0 C

O0 0 3 0 0 C C 0 0 3 0 0 0 C 0 0 0 0 0 0 0 C 0 0 0 F C E C E C F C 0 0 0 0
O U O 3 0 3 0 3 0 F 3 0 2 E 0 F 1 0 C 0 0 0 C O F 0 B6 E C o 4 9 0 6

VW 1 1 5 0  D A T A  F 0 0 0 0 0 0 0 0 0 0 0 0 0 1 3 F F F 0 0 0 0 0 0 0 0 0 F
1 e e 0 v r e 0 0 0 0 C 0 0 C 0 0 0 0 C 0 0 9 3 / 1 / . 3 F F c 1 C 9 C 9 F F
7 0 7 0 7 8 F F 2 6 2 6 2 6 F E D C D C D C F F 7 9 7 9 7 9 , 5 2 2 0

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

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

EY 1 1 0 0  D A T A  0 0 0 C 5 5 E f F F S E F F 0 2 0 0 0 F 5 5 F F A F 6 B
5 0 9 0 0 0 0 5 5 4 E 0 1 0 5 0 F 0 0 0 0 0 0 0 0 C 0 C 0 0 1 8 1 0 3 0 3 0
1 0 0 0 0 0 0 0 0 0 0 6 0 6 0 4 7 C 5 C 5 C 1 E 0 0 0 0 0 0 , 3 0 3 2

SY 1 1 9 0  D A T A  0 0 0 0 0 C 0 C 0 0 3 C 3 C 1 C 0 0 0 0 0 0 0 8 0 0 0 0
0 0 3 0 3 0 3 1 7 0 7 0 7 8 0 0 0 0 0 0 0 0 0 0 6 0 6 0 7 8 F c1 3 4 8 1 8 8 0
0 0 0 0 0 0 8 0 0 0 6 0 6 0 1
-
0 T 0 8 0 0 0 0 0 0 0 0 0 0 0
, 2 5 3 9

JH  1 2 0 0  D A T A  0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 E 1 E 1 E 0 0
8 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 1 c 0 7 0 0 1 c 1 C 0 8 3 E 3 E 3 E 3 C
2 0 0 0 0 0 0 0 0 0 1 c 1 c e 0 3 F 3 E 3 E 1 E 0 2 0 0 0 0 , 8 7 4

NE 1 2 1 0  D A T A  0 0 1 C 1 C 1 C 0 8 0 0 0 0 0 0 0 0 1 0 1 0 2 0 2 0 0 E
0 E 0 E 0 4 0 0 0 0 4 0 0 2 1 0 3 4 6 4 4 6 1 C 1 C 1 C 0 8 0 0 0 8 0 0 1 E
1 2 3 6 2 4 0 0 0 0 7 0 7 0 7 0 0 1 0 0 0 0 0 0 7 0 5 0 0 0 . 1 5 2 9

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

OP 1 2 3 8  D A T A  V I 1 C I C I C 0 8 0 0 0 0 0 0 0 0 3 4 1 4 1 0 1 0 1 C
1 C 1 C 0 8 0 0 0 0 0 0 0 0 1 6 1 4 0 4 0 4 0 / 0 0 0 0 2 1 0 2 0 9 3 0 8 0
O7 0 4 0 9 E 0 8 D E 4 0 2 0 2 0 0 0 D 0 E 2 1 9 0 0 0 3 C , 2 1 1 0

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

RA 1 2 5 0  D A T A  C 9 2 4 9 D C 0 0 2 C 0 I 0 1 F A 9 7 4 0 D 2 1 0 2 0 0
O6 A 2 2 0 0 / 0 7 2 0 S C E 4 A 9 C 8 8 0 0 E D 4 6 0 7 6 0 6 C 6 F 0 6 0

continued o r
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DOUBLE AGENTS
BC 0 0 0 6 8 8 4 2 2 7 A9 0 0 9 D 0 0 4 9 C A1 0 T - A6 0 , 5 5 3 6

G I  1 2 6 e  D A T A  2 0 D 2 2 4 A 2 1 C 8 0 0 8 2 5 9 0 0 5 4 9 C 4 1 0 F 7
2 0 5 8 2 5 7 0 D 2 2 4 4 2 1 1 0 D 2 8 2 5 V D 0 1 3 4 9 C A1 9 F 7 2 8 5 8
2 5 A 2 1 D 0 0 3 A 2 5 9 D 0 5 4 / C A 1 e f 7 6 0 2 4 2 F , 4 5 0 7

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

3 7 0 0 2 1 3 4 2 1 3 7 2 9 0 0 3 5 3 3 2 5 3 2 2 2 6 1 7 3 , 2 7 8 4
AL 1 7 8 0  D A T A  6 5 6 4 0 0 6 1 ' 6 E 4 1 0 6 1 6 E 0 0 6 9 6 4 6 5 6 1 0 0

6 2 7 9 0 0 3 A 6 9 7 3 6 8 6 1 6 E 0 0 2 1 6 C 6 9 4 9 9 6 8 D L e 0 2 4 0
i c o z o o r E m o # 1 9 e 2 n o 4 A
.
9 9 0 0 4 1 5 6 8 D o f o , 4 5 5 6

EP 1 2 9 0  D A TA  A 9 0 1
.
5 9 4 c 4 6 c 8 c e l o 1
p 9 r e a o e 8 9 / 7 4

4 6 1 . 9 3 8 4 7 9 9 6 3 4 7 8 8 1 0 f 4 0 0 0 4 9 9 8 D 4 7 / 9 8 5 4 7 8 8
1 0 r 7 8 D D T
-
4 7 8 D 0 0 4
6 8 D 0 1 4 6
A 9 2 F 8 D 0
2 , 5 5 0 5

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

DC 1 3 1 0  D A T A  0 9 3 3 8 8 3 A 4 l 8 0 6 3 4 7 8 D 8 C 4 7 8 D 1 3 5 4 7
8
0
D
E
4
7
8
0
0
7
4
8
0
2
1
B
0
9
3
4
9
0
5
6
4
6
/
0
7
E
4
6
9
0
0
6
4
6

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

6 0 4 0 A C 7 8 1 9 2 6 A 0 8 4 2 0 1 9 7 6 6 0 4 0 4 3 8 4 C 8 A 0 0 0 A 9
C O
9
I C
A C
8 A
9 8
2 9
1 C
0 A
0 5
0 9
1 e
8 c
8 9
1 C
O
3
5 6
4 0

N J 1 3 3 8  D A T A  A 0 2 8 9 1 C 8 0 9 6 3 C 0 / 1 C 0 6 0 6 1 6 8 0 0 0 1 7
2 6 8
5
e C
6
1
8 2 0
3 7 2
6 A 9
7 A 8
5 c 8
A 2 0
0 0 0
0 0 8
D 5
E 2 6
/ 1

C B C 8 0 0 6 6 7 6 9 1 C 8 2 0 6 E 2 6 E 8 E 0 8 8 0 0 6 8 . 6 2 7 4
ZO 1 3 4 0  D A T A  6 8 2 8 2 5 2 5 2 4 2 5 2 5 2 5 2 0 2 5 2 E 2 E 2 8 2 E

2 E 2 C 0 0 0 5 c 0 1 0 6 9 2 8 8 5 C 0 9 0 0 2 E 6 C e 6 0 2 0 3 7 2 6 0 9
9
C
O
5
C
1
3
4
2
0
0
A
0
0
0
1
1
D
9
1
2
6
9
1
C
0
C
8
B
D
A
1
,
4
6
5
5

T i  1 3 5 0  D A T A  2 6 / 1 C 8 2 0 6 E 2 6 E 0 6 0 0 0 0 0 r 8 6 0 2 0 2 6
2 6 7 2 2 6 2 6 2 4 0 0 7 1 2 5 7 5 2 3 2 5 2 5 2 5 2 7 2 0 3 7 7 6 A 9 V 5
8 5 C 0 A0 0 4 AD D AD 2 2 9 0 3 1 8 6 9 3 1 3 9 1 e 8 8 8 , 4 1 6 7

01.1 1 3 6 0  D A T A  1 e 1 3 2 0 6 E 2 6 0 5 e 8 C 9 3 5 0 9 E 8 6 0 2 0 3 7
2 6 0 9 0 0 8 5 c 0 0 C D A 2 6 4 9 0 C 8 5 0 1 4 C 1 0 2 6 0 F 0 5 8 1 9 1
C 8 6 0 2 0 E D 2 6 9 8 1 8 6 9 2 7 A 8 E 6 0 1 4 C E D 2 6 , 5 9 9 8

OE 1 3 7 0  D A T A  1 0 0 1 1 7 6 E 6 0 1 C 8 4 C D 0 2 6 2 0 3 7 7 6 E AC e
A9 1 8 8 5 C 8 6 0 2 0 F 6 2 6 0 C 9 0 7 7 4 9 0 8 0 5 1 1 1 4 C E 0 2 4 5 8 6
2 0 f 6 2 6 A C 1 0 2 7 4 9 / 0 8 5 1 1 1 4 C E 0 2 6 0 E 2 0 , 5 3 4 5

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

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

LH 1 4 0 0  D A T A  2 6 7 1 7 0 F 6 2 6 0 C 8 C 2 7 4 9 3 6 8 5 1 1 , 1 4 C E 0
2 6 5 4 . 1 2 1 4 4 9 0 0 9 0 E 8 4 0 0 9 0 1 9 0 4 0 4 9 C 0 1 0 f 3 0 0 0 9
0 0 4
e 0 0
0 2 1
0 0 5
9 0 4
0 4 1
3 0 0
3 9
D 4
1 4 9
E 8 ,
5 1 5
2

AL 1 4 1 0  D A TA  E 8 E 0 E 8 E 0 i 5 DoE l m ooe c l 9 oo9 9 3 2 4 5 1
8 8
1 0
r 0
0 0
1 4
/
1 9
4 0
4 9
r 0
1 3
2 0
1 2
2 9
0 0
E 8
0 0
3 2
4 9
e /

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

4 9
F 0
0 5
A 8
0 9
8 1
9 1
e 0
7 0
5 4
2 8
E 0
E 8
1 5
0 0
E E
0 2
0 0
0 0

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

4 C 2 0 2 8 A / 1 7 9 1 c D 7 0 5 4 2 8 E B E 0 1 5 D 0 E 6 A 2 0 0 2 0 5 C
2 8 1
1
1 0 0
4 0 1
C D
F 0 0
A B
D 4
C 2
8 9 1
e D
E 8 0
( 4 2
9 , 5
3 4 6

MR 1 4 4 0  D A T A  0 7 4 4 e 8 C 0 0 0 0 0 E D 2 0 5 4 2 8 C 9 F C D O E 4
6 6 0 6 4 7 4 3 e c s 4 1 5 9 9 3 i A s c p l o b l O C e s c p 6 0 4 9 4 a
8 5 C E 0 9 0 0 8 5 C 0 6 0 2 8 2 8 2 9 0 6 8 0 E 0 0 1 D 0 , 5 6 4 /

YK 1 4 5 8  D A T A  0 5 2 0 6 3 3 6 0 6 8 0 0 D 3 0 4 9 0 A 0 0 8 5 8 2 8 A
1 0 6 5 8 2 8 5 C D 0 9 4 A8 5 C E 0 0 0 0 0 1 C D F 0 0 3 2 8 5 0 2 7 0 0
8 1 0 1 C D F 0 8 3 2 0 3 F 2 6 A 0 0 2 0 1 e D F 0 8 3 2 0 , 5 0 9 3

O t  1 4 6 8  D A T A  7 A 2 6 4 0 0 3 8 1 C D F 8 0 6 8 D 0 0 2 6 7 0 C 9 2 6
A0 8 4 1 3 1 C D F 8 0 6 8 D 0 0 2 7 2 0 0 0 2 7 A4 3 0 5 1 3 1 C D F 8 8 6 0 D
1 0 2 7 2 0 0 E 2 7 A 0 0 6 8 1 C D F 0 8 6 8 0 2 / 2 7 7 0 , 4 8 0 7

F64 1 4 7 0  D A T A  1 e 7 7 0 0 0 7 8 1 C D F 0 0 6 8 D 3 7 2 7 2 0 2 A 2 7
0 0 0
8 8 1
C 0
F 0 0
6 1 3
D 5
C 2
7 2 0
3 8 2
7 0 0
0 1 0
1 C
D F
0 0 6
8 0

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

2 8 5 6
7 9 2 8
7 0 2 9
6 0 0 0
0 4 0 2
2 9 0 r
3 0 E 9
8 5 9 0
F 6 6 0
0 D

8 4 0 2 D 8 r 8 A 0 8 4 0 2 F 0 F 8 6 0 4 9 3 3 8 0 0 7 4 2 , 5 2 9 1
H I  1 4 9 0  D A T A  8 0 0 7 4 5 0 0 0 0 0 6 B 0 D 0 1 0 8 9 0 0 4 6 9 9 8 0

4 1 ; 8 5 . 0 6 4 7 / 9 0 0 4 1 C 8 D e f 1 6 0 8 , 0 4 3 4 6 9 9 0 8 4 3 8 9 8 0
4 7 9 9 0 0 4 4 C 8 0 0 1
-
1 6 0 2 0 F 6 2 6 A 9 8 8
8 5 8 1 , 5 3 1 0

AT 1 5 0 0  D A T A  B D 3 8 4 9 F 0 1 7 2 1 0 3 C 1 0 3 F 0 0 5 A 0 D B 4 C
E D 2 6 A0 D 3 2 0 E D 2 6 C 6 0 1 A0 E 3 2 0 E D 2 6 6 0 4 6 0 8 1 1 D 3 0
4 1 0 0 8 A 0 A 0 A 1 0 6 9 1 4 9 5 8 9 E 8 0 1 D 8 0 4 0 6 , 5 4 6 5

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

AN  1 5 2 e  D A T A  4 8 0 D 8 0 4 C 8 D 6 4 4 1 2 0 E 0 7 9 A 5 8 2 9 D 8 0
8CE8E 0 8 0 0 0 0 FA 9 0 8 8 0 E 1 4 8 8 D E 2 8 8 8 8 E 0 4 8 8 0 E E
4 e 6 0 0 ) 0 0 6 5 8 2 0 9 e 1 e 0 6 5 4 9 4 9 1 3 ( 1 8 0 6 6 , 6 2 3 0

PH 1 5 3 0  D A I A  4 9 0 0 6 4 4 1 7 D 6 5 4 9 F 0 0 8 0 5 8 2 1 0 6 D 6 6
4 9 8 5 1 1 2 0 E 6 5 4 5 4 E 6 6 4 / D 0 E 8 6 0 4 9 0 1 8 D 1 C O 2 AD 1 C
0 2 bm A6600 0 0 0 9 ' i l b 2 e 9 9 7 0 4 9 9 9 8 7 4 9 , 5 0 5 1

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

T I  1 5 5 0  D A T A  7 0 4 9 9 D 0 0 4 / 1 - 8 8 8 0 0 T 6 6 0 0 0 1 7 2 0 6 8
2 0 0 0 0 E 4 9 0 0 9 0 0 2 4 9 E 8 8 8 0 0 r 1 6 0 4 6 8 0 0 D 5 7 2 4 0 0
6 0 0 6 8 0 8 5 C 6 3 8 F 0 9 8 2 0 4 0 4 0 0 8 8 9 9 0 2 0
a
5 8 7 7

DL 1 5 6 0  D A T A  8 5 e 8 8 9 0 5 2 0 1 8 7 0 1 / 2 6 8 5 e C 8 5 C 2 3 8
( 9 3 0 4 0 4 0 8 0 5 1
-
4 9 0 8 0 1 C 8 8 5 8
1 6 0 0 E 4 4 0 0 2 8
5 0 7 8

A 0 0 8 1 - 0 1 8 4 0 6 8 9 0 0 0 0 0 0 0 0 0 0 0 0 0 8 0 0 1 , 4 6 5 /
JH  1 5 7 0  D A T A  0 1 0 1 0 1 4 5 8 0 4 1 1 2 9 0 2 0 0 E 0 2 0 6 r 2 0 4 0

0 0 1 5 / F 0 2 0 C 5 8 1 f 0 0 8 C 8 C O O F D Ar 4 0 5 0 0 9 0 C 1 4 / 6 0
9 8 9 D C 1 4 9 8 9 E r 2 0 9 D 6 c4 9 0 1 1 0 0 8 0 9 D 2 0 , 5 8 4 8

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

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

BR 1 6 0 0  D A T A  9 9 E 8 4 D B D C 5 4 9 1
,
0 1 0 0 E C 5 4 9 8 D 3 0 2 6

4 1 8 8 9 t r - 4 9 s 6 E 3 8 1 / 9 7 F 4 9 6 0 0 6 1 3 e 9 5 c 2 c 'b e r 0 1 l
C 9 9 8 F 0 1 0 1 3 D 3 0 4 9 C 9 1 4 1 0 1 F 1 8 6 9 0 2 2 9 , 6 1 0 1

He 1 6 1 0  D A T A  0 3 e 9 0 3 0 0 0 3 r E 3 0 4 9 F E 3 0 4 9 2 0 9 6 3 7
2 0 6 5 2 8 2 0 0 7 7 c 2 0 1 E 2 0 7 0 4 7 2 4 6 0 0 0 c 5 4 9 0 9 9 r 0 9
0 5 8 D / 0 2 D 0 9 0 0 8 5 C O 2 0 C 2 3 7 4 C 7 6 2 D A / , 4 6 2 2

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

JD  1 6 3 0  D A T A  0 0 0 3 D r 3 0 4 9 D E 3 0 4 9 2 0 9 6 3 7 2 0 6 5 2 0
7 0 0 7 2 C 2 8 F E 2 0 2 0 4 7 2 0 6 0 4 6 8 0 8 0 7 7 3 0 8 5 C C 8 5 C E
B D 0 4 2 C 8 5 C 8 6 9 8 0 8 5 C D A 9 0 0 A 0 3 4 9 1 C O
3
5 2 0 5

T V 1 6 4 0  D A T A  9 1 C D 1 3 0 1 0 F 9 6 0 0 E 4 6 0 E 4 6 2 0 2 9 2 C E 6
8 0 E 6 8 0 2 0 7 9 2 C C 6 0 0 C 6 9 0 A6 B9 8 D 3 0 4 9 $ 1 8 8 / BC 4 D
9 0 0 0 4 D 8 D 1 E D 0 D 0 0 2 9 5 C 4 6 0 2 0 E 5 2 8 0 6 , 5 9 9 9

TC 1 6 5 0  D A r a  B e B D 5 . 4 2 c 9 5 c 6 nos 8 2 C 9 5 c 2 A 9 e 0 8 o
6 7 4 9 8 0 6 0 4 9 9 0 9 e 4 0 9 D 1 1 0 4 D 9 0 8 4 4 0 2 6 4 0 3 3 4 1 6 0
8 D 6 8 4 9 4 c r 0 7 F 2 0 6 2 2 0 6 2 7 C 7 C 0 4 A 4 4 5 , 5 7 2 2

Hw 1 6 6 0  D A T A  C A T
-
0 3 D C E C 7 4 9 0 0
C 7 4 9 0 0 3 5 0 9 3
7 8 0

C 7 4 9 ( E 1 5 4 9 0 D 1 5 4 9 C 9 1 AD 0 2 6 4 4 9 1 0 8 D 1 5 4 9 E E 1 4
4 9 A D 1 4 4 / C 9 1 6 1 3 0 1 7 A 9 1 0 0 D 1 4 4 9 ( E 1 2 , 5 5 3 7

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

I L  1 6 8 0  D A TA  8 3 0 8 1 3 9 C 0 7
,
c 9 0 0 e 4 p r 8 1 9 r 1 6 6 8 1 3 1 1

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

MO 1 6 9 0  D A T A  8 5 C 8 A 9 4 9 8 5 C C B D 3 0 4 9 8 A 0 A 8 5 e D A 9
4 oe s c Lc 3 r F, D6 c 4 9 6 4 3 0 1 3 2 2 2 0 E 8 2 c oo7 4 3 0 2 c 9 of
F A I D F E C A 4 9 8 D C A 4 1 C 9 0 6 D e e 5 A 1 0 1 9 D , 5 9 1 5

F A 1 7 e 8  D A T A  C A4 9 A8 B9 C 9 2 C 8 5 1 3 1 0 D C 6 4 9 A8 A5 B1
3 I C 8 BD 8 4 8 2 0 0 2 6 0 D C 8 4 9 4 0 0 1 C BC 9 0 0 1 - 8 1 C C 9 0 2
F 0 1 1 D 1 C D D 0 8 8 A/ 0 0 9 D C A4 9 F E C 8 4 9 1 1 D , 7 3 9 5

EV 1 7 1 0  D A T A  C 8 4 9 C 1 8 3 F 9 I I 0 8 0 1 8 0 9 1 e 0 6 0 0 0 L 6
4 0 r e r A D E E 6 4 D 2 0 A E 3 7 A 9 0 0 9 0 C C 4 9 B D e 1 4 9 C 9 0 4
F 0 0 3 4 C 5 6 7 1 1 4 C 7 5 2 E 2 8 5 9 2 A 2 0 6 8 7 0 8 6
•
5 7 7 4
1 7 2 0  D A T A  0 2 0 E 9 0 2 D 0 0 E C 2 0 0 8 8 0 F 2 2 0 1 0 6 5 1 5 2
0 0 6 9 9 F 2 D C D 9 E 2 D 1
-
0 0 8 9 D 0 0 4 9 C 8 E 8 4 C
8 C 2 D 6 0 0 0

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

3 4 0 0 2 6 2 F 1 5 2 E 2 4 0 1 0 E 2 C 2 F 2 3 2 0 2 5 2 4 0 1 0 0 8 4 0 0
0 A0 0 0 E 3 0 2 9 2 3 2 1 1 2 / 2 E 2 7 0 0 2 C 2 F 2 3 2 1 1 , 1 6 7 8

YR 1 7 4 0  D A T A  0 E 2 D 2 9 3 3 3 3 2 9 2 r 2 E 0 0 2 4 2 F 2 1 2 5 0 1
0 E 0 0 0 0 1 7 2 5 3 2 3 r 8 5 0 4 0 3 0 3 0 4 0 3 0 6 8 AD D AC 4 9 F 0
O F D E 6 C 4 9 0 0 5 7 2 0 0 8 0 9 0 5 4 9 C / 2 5 0 0 0 0 , 3 7 8 7

OK 1 7 5 0  D A T A  6 0 0 9 F F 9 0 6 C 4 9 0 0 C 1 4 9 F 0 1 7 9 D 8 0 4 0
0 D 8 0 4 D c / 0 4 D 0 0 3 4 C C F 2 C 4 9 0 0 9 0 C 1 4 9 8 D 3 0 4 9 4 8
8 9 4 0 4 9 D D 8 0 4 D D 0 1 0 A9 1 1 0 9 9 4 0 4 9 A9 0 2 , 5 9 5 5

GM 1 7 6 0  D A T A  8 D 9 0 2 D 2 0 3 2 2 8 4 C 7 6 2 D A 6 8 0 B D 8 0 4 D
e 9 0 1 D 0 1 1 0 6 0 0 1 1 D 3 0 4 9 2 9 0 3 C 9 0 3 0 0 0 3 4 C C F 2 C 4 C
5 6 2 8 C 9 0 C D 0 0 6 2 0 7 C 2 E 4 e 4 7 2 0 C 9 0 0 0 0 . 4 7 6 6

wP 1 7 7 0  D A T A  0 6 2 0 8 0 2 E 4 C 4 7 2 A A 9 0 1 8 D 9 D 2 D 4 C 7 6
2 0 4 2 0 7 0 0 0 2 0 2 0 0 8 0 8 2 4 D D 0 3 4 2 0 A E 3 7 A D 0 0 D 2 2 9
I F 7 0 8 C 2 E 9 D 0 3 4 D A 8 B D 0 D 2 E 9 9 7 E 3 9 9 9 , 4 8 7 6

AU 1 7 8 8  D A T A  7 r 3 5 9 9 8 1 3 9 9 9 8 2 3 9 A D O A D 2 2 / 7 E 1 8
6 9 4 0 9 D 8 6 4 D 9 D 8 7 4 D 0 9 3 7 9 D 8 2 4 D 2 8 D 4 7 r 6 8 4 F 0 F
1 / F 9 A D 8 4 4 D F 0 0 5 4 2 0 2 2 0 E 2 2 E A D 8 2 4 D , 5 1 5 6

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

O D 3 6 2 F 6 D 8 C 4 D D E 8 2 4 0 0 0 8 2 4 D D O O E E 0 , 6 0 8 5
ZIJ 1 8 0 0  D A T A  0 8 F 0 0 6 2 0 3 9 2 F 4 C 0 9 2 F 2 0 4 4 7 1 6 0 A C
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8 8 4 D 1 3 9 8 1 3 9 9 / 8 0 3 9 C 8 C C 0 A4 D D 0 F 4 AC 8 C 4 D 0 9 / F
3 9 9 1 8 0 3 9 8 8 C C O A4 D D 0 F 4 D 1 8 6 4 0 D E 8 6 , 5 8 1 7

SD 1 8 1 0  D A T A  4 D U E 8 7 4 D r E 8 7 4 D 6 0 4 6 / 8 0 E 4 0 4 0 4 2
4 9 0 0 9 9 8 0 1 / 8 8 8 0 F 6 6 0 4 0 4 4 4 9 0 0 9 9 8 0 3 9 C 0 C 0 7 E
8 0 1 8 6 0 A 9 0 0 0 D 6 7 4 9 A 6 0 0 0 D 9 8 4 D 0 0 3 E , 6 1 1 0

OM 1 8 2 0  D A T A  6 D C C 4 9 F 0 0 3 4 C 0 6 2 0 0 0 7 8 0 2 2 9 0 1 0 0
0 3 2 0 8 4 7 F A 6 8 0 8 D 7 8 0 2 7 9 0 Z 0 0 0 3 2 0 9 C 2 F A 6 0 8 8 D
7 8 0 2 2 1 0 4 0 0 0 3 2 0 C C 2 F A 6 8 0 8 D 7 8 0 2 2 9 , 4 6 8 7

KW 1 8 3 0  D A T A  0 0 D 0 0 3 2 0 E 3 2 F A D 6 7 4 9 F 0 0 3 2 0 0 0 2 0
6 0 0 9 6 0 8 D 6 8 4 9 9 D AC 4 D B5 C 6 D D 6 F 3 0 F 0 0 8 1 8 6 9 0 4
9 5 C 6 2 0 F 4 2 F 6 0 8 9 6 . 0 8 0 6 8 4 9 9 D AC 4 D 0 5 , 5 6 1 . 2

VA 1 8 4 0  D A T A  C 6 D D 7 3 3 0 F 0 0 8 3 0 E 9 0 4 9 5 C 6 2 0 F A 2 E
6 0 0 9 8 0 8 D 6 8 4 9 9 D AC 4 D B5 C 2 C 9 3 8 F 0 0 8 3 8 E 9 0 4 9 5
C 2 2 0 1 - 4 2 1 6 0 A 9 0 0 8 D 6 8 4 9 9 D A C 4 D 0 5 C 2 , 0 1 2 5

P5  1 8 5 0  D A T A  C 9 C 0 1 0 0 8 1 8 6 9 0 4 9 5 C 2 2 0 F A 2 F 6 0 A 0
6 7 4 9 0 0 6 I
-
8 5 4 D A 6 8
0 B D 1 1 3 0
8 5 C C 8 5 C
E 0 5 C 6 3 8
E 9

0 C 8 5 C 1 5 1 8 6 9 8 0 8 5 C D A0 0 0 9 8 1 1 C 6 9 1 C D , 6 4 1
5RX 1 8 6 0  D A T A  C 8 C 0 0 C 8 0 F 7 A5 C 1 4 1 8 6 9 0 C 8 5 C 8 1 0 6 9
8 0 8 5 C O A 8 6 8 4 9 1 8 7 D 6 0 4 9 A A 0 0 0 0 0 0 0 0 4 0 9 1 C 0 8 D
0 0 4 C 9 1 C D E 8 C 8 C O O C D O E 0 A 9 0 0 9 1 D O 9 1
•
6 2 7 0

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

AM 1 8 8 0  D A T A  8 D 9 0 4 D 1 8 C C 4 9 D 0 3 4 8 0 8 4 0 2 D 0 2 F 0 D
/ 8 0 2 2 9 0 2 0 0 0 3 4 C 0 0 3 1 8 D 7 0 0 2 2 9 0 4 8 0 0 3 4 C 8 8
3 05 0 7 8 0 2 7 9 0 8 0 0 0 3 4 C C 1 3 0 6 0 A C 4 0 C 9 0 0 , 4 6 / 2

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

3 1 A 9 0 D / 0 9 8 4 0 2 0 4 8 3 7 A 9 3 0 8 D 6 8 4 9 D G . 5 3 5 7
cf- 1 9 0 0  D A T A  C 6 2 0 3 5 3 4 4 C 2 0 3 1 4 ' 0 6 / 0 4 0 4 0 2 0 0 8

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

CM 1 9 1 0  D A T A  1 0 0 B A 9 D 4 8 D 6 8 4 9 9 D A 4 4 D 4 C 2 2 3 1 A 9
5 4 8 8 6 8 4 9 / D 0 8 4 D A 9 6 0 9 D 0 C 4 D 4 C 2 A 3 1 A 9 0 1 9 D 9 0
4 0 A9 0 0 1 8 D 6 7 4 9 9 D 6 0 4 9 4 C F A2 F A6 1 1 0 0 0 , 5 3 5 8

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

5 a  1 9 3 0  D A T A  I F C 9 0 1 3 F 0 0 4 2 0 3 2 3 4 6 0 4 9 3 C 0 0 6 8 4 9
D 6 C 6 4 C 2 F 3 1 8 D AO 4 D E 0 1 5 0 E A0 4 D F O 6 E C / 0 5 F 0 0 1
6 0 A 9 2 4 8 D 6 8 4 9 2 0 3 2 3 4 4 C 2 F 3 1 6 8 9 C 4 8 , 5 3 4 6

HL 1 9 4 0  D A T A  F 0 1 5 D F 9 C 4 D f 0 5 4 C 9 0 5 E 0 0 1 6 0 0 9 A 4
8 D 6 8 4 9 2 0 4 3 3 4 4 C 2 F 3 1 B D A 4 4 D I D A 8 4 D F O I 6 A S B O
2 1 0 2 F 0 0 8 8 D 8 E 4 0 0 0 0 8 4 C F 8 3 1 8 D 8 4 0 2 , 5 4 2 8

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

X0  1 9 6 0  D A T A  0 8 0 5 8 2 8 5 C 2 4 5 8 2 9 5 C 2 8 5 C 6 0 1 0 2 2 9
F E 9 5 C 6 8 O 0 C 4 0 8 D 6 8 4 9 A9 0 F 9 D 8 5 3 3 A1 0 0 9 D 9 0 4 D
4 C 2 F 3 1 4 6 8 0 8 8 8 8 4 D F 0 6 5 0 0 9 0 4 0 0 0 6 0 , 6 2 1 1

M1 1 9 7 0  D A T A  O D A E 4 D I D 0 2 4 D D 0 5 8 A D 8 A D 2 2 9 0 3 F 0
5 1 A9 0 0 8 D 6 7 4 9 8 5 C 0 1 8 6 9 0 4 3 8 F 5 C 2 0 0 0 6 2 0 C C 2 F
4 C 0 0 3 7 A 6 0 0 8 5 C 2 1 8 6 9 0 4 3 8 F 5 C 0 0 0 0 3 , 5 4 7 4

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

OF 1 9 9 0  D A T A  6 0 1 5 5 C O 3 8 6 9 0 4 D 5 C 2 D 0 0 3 4 C E 4 3 8 8 5
C 0 1 8 6 9 1 0 0 5 C 2 0 0 0 3 4 C 8 A3 0 8 5 C 8 1 8 6 9 0 4 0 5 C 2 0 0
0 E 4 C F 7 3 8 8 D 9 2 4 D 1 D 9 6 4 D E 0 D 3 8 5 C 4 1 8 , 6 4 1 2

JX 2 0 0 0  D A T A  6 9 0 2 D 5 C 6 D O C A B S C O L 8 6 9 1 0 F 5 C 2 3 0
C 1 C 9 1 8 1 0 8 D 4 C O A3 I A6 8 0 8 5 1 3 8 F 0 3 D A9 0 0 9 5 BBO D
BO 4 D I D 0 4 4 D 1 0 8 2 4 D I D 0 6 4 D D 0 2 1 3 1 3 0 A2 , 6 1 0 1

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

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

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

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

KC 2 0 5 0  D A T A  4 D 9 D A 4 4 D 9 D A 8 4 D 6 0 0 E 0 F 0 F 0 E A 2 0 0
8 6 1 3 0 0 9 0 3 8 D 2 5 3 4 2 0 8 A3 3 E 6 8 0 4 9 0 C 8 D 2 5 3 4 2 0 8 A
3 3 A9 0 0 8 5 1 3 D 8 5 1 3 E 0 5 8 1 8 5 C F 6 O A5 0 F 2 0 , 5 3 0 1

PH 2 0 6 8  D A T A  2 5 3 4 F 0 0 0 2 0 2 6 3 4 0 0 0 6 2 0 6 6 3 4 2 0 3 2
3 3 A5 C E 2 D 7 5 3 4 E 0 0 1 3 2 0 2 6 3 4 8 0 0 6 2 0 6 8 3 4 2 0 5 8 3 3
E 6 8 0 4 5 0 8 2 0 2 5 3 4 F 8 0 0 2 0 2 6 3 4 0 0 0 6 2 0 , 3 1 6 2

F T  2 0 7 0  D A T A  6 8 3 4 2 0 3 7 3 3 A 5 8 E 2 D 2 5 3 4 F 0 0 8 2 0 2 6
341)0 0 6 2 0 6 8 3 4 2 0 5 8 3 3 6 0 0 3 4 6 0 0 1 3 0 8 0 4 D 1 8 0 4 4 0

DOUBLE AGENTS
6 8 2 0 3 5 3 4 2 0 3 5 3 4 A 6 0 0 1 3 5 C 2 C 9 C 0 V 0 0 2 ,
4
6
1 6

JG 2 0 8 0  D A T A  f 6 C 2 6 0 2 0 4 6 3 4 2 0 4 6 3 4 A 6 1 9 0 6 5 C 2 C 9
3 8 F 0 0 2 D 6 C 2 6 0 4 6 8 0 A D O A D 2 2 9 8 7 4 0 8 9 6
0 3 4 9 0 0 63 3 6 0 0 A 1 4 1 E 2 8 3 2 3 C 5 0 6 E A 9 / 8 9 D 6 5 3 3 , 5
4 1
1

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

5 2 0 3 9 3 5 2 0 1 2 2 4 2 0 4 / 2 8 2 0 9 E 2 C 2 0 8 7 2 C A 2
0 0 8 6 1 3 02 0 6 5 2 8 2 0 0 7 2 C F 6 8 0 A 6 B 0 E 0 0 2 D 0 1
-
0 4 9 , 4 6 6 3

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

6 8
0 E C O C
4 0

D O E 3 t 0 0 1 D 0 1 2 2 0 3 A 3 1 2 0 C 7 3 6 2 0 3 E 3 6 , 4 7
4 6AK 2 1 2 0  D A T A  2 0 F D 3 5 2 0 F 8 2 0 2 0 0 3 3 2 2 0 C O 2 E 2 0 C 0
2 E 2 0 C 0 7 F 2 0 C O 2 E 4 2 8 2 8 6 1 3 0 2 0 2 1 3 2 2 0 3 A 3 1 E
6 8 0A 6 0 0 1 0 0 4 0 0 1 0 2 0 8 / 3 3 A D 1 C O 2 0 0 F 6 A 5 , 5 2
0 3AR 2 1 3 0  D A T A  C A F 0 8 3 4 C C C 3 4 2 0 5 8 7 5 4 C A 5 3 4 A 0 1

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

0
C

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

6 0 3 0 7 2 6 5 7 3 7 3 0 0 6 1 7 0 7 0 7 2 6 E 7 0 7 2 6
9
,
5 7 0 5

WY 2 1 5 0  D A T A  6 1 7 4 6 5 0 0 7 4 7 2 6 9 6 7 6 7 6 5 7 2 0 0 7 4
6
F

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

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

4 D 0 0 8 2 4 0 2 0 8 0 2 7 2 0 6 5 2 0 E 6 8 8 7 0 6 5 2 8 6 0 4 9 0
0
A
1

8 0 9 5 0 0 E 8 E 0 D 0 D 0 f 9 0 5 C 8 A 8 A 2 3 8 0 6 C C ,
5 9 5 7LIU 2 1 7 0  D A T A  A 0 8 0 9 1 C 8 C 8 0 0 F B E 6 C C A 6 C C E 0 5 0 D 8
F 3 6 0 A 6 8 0 8 8 9 0 4 D D 0 3 9 A D O A 0 2 2 9 8 3 F 0 3 2 4 9 0 . 3
8 06 7 4 9 A D D E 4 D 3 8 E 5 C 3 F 0 0 0 0 0 0 6 2 A C C 2 F , 6 8
4 8MU 2 1 8 0  D A T A  4 C 2 3 3 6 2 0 E 3 2 E A 6 8 0 A D 0 F 4 0 3 8 E 5 C 7
F 0 0 8 9 0 0 6 2 0 9 C 2 F 4 C 3 8 3 6 2 0 8 4 2 E A 6 8 0
4
C
9 3 2
F
6 0

A6 B0 B5 C 2 C D 0 F 4 0 0 0 4 D B5 C 6 C D D E 4 0 0 0 , 6 1 5 1
1 1  2 1 9 0  D A T A  4 6 , AD I D 4 9 C 9 3 8 F O 3 I T C 3 2 8 D O O AAD O A
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PublicDomain

THE CHEAPEST (and be
WORD PROCESSOR

Looking for quality word
processing? Something to
safeguard your valuable
data? Or maybe you must
want to unwind with a
decent crossword puzzle
or two? Look no further
than Edmund Blake's
column...

here are probably more computers processing
more words than any other application in the
known Universe, and the computer  as a writing
tool is, it's safe to say. silicon's most popular
application. The Atari Classics are no exception of

course. There have been any number  of excellent word proces-
sors available almost since the machine's launch,  the best
known being good old AtariWriter, and the somewhat impossi-
ble-to-find Paperclip.
Both programs are excellent but required almost £40 (for the

former) and months of diligent searching (for the latter) to get
them to the safety of your disk drive. For  those wi thout the
cash or  necessary powers of detection, there was always
SpeedScript from Compute! Publications, but a week of solid
typing to enter the listing was not everyone's cup of tea.
Well. now there's no need to break the bank or your back in

fruitless searching. 'rextpro is a public domain word processor
positively br imming over with features - the kind of features
you'd have paid a premium for just a few short years ago.

First thing you'll notice about Textpro is its deliciously clean
and clear screen. Whereas other commercial offerings clutter
up their editing screens with a lot of extra information which
isn't really necessary. Textpro's is headed by a simple status
and prompt bar,  and that's it! Every other available line is
given over to your  typing. There's no need to scroll to and fro
dementedly through your  text when reviewing it because Tex-
tpro crams as much as possible on to each page.
Second thing you'll notice about Textpro is that by brushing a

linger tip over the Help console key, the program's comprehen-
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sive on-l ine files, fronted by a simple to use menu appear
instantly,  ready to get you out of trouble.
Each help subject is listed on the Help menu and can be

selected by pressing the associated Option and numeric key
displayed alongside it. Wi th Textpro, you'l l  never find yourself
stuck halfway through a long letter or what have you, unable
to proceed because you've forgotten sonic command or other
and terrified of losing all the text you've typed so far.
6502 throughout.  the program is as fast as anything else

you've seen, and performs almost all its many functions in the
blink of an eye. It never drops a character while you're typing
either, and that's important for the 'hunt and peck' typists
among you who find it difficult to look at the screen and the
keyboard at the same t ime

S a v e  I F  l e > D I  RE
A s  y o u  c a n  s e e
i s  a l o d i o s t  C
O M PT e x t .  T h e r e ' s
c l u t t e r  a s s o c i
p r o c e s s o r s . " '

T h e  p r o g r a m  p r
i t  r e q u i r e s  i n
t o p  o f  t h e  s c r

V I E W  T X 1 1 1
• t h e  T e x i p r o  m a i n  s c r e e n
l e t e l y  g i v e n  o v e r  t o  y o u r
n o n e  o f  t h e  s c r e e n
a t e d  w i t h  s o m e  o t h e r  w o r d

o m p t s  f o r  a n y  i n f o r m a t i o n
t h e  s t a t u s  b a r  a t  t h e

e e n . . . .

"The program gives over almost all o f its editing
window to your text. Tab combs and the like have
been kept well away..."

Main features include super-fast search and replace. compre-
hensive block manipulation including a semi-permanent paste
buffer from which you can retrieve previously cut text or make
multiple pastes. excellent control over text formatting on every-
thing from character to paragraph to entire document level.
excellent printer support. DOS operations from within the
editor and footers (via a pre-defined macro).
Specialist features include an all-important word count, mac-

ros to automate several otherwise separate keyboard com-
mands, pr inter  definition and set up from the keyboard. screen
and text colour and intensity customising. bui l t-in communi -
cations capabilities and full support for SpartaDOS. in addi-
tion. any program customising you've done can be saved as a
parameter file and loaded automatical ly when you boot the
program - you can set the program up to the exact way you
want it.
It would be very easy to give over an entire issue's column to



rev iewing Textpro and there would s t ill be features left unre-
viewed, so suffice it  to say t hat  you' ll never spend a bet ter
£2.50 on serious software.
Not to be missed.

BETTER SAFE THAN...
Cop3rmate is a fl oppy disk  sector copier designed to speed up

the unloved process of  data back up,  program and fi le copying.
As any disk  user wil l  tell you, t he humble fl oppy is not  exact ly

secure f rom mishaps .  Those who upgraded f rom unreliable
cassette to super-reliable disk-based systems soon realised
that  t heir new storage medium had problems  all its own -
disks can and do lose data,  become corrupt .  get  acc identally
overwrit ten,  soaked in spilled coffee or jus t  plain disappear
(especially wit h an errant  fi ve-year-old around. . . ).  What 's
needed is  a regular session of  back ing-up.
Trouble is - and you' ll k now if  you've done it  - back ing up

fl oppy disks is jus t  so boring.  It 's bad enough wit h two drives
but  if  you l imit ed to one, t hen the constant  s wapping of  source
and des t inat ion disks  is a real pain - enough to put  you of f
perf orming a back -up altogether.  And there lies the route to
data dis integrat ion.
Boot Copymate however,  and at least some of  your problems

are over. The program is operated f rom a menu f ront  end
enabling you t o select source and des t inat ion drives, get a
direc tory  lis t ing of  a disk  in any  at tached fl oppy drive, and
select f rom a number  of unus ual features.
The program can format  des t inat ion fl oppies as it  copies. and

you can switch writ e verify off  to speed the process even
further.  In addit ion.  Copymate supports  Ult raspeed sector
skewing for the ult imat e and fast access.
But  its while carry ing out  its intended purpose that  you begin

to see jus t  how good the program is. On a 130XE.  Copymate
makes a perfect copy of  any disk  in jus t  one pass. No big deal,
right? But  800XL/ 65XE owners  prev ious ly  t ied to what
seemed like dozens of disk swaps to t rans fer just  over 100K of
data, can now do the job in jus t  two passes. Not  only  that,  but
once the source fl oppy has been read,  you can mak e as man
copies as you like f rom the now RAM-based data.
'Course,  Copytnate won't  work  wit h copy-protected programs

- the Classic 's lack of  drive rout ines  (they're in the fi rmware
Inside the drive itself) makes  sure of  that, but  you can, at
least, mak e swif t  and sure back -ups  of word processed and
database files, ar t work  collect ions and so on wit hout  the
t edium of  old.
Unexc it ing perhaps,  but  it 's sof tware such as Copymate

whic h makes c omput ing so muc h more fun,  because you don' t
have to worry  about  the dul l  stuff.

X-WORD
If you're the k ind of guy who likes to spread the Times  out  on

y our patent -leather briefcase on the 8.47 to Victoria,  and
impress  fellow c ommut ers  wit h your dazz ling sk ills  at the
crossword.  then X-Word Is jus t  for you. The program does
not hing more t han prov ide an on-screen representat ion of  a
s tandard c rossword puzzle grid ( IS by 15 squares'.  and over

AND FINALLY.. .

XL IX E

26 puzzle vers ions wit h whic h to fi ll It.
X-Word is shipped as a s t andard binary  load fi le. That  is. you

boot the program f rom DOS us ing the L Binary  Load opt ion.
You're prompted for a puzzle to solve (in the range A to ZI. the
screen clears, and a crossword grid is drawn on screen wit h a
text window beneath it. The text window is used to display
clues and the other prompts  whic h make up the program.
Immediately  af ter boot ing,  the program prompt s  you for the

answer to fi rs t  clue. Each t ime it  poses a quest ion,  the locat ion
For the answer is displayed in the crossword grid as a series of
black  squares. I f  you k now the answer,  s imply  type it  in!  The
program automat ically  inserts  it in the correct  place. t hen
pushes on to the next clue.
Stuck? It's not  hard to see why!  Some of  the puzzles really  are

quite diffi cult  and require the efforts of  seasoned puzzle solvers
in order to beat  them.  Fortunately ,  f or those more at home
wit h the Sun's  'coffee-t ime' or s imilar,  there's  a help feature
and a cheat  opt ion.
While not  exact ly giv ing away the answers,  Help does at least,

prov ide you wit h a lis t  of func t ion keys accessed by holding the
Cont rol and one other key. f rom whic h you can choose a
suitable cheat mode.
And the lat ter? Well,  you can elect to see the fi rst  let ter of the

answer,  the whole answer,  even the solut ion to the ent ire
crossword!
You can also have the program show you any  errors  in the

crossword,  back  up step by step if  you t h ink  you k now where
you've made a mis take,  and switch between across and down
clues.
All in all,  a c rack ing program.  and one whic h wi l l  keep

enthus ias ts  amused for days. I t 's fast, not  too easy and is
accompanied by a large range of  interest ing clues. These take
the form of  American-s ty le word/ s y nony m rat her than the
more fi endish crypt ic  so beloved of  dedicated UK puzzlers, but
X-Word is  st ill a f un way  to hone your sk ills

Why  not  writ e to me and tell me what  area of  comput ing
you're interested in and what  you'd like to read about .  Feed-
back  is a great help,  because it  enables me to determine jus t
what  ought  to be featured in the c olumn a n d  what  should
be left  alone! Write,  care of  your favourite magazine.  OK?

H O W  TO  G E T  T H E M!
All of the programs featured in the column are available from

the Page 6 8-bit PD library. Each has a unique reference code as
a well as a distinct name, but i ts  the reference code you should
use when order ing or  making enquiries. Contact Page 611 you
don't have a copy of the PO catalogue or  Accessory Shop
leaflets, or  to check system requirements for  the programs. The
disks referred to in this column are:

DS08 - TEXTPRO
Disk *76 - COPYIWATE 4.3
Disk 0101 - X-WORD

Prices are E2.50 per disk. Order  from Page 6, PO Box 54,
Stafford ST16 lOR. Telephone 0785 213928. FAX 0785 54355

(Credit card orders accepted)
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FIRST STEPS IN f
TUTORIAL

ASSEMBLY par,
Daniel Lea starts a short
series to show that machine

code programming is not as
hard as you might think
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is okay for a whi le but  soon. especially  if  you are a games
programmer,  you long for more power and speed whic h

not prov ided by  the s low Atari Basic. Also many  of the more
advanced features of  the Atari 8-bit  are not  accessible in Basic
(e.g. Vert ical Blank  Interrupts .  Display  Lis t  Interrupts .  hard-
ware scrolling,  Player Miss ile Graphics  ... (and so the list  goes
on). The t hing to do is program in mac hine code. but  of  course
it isn' t  that  s imple.
Machine code is the lowest level of  programming.  This  means

that  it  is  orientated ent irely  towards  the machine and its
microprocessor (hence its  great speed). BASIC on the other
hand is an example of  a high level language.  easy to under-
stand and leam (and debug!),  but  It needs to be interpreted,
changed int o machine code line by line when executed, hence
i l l s  muc h s lower.  Of  course there is middle ground here in the
form of  other languages and of  course BASIC programs  may  be
compiled into mac hine code, however they are of ten s t ill muc h
slower t han pure machine language and the problem of  lit t le
access to advanced features isn't  solved.
You wi l l  be surprised to hear (or perhaps  not!) that  you don' t

need any ext ra sof tware to program in MACHI NE code. "hang
on there a minut e matey".  you're think ing,  "but  I've been told
you need an assembler to program in mac hine code" - Rub-
bish! A major mis unders t anding Is the dif ference between
ASSEMBLER and MACHI NE CODE - there is a dif ference you
know (witness I he fact that  they are dilTerent words!).
As I said before machine code is the language of  the mic rop-

rocessor, it  consists of  binary  code (i.e. a series of ones and
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zeroes), not  part icularly  unders tandable - to the ordinary  mor-
tal anyway!  Assembly  language.  on the other hand.  is the
means  for ordinary  humans  to program machine code wit hout
the headaches, well some of  them anyway! !  I t  consists of three
let ter mnemonic s  s tanding for indiv idual mac hine code in-
s t ruct ions.  Each 6502 (that 's  the mic roprocessor liv ing ins ide
y our t rus ty  8-bit .  in case you didn' t  know) ins t ruc t ion has a
mnemonic  s tanding for it ' e. g.  W A  stands for LoaD Accumu-
lator.  You do. in cont rast  to pure mac hine code, need special
sof tware to program in Assembler,  for example the Assembler
Edit or cart ridge is a inexpensive,  reliable,  but  s low piece of
sof tware whic h I use myself .
The 6502 processor is an 8-bit  mic roprocessor meaning it can

handle eight  bits  at a t ime or a s ingle byte. So it  can handle a
value f rom 0 to 255 (or $O to SFF - see note on hexadecimal).
The 6502 processor has a 16 bit  address bus  - this  means  it
can handle two byte memory  addresses. That  is an address
value f rom 0 to 65535 ($O to V P
-
F T )  o r  6 4  
K i l o b y t e s .  
h e n c e

64K is the max imum amount  of  RAM (Random Access Mem-
ory) accessible AT ONE TI ME (bank  swit ching can give more
RAM in a 130XE.  however it cannot  be all used at once).

THE REGISTERS
The processor has six registers (i.e. boxes to put  numbers  it

twants to play  with):

The a c c umula tor  (symbol A) i s  the main general pur-
pose regis ter in the 6502
Two index registers (symbols X a nd 11
- a r e  o t h e rgeneral purpose registers
(A,X and Y all 8-bit  registers i.e. can handle values f rom 0-255)
T h e  p r o g r a m  c o u n t e r  - so the 6502 k nows  where i l l s  in a
machine code program (a 16 bit  regis terl
T h e  s t a c k  poi nt e r  - t a l k  about that in later article
The  processor s ta tus  regis ter - this register is very
Important  as you' ll discover i i i later art ic les

If you've read and unders tood every thing so far then you are
probably  ready to be int roduc ed to your first assembly  lan-
guage ins t ruc t ions .



LDA and STA

L D A  - Load Accumulator - Puts  a specified fi gure into the
accumulator.  There are two basic forms wit h this  ins t ruc t ion:

The fi rst  is k nown as I nuredlate Address ing which is where the
fi gure af ter the LDA,  indicated by # (hash),  is  put  into the
accumulator.  The fi gure used mus t  be in the range 0 to 255
( $ 0 0 - $ 1
-
7 ) . f ormat :  LDA #number

A dollar sign ($) indicates  a hexadec imal number,  no other
prefix indicates  a dec imal number_

E k
-
a
m
p l
e s  
:  
L
D
A  
#
2
5
5

LI )A #$FF
load the fi gure of  255 into the accumulator.

The second f orm is k nown as Direct  Address ing where the
number  after the LDA indicates an address f rom where the
number  to store in the ac c umulat or is retrieved.

Examples:  L DA  1536
LDA $0600

if  the address  1536 ($0600) has  21 s tored in it  t hat
fi gure wil l  be loaded into the accumulator.

S T A  S To r e  Accumulator - Stores the fi gure in the ac c umula-
tor at_a specified locat ion.

Examples:  s TA  710
STA $O2C6

Wit h this  basic knowledge we can now create the equivalent
of  the BASIC,  "POKE 710.0" (or indeed "SETCOLOR 2,0,0") as
follows

LDA #0
STA 710

To use this  lit t le program on the Assembler Edit or cart ridge
type the following in EDI T mode.

10 • . $ 0 6 0 0
20 L D A  #0
30 S TA  710
40 B R K

Notice the two spaces before each ins t ruc t ion.

Type LIST to see the program has gone In okay. Now type
ASM - the program is now assembling Into machine code in
memory ,  there should(I ) be no errors  detected. Now type BUG.
You are now In Debug (yule dirt y  word m o d e .  G600 starts
the program (600 is the start  address in hexadec imal).  The
program wil l  run.  You wi l l  see the screen t urn black  because
the background colour has been set to O. We're well on the way
now!!

HOW I T WORKS

I 'll just  explain lines 10 and.40.
Line 10 is the start  address of  the program,  all programs  mus t
have a start  address otherwise an error wil l result  because the
assembler won't  k now where to put  the code. $0600 (1536) or
page 6 (not  a coinc idence that  i t  a highly  useful area of RAM.
and a great mag as well!!). Where was I a h  yes, page 6 is a
safe place to put  s mall f ragments  of code (you'll fi nd the
subject  of  where to put  mac hine code programs  in memory
quite well discussed in the Assembler Edit or manual).

HEXADECIMAL
Hexadecimal is  a  number system used quit e commonly  in

computing in general and especially in assembler. I t  works on
a bas e 16  princ iple unlike dec imal whic h i s  bas e 10.  Th e
reason it  is popular is that  it  fits in well with binary, in that a
hexadecimal digit  represents four binary digits. I t  uses letters
to represent the extra s ix digits it  has.

Decimal 0  1 2  3  4 5  6  7 8  9 10 11 1 2  13 14 15
I S S  =  =  =  2 1  =  2 e  5  •  •

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

To convert decimal to Hexadecimal (or vice versa) the easiest
option is  a  scientific calculator with these functions available.
Other options are programs which other people have written to
convert numbers. these however aren't quite as versatile as the
calculator. The last opt ion is to use maths or tables - A  table
oh ASCII character codes usually will have decimal and hexade-
cimal values f rom 0 to 255 (or $O to SFFI)

Line 40 BRK. BRK is another assembly language ins t ruc t ion
meaning BReaK it  s imply  int errupt s  the Debugger,  as would
the ac tual break  key, and stops the program.

BE AMAZED!
I ' ll leave these c ommands  wit h a lit t le program whic h wil l

amaze you as to what  can be done wit h I DA  and STA (and
J MP - an explanat ion follows but  you' ll probably  guess what  it
does anyway!).  Type in the following lis t ing exactly as shown.
or it  may  not  work .

10 * - -$0600
20 S LDA 54283
30 S TA  54282
40 S T A  53272
50 ._IMP S

A NEW I NS TRUCTI ON

That  s imple program is pret ty  amaz ing isn't  it? Bet you
t hought  that  such effects were really  diffi cult  to code, now you
are beginning to see that  mac hine code programming is not  so
had af ter all!
Let's explain that  %IMP c ommand A s  you have probably

guessed JMP stands for JuMP.  I t  is, as you wi l l  have already
fi gured out ,  t he equivalent  of  the BASIC GOTO statement  i.e. it
s imply  Jumps to another program line.  I t  can be in either of the
following forms:

J MP $5000
or
J MP S (where S is a label)

The only  dif ference is that  S represents a label in the program
whereas  the prev ious  example uses a pure hexadec imal
address. A label can be any  number  of alphanumeric  charac-
ters beginning wit h a let ter e.g. HELLO,  LOOP2. NUMBER2.
ANTI DI SESTABLI SHMENTARI ANI SM (silly  one that ,  but  labels
can be any length),  X4A2 . . „( I  could go on forever b u t  what
is the point  of  an art ic le full of  labels!!)
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Anyway  back to the point  t o  put  labels in your program you
s imply  precede the ins t ruc t ion wit h a label,  leave a s ingle
space (more if  you wish) and then have the ins t ruc t ion,  as
below.

LABEL 11 or  more spaces! I NSTRUCTI ON

To type in assembly  language programs  you mus t  remember
this also ( r e a d  this it is  important).  Wit h a normal ins t ruc t ion
(i.e. one not preceded by a label) you MUST leave 2 or more
spaces. otherwise the assembler will t hink  your ins t ruc t ion is
a label and probably  produce an error (your program won' t
work  anyway).  Wit h labels  you MUST leave only  a s ingle space
otherwise the assembler will t h ink  your label is an ins t ruc t ion
and s ince there is no such ins t ruc t ion as LAB3X I A (or whatev-
er) an error wil l  be produced.  Got  all that? G o o d !  So the
general formats  are:

1. Line number  s p a c e  only( LABEL I I + spaces] IN-
STRUCTI ON

2. Line number  (2+ spaces' I NSTRUCTI ON

So if  we refer to the earlier program you can see that  J MP S
loops the program back to the place where the label S is (by
the way, us ing a non-ex is tent  label wi l l  cause an error too). so
a cont inuous  loop is formed,  Not  all t hat  complicated af ter all
Is It?

MAKING USE OF LABELS
You can also use labels wit h the LDA and STA Inst ruct ions,

and many  others you are yet to be int roduced to. To make this
fact useful you eit her defi ne the labels at the beginning of your
source code or you use the . B Y T E  or . W O R D  assembler
direct ives (these are explained in the Assembler Editor manu-
al). We can use the abilit y  to defi ne labels (e.g. 10 I I  space)
LABELm (number)) to make our program look a bit  better.  I t 's
good prac t ice to use labels.

10 COLPF2=53272
20 WSYNC=54282
30 VCOUNT=54283
40 s =S0600
50 START I DA VCOUNT
60 S TA  WSYNC
70 S T A  COLPF2
80 J M P  START

That  makes  it  a lot more readable doesn't  it .  Well perhaps  not
what  are COLPF2.  WSYNC.  and VCOUNT? Well a copy of

Mapping the Atari by Compute!  is the solut ion my  f riend!  Jus t
for you t hough g i v e  you short  (very short ) explanat ions.

COLPF2 = Hardware regis ter whose shadow is COLADR.2.
This  cont rols  the colour of  the normal ly  blue part  of
the screen.

WSYNC = SToring the Ac c umulat or here causes the proces-
sor to halt  unt i l  the electron beam In the TV screen
has reached the end of  the line.

VCOUNT = A store of  how many  lines down the screen the
electron beam is.

Us ing these locat ions you can achieve the amaz ing effect seen
here (perhaps I 'll expand the program a lit t le f urt her later on.
there are other possible improvements).
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INDEX REGISTERS
The 6502 has, as well as the accumulator,  t wo more registers.

These are X and Y and they work  in the same way  as the
Ac c umulat or but  have other uses too, You can load and store
t hem like the accumulator,  so we have four new ins t ruc t ions .

L D X  - LoaD X
L D Y  - LoaD Y
S T X  - STore X
S T Y  S To r e  Y

You can also copy the values between the registers us ing the
Trans fer ins t ruc t ions .

T A X  - Trans fer Ac c umulat or to X
T A Y  - Trans fer Ac c umulat or to Y
T X A  - Trans fer X to Ac c umulat or
T Y A  Tr a n s f e r  Y to Ac c umulat or

What  the t rans fer ins t ruc t ion ac tually  does is to copy the fi rst
t hing into the second thing:
So i f  X=10 and A=4 then -
D c A  w i l l  
m a k e  
A = 1 0  
b u t  
X  
w i l l

remain as 10.

TRANS FE R BETWEEN X  and Y

You can also t rans fer Y to X or X to Y. but  there are no
specific ins t ruc t ions  to do this.  You need to use a pair of
ins t ruc t ions  to t rans fer X to Y:

TXA :Trans fer X to A
TAY ;Trans fer A to Y

to t rans fer Y to X:
TVA ;Trans fer Y to A
TAX :Trans fer A to X

ADDRESSING MODES
So far we have met  two of the address ing modes:

1. I mmediat e address ing e.g. LDA itSFF
2. Direc t  (or Absolute) address ing e.g. STA S1)201

but  there are several others

Zero page direct addressing
The same as normal  direc t  address ing except that  t his  is only

used on page zero i.e. locat ions  0 to 255 (SOO to V P )

e.g. LDA SFT

Indexed addressing modes
Now we come onto the indexed address ing modes, t his  is

where the X and Y index  registers come in really  handy:
The fi rst two are Indexed direc t  address ing and zero page

Indexed direct  address ing.  They  are exactly the same except
that  zero page indexed direct  uses only  the zero page.

The format  is
(OPERATION] IADDRESS). (comma)lX or Y index)

e.g. LDA 708.X

If X=2 in the above example then the contents  of 710 are
loaded int o the ac c umulat or i.e. 708+X.  X=2.  so 708+2 whic h



equals  710 (no problem! )
Note that  these Indexed address ing modes also work  wit h

LDX and I.DY however you cannot  use X wit h LDX or Y wit h
LDY.

bit number: 7  6 5 4 3 2 1 0
decimal number: 1 2 8  6 4 32 16 8 4 2 1

Example
00011010 is the same as
128*0 t 640 + 32*0 + 161
which equals 26

+ 8* + 40 + 21 + 1•0

Indirect addressing
Formal:

J MP ([address])
e.g. J MP (1536)

This  address ing mode only  works  wit h JMP. What  happens  is
that  the program Jumps to an address STORED at 1536 and
1537. it  mus t  be two bytes because an address consists of  two
bytes.

STORI NG TWO BYTE ADDRESSES

To be able to use this  address ing mode you need to k now a
lit t le about  how two byte addresses are stored in memory .  I f  we
take the address $I COA (It's eas ier to unders tand in hexade-
c imal! )

The fi rst  memory  locat ion contains  the LOW BYTE - 80A
The second memory  locat ion contains  the I-UGH BYTE - S I C

You can see that, the numbers  are stored the opposite way
round to that  whic h you would expect.

M ORE  ZE RO PAGE ADDRESSI NG

The next  two address ing modes ONLY work wit h zero page
addresses (800-81
-
T.  y o u  
r e m e m b
e r ! )  
T h e
s e  
a d d r
e s s i
n g  
m o
d e
s

are ext remely  useful,  but  there is a defi nite shortage of  zero
page locat ions  whic h can be used, especially  wit h BASIC and
Assembler.  Your best bet is  to st ick wit h addresses 203-207
(SCB-SCF). 208-209 (SDO-SID I) are unused by BASIC alt hough
they may  not  agree wit h the Assembler debugger.

We-indexed indirect addressing
Similar to indirec t  address ing except an index  is used and

can be used wit h other c ommands  besides „IMP. Note only  the
X index  is used.

Format :
(OPERATION) ((zero page addressi.X1

e.g. LDA (806.X)

LoaD Acctenulator at address  stored low byte at $06+X
and high by te at $07+X.  Note there is a wrap  around i f  the
address+X Ls greater than SFE

Post-indexed indirect addressing
This  mode always uses Y as the index.

Fonnat :
(OPERATION( ((Zero page addressILY

e.g. STA (80A),Y

STore Accumulator at an address  stored low byte at SOA high
byte at SOB, and then add Y onto the address (there you see
the subt le dif ference between post and pre-indexed indirect
addressing).

There is one more address ing mode to int roduce but  s ince we
haven't  met  the c ommands  It is  used wit h there's  no point
telling you about  it  y e t !

BINARY
Whilst on the subject of number bases it is as good a time as

any to discuss the all important binary number system, the
basis of the digital computer. It is represented by ones and
zeros, or inside the computer this can be an electronic switch
on or oft A Binary digiT or BIT is a single 1 or 0 or a single
switch. A series of eight bits is a BYTE which can represent a
decimal number from 0 to 255 as follows;

Bit 7 is called the MSB or Most Significant Bit and bit 0 is the
LSB or Least Significant Bit for obvious reasons. A byte can be
divided into two halves, known as NIBBLES, I can't think why
they are called nibbles, I suppose it must be a kind of high tech
joke (geddit.. byte, nibble!) Each nibble consists of tour bits
therefore allowing numbers from 0 to 15 to be represented or
the full range of a single hexadecimal digit $O to $F (see table
below)

Range for a nibble
Binary H e x a d e c i m a l  Decimal

0000
0001
0010
0011
0100
0101
0110
0111
1000
1001
1010
1011
1100
1101
1110
1111

1
2
3
4
5
6
7
8
9

0
1
2
3
4
5
6
7
8
9

A 1 0
11
12
13
14

F 1 5

TWO NEW INSTRUCTIONS
To conc lude this  fi rst  part  of  the series I wil l  int roduce two

more ins t ruc t ions ,  J SR and RTS.

J S R  - ,Jump to SubRout ine - equivalent  to the BASIC GOSUB
only  used in direct  address ing.

e.g. JSR 55396
orJSR SUBROUTINE

R T S  Re TUr n f r o m Subrout ine n o  address required wit h this
c ommand.  Like the basic ret urn s tatement .

Well I hope you took that all in ••• Next issue h a v e  some
more programs to hipe tn. so Assemblers at the ready!  Bye!!!
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KICK
OFF

FREE CASSETTES!
If your hint, tip or  map is used by
The Tipster you can claim a  FREE
CASSETTE (fr om  those  currently
avai lable f r om  T h e  Accessor y
Shop) but you won't get one if y Ott
don't send something to The Tips-
ter -  get tipping now!

HOW TO CLAIM
It you see your name in this column
just dr op us  a  l ine a nd s a y  'My
name I s    a n d  I  claim m y  tree
Tipster cassette' and simply tell us
which casseite you would like (give
an alternative just in case). We will
whip i t off to you poste haste (or
straight away). If you prefer you can
always give us a ring Instead on the
usual number
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mas Revenge this time. they were left out last Issue
because of a teensy tveensy communication problem

between the Ed and 1 (he couldn't  read my  scrawl! ) so hopefully
they wil l  be presented in all their incredible glory. (Hopefully!).
Me and my big mouth! I askfor help and solutions for Level 9

adventures and get buried upto my eyebalLs in help sheets and
solutions. More on these at the end (remember to read the bit  in
between!).
Also this issue we have received the solution to Scapegoat.

Ingrid's Back (and her front!). Starcmss hints to get you started
as asked for in the last issue. a massive almanac on the ins
and out for Hardball and the gaff is blown on Infiltrator. There
Is also the map of Mission Shark for all of you out there that are
lost and befuddled. But will we get it all in? I doubt it. so if
before you get all excited over a game you have been t ry ing to
ttPia/br the past _live years. you had better whip through the
next few pages to see if  it is all there! I f  it ain't you can be
pretty sure that it will be in the next issue.

Burying them in the back of the net is now as easy
for you as it is for Gary l i n k e r  thanks to John
Dady of Hornchurch who has sent me a plethora of
informat ion for Kick Off.
He finds that the best way of attacking the goal is

by dribbling the ball down the side of the pitch. I f
one of the opposit ion come to tackle you kick the

ball turther up the side and another player wil l  receive it. Dribble
further along the side, When you become parallel wit h the penalty
area two opposit ion players wil l come out to meet you. You can
dodge these by dribbling outwards towards the edge and back in
again. When you come into the area. Now you have a very close
range shot wit h only the goalie to beat.
When you are in the league compet it ion the best teams

to be are either Germany or Brazil as they have
got the best players.

NOW
LOOK
HERE

From Geoffrey Tanton of Belvedere comes a solution to Scapegoat,
by Level 9, If any one knows what the last piece of evidence is then
please send me the info as soon as  possible. As  usual it 's all writ
backwards.

Part 1.
N, TE G  NWODELTSI HT,  S .  W.  TE G  KOOBHCI AM,  E ,  TE G
ELBBEP, OG CT GIWT.  TI AW ROF ROSIVREPUS,  TIAW,  TEG
DRAC, TEG GIWT, TEG DRAG OG CT NRU,  HSUP NRU,  (TIAW
LITNU TI  SI THGIN NEHT WOLLOF E0J  DNUORA EHT YRETE-
MEC GNIKSA DIVAD OT WOLLOF UOY NEHW UOY SSAP MIH),
OG CT GOD,  EKORTS GOD, N,  EKORTS GOD, EKORTS GOD.
TEG ENOB,  OG CT YM EVARG, TUP WOLLEY DRAC NO WEN
HTAERW, TIAW ROE GOD, TEG HTAERW,  OG CT TREB, TIAW
ROE GOD,  TRE B  WOLLOF EM,  ANDE WOLLOF EM,  O G  O T
DEHS, TREB TIAW 3 LLUP GNOL REVEL,  ANDE WAI T 2 LLUP
MEDIUM REVEL,  DI VAD WAI T I  PULL  SHORT REVEL.  NRUT
LERRAB, LLUP EPOR iEHT GOD TSUM EB EREHT NEHW UOY
OD TAHT),  NI, TEG LLEB E0J  TEG HCTAW, DIVAD TIAW 1 HSUP
NOTTUB. HSUP NOTTUB,  (OD TAHT 2 EROM SEMIT), TIAW ROE
LENOLOC, LENOLOC WOLLOF EM, OG OT TELOIV, EIT LLEB OT
HSUB, TELOIV WOLLOF EM,  S,  S.  E0J  TUP HCTAW NI ESAV,
HTIDE WOLLOF EM.  OG O T LAIDNUS• HTI DE TI AW 1 HS UP
LAIDNUS, HSUP LAIDNUS,  TEG NOMONG,  OG OT LAIROMEM,
EKAW EUTATS.  OG O T LLAW, HSUP LLAW

Part 2.
N, N. E, N.  N, S, TIAW, N,  N, N, N. E. E0J  W. N, E, HSUP LLAW,
TIAW 3,  HSUP LLAW,  W.  W.  LOOC RETAW,  TEG PAM,  N,  E,
PORD PAM. E. TEG REPAP, W. PORD REPAP, E0J  TIAW 1 LLUP
KRAMKOOB, LLUP KRAMKOOB, TEG BLUB, PORD BLUB, HSUP
HCTIWS, W, TEG BLUB, TUP BLUB NI LICE, TEG LIOF. TUP HOF
NI REDLOH,  HSUP HCTIWS, E. U.  U.  TEG NI, TEG GULP, D,  N,
HSAMS RORRIM,  E a t  TEG ESAC S  D  PORD ESAC U,  S.  U,
LOOC GULP NO YD013. D,  NEPO LENAP,  TEG TEKCOS,  TUP
TEKCOS NI  LENAP,  ESOLC LENAP,  HSUP KCOLC,  (UOY O D
DEEN 1 EROM ECEIP FO  ECNEDIVE TAHT I  EVAH TON TEY
DNUOF TUB I  OD WONK WOH O T TRELA EHT YCNEGREME
SECIVRES), D. W, HSUP ELTTOB, TAEH LOOP, LLUP SNAITRUC

Part 3.
w.  OG OT NAV. TEG NI. ITIAW LITNU TI  SYAS UOY ERA TA A
NOITCNUJ NEHT OG TSEW LITNU UOY NAC TEG OT EHT YAH),
TEG REYARPS.  OG OT SERIW, TUP REYARPS NO SROTCEN-
NOC. O G  O T REKAER13. HCTI WS REKAERB,  E.  TI AW LI TNU
HARAS SI  DNUOF TUO NEHT OG TSEW,  U.  U,  W.  TEG BLUR
UOY TSUM I CARTSI D NHOJ 5 SEMI T I EVAH DNUOF TUO EHT
EVIF SYAW TUB I LLITS MEES OT NUR TUO FO SNOITCARTSID
EROFEB NHOJ  SEES EHT ECILOP_ EHT EVIF SNOITCARTSID
ERA GNIPPORD EHT BLUR ECNO UOY EVAH ENOD TAHT OG
TSAE, D ,  D,  D,  TI AW RO F LESAEW,  TI AW,  NI ,  N,  TI AW 3 ,
TSERNAM,  TUC SEPOR,  S.  TI AW ROE LESAEW, HSUP REM-
MAH, TSEFI NAM,  HARAS EI T SEPOR O T LESAEW,  TUO,  U,
HARAS EDIH DNA TI AW 10.  EHT REHTO 5  SYAW ERA LLUP
SNIATRUC_ EGRAHC NHOJ, LLIHC NHOJ, HSUP RI ATS YPPAH
GNITNUAH '
1 1
! I I I l l l 1



In.

The maps and tips to Montezumas Re-
venge have made it  this issue and they
are supplied by Richard Hunter and

Westcarr f rom Leeds, but  again
there is no address so they wi l l  have to
contact the magazine for their prizes.
The fi rst three levels all have different

layouts of the rooms but those after the
third level have the same map as the
third level,
Al l  routes stay the same and all keys,

doors, flames are found in the same
rooms. The only difference are the num-
ber of darkrooms. On level 3, the bot tom
three layers of  the pyramid are dark,
level 4, the bot tom four layers are dark
and so on.
Your main priorit y  on each level there-

fore is to recover a flame, as once cap-
tured all rooms become daylight.

QUICK E's QUICK E's
A good s mat t ering of s tuf f  f rom John
t ub t x rk  f rom Liverpool.  Are your

sandwiches  and fizzy pop stowed safe-
ly? Right  lets go!
Stay between 19 and 25 on the alt i

meter in B l u e  M a x  and t hen you
can shoot the tanks  wit h the mac hine
gun if  you keep your fi nger on the
but ton.

In I n te r n a t i o n a l  Ka r a te  wait
unt i l  the screen you want  appears  in
the demo screen and then take the
disk  out  and then press START or
SELECT. When you are about  to go
onto the next  level put  the disk  back

Use up all of  your money on goal
cards in Footba l l e r  o f  the  Y e a r
unt i l  you are on your last i: 200 or so.
Then buy  an inc ident  card and if  you
have "bad luck " on it  then you won' t
have to pay your debts!

Now comes a t ip for all of  you that
fi nd that  you can't  beat the computer
dur ing the S p y  v s  S p y  triloKv.

S p y  v s  S p y  I  L e t  the other play
er collect all of  the objects and when
he has  got them,  go into the same
room as h im and fi ght  him.  I f  you
fight h im and win,  collect the objects
f rom the pic t ure/ t able/ des k  in the
room and go to the airport

S py  vs S py  H (I s l a nd Ca pe r )
If you don' t  have all of  the objects

and your opponent  has  the others.
walk  in the water and drown yourself .
Doing it  this  way means  that  y our
opponent  can't  win and a very nice
memorial  service can be held in y our
honour.

More Quick E's over the page IE'sr

a

MONTEZUMA'S
REVENGE
mapped by
Richard Hunter &
Neville Westcarr

5ta r

1

Lev el 1  Ide

Leve( one

liey •
= Flamt
= cve wer9

Det
-,
1

= Red Aey
itue Aey

Cr 4
,
e e
o ,  
R
e
y

40ide,1

This must be Ingrid's front because
Ingrid's Back is on the other side!
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INGRID'S
BACK
(is a lot more attractive than her front!)
Ingrid nsay be the only female troll to have her own Level 1
.1 a d v e n t u r e  b u tshe needs help to fi nish Ingrid's  Back and this is where Geoffrey Tanton of
Belvedere comes into it.
As you will know by now if  you are a regular reader, as always PUI.1_
CABBAGE = LLUP EGABBAC

Par t  1 Li t t l e  M o a n i n g
N. Ni, EVIG NOITITEP OT ENOYREVE TPECXE SALIS, I NO 0  TEGROF AROLF
NI EHT NEHCTIK, TOO, W. S. TEG SEIRECORG. EVIG NOITITEP OT SSIM, N, W,
W. S. SE, NEYSPOLF TIAW 2 NEHT KCONK, SW, NW. N. N, E, TEG RED DAL,
W. PORD REDDAL. U. EVIG NOITITEP OT SRM, NEPO EDORD RAW DNA
NOITITEP OT SUMAES, D. TOO, S. E. E. E. NW, NW. E. YSPOLF E. E, PROD
SEIRECORG. LLUP EPOR, EDIH, NI, EVIG NOITITEP OT MRA, W, W, NW, E. OG
DNUORA EHT MRAF DNA TEG ENOYREVE OT NGIS. W. N, TEG NO. KOOR OG
OT ESIJOHIGHIL, D. EVIG NOITITEP OT EILLIM TOO. N. W. N. E, S. EVIG
NOITITEP OT TANG, TEG NI, N. E, E. NW, NW. NW, SE. SE, SE, E, E. N, N, NI,
PORD NOITITEP, TUO, TEG NOITITEP. S. S. TEG NI, W, W, EVIG NOITITEP OT
YENOB S ' E H  EREHT, Fl TON TIAW LITNU EH SEMOC). TEG TUO, KCONK,
NGIS. W. NW. NW, NW. W. W. W, OG TSAE LITNU EHT ALLIROG STEG KCLITS
NI EHT SREIRB NEHT OG TSEW LITNU UOY EMOC UT NEDALMOOD DNA
EVIG EHT NOITITEP OT TWA

Par t  T w o
D TEG FAOL. NUR OT HAONG, HAONG EIL NI 'MORE FO RELLORMAETS,
YSPOLF TEG SNALP, NOR OT ('(SAC, TEG RIJCILF DNA KSAC, LLUP EKARB.
HStJP REVEL. NUR OT RELLORMAETS DNA TIAW LLIT SALIS SRETNE MOT
TOBYGGOS DLEIF OT EVAH A KAERB-AET NEHT OG N, N. KCIK MAD. S, S,
TUP FAO_ NI YENMIHC, UOY LLIW WON ES DEREISEP Ye 7 SLLORT ENO TA
A EMIT. A LLORT LLIW NOR RETFA UOY NEHW TI SEES UOY DNA UOY ERA
TON YDAERLA GNIEB DESAHC. ESEHT RUOF ERA LUBMA. MORDLOD. SSEL-
MROG. DNA ELBMUF, EHT REHTO EERHT ERA ENAB OHW SLLAF NI EVOL
HTIW UOY. KNURD GGUHC, DNA TOGRE OHW SDRAUG El-IT NRAB. SIHT SI
EHT REDRO I TEG DIR FO MEHT NI

The  Wa r r e n
OG W NEHT N moRF LUBMA STRATS GNiSAHC UOY, D. YSPOLF TIAW 2
KAERB TOOR, D. U

The  Wi ndm i l l
ONIF EHT LLORT TAHT STRATS GNISAHC UOY NEHT OG OT REVEL. YSPOLF
TIAW 4 LLUP REVEL, D. TOO. TEG NI. TUP KOOH NO LLORT, ECNO UOY EVAH
TOG DIR FO OWT OG OT EULB DNA NEERG. OG OT LLEW, TUP EULB NI
LLEW, YSE015 TIAW 1 DNA TEG GASDNAH, TOP NEERG NO YSPOLF, W, TEG
GABDNAH DNA RAEW KCITSPIL DNA EMUFREP, LtOY NAG WON TEG TSAP
ENAB

The  We l l
ECNO NIAGA TEG A LIORT OT WOLLOF UOY NEHT OG OT LLEW TUP NEERG
NO LLORT. TUP NEERG NI LLEW

T h e  Tr a pdoor
DNIF TEY REHTONA LLORT OT WOLLOF LJOY NEHT OG OT ROODPART.
NEPO ROODPART. VSPOLF TIAW 1 ESOLC ROODPART, HSUP LLORT, TUP
auc liF NO FlOODPART, E. NI. EViG KSAC OT GGLIHC. NUR OT KCIRB, LLUP
KCIRB, PEEK NO GNILLIJP TOO EHT ESOOL SKCIRB LITNU EHT NRAB SES-
PALLOC. NEHT TIAW LITNU EHT RETUPMOC SYAS OOY REBMEMER SALIS
DNA OG KCAB OT EHT ESUOH NEHT DO THIS, U, TIAW LITNO SALISSEKAT
(JOY E. TUP SDEED NI PAG

Par t  Thr e e
N, NUR OT NIB. HCRAES HSIBBUR. NUR OT YSIAD, U. TOO, N. KOOL EERT.
KOOL WODAHS, NI, U. TAW LITNU FLUR SEMOC NEHT OG W, KOOL SESSAV-
NAG. TEG ECEIPRETBAM. E, D, TOO, N. N. NEHW UOY EMOC OT EHT
GNIMMIWS LOOP Fl REPSAJ rNs i  GNimmtws NEHT OG E DNA EDIH. Fl EH SI
EREHT DNA SYAS EH SEICNAF A MIWS TIAW NEHT GO TSAE DNA EDIH, TIAW
ROF REPSAJ. TIAW, N, TEG XAF. S. EDIH, TIAW, ROE REPSAJ. TIAW. W, S.
LITNO UOY OG KCAB OTNI EHT NOISNAM NIAGA, W, KCOLNU ROOD. NEPO
ROOD. TOO, VS AD TIAW 2 NEHT KCONK. NI, Li, NI, TEG REPAP, LLOP
REWARD, INOD TEG EHT SBUTS, TUO, DNIF YSIAD, 00  El-IT EMAS GNIHT
HTIW EHT ROOD NIAGA NEHT OG KCAB OT ENT SBIJTS DNA lEG MEHT.
TOO, W. W, NEPO WODNIW, TOO, E, OG NI OT EHT MOOR AND GET EHT
DNOMAID, NEHT OG TUO OF TI, E. E. D. NUR OT ECALPERIF, tEREHT ERA
OWT. ENO Si NI S
-
R E P S A J  
M O O R  
O S  
F l  
U O
Y  
D N
I F  
F L E
S R U
O Y  
G N
I Y
R T  
O
T

TEG HGIJORHT A DEKCOL ROOD OG REHTRUF YAWA MORE SREPSAJ MOOR
DNA VAT NIAGAI, O(3 OT YENMIHC, W. W. OU OT ECALPERIF, Fl REPSAJ SI NI
EHT MOOR TIAW LITNU EH SEVAEL NEHT DNIF EHT EPAT DNA TOP Ti NI El-IT
GNIREWSNA ENIHCAM. Fl NI TOUOD FO WON OT ()ROGER A EGASSEM KOOL
ROE A LAUNAM. WHEN YOU HAVE DEDROCER A EGASSEM. TIAW ROF El-IT
ENOHP OT GNIR NIAGA NEHT SSERP YALP, TEG EPAT, OG OT TIARTROP,
EVOM TIARTROP. EPYT 888155 )THE NUMBER IS THE CORRECT WAY
ROUND. EIGHT. EIGHT, EIGHT. ONE, FIVE. FIVE), TEG SINUOCCA, 00  KCAB
OT EERT EUNEVA DNA EVAW, NUR OT REPSAJ. U, GNIWS, UOY EVAH ISLIJ
DETELPMOC SDIRGNI KCAB 1111

Somr 1 1 W  I ffi hI .  bac al M b .  I  •1 0
,
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QUICK E's continued
Spy vs S py  H I  (Ar c ti c  Anti c s )

If you have one ot t he pieces and your opponent  has the resi
go into an igloo and don't  come out .  Now your opponent  can't
w in .  Fa i r l y  s elfi s h b u t  a t  leas t  y ou  s t ay  n ic e a n d  c os y  a n d
w a r m .

A lit t le fi nanc ial advice f rom Steven Head of  Wilienhall con•
ceming K e n n y  Da lgl ia l l 'a  Footba l l  Ma na ge r .  When
play ing this  game keep a count  of  your money.  Do not  bother
resav ing the game once it  reaches £99, 999, 999 because a
prompt  wi l l  come on the screen say ing "you do not  have
enough money".  This  also happens  World Soccer but  at  £10
mill ion.

Quite a lot of  help wanted this  issue
covering all sorts of problems.
J ohn Hubboc k  needs, wants ,  nay

pleads for help wit h T E M P L E  O F
AP S HAI ,  B O U L D E R D A S H  I
a n d  H.  To his  plea for help wit h
P H A N T O M  I can give h im help by
say ing have a look  at t he past 2 or 3
Issues of  New Atari User for the hints
you are after.

Dave W. of  Bi rmingham needs help
to explain what  the Y and R are for in
his inventory  of H A C K E R .  (Have a
look at issue 52 Dave!) He also has a
problem in that  af ter v is it ing Switzer-
land and going on to Egypt and offer-
ing their Agent the chronograph he
keeps refus ing it. he' ll only  accept the

$5000 then all the other count ries  agents go blank  (freeze)
al lowing no t rading.
Andrew Kleanthous  f rom Bi rmingham is renewing the plea he

made a few issues ago for help wit h h S N O W B A L L .  I have
received the official Snowball hint  sheet f rom Level 9 sent in by
a reader.  This  gives all of  the locat ions and the objects and
how they are used. Unf ort unat ely  the sheets are imposs ible to
pr int  because of  the copyright  rules  and the print ing of  all of
the clues poss ible would fi ll an ent ire issue of the Tips ter
( h mmm now there's an ideal).  What  I really  need are complete
solut ions  to the adventures  and maps  if  possible like those of
the Time and Maj ik  series, What  are you s t ill reading this  for
get adv ent uring and mapping.
Steven Nick lin of  Tamwort h needs the solut ion to W A X -

W O R K S  by  Channel 8. especially  the bit  wit h the airlock.

Well that  seems to be all for now (and by eck did it  take a long
t ime to writ e this  t ime!  I mus t  be get t ing old! (aaarrrggghhh!! ! )).
As always  send y our tasty morsels  to the usual address which

Is:- (say af ter me!)

T h e  T i ps te r
N E W A T A R I  US E R

P.O. B O X  5 4
S ta ffor d

S T 1 6  1 D R
E NG L AND

Time fiar me to stick my head in a liquidiser

/VC:0111f ! I

(Well it was such a good movie)



MICRO DISCOUNT
265 Chester Road, Streetly

West Midlands. B74 3EA. England
Tel: 021-353-5730 OR FAX: 021-352-1669

Probably the largest MAIL ORDER supplier
of Atari 8-bit Hardware & Software in the U.K.

Offi cial ATARI:  Coffee Mugs: Belt  Buckles. Blow up  Atari Logo Kites!!
Disk Sof tware f rom Germany :  English Tex t DONALD
- S A P E R .  T A C T I C :TECHNO NI NA :  CULTIVATIONICROMATICS £5.50 eacti plus  £1.50 p ip
Budget Label Dis k  Games: DRACONUS: FRED: MIRAX FORCE. NINJA
COMMANDO TRIVIAL PURSUIT: WINTER EVENTS £4.95 each + £1.50 pp
SUPERSCRIPT:: "Disk" for 800XL. 65(130XE Wo rd  Processor: Calculator.
Mailing Lis t  and  20.000 word "English" spell checker; complete i n  one
package. You can write. store and edit all correspondence and documents.
Produce letters, invoices, price lists, contracts. labels , everything a  small
business requires. Makes  typing u p  school homework  easy. NE C plus  a
driver creator program Inc luding full documentation and tutorial programs to
get you up and running fast.
ONLY £10.95 inc. UK postage Only  £9.95 if you are a Data Base member
ATARI STARTER SET & LIGHT MODULE SET: As featured in Issue 56
New Atari User £12.95 plus  £3.00 each for U.K. postqsacking
NEW "PRINT LAB Dis k :  Great Printer Utility for 1020 and 1029s. Produces
labels. screen dumps and much more £595  plus E1.50 U.K. p p
MICRO-PRINT: Centronics Parallel Printer Interface. Works  with a ll Atari
8-bits. Compatible with all software £31.95 plus  £1.50 p ip
DUAL FORMAT TAPES for ATARI XEs'XLs (standard side A - Turbo Side El);
BLACK LAMP: BLINKY'S SCHOOL: BOULDERDASH 2: CAVERNIA. FRED:
GHOSTBUSTERS_ HEARTACHE: HENRY'S HOUSE:  JOCKY WILSON'S
DARTS: LAS VEGAS: MIRAX FORCE: MISSION SHARK: NINJA COMMAN
DO: STACK UP: SIDEWINDER II SWAT:  THUNDERFOX. TIGER ATTACK
- £4.50 each plus  £1.50 pip.
If you want to run these tapes in the High Speed Turbo Format you must
have a  Turbo modifi cation fi lled to your recorder. A S K  FOR DETAILS.

OVER 70 XE,'XI ROM CARTRIDGE TITLES IN STOCK!!
PLUS A BARGAIN BIN O F BOX DAMAGED OR NO  BOX ITEMS!!

For Itth detais check out Issue 4 of our Information catalogue But  first you
will need to register your name and full postal address on our Data Base.

-The cost of this service is £3.60 for 6 copes 1  every 8 weeks)
£60.0 Europe, £10.00 Elsewhere Alternatively you can download

the complete 1331c fl ie 'FREE' from tN,
, C I T Y  B B S  
T e l  
0 2 1  
3 2 1  
1 6 1 0
ATARI ATIE SOFTWARE

EXCEL DISK MAGAZINE
EXCEL 16 - out Now!
EXCEL 17 - out September 1st
EXCEL 18 - out October 1st

E4
E4
E4

Back issues 1 - 15 available - E2.50 each
Buy any ten back issues for only £20!

NEW PUBLIC DOMAIN/SHAREWARE SOFTWARE!
Send a first class stamp land your name and address') for a list of over one
hundred disks, ALL double sided and all £3 each. New stuff comes in every
month including games. graphics and music demos. productivity program-

ming languages and all kinds of utilities

LATEST PD DISKS: .C3 each or E10 for 41
HO BBY TRO NI C DE MO  '92 ;1050) - Great demo
CY BE RS CAP E  & V I DEO  BLI TZ (130XE demos)
SHINY B UB B L E S  & CO MP Y S HO P  (130XE demos)
P HA NTA S Y  DE MO  (Techno Music) (1050) • Goad
S UP E R DO S  5 & 0  DO S - Two good DOS disks
MACH DO S  & BLACK DO S  - Two more DOS's
EASY S TO RE  & E AS Y  FI ND-  Data retrieval
SUPER S TUD P O KE R & RO ULE TTE  • Good games
BAS KE TBALL & G O LF - Sport simulations
ADV ANCE D MUS I C S Y S TE M DE MO  - Great tunes
SWI MSUI T G I RLS Gorgeous  digitised girls
B A CH & B E E THO V E N Clas s ic al music demos

A LL  FRO M:

R. STUART: 21. STRONSAY WAY, BROOMLANDS, IRVINE,
STRATHCLYDE, KAll IHZ, SCOTLAND

All cheques. PO s payable to R. STUART

TIGER DEVELOPMENTS
NEW BUDGET RELEASES

B O IN G  II
Bounce your ball over the scrolling landscape taking care not to
splash into the sea or collide with the enemy. This arcade game
contains smooth scrolling and many special features

S P E E D  F O X
Speed around the Universe neutralising the enemy cells while
under fire. Very test, smooth and addictive arcade game

Both these games are DISK ONLY at £2.99 each
Buy both for £4.99!

PROGRAMMERS WORKSHOP Volume 3
Design your own display lists and write interrupts without using
machine code with this easy to use mini-language

DISK ONLY £3.99

TARKLIS AND THE CRYSTAL OF FEAR
MISSION ZIRCON
PROGRAMMER'S WORKSHOP 1 & 2 DISK

DISK E4•99
DISK E4.99
each E3.99

Send SAE for further details of all our products

Send orders..enquiries to:
TIGER DEVELOPMENTS, 26 MENZIES AVENUE,

WALMER, DEAL, KENT CT14 70Z

INTERESTED IN REAL ALE?
WHAT DO YOU GET

AS A MEMBER OF CAMRA NJ.?
- Your own quarterly MI  newsletter with news, details of local events,

outings and meetings. plus 'What's Brewing'. the independent monthly
U.K. newspaper for the beer drinker

- An information-packed Member s Handbook. Discounts on many pro-
ducts, including CAMRA's best selling. annual Good Beer Guide

• Up•to-date information about new beers and breweries, takeovers, clo-
sures and campaigns. Join in CAMRA's local and national campaigns
and protect the price and quality of your pint

- Advance notice of beer festivals around the country and discounted
admission. Play a part in CAMRA's Great British Beer Festival, the
country's biggest beer extravaganza

- Participate in our branch activities such as socials, beer festivals and
brewery visits. Help preserve the traditional public bar and flexible
licencing hours: stop the closure of local premises.

APPLICATION FOR MEMBERSHIP TO CAMRA N.I.

Name
Address

N. Ireland Postcode BT
Signature

Age 18-25 2 6 - 3 5  ...• 36-45 .„. 56-65 Ov e r  65
N. Ireland membership -  single; £7.50 - joint

I llo to ropy o r co t  Etas farm and mold to_ r
A
l
m
" " ' „ :
1
7 , 7
b i
:

CAMRA Ltd, 34 Alma Rd..
St. Albans, Herts.. ALI 3BW
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HOE UTILITY

DISK SECTOR EDITOR
in 80 column format
T
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the art ic le and program in Issue 55, here's  a program
that  allows  you to v iew and edit  indiv idual sectors of  a

disk. It uses  the ext ra space on screen to display  the 128 bytes
that mak e up one sector. At  the top of  the screen is  the
dec imal display,  and at  the bot t om the ATASCII  display.
Being able to v iew the disk  in this  way is useful to search

through adventures  for clues or even look  at  mac hine code
rout ines  (I f  you can t rans late t hem f rom decimal).  But  t his
program allows  the data to be loaded and edited, t hen saved in
exactly the same place on the disk  as i f  nothing had happened.
This  could al low last minut e alterat ions  to your machine code
programs  or if  you dare,  alt ering other peoples!
Before we go on let me stress a couple of  things. Firs t ly ,

altering copyright  mat erial is not  illegal,  but  t ry ing to sell the
edited program as your own work  is! Secondly.  whils t  I use
this  program regularly  and have had no t rouble wit h it ,  please
do not  t iy  to hold me or Page 6 publ is hing respons ible for any
damage the program might  inadvertent ly  cause to y our disks.
Some disks are copy protected and use complex  archiv ing
techniques,  edit ing these can corrupt  the disk  ent irely  - You
have been warned! .

22 I s mi 5 7 - Ne wA t o r i t h e r

BACK IT UP!
The safest way  is to work  on a back t ip copy if  you can, and if

you can't  note down carefully  any  changes you mak e so it  may
be put  right  again!  I l l  haven't  scared you of f  with the last
couple of  paragraphs  then I 'll cont inue wit h the full ins t ruc -
t ions for the sector editor program.
Firs t ly  type in the Sector editor lis t ing and merge it  wit h your

original 80 c olumn text set up  rout ine (Issue 55), Then save it
before running.  When you run  the program it  wil l  draw two
boxes and display  a s imple menu,
Before you can go any f urt her you mus t  enter a sector

number,  you can't  edit  or save wit hout  fi rst  loading!  Af ter this
you can choose f rom the menu by press ing keys 1 t o 6.

1.  L O A D  S E C T O R :  As  it  implies  this  is to load a sector,
You wil l  be prompt ed for the sector number,  eit her type the
number  and press Return or press escape to cancel the
load request

2.  S A V E  S E C T O R :  You only  have to save a sector if  you
have made any  changes and wish t hem to be permanent .
You do not  have to put  a sector back just  because you
loaded it !  To make sure this  is what  you want  you wi l l  he
asked to confi rm the save by  hit t ing the 'Y'  key for yes. Any
other key wi l l  be taken as no

3.  E D I T  S E C T O R :  The edit ing takes place on the dec imal
grid.  On select ing this  a box wil l  be drawn in the top left
hand corner,  This  is the cursor and it  can be moved by
us ing a joyst ick in port  I .  Pos it ion the cursor over the

David Rawlings presents
a practical application

f o r  his 80 column text
routine in the last issue

5tClet

Litwin
tvv2 10.1.

number  you wish to change and press Fire,  and you wil l  be
prompt ed to enter the new value. Ei t her type the new
number  and press Ret urn or press Escape and this  wil l
take you back  to the main menu.  To exit this  mode press
Fire then Escape.

4 .  R E S T O R E :  This  opt ion wi l l  change the sector on screen
back to what  it  was before any edit ing took place. It 's useful
to put  back the original sector if  you have saved an edited
one in it 's place. but  it  wi l l  only  change it  back  to what
was when you last  loaded it  us ing opt ion

5.  P R I N T  S E C T O R :  For  print er users this  wil l  print  the
dec imal display  of  the sector

6 .  Q U I T :  This  wil l  ret urn you back to basic

The program is full of  REM s tatements  and these are for
presentat ion and educat ional purposes only.  This ,  and all my
other programs,  wi l l  work  perfect ly  well wi t hout  them,

Well that 's  it  f rom me. now its your t urn I I f  you can t hink  of
any prac t ical uses for the 80 c olumn text, or bet ter s t ill writ e
programs  for it, t hen why  not  subunit  t hem and share it  wit h
the rest of  us?



CS 1  R E M

JA 2  R E M  E I G H T Y  C O L U M N  5 E C T O R  E D I T O R  U

FU 3  R E M  U  b y
GU 4  R E M  U  M a t t h e w  B e n n e t t
5G 5  R E M  U

PZ 6  R E M  U  N E W  A T A R I  U S E R  -  A U G  . 9 2  U
C V 7  R E M
MN 0  R E M

PA 1 0  G O S U B  3 5 0 0
E r  2 0  G R A P H I C S  8 + 1 6 : C L R  : C L O S E  I I I : O P ( N  1 2 1

, 4 , 0 , " K ; "

JG 3 0  P O K E  1 7 0 8 , P E E K C 8 8 ) : P O K E  1 7 8 9 , P E E X ( e
9 )

H J 4 0  P O K E  7 1 0 , 1 3 1
I C  S O  G O S U B  2 0 0 0 : R E M  S E T  U P  S C R E E N  E T C
MF 6 8  G O T O  1 1 0

AZ  6 1  R E M    M A I N  M E N U
PS 6 5  M E5 5 7 0 :G 0 5 1 1 1 1  2 3 0 8

FM  7 0  G E T  U 1 , 1 ( 1 1 F  K ( 4 8  O R  K > 5 5  T H E N  7 0
T V 7 5  X = 4 6 : Y = 2 2 : L = 1 6 1 G O 5 U 8  2 4 0 0

X /  8 0  k = K - 4 8 : 0 0  K  G O T O  1 1 0 , 3 8 0 , 1 5 0 0 , 6 0 0 , 2
9 2 0 , 1 0 0

TS 9 0  G O T O  7 0
NO 1 0 0  E N D

ON 1 0 9  R E M    L O A D  S E C T O R
I C  1 1 0  G O S U B  7 0 0

MH 1 2 8  T R A P  2 5 0

NC 1 3 0  P O K E  7 6 9 , 1
0 8  1 4 0  P O K E  7 7 0 , 8 2
EO 1 5 0  P O K E  7 7 9 , I N T ( S E C T / 2 5 6 )

HK 1 6 0  P O K E  7 7 8 , S E C T
-
I N T ( S E C T /
2 5 6 ) * 2 5 6

OX 1 7 0  M E M =AD R E S E C S )

GM 1 0 0  P O K E  7 7 3 , I N T ( M E M / 2 5 8 )

AD 1 9 0  P O K E  7 7 2 , M ( M
-
I N T ( M E M 1 2 5 6 ) * 2 5
6

BJ 2 0 0  0 = U S O C 1 5 3 6 )
PC 2 1 0  T R A P  3 8 0 0 0 : 0 L O 5 E C S = 5 E C S : G O 5 U 0  1 0 0 8
R I  2 2 0  G O S U B  1 2 0 0

TK 2 3 9  G O T O  6 5

I B  2 4 0  R E M    T R A P  I / O  E R R O R
2 5  2 5 0  P O P  : M E 5 5 = 4 : G 0 5 U 8  2 3 0 0
GU 2 6 0  G E T  U 1 , K
0 5  7 7 0  X = 4 2 : Y = 2 2 : L = 3 6 : G O 5 U B  2 4 0 0
DO 2 8 0  T R A P  4 0 0 0 0 : G O T O  6 5
OT 2 8 9  R E M  - - - -  S A V E  S E C T O R  - - - -

E5  3 0 0  T R A P  2 5 0 : 1 1 ( 5 5 = 5 : G O 5 U B  2 3 0 0

UN 3 0 5  G E T  U l . K : I F  K 0 8 9  T H E N  3 8 0

SU 3 1 0  P O K E  1 7 0 . 8 7

EX 3 2 0  P O K E  7 7 9 , I N T C S E C T / 2 5 6 )
MG 3 3 0  P O KE  7 7 6 , 3 E C T
-
I N T ( 5 E C T /
2 5 6 1 8 2 5 6

OT 3 4 0  m E m LADR(S E CS )
GD 3 5 8  P O K E  7 7 3 , I N T C M E M / 2 5 6 )
ZZ 3 6 0  P O K E  7 7 2 , M E M
-
I N T E M E M /
2 5 6 ) 0 . 2 5 6

BY 3 7 0  0 = U S R C 1 5 3 6 )
FU  3 8 0  X = 4 2 : V = 2 2 : L = 2 4 : G 0 5 1 . 1 8  2 4 0 0

OE 3 9 0  T R A P  4 0 0 0 0 : G O T O  6 5
OK 6 0 0  M E 5 5 = 6 :G O S U O  2 3 8 9
T V 6 1 0  5 E C S = O L D S E C S

MK 6 2 0  G O T O  2 1 0

BG 6 9 9  R E M  - - - -  I N P U T  S E C T O R  N O .
PH  7 0 0  M E 5 5 = 3 : G O S U B  2 3 0 0

R J 7 0 5  1 4 = 6 3 : Y = 2 2 : G 0 5 U B  8 0 0
OH 7 1 0  I F  N U M - 1  T H E N  P O P  :1 4 1 7 .4 2 :Y =2 2 :1 . .7 7 5

:G O 5 U B 2 4 0 0 : G O T O  6 5
H I  7 1 5  5 E C T = N U M

GU 7 2 0  T E X T S = S T R S ( S E C T )

YU  7 3 e  T E X T S C L E N C T E X T S ) + 1 , L E N ( T E X T S ) + 3 ) = "

TM 7 4 0  A = U 5 R C 3 0 2 9 4 , 0 0 R ( T E X T 5 ) , 5 8 , 1 /

SECTOR EDITOR
D P 7 5 8  X = 4 2 : Y = 2 2 : L = 3 8 : G O S U 8  2 4 0 0

Z P  7 6 0  R E T U R N
ES 7 9 9  R E M  - - -  I N P U T  N U M BE R  R O U T I N E  - - -

MT 8 0 0  N U M ( 1 ) = 0 : N U M ( 2 ) = 0 : N U M ( 3 ) = 0 : P = I

GG 8 1 0  T E N T S = " 0  0 "
VP 8 2 0  0 = U S P ( 3 0 2 0 4 , A 0 R ( T E N T S ) , X , V )

GU 8 3 0  G E T  U 1 .1 1 (
SO 8 3 5  I F  K z 2 7  T H E N  N U M
-
1 : R E T U R N
HC 0 4 0  I F  K = 1 5 5  T H E N  9 0 0
T X 8 5 0  I F  K z 1 2 6  R H O  P > I  T H E N  X = X - 1 : P = P
-
I : GOTO 8 1 0
R I  8 6 0  I F  K > = 4 8  A N D  K ( = 5 7  A N D  p ( = 3  T H E N  o

8 0

OA 8 7 0  G O T O  8 3 0

FF 8 0 0  T E X T S C I , I ) = 5 T R S C K
-
4 8 1 : T E X T S ( 2 , 2 ) = "0 . : 0 = u 5 R ( 3 0 2 0 4 , A D R ( T E K T S ) , X , T )
o r  9 9 0  X = X 4 1 : N U M ( P ) = K
-
4 8 : P = P + I : G O T O  
0 1 0

TC 9 0 0  I F  P z 2  T H E N  N U M =N U M C 1 ) :R E T U R N

MIC 9 1 0  I F  P = 3  T H E N  N U M = 1 0 * N U M ( 1 ) + N U m C 2 ) :R
( T U R N

JU  7 3 0  N U M = 1 0 0 * N U M C L ) + 1 0 * N U M ( 2 ) . N U M C 3 )
ZN  / 4 0  R E T U R N

AC 9 9 9  R E M    D E C I M A L  P R I N T
HP 1 0 0 9  FO R  C = 8  T O  7
GY 1 0 1 0  FO R  1 = 8  T O  1 5
ON  1 0 2 0  T E X T S = " 0 0 0 0 "

OL 1 0 3 0  D = A S C ( S E C S ( C s 1 6 + 0
1 -
1 , C * 1 6 + L + 1 ) )
L Y 1 0 4 0  I F  0 < 1 8  T H E N  P = 3 : G O T O  1 0 7 0
BX 1 0 5 0  I F  0 ( 1 0 0  T H E N  P = 2 : G O T O  1 0 7 0

X I  1 8 6 0  P = 1
AC  1 0 7 0  T E N T S ( 1
5
, 3 ) = S T R S ( D )
OG 1 0 8 8  0 = U 5 R ( 3 0 2 0 4 , A O R ( T E X T 5 ) , L * 4 4 1 , C + 3 )
T P 1 0 9 0  N E X T  L : N E N T  C
AB 1 1 0 0  R E T U R N

I C  1 1 9 9  R E M  - - - -  A T A S C I I  P R I N T  - -
KT  1 2 0 0  F O R  C = 0  T O  7

I G  1 2 1 0  F O R  L i  T O  1 6
X l  1 2 2 0  X = L * 2 - 1 : V = C + 1 4

KU  1 2 3 0  T E X T $ C 1
4
1 ) = S E C S ( C * 1 6
+ L , C * 1 6 + L )

KT 1 2 4 8  T E m r s ( , 2 ) .
-
7 - 0 -
UL 1 2 5 0  0 = U S R ( 3 0 2 0 4 , 0 0 R ( T E X T S ) , X , Y )
G5 1 2 6 0  N E X T  L
DA 1 2 7 0  N E X T  C
Oa 1 2 8 0  m E 5 S = 1 : G O S U 9  2 3 0 8
BE 1 2 9 0  R E T U R N

ZC 1 4 5 9  R E M  - - - -  E D I T  S E C T O R  - - - -

PH 1 5 0 0  I = 1 1 J = 3
PE 1 5 1 0  ME S 5 =7 :G O 5 UB 2 3 0 0
PE  1 5 3 0  C O L O R  1 : P L O T  I * 4 - 2 , J * 8 - 1 : D R A W T O  I

8
4
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1
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J
R
8
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1

EA 1 5 4 0  P L O T  I * 4 - 2 , J + + 8 + 0 : D R A W T O  I N 4 + 1 2 , J
0
.

8 + 8
MK 1 5 5 0  I F  5 T I C K ( 0 ) = 1 4  A N D  J ) 3  T H E N  G O S U B

1 6 8 0 : J = J
-
1 : G O T O  
1 5 3
0

VN  1 5 6 0  I F  S T I C K ( 8 ) = 1 3  A N D  J < 1 0  T H E N  G 0 5 1 1
1 6 0 0 : J = J + 1 : G O T O  1 5 3 0

EN 1 5 7 0  I F  S T I C K ( 0 ) = 1 1  A N D  1 ) 1  T H E N  G O 5 U 8
1 6 0 0 ; 1 = 1
-
4 : G 0 T O  
1 5 3
0

FP 1 5 8 0  I F  S T I C K ( 0 ) 7  A N D  1 ( 6 1  THE W GOSUB
1 . 6 0 0 :X =X +4 ;G O TO  I S T O

NI  1 5 9 0  I F  5 T R I G C 0 ) = 0  T H E N  1 0 2 5
TO 1 5 9 5  G O T O  1 5 5 0

OM 1 6 0 0  C O L O R  0 : P L O T  I N 4 - 2 , J * 8 - 1 : D R A N T O  I
* 4 + 1 2 , J * 8 - 1

DT 1 6 1 0  P L O T  I * 4
-
2 , J * 0 + 8 : 0 0 A
W T O  
I N 4 + 1 2
, J +
1

8 + 8
AR 1 6 2 0  R E T U R N

continued E r
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SECTOR EDITOR
VE 1 6 2 5 X = 4 2 : V = 2 2 : 1 = 3 2 : 6 0 5 U B  2 4 0 0 EE 2 4 2 0  0 = U S R 1 3 0 2 0 4 , A D R T D E L S 1 , X , Y )OS 1 6 3 8 M E 5 5 =8 :G O S U B 2 3 0 0 AR 2 4 3 0  R E T U R N
TB 1 0 4 0 X = 7 8 : V = 2 2 : 6 0 5 U 0  8 0 0 KZ 2 7 9 9  R E M  - - - -  I N I T A I L  T E X T  - - - -WM 1 6 5 0 X

-
3
8
:
Y
=
2
2
:
1
=
4
1
:
G
O
5
U
B  
2
4
0
0

SG 2 8 0 0  D A T A  2 , 1 ,  D E C I M A L  D I S P L . V  eN K 1 6 6 8 I F  N U M ) 2 5 5  T H E N  G O T O  1 7 7 0 MO 2 8 1 0  D A T A  4 3 , 1 , S E C T O R  N U M B E R :0I U 1 6 7 0 I F  N U M < 0  T H E N  GT:1 '5 U6  1 6 0 0 : P O P  : G O T 0 1 2 8 2 0  D A T A  4 2 , 1 4 , 8  L O A D  S E C T O R  00 6 5
PN 2 8 3 0  D A T A  4 2 , 1 6 . 6 1  S A V E  S E C T O RBV 1 7 0 0 T E X T S =m 0 0 0 0 m
L S 2 8 4 0  D A T A  4 2 , 1 8 , 8  E D I T  S E C T O R  I tE l 1 7 1 0 I F  N U M ( 1 0  T H E N  P = 3 : G O T O  1 7 4 0 mV 2 8 5 0  D A T A  5 8 , 1 4 , D  R E S T O R E  0VS 1 7 2 0 I F  N U M < E 0 0  T H E N  P = 2 : G O T 0  1 7 4 0

XN 1 7 3 8 P = I
WC 2 8 6 0  D A T A  5 8 , 1 6 , I A  P R I N T  S E C T O R  Q
EV 2 8 6 5  D A T A  5 8 , 1 8 , 0  Q U I T  QCE 1 7 4 8 1 E X T S ( P , 3 ) = S T R S ( N U M ) TO 2 8 7 0  D A T A  6 6 , 2 ,  8 0  C O L U M N  0M I 1 7 5 8 0 = U S R C 3 0 2 0 4 , 0 D R ( 1 E K T S T , I , J )

OM 1 7 6 0 P = ( Z 1
4
3 1 / 4 )
+ ( J
-
3 ) 1 4
1 6

GX 2 8 7 5  D A T A  6 6 , 3 ,
WE 2 8 8 0  D A T A  6 6 , 4 ,  D I S K  S E C T O R  @ER 1 7 7 0 S E C S < P

o
P ) = C H R
S C N U M
T

NM 2 8 8 1  D A T A  6 6 , 5 ,  0UM 1 7 8 0 T E X I S ( 1 . 1 ) = C H R S ( N U M )
L S 1 7 1 0 T E X I 5 1 2 , 2 1 = • 0 •

ME 2 8 8 2  D A T A  0 6 , 6 ,  E I T O R .
2 8 8 3  D A T A  6 6 , 7 ,VW 1 8 0 0 V = J

4 -
1 1 :
X = I
/
2 4 .
0 . 5

/ W

KY 2 8 8 4  D A T A  6 6 , 8 , = 1 0 0 1 E L I M M I NUL 1 8 1 0 0 = U S R ( 3 0 2 0 4 , A D R ( T E X T S ) , X , Y ) KG 2 0 8 5  D A T A  6 0 , 9 ,  0OF 1 8 2 0 GOTO 1 5 1 0 0 1 2 8 8 6  D A T A  6 6 , 1 0 , 0 1 1 1 . 1  N . A . U .I P 1 9 9 9 REM  - - - -  S E T  U P  D I S P L A Y  - - - - F Y 2 8 9 0  D A T A  0 0 , 1 1 , M 1 1 ;1 1 :1 1 .1 1 .1 1 .1 1 1  eTW 2 0 0 0  D I M  T E X T S ( 8 0 ) , D E L S E 8 0 ) , S E C S C 1 2 8 ) , ZH 2 8 9 /  R E M    M E S S A G E S
O L D S E C $ ( 1 2 8 ) , N U M ( S ) I D 2 9 0 e  D A T A  4 6 , 2 2 , S E L E C T  I  T O  0  0ST 2 0 1 0 C OLOR  I : F O R  T =4 0  T O  1 SY 2 / 0 1  D A T A  8 , 2 3 ,  A T A S C I I  0

MR 2 0 2 0 PL O T  1 , 3 4 J : D R A W T O  2 5 7 , 3 + T SR 2 9 0 3  D A T A  4 2 , 2 2 , E N T E R  S E C T O R  N U M BE R  ) 0VO 2 0 3 0 PL OT  1 . 1 8 4 J : D R A W T O  2 5 7 , 1 8 + T L 5 2 9 0 4  D A T A  4 2 , 2 2 ,  D I S K  E R 1 1 8 '  ! !  -  H I T  AXY 2 0 4 0 PL O T  1 , 1 2 4
-
I : D R A W °  
2 5 7 ,
9 2 + 1

NY K E Y  0
US 2 8 5 0 PL O T  1 , 1 0 7 + T : D R A W T O  1 2 9 . 1 8 7 + T AE 2 9 0 5  D A T A  4 2 , 2 2 , S A V I N G  S E C T O R  O K ?  C V / NMO 7 0 6 0 PL O T  1 , 1 7

-
1 4 J :
0 0 0 W T O  
1 2 9
,
1 7 1
+ T

) 0
KC 2 0 7 0 N EXT

m6 2 9 0 6  D A T A  4 8 , 2 2 , R E 5 T O R I N G . . . 0RO 2 0 8 0 FOR T = 1  T O  2 5 7  S T E P  1 6 KT 2 9 0 7  D A T A  4 2 , 2 2 , S E L E C T  B Y T E  A N D  P R E S SWD 2 0 9 0 PL OT  T , 1 D R A W 1 O  1 , 9 2 F I R E  eJ J 2 1 0 0 N EXT  T KP 2 9 8 8  D A T A  3 8 , 2 2 , E N T E R  N E W  B Y T E  O R  P R E S5 0 2 1 1 0 FOR T = 1  T O  1 2 9  S T E P  8
5 E S C A P E  ) 0HG 2 1 2 0 PL OT  1 , 1 8 7 : 0 0 0 W T O  T , I 7 1 VZ 2 1 0 5  D A T A  4 2 , 2 2 ,  -  N I T  AP R I N T  E R R i R  IJS 2 1 3 0 N EXT  T
NV K E Y  eOL: 2 1 5 0 R EST O R E 2 8 0 8 : F O R  T = 8  T O  1 7

JM 2 1 6 0 R EAD  X , Y , T E X T S
VT, 2 1 1 0  R E M  - - -  P R I N T E R  D U M P
NP 2 9 2 0  T R A P  3 2 0 0U 0 2 1 7 0 0 = U 5 R ( 3 0 2 0 4 , 0 0 R ( T E X T S ) , X , Y )

Kt i 2 1 8 8 N EXT
KG 2 9 2 5  L P R I N T  -  S E C T O R  N O . " ; S E C T
AJ 2 9 3 0  G O S U B  3 4 0 0RS 2 1 8 2  F O R  t = 1  T O  1 6 : T E X I S C 2 . , 2 ) = m 0 m F L 2 9 4 0  F O R  I = 1  T O  8

Wf 2 1 8 4 1
E
X
T
S
(
1
,
1
)
=
C
H
R
S
(
T
4
0
4
)
:
X
=
T
*
4
-
2
:
Y
=
I

I V 2 9 5 0  F O R  C = 1  T O  1 62
C I 2 1 0 6 0

=
U
S
R
(
3
0
2
0
4
,
6
D
R
C
T
E
X
I
S
)
,
X
,
V
)
:
N
E
X
T

BY
OK

2 9 6 0  8 = A S C ( 5 E C S E T 4 1 1 0
-
1 0 4 1 C , T * 1 6 - 1 6 . 4 C ) ,
2 9 7 n  T E X T S ( C * 4 - 3 , C * 4 ) = " 4 4 0 0 0 m

MR 2 1 0 0  I F  1 3 ( 1 0  T H E N  P = 3 : 6 O T O  3 0 1 0FO 2 1 8 0  F O R  r = 1  T O  8 : T ( M I S ( 2 , 2 ) = • e m XM 2 9 9 0  I F  0 ( 1 0 0  T H E N  P = 2 : 6 0 1 O  3 0 1 05M 2 1 9 0 T E X T S C 1 , 1 ) = C H R S ( I + 4 0 ) : X = 6 5 : V = I + 2 US 3 0 0 0  P = 18 0 2 1 9 2 0
=
U
5
R
(
3
0
2
0
4
,
A
D
R
(
T
E
X
T
S
)
,
X
,
Y
)
:
N
E
X
T

OC 3 0 1 0  T E X T S ( C * 4
-
3 4 P , C * 4 ) = 5 Y R
S < B J

C J 3 0 2 0  N E X T  C
ZU 2 1 9 9 REM  - - -  C L E A R  S E C T O R S  - - - AN 3 0 3 0  T E X T S ( 6 5 , 0 5 ) = " 4 4

mYG 2 2 0 8 S ( C S C I )
0
" :
5 E C S ( 1
2 8 ) = • W
m

KO 5 0 4 0  L P R I N T  1 1 "  " ; T E X I S C 1 , 6 5 )TA 2 2 1 8 S E C S ( 2 ) = S E C S JX 3 0 5 8  N E X T  TAS 2 2 2 0 O L D S E C S =S E C S AB 3 0 6 0  G O S U B  3 4 0 0
MD 2 2 3 0 R EST O R E 2 2 6 0 PT 3070 TExTSc13: :" " : TE X T$ ( 8 8 ) = ' '  I T E X T S C
TN 2 2 3 / REM    I / O  M / C  C O D E 2 ) = T E X T S
U J 2 2 4 0 FOR T = 8  T O  3 : R E A D  A : P O K E  1 5 3 6 4 1 , 8 MB 3 0 8 8  F O R  T = I  T O  1 6

:N E X T
51 3 0 9 0  T E X T S C T * 4

-
2 , T
0
4
-
2 ) = C 1 1 U E S ( 6 4
+ T )

AT 2 2 5 8 R ET U R N JK 3 1 0 0  N E X T  T
810 2 2 6 8 D AT A 1 0 4 , 7 6 , 8 3 , 2 2 8 U P 3 1 1 0  L P R I N T  m  " ; T E X I S ( 1 , 0 4 1OF 2 2 9 9 REM  - - -  P R I N T  M E S S A G E TN 3 1 2 0  6 0 T O  6 5
DC 2 3 0 0 R EST O R E 2 9 0 0 4 1 1 E 5 5 NE 3 2 0 0  M E S S = 9 : 6 0 5 U 8  2 3 0 0 : G O T O  2 6 0J8 2 3 1 0 R EAD  X , Y , T E X T S GY 3 4 8 0  T E X I S ( I ) 9

m
: T E X T S T 8 0 ) K
m : T E X I S (

UF 2 3 7 0 0 = U S R ( 3 0 2 0 4 , A D R ( T E X T S )
0
X . Y 1

2 ) = T E X T S
AP 2 3 3 0 R ETU R N

Z Y 3 4 1 8  L P R I N T  " : T E X T S C 1 , 6 5 1OV 2 3 9 9 REM    D E L E T E  T E X T AP 3 4 2 0  R E T U R NK1 2 4 0 0 D E E S ( L ) = .  m
: D E T S T 8
0 7 = m  
" : D E
L S T 7
j =

D E I S
WO 2 4 1 0 D E L S C L , 1 . 1 ) = " 0 0
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R e v i e w s

SERIOUS STUR FROM API
tested out by Paul Rixon

ENHANCED POKEY PLAYER
The Pokey Player mus ic  system was fi rst publis hed in 1982

In the (now defunct) American publicat ion Softside. It was
originally  intended as a s imple ut i l i t y  to add 'Donkey  Kong'
style mus ic  to games programs.  The edit ing process wasn't
exactly easy to use but  it  was  deemed sat isfactory for the
creat ion of  short  songs. Even so, Pokey Player gained enor
moos  popularit y  wit h users  who just  wanted to compose and
play their own music .
Since the init ial release the program and documentat ion

have been updated several t imes,  c ulminat ing in the publica-
t ionof  Enhanced Pokey Player by Ant ic  Publis hing (who.
sadly, are also no longer wit h us). Pokey is. of  course, the
piece of  s ilicon ins ide y our Atari t hat  produces  noise (in
addit ion to handl ing serial c omms  and keyboard decoding -
hence named af ter POrt / KEYboard cont roller).  The aim of
Pokey Player is to give you full access to the wide variety of
sounds that  Pokey can generate.
In order to enter.  edit  and 'debug' your potent ial sonic

masterpieces you have to use three dif ferent  programs  sup-
plied on the disk - t he Editor.  Compiler and VMerge respec-
tively. Hav ing completed a compos it ion,  you can n i n  it back
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system. The Edit or lets you enter notes us ing the joyst ick for
each of  three possible 'voices' in your mus ic  source file. You
can insert ,  delete and replace notes as required,  fi nally  sav
ing the whole lot to disk. The next stage involves compil ing
each voice into the compacted f ormat  expected by the Player
- typically  one byte per note. This  also highlight s  any prob-
lems, such as notes out  of  range. Once you have three
compiled fi les, you mus t  nt h VMerge to produce the fi nal
playable output  fi le.  I f  all t his  seems rat her a rigmarole - it  is!
St ill,  wi t h some careful planning the results  can be worthy  of
the effort.
The documentat ion is (necessarily) extensive and is div ided

into eight  sect ions covet ing every thing you could conceivably
need to k now about  compos ing mus ic  wit h your Atari - f rom
the theory  of  electronic mus ic  to programming hint s  on how
to merge tunes  wit h y our own Basic code. As wit h most  of
Ant ic 's  disks, you ran v iew or print  this  informat ion.

Enhanced Pokey Player feels a bit  aged by modern day
s tandards  but  it  well deserves its place in c omput er history.
Treat  it  as an adventure and you won' t  go wrong!

ENHANCED PO KEY PLAYER is ava i lab le f ro m
G rat in  In t ern m at io n al  on d isk only at  45

SHERLOCK 1050
Sherlock 1050 is basically  the disk  user's equivalent  of  the

DIY enthus iast 's  toolbox, I t 's a disk  ut i l i t y  program wit h
numerous  fac ilit ies to examine,  modify ,  search and generally
fi ddle wit h the contents  of  your floppies,
The program is menu driven and therefore quite s imple to

use, t hough it 's  recommended that  you take some t ime to
study the doc ument at ion before experiment ing wit h y our
disk collect ion, I n any case, you should always  make a
back -up of any disk  you're about  to explore, to avoid any
embarrass ing mishaps!  Coinc identally .  Sherlock  incorporates
an ' intelligent '  disk  copy ing funct ion,  its  speciality  being to
read as  many  sectors in each pass as the memory  space wil l
allow. A format  ut i l i t y  is supplied to prepare disks for use
wit h the copy rout ine - t his  is faster t han the normal DOS
format,  s ince it  doesn't  need to prepare the DOS sectors and
disk direc tory  areas (as these are copied over anyway).
One of the main opt ions  is a sector dump.  This  asks you to

enter the sector number  (in hexadec imal) that  you want  to
view. The ASCII and hex representat ion is duly  displayed,
and you can sk ip onto the next or prev ious sectors or dump
the current  in ibrmat ion to your printer.  From here you can

also launch s t raight  int o edit  mode,  whic h is  one of  Sher-
lock's most  powerf ul - and potent ially  dangerous  •
You can modif y  any sector in hex or ASCII mode,  perhaps  to
try some of  those handy  game cheats described by Harvey
Kong Tin (Issue 29), or jus t  to *personalise' your software. To
help you keep t rack of  where you are on a disk,  there's  a Disk
Map opt ion whic h graphically  reveals the ent ire contents.
For those who are confi dent  wit h assembly  language - or

who want  to learn - the disk  disassembler will r ip apart  the
hidden secrets of  programs in a jif fy! Again there are print
opt ions  so you can inspect  the results  at a leisurely  pace. A
disk  search is another ex t remely  useful f unc t ion and here
again Sherlock  doesn't fail to deliver. You can search for hex
codes or ASCII charac ter s t rings and when a mat c h is  found.
you can choose to print ,  edit  or even disassemble the approp-
riate sector.
All I can say is that  if  you use a disk  drive and you don't

have a suite of  ut ilit ies  s imilar to those offered by Sherlock
1050, i t  could be t ime to mak e amends7

SHERLOCK 1 0 5 0  is avai lab le f rom
Grat in  In t ern at io n al  on d isk only at  .C5
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UM UTILITY

V A
R
E
D I
T

Ever been stuck with a
program that you have lost
track of  because your
variables don't make sense?
Richard Lewis has a utility
that allows you to change
variables after your program
has been written
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I wanted to change the name of  a variable.  ! wou ld
have variables like V. X or S$ and I want ed t hem to

have a more meaningf ul name,  Also I t ry  to Standardise the
names of  vahables. e.g. not  have CUR_VAR.  VARI :11P.  VARl-
A ME S  but  instead have CUR_VAR.  VAR:TYPE.  VAR$. I de-
cided to writ e a program that  would al low me to change the
name of  variables.
My  fi rst  at tempts  involved alt ering the variable names  while

the program was  loaded but  this  proved very t ricky to do. I f  the
new name had the same number of characters then it  was
easy but  if  the name was to be shortened or lengthened then
problems  started. I also had to fi nd space to put  the code, the
Basic part  and the machine code rout ines.
I eventually  wrote a separate program that  would allow me to

edit  the variable names  of a saved program.  Since space was
not  going to be c ramped ! was  able to put  in a lot of  features.
About  the only  feature I did not  put  in was a Search and
Replace func t ion whic h I left out  because i f  used incorrec t ly  it
could cause unt old damage to a program.

SOME BACKGROUND
Before get t ing down to t yping in and us ing the program some

background inf ormat ion wi l l  help to unders tand just  what  t he
program has to do and how to use it. Firs t  we wil l look at how
Atari Basic stores programs  wit h the inf ormat ion found in two
highly  recommened books • De Re Atari and Mapping the
Atari.  Then we wil l  look at the dif ferences in Turbo Basic whic h
I found out  whi le wri t ing this  program.  Final ly  I wil l  show how
to use the program and how to it works.
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ATARI  BASIC
At ari Basic has only  three types of  variables: Numerics ,

Arrays  and Strings.
A saved Basic  program consists of  four parts.  The fi rst part

consists of  seven memory  pointers .  The second is the variable
name table whic h is a lis t  of  the names  of  all the variables. The
t hird is the variable value table whic h records what  type each
variable is and it 's  dimens ioned size. The variable number  is
also stored here - each variable has a dif ferent  number  s tart ing
at zero for the fi rst  variable.  The last part  is  the s tatement
table, t his  is the actual program stored in tokenised form.
When the program is loaded and run two ext ra tables are

added. There is the s t ring and array  table whic h contains  the
characters  In all the s t rings and the values in the arrays.
Finally  there is  the runt ime stack. When the program executes
a GOSUB.  the current  pos it ion in the program is stored in the
runt ime stack, so that  the program can ret urn there when the
RETURN is executed: the same goes for FOR NEXT loops.
The seven pointers  are stored in memory  locat ions 128 to 141

along wit h two extra pointers  in locat ions 142 to 145. These
pointers  point  to where each of  the tables begins.

Memory  Locat ion P o i n t e r
128,129
130,131
132,133
134,135
136,137
138,139
140.141
142.143
144.145

You can use these pointers  to look at  the tables: load a
program and type this  command:

In Turbo Basic
BPUT ttO• DPEEK(130).  DPEEK(132)-DPEEK(130)-1

t• _; ;AI I I101111

Start  of  memory  used by Basic
Start  of  variable name table
End of  variable name table + 1
Start  of  variable value table
Start  of  s tatement table
Current  s tatement  in s tatement  table-
Start  of  s t ring and array  table
Start  of  runt ime stack
End of  memory  used by Basic

If you are us ing Atari Basic type
1 1
3
E
E
K (
1 3
0 )
- 1
- 2
5 6
W
E
E
K (
1 3
1 )
:  
F
O
R  
X
=
Y  
T
O

PEEK(132)+256*PEEK(133)-Y-1:  PUT#0,  PEEK(X);:  N.X1

and you wil l  see the names  of  all the variables.  The last
charac ter of each name is in inverse video.
The variable value table contains  eight  bytes for each vari-

able. The fi rst  byte is the type byte whic h indicates  what  type
of variable it  is. t he second is the variable number  and the last
six bytes are the value or dimens ion of  the variable.
If the variable is a numeric  then the type byte is zero and the

six bytes are the value of the numeric  in Binary  Coded Dec imal



format .
l i t he  variable is an array  then the type is 65 t i t he array  has

been dimens ioned or 64 if  the array  has  not  been dimens ioned.
Of  the six bytes, the fi rst  two point  to where the array  values
are stored in the s t ring and array  table,  the second two bytes
are the fi rst dimens ion of  the array  and the last two are the
second dimens ion of  the array  if  i l l s  two dimens ional.
If the variable is a s t ring then the type Is 129 if  the s t ring has

been dimens ioned or 128 if  the s t ring has not been dimen-
sioned. Of  the six bytes, the fi rst  two point  to where the s t ring
characters are stored in the s t ring and array  table, the second
two bytes is the length of  the s t ring and the last two are the
dimens ioned length.

TURBO BASIC
To be compat ible wit h Atari Bas ic  Turbo Basic stores its

programs  in the same way us ing the same pointers  and tables.
Turbo Basic has  three addit ional types of  variables: Proce-
dures.  Line Label and Unass igned.  The names of these addi-
t ional variables  are stored in the variable name table wit h the
other variables but  they have dif ferent  ent ries  in the variable
value table.

the variable is a procedure then the type is 193. 01 the six
bytes, t he fi rst  two point  to where the procedure starts in the
statement  table.  This  is a memory  locat ion not  a l ine number.
Us ing memory  locat ions  is faster than us ing line numbers .  e.g.
i f  you have a l ine wit h GOSUB 800 then the program wil l  look
for line SOO by s tart ing at the beginning of the program and
going t hrough each line number  unt i l  it  fi nds line 800.  whi le
an EXEC procedure wil l  go s t raight  to the pos it ion in the
statement  table to get the line.

the variable is a label then the type is 194. Of  the six bytes,
the fi rst two point  to where the label is in the statement  table
whic h is also a memory  locat ion.

If there is a line in the program execut ing a procedure that
does not  exist or going to a l ine label that  does not  exist t hen
that  procedure or label is unass igned.  I f  you enter the DUMP
c ommand then the name appears  wit h an ? e.g.

DUMP
[NIT PROC 1930
SAVE_ERR a 1 890
UNASSIGN ?

You cannot  have a line label and procedure wit h the same
name.  I f  you do try, t hen the second variable wil l  overwrite the
first. Howev er you can have a numeric  and a label/ procedure
wit h the same name.

Program overleaf Fa
-

VAREDIT USER GUIDE
The program which is going to have its variable table edited has

to be saved on a disk and the disk should have as much free
space as the size of  the program to be edited. This  is because
the program is read in, edited, the altered version is saved onto
the disk and then the old version is deleted. The disk should not
have a  fi le called ! M i t t !  .TTI .
Run t he VAREDI T program and enter t he fi le name of  t he

program t o  be  edited. You are  t hen presented wit h t he fi rst
variable, number zero. You can now change the variable names.
To change the name just type in the new name and press enter.
There are Several commands to help you fi nd the variables to
be changed.

+n a d v a n c e s  you the number n variables (e.g. +6,  +20 or
+999)
goes back one variable

-n g o e s  back n variables
'F t i n d s  a  variable name.  Ent er t he f ull name o f  t he

variable when asked and if there is such a variable you
will b e  taken t o it .  The  Search starts f rom the next
variable

*S s e a r c h e s  for a string of letters. Enter the string and you
will be taken to the next variable whose name contains
the string if  there is  one. The search starts f rom the
next variable

*A r e p e a t  last command. This  repeats the last command
that was not  a name change. This  is to be used with
'S when you wish to change several variables. Use *S
to search for the first occurrence of the string, change
it, it necessary, then use *Ft to find the next occurrence

*M s h o w  memory usage. This  shows the free memory, by
how much the total length of  the variable table has
changed and the number of free sectors that will be left
when the new version has been saved to disk

*Lal l i s t  only numerics. Only  numeric  variables will be dis-
played and searched for. Also the very first and last
variables will be displayed regardless of  what  type of
variable is  to be listed. The border colour will change
to indicate that you are in list  mode

*LA l i s t  only  arrays
*LS l i s t  only strings
*LP l i s t  only  procedures
*LI_ l i s t  only  labels
*LLJ l i s t  only  unassigned
*L l i s t  all types
*X e x i t  t he program and save the t he changes t o  t he

variable table
*0 q u i t  the program and do not  save the changes

You can set the names, of  two variables which are the same
type to be the same. When you load the program to run it, Basic
will still treat them as different variables even though you will not
be able to tell them apart  during a listing. I f  you then LIST the
program t o a  disk  fi le Men ENTER it  then both variables wil l
become one variable.
You can rename a numeric variable to something entirely diffe-

rent. Fo r  example rename "CUR LEN" t o  'CUR_ END_POS •
C U R _ S T A R T
. .
P O S  +  
T o r .  
T h e
n  
w h
e n  
y o
u  
L I
S T  
a
n
d  
E
N
T
E
R  
t
h
e

program that variable will no longer be there but replaced by the
expression. You have to remove any fines that contained CUR-
_LEN= to something else.
You should always have a copy of the program you are going

to change until you are used to how it  works. You can cause
a kit of damage to a program if you set two variables to the same
name
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VAREDIT
EX 1  R E M

YO 2  R E M  U  V A R E D I T
MD 3  R E M  U  b y
UZ 4  R E M  U  R i c h a r d  L e w i s
MX 5  R E M  N  i n  T u r b o  B a s i c
HD 6  R E M  u

LL 7  R E M  1:1 N E W  A T A R I  U S E R  -  A U G  1 9 9 7  N
F E 8  R E M
AY 1 0  R E M

VR 2 0  E X E C  I N I T : E X E C  M A I N : E X ( C  T E R M :E N D
NY s e
LID 4 0  P R O C  M A I N

RO S O  D O  :C U R _ 5 T AR T _ P O S =V AR _ P T C C U R _ V AR 1
: C U R _ E N D _ P O S = V A P _ P T ( C U R _ V A R
-
1 . X 1 ) - K I : C U R

_ L E N = C U R _ E N D _ P O 5
-
C U R _ 5 T A R T _ P O S , X 1

BC 6 0  E X E C  F I N D _ T Y P E : E X E C  D I S P L A Y _ N A M
E:EXEC S E T_ DE F

0G 7 0  ?  C U R _ V A R : : I F  C U R _ V AR z / 1 0  O R  C U R
_ V AR =M AX _ V AR :/ N P U T  " .  " , L I N E S : E L S E  : I N
PUT " -  -
, L I N E
S : E N D
I F

M I  8 0  I F  L I N E S . " "  T H E N  L I N E S = " 4 "
HU 1 0 0  I F  L I N E S * R "  A N D  O L D _ L I N E S < > " "

TH EN  R E P _ F L A G = K I : L I N E S z O L D _ L I N E S
ZC 1 0 0  C H S
,
L I N E S ( X
1 0 1 1 )

OH 1 1 0  I F  C H S e "  o R  c H $ - •  O R  c H S z •

RR
i l l
N J

* 1 1 1 ,

c c H A N G E _ N a m
2 3 0  E N D I F
2 4 0
2 5 0

• • . . .  6 4

•

JP 1 2 0  I F  L E N I L I N E r n m l : L I N E I S = L I N E
S C M
2
. L E
N C L
I N E
S » :
C H I
S = L
I N E
2 S C
X 1 ,
M i 2
: E L

SE : L I N E 2 S = " " : C H 2 5 " " : E N D I F
RF 1 3 0  I F  C H S + "  T H E N  L E T  D I R E C T I O

H z
-
X I
: E
X E
C  
M
O
V
E

PS 1 4 0  I F  C H S - "  TH E N  L E T  D I R E C T I O
0 .7 .- 1 1 1 :EXEC  M O V E

BE I S O  I F  c H S * / F  C H 2 S X "  O R C H
2 $ 7 . "0 " T H E N  E X I T

C r  1 6 0  I F  C H 2 0 r - " 5 "  T H E N  E X E C  S E A R
C H _ L ET T ER

MD 1 7 0  I F  C H 2 S F •  T H E N  E X E C  F I N D
_ N o m

0 4  1 8 0  I F  C H 2 S = " H "  T H E N  E X E C  M EM O
RY

OU 1 / 0  I F  c H 2 S = " L "  T H E N  E X E C  L I S T
_ T Y P E

QJ 2 0 0  E N D I F
ET 2 1 0  O L D _ L I N E S = L I N E 5 : R E P _ F L A G = X 0
R J 2 2 0  E L S E  I F  N O T  R E P _ M A I G  T H E N  E K E

I F  C U R _ V A R < X 0  T H E N  C U R _ VAR =1 1 8
I F  CUR_0012>max_0110 T H E N  CUR_ V A

R
,
M
A
X
_
V
A
R

C l  2 6 0  L O O P
v y  2 7 0  E N D P R O C
PF 2 6 0
FB 2 9 0  P R O C  F / N D  T Y P E : V A R _ T Y P E z K I
CM 3 0 0  D O  : I F  P E E K ( V A L U E _ A D R • C U R _ V A R * 8 3

-
V
A
R
_
T
Y
P
E
(
V
A
R
_
T
Y
P
E
)  
O
R  
V
A
R
_
T
Y
P
E
>
6  
T
H
E
N

T Y P E _ D I M = X 0 :E X I T
wR 3 1 0  I F  P E E K ( V A L U E _ 4 0 R e C U R _ U A R A 0 ) 7 v

A R _ T Y P E ( V A R _ T Y P E , K 1 )  T OT EM  T Y P E _ D I M = x 1 :
E X I T

F B 3 2 0  v A R _ T Y P E = V A R _ T y p E . K 1
CU 3 3 0  L O O P
VT 3 4 0  E N D P R O C
PA 3 5 0

OG 3 6 0  P R O C  S E T _ D E F : P O K E  6 9 4 0 1 0 P O K E  7 0 2 ,
6 4 :P O K E  7 1 0 , X 0 : P o K E  7 0 9 , 1 0 : P O K F  8 7 , K 0 :
POKE 8 3 . 3 9 : E N D P R O C

PE 3 7 0

JN  3 8 0  P R O C  G E T _ R E P L Y :R E P E A T  : G E T  R E P L Y : U
N T I L  R E P L Y N N  O P  R E P L Y z Y Y : P U T  R E P L Y : '
,:EN D PR O C

P I  3 9 0

GX 4 0 0  P R O C  D / S P L A V _ N A M E : '  C U R _ V A R ; : I F  C U
R _ V O R =K0  O P  C U R _ V A R M A X _ V A R : ?  " z  " ; : E L
SE ; 7  " -  " : : E N D I F

I N 4 1 0  I F  c HR_ LE N> M 1  TH E N  ?  v 0 R S ( C O R _ s T

A R T _ P O S , C U R _ E N D _ P O S - K 1 ) ;
WI 4 2 0  /  c HuS c a s c c uppS c c oR_ E ND_ P O S 3 T4 1 2

8 ) ; ”  -  " ; V A R _ T Y P E S ( V A R _ T Y P E * 2 4 4 T Y P E _ D I
M * 1 2
-
2 3 , V
A R _ 1
Y P E A
2 4 . 1
1 Y P E
_ D I M
A l 2 -
1 2 1

VS 4 3 0  E N D P R O C
OZ 4 4 0
VX 4 5 0  P R O C  C H AN G E _ N AM E
EP 4 6 0  L E T  N E W _ L E N L
-
L E N ( L / N E 5 1 : L E T  
N E W _ E

ND. P 0 5 z C U R _ 5 T A R T _ P 0 5 . N E W _ L E N - X l :D I F _ L E
N
-
N
E
W
L
I
E
N  
C
U
R
_
L
E
N
:
R
E
P
L
V
=
Y
Y
:
V
A
L
I
D
=
X
1

AA 4 7 0  I f  N E W _ L J E l l z K I
R V A R _ T Y P E z r . 2 2  T H E N

I F  4 8 0  F O R  5 1 R _ P T .
-
0 1 1

c r L I N E S t s T R _ P T » : I F
$c s i u_ pT , s TR _ pT I = C H R S ( C H A R 4 - 1 2 0 )

ZR 4 9 0  I F  V A L I D
DY 5 0 0  I F  S T R _ P T = M I : I F  C H A R < 6 5  O R  C

H AR ) 9 0  T H E N  V A L / D = M 0
GP 5 1 0  E L S E
UK 5 2 0  I F  S T R _ P T ( N E W _ L E N : I F  ( C H A R

( 6 5  O P  c H 0 0 > 9 0 )  A N D  ( C H A R ( 4 8  O R  C H A R > 5
7 )  A N D  C H A R < > 9 5  T H E N  V A L / D z K O

FM 5 3 0  E L S E
C5  5 4 0  I F  V A R _ T Y P E = K I : I F  C H AR < >

4 0  T H E N  V A L I D = K 0
KD 5 5 0  E L S E
PM 5 6 0  I F  V A R _ T Y P E = K I I I F  C H A P

( > 3 6  T H E N  V A L I D = ) 0
N I  5 7 0

H AR > 9 0 1
H AR < > 9 5

RK 5 8 8
DU 5 9 0
U J 6 0 0
OP 6 1 0
PT 6 2 0
PZ  6 3 0
I D  6 4 0

e I s  n o t  a  v a l i d  n a m e .  D o  y o u  w a n t  t o
c h a n g e  t h e  n a m e  t o  t h i s  n a m e  ( Y / N ) " ;

D I  6 5 0  E X E C  G E T _ R E P L T
YB 6 6 8  E N D I F
V I  6 7 0  I F  R E P LV = TY
FM  6 8 0  I F  D I F _ L E N < > % 0  T H E N  F O R  N E W L V A

R =C U R _ V AR + X l  T O  M A X _ V A R . K I : V A R _ P I E N E W _
V A R ) = V A R _ P I C I I E W - V A R I + D I F _ L E N :N E X T  N E W ._
VAR

SS 6 9 0  I F  D I F _ L E N > X 0  T H E N  -
M O V E  V A R _ AD R + C U R _ E N D _ P O S , V AR _ AD R + N E W - E N D _ P O S .L E N

_ V A R
-
C U R
_ E N
O _ P
O S

PM 7 0 0  I F  D I F _ L E N 0 1 0  T H E N  M O V E  V A R . 4 1 :
R + C U R _ E N D _ P O S , V AR _ AD R + N E W _ E N D _ P O S , L E N _
V A R
-
C U
R _ E
N D
_ P O
S

WO 7 1 0  L E N _ V A R = L E N _ V A R + D I F _ L E N I V A R S ( C
U R _ S T AR T _ P O S , N E W _ E N D _ P O S ) =L I N E S

MK 7 2 0  V A R S ( N E M _ E N D _ P O S , N E W - E N D _ P O S )
C H R S ( A S C C L I N E S C N E N _ L E M ) ) + 1 2 8 1 1 L I N E 2 S z "
1 . ":L E T  6 I R E C 1 I O N 1 : E X E C  M O V E

XW 7 3 8  E N D I F
.IX 7 4 0  E N D P R O C

PE 7 5 0
HG 7 6 0  P R O C  M O V E
A I  7 7 0  I F  L / N E 2 S " : C U R _ V 4 R = C U R _ V A R a b l A

[ C T  I O N
UP 7 8 0  E L S E  : T R A P  U M O V E _ E R R :X = V A L ( L I N E 2

$ ) :C U R _ V AR m C U R _ V AR + D I R E C T I O N N X
L T  7 9 0
MR 8 0 0
JC  0 1 0
Z J  8 2 0

KM

DC

VS
T V

= L I S T _ T Y P E  T H E N  E X I T
8 3 0
z M AX _ V AR
8 4 0

8 5 0
8 6 0

AND ( V A R _ T Y P E z Z 1  0
V A L I D M O
TO N E H L _ 1 ( N : C H O R 7 O 5
C H AR ) 1 2 7  T H E N  L I N E

E L S E  I F  ( C l I A R < 6 5  O R  C
AND ( C H A R ( 4 8  O R  C H A R > 5 7 )  A N D  C
TH EN  V O L I D z K O

E N D I F
EN D  I F

E N D I F
E N D I F

E N D I F
NEXT S TR _ P T
I F  N O T  V A L I D : ?  " T h e  v a r i a b l e  n a m

N M O V E _ E R R :T R A P  N O _ T R A P
END IF
I F  L I S T _ T v p E

DO : E X E C  F I N D _ T Y P E : I F  V A R _ T Y P E

I F  D I R E C T I O N = X 1  A N D  C U R _ V AR >
TH EN  E X I T

I F  D I R E C T I O N = - K 1  A N D  C U R _ V AR
TH EN  E X I T

C U R _ V AR =X U R _ V AR .D I R E C T I O N
LOOP
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1F
WG
Pm
Do

KF

um

UN
Z I

LU

VX

PX
VC
I S
1 1

/ I I

U I
KY
TE
WV
YU
mx
T X
S I

I I )

WL
HO

8 7 0  U N D I F
8 8 0  E N D P R O C
8 1 0
1 0 0  P R O C  S E A R C H _ L E T T E R : I F  N O T  R E P _ F L A G

TH EN  E X E C  S E T _ D E F : I N P U T  " S e a r c h  L e t t e
r s " ; S E A R C H S
110  I F  5 E O R C H S O S E A R C H _ P O 5 C U R _ E N
D _ P O S :S E AR C H _ L E N z L E N C S ( AR C H S ) :O L D _ V AR z
C U R _ VAR
/ 2 0  D O  : L E T  N E W - P O 5 = U I N S I R C V A R 5 T X 1
, V 0 R _ P T T M A X _ V A R . X 1 1 ) , S E A R C H S „ S E A R C H _ P O
5 ) : I F  N E W _ P O S = X O  T H E N  C U R _ V AR =O L D _ V AR :
E X I T
9 3 0  L O W _ V A R L
-
Z 0 : U P _ V A R
= M A X _ V A R
4
X 1

1 4 0  W H I L E  U P _ V 4 R
-
1 0 W _ V A R > X 1 : L E T
M U m _ V AR 7 I N T ( ( U P - V AR + L O W _ V AR ) * ( 1 . 5 )
150 R E M  ? Lom—vaR•mm_ucip.up_v
AR
/ 6 0  I F  V A R _ P I T H E W L V A R 1 ( = N E W L P O
s:L O W _ V AR =N E M _ V AR
1 7 0  E L S E  :U P _ V A R = N E W _ V A R
/ BO  E N D I F
3 9 0  W E N D
1 0 0 0  I F  V A R _ P T ( U P _ V A R ) > = H E M _ P O S I
S E AR C H _ L E N :C U R _ V AW :L O M _ V AR :I F  N O T  L I S T

_ T Y P E  T H E N  E X I T
1 0 1 0  E X E C  F I N D _ T Y P E ; I F  V A R _ T Y P
E z L I S T _ T Y P E  T H E N  E X I T
1 0 2 0  E N D I F
1 0 3 0  s E A R C H _ P O S N E W _ P O S
1 0 4 0  L O O P
1 0 5 0  E N O I F
1 0 6 0  ENOPROC
1 0 7 0
1 0 8 0  P R O C  F I N D _ N AM W
1 0 1 0  I F  N o T  R E P _ F L A G : E X E C  S E T _ O F F : I N
PU T  " F i n d  H o r d  " ; S E A R C H
1 1 0 0  I F  S E A R C H S O " "  THE N S E ARCH_ LE
N=LENc5EARCH51:51EARCHScsEARCIS_LEN,SEAR
cm_LEm=cliAscasccseARctiscsEARcm_LEm».
Iza )
t h e  E N D I F
1 1 2 0  I F  S E A R C H S < > "";S E A R C H _ P O S = C U R _ E
N O _ P O S :O L D _ V AR =C U R _ V AR

YO

AE

ZA
YD
DX
NC

PD

CK
GG

o x

TM
MM

SE

AE

CX

KX

EZ
GG
OF

AO

YH
VO
RL

0 : L E T  L I 5 T _ T Y P E 7 5
1 3 4 0  I F  L I N E 2 S = " L L "  T H E N  P O K E  7 1 2 , 2 2
4 ;1 1 1  L I S T _ T y p E = E ,
1 3 5 0  I F  V A R _ T Y P E O L I S T _ T Y P E  T H E N  L E T

D I R E C T I O N = X 1 : L I N E I S r " 0 ( X E C  M O V E
1 3 6 8  E N D P R O C
1 3 7 0
1 3 0 0  P R O C  L O A D
1 3 9 0  D O  ; T R A P  U D I S K _ E R R :C L O S E  : I N P U T

" F i l e  H a m e " : 5 0 u R c E S
1 4 0 0  I F  N O T  I N S T R T S O U R C E S , " : " )  T H E
N L I N E S T - " D : " : 1 I N E S T X 3 ) = S O U R C E S : S O u R C E S
=L I M E S
1 4 1 0  L E N _ P A T H = L E N ( S O U R C E S )
1 4 2 0  D O  :C H S = S O U R C E S T L E N _ P A T H , L E N _
P A T H ) : I F  C H S = " \ "  O R  C 1 1 6 1 7 "< " O R  C H 5 " > "

OP C H S = " : "  M E N  E X I T
1 4 3 0  L E N _ P A T H = L E N _ P A T H
-
Z 1 ; I F  L E N
_ p 0 T H < . X 0  T H E N  E X I T
1 4 4 0  L O O P
1 4 5 0  D E S T S = S O U R C E S ; D E S T S T L E N - P A I H
,X 1 1 . 7 . " T I T T T T T T . T T I "
1 4 6 0  C L O S E  : O P E N  1 2 X 2 , 6 , X 0 , S O U R C E S :
I N P U T  2 I x 2 : L I N E S
1 4 7 0  I F  L I N E S 1 1 6 , 1 4 / 0 " 0 " : F I L E _ L E N
-
L
v
A
L
(
L
I
N
E
S
(
1
5
,
1
7
)
1

1 4 8 0  S O U R C E S C L E N _ P A T H # X 1 1 = L I N E S T
X 3 , 1 0 )
1 4 9 0  F O R  S T R _ P T = L E N ( S O U R C E S )  T O
I L(NC5 O URCE S )
-
0  S T E P  
-
X 1 : I F  
S O U R
c E 5 1
5 T R

_ P TpS TR _ P T) = "  "  TH E N  5 O URCE S ( S TR_ P T1 7 "

1 5 0 0  N E X T  S T R _ P T
1 5 1 0  I F  L I V I E S C 1 1 . 1 1 1 0 "
1 5 2 0  5 O U R C E 5 T L E N C S O U R C E S I . X 1 1 =
" . " : S O U R C E S C L E N T S O U R C E W F X 1 1 = L I N E S C I I
,1 3 )
1 6 3 0  F O R  S TR_ P T=LE N(S O URCE S )  T
0 L E N 1 5 0 o 0 C E S 1
-
8  S T E P  
-
K 1 : I F  
S O U R
C E 5 (
5

T R _ P T , S T R _ P T ) = "  "  TH E N  S O URCE S CS TR_P T)

1 5 4 0  N E X T  S T R _ P T
1 5 5 0  E N D I F
1 5 6 0  R E P E A T  : I N P U T  1 1 X 2 1 L I N E S :U N T

RP 1 1 3 0  D O I L  L I N E S 1 1 4 , 1 4 ) = " 0 "
KS 1 1 4 0  I F  S E ARCH5 =V ARS (v AR_ P I CCUR_

v A 1 4 1 1 „ V A R _ P I T C U R _ V A R f X 1 )
-
X 1 )

VY 1 5 7 0  E X E C  S E T _ D E F : R E P L V = V V : F I L E _
F R E E _ L E N = V A L ( L I N E S )

OY 1 1 5 0  I F  N O T  L 1 1 4 _ 1 ' 1 1
3
E : E X I T

JC 1580 I F  rxLE_FR(E_LEN(rtLE_LEN*1
LU 1 1 6 0  E L S E  ; E X E C  F I N D _ T Y P I E : I F  V . 1 : ?  T h e  fi l e  " ; S O U R C E S ; "  u s e s  " ; F I L E

A R _ T Y P E = L / S T _ T Y P E  T H E N  E X I T _ L E N : "  s e c t o r s "
OH 1 1 7 0  E N D I F I N 1 5 1 0  " b u t  t h e r e  a r e  o n l y  " f f
VC 1 1 8 0  E N D I F I L E _ F R E E _ L E N ) "  s e c t o r s  o n  t h e " : ?  " d i s k
WM 1 1 9 0  C U R _ V A 1 1 7 - C U R _ V O R

-
F X 1 ; I f  C U R _ V
AR>MAX_VAR TH E N  cuR_V ARz -O LD_V AR:E NX T e z  1 6 0 0  ?  " D o  y o u  s t i l l  w i s h  t o  e

SW 1 2 0 0  L O O P d i t  t h e  v a r i a b l e s  ( Y / N )  ? ; : E X E C  G E T _ R
mN 1 2 1 0  E N D I F E P L Y
YM 1 2 2 0  E N D P R O C UR 1 6 1 0  E N D I F
XP 1 2 3 0 DO 1 6 2 0  I F  R E P L Y = Y 1 : ?  ; ?  " L o a d i n g
MF 1 2 4 0  P R O C  M E M O R Y :?  M E M O R Y - V A R _ P T C M A ;S O URCE S ;" v a r i a b l e s " : c L O S E  1 = 2 : O P E N

X _ V AR A- X 1 1 ;" b y t e s  f r e e  " , ; ; D I F _ L E N = L E N X 2 , 4 , X 0 , 5 O U R C E S
- 1 0 0 R
-
O L D _
L E N _
V A I R :
I F  
D I
F _
L E
N >
X 0  
T
H
E
N  
?

5 0 1 6 3 0  F O R  P R O G - P T = X 0  T O  6 : G E 1
3 2 , X , Y 1 P R O G _ P T ( P R O G _ P T ) = X . 2 5 6 m Y :N E X T  P

GN 1 2 5 0  ?  D I F _ L E N : "  b y t e s  " ; F I L E _ F R E E _ R OG_ PT
L E N
-
F I L
E _ L
E N ;
"  
s
e
c
t
o
r
s
" :
?

I V 1 6 4 0  L E N _ V A R = P R O G _ P T C X 3 1
-
P R O G _

YY 1 2 6 0  E N D P R O C P T E X 1 1 : L E N _ P R O G = P R O G _ P T C 6 1
-
2 4 1 t L E N _ V A L

1 0 1 2 7 0 U E = P R O G _ P T ( 4 )
-
P R O G _ P T C X 3 1

HT 1 2 8 0  P R O C  L I S T _ T Y P E : I F  L I N E 2 S : " L "  T H E N FM 1 6 5 0  L E N _ S T A T M E N T = L E N _ P R O G
-
L E N

POKE 7 1 2 , X 1 1 :L E T  L I S T _ T Y P E . X 0 _ UAR-LE N_ V ALUE -1 4 :0 1 0 _ LE N_ V AR=LE N_ V AR
CO 1 2 9 0  I F  L I N E 2 S z " I N "  T H E N  P O K E  7 1 2 , 1 6 ox 1 6 6 0  O G ( T  1 1 1 X 2 , V AR _ AD R , L E M _ V AR ;

;L E T  L I S T _ T Y p E = x 1 OGET U X 2 , V A L U E _ A D R , L E N _ V A L U E
AN 1 3 0 0  I F  L I N E 2 1 L A "  T H E N  P O K E  7 1 2 , 4 8 OX 1 6 7 0  V A R _ P T ( X 1 1 1 ) = X I ; C U R _ V A R = X 0 :

:L E T  L I S T _ T Y P E = X 2 ST R _ PT :0 1 0
KZ 1 3 1 0  I F  L I N E I 5 = " 1 . 5 "  T H E N  P O K E  7 1 2 , 8 0 va 1 6 8 0  R E P E A T  I F  P E E KT I V AR _ AD R • S

:LET i r s t_ i v e c . x 3 T R _ P T ) ) 1 2 7  T H E N  V A R _ P T C C U R _ V A R f X 1 ) = 3 T R
FR 1 3 2 0  I F  L I N E 2 S = " L U "  T H E N  P O K E  7 1 2 , 1 2 _ P T a X 2 :C U R _ V AR T . c u u _ v a m + x 1

8 :L E T  L I S T _ T Y P E 7 - 4
MX 1 3 3 0  I F  L I N E 2 5 L P "  T H E M  P O K E  7 1 2 , 1 6 continued 4

1
1 1 r
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VAREDIT
UP 1 6 9 0  5 T R _ P T = S T R _ P T + X l
VR 1 7 0 0  U N T I L  S Y R _ P T ) = L E N _ V A R
ND 1 7 1 0  M A X _ V A R = C U R _ V 4 R - K 1 : C U R _ V A

E X I T
UM 1 7 2 0  E N D I F

ZA 1 7 3 0  U  D / S K _ E R R : ?  " D i s k  E r r o r  " ;
ERR; " o n  l i n e  -
t r O l t i .TS 1 7 4 0  U N D I F

AT 1 7 5 0  L O O P

L T  1 7 6 0  T R A P  N O _ T R A P :E X E C  M E M O R Y
it_  1 7 7 0  E N D P R O C
YO 1 7 8 0

YY 1 7 9 0  P R O C  5 A V E : T R A P  U S A V E _ E R R : ?  " S e v i n
g v a r i a b l e s • : D X F _ L E N = L E N _ V A R - O L D _ L E N _ V
AR

YE 1 6 6 0  F O R  P R O G _ P T =7 . 2  T O  6 : P R O G _ P T ( P R 0
G _ P T ) = P R O G _ P T ( P R O G _ P T ) + D I F _ L E N :N E X T  P R
OG_ PT

GA 1 8 1 0  O P E N  1 1 4 1 , 8 , K O , D E 5 T S :F O R  P R O G _ P T
=KO  T O  b : P U T  1 1 1 7 :1 , PR O G _ PT ( PR O G _ PT )  M O D
2 5 6 , P R O G _ P T ( P R O G _ P T )  D I V  2 5 6 : N E X T  P R O G
_ PT

D J 1 8 2 0  O P U T  U M I , V A R _ A D R , L E N _ V A R :O P U T  U
M I , V AL U E _ AD R . L E N _ V AL U E

L K 1 8 3 0  D O

VA 1 8 4 0  I F  L E N _ 5 T 4 T M E N T ) M E M O R Y :6 G E T  U
X 2 , V AR _ AD R , M E M O R y :O P U T  n X 1 , V A R _ A D R , M E M
O R Y :L E N _ S T AT M E N T z L E N _ S T AT M E N T - M E M O R Y

KP 1 8 5 0  E L S E  : 8 G E T  1 1
7
. 2 , V A R _ A D R , L E N _ S T

AT m E N T :O P U T  U K 1 , V A R _ A D R , L E N _ 5 T A T M E N T :E
X I T

UA 1 8 6 0  E N D I F
BB 1 8 7 0  L O O P

WY 1 8 6 0  C L O S E  : D E L E T E  S O U R C E S :D E S T S ( L E N
(
D
E
S
T
S
)
+
X
1
)
=
"
,
"
:
D
E
5
T
S
(
L
E
N
(
D
E
S
T
S
)
.
X
1
)
=
S

O U R C E S ( L E N _ P AT H + 7 .1 ) :R E N A M E  D E S T S : G O U  5
AV E _ O K

I L  1 8 / 0  U  S A V E _ E R R :C L O S E  : ?  " S a v e  E r r o r
" : E R R ; "  o n  l i n e  " : E R L

DO 1 9 0 0  8 1  S A V E _ O K : T R A P  N O _ T R A P
VX 1 9 1 0  E N D P R O C
VA 1 9 2 8
FM 1 1 3 6  P R O C  I N I T : P O K E  5 5 9 . K 9 :G R A P H I C S  7 :11

( X E C  S E T _ D E F : P O K E  7 1 2 , K 9 : P O K (  5 5 9 , 3 4
X I  1 9 4 0  D I M  s o u R c E S ( 6 4 ) , 0 E 5 T 5 t 6 4 ) , L i m E S

t i
2
e
)
,
L
I
N
E
2
S
(
1
1
9
) ,
c
m
S
o
t t
) ,
c
m
r
S
i
m
1
l .
c
u
p

_ L i m e S t 1 2 0 ) . s e A R c u S t i z e ) o v A R _ 1 Y P E 5 1 1 6 9
)

ZN 1 9 5 0  D I M  P R o G _ P T ( 0 ) , V A R _ P T ( 2 5 6 ) , V A L U
E S C 7
0
4 8 ) ,
V A R _
T Y P E
( 7 . 7 .
1 )

CV 1 1 6 0  M E M O R Y
7
-
F R E ( K ( 1 ) - 2 0 0 :
D I M  
V A R S (
M E M

O R Y ) :V AR S C H E M O R Y 1 =” • •
; V A L U E 5 ( 2 0 4 8 ) = "OL 1 1 7 0  R E A D  N O _ T R A P , N N , Y Y

CR 1 9 8 0  F O R  X = X O  T O  6 1 F 0 R  Y = X O  T O  V . 1 : R E
AD i : V A R _ T Y P E ( X . Y 1 = 2 : N E K T  Y : N E X T  X

O I  1 9 9 0  R E A D  V A R _ T V P E S :R E A D  L I N E S : V A P _ T
I r e E S ( 9 7 ) = Li N e S

OU 2 0 0 0  V A R - A D O l z A D R ( V A R S ) : V A L U E _ A D R = A O R
( V AL U E S )

KO 2 0 1 . 0  E X E C  L O A D
Y J 7 0 7 0  E N D P R O C
XM 7 0 3 0

VO 7 0 4 0  P R O C  T E R M :P O K E  7 1 2 . X 0 : / F  I L T N E 8 0
X " T H E M  E X E C  S A V E

Y5  2 e 5 e  E N D P R O C
XV 2 0 6 0

MD 7 0 7 0  D A T A  4 0 0 0 0 , 7 8 , 0 1

MP 2 0 8 0  D A TA  0 , 6 , e , a , 6 5 , 6 4 . 1 2 / , i 2 8 , 1 9 2 , 1 9
2 , 1 9 3 . 1 9 3 , 1 9 4 , 1 9 4

UE 2 0 9 0  D A T A  n u m e r i c  n u m e r i c  a r e a
Y a r r a y  u n d i m  s t r i n g  s t r i n g

u n d i m u n a s s i g n e d  u n a s s i g n e d  .
WE 2 1 0 0  D A T A  p r o c e d u r e  P r o c e d u r e  L a b e

1 l a b e l  1 , 9 1 , ' 1 , 1 .  ? ? ' ' ' "

0

VAREDIT
PROGRAM STRUCTURE

PROCEDURES
The program consists of  the init ialisat ion procedure,  the Main

procedure and then the Terminat ion procedure.

MAIN
This  procedure is a loop wit h the user entering a c ommand

each cycle. CUR_VAIR is the number  of  the variable being dis-
played. Line 80 deals wit h the user Just press ing return.  Line 90
deals wit h " R"  by us ing the old c ommand and s el l ing a flag.
Lines 240 to 250 deal wi t h mov ing beyond the l imit s  of  the
number  of variables.

FIND TYPE
Finds  the type ol variable and whet her the variable has been

dimens ioned.

SET DEF
-ets all the default  pokes.

GET_REPLY
Gets a Y or N answer.

DISPLAY_NAME
Displays  the name and type of  a variable.

CHANGE_NAME
Uses the name et itered by the user to change the current

variable name.  Line 460 sets the flags. Lines  470 to 630 validate
the new name,  l i t he  name is not  valid then the fl ag VALID is set
to zero. Also inverse video characters  are converted to normal
video. Lines  640 to 660 deals wit h a invalid name by ask ing if
the name is to be accepted. Lines  680 to 720 alters the variable
table, Line 720 also moves to the next variable.

MOVE
Lines 770 to 800 deal wit h mov ing forwards  or backwards,

Lines 810 to 870 deal wit h only  lis t ing part ic ular types.

SEARCH_LETTER
This  procedure searches for a s t ring of letters. l i t h e  command

is not being repeated Line 900 gets the s t ring to be searched fon
Lines 920 to 1040 search for the s t ring.  Line 920 searches for
s t ring in the variable s t ring.

Lines 930 to 990 fi nd whic h variable the found s t ring belongs
to, it  is  a binary  tree search. Line 950 wil l  pr int  the lower limit ,
middle and upper limit .  Lines  1000 to 1020 check the st ring,
fi rst  to see that  it  does not  lie across two names  and that  it  is  of
the Co n
-
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was wrong.

FIND_NAME
Searches the variable names  for a part ic ular name.  Lines  1090

to 1110 get the searched for word if  the c ommand has  not  been
repeated. Lines  1130 to 1200 searches for the word.

MEMORY
Di s p l a
y
s  
t h e  
f r
e e  
m
e
m
o r
y .

LIST TYPE
Sets the list type flag. Line 1340 wil l  advance to the next

variable of  the correct type. Set t ing LINE2S to "0" wi l l  cause no
advance if  the current  variable is of  the correct  type.



LOAD
This  procedure loads the variable and value table f rom the

source file. Line 1400 adds a drive to the fi le name if  necessary.
Lines 1410 to 1440 fi nds what  part  of  the fi le name is the path
and what  is fi lename (so the VAREDI T can deal wit h any  DOS).
Line 1450 sets up the des t inat ion fi le name on the save drive
and path as the source file. Lines  1460 to 1470 check to see if
the source fi le exists. Lines  1480 to 1550 deal wit h 1,vildcards (*
or ?) In the fi lename.  Lines  1560 to 1570 fi nd how muc h free
space there Is on the disk.  Lines  1580 to 1610 warn the user if
there is a risk  of  running short  of  space.
Lines 1620 to 1720 load the variable tables. Lines  1670 to

1700 fi nd where each variable name starts in the s t ring of
variable names.

SAVE
Saves the altered variables and copies the rest  of  the program.

Line 1800 updates  the program pointers .  Lines  1810 to 1820
saves the variable tables. Lines  1830 to 1870 copies the rest of
the program.  Line 1870 deletes the source fi le and renames
altered file.

INITIALISATION
Sets up the strings,  arrays  and constants  and then loads the

variables.

TERMINATION
Saves the program if  necessary.

VARIABLES

VARIABLE NUMERICS
CUR V A R - the number  of the eurrent .variable,  that  is  the

one being displayed and edited
CUR S TA RT POS - the s tart  pos it ion of  the current  variable

in \JARS
CUR_END_POS - the end pos it ion of  the current  variable In

VARS
CUR_LEN - the length of  the name of  the current  variable
VAR TYPE - the type of  the current  variable
DI M TYPE - whet her the current  variable has been dimen-

sioned
NEW V A R t h e  number  of the new variable
NEW_END_POS - the new end pos it ion of  the current

variable
NEW LEN - t he length of  the new name of  the current

variable
OLD V A R - the old current  variable number
LOW VAR t h e  lower variable number  in the binary  sort
UP VAR t h e  upper variable number  In the binary  sort
SEARCH
.  
L E N  
-  
t h
e  
l e
n g
t h  
o
f  
S
E
A
R
C
1
1
$

LIST_TYPE - t he type of  variable to be listed by the •L
c ommand

DI F_LEN - a dif ference in length
SEARCH_POS - the pos it ion in VARS to start  a search
STR P T - a pointer to a pos it ion in a s t ring
CHAR - the ASC value of  a character in a s t ring
LEN_PATH - t he pos it ion in SOURCES where the fi lename

starts
FI LE LEN - the size of  the fi le to be edited in sectors
FI LE_FREE_LEN - t he number of free sectors on the disk  for

the new t ile
LEN_VAR - the length of  the variable name table

OLD_LEN_VAR - t he original length of  the variable name
table

LEN_VAL l e n g t h  of  the variable value table
LEN S TA TE ME NT - the length of  the s tatement  table
PROG_PT - point er to PROG_PT(
X. Y, Z - general counters
REPLY - the response the user makes to a yes no quest ion
DI RECTI ON - the direc t ion of  a move c ommand

PARAMETERS
MA X  V A R t h e  highest  variable number
ME MO RY  - the size of  VARS. t hat  is  the memory  available
VAR_ADR - the address of  VARS
VALUE_ADR - the address of  VALUES

CONSTANT NUMERICS
NN - ASC "N
.
'
YY - ASC
NO_TRAP - a invalid line number  to c lear the t raps

FLAGS
VALI D - the name is a valid name
REP_FLAG - the c ommand is being repeated

STRINGS
VARS - t he variable name table and buf fer for copying the

rest of  the program being edited
VALUES - t he variable value table
VAR_TYPE$ - t he descript ions  of  all the variable types
SOURCES t h e  source fi lename
DESTS t h e  des t inat ion fi lename
LI NES-  t he c ommand entered by the user
CH$,  LINE2S,  CH2$  - part s  of  LINES
OLD LI NES - t he last c ommand
SEARCHS - t he s t ring to be searched for

ARRAYS
PROG _PT( t h e  seven program pointers, memory locations

128 to 151
VAR_PT( - the pointers  to where each variable name starts in

VARS. The last pointer.  MAX_VAR + 1. point s  to the
end of the names

VAR_PT( - the values in the variable value table that  corres-
pond to each variable type.

COMMANDS
eset> - Just press ing return advances you to the next variable
+ - advances you one variable

•
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PRESENTATION
TRICKS
Making it look better
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seems to come upon me even faster t han at other t imes.
You would t hink  that  t wo mont hs  between edit ions  of the

magazine would be plenty  of  t ime to have an art ic le prepared,
but  I always end up get t ing it  all together at the last minut e.
This  t ime I have a t rio of  lit t le subrout ines  whic h may  be

useful to you. They have all been the result  of  enquiries  whic h
have been sent t o me by readers who have had problems.  and
in each case I have writ t en a short  self  contained program to
I llust rate the point .  They  are all about  quit e dif ferent  details  of
Basic programming.

This  subrout ine I llus t rates a bit  of  Atari s t ring handling.  I t  is
designed to take any s t ring up to 37 characters  long and
centre it on the screen. I have chosen 37 as the normal widt h
of a line in Graphics  0 is 38 characters,  but  if  you print  a 38
character s t ring on a l ine it  automat ically  causes a line space
when the cursor drops to the next  line,  so 37 is a convenient
max imum.  I f  you reset the left margin to zero (by POKE 82.01
the line becomes 40 characters  long and y our s t ring can be 39
characters. Conversely  if  you are in a dif ferent  graphics  mode
you may  only  have 20 characters  on a line and you wi l l  have to
adjust  the max imum s t ring length to 19. I f  you follow the
descript ion of the example program it  should not  be too diffi -
cult  to tailor it  to your own needs.

Line 20 dimens ions  the three s t rings we arc going to use, t hen
sets the variable centre equal to 100 (the line number  of  the
cent ring subrout ine) and makes  BLANKS equal to a s u ing of
37 spaces.
Lines  30, 40 and 50 make NAMES equal in t urn to the nrst
and second Line of  a two line ins t ruc t ion and then takes a
keyboard input .  Each t ime the centre s ubrout ine is called to
centre it up  and display  it on screen.
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CENTRE TEXT

Line 60 loops back to line 30 to repeat t he process_
The cent ring subrout ine starts  at l ine 100 by c learing LINES.
L ine 110 gets the length of  the s t ring NAMES and j i l t  is  longer
than 37 characters  changes it  to a new ins t ruc t ion line "37
CI1ARAC1'ERS MAXI MUM.  PLEASE w h i c h  is  30 characters
long, so N is put  equal to 30.
L ine  120 checks to see l i t he  s t ring length is even or odd. l i l t
Is even the program jumps  to line 140.  otherwise an ext ra
blank  character is added to the s t ring In l ine 130.  LINES is 37
characters  long so the middle character is the 19th.
L ine 140 inserts  the characters  of NAMES evenly spaced
before and af ter charac ter 19 of LINES. t hen Line 150 prints
the result  on screen.

BOTTOM LINE
It is  somet imes useful to have an ins t ruc t ion line,  comment

line or t it le line across the bot tom of  the screen when some-
thing else is being displayed above. But  the screen has  a nasty
habit  of  scrolling up when the bot tom line is complete and this
is a nuisance as part  of  the display  is lost of f  the top. There are
one or two things  to remember.
First .  i f  a PRINT (or ?) c ommand is followed by a semi-colon

the cursor will wait  at the end of  the printed line for the next
PRI M'  c ommand rather t han dropping down and s tart ing a
new line. Second. even if  you do put  a semi-colon af ter the
PRINT command,  if  the line is full of  text the cursor wil l move
to the next line and if  you are on the last l ine of the screen
every thing will scroll up one line.
Third,  alt hough the cursor can be switched of f  by POKE 752.1
(POKE 752.0 t urns  it  on again) it  is s t ill present  in an inv is ible
font '.  So even when the cursor is inhibit ed space at  the end of
the bot tom line mus t  be left for it.
The lis t ing merely  shows the two cases. Firs t ,  wit hout  the

semi-colon,  the bot tom line moves up. Then,  when the semi-
colon is added it  stays in place at the bot tom of  the screen.

ROUNDING DOLLARS AND CENTS
(OR POUNDS AND PENCE)

In t he last New Atari User Ann O'Driscoll wrote about  the
INTeger func t ion (amongst  other numeric  funct ions).  I NT
rounds  any number  down to the nearest whole number  by
s t ripping off everything after the dec imal point .  That  is fi ne if
you always want  t o round to a whole number,  and if  you
always  want  to round down.  But  what  about  money?
J us t  as the penny  is one hundredt h of  a pound and the cent

one hundredt h of  a dollar,  many  currenc ies  deal in hun-
dredths  of  the main money  unit ,  When this  is printed there arc
two digits  af ter the dec imal point .  It is  also quite c ommon to



WO 1  R E M
CR 2  R E M  *
FO 4  R E M  *
MU 5  R E M  *
CO b  R E M  *
OG 7  R E M  *
XIT 8  R E M  *  N E W  A T R R I  U S E R  -  A U G  1 9 9 2  *
WW 9  R E M
AY 1 0  R E M
RA 2 0  D I M  L I N E S ( 3 8 ) , N A M E 5 ( 3 8 ) , B L A N K S T S
8
) :

C E N T E R = 1 8 0 :8 1 A N K S = "

1 REM * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *
2 REM s T U T O R I AL  S U B R O U T I N E S
4 REM * R OU N D I N G P E N C E  T O R  C E N T S >  *
5 REM s b y
6 REM * I a n  F i n l a y s o n
/ REM *
8 REM s NEW A T A R I  U S E R  -  A U G  1 9 9 2  *
9 REM
1 0 REM
2 0 7 " R 4 E X A M P L E " : X = 3 1 2 . 3 3 : Y =

9
.
5
:
6 0
S U B

SU

T U T O R I AL  S U B R O U T I N E S
C EN TER  T E X T

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

I I

KM 3 8  N A M E S = " I N P U T  T e r  W O R D  O R  P H R A S E  “:G O
SUB C E N T E R

JN  4 0  N A M E 5 = "T O  B E  C E N T E R E D ":G O S U B  C E N T E R
CM 5 0  7  : I N P U T  N A M E 5 :G O S U B  C E N T E R : ?
SF b e  G O T O  3 0
HX 9 9  R E M  * * * S U B R O U T I N E  T O  C E N T E R  A

* * N s T R I N G  O N  A  L I N E
OP 1 0 0  G I N E S O L A N K S
OS 1 1 0  M - L E N T N A M E S T : I F  N > 3 7  T H E N  N A M E 5 = " I

7 C H AR AC T E R S  M AX I M U M  , P L E A S E  " 1 4 3 0
NC 1 2 1 9  I F  1 . 1 2 = I N I T N T / 2  T H E N  1 4 0
MO 1 3 0  N =1 4 1 - 1 :N AM E S T N , N T ="
BE 1 4 0  L I N E S 1 1 9 - N 1 2 , 1 9
4
1 4 / 2 1 = N A M E
5

JK 1 . 5 6  ?  :
7  
L I N E S  
R E T
U R N

Above - the routine for centring text on screen

Bottom right -  using the bottom line without
making the screen jump

Top right - rounding currency to the correct
two decimal points

round to the nearest  whole number  rat her than always round-
ing down. So how can we achieve these things  in Basic?
To round to the nearest  whole number  instead of  rounding

down all we have to do is cheat a lit t le.  Push the original
number  up by Just a bit  less than 0.5 and the result  Is that all
dec imal parts  of a uni t  up to and inc luding 0.5 wil l  be rounded
down and any t hing greater wil l be rounded up.  Use
0. 49999999 (add as many  nines  as you need to improve
accuracy!!) and then apply  the INT func t ion to remove the
unwant ed bits.  This  is what  happens :

0. 5+0. 49999999 = 0. 99999999 this  rounds  to 0 whi le
0. 51+0. 49999999 1 . 0 9 9 9 9 9 9 9  rounding to 1

But  this  is st ill rounding to the nearest  whole number - what
about  the pence (or cents). Again we have to apply  a lit t le
mathemat ical t rickery.  Firs t  mu l t i p l y b y 1 0 0 - t h i s t u r n s t h e
pence into whole numbers .  Then take the INTeger - t his
rounds  off any thing less t han whole pence. Final ly  div ide the
result  by 100 to get the pence back behind the dec imal place.
The short  l is t ing shows all this  in a small example.  Firs t  it

does a s imple interest  calculat ion wit h two preset values and
r oundsther esul t , theni tasksYoutoi nputacapl i a l sunl and
Interest rate and calculates the interest.
If you program in Basic and want  help pease writ e describing

your problem in as muc h detail as possible. Send an example
on disk  or tape If you can and a s tamped envelope for a reply
and I wil l  t ly  to help.  My  address is:

Ian  Pinlayson, 6 0  Roundstone Crescent ,
East Preston, West  Sussex, BN16 I D Q
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TRANSDISK IV
NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK

TRANSFER SYSTEM AT A SAVING OF 0!
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NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFULLY TRANSFERRED

TRANSDISK IV IS NOW JUST E12,95 - ONLY FROM PAGE 6
Send e cbedoe Or pos tal order with the order tonn on Our Acceseory Shop paw
, or rust er l ie Credd can) orders accepted by telephone on 0785 213978

Send to: PAGE 6, P.O. BOX 54, STAFFORD.  ST16 lOR
" cxl O r,q  r t U K  O ve rwar.  Pe a,e  4.61T2

Ne w Al i ) ,  User • Issue 5 7 33



WU TUTORIAL

CIIICLINAROIJNI)
1While  

A
t
a
r
i  
B
a
s
i
c  
d
o
e
s
n
'
t  
h
a
v
e  
a
n
y  
C
I
R
C
L
E  
c
o
m
m
a
n
d
,

we can draw circles quite easily us ing the SIN and
COS funct ions.  This  art ic le sets out  to explain what

these c ommands  - plus  the Atari's  other t rigonomet ric  func-
t ions - are all about .

SOME DEFINITIONS
Starl ing wit h the basics, t he c irc le shown in the diagram has

a radius  (distance f rom cent re to edge) of  I uni t .  The two lines
whic h meet In the centre are called the axes: The horizontal
line is the X axis and the vert ical l ine is the Y axis, We fi nd the
c ircumference (distance around the edge) of  a c irc le by mul t i -
ply ing the diameter (width) by  a fixed number  called PI (pro-
nounced "pie"). This  means  that  our c irc le has a c ircumference
of  2P1. For the moment  we can take it  that  PL=22/7 or 3.14
approx imately ;  we' ll see later how we can use the c omput er to
work  out  its exact value.

SIN and COS are func t ions  whic h measure what  happens
when a point  moves around the c ircumference of  a circle. We
start f rom the '3 o'c lock" pos it ion ("a" on the diagram) and
move in an ant i-c lockwise direct ion.  COS (for "cosine') mea-
sures how far to the right  of  the Y ax is  the point  is  and SIN (for
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is done by reference to the angle the point  makes  wit h the
centre of  the circle. For instance,  when the point  is  at "P" on
the diagram ii f orms  a t riangle whic h makes  an angle "A" wit h
the centre.  In our c irc le wit h its  radius  of  I uni t ,  t he sine of
angle A S I N(A)  - Is defi ned as being equal to the length of  line
S and the cosine of  angle A - COS(A) - is  defi ned as being equal
to the length of  line C. Of  course. i f  we change the radius  then
these measurements ,  whic h depend on t he length of  the
radius,  wil l  change too. For instance,  i f  the radius  was halved.
then the sine and cosine lengths  would have to be doubled to
bring them to whole units .  Similarly ,  i f  we say the radius  is
equal to 2 unit s  then the sine and cosine lengths  would have
to be halved to express t hem in t erms  of  single units .  In
general,  to enable us to cope wit h a radius  of  any length,  we
defi ne SIN(A) as being equal to S/ R and COS(Al as being equal
to C/ R.  where S and C are the lengths  of  the lines and R Is the
length of  the radius.
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SIN and COS

Ann O'Driscoll explains
some of the mysteries of
the maths commands
built in to Atari Basic

MEASURING SYSTEMS
Look ing again at the diagram.  when the imaginary  point  has

moved a quarter way around the c ircumference the distance
travelled is  PI /2 (point  b), halfway  is PI (point  e). t hree quarters
is 3PI / 2 (point  d) and a full t urn is 2PI. our  c ircumference.
This  measurement  system, whic h looks at dis tance t ravelled
vis a v is  c ircumference length,  is  called the RADIAN system.
We can also use the DEGREE system: For instance,  the point
moves t hrough 90 degrees f rom a to b, 180 degrees f ront  a to c.
270 degrees f rom a to d and 360 degrees in a complete turn.
The Atari normal ly  uses the RADIAN system. The c ommand
DEG tells  it  to measure in degrees ins tead and the RAD
c ommand ret urns  it  to radians .  The convers ions can also he
done manually .  as 2P1 radians  3 6 0  degrees.

OTHER FUNCTIONS
The TAN of  an angle (short  f or "tangent") is defi ned as being

equal to Its s ine div ided by its cosine. Together,  SIN COS and
TAN are called the t rigonomet ric  funct ions.  Their  inverses are
called ARCSINE.  ARCCOSINE and ARCTANGENT.  These tell
us t he values that  have given rise to a part ic ular sine, cosine
and tangent .  For  instance, the s ine of  30 degrees lor PI /6
radians) is 0.5 so the arcs ine of  0.5 is 30 degrees. The Atari
has a f unc t ion whic h returns  the arc tangent  of  a number.
called ATN. This  is fairly  useful,  as it  enables us to work  out  a
value for PI. Going back to the c irc le in the diagram,  when our
point  f orms  an angle of  45 degrees wit h the centre its tangent
(i.e. SI N/ COS) is I  because the lengths  of C and S are the
same at t his  point .  I t  follows that  A TN( 1 ) 4 5  degrees. Since 45
degrees = PI / 4 radians.  P1=4•ATN( I ).



THE PROGRAM
The fi rst  part  of the lis t ing uses the t rigonomet ric  func t ions  to

draw a c irc le on a Graphics  7 screen. Line 100 sets the
co-ordinates for the circle's centre (X and Y). determines  the
radius  length (R) and put s  the computer into degree mode. The
drawing rout ine works  like this : - The co-ordinates  of  point  P
on the diagram are X+C.  Y+R where X and Y are the centre of
the circ le.  COS(A)=C/ R so C=R•COS(A),  Similarly ,  SIN(A)=S/R
so Sz---IrSIN(A). We can t hus  rewrite the co-ordinates  of  P as
P=X+R•COS(A),Y+R*SIN(A).  The FOR NEXT loop s imply  plots
the points  associated wit h successively inc reas ing values for
angle A, s tart ing wit h 0 and going right  around to 360 degrees.
Inc identally ,  t he circ le is plot ted in a c lockwise,  rat her than an
ant i-c lockwise,  direc t ion because the screen's row or "y" values
increase as you move f rom top to bot tom.  This  dif fers f rom the
normal Y axis convent ion s hown in the diagram.  where points
above the cent re are greater than those below.
In this  circle. the size of  the step in Line 130 determines  the

number  of  angles to be plot ted.  Lowering the step value wil l
plot  more points  and reduce the space between t hem to get a
smoother line. Anot her way would be to plot  an init ial point  on
the edge and then use the DRAWrO c ommand to join up the
points  around the c ircumference.  The second part  of  the lis t ing
uses this  method to draw an ellipse, whic h is jus t  a c irc le
whic h has been pulled out  along the X or Y axes into some sort
of c igar shape. Line 220 plots the s tart ing point  and then the
FOR NEXT loop draws  to successive points  around the edge,
us ing the same princ iples  as before. This  t ime however.  COS(Ai
is mult ipl ied by a constant  to elongate the c irc le along the X
axis.
The fi nal bit  of  the lis t ing draws a s ine'wave at  the end of  the

screen. This  shows the s ine values for dif ferent  angles in the 0
to 360 degree (21
3
1) r a n g e .  
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to calculate in radians .  the ATN func t ion is used here to defi ne
a value for Pl. The "t roughs" in the wave reflect negat ive values
for SIN(W) - As s ine measures  how far above the X axis a point
is, its  value wil l  be negat ive for points  below the X axis ("c" t o

on the diagram).  A COS(W) graph would show t roughs  for
the same reason: Cos ine measures  distance to the right  of  the
Y axis so COS is less than 0 in the ''b" to "d" area of  the
diagram.

ADAPTING THE
PROGRAM

We have already seen f rom the lis t ing how the basic c irc le can
be altered cons iderably  jus t  by mult ip ly ing COS(A) by a con-
stant  to elongate along the X axis. Some other changes you
might  like to t ry  are:
- Mult iply  SIN(A) by a cons tant  to elongate along the Y axis.
- Change the value of  the constants in the ellipses to get a
dif ferent amount  of  stretch or spread.
- Add constants  to the Sin or Cos calculat ions  for shading
effects.
- Vary  the value of  the radius ,  axes co-ordinates  wit h FOR
NEXT loops to create concentric  circles or a series of rings.
- Change the step value to alter the smoothness of the c ireuni
ference,
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Draw arcs (parts  of  circles) by alt ering the FOR NEXT values.
For instance, you would use "FOR A=0 TO 180" for a semi
circle, where "A'  is the angle.
The sine wave shape can be altered easily  too. This  one

mult ipl ies  both W and SIN(W) by  3. I f  you mul t ip ly  SIN(W) by a
b l u e r  number you wil l  increase the ampli t ude (height  of  the
crests and depth of  the t roughs) of  the waves. Mul t ip ly ing W by
a dif ferent  number wil l  change the f requency (length) of  a wave
cycle. You could also change the number  of  cycles in the loop -
each cycle is 360 degrees or 2P1 long.
Overall,  you could learn a lot  about  SIN, COS and so on Just

by ex periment ing wit h the s imple program supplied here, so
why  not  give it  a t ry?
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GOOD NEWS!
B e f o r e  we all get too depressed over dwindl ing Atari

support  in the UK. we shouldn' t  overlook those enthu-
siasts overseas who are s t riv ing to keep the 8-bit  mic -

ms  alive. Kemal Ezcan is one such dedicated user who oper-
ates a company  called Ke-Soft  f rom Germany .  publ is hing disk-
based games and applicat ions  and selling all mariner of estab-
lished hardware and sof tware produc ts  - f rom RAM enhance-
ments  to text adventures.
Ke-Soft was formed several years ago, pr imar i ly  to fi ll a gap in

the market  for budget  priced disk  software. Wit h a favourable
response f rom German Atari owners ,  t he company  decided to
launch a disk-based magaz ine called 'Zong'_ The subsequent
success of  these act iv it ies prompt ed Ke-Solls  fi rst  full-priced
game release (Drag - rev iewed in Issue 52) and the t rans it ion of
Zong into a small print ed magazine.  The magaz ine has since
developed mont h by mont h into its present  'profess ional'  for-
mat.  wit h proper DTP layout  and an accompany ing program
disk.
A browse t hrough the May 1992 edit ion of  Zong reveals 38

pages of  informat ion exclusively for Atari users. There are
three pages of  news and comments ,  detailed rev iews of  books,
arcade games and adventures  plus  t ips  and cheats for popular
t it les. There are ' regular'  features on topics such as PD soft-
ware. adventure programming,  graphics,  assembler and sound
effects. To round of f  there's a sect ion of  type-in program
lis t ings (most ly  Turbo Basle) whic h arc also prov ided ready-
t o -mn on the supplementary  disk.  Here we fi nd a program-
mer's  text editor,  graphics  demos  (il lus t rat ing points  in the
magazine art icle), a couple of  games, an art  ut i l i t y  and a
mus ical interlude f rom none other t han Richard Clay derman
(ahem!). In the usual program disk  t radit ion there are also two
bonus  fi les - a text  adventure and a demo vers ion of  one of
Ke-Soft's commerc ial products .  Not  content  wi t h t heir already
high s tandards  of  presentat ion.  Ke-Soft  ant ic ipate f urt her im-
provements  to Zong wit h the recent purchase of  a high-spec
DTP set-up,

SPRACHEN ZE ZONG?
I should ment ion the only. er, minor  drawback  for Brit ish

Atarians  is that  Zong is aimed pr imari ly  at  German readers
and therefore requires  a profi c ient  knowledge of  the German
language! I f  you always  wanted to learn but  could never quite
fi nd the mot ivat ion,  t his  could be the ideal catalyst. Inc idental-
ly, full details  of all Ke-Soft 's merchandise - inc luding many
Brit ish and American games whic h arc now v irtually  imposs i-
ble  to fi nd over here - are contained in t heir free 84 page
catalogue. Ke-Soft  explain and il lus t rate all the items available
In great detail - in German of  course! I f  you jus t  want  to order
some games though,  you' ll have no problem recognis ing the
t it les listed. Who knows,  i f  (here's a reasonable response f rom
Brit ish users perhaps  Kemal can be persuaded to publis h an
English t rans lat ion of  the lit erature.  Unl ik e the magaz ine and
catalogue. Ke-Soft 's latest sof tware releases are supplied wit h
English text and therefore entail no problems  of interpretat ion
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No, it 's not a new bible
class, Paul Rixon has
discovered some brand
new XL/XE software

f r o m  Germany!

DONALD
First  up.  DONALD is a plat f orm game compris ing ten screens

in each of  five alternat ive scenarios (yes, fi f ty screens in all).
The player's  task is to guide Donald (the Duck,  naturally ) in
his quest to gather the famous  golden eggs whic h are depo-
sited at the hazardous  locat ions.  Set t ing off t hrough the Ama-
zon jungle Donald fi nds  a secret passage and s tumbles  upon
an Inka city. Deadly  spiders. snakes and other prick ly  nast ies
are defi nitely  best avoided. I n downt own Transy lvania Donald
explores Dracula's  castle and discovers bats, ghosts and other
f rightening adversaries. Fort unat ely  there are some conve-
nient ly  placed holy  crosses here, whils t  magical mirrors  t rans-
port  Donald to other parts  of the castle. Once in the lost
Af rican mines  Donald has  to wat c h out  for nails,  spikes and
falling rocks. Diamond rings  keep h im happy  and certain
temporarv  bridges uncover routes leading to valuable goodies.
It suddenly  becomes rather chilly  wit h a t r ip t hrough the



Himalayas  but  the cold is the least of  Donald's  worries  as he
c limbs  the t reacherous  peaks and descends into damp and
dingy  caverns. Snows torms .  crevasses and cold water await
his  arrival - and snowy surfaces aren't  as solid as they look?
Finally  Donald lands  on the Moon and foolishly  enters an alien
spaceship. Moon mons ters  and boil ing moon-wat er are bad
news, but  the green cheese seems to go down well!
You can tackle the s t range worlds  in any order YOU choose,

wi t h the except ion of  the Moon whic h has to come last. Pixel-
perfect jump ing  is required to negot iate the mons ters  and
retrieve the miss ing eggs, and this  may  prove a lit t le f rus t rat -
ing if  your joyst ick diagonals  are showing signs of  fatigue! At
least there are three set t ings of  diffi culty  and prov is ion for
input  via the Atari CX-85 numeric  keypad, whic h you can
purchase f rom Ke-Soft .  The game k icks oil
- w i t h  s o m e  
c h e e r f u l
mus ic  and the graphics  are generally  good, wi t h plenty  of
variety over the five stages.

SAPER
Kr-Sof t  are well k nown for devis ing ingenious  puzzles and

SAPER is anot her wort hwhi le addit ion to the ex is t ing range. I t
begins wit h a superb sound and graphics  demo - bounc ing
spheres, an original t une and a joys t ick -cont rollable scrolling
Ins t ruc t ion box. The printed notes are not over-helpful so
you'd be wise to s tudy the on-screen inf ormat ion before laun
-ching into the game proper

As ever, it  all seems pret ty  s imple.  All you have to E hi is
and explode the bombs  on each level and ensure your lit t le
green charac ter can mak e it back  to the exit point .  A bomb is
activated by pus hing the t rigger when you're s tanding over it.
so you have to make a rapid getaway before it  explodes and
breaks up the immediately  s urrounding area. Any adjacent
bombs are also detonated,  so it 's essent ial that  you predic t  the
consequences before you act. As well as keeping c lear of the
boundary  material there are one or two other cons iderat ions to
bear in mind.  Some blocks can be pushed around to your
advantage, a teleporter somet imes  prov ides the only means  of
escape and deadly  bac teria wil l spread if  you don't  take pre-
ventat ive act ion. The addic t ive nat ure of the challenge will
probably  keep you occupied for hours !
The graphics,  part ic ularly  the cont inuous ly  scrolling land

periodically  changing) backdrops.  are highly  commendable.
The only t hing miss ing is a password system, as it 's present ly
rather annoy ing when you run out  of  lives and are forced to
restart  f rom the fi rst level. Overall.  I ' ll give Ke-Soft  nine and
three quarters out of ten for this one!

TA C T I C
TACTIC is a conversion of a popular arcade puzzle theme

which has previously appeared on all the major micros. On
this occasion your joystick commands master criminal Bobby
who, for some reason or another, has decided that he needs to
get three valuable items together in a row. These items (pearls.
diamonds etc.) can he pushed around the floor from behind
but  s top mov ing
when they hit  a wall
or other object.
While you ponder
over a suitable route
to enable the com-
plet ion of  this  task,
you've got to watch
out for Boohooh the
monster, who would
love to see you in his
monster stew. I f  you push an objcut into ins path. you t iimin
ate h im for a short  whi le but  he soon re-appears  f rom the
Monster's  den (well,  he would wouldn' t  hell.  There are various
special features to keep you amused,  such as ant i-guard
dynamite,  bundles  of extra points  and bonus  levels.

Once again the c ommon characteris t ics  of  Ke•Soft's output
are c learly  evident.  Excellent  catchy music ,  c leverly engineered
mazes and a well designed t it le screen wit h highscore facilit ies
and on-screen instructions, give the general impression that
the author has spared no effort to utilise the Atari's capabili-
ties. As if in answer to my previous comments, there's even a
password system with a code revealed after every tenth level.
Tact ic  is another addict ive game that  doubles  as a bri l l iant
demons t rat ion of  the graphic  and sonic  power of  the Atari.
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OUTSTANDING SOFTWARE
And there we have it. By  now you can be in no doubt  that

Ke Soft  are produc ing some really  out s tanding software. If.
and only  if. t here is adequate interest  f rom Atari owners .
there's  no reason why  Ke-Soft  shouldn' t  cont inue creat ing new
games for the foreseeable future.  All f uture releases are init ial-
ly aimed at t he German audience,  but  wi l l  duly  be converted
for English consumpt ion - subjec t  to demand.  To whet  your
appet ite,  the next  game due is a convers ion of  the unques t ion-
ably  bri l l iant  and unbelievably  addict ive hit  Lemmings ,  called
Brundles .  and it  sounds  like it  could be a winner!  Good news
for more serious users is that  Ke-Soft  are buy ing the copyright
for )(Lent Software's Typesetter. First )(Lent Word Processor.
Page Designer.  Print  Shop Interface and Megafont  II+, Ke-
Commander. a DOS utility similar to Norton Commander for
PC machines, is also planned for release. We'll keep you posted
on any other developments.

WHERE TO GET THEM
Ke Solt  games can be ordered direct ly  jrom Kemal Ezcan,
Frakenst rasse 24. W-6457 Maintal 4. Gennany .  The disks re-
v iewed above are priced at oi,'6 each and are supplied wit h
English instruct ions and an unlimit ed warranty .  Further details
are available f rom Ke-Soft. Check  their advert isement  in Issue
56 of  New Atari User.
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FEATURE

FRUSTRATIONS!
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These two words  can be used interchangeably .  the
same as -
p o l i t i c
i a n "  
a n
d  
' l i
a r "
.

I made this  monument al  discovery af ter I had been wri t ing an
article. I  had writ t en about  2. 000 words  when I got an inspira-
Uon for another story, and decided to start  wr i t ing it  immedi-
ately. Af ter all,  t his  was why  I was  us ing a word processor
rather than a typewriter.  I  pushed the keys to delete the screen
I was work ing on, and the computer quite correct ly  asked me if
I was sure I wanted to delete this.  Of  course I was, or I
wouldn't  have asked the miserable mac hine to do it  in the fi rst
place. It was  exactly one nanosecond af ter I pushed the ret urn
key to delete my  immort a l  words  that  I t hought .  "Did I save it
to disk?" We all k now the answer:  "Of  course not ,  you bumb-
ling fool of  a brain-rot ted idiot ! " Actually ,  t he words  I used were
considerably more colourful t han that ,  but  this  publicat ion
has s tandards  whic h I unf ort unat ely  lack.

H o w  many  t imes  has your computer locked up? This
has the same effect as delet ing fl ies because you have
to reboot  to cont inue.  And we all k now that  we ha-

ven't saved the fi le to disk  as in the prev ious example,  so we're
back at square one again - all of  our work  has  been sent to
Alice, happily  convers ing wit h the Mad Hat t er down in Won-
derland.
This  has been the story of  my life wit h a c o m p
-
u t e r  -  o n e  o f

abject baffl ement.  I  feel like I have all the intelligence of a
hockey goalie who habit ually  plays wit hout  a helmet .  He will
eventually  look down to fi nd his  brain lay ing on the ice like a
drunk en pancake.  Unfortunately .  I 'm a writ er,  so it would be
an especially sodden pancake!
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reviews said was supposed to be the ult imat e in this  line
for S249.99.  I eagerly went  home,  booted it  up,  and .

waited for the program to t urn me into Michaelangelo.  I t  t urns
out that  the computer and program c ombined couldn' t  draw as
much as a s t raight  line.  I was  expected to read the does,
manipulate the computer and then draw something.  The prob-
lem here lies in the fact that  even wit h a penc il I can only  draw
stick figures. The c omput er in no way was going to t urn me
Into an accomplished port rait is t  t hrough some arcane process.
It seems I would have had to pract ice for untold hours  before I
would have any prowess in art  at  all.  I  could have spent  that
t ime with a pencil for under a dollar,  ins tead of  the obscene
amount  I paid for the c omput er and program.  I wou ld  have
ended up in the same place but  wit h the money  in my  pocket.
instead of in the computer salesman's  grubby  lit t le hands.
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you pay for a component .  that  ac t ion automat ically
t riggers a price cut  of  at least seventy-five percent

exactly one week after the salesman pries  the hard-earned
money out  of your grasping hands.  You have to embed in y our
mind that  the fact an electronic  item is offered for sale in
stores means it  is outdated.  Actually ,  they are already manu-
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dares to express what
we al l  know is true!

f ac turing the next generat ion ot the item before it  even arrives
in the store for sale. You are always one step behind the
manuf ac t urers  no mat t er how quick ly  you buy  the it em when
it's fi rs t  offered for sale. Try ing to play catch up wit h electronic
items is as fut ile as t ry ing to build a pig out  of  pork chops.
Even when you quit  work ing on y our computer and s tart

play ing games. the level of  f rus t rat ion doesn't  diminis h.  Have
you ever played a s hoot -em-up arcade game and advanced to
the highest  level? I t hought  not .  How about  a text adventure
game? The only  conc lus ion I reach in those games is that  I
mus t  have been brain dead all my  life because af ter I've used
up "Go north,  south,  east or west", I 'm fi nished.

A n o t h e r  way to drive yourself  to dis t rac t ion is to t ry to
Isolate one component  of  your hardware and at tempt
to remove it. whet her it be for repair or to demons-

trate at a user's  group meet ing.  The rat 's nest of  wires behind
y our desk whic h is required to operate the c omput er and its '
peripherals  is enough to send you babbling to the local estab-
l ishment  whic h serves to contain those Indiv iduals  whose
sense of  reality tends to require extensive downs iz ing of the
head.
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part ic ular forms  of  Hell. Terminal  programs  have
various  items that  you have to set for each indiv idual

BBS that  you wis h to use. Things  like parity .  t rans lat ion,
duplex  and baud rate all mus t  coinc ide or you might  as well
switch to collect ing dinner plates as a hobby  for all the enjoy-
ment  you' ll get out  of  BBS's. You' ll soon learn not  to enter into
"chat" mode wit h the Sysop's of  long distance boards  or you'll
gel phone bills  that  would make the Emi r  of an oil-rich Arab
state gulp a couple of  times, A neophyte on BBS's should also
be warned about  leav ing nasty messages to other people on
message bases while hiding behind a pseudo. Sooner or later
the sysop of  the board wil l  tell the other people who you are,
and then you wi l l  be look ing over your shoulder every t ime you
go outdoors .
Look ing at the overall pic ture,  computers  are marvellous

machines  whic h mak e life muc h eas ier in many  ways. People
who purchase one and expect every thing to be a bed of  roses.
however,  t end to be those who really  believe that  the cheque is
in the mail  and Dorot hy  really  met  the 'ol Oz.
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FOR SALE
XL SYSTEM: 800XL. 1050 Drive,
Dalacorder, Joystick. Lots ot
Tapes and Disks including Trans-
disk Horns (Pacman & Gataxiant
plus Dos 2 5  cksli & manual plus
mags. a ll for E120 on o  includ irg
delivery. Phone Michael on 0603
36837

130XE: 130XE with XC12 lapu re
•1
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r
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condition and boxed. E70 the lot
Phone 0639 639040

COMMS: Microlink Pace Linnet
Modem 1200 Baud v7 1 N 2 2 .'
1
1 2 3
with K-Cairnms 2  &Wa re  tor the
ST Hard ly used, complete with
leads etc E60  Ring John 0925
413633

XE SYSTEM : 130XE. 1050 Drive.
Joysticks Trackball,  Touch Tablet
all boxed writ) manuals leads etc
Choice of  Printer Epson 1060024
pin or Star LCIO line Para lle l In
lerlacel. Plus lots Of d isks and car-
tridges, games and serious soft-
ware. books & mags, E250 i no
splits) Phone 0635 863542

XE SYSTEM : 130XE. 1050 Disk
Drive (US Doubler) 8 5 0  Interface
with CA3ritrOniCS printer lead).

Mac65 (with loo lkit I
. A c t i o n !  
( w i t h
Toolkib plus Others and games all
original boxes and manuals. E200
ono Phone Stephen on 0305
260375

XE GAM ES SYSTEM: Game con
sole veth 64k memory. Keyboard,
Light Gun, Joystick and XC12 re-
corder plus 22 games. Buyer col-
lects E l  50 Phone 041 631 2082

XL SYSTEM: 256k Rev C 800XL
E45 inc.; 610 E50 inc 4 1 0  E25
inc. ; 3  loystickse 7diskse Groms1
Eicass E35 inc.. 100 d isks (boxed)
of PD and t yp e .'  etc. E55 inc.;
1050 Rev 7 Happy E90 Inc.; Plus
lots rrlOre bits Phone Mark on
a 752 344650

XL SYSTEM: 800XL, 1050 with
Doubier 1010 recorder, Epson
RX100 printer with Centronics in-
terlace. Parrot II sound digitiser,
with games and business software
went' Over E300 alone. All this tor
£250 ono Phone 0425 612119

MUSIC PACKAGE: Page 6 Midi-
master, music data d isks. Casio
CZ1 Synth laultitimbrai with a ll
manuals Also  plug in Rom extra
voices programmed within stereo
amplifier and speakers. All good
condition Bargain E300 prefer
buyer collects but negotiable
Phone 0293 511708 before 9pm

POWER PACK: Suitable for Atari
peripherals that use power from
mains 0 0  Plu s for SPARES
1020 Plotter, disassembled and
print head and wire  damaged
CO 50 Phone Anthony on 061 248
7893 after 4pre

LYNX 2 : Plus power pack, carry
case, M id  connector and 12
games Exce llent  condition boxed
as new. Stoll has 6 months guaran.
tee left to run. May sp lit  E250 ono
Phone 0602 720597

XE SYSTEM: 130 XE, 1050 Drive
1029 PrintOt. Transformers, leads.

joysticks and manuals. Mini office
2 plus lots ot disks, games and
blanks. E195 Also  black desk 3
Shelves and paper tray. £30
Phone 0223 873076

65XE; Plus XC12 recorder. Cruiser
lays:lick and 54 games, Buyer must
collect E l  30 ono Phone 046836
250 alter 4pm

800XL; Plus 1050 dnve with
Happy . P r inter  11027 Or 1029)  plus
software £160 800XL. 1010 recor.
der  wi th Flam be and s oftwar e E45
Buyer 00110CIS or pays p & p
Phone 0384 379575

XL SYSTEM: 800XL. Data reCOr
der. 1027 1 0  Pnnter, payStick and
over E100 of software £150 ono
Phones 0209 2136.
7
.6

TRANSDISK IV NEW
LOWER
PRICE!

NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK
TRANSFER SYSTEM AT A SAVING OF E71

transdisk is a simple louse unity that will harder most cassette games to disk • easily and atoddy

•  Handles any type ol cassette tonal •  Handles cassettes tid load dm levels
•  Allows several games on one disk •  Use all available memory on XLIE machines
•  Handles cassettes that require 64k memaiy •  full step by step instructions included

NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFULLY TRANSFERRED

TRANSDISK IV IS NOW JUST E12.95 - ONLY FROM PAGE 6
Send a  cheque or postal order with Ihe order form on our Accessory Shop page

or lu st  write  Cred it  card orders accepted by telephone on 0785 213925

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
P0,1 fro," n  UK Ove rse a s please add E2 postage

XL SYSTEM: 800XL new and un-
used I bOxedi E70. 1029 Printer
boxed E80. Various magazines inc.
Antic (apOrOx 100q E20. Plus prin-
ter paper and disks E15 Bu ye r to
C011eCt or pay postage Phone
047483 2404

XE SYSTEM: Including an XC l2
recorder, 33  games on tape and
some Rom& light phazar and de-
tachable keyboard E200 ono.
Phone Kris s on 0685 813022

)(UST: 1029 Printer E70 Casio
C22305 Midi keyboard E120
master E15 David  Davies, Pen.
Tyddyn. Cape! Coat, 11angelni.
Anglesey L i 77 7iJR

WANTED
MANUAL: instruction manual for
65XE also Disk Drive wanted in
good condition Phone Steve 0302
760424

VARIOUS: Pa g e s issues 18 and
19 Master Memory Map, Your

Atari Computer. Mapping the Atari,
Atari Roots. Tech Ref Notes,
Warpspeed DOS XL, DOS XE plus
other unusualmare M s. Reason-
able prices paid. Dave. W , 34
Hoggs Lane. Northfield, Brin ing .
ham 831 1 SB

GAMES: Winter Events and Day
at the Races, o r any other Horse
racing game on cassette. Good
price and postage pad A  Surrey.
39 Luton Road. Fav er s ham  K e n t
ME 13 OHO

DISK DRIVE: 1050 Drive wit?,
Happy or US Doubler Must  be in
working order with leads & manu•
ars E 4 5  wi thout upgr ade or  E55
with James Haworth. 86 Ashtree
Road. Oadby. Leicester 1E2 STD

DISK DRIVE: 1050 wanted ir
good working order with leads,
power supply etc J  Cooke 3 2
Moor Park Road, Hereford HIM
ORR

DISK DRIVE: XF551 o r 1050 wan-
ted must  be in  Good Condition,
very good price paid depending on
condition S  Phillips 1  Nornsville
Road, Montpelier Bristo l BS6 5NB

CHESS: Colossus Chess 4 wan-
ted m u s t  b e  disk  vers ion R e a s o n
able price paid Contact Page 6
Publishing usual address

LANGUAGES; English'Spanish
anything from beginners to GCE
standard On the XLIXE or ST Can
anyone help? C Smith. 93
Preachers Lane, St, Ebbe s. Ox-
ford OX1 1RT

COMMS SOFTWARE: Wanted to
review in  A tar i E lite. doc um enta-
tion als o wanted. all c o p e s  r etur .
nod Phone 0721 20863 ask for
Rod

PENPALS/HELP

REVIEWERS: Writers program.
merS art ists and contributors from
the UK and abroad for NEW user
group magazine called Atari Elite
covers 8-bit, ST and P o i
-
N o l o
Contact us it you Can help Ed it °
nal Office Ata ri Elite Magazine.
129 ladybreige Road. Cheadle
Hulme. Cheshire 51(8 5PL

R A M B I T
,
T U R B O ;  
C a s s
e t t e  
u s
e r

group dedicated to Rambel Turbo
For information call Rick on 0775
89202 or  Dav e o n  0 8 4  71 /3 3
,

NEW MAGAZINE: Atari Elite to
cover all aspects of Atari comput-
ing for novice to advanced users
Send reply paid envelope tor more
info to Admin. Office, Atari Elite, 14
Drovers Way, Peettites. Ell4 5  98N

8-BIT PEN PAL S: 19 year old
8 oi l ier  wants  c ontac t with any
other  user  Wr i te  to  Der ek  1  B id
well Hill. Houghton Regis, Dunst
able. Beds LU5 5DR

HELP: We have a 65XE and an
XMM1101 printer
. 
P r i n t s h
o p  
a n d  
( h
i

Graphics  cliSkS H a s  any one got a
Translator disk so we can use MRS
pr oper ly '  G  Cook , 1 0  R a m i e '
Road Res er v oi r , V ic :lona 3073,
Australia

FOOTBALL: Has anyone any 8 but
disks tor either Football Pools or
Horse Racing or any simulations
Write to M O'Meara. 19 Queen
Elizabeth Dr
. 
C o r r i
n g h a
m ,  
E s
s e
x

SS1 7 7TH

PENPALS: I would like  to hew
tram any 8-bit users lo w n  a
800XI 1 0 5 0  and 1020. All letters
answered. Adrian Groves, 32 In-
gmore Road, Eas tv tl ie, B r is tol B S 5
6XD

PENPALS: long  lime Alanan re
cently purchased a  disk drnee and
would now hke to  get in  touch with
Other users Derek Burvan, 266
Liverpool SI . Safford M 5  4A0

CONTACT is FREE of charge and may be used by any
genuine Atari enthusiast for contacting other owners. Any
notice may be included except those offering software only
for sale or  exchange or those offering items for salt com-
mercially. The Editor reserves the right to omit or edit any
notice received at his discresion. I f space is tight, notices
may be shortened and addresses may be omitted with only
telephone numbers being published.
Send your CONTACT notice to CONTACT. PAGE 6, P.O.

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

FOR SALE WANTED P E N  PALS A D V I C E  H E L P

BACK ISSUES
The  f o l lowing  ba c k  issues o f

N E W  A TA R I U SER a r e  s t i l l  a v a i la b le

O I k  A k F t  A k V A I L I X E I L E
F I D I R  J 4 L L  1
-
1 - I C E  
i s s u
e s

R A C K  I S S U E S  a r e  L I • 7 5  e a c h  i n  t h e  U K  ( i n c .  p o s t  &  p e c k i n g ) .
£ 2 4 0  f o r  E u r o p e  o r  s u r f a c e  m a i l  e l s e w h e r e  a n d  1 . 3 . 5 0

f o r  A i r  M a i l  o u t s i d e  E u r o p e .  P r i c e s  i n c l u d e  p o s t a g e
I S S U E  D I S K S  a r e  f o r  a n y  4 8 k  o r  6 4 k  8 - b i t  A t a r i

E a c h  d i s k  i s  £ 2 . 9 5 .  P o s t a g e  F R E E  i n  I L K .
O v e r s e a s  a d d  E l  p e r  o r d e r  ( a n y  n u m b e r  o f  d i s k s )

S e n d  y o u r  o r d e r  t o
PAGE 6, P.O. BOX 54, STAFFORD,  ST16 1DR, ENGLAND

ACCESS and VISA accepted. Telephone 0785 213928
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C O M E  A N D  SEE US!
It's time to begin thinking about the Alternative Micro Show again, even though it's still far away! As
a preliminary we shall be a t the All Formats Fair at the Motorcycle Museum in Birmingham where we
may well have a goodly number of odds and ends to clear following our move. Who knows what
will turn up in all those dark corners! We hope to see you a t the following events

ALL FORMATS FAIR ALTERNATIVE MICRO SHOW
National  Motorcycle

Museum - Birmingham
(Off Junction 6 on the M42)

SATURDAY
SEPTEMBER 5th

10am  - 4pm
See us in Hal l  C S tands 34 / 5

Only notification - mark your diaries now!

Bingley Hal l
Stafford

SATURDAY
NOVEMBER 14th

10am  4 p m
LOTS OF USUAL 8-BIT AND ST SUPPORT

See further advertisement next issue

WE LOOK FORWARD TO SEEEING YOU THERE!

THE MAE REGISTER
Marty Atari owners have found it difficult to
fi nd copies v f  New Atari User due to several
newsagents being reluctant to stock the
magazine now that it is on fi rm sale'. A lot
of  owners believe their newsagent when
they are told that we are no longer pub-
lishing. To combat these problems we are
setting up a register of readers who do not
subscribe to the magazine so that we can,
once in while, mail them with details of  our
current activities and perhaps special offers
from the world qf  Atari. I f  you do not sub-
scribe, please take time to send us your
name and address for inclusion on the
register.

Please note m y in terest  in  the Atari XL / XE.  I
do not  cu rren t ly subscribe to New Atari User.

Nam e

Address

You may photocopy this coupon or  simply copy the wording
your  own notepaper .  Al ternatively Just telephone and oak to be
included on the register. There is no obl igation for  you to purch-
ase anything,  we simply wish to note your  interest so that we
can keep you informed from time to time of what is happening
with New Atar i  User and the Atar i  world in general

IF  YOU STILL WANT SUPPORT FOR YOUR ATARI THEN IT IS IN
YOUR OWN INTEREST TO LET US KNOW - IF YOU DON'T REGISTER

THEN SUPPORT FOR YOUR MACHINE WILL GRADUALLY FADE AWAY

Onto

40 I s s u e  57 - New Atari User



)(LAE TUTORIAL

DENSITY START SECTOR END SECTOR NO OF SECS FREE
SINGLE 4 123 120 591
ENHANCED 920 1040 120 707
DOUBLE 4 63 54 647

TRANSDIP
T R A N S D I S K  I V i s  wit hout  doubt  THE tape to disk
ut ility .  Wit h a lit t le effort and a lot  of  pat ience you can have
y our favourite progs t rans ferred f rom tape to disk - great !  But ,
sooner or later you may  decide that  you want  to rearrange the
games you have save and the t ime comes for a lit t le fi le
manipulat ing.  This  is not  too muc h of  a problem as long as
you are s t ill us ing the same Atari set-up. You jus t  use DOS 2.0
as ins t ruc ted in the manual  (although the manual  I received
way back in 1987 was a lit t le vague on the subject).  Don' t  use
DOS 2,5 (I 'll explain why  later).
But  what  if  you have changed y our system since you last

Init ialized y our Transdisk  disks or your 130XE has up and
died on you and you have to revert  to your t rusty old 800XL?
You run  into problems  that 's  what !
So. what  follows  is a rough guide to the pit falls  of TRANSDISK

IV. The inf ormat ion wi l l  be of  most use to newcomers  to the
wonderf ul world of  disk drives and things.

THE INITIAL PROBLEM
TRANSDI SK IV automat ically  k nows  which k ind of  computer

and whic h k ind of  drive you are us ing and wi l l  f ormat  y our
disk accordingly  i.e. i f  you have an old 810 disk drive it  wil l
format  in s ingle density.  I f  you have a s tandard 1050 disk
drive, it  wil l  f ormat  in enhanced density  and if  you have a
modifi ed disk  drive capable of  double d e
.
n s i t y .  t h e n  i t  
w i l l

format  in double density.  You have no choice in the mat t er and
therein lies the root of  the problem.  I ncompat ibil i t y  between
systems develops. T h i s  is a great pity,  for if  a choice had been
available then you could choose whic h density  and whic h
menu you wanted in order to suit  a part ic ular system (your
kid's, dad's,  nephew's  etc.).
If you are encountering problems.  the following inf ormat ion

may  be of some use. I ' ll jus t  ramble on wit h a few do's and
don'ts  and you can pick -out  the ones relevant  to your system
or systems.
First  of  all TRANSD1SK IV fi les wil l ONLY run on disks

init ialized wit h TRANSDI SK IV i.e. a TRANSDISK IV menu disk.
You MUST init ialize a disk  and writ e a menu us ing TRANS-
DISK IV. It  is  not  possible to format  a disk  us ing DOS and
t ransfer any of  the MENU.SYS fi les us ing DOS.
A TRANSDI SK IV fi le is NOT a normal Binary  fi le - it  is a

special binary  fi le peculiar to Transdisk  IV. Therefore it  won' t
run on normal binary  load menus  or f rom DOS opt ion L.
The next t hing to remember to keep you on the rails,  is  to

match menus  when t rans ferring fi les 1..e i f  your source fi les
are on an XTMENU.SYS disk then t rans fer them to an XTME-
NU.SYS (not an XLMENU.SYS) disk  and remember to use the
.0B,1 extender.
As far as I know,  t he 130XE menus  do not  run  on 800XLs,

also. large fi les t rans ferred f rom tape to disk on a 130XE may
not run on an 800)U,  - Rockford is one that  I k now of, So if  all
y our disks were done to suit  your 130XE and your 130XE dies.
then you wi l l  have to rake out  your old 800XL (or lay your
hands  on one) and Init ialize disks to suit  t he 800XL,  t hen
t ransfer your fi les (more about  fi le t rans fer later).

FILE MANAGEMENT,
SOME PROBLEMS AND
SOLUTIONS

DISK DRIVES AND DISK SPACE
810 disk drive owners  can only  read disks  that  were init ial-

ized on an 810 disk  drive (the 810 can't  read a 1050 or double
dens ity  init ialized disk). St andard 1050 disk drive owners  can
read disks that  have been init ialized in s ingle or enhanced
(1050) dens ity  but  cannot  read double density  disks.
A lit t le anomaly  wit h the 1050 init ializat ion exists, as de-

scribed below:-
When TRANSDISK IV formats  a disk  in 1050 (enhanced)

dens ity  it  writ es  the MENU.SYS fi le to sectors 920-1040.  When
you t rans fer tapes to disk. t ransdisk  wil l use-up all the avail-
able disk  space of  an enhanced dens ity  disk i.e. f rom sector 4
to sector 919, exc luding sectors 360-368 (directory).  I t h ink
this  is done wit h a cus tom O.S. (operat ing system) and there-
fore a newly  format ted disk  shows 907 free sectors. When you
t rans fer fi les via DOS 2.0 sectors 721 onward become unavail-
able (a s ingle density  disk  has a max imum of  720 sectors). The
reason for not  us ing DOS 2.5 is that  DOS 2.5 uses sector 1024
as part  of  the VTOC table and if  you t rans fer fi les us ing DOS
2.5, sec tor 1024 is over-writ ten,  t hus  dest roy ing one sector of
the MENI I .SYS file, Rat her confus ing isn't  it?

A LITTLE DISK INFO
The 800XL XT and XLMENU. SYS fi les occupy the following

sectors (I don't  k now about  the 130XE I haven't  got one)

IN CONCLUSION
If you are us ing an 810 or a s tandard 1050 disk drive, use

DOS 2.0 to t rans fer files. I f  you are us ing a double density  disk
drive,  you can use SpartaDos  or Mydos 4.0. There may  be
other DOS's that  wil l  work .  but  avoid any  that  can handle
enhanced dens ity  as I hey will surely  destroy the inf ormat ion
held in sector 1024 of  an enhanced dens ity  disk (namely  part
of the MENU.SYS file.
The above inf ormat ion was f ound-out  the hard way, over

years of  us ing TRANSDISK IV but  I would have no hes itat ion in
rec ommending TRANSDISK IV to anyone who needs such a
prog.
Well it 's  t ime to go. I hope that  someone out  there in Atari-

land fi nds something of interest in this  art ic le.  A quick  Hi to
J ohn Bunt ing,  who twis ted my  arm to write this  art icle.

If anyone has any comments ,  I can he reached at:-

BILL JACKSON, 68, MARTIN STREET,
BUCKHAVEN, LEVEN, FIFE, SCOTLAND KYS 1 EP
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Away from the keyboard

DOUBLE CHEESE please,
NOLAN

0  n e  of  the good things  about  work ing in the computer
Indus t ry  is the amount  of  free l it erature that  arrives
on y our desk. The bad t hing is that ,  once you have

spent a lot  of  t ime to read t hrough it  all,  you fi nd that  there
was lit t le.  i f  anything.  of  interest. Once in a whi le t hough a
lit t le gem of  an art ic le appears.
One of  these was an art ic le by Tracey Snell concerning an

Interv iew wit h Nolan Bushnell.  Nolan who? Surely  you cannot
forget the guy who s tarted all this? I le was the person who
invented the fi rst v ideo arcade c omput er game in 1972.  We
k now it  as 'Ping' but  the Americans  called it  'Pong'. He went  on
to set up ATARI and sold 150,000 copies of  the coin operated
game and almos t  two mil l ion copies of  a home TV version in
the fi rs t  year. All this  long before Space Invaders  turned us
Into computer gaming addicts!  Four  years later ATARI was sold
for $30 mil l ion (g.16.6 million).
So. whatever happened to Nolan? He ret ired f rom bus iness for

a year but  s t ill had the ent repreneurial t irge, to start  again.
This  he did wit h 'Chuc k  E Cheese', a pizza res taurant .  Seven
Years and 280 res taurants  later (each wit h an annual t urnover
of $1 mi l l ion) Nolan was get t ing t ired of  look ing at bus iness
accounts all day. In 1984 he sold the chain to the US Brock
Hotel Group for an undisc losed sum.
In 1981 he founded Catalyst  Technologies.  Since ATARI he

has founded 16 companies  and sold shares in all but  5. His
one regret was  the mis take of  selling ATARI. I le believes that
ATARI would eventually  have become a s t ronger compet itor
than Apple to IBM if  the company  had t rans ferred its  games
technology to the bus iness PC. He is at present  set t ing up a
company  called Octus  to make net work ing PC's easier.
One last point .  Ping was not  his  fi rst  c omput er game but  the

second he invented_ The fi rst  was a game called Comput er
Space. a game wit h fl y ing saucers and rocket  ships. i t  sold
only 125 copies even t hough Bus hnell states, "I t  was  a bet ter
game than Pong. but  it  was marketed badly".  How muc h would
one fetch on Ant iques  Roadshow today?

A
s  
I  
w
r
i
t
e  
t
h
i
s  
a
r
t
i
c
l
e  
t
h
e  
l
a
s
t  
o
n
e  
i
s  
s
t
i
l
l  
i
n  
t
h
e  
h
a
n
d
s  
o
f

the Editor so I have no answers  to the quest ions I
asked. Maybe next t ime.  I would be very interested in a

survey of  readers, lis t ing such things  as how well they can
program.  are the tutorials  ever used, what  facets of  program-
ming would be interest ing,  etc. I t h ink  it  would be nice if  a
survey was carried out  and most  of  an issue used to look at
what  our ATARcs are used for. Surely  we could do wit hout  a
games lis t ing.  jus t  for once, t o fi nd out  what  our fellow ATARI
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Did you know that the guy
who invented the Atari became
a multi-millionaire with a

chain of  pizza restaurants but
regrets ever selling Atari?

owners  are up to, what  they t hink  and what  they would like? I
believe it  would be interes t ing to note the changing trends, i f
any. over the past few years. Only  one t hing would stop this
being a success. YOU! Would you take the t ime,  would you
make the effort not  only  to complete the survey, but  also to
send it  in to the magaz ine? Why not? Your opinion is as
import ant  as anyone's,  isn' t  it?

0  tie of  the onerous  tasks about  wr i t ing a c olumn of  this
nat ure is to fi nd out  something to writ e about .  I t ry  to
gauge the art ic le to be 1000 words.  Believe me. this

can really  be a struggle.  I t  can be very easy to write an art ic le
of  around a couple of  hundred words.  Anybody  could do that
even you,  t he reader.  Surely  you mus t  have some interes t ing
t itbit  that  could be passed on to other readers? A bit  of  gossip,
his tory.  a small program,  news  or any thing else of  Interest to
y our fellow ATARI owners .  Really .  It is not all t hat  diffi cult ,  and
t hink  how interes t ing a page of such art ic les could be.
Why  do I ment ion this? Well,  as I told you in a prev ious

art ic le.  I produce a local magaz ine for CAM HA members .  It is
one t hing to writ e art ic les as part  of a group.  such as ATARI
USER. but  it  is  harder to to be the Edit or of a publicat ion and
writ e all the art ic les wit hout  k nowing how the readers feel
about  those art icles, I am always ask ing for feedback either as
art ic les or as comments  but  receive lit t le f rom my  readers.
Editors  work  long, hard hours  to produce t heir magaz ine and a
lit t le help in the way of art ic les is really  appreciated.
Well.  that 's  another one stored on the disk, but  what  to write

about  for next issue? Till then,  enjoy  your c omput ing

Mark Hutchinson



THE ACCESSORY SHOP
ISSUE 5 7

NEW
CLASSICS

N E W !

DISK
ONLY

This issue we are proud to be able to offer some
of the all time classics for the Atari, many of
which have been unavailable for some time. I f
you are a new owner you will be astounded by the
quality of some of these games and if you you are
an old hand your collection is not complete with-
out these games. Either way, there has never
before been the opportunity to sample the very
best of Atari classic software at such low prices

TRIVIAL PURSUIT
The classic board game translated to the Atar i
with added question power. Now you can
answer questions presented with music and
graphics as well as straight text. An ideal fami-
ls game or  one you can play on your  own.
Over 3,000 questions and all the mechanics of
the game taken care of by the computer. Tr ivia
has nes er been so much fi n and has never
been mailable before at this price!

Originally 174.95
OUR PRICE E4.95

N E W !

DISK
ONLY

CRUMBLE'S CRISIS
Captain Crumble was one of the characters
that found a unique place in the hearts of
many Atar i  addicts. This truly English creation
will warm your heart too as he rushts around
trying to round tip the Fuzzies who have
escaped from the Inter-galactic zoo. Can you
find and snare the Fuzzies throughout all five
levels of this game? Be warned it's not easy!

Originally E9.95
OUR PRICE E2.95

CLASSIC CASSETTES
BOULDERDASH4

I f you had to name Just a handful  of Atar i  classics,
Boulderdash would surely he among them. The original
game of collecting Jewels while avoiding falling boulder_
still has the appeal it had when first released. Quality
programming, great concepts and a lovable character
ensures that Boulderdash will live on forever. You must
have it in your collect' !

OUR PRICE just E1.95!
BOULDERDASH II

A must for fans of the (original Boulderdash and the
perfect introduction to Kockford's underground world
for those yet to experience the magic. 16 all new caves
in an action strategy game for  one or  two players.
Playable intermissions, 5 levels of diMcults and no less
than 324 scrolling screens will keep you absorbed for  a
long time!

OUR PRICE E2.95

S TILL  A V A I L A B L E
TWO POPULAR ROMS BACK IN STOCK
RIVER RAID - ONLY E3•95
KABOOM - ONLY E2.95

See previous issues for full descriptions
of these great games

SUPER HUEY
A real helicopter simulation with the added
excitement of rescue and combat missions to
undertake. Learn the techniques of flying and
familiarise yourself with the instruments then
take on the challenge of rescuing stranded
military personnel, fly over and map uncharted
territory' or  use rockets and machine guns to
defend a secret desert installation from attack
by hostile forces. One of the few helicopter
sims for  the Atar i .

OUR PRICE E4.95

N E W !

DISK
ONLY

ENCOUNTER
Three-dimensional high speed action in this
classic that has been hard to find for  some
time. Based on Battlezonc this fine arcade
game was the first to hay e true 3-I ) and il
outclassed most other  games before and since.
Experience one of the best games of all time
now before it is too late!

OUR PRICE E2.95

N E W !

CASSETTE
ONLY

OTHER NEW CASSETTES
SPEED HAWK
One of Atar i 's last games for the - b i t  released
only a short time ago at full  price can now be
yours at budget price! A smoothly scrolling arcade
game in which you must defend the r ing worlds of
your solar system from the menace of space pi.
rates. You alone can pilot the single seater fighter
to undertake the task of destroying the mutant
guardian that protects the fleet of pirate ships
waiting to attack

Originallyi8.95 O U R  P R I C E  E 2 . 9 5

WINTER EVENTS vi
Great Olympic action in m e  thrill ing
*neat& Practice or compete for  medals in
Bobsled, Speed Skating. Slalom, Ski Jump
and Biathlon representing the country or
your choice. Excellent graphics and deman-
ding play make this a sure fire winner.

OUR PRICE E2.95 "'"
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LIMITED STOCK ITEMS

NATO COMMANDER DECISION IN THE DESERT
You are commander of Nato and Take command at the Battle of El
your task is to defend Europe Alamein. You can lead either side
from Soviet invasion. Top class in this accurate simulation from
graphics, live scenarios the creators of F-15 Strike Eagle

DI S K AS S E T
-
1 1 E

O r i g i na l  pr i ce  ( 1 4 . 9 5 O r i g i na l  pr i ce  E 1 4 . 9 5
OUR PRICE £5.95 OUR PRICE E5.95
BATTLECRUISER PANZER GRENADIER

The complete Simulation of World A wargame of German armoured
War I and World War II surface
battles in the Atlantic from SSI.

infantry on the Eastern Front,
Five historical simulations, skill

Simple graphics but detailed play levels, joystick control, graphics
DI S K DI S K

O r i g i na l  pr i ce  C1 9 , 9 5 O r i g i n a l  p r i c e  ( 1 9 _ 9 5
SOLD OUT OUR PRICE E9.95

* L A _  I
-
r e m s  
P C
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INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED
These items of software are new to us or are replacements for items previously sold out

Some are in short supply and may not be available again. Get them while you can!

ADVENTURES/ROLE PLAYING
Q U E S T R O N

An excellent Fantasy Adventure with great graphics that combines the
strategic play that SSI became famous for with the world of fantasy
role-playing to give a fascinating game that will challenge the experi-
enced and enchant the novice. If you have the spark of imagination and
the perseverance to finish a quest then you may well be captivated by
the world of Cluestron. Excellent Role-Playing adventure.

D ISK  O N L Y OUR PRICE E6.95

THE ETERNAL DAGGER
Many consider the SSI role-play-
ing games to be among the best.
This is the follow up to the best-
selling Wizard's Crown

DI S K
O r i g i na l  pr i ce  ( 2 4 . 9 5
OUR PRICE E8.95
J I N X T E R

An adventure from Magnetic
Scrolls, the team that set new
standards in adventure design
Requires 1050 or XF551 drive

DI S K
O r i gi na l  pr i ce  . C19. 95
OUR PRICE E7.95

JEWELS OF DARKNESS
Three original classics from Level
9 • Colossal Adventure, Adven-
ture Quest and Dungeon Adven-
ture (the solution's in Issue 531i_

DI S K
O r i g i na l  pr i ce  . C14. 95
OUR PRICE E6.95
L A N C E L O T

Maybe Level 9
-
s  b e s t  
a d v e n
t u r e ,

Highly researched and well writ-
ten, set in the times of King
Arthur

DI S K O R CAS S FATE
O r i g i na l  pr i ce  1 1 4 . 9 5
OUR PRICE E7.95

GAMES
BLUE MAX

Everyone must have heard ot this
World War Two 3-0 flying
game.We no longer have the ROM
cartridge but this classic can be
yours on disk for a lowly sum

DI S K O N L Y
OUR PRICE E2.95
S P I N D I Z Z Y

Well known and highly regarded
game in which the aim is to explore
and map a 3-0 world. Excellent
graphics and testing puzzles

Di s k
O r i gi na l  pr i ce 19. .95

OUR PRICE E4.95
SMASH HITS 7
Four great games - Colossus Chess
3, Electraglide, Blue Max and Alley
Cat. This sold out very quickly last
lime!

DISK
O r i gi na l  pr i ce ( 1 4 . 9 5
OUR PRICE £3.95

SUN S TA R
The Sun Star is the fastest and
most powerful craft ever built and
you must pilot it to recover crys-
tals from the solar grid. A slightly
different arcade game.

DI S K O N L Y
OUR PRICE E2.95
PA C - M A N

Possibly the most well known ot all
computer games. Still a classic and
still in demand

RO M 1•ARTRI DG E
O r i gi na l  pr i c e , ( 1 2 . 9 5
OUR PRICE E6.95
INTERNATIONAL KARATE

Atari owners waited years for this
and when it finally arrived everyone
raved over it. Still the best karate
game around.

DISK
O r i gi na l  pr i ce 19 -95
OUR PRICE E4.95

WAR GAMES

F I E L D  O F  F I R E
Fr om  th e  s a n d s  o f  N o r th  A fr i c a  a n d  th e  b e a c h e s  o l  N o r m a n d y  t o  t h e  b r i d g e s  e l
The Roer a nd the  fore sts o l The  Ardennes you'll le a d Ea sy Company into the
crucial battles of World War It T h is tine tactica l simulation is historica lly accurate
and requires good planning and execution to recreate or a lter history. To heighten
the rea lism and immediacy during pla y. spe cia l attention ha s been given to the
Hi-Res colour graphics and live ly sound effects.

D ISK  O N L Y  O U R  P R I C E  E 6 . 9 5

NEW ITEMS ON THIS PAGE
BLUE MAX F I E L D  OF FIRE
SUN STAR Q U E S T R O N

C H E C K  T H E M  A L L  O U T !

SIMULATIONS
NG ALLEY ACE

An aerial combat simulation set
in Korea with 3D graphics, cock-
pit instrumentation, different skill
levels and much more

DI S K
O r i g i na l  pr i ce  T1 4 . 9 5
OUR PRICE E6.95

A R C H O N
Available again, the unique mys-
tical battle set on a chess board.
Control the squares in a battle
between forces of light and dark

N O M
O r i g i n a l  p r i c e  E 1 -1 . 9 5
OUR PRICE E7.95

SOLO FLIGHT
A very neat fhght simulator, not
as complex as FS2 but still with
the real leel of flying. Ideal to
learn on before trying FS2 itself!

DI S K
O r i g i na l  pr i ce  (14 . . 95

SOLD OUT
COLOSSUS CHESS 4

c l a i m s  t o  b e  t h e  b e s t  c h e s s  p r o g -
ram of e ll. The  write rs of Sargon
would disagree . but there is no
doub th is is a  line  che ss simula tion
particula rly lo r advanced pla ye rs

C A S S E
-
F I T :  
I O N
I A

O r i g i na l  pr i c e •1 1 4 . 9 5
OUR PRICE E6.95

WE SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE
44
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GAMES
BAT T L E Z ONE
Another cracking arcade conversion that set new
!3tandards. Command a tank on the battlefield
.1r)der attack from enemy tanks and flying saucers.
ROM Nor m al l y  E14.95 O U R  PRI CE £7.95

POLE P OS I T I ON
The ultra-realistic graphics and sounds of the
Grand Prix explode into your living room in this
computer version ol the classic arcade hit,
ROM Nor m al l y  C12.95 O U R  PRI CE  £6.95

RO BO T RO N 2 0 8 4
You're the Only being left who can delend humanity
against the Rabotron armies! You've got to move
quickly to rescue the delenceless humans
RO M Nor m al l y  El2 95 O U R  PRI CE £6.95

US  F OOT BAL L
American Football is now a beg craze in this country
and you can now play at home. Outsmart the
delence, make tackles, select plays and more.
ROM Nor m al l y  02.95 O U R  PRI CE  C6_95

E AS TE RN F RO NT  (1 9 4 1 )
The classic war simulation by Chris Crawford that
astounded Atari users when it was released Based
on Operation Barbarossa on the border of Russia
ROM IVorrnal,
,
y f  1 2  
9 5  
O U
R  
P R
I C
E  
£ 6
.
9 5

M OON P AT ROL
Your beat' Sector Nine, home of the roughest.
toughest thugs in the galaxy_ Great 3D graphics
and good music in this arcade conversion.
RO M N o r m a l l y  C12 95 O U R  PRI CE E6.95

MI SSI LE  C O M M A N D
Another 01 the all time classic arcade games that
has you defending cities from missile attack Fo r
one or two players.
ROPA N o r m a l l y  £14.95 O U R  PRI CE £5.95

Z AX X O N
One of the all time classics for the Atari, Laxxon set
new standards with its unique 3 dimensional battle
tield and great graphics
DISK R R P  E9.95 disk
CASS £ 9 . 9 5  cass O U R  PRI CE E2.99

HARDBAL L
American League baseball at it's very best. A highly
regarded game c hec k  the review in Issue 45 'THE
best sports simulation on the Atari'
RO M Nor m al l y  1'74 95 O U R  PRI CE £7.95

TAI L  OF BE TA LY RAE
Our A Z of Atari Software series says Th e  ultimate
'Scramble c lone with superb graphics and mus ic
-A great horizontal scroller
CASS O U R  PRI CE JUST 99p

BAL L BL AZ E R
From Locasitirn. this top quality split screen game
takes place in a games arena of the future. Two
player simultaneous play
RO M N o r m "  Ltd 95 O U R  P RI CE  C6_95

F I GHT  N I G HT
Fight Night brings you all the thrills of the boxing
ring as you face the most brutal fighters ever in five
separate battles, 12  players
ROM Nor m al l y  E14.95 O U R  PRI CE E7.95

S T RANGE  ODY S S E Y
Al the galaxy's rim. there are rewards aplenty to be
h a r v e s te d  t r a m  a  l o n g  d e a d  a l i e n  c i v i l i z a t i o n . F a b u -
lous graphic adventure
DISK Original once E19.95 O U R  PRI CE £7.95

Z O RK
D .  al the most famous adventures of all time,
Classic Intocom in the original box and packaging.
A real bargain
,DISK O nge na l l y  E29.95 SUPER PRICE C2•95!

Here's the list of all the other items still in stock. Many of
these programs will be familiar but if you want to know
more check out the past couple of issues where all of these
programs have been more fully described. Some real clas-
sics and some great bargains!

GAMES
S UP E R BRE AKO UT
Breakout was the original simple yet totally addic-
tive game and this enhanced version will provide
even more addictive tun. Needs paddles
RO M N o r m a l l y  19.95 O U R  PRI CE £3.95

LODE  RUNNE R
Another classic, perhaps the best of all platform
games. Includes a unique extra that allows you to
create your own levels.
RO M N o r m a l *  C74.95 O U R  PRI CE  E7.95

ONE  ON ONE
Play basketball with Iwo of America's top players in
this great sports simulation which features realistic
offensive and defensive moves
RO M N o r m a l l y  E14.95 O U R  PRI CE  £6.95

DE S E RT FALCON
A version of the classic Blue Max that finds you
Flying across the desert Indiana Jones style sear.
ching the desert sands
ROM N o r m a l l y  E74.95 O U R  PRI CE £7.95

CAV E RNS  OF M ARS
Winner of one of the first Atari programming com-
petitions, this was one of the first vertical scrollers
and remains much sought alter L A S T  FEW WITH-
OUT BOX BUT WITI
-
1 F U L L  
O R I G I N
A L  
M A N
U A L  
-

DISK L O W  PRI CE £4.95

KABO O M
Challenge the master bomber as he tries to bomb
you Out of sight. Great fun, especially for the kids
who will love it
RO M O r i g i n a l l y  E12.95 SPECIAL PRICE E2.95

RI V E R RAI D
One of Me classic scrolling games in which you
fight your way up river, bombing and shooting ev-
erything insight.
RO M O r i gi na l r Y  11
4 9 5  
S P E C I A L  
P R I C E  
£ 3 . 9
5

M AX WE LL 'S  DE M ON
A simple yet challenging puzzle game which will get
you totally addicted In fact two games in one for
double the tun
DISK O r i g i n a l l y  E9.95 O U R  PRI CE  £1.99

MR ROBOT & HIS ROBOT FACTORY
One of the most famous platform games that has
you running and jumping over everything in sight. A
really classy game
CAS S  O r i gi na l l y  E9.95 O U R  PRICE £1.99

A P P L I C AT I O N S
M AS TE RTY P E
Now anyone can learn to type whilst playing a
challenging game One ol the original :game based'
typing tutors and a bargain priced ROM
,ROM P P  1
1
4 9 . 5  
O U R  
P R I C
E  
£ 2 .
9 5

M I CROS OF T  BAS I C
Microsoft Basic is ideal is you want to convert
programs from other machines as it contains many
of the commands missing from Atari Basic
DISK q R P  E5.95 O U R  PRI CE  £5.95

LE TTE R WI Z ARD
For those who need a little more sophistication in a
word processor, Letter Wizard gives you all of the
features you would expect
DISK O rO n a l  Pnce C19 95 N O W  C5_95

INVITATION TO PROGRAMMING 2
Entitled Writing Your Own Programs_ composer.
TWO cassettes and TWO workbooks and does not
require Invitation To Programming 1.
CASS Original Price f12 95 O U R  PRICE E2_95

APPLICAT IONS
M US I C P AI NTE R
An exciting educational program that helps to teach
music by using colours instead of notes For chil-
dren or adults alike
DISK O v e r l a y  E74.95 O U R  PRI CE £7.95

M ACRO  AS S E MBLE R
The Macro Assembler will allow you to create your
own machine language games and applications 5
times taster than with the Assembler Editor
DISK N o r m a l *  E19.95 O U R  PRICE E7.95

P L ANE T ARI UM
A fascinating look at the heavens. Over 1200 stars.
88 constellations, Me solar system and more than
300 deep-sky objects are depicted -1050 DRIVE
ONLY pleas e state when ordering if you have a
US Doubler
DISK N o r m a l l y  E15,95 O U R  PRICE C 6.95

P ROOF RE ADE R
Users ol Atariwriter will be delighted with this, the
long lost spelling checker for the Atanwriler car-
tr i d g e !
DISK OUR PRI CE E5.9

1
5BAS I C CART RI DG E

Some programs, especially somL- early public do-
main programs won't run on the MACE but they will
it you plug in the old version of Basic
RO M O U R  PRI CE E3_95

E D U C AT I O N
JUGGL E S  RAI NBO W
A lest computer experience for ch.lciren aged 3 to 6
that teaches the concepts Of above, below, left and
nght plus !eller recognition
D I S K
,
C A S
S  
O
U
R  
P
R
I
C
E  
E
5
,
9
5

JUGGL E S  HOUS E
Another for 3 to 6 year olds teaching the concepts
of inside, outside, upper and lower with Juggles'
House and Toystielt_
CAS S  O U R  PRI CE E5.95

SPECIAL OFFER • PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95!

BOOKS
EASY PROGRAMMING FOR
YOUR ATARI MICRO

his book went out of print 3 years ago and we
have been searching for a replacement ever since
We are absolutely delighted to have found more
stocks of one of the best beginner's books Over
published

NEW RE DUCE D PRI CE £4.95

M I CRO E NQUI RE R
A large format book that covers the world ot micros
in general with some specific Atari sections The
book contains a lot of worthwhile background infor-
mation on home computing
Published once t8.95 O U R  PRICE E2_00

AT ARI  ADV E NT URE S
An excellent book written by adventure expert Tony
Bridges covering adventures in general and show-
ing how you can write your own adventures
Pubkshed price E5.95 O U R  PRICE C1. 50

WRITING STRATEGY GAMES
If you are fed up with simple arcade style games
but are not sure of the maths required in writing
•thinking • games like chess here is a book that will
help you out
Published price E5.95 O U R  PRICE £1.50
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Name

Oly.

SERIOUS SOFTWARE
Tit* Price Total

Total

BASIC CARTRIDGE E 3.95

E12.95

HONE RIK] MAIL PAY OFF E 1.00

E19.95

INV TO PROGRAMMING 2 E 2.95

E14,95

JUGGLES HOUSE E 5.95

E 6.95

JUGGLES RAINBOW E 5.95
JUGGLES RAJNBOW HOUSE t 9.95

RAINBOW. DISK E 5.95
,t 5.95

,
J
U
G
G
L
E
S

LETTER WIZARD
E 2.95

MACRO ASSEMBLER E 7.95
LODE RUNNER E 7.95

MASTERTYPE E 2.95

MAXWELLS DEMON EIS

MICROSOFT BASIC E 5.95

MISSILE COMMAND E 5.95

MUSIC PAINTER E 7.95
,t 6.95

MOON PATROL E 645

PLANETARIUM
PROOFREADER E 5.95

Total

ONE ON ONE E 6.95

PUBLIC DOMAIN ETC.
at) Title P r i c e Total

•  ISSUE 57 DISK E  2.95
8-BIT REFERENCE GUIDE E  6.95

RIVER RAID

TURBO BASIC E  3.95
Total

ROBOTRON 2084 E 535

BOOKS
Title P i l o t Total

•  EASY PROGRAMMING t  4.95
MICRO ENQUIRER t  2.00

SUPER BREAKOUT

•
A
T
A
R
I  
A
D
V
E
N
T
U
R
E
S 
t  
1  
5
0

•  WRMNG STRATEGY GAMES t  1 59

US FOOTBALL

Total

Oty.

GAMES SOFTWARE
Title Price Total

Total

BALLBLAZER E 6.95

E12.95

BATTLEZONE £7.95

E19.95

CAVERNS OF MARS E 4.95

E14,95

DESERT FALCON E 7.95

E 6.95

EASTERN FRONT E 6.95
HARDBALL t 7.95
FIGHT NIGHT t 7.95
KABOOM E 2.95
LODE RUNNER E 7.95
MAXWELLS DEMON EIS
MISSILE COMMAND E 5.95
MOON PATROL E 645
MR ROBOT • DISK E 1,99
ONE ON ONE E 6.95
POLE POSITION £6.95
RIVER RAID E 3.95
ROBOTRON 2084 E 535
STRANGE ODYSSEY E 7,95
SUPER BREAKOUT E 3.95
US FOOTBALL E 5.95
ZAXXON • CASS E 2,99
ZAXXON• DISK E 2.99
ZORK E 2.95

Total

SUN STAR

Qty

NEW SOFTWARE
Title Pnce Total

Total

ARCHON E7.95

E12.95

BLUE MAX £2.95

E19.95

BOULDERDASH E1.95

E14,95

BOULDERDASHII E2.95

E 6.95

CRUMBLE'S CRISIS E2.95
COLOSSUS CHESS 4 E6.95
DECISION IN THE DESERT E5.95
ENCOUNTER E2.95
ETERNAL DAGGER E8.95
FIELD OF FIRE E6.95
INTERNATIONAL KARATE E4.95
JEWELS OF DARKNESS E6.95
JINXTER E7.95
LANCELOT (Disk) E7.95
LANCELOT (Cass) E7.95
MIG ALLEY ACE E6,95
NATO COMMANDER E5.95
PAC-MAN E6,95
PANZER GRENADIER E9.95
OUESTRON E6.95
I SMASH HITS 7 E3.95
SPEED HAWK E2.95
SPINDIZZY E4.95
SUN STAR E2.95
SUPER HUEY E4.95
TRIVIAL PURSUIT E4.95
WINTER EVENTS E2.95

Total

PAGE6 SOFTWARE
All on disk unless shown

aly. Title P r i c e Total

TRANSDISK IV E12.95
TARITALK E19.95
MINI OFFICE II E14,95
SPELL ME. Disk E 6.95

Address

Total Order
OVERSEAS postage PLUS 25%"

Total

O R D E R  F O R M
ALL ITEMS FOR XL/XE

TELEPHONE ORDERS 0785 213928

"  NOTE OVERSEAS POSTAGE CAN SOMETIMES EXCEED THE VALUE OF THE ORDER • IF
THIS OCCURS WE WILL WRITE TO YOU BEFORE SHIP PINE

Please make cheques payable to PAGE 6
POST TO: PAGE 6, P.O. BOX 54, STAFFORD,

Expiry date: E L  E I E

Signature

CASSETTES
see inside front cover

oty Title

Tohi price post tree

Total

99p CASSETTES
aly.

TAIL OF BETA LYRAE
Price Total
E 0.99

Total

FREE NIBBLER -
IF ORDER TOTALS rI6o mo.re iex, postage
DISK ONLY • TICK IF REOCRED

TOTALS
Software
Books
Post and Packing on above
Public Domain
PAGE 6 Software
Total

E 1 .0 0

N O T E :  Post and packing as shown MUST be added to all software excluding
special cassettes, public domain and PAGE 6 Software. Most goods will be
despatched within a few days but please allow up to 28 days for delivery

I enclose cheque/P.O. for E

T I  I  authorise you to debit my credit card

OVISA EACCESS DEUROCARD EJMASTERCARD
My card number is:
fl fl fl fl fl fl E E fl fl fl  D E D

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

ST16 1DR Tel. 0785 213928 FA X :  0785 54355
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software from Gremlin
Graphics? Yes. Shoe

People is the first of a planned
series of releases on Gremlin's
"First Class" label. I t's aimed at
children in the 4-6 years old age
group and designed to help
achieve competence in a wide
range of basic skills. The prog-
ram is based on the Shoe Peo-
ple. a Tv cartoon series popular
with young children. I ts charac-
ters are different kinds of shoes.
and their ''personality" is deter-
mined by shoe type. For  exam-
ple. Trampy is a scruffy looking
character who looks like a tramp's shoe.
The package includes two single sided

disks: a badge showing one of the fea-
tured characters: four  disk labels for any
workdisks you use: a Shoe People story
book: and a 28 page instruction manual .
The program consists of six separate
"activities", each featur ing the Shoe
People.

THE GAMES
TRAMPY VISITS HIS  FRIENDS -
choose which of eight fr iends (represent-
ing eight difficulty levels) you'd like
Trampy to visit. On the way he has to
identify various objects that have fallen
off a lorry. The easiest level involves
matching the objects with ones from a
selection presented on screen, and prog-
resses upwards through word matching.
to spelling out the object's name. Answer
correctly and Trampy finds his friend at
home. Too many incorrect answers cause
the friend to be out when Trampy arrives.

SGT MAJOR SORTS I T OUT - Baby
Bootee has knocked everything off the
shelves in Sgt Major's store cupboard.
Help him return the items to their  correct
shelves, based on their shape, colour, or
pattern. Correct answers raise a flag to
the top of the flagpole.

I
T
i
t
l
e
:

Publisher:
Price:
Reviewer

SHO E PEOPLE
Gremlin Gra phic s
£ 2 5 . 9 9
John S Davison
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2401.0 •  Vells ; s t o w * *  I woe tek

VIPPI

I s a c k  I
THE  GREAT ALPHABET ROBBERY
- help PC Bout stop Sneaker escaping
with the letters of the alphabet.  by solv-
ing anagrams of words already encoun-
tered in "Trampy Visits His Friends". Cor -
rect answers take Sneaker closer to PC
Boot's police station. while incorrect ones
move him closer to the bridge over which
he can escape.

WELLINGTON GOES TO THE PARK
- help Wellington get really muddy by
correctly answering questions on num-
bers at four  difficulty levels, I t involves
counting and adding, using blocks, spots
on dice, or  numerals. Problems appear
on one side of a see-saw causing it to tilt.
Correct answers cause the see-saw to
balance and Well ington to jump around
in a very muddy puddle.  Five correct
answers see Well ington completely co-
vered in mud,  but one wrong answer
causes a rainclotid to appear and rinse
him completely clean again!

CHARLIE'S BIG DAY he lp Charlie
the Clown to remember his tricks at
three difficulty levels. It's based on the
old -
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level you have to remember an ever in-
creasing sequence of tricks performed by
Charlie. the Idea being to bui ld up as
large a sequence as possible. At medium
level the tricks are randomly generated
on each turn.  At the hardest level Charlie
performs a set sequence of tricks twice,
but stops partway through the third r un
through.  You then have to indicate what
comes next. Tricks are periodically added
to the sequence to make It harder  still.

MARGOT'S MAGIC COLOURING
BO O K-  a simple art program allowing

you to draw your own pictures
or colour in pictures of the Shoe
People provided by the program.
Pictures may be saved to a
workdisk or pr inted out,  the lat-
ter only as line drawings as col-
our  ffils are ignored. I lowever.
this does mean you can then
colour them in with paints or
crayons on paper - an extra
bonus activity!

PRESENTATION
Presentation of Shoe People is

generally very good. The graphics are
bold and colourful,  and the animation is
neatly done. The sound seems to be in-
ternally chip generated, wi th no obvious
sign of sampled sounds. I t's competently
handled, although there are several
strangely silent gaps in places. A few
extra sound effects would have Improved
this.
And now for the niggles, To start with

the loading instructions are incorrect -
the program will never load i f you follow
them! Also, you're not told that each disk
has to he booted separately. More
seriously, I  thought the program handles
wrong answers in a rather  intimidating
manner  - young children just don't like
seeing big crosses against their work,
especially i f anyone's watching. And
al though you're shown the correct
answer, you're not usual ly given a
second attempt at the problem. I didn't
really like program's use of both upper
and lower case letters either, as many
young children could be confused by
this. The most serious problem I found
was that in Alphabet Robbery you can't
correct answers you've mis-keyed - the
backspace key isn't supported - a bad
Idea in a program designed for young
children.

CONCLUSION
In st a r y .  I was a little disappointed

with Shoe People. The idea and presenta-
tion are excellent, and children will love
the graphics. but it's let down by a few
niggling problems. I f the authors had
taken a little more care it really could
have been a ''First Class'' program.

New Alan i User - Issue 57 4 7



John S Davison's
regular guide
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A b o u t  eighteen mont hs  ago (in Issue 48) I wrote about
a wonderful new mus ic  program for the ST called
Band-In-A-Box .  Since then the program has  enjoyed

great  success selling well over 30.000 copies. helped no
doubt  by aut hor Peter Gannon's  policy of  cont inuous  produc t
development .  The program has  now reached Vers ion 5, so It's
wort h t ak ing another look to see what 's  been added since
Vers ion 3, the subject  of  my prev ious art ic le.
For those unf ami l iar  wit h Band- in-A-Box let  me briefl y ex-

plain what  it  does. I t s  purpose is to rapidly  produce a profes-
s ional qualit y  "back ing t rack" ac c ompaniment  for any song.
In concept it 's  rather like the auto-accompaniment  features
found on certain Yamaha.  Casio, and other makes  of  home
keyboard.  but  here the func t ions  are implement ed in soft-
ware running on your ST and work  via a MI DI  at tached
synt hesiser.
Unlike home keyboard ac c ompaniment  features Band-in -

A-Box doesn't  work  in real-t ime - you have to set up a song in
a spreadsheet -like table fi rst .  You tell it  whic h chords  to play
(us ing s imple chord symbols  such as Bb. G7, etc. rat her  than
mus ic  notat ion);  where the chord changes occur:  the mus ical
style to use (Rock. Ballad.  Boogie, Count ry ,  etc.): plus  details
about  the s t ruc ture of  the song such as how many  verses.
where the chorus  starts,  and so on. This  is muc h quicker to
do than explain as you can enter a song and be play ing it
back in jus t  a couple of  minutes.  You can then play  or s ing
the main melody  line along wit h it  to complete the perform-
ance, or  even export  the accompaniment  as a MI DI  Standard
File to other mus ic  programs  for f urt her enhancement .  I f  you
don't  like the style you jus t  select a dif ferent  one, arid the
program quick ly  regenerates a new accompaniment  us ing it.
You have to see and hear it  in ac t ion to appreciate how well it
works  - it  seems almost  magical!
You can purchase V5 either as a complete package for £69.

or as an upgrade f rom prev ious  versions for around £49
(f rom Zone Dis t ribut ion,  Uni t  6/ 70,  Euml i nk  Business Cen-
tre. 49 Effra Road. lAindon SW9 I BZ,  phone 071-738-5444).
This  buys you four disks and a new manual.  I nc luded are a
program disk: t wo disks full of  accompaniment  "styles": and
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IAND•IN•AM
a "MI DI  fakebook" disk  holding about  one hundred ready made
songs. I t  requires  a I  MB ST(E) wit h colour or monoc hrome
monit or,  and of  course you need a MIDI  synthes iser to play the
sounds. This  should be capable of  mult i t inibral  operat ion (i.e.
can play  dif ferent  ins t rument al  sounds  s imultaneous ly ) wit h at
least 12 note polyphony  (can play  12 notes s imultaneous ly ) to
fully  exploit  V5's new features,
Band-I n-A-Box  V3 produced three part  arrangements  for

piano.  bass, and drums .  in 24 dif ferent  styles, but  Vers ion 5's
capabilit ies  now go muc h f urt her than this.  In fact. it  addres-
ses v irtually  all of  the (mild) c rit ic isms  I raised in my  prev ious
art ic le.

FrvE PARTS
The fi rst big dif ference over earlier versions is that  it  can now

generate up to FIVE ins t rument al parts  in the accompaniment
- drums ,  bass. piano.  guitar.  and strings.  There's  also prov i-
s ion for a s ix th part .  horns ,  to be fully  implement ed in a later
release.
At fi rs t  I was  a lit t le disappointed wit h the sound of  the four

and five part  styles, as they  didn' t  seem to add that  muc h  to
the mus ic  when compared wit h earlier three part  equivalents .
A lit t le experimentat ion to fi nd the best guit ar and s t ring
patches on my  Yamaha YS-200 synth soon fi xed this  though,
and in no t ime I had a guit ar part  prov iding a crisp rhy t hmic al
cont ras t  to the piano and the s t rings  supply ing a soft back-
ground pad sound.  It really  did sound rat her nice.

In f ut ure the problem out lined above may  be helped by new
feature number  two, whic h involves General MIDI .  No.  this
isn't  the c ommander of  the mi l i t ary  wing of Yamaha.  but  a
recent  enhancement  to the MIDI  specifi cat ion.  I ' ll Ix' covering
i his topic  in a f uture art ic le.  so I 'll jus t  describe it  briefl y here.
General MIDI  is designed to eliminate the anarchy  that  cur-

rent ly  exists in the area of  synthesiser patch numbers  and the
sounds  they represent.  For instance,  patch 23 on Manuf ac t ur-
er A's synth might  be a piano sound,  but  on Manuf ac t urer B's
ins t rument  it 's likely  to be something totally  dif ferent  like
electric bagpipes, a Bos nian nose-harp.  or something equally
peculiar (and unusable)!  Sequencer songs set up for the fi rst
synth would obv ious ly  sound terrible if  played back on the
second one. Fix ing the problem involves manual ly  changing
the sequencer fi le to use the correct patch numbers  for the
second synth - a tedious  exercise.
General MIDI  eliminates  this  hassle by defi ning a s tandard

set of  128 synth sounds  and patch numbers  to invoke them.
These wil l be inc luded on all GM compat ible synths in future.
and any  sequencer fi le set up for GM may  then be played back

REVISITED
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on any GM compatible synth and produce the correct sounds.
It sounds obvious, but it's taken TEN YEARS to get to this
standard!

PATCH MAP
Band-In-A-Box V5 provides GM support.  The styles contain

bui l t-In patch changes using GM patch numbers.  so i f you use
a GM compatible synth you should get acceptable sounds
straight away- I f yours isn't compatible then you can use
Band-In-A-Box's new Patch Map facility. Wi th this you can set
up a table showing which patch to use on your synth for each
of the GM patch numbers.  I t still takes some experimentation
to find the best sounds,  but once set tip you can save the map
on disk and reload it whenever  required. I f you want to use a
different non-GM compatible synth you simply repeat the proc-
edure to create an appropriate map.
For further  flexibility you can also set your  ten favourite

patches for each part in an arrangement and switch between
them on demand dur ing playback. This lets you experiment
with the texture of an arrangement as it plays. It's even
possible to set up favourite "combos" - sets of patches which
can be changed for all instruments simultaneously.  For  inst-
ance you could set up a jazz combo, rock combo, etc.
Major change number  three (which actually was Introduced

in V4 and improved fur ther  in V5) is that you're no longer
limited to the accompaniment styles built into the program. It
now has a function called StyleMaker, which allows you to

Pb bo ile r :  7 1  Jazz L le t t rI c 6 ulta r •  N a n w a t
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Band-1/1-A-BOx's main ediling screen and the Drum Editor

define your own styles - and they can be as simple or as
complex as you wish. For  instance, a style can include up to
600 user defined patterns (sections of music making up a
style), each of which can be triggered by different circumst-
ances. e.g. they might be assigned to play only on certain
chord types, or  played only in even numbered bars, or  odd
numbered bars.
Creating a new style can be qui te complicated. but you can

start with something simple and work your way up. StyleMak-
ers screens aren't very graphical,  but using them isn't as
difficult as it looks. Dr um patterns are entered in step-time
using a grid based dr um rhythm editor, but patterns for other
Instruments have to be played in real-time from a MI DI
keyboard. You only use one chord for this - the chord of C7 -
al though you can include any note you wish by using the riff
based option if required. Band-I n-A-Box automatically trans-
poses these to work with any other chord requested in a song.

100 STYLES
The style disks include the original set of styles; twenty five

new three instrument styles (originally released separately as
an accessory disk. I believe); twenty five new four and five
instrument styles: and about thir ty reworked versions of the
original styles using differing numbers of instruments, The
disk also contains a folder of demo songs, permitting rapid
audi tioning of styles without the need to enter songs yourself.
There are so many styles provided that you may never get
round to producing any of your own(
Major change number  four is the provision of a bui l t-in

sequencer. so you can now record a melody line along with all
those accompaniment parts. Previously. Band-I n-A-Box was
purely an accompaniment generator, but now you can use it to
record and play back complete MIDI  songs! The sequencers
functions are accessed from a new pul l -down menu,  which
covers real-time recording, quantising,  step-time note editing.
Insertion/deletion of beats and bars, transposition,  and sun-
dry other  functions. The supplied MIDI  "fakebook" disk con-
tains over 100 complete songs created with this feature, and
most of them sound really good.
Other new but less spectacular improvements include the

ability to mute instruments on demand: change from straight
to swing feel and vice-versa: suppor t for additional chord
types: MI DI  support for instrument volume, panning.  revert),
and chorus effects, and patch bank switching. Ful l  support for
Roland's SC-55 Sound Canvas synth expander  is included too,
as this was the first instrument available to use General MIDI .
The only complaints I have are that StyleMaker seems to

crash whenever you exit from it, and the prognim's facilities
have now begun to outstr ip the capabilities of my computing
and MI DI  setup! It's now relatively easy to run out of' memory
with only 1MB,  so I'll have to make that long postponed
upgrade to 2MB soon. Also, the 8 note polyphony of my
Yamaha YS-200 synth isn't enough for properly handl ing 5
part styles - I have to route excess notes through to my old
Yamaha PSS-680, which really isn't in the same class sonical-
ly. Another  expensive upgrade coming soon, perhaps?

I've always liked Band-I n-A-Box and its continuing evolution
has turned it into one of the most useful  MIDI  music programs
around.  I t's generally easy to use, produces professional
sounding results, and is great fun too. And with StyleMaker
you now have all the flexibility you could want for producing
your  own unique styles. I t's an essential tool for anyone in-
terested In making music with their  ST. Once you buy it you'll
wonder  how you ever managed wi thout it!
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ture! But  before any of  you who
may  t hink  you don't  l ike text

adventures  stop reading - remember that
this  is the ninet ies  - t hings  have
changed! Yes. there is lots of text that
you have to read, but  i l l s  a good plot  and
there is lots of  humour.  No.  you don' t
have to type any thing!  Yes, there are lots
of  pictures and even arcade sequences
for you to play  as well!

In the same way that  games  like The
Secret of  Monkey Is land, Cadaver,  Elv ira.
and Spellcas t ing 101: Sorcerors  Get All
The Girls  (sadly not  available on the Si')
have broken new ground in order to pro-
vide the games-player wit h a detailed
adventure driven by mouse and joyst ick,
so too Suspic ious  Cargo has  lots of  bril-
l iant  ideas c rammed int o it t o make play-
ing an adventure more fun t han ever
before.
Tradit ionalis t s  CAN type in c ommands  ii

they want  to, and reconfi gure the screen
to remove all the non-tex t  areas. Or you
can jus t  point  and dic k  at the icons
whic h scroll up and down the left s ide of
the screen. As soon as you c lick on a
verb the list is  replaced by pic tures  of  all
the it ems  in the room or in your hands  so
that  you can select one of  them. In this
way  you can bui ld up sentences like
"PUT THE RED KEYCARD IN THE SLOT'
wit h a few mouse clicks.
People you meet  in the game appear in

lit t le nunlit ors  across the top ot the
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screen, movement  is
done by c lic k ing on
fl ashing compass
points  at the bot tom
of the screen, some
locat ions have full
screen pic tures  you
can access - of ten
wi t h animat ion I
love the main ship's
console on the
bridge, wi t h the cen-
t ral screen play ing
Space Invaders!
All t he things  that

make adventure
games easy to play
are built  in - abilit y  to n'call al id change
the last t hing you typed. RAMSAVE and
RAMik )AD as well as s tandard ones to
diskette, large let ters if  you wis h to see it
bet ter on a I V,  an so on.
There are half  a dozen places where the

game switches into arcade style wit h f ull
screen graphics  - solv ing a c ircuit  board
puzzle fi ght ing off pirate boarders,  t rack -
ing a deadly alien t hrough a maze, t ry ing
to land a ship t hrough an asteroid
swarm.  Alt hough the sequences are short
they are great f un and if  you don't  l ike
t hem or can't  solve t hem (the landing is
VERY hard!) you can bypass them - you
lose a few points,  but  you get to carry  on
the game! An excellent  design!
So, the implement at ion is super - defi -

nitely  an adventure for the ninet ies.
What  about  the adventure Itself?
You play  the part  of  Jonah Hayes. a
space bum wit h a c lapped out
spaceship. Your day starts  badly
enough when you are woken wit h a
message that  you have been hired to
t ransport  a crate to Earth and they
DON'T want  cus toms  to examine the
crate! IF you can avoid the thugs
who are out  to gel you before you
even reach your ship.  and IF you
manage to get the ship of f  the
ground.  and II: you can work  out
how to repair the ship's  c omput er so
that  you can warp away f rom the
offi cial ship which wants  you to

heave-to and be searched. THEN your
t roubles  arc  only  jus t  beginning!
The game is subt it led "Out  of  Luck in

Outer Space" and they mean it! i f  it can
go wrong It wil l  go wrong - y our ship is
low on air,  you have an illegal hit chhiker,
the genetic mut ant  in the crate breaks
out  and wants  to k ill you, pirates  t ry to

.
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bri l l iant ideas

•  S I G HT 81 SOUND - Lots of  great
graphics, nice music  on the int ro

board y our ship, death lies in wait  at
every t urn - t hank  heavens for a
RAMSAVEI
Mapping is also a t hing of the past!  Most

of the ac t ion takes place on three space-
ships, jus t  c lick on the A2Z icon and you
get a f ul l  screen map of the ship.  Click  on
an area for a detailed plan of  that sec-
t ion.  s howing not  only  the rooms but  also
where all the other characters  in the
game are! Click  on an area and the game
takes you s t raight  there! Superb!
The game isn't  quite perfect - the parser

has a couple of minor idiosyncracies.  for
example I occasionally  got confused as to
whet her I should put  s omet hing ON or IN
something else, the cable on the code-
breaker only  appears  if  you put  the code-
breaker down,  and you need to resort  to
the keyboard once or twice to save your-
self  a lot  of  t ime by t yping GET ALL or
DROP ALL. But  overall,  especially  for a
fi rst of fering f rom a new team, the game
is great!

•  GAMEPLAY - Ercellent  mouse-driven
interfaces, lots of  places to explore and
lots o f  puzzles to solve

•  V E RDI CT - A must  for all adventure
players.  and i f  you have a warped
sense of  humour and like a challenge
you should defi nitely  give it a go
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MANCHESTER UNITED sT,
T h i s  game is an interes t ing hybrid.

In the world of  soccer games this
one lives in two camps  at once

and makes  a good ef fort  in both.  Man-
chester United fur those who do not
k now are an English Soccer team wit h a
great  deal of  history. They  also have a
very good recent  record of  coming second
in nearly  all of  the major  compet it ions
and this  game seems to be set up to help
the player manage s omet hing very s imi-
lar alt hough there is a s l im hope that  the
player might  win!

Play consists of  Iwo separate sect ions -
management  and matchday .  The man-
agement  port ion inc ludes  all those mun-
dane things  that  Managers  obtain large
salaries and spec tacular fi rings  for and
the match day is where all the earlier
mac hinat ions  pay off  (or don't  as the case
may be). The management  s ide of the
game follows the precept  set down in the
classic Football Manager alt hough it
manages it  in a more graphic  and sup-
port ive way.
The game assumes that  the aspirant

player wishes to coach Manches ter Utd.
alt hough there are menu opt ions  to allow
you to change both players  and team
names  and as such it  is quite possible OS
have Roy Race as play er/ manager of Mel-
chester Rovers. The fi rst management
task is to look at the team. This  is done
by c lick ing the team photo and produces
the lis t  of  signed players  and t heir rat-
ings in t heir various  skills.  In a separate
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S P O R T S

menu there is the
t raining log. Here the
same players are
shown in t heir state
of t raining.  I t  is.
however,  a lit t le con-
fus ing that  Goalkeep-
ers are assumed to
need the same sk ills
as s t rikers and whils t
I am happy  to accept
that Cent re Forwards
need to learn the art
of  'finishing* it seems
a lit t le point less for
the man in the nets!
There is no corres-
ponding 'saving shots' skill.  Despite this
sort  of  anomaly  the t raining seems to
have benefi c ial effects on players  apart
f rom those s t renuous  days when they get
injured.
There are also quite complete t rans fer

menus  that  al low almost  any  player in
the league to be hid for and,  t rue to the
United open cheque book ethos, there is
no budget  imposed on the manager and
so four mil l ion pound deals  are quite in
order.
Once the t raining and t rans ferring has

been taken care of  then select ing the
team for next week becomes necessary.
This  is done f rom another sub menu and
its select ion also inf orms  you as to the
t raining injuries  sus tained that  week.
Alt hough it  is  possible to see y our sche-

dule there is no opt ion to scout the
oppos it ion and so your preparat ions
are blind.  Several f ormat ions  are on
offer as the root of  your team and
once this  has been selected you are
prompted for someone to take each
indiv idual pos it ion.  There is no
apparent  idiot  proofi ng here so it is
perfect ly allowable to play centre
forwards  in goal. May be this  is why
it is  possible to t rain goalkeepers in
finishing,?
Should you mak e a mis take and

not not ice it  before the last player is
selected there is no chance to
change or rev iew the team. Once the

last man  is picked the game sequence
begins. The game has all t he advantages
of  being innovat ive and exc it ing and can
last f rom 5 to 45 minut es  each way. I t
can be played by the c omput er alone as a
s imulat ion or by the player us ing the
joyst ick  in Kick  Off  fashion.
The sprites and match play look good

wit h whis t les  and yellow cards but  unfor-
tunately  there is no player ident ifi cat ion
so that  you cannot  tell whic h player per
Forms well or who scores. St ill it  seemed
to me that  scoring was a lost art .  The
teams seemed to at tack but  both goal-
keepers had second s ight  and pos it ioned
themselves correct ly  most  of  the lime.  My
record af ter six games was Played 6 Won
2 Drawn 4 Los t  0 Goals For 2 Goals
Against O. This  did not lend itself  to ex-
c it ing or ent hral l ing football.  Had I not
been select ing the all out  at tack mode of
football wi t h five forwards  and two in
defence I suspect no goals would ever
have been seen!
Once the match is over there is no post

game evaluat ion apart  f rom comments  in
the one paper you may  read at breakfast
and no other results  so you can't  check
on others  performance.  I t  is of  course
then back to training, trading and play-
ing after breakfast .
This  game is a collect ion of  could have

beens. I t  never quite manages to make
the mark  in any of  the areas it  t ries to
score in.  Muc h like the real Unit ed all the
promise is there but  it  seems to excel in
c oming second. Lets hope they never
mak e one called Rochdale Soccer!

•  Gamepl ay  - Sluggish but accurate:
f a i r t g
.
f r i e n
d i t t  
c o
n t r
o l s

•  S ound and Gr aphi cs G o o d  enough
to he interest ing in both departments

•  Over al l  I f  the nets were wider and
the players better they might have
scored higher with I s  one!
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Y N X G A M E S

MORE
HIGH
JINX
with the Lynx

NINJA GAIDEN
Ninja Gaiden is a one-player beat 'em up.  The levels and

enemies are muc h like those of  Shadow Warriors  on ot her
machines.
There are 4 dif ferent  levels to bat t le t hrnugh,  wi t h a l imi t  of

99 seconds per level (or life): t he City, the Casino.  the Stat ion
and fi nally  the Palace. where you wil l  meet  the Dark  Lord
armed wit h razor sharp sabres. There are 8 dif ferent enemy
types s tarl ing wit h
street thugs  and
ranging up to
giants  and other
ninjas .
You begin the

game wit h three
lives, each one con-
s is t ing of five
"knock-outs".  Being
hit  and knocked
down loses you one
knock-out .  You
also have a couple of  Cont inues  whic h you can use whenever
you lose all three lives to carry  on f rom where you died (but
wit h a zero score).

On y our way you wi l l  pass many  telephone boxes, tables.
storage boxes etc. I f  either you or an enemy is knocked over
Into one of  these objects it wi l l  ins tant ly  be t rashed and if  a
special it em was  ins ide it  you wi l l  be able to collect it . You can
collect blue and red pil ls  to restore knock-outs ,  prec ious
stones for points,  ex t ra lives, more t ime,  or a sword.  While you
have the sword you can knock  down anyone wit h only  one hit
and you do more damage than normal.
Your l ight ing moves are a l it he limited,  but  the act ion is  fast

and furious  and Ninja Gaiden wi l l  appeal to all those who love
a good fight!
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ROBOTRON 2048
The Copy right  not ice is for 1982!  Some of our older readers

may  have played this  one before on t heir old 8-bit !  All the fun
of  the original is faithfully  recreated here - each level is jus t  a
single screen wit h you in the middle and count less baddies
c los ing in f rom every direc t ion to k ill you. Dodge and fi re as
fast as you can and you might  surv ive a few levels. Rescue
some of  the innocents  wandering around the screen before
they go splat  and you gain enough points  to get some more
lives and surv ive a lit t le longer!
You get to choose between THREE dif ferent  ways of us ing the

controls,  each designed to allow you to move in one direc t ion
while fi ring in a dif ferent  one. Every thing happens  at very high
speed - t he fi rst few t imes you wi l l  probably  die before you
have worked out  what  is happening.  but  like all the best games
It is  really  inc redibly  s imple and you wil l  soon be able to blast
y our way t hrough the fi rst hal f  dozen levels in no t ime at all.
Again,  highly  addic t ive - you KNOW you can get a lit t le f urt her
next t ime!

Plenty of  variety in the enemy - some chase you s lowly  but  are
prac t ically  indes t ruc t ible,  others  come in fast but  die easily.
some shoot at you,  others  generate more nast ies that  bounce
all over the screen.

Defi nitely  a golden oldie!

SHANGHAI
Mah Jongg is an

anc ient  Chinese
card game - us ing
tiles instead of
cards: they have
three suits  num-
bered one to nine,
plus  four winds  and
three dragons.  but
there are four iden-
t ical t iles of  each of
these. They  also
have eight  special t iles called seasons and fl owers mak ing a
total of  144 tiles_ Mah Jongg itself  is just  an oriental f orm of
Rummy  or Canasta for f our players. wi t h some complicated
scoring rules. I n the same way that  we play solo pat ience
games wit h a pack  of  English cards. the Chinese play  a form of
pat ience wit h a Malt  Jongg set. Shanghai is such a game.
You choose a pat tern:  Dragon.  Hawk ,  But terfl y .  Fish.  Bear.

Spider or Turt le (some are harder than others).  The t iles are
dealt  out  randomly  int o that  pat tern.  A move consists of
point ing at pairs  of ident ical t iles that  are both free to slide out
to either the left or the right ,  t hus  c learing the way for more
t iles for you to match.  To win you mus t  c lear ALL the t iles f rom
the screen!
An opt ions  screen allows  you to get hint s  if  you are stuck (the

c omput er will show you one of  a pair of t iles that  can be taken
away). restart  wi t h exact ly the same deal,  quit ,  or change the
way the t iles areshown.  The t ile you are point ing at is  always
shown enlarged at the s ide of the screen. One l imit at ion Is that
you can't  take back a move if  you get s tuck - t his  is available
on mos t  other versions of  the game.
Two player opt ions  allow alternate play (ten seconds per

move) or s imult aneous  where if  one person selects a t ile you
can select a match and get t he points!
A great way  of  passing the t ime ir you like pat ience games!

Fin 1E3
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HARD DRIVING
More car racing,  t his  t ime wit h a choice of  a t radit ional race

track or a s tunt  course involv ing leaps and loop the loops! The
ST version was hard enough to control.  I f ound this  even
harder!  You have to tap the joyst ick to steer. but  I f ound it  too
sensit ive and had great dif fi cult y  s tav ing on the road. You need
to cont rol your direc t ion and speed very carefully  in order to
get around the t rack  in the very l imit ed t ime allowed,  and jus t
when you are doing well some idiot  crashes into you f rom
behind wit h no warning whatsoever!
Fortunately  you can select aut omat ic  gear changing if  you

wis h so that  is one less t hing to worry  about .  but  even wit h
that  af ter three or four hours  of  play ing I had s t ill not  com-
pleted a s ingle lap of  either course, alt hough I did manage to
get round the loop the loop once!
The 3-0 graphics  are excellent,  no fl at roads here - i f  you are

going up a hil l  you can't  see whic h way the road bends on the
other side! I f  you succeed in achiev ing the challenge t imes  for a
lap you get to race again against  the Phantom Photon!
Defi nitely  one for the dedicated driver!

TOKI
The evil wizard Vook imedlo has captured the Princess Miho,

and hidden her ins ide his  evil palace. The only  person who is
able to save Miho is Tok i.  Vook iniedio is well aware of  this fact,
so he t urned Tolki into an ape! Tok i mus t  fi nd and defeat
Vook imedlo to rescue the princess and to at tempt  t o t urn
hims elf  back int o a human.
Tok i is  an arcade game, f ul l  of  nasties, t raps  and puzzles. The

easiest way  to k il l t hings  is to fi re your breath weapons.  At  the
beginning of the game this  is jus t  one s ingle small bolt .  Along
y our way you wi l l  fi nd it ems  whic h wil l  make your breath
weapon bet ter e.g. t riple shots, large sho'ls and lire,  alt hough
these only  last  for a l imit ed amount  of  t ime. You wi l l  also fi nd
special it ems  such as helmets  whic h help protect  f rom mons•
ters, and rabbit  boots  whic h allow you to jump muc h higher
than normal.  Anot her method of  k il l ing things  is to jump on
their heads, t hough It of ten takes more t han one bounce to k ill
things.
One very annoy ing t hing about  this  game is that  you lose a

life if  you are hit  once, and it  is  of ten hard to see what  ac tually
k illed you. You begin the game wit h f our lives and two con-
t inues each cons is t ing of four lives.
Tok i is great f un but  also ex t remely  hard (because you can die

so easily). especially  as you have to start  f rom the beginning
every t ime.  I f  you enjoy  challenging arcade games this  is
defi nitely  a mus t .

SUPER SKIVEEK
Skweek's miss ion is  to conquer five is lands, each cons is t ing

of  50 levels, unf ort unat ely  each level is packed full of  monsters
and traps.
To complete most  levels Skweek  has to paint  all the squares

pink ,  but  on some he has to k il l all the guards  or rescue all the
Skweezettes. There is a t ime l imit  for each level, some are
extremely t ight  while others  give you lots  of  t ime to spare.
Kill monsters ,  collect t heir coins, and then buy  power-ups  at

the shops whic h occur every couple of  levels. Power-ups  may
enhance your shots or increase the number  of  squares you
paint ,  others  can give you ext ra lives, put  you onto the next

reviewed by John Sweeney

level or change y our speed. There is an incredible variety of
monsters ,  t raps  and power ups and lots  of ways of restart ing
so that  you can reach lots of dif ferent levels very easily. One
way  is to gain the abilit y  to buy  restart  codes at the shop so
that  you can cont inue f rom that  pos it ion next  t ime you play.
Don' t  get codes too often t hough because you're only allowed
twenty  codes per game and there are two hundred and fifty
levels! A two-player vers ion allows  both of  you to paint  t iles at
the same t ime,  but  if  you want  you can get nasty and push
each ot her Into holes!
An excellent  fast mov ing arcade game c rammed full of goodies

- jus t  as good as the ST version (see the full rev iew in issue 5I )!

CRYSTAL MINES I I
And I saved the best for last! Remember Boulderdash? Or

Repton i f  you used to have a BBC? Or the count less clones
whic h featured lit t le men digging their way around endless
caverns, avoiding falling rocks and dodging nast ies that  tended
to follow the walls  in endless circles? Well here's another one!
B UT_  it  is  absolutely  bril l iant .  I t  is  the best vers ion of  this sort
of  game I have seen for years.

No wimpy  lit t le shovel for this  guy though.  you get a robot
who can blast  his  way t hrough most  t hings  wit h his  own
energy bursts .  But  alt hough this  plays very muc h like 1-toul-
derdash for the
first few levels
it jus t  keeps
get t ing bet ter
and better.  I
am up to about
level 79 out  of
150 and I s t ill
keep fi nding
new monsters.
t raps or power-
ups  every few
levels. The
amount  they
have c rammed int o this  game is incredible.  Mons ters  can be
invulnerable,  radioact ive,  exploding,  bounc ing,  and so on.
There are tubes whic h convert  boulders  into gems (or vice
versa!), radioac t ive boulders ,  boulders  whic h are actually
s leeping monsters ,  boulders  whic h conceal dynamite.  etc.
There are four elements  whic h spread t hrough any  empty
spaces. and all have dif ferent  propert ies  - some t rap you. some
t urn into gems when shot.  it  jus t  goes on and on.
Loved t he gravity switches!  Touch one of these and the rocks

start  f all ing sideways!
And there are another 31 bonus  levels i f  you can fi nd the

ent rances to them:  all levels have passwords  so you can restart
anywhere,  and if  you get  s tuck too long on any  level the game
wil l  of fer to tell you the password and let you move on to the
next level - very f riendly .
A lot  of  effort has been put  into mak ing some really  fi endish

levels in this  inc redibly  addic t ive game!

SUMMARY

-

The Lynx is s t ill an excellent  mac hine - especially  at snow of
the prices I have seen it  going for - Special Reserve
10279-6002041 were selling off recondit ioned Lynx I s  for
-C49.99! And wit h the range and qualit y  of  games it  is hard to
fault  it. Rus h out  and buy  Crys tal Mines  II now!
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educational packages from Seet-
Lander Software, this time desig-

ned to help younger children get started
In arithmetic and to develop pre-reading
skills, As with most educational  software
today they're both designed to fit into the
National Curr iculum where possible.

COUNT AND ADD
The package contains one double sided

disk and comes complete with a free
badge and a glossy 34 page instruction
booklet. I t's based on a Scetlander prog-
ram for the BBC Micro used widely in
schools throughout the UK. and uses
Shades the Dog as a theme character. It's
aimed at the 4-7 year age group and
contains five learning games - Sets
Sets 2, Animals,  Train,  and Spider. plus
a real-time clock and calendar screen.
The games are unusual  in that they
make extensive use of sampled speech in
their operation.
S E T S  1  -  covers the counting of
objects. I t displays a set of identical oh•
jects on the screen from its library of 24
different pictures. You count them by re-
peatedly pressing the Space Bar, which
Increments a large numeral  displayed on
the screen. When the correct number  is
shown you press the Enter  key. and the
program tells you if you're right or wrong.
S E T S  2  - Sinlitar to Sets 1 except
that the program asks you to ''find n
objects" where n is a randomly selected
number.  Pressing the Space Bar now
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causes objects to
appear  - keep press-
ing unti l  the correct
number  of objects in
the set have been re-
vealed. Othenvise
details are as for
Sets 1.

A N I M A L S  -
moves on a stage
from Sets 2 in that
you have to key in
the correct n t b e r
from the STs
keyboard instead of

pressing the Space Bar. All the displayed
objects are animals. hence the game's
name.

T R A I N  - Introduces the concept of
addition. A set of objects is displayed and
counted as In Animals. I f correct a train
puffs halfway across the screen and a
second set of objects displayed. You then
repeat the procedure and if correct again
the trains puffs across further,  causing
the two sets of displayed objects to amal-
gamate into one large set. You then key
in the total number  of objects in this.

S P I D E R  s i mi l a r  to Train in concept.
but increases the difficulty by introduc-
ing a time limit. You have to complete six
addition problems before the spider
crawls across the screen to catch the
butterfly.

C LOC K  A N D  C A LEN D A R
this is just a single screen displaying
analogue and digital clocks working in
real time (with seconds display). and a
calendar for the current month.  The cor-
rect time/date are obtained from the in-
formation you key in when you boot up
the program. You can't interact wi th this
screen in any way - it's just for viewing
and discussing with the children.

The program uses a mix of sampled
speech and chip generated sound
throughout.  The speech (male voice with
a very light Scots accent) is used for
prompting for input and commenting on
your  performance. Each speech phrase is
loaded from disk when needed. and this
slows things down a little on a floppy
disk based system, The chip sound con-
sists mainly of random burbl ing sounds

accompanying Shades the Dogs pre
sence on the screen, pl us a few other
miscellaneous effects.
Graphics arc neat and well drawn.  but

sparse. The objects are displayed on a
light blue background which makes
some of them difficult to see sometimes.
Shades the Dog doesn't seem to be fea-
tured much at all - his main appearance
is on the summary screen at the end of
each game. where his animation is li-
mited to rolling eyes and a wagging tail.
In fact the whole program has very little
real animation.
All the games run with pre-set default

parameters. but these can be changed
from the Parent/Teacher  screen. You can
toggle sound on/off: set the spider's
speed for  the Spider game: the number  of
problems asked in a game: the number  of
wrong answers allowed before the prog-
ram displays the correct one; lowest and
highest numbers used in the problems:
and to select the style used for arithmetic
operators. You can also choose whether
to hide this Parent/Teacher  facility so the
little perishers can't get at it. and to acti-
vate the program's results monitor ing
facility.
A common system of providing help is

used throughout.  I f a wrong answer is
given you're prompted to count again.
This continues up to the limit set for
retries in the Parent/Teacher  screen. at
which point the program counts the ob-
jects for you, incrementing a numeric
count while speaking the numbers and
highl ighting each object in turn.  You
then proceed to the next problem.
The program can monitor  and record

the results and progress of up to ten
different children. They're identified by
name - keyed in each time they use the
program. Results are held on disk and
may be viewed and printed out when
required.
Count and Add has all the hal lmarks of

a good educational  program - except one!
It's fine on the educational  front.  is easy
to use. has good help facilities, and can
track results. Unfor tunately though it's
rather weak on the "entertainment"
aspect. that essential ingredient which
delights children and holds their atten-
tion. This could easily have been fixed by
better exploitation of the theme character
and better  use of animation.
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MIX AND MATCH
This program is suppl ied on one double

sided disk, and the package includes a
separate "quick-start" guide for the ST
and a 12 page instruction booklet. It's
aimed primarily at the under  5*s age
group, but again it can be used by any-
one with particular  learning difficulties.
Big Maggie (no. not Mrs. Thatcher .  but a
relative of the Loch Ness monster?) is the
theme character this time.
The program's purpose is to help chil-

dren develop pre-reading skills such as -
recognition, discrimination,  and memory.
Also, as with most computer  based edu-
cation aids it helps the child acquire
keyboard skills and bui lds confidence In
using computers. The program is divided
into three main sections. each of which
contains six learning games. In addition
there's the "real-time" clock and calendar
as found in Count and Add.

T W O  O F  A K I N D  requires you
to match an object displayed in the cen-
tre of the screen with one from a set of up
to four displayed below it. A pointer
moves automatical ly in sequence from
one object to the next, and you have to
press the Space Bar when it's above the
one which matches. All six games use the
same operating principle, but use diffe-
rent objects. They're called Pictures.
Shapes, Numbers.  Large, Small. and
Same. The first three are self explana-
tory: Large and Small use upper  and
lower case letters of the alphabet respec-
tively; and Same uses just one object
but in up to four  different orientations.
le. rotated in 90 degree increments.

O D D  O N E  O U T  - uses the same
six games as above, but this time dis-

plays up to four objects. up to three of
which are the same (but possibly in un-
usual  orientations) and one different.
You have to press the Space Bar when
the automatic pointer hovers over the
odd one out.

FOR GE T- M E - N OT - again uses
the same six games. Here only one object
is displayed for a given period of time and
Is then removed from the screen. Up to
four different objects are then displayed,
one of which is the same as the original
object. You press the Space Bar when the
pointer moves to that object.
C LOC K  A N D  C A LEN D A R
as in Count  and Add.

The program uses sampled speech
again, but this time it's a female voice
with a soft Scots accent. presumably Big
Maggie's. It's dynamically loaded from
disk again, so imposes the same perform
ance penalty as in Count and Add.
There's a snatch of music on the sum-
mary screen at the end of each game and
a few sound effects here and there, but
otherwise there's not much In the way of
sound.
If anything the graphics are even more

EDUCATION

sparse than in Count and Add, with no
animation at all to spice things up. Looks
like animation Isn't Scetiander's strong
suit! Big Maggie appears occasionally as
an object in the games and again on the
end of  game s ummary  screen, but  this
hardly  merit s  the t it le of  "theme charac-
ter'' in my  view.
As expected there's  the usual Scet lander

Parent /Teacher screen for modif y ing the
program's  operat ing parameters .  This  in-
c ludes toggling the sound on/of f :  set t ing
the automatic pointer's scan speed; the

number  of ques-
t ions in a game:
the number of
objects shown at
any t ime:  the
display t ime in
the Forget -Me-
Not section; the
number  of
at tempts
allowed before
the right answer
is shown:
whether the Pa-
rent/Teacher
facility should
be hidden: and

activate the results monitor ing facility
(which is identical to the one in Count
and Add).
If you repeatedly answer any problem

Incorrectly the program's help facility re-
sponds by inviting you to "try this", while
positioning the pointer  over the correct
object. This forces you to select the cor-
rect one before continuing.
My overall opinion of Mix and Match is

virtually identical to that for Count and
Add. As an educational  aid it's line, but it
doesn't really have enough FUN built into
it. Scetlander really should put more
thought into the entertainment and re-
ward side of their programs, some slick
animation and better use of sound could
work wonders here. i t could turn these
rather ordinary educational  programs
Into something special.

COUNT AND ADD
MIX AND MATCH
S c e t l a n d e r  S o f t w a r e
£ 2 5 . 9 9  A N D  £ 2 4 . 9 9
Re v ie we d by  John S Da v is on
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COMPILATIONS

SUPERHEROES 2 and
CHART ATTACK

0  r ic e  more to the compilat ions
dear f riends, t his  t ime an in-
terest ing exercise in c omparing

the mark et ing strategies of  two com-
panies. Domark  whose Superheroes  2
was sadly marred by the by now almos t
s tandard faulty  disk  and Gremlins  re-
lease of  old c las s ie
,
„S U P E R H E R O E S  2  int -lodes  Indiana
.Jones and The Last Crusade.  Last Ninja •
2. St rider 2 and the not  to be forgot ten
The Spy Who Loved Me. The Spy seems
to sneak it  way on to every Domark  col-
lect ion I rev iew and it  s t ill seems the
same! I t  is s t ill a collect a vehicle and
drive it  to the next stage hav ing shot
some baddies on the way. The graphics
are st ill s t rong and the sound st ill good.
Unfortunately  anyone hav ing bought  any
other collect ion in these lines wil l  already
have several copies of this part ic ular
game.

Last Ninja,  unfortunately ,  did not  want
to load so I wi l l  concent rate on Indy  and
Strider.  The I ndiana game is well pre-
sented and loses not hing f rom c oming in
this  boxed set, for alt hough this  is the
original came wit h lots  of  add-ons. the
import ant  part s  are s t ill there and all the
clues are available.  The graphics  and
gameplay in this  are s t rong wit h good
l ink ing scenes to enable player interest  to
stay high start ing,  as did the fi lm,  wi t h
the Boy Scout Indy  and work ing to the
c limax  in a logical progress ion of  scenes.
There are several digit ised shots f rom the
fi lm,  cont rols  are posit ive and the colours
strong.
St rider 2 is  a wort hy  successor to one of

my personal favourite arcade games.
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Wit h his  victory over
evil in  the Soviet
Union complete he
now takes on the
forces of another
planet.  The format  is
fairly  s imilar,  only
the game now takes
place on the planet
Magenta and St rider
can t urn int o a bio-
bat t lebot ,  I  l ike this
game. it  has  the
super hero style to
it. The graphics  are
colourful and comic

book like wit h the whole giv ing the im-
press ion that  the player is ac tually  ins ide
an adventure story.

C H A R T  A T T A C K  offers f our raves
f rom the grave Lotus  Esprit  Turbo Chal-
lenge (1). James  Pond. Ghouls  n Ghosts
and Venus  Fly  Trap.  As an encompass ing
statement  all these games are s t rong and
have all made bt-st seller lis ts in t heir
t ime.  The weakest is  the Turbo challenge
whic h takes a long t ime loading and
offers race course driv ing in a fast Lotus.
The graphics  are jus t  above average and
the cont rols  s imple,  on the other hand it
seems to offer a lit t le more t han its  suc-
cessor does, not  a bad race game for its
t ime.  Ghouls  N Ghosts  is the successor
to Ghosts N Goblins  and offers the furth-
er adventures  of the knight  Ar t hur  in his
search for his captured girl f riend.  The
graphics  are small but  beaut if ul ly  formed
and the cont rols  (low smoothly .  The
problems  are at the hard end of  fair and
the monsters,  alt hough prolifi c ,  are not
too awe inspiring.  An ent ert aining lit t le
romp.  Venus  is a dif ferent  sort  of  plat •
form game, you play  a robot ic  fly that  is
out  to rid the world of  mad robot ic  in-
sects. This  is done in free fl owing and
challenging plat form and ladder style. A
range of  collectable weapons are avail-
able as are bonus  pods allowing dif ferent
abilit ies.  This  game is another fun game
that  proves the c omput er can s t ill out  -
class even dedicated game machines.
Finally  in this  set is my  favourite game

of  this issue. James  Pond. This  game has
humour,  problems  and variety. In case
the game has escaped your not ice in the
popular press. it  concerns a secret agent

cod whose job it  is  to save various  mari-
t ime creatures f rom eco disasters. There
are twelve scenarios each wit h a varia-
t ion on a Bond t it le for example Licence
to Bubble or Leak and Let Die.  The
humour  cont inues  in the game with Pond
look ing for v illains  and f reeing the Inno-
cent while becoming occasionally sozzled
on J. D.  Whisky .  There are many  hidden
caves wit h bonus  scores in t hem and of
course there is always Pond's house in
whic h it ems  may  be stored unt i l  subse-
quent  adventures  need them.  Wit h good
eartoony graphics.  a sense of humour.
responsive cont rols  and problem solving.
this  game alone makes  the collect ion
wort hwhile.
As may  be obvious I great ly  preferred

Chart  At tack as it  of fers four good value
games of which at least three wil l leave
the player want ing more when they die.
The Domark  set has  games wit h a more
arcade feel to them.  but  maybe a poi
ished profess ionalism that  somehow
leaves t hem a lit t le sterile. All the same
there are two and possibly  three raiding
good games on the Domark  set. I do wish
they would s top t ry ing to put  the James
Bond t hing in every pack though.
All in all both are bargains  if  you do not

have the originals .

•  GAMEPLAY - Mos t  of  the games on
both packages are of  high s tandard.
and all scroll smoothly  and react well
tojoys t ick  commands

•  S I G HT &  SOUND A U  are acceptable.
Superheroes uses more sampled and
digit ised stuff. Chart  At tack has good
effects to it. all are graphically  strong

•  OVERALL T w o  strong packs • either
could be a bargain.  roy fanot t rite
though was  the oru• front C.'rentlin
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Domark E29.99

CHART ATTACK
Gremlin Graphics E29.99
Reviewed by Damon Howarth
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game called Prince Of  Persia and
all of  those that  saw it  said that

it was  wonderf ul and t hat  the sprites did
move in realis t ic  manner  and that  it rep-
resented new horizons in arcade adven-
turing.  I t  seems in the land k nown as
Chimeric a these legends had also
appeared and Inspired the count ry  to
br ing forth Harlequin.  This  s tory line in-
volves a child who left a beloved count ry
made only  for h im to learn of  the outs ide
world.  The learning he came upon kept
h im away for many  years and in that
t ime Chimeric a suffered a broken heart
and fell into dis repair and chaos. On his
ret urn the now full grown hero called
Harlequin saw that  he needed to set
about  rec reat ing the broken heart  of  the
land.  Such was his  sorrow that  he felt
the only  way to do this  was to appear in a
game that  was even bet ter t han Prince of
Persia.
Indeed the game was bet ter wit h a

s light ly  smaller but  wonderf ul ly  ani-
mated hero sprite who could perform ex-
c it ing gymnast ics  and fi re s mall hearts
f rom his  hand to the great  discomfort  of
his enemies. Here the Harlequin mus t  .
obtain ent rance to Chimeric a and mend
its rus ted c lock tower fi nding the f our
parts  of its sundered heart  on the way.
Cont rolled by posit ive joyst ick c ommands
he mus t  wend his  way t hrough some
complicated screenery.
The harlequin is superbly  animated as
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Gremlin
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Damon Howarth

A R C V E N T U R E  1

are the evils he mus t
fight, Large heads
and alarm clocks t ry
to ambus h h im as he
hunt s  for the various
switches that  wil l
power the s liding
plat forms  and enable
hini to c l imb ever
higher.  Each of  the
act ions of  the hero
has a direc t  bearing
on the world around
h im - t he faster he
runs  the bet ter hi!-,
jump.  he mus t  run
up slopes muc h like
Gene Kelly  used to dance up walls  and i f
he s hould be falling f rom too great a
height  then his  umbrel la needs careful
t iming to use.
As wi t h all plat form and explorat ion

games there are always bonuses to fi nd
and these are generally  In keeping wit h
the refi nding of the Harlequin's  youth.  He
fi nds Jack-in-the-boxes  for mystery
prizes and obtains  bonuses for recover-
ing teddy bears. I le needs to fi nd his
Space Hopper in order to bounce further.
higher and faster or he may need to t urn
into an Angel fi sh to enable some of  the
wet ter parts  of  his adventures  to take
place. Just  like St rider he (-an fi nd long
term protec t ion not  wi t h a sword but
wi t h  a select ion of  fi rework  rockets. The
Harlequin eats burgers  to maint ain his

energy and drink s  cups of  tea on the
way round.  The whole complex
backdrop to t his  adventure is like a
demented Babes in Toy landt
Bonus  stars allow the Harlequin to

stock up on bonus  lives and the
operat ion of  a load and save feature
allows for the complet ing of sections
wit hout  the monot onous  task of  re-
peat ing fi rst  levels on repet it ive
basis.
The game even comes wit h bui l t  in

help systems. Where light  bulbs
glow i l l s  possible to wait  and then a
message wil l  appear suggest ing
some crypt ic  course of action, spur-

ring a jaded player's  brain to f urt her
achievements.  The game levels even
change occasionally  depending on ac-
t ions in other quarters  and it  is always
wise to keep a weather eye open jus t  in
ease the screen you used earlier has
changed and something you need has
jus t  appeared.

se no qualms about
recommending it "
The game at tempts  to compare itself  to

Prince of  Persia whic h I fi nd is unjus t  to
Harlequin since this  is a bet ter defi ned
game wit h more colour and variant  in
game play. Bot h games have well t hought
out  spites and int ermiss ion sequences
but  t his  one has  built  in atmosphere and
despite the lack of  a Columbine main-
tains  interest  far more.  The major
s t rength in this  game is its use of colour
and atmosphere and the underly ing feel
it has  of  at tempt ing to regain a lost
youth.  The authors  may  be at tempt ing to
br ing out  some deep philosophical mean-
ing but  for me it  works  muc h like an
extens ion to Peter pan in Hook.
This  was my  favourite game of  this

issue's rev iew crop and I would certainly
have no qualms  about  rec ommending it
to anyone wit h the youth of  heart  to
apprec iate its message. There is no real
v iolence in the game as Harlequin des-
t roys evil wit h love. Some of t h e  game left
me in mind of  the Beat les struggles
against  the Blue Meanies  in Yellow Sub-
marine.
A game that  deserves to be bought  and

as soon as possible?

•  G a me p / a y  Out s t anding ly  responsive
wit h many  imaginat ive touches

•  S ound and Gr aphi cs - They comple
mem each other uery well  and are
both very  strong

•  O v e r a l l  - Excellent. innovat ive and
addict ive. Buy  one one now!
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one of the drawbacks of PO disks (in
my experience) is that once you've
built up a sizeable collection, the time
it takes to actually fi nd a program
you need can undermine the advan-
tage of using it in the first place! For
example. what's  the point of an ultra -

speedy disk formatter that takes hail
an hour to fi nd! The solution, o f
course, is to store all the useful tools
on one disk w h i c h  just happens to
lead very conveniently onto the sub-
ject of this issue's PD World - a disk
called 3 0  USEFUL U TILITIES.

KEYBOARD ENHANCER
Firs t  up arc A c c e n t  and A rgus .  Ac-

cent prov ides your Si'  wit h two func t ions
that  any  PC user would take for granted.
Once installed you can enter any special
character (a copyright  symbol for exam-
ple) dur ing text input  by holding down
the Alternate key and typing the ASCII
value on the numeric  keypad. Release
Alternate and up pops the corresponding
symbol!  Also. I I
-
y o u  
h a v e  
t h e  
C a p s
L o c k

key switched on you can press shif t  to
obtain the lower case letters. Argus  is
more specialised in nat ure and wil l
appeal pr imari ly  to programmers .  It
offers a painless way to keep t rack  of
disk i / o  operat ions  performed by a run-
ning program.  Argus  intercepts  a Bios
call and retrieves various  inf ormat ion

An easily
readable
analogue
clock - you
can't miss
this one!
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such as the error number,  call address
and read/ wri t e status. I f  you unders t and
what  it  does. you' ll probably  fi nd it us e-
ful!  The assembly code source fi le is
inc luded.

BOOT UP CHOICE
As its  name suggests Boo  t p lus  is a

boot enhancer - it  lets you choose f rom
three alternat ive Desk top. inf  files when
you switch on y our ST (one for each
screen mode).  Along wit h the resolut ion
you can select the programs  you want  to
'auto' run.  C u t  &  P a s t e  comes int o its
own when you want  to split  a very large
file int o several s maller pieces - perhaps
for t ransportat ion v ia fl oppy - and subse-
quent ly  paste t hem back together.  All
you do is enter the respective fi le names
and the size of  the chunks  you need - the
default  is 713K,  as this  fi ts nicely onto an
IBM format ted double density  disk.
Ch e c k HT)  assists hard drive owners
who want  t o moni t or  stat ist ics relat ing to

-their hardware,  such as access t imes  and
t ransfer rates. You can choose between
four dif ferent  test scenarios (access
speed. read integrity ,  t rans fer rate and
all three) and various  hard disk  types.
Choos ing the right  opt ion is  import ant
because Chec k HD can't  handle a SCSI
hard disk 's  responses in the Atari mode
and vice versa (maybe one day Atari wi l l
learn the meaning of 's tandard' - or
maybe not...).' M o c k  is a German prog-
ram that  carries  out its  obv ious func t ion
wit h the opt ion of  a digital or analogue
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display_ It  seems to have an alarm too,
but  unfort unately  the ins t ruc t ions  aren't
t rans lated into English!

INTRIGUING STUFF
Double Click  Sof tware seem to have the

market  licked when it  comes to c reat ing
useful - or  at least, int r iguing - rout ines.
A pr ime example of  the lat ter category is
DC M o u s e
-
o m e t e r .  
T h i s  
t e l l
s  
y o
u  
h
o
w

far your mouse has moved dur ing your
consc ient ious sessions at the mit -re - but
only  l i t he  mac hine is k ilt ed wit h Atari's
new extensible cont rol panel,  )(cont rol.
Mouse-ometer displays the total dis tance
in inches  - I 'm not  sure why  you'd want
to k now this, but  if  you use an ST at
work  you could t ry  s ubmit t ing a mileage
claim for mouse travel! As you'd expect.
DC Mo u se r is another rodent acces-
sory_ I t  solves the problem of  an unwan•
ted mous e cursor by hiding and revealing
it at  the c ommand of  a key combinat ion.
Anot her solut ion Is the DC Mo u s e
S a u e r  which switches off the c urs or
alt er a period of  non-act iv ity .  Meanwhile.
DC No A le rt  suppresses the standard
alert  bux and automates  the select ion of
the default  but ton.  For example.  an alert
that  said 'okay to c ont inueT would be
bypassed. and the assumpt ion made that
y our answer was yes. This  might  be use-
ful in programs  such as Firs t  Word.  but
is a lit t le worry ing when applied to disk
ut ilit ies  (do you really  want  to f ormal?
Yes!). Wit h DC P o p B a r  you can have a
' popup menu of  the normal menu bar
ent ries  at the current  pos it ion of  the
mouse pointer.  Next  is a ut il it y  that  auto-
mat ically  switches screen resolut ion be-
fore runn ing  a program.  and then switch-
es back when it  exits. DC Ru n  Rez
needs to be told the required resolut ion
for each of  your programs  - all you do is
change the last  let ter of  the fi le extension
to the corresponding number.

BENCHMARKS
Do s  Te s t e r  will add to your arsenal of

benchmarks_ On runn ing you're pre-
sented wit h a choice of three tests - cre-
ate/c lose.  open/ read and seek. You can

AM.



choose the number  of  files to test with.
and the size of  each fi le. The results  are
writ t en to a log fi le on disk. D S t a t
-
X
reports  on numerous  disk-related para-
meters  such as the total disk  size, boot
sector type. number  of sectors per t rack
and amount  of  free disk  space. DSt at -X
operates happily  on hard drives as well
as the fl oppy variety. Anot her handy  tool.
F i n d D u p  looks for duplicate fi les in a
disk  direc tory  tree, l i l t  fi nds  any it  writes
the relevant  inf ormat ion to a text lis t ing.
This  could be useful for t idy ing up a hard
disk, where you might  have various  old
versions of development  files. Also of  in-
terest t o hard drive users. F i n d M a c
searches disk drives for fi lenames  match-
ing a specified pat tern.
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CHANGING THE LOOK
F o r m D o l t  lets you alter the way  that

GEM dialog and alert  boxes appear in
most ST programs.  You can use the
keyboard to select but t ons  in the dialogs.
pos it ion the edit  c urs or anywhere in an
edit  fi eld wi t h the mouse,  enter any ASCII
charac ter f rom the keyboard,  redefi ne
alert  icons and many  other things  be-
sides. FS e l e e t  is a shareware rout ine
that once appeared in ST Format  maga-
zine (but  never mind,  it 's  probably  quite
good!). I t 's  a replacement  fi le selector
wit h lots of  clever opt ions.  You put  it  in
y our AUTO folder and then whenever
y our programs  need a fi le selector box
FSelect wi l l  appear instead of  the stan-
dard.  and not  part ic ularly  f riendly.  Atari
offering. The philosophy  is  that  programs
should be comfortable to use - therefore,
whenever possible you can jus t  point  and
click wit h the mouse.  Eleven pages of
explanatory  notes guide you t hrough the
features.

DIFFERENT RES?
L o w S w i t e h  handles  the problem of

programs  that  require dif ferent  screen re-
solut ions  - once ins talled,  you can load
y our medium resolut ion programs  in low
resolut ion and vice versa, t hus  avoiding
an unnecessary t r ip to the relevant  de-
sktop option_ M C l o c k  is a s imple on-
screen clock that  delivers  its message in
twelve or twenty -f our hour format ,  or
even in 'met ric '  t ime where each hour  Is a
hundredt h of  a day M D F o r m a t  formats
disks wit h mus ical ac c ompaniment  f rom
the Midnight  Express theme.  in a user-
specified mode,  I ts  purpose is two-fold as
the heavily  commented source fi le serves
as a good t utorial for those learning
68000 assembly. On a dif ferent  note.
Mo r t h l o g i c  turns  y our expensive colour
monit or into a green or amber screen.
jus t  like the early PC's. Useful huh? Also
on t he subject  of  PC emulat ion,  NFo r -
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A N N  t  =  U(REE: 6 _ _ _  sec
Create/Close: 3.11_ sec

0 6 0 n / l a t i t e s : 11.115sec
Deletes: 4 , 9 5 _  sec
Seeks: 1 1 . 1 1 , _  sec

IS lAel: TO  156

Sfti

m a t  is a desk accessory that
formats  double sided fl oppies
wit h an IBM boot sector (later
versions of TOS should man-
age this  anyway).

SIX TO GO!
Onto the fi nal half  dozen!

N  M e n t i m  stands for Menu
Bar Time (not sure what  t he
N's for) and its  purpose is to
show the current  t ime and
date in the accessories menu
bar. S p e e d Me t  is a German ben
c hmark ing program that  works  as both a
desk accessory and GEM applicat ion.
The documentat ion and dialogs are Ger-
man but  even so you shouldn' t  encoun-
ter any problems.  SpeedMet  runs  one
cont inuous  test and updates  a perform-
ance bar f rom 0 to 1200% - 100% being a
normal ST (my STE ran cons is tent ly  at
almost  102%). S Ti n i t  enables you to de-
cide which desk accessories and auto
programs  should be loaded on boot up.
Other selections inc lude t ime and date,
screen f requency (50 or 60hz) and resolu-
(ion. ST_Init  can handle up to 114 desk
accessories and 38 programs  in the
A I M
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people! S u r e Co p y  Is for M S  1.4 land
above) programmers  who use a RAM
Disk. It helps  to maint ain development
files in the RAM disk  by present ing the
abilit y  to periodically  back t hem up to
disk. SureCopy  organises the archive bits
so that only  modifi ed fi les are copied.
saving you t ime and confus ion!  Wi r t e W

Mo n i t o r  y our  dis k s

with  two  aseja l
p rograms - DOS
tester (top) and
DSta l-X (below)

Increases the number  of GEM windows
that ot her programs  can open and last
but  not  least,  as they say, Is Zoom.
Z o o m  allows mono users to zoom in on
a small part  of  the screen s urrounding
the mouse pointer_ The magnifi ed image
updates as you move the pointer.

That it 's - Th irty Useful Ut ilit ies!

UPDATES
Before you disappear a brief  reminder

about the new arrangements For obtain-
ing Page 6 Library  updates.  These are no
longer enclosed wi t h the magaz ine but
are mailed separately  to those people
who have asked to receive them.  You can
register free of  charge for the regular up•
date service or alternat ively  join the Page
6 s
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free disks  and ot her extras. Ask Page 6
for full details.

HOW TO GET THEM
The disks  featured in PO World can be obtained f rom the PAGE 6 ST library. When
referring to a specifi c disk, please use the unique reference code f or ident ifi cat ion.
A printed catalogue desc ribing all the library  disks on detail is available f rom PAGE
6 at  a cos t  of  E1.95, refundable agains t  t he fi rs t  f ew disks  ordered.  This  inc ludes
a copy  of  THE PAGE 6 CATALOG DISK, whic h is  otherwise priced at  El.  The disk
featured this issue is:

ST633 - 30 USEFUL UTILITIES
Prices f or  s tandard disks  are E2.95 each o r  E2.50 each f or  fi ve o r  more

but prices  are lower  f or members  o f  t he PAGE 6 ST Club
Wr i te t o  P A G E  6 ,  P . O .  B o x  5 4 ,  S t a f f or d,  S T 1 6  1 D R

Te l e phone  0 7 8 5  2 1 3 9 2 8  or  F A X  0 7 8 5  5 4 3 5 5  w i t h c r e di t  c a r d  or de r s
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has many similarities
to Marble Madness

but also adds a little extra.
The game centres around a

globule like creature named
Filbert who seems to spend
his life bouncing around
attempting to maintain some
form of pattern to the land-
scape. He does this by landing
on various squares about mul -
ti tudinous maps hoping to
restore the balance before
some unpleasant events or
creatures catch up with him.
Each level starts with the
scenery as it ought to be and
then grenades drop disrupting
the symmetry of the board.
Once this initial intrusion

has finished it becomes a race
between Filbert and the fused
grenades to clear the conti-
nent. In a somewhat greedy
manner  Filbert eats unex-
ploded bombs ... I  suppose
t
h
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FACTS
Title: T E A M  SUZUKI
Publisher: Gr eml i n Graphics
Price: S 7 . 9 9
Reviewer Da m on Howarth

SIGHT & SOUND
Well implemented s trong
effects add to the realism
mode, smooth scrolling is a
pleasure

GAMEPLAY
Solid and welt  des igned, just a
shame there was no k ey board
control

VERDICT
A good budget  buy

60 I s s u e  57 - New Atari User

the bounce factor
he needs.
The playing area

resembles a che-
quered table with
some pretensions
to a 31) display. The control of
the hero is sometimes a little
less than natural  since the
player needs to think in a 3D
sort of manner which means
that joystick commands do
not lead to the places one may
expect.
The game does have some

fairly unique qualities which
makes it far more challenging.
It is certainly an action game
which requires swill reactions
and also fast thought on the
part of the gamester. By far
the best point about the game
is the two player option which
offers many levels of challenge
not the least at which is com-
pleting the level while an
opponent and a computer
make life difficult for you.

T e a m  Suzuki  is a motor
bike racing game
which plays from over

the handle bar perspective.
Most players of games will be
used to the car racing format
and this is really quite similar.
that is unti l  the game is stu-
died. Being an ex 'biker". I am
all too aware of the occasional
vagueness of the rear wheel on
higher speed "Suzis" and this
simulation is very accurate
here. The bike handles in a
most realistic way even so far
as preferring certain types of
bend to others.
The programmers have gone

to a great deal of trouble to
arrange a feeling of oneness
with the bike and that.
together with the initial pers-

0 0 0 0 2 0  4 9  000000__
a l k  4  ? I I . '  ••

ir:e /  A r
i r

Your  opponent plays another
bubble character known as
Bulbous Bilco and the object
of the challenge is to have
more of the islands squares
converted to your colour than
your  opponent manages.

If you should manage to com-
plete all the levels on the disk
there is even a course editor
included that will enliven the
game further. This,  together
with several devilishly amus
ing obstacles, makes the game
quite addictive. Once the ini-
tial problem with controll ing
the bubble is resolved the
whole experience becomes
most challenging. For  a
budget game it is extremely
good value and the age of the
game is hardly noticeable.

pective. allowed me
to wallow in nos-
talgic oil filled glee.
rhe game charts
the players prog-

ress through various stages of
the grand prix season and
does it in smooth rolling
graphics of the more realistic
filled polygon type. So concer-
ned are the writers of this
piece that they offer smooth-
ness versus realism choices.
You can have the somewhat
jerky riders on all bikes and a
dashboard option or the no
riders no dashboard smooth
version or the hal f way type
which produces the smooth
scroll that is necessary to
enjoy the game.
The screen also manages

some of the judder  found
when bikes are just missing
the sweet spot.  The sound
effects give an authentic roar
and maintain the belief that

FACTS
itle! M A N I X

Publisher Ra z e
Price: S T 9 9 p
Rev iewer Da mo n  Howarth

SIGHT & SOUND
Friendly but idiosyncratic . nic e
to have a good 2 ',Oyer opt ion

GAMEPLAY
Although not the up to the mi-
nute music quite adequate Ix
and strong sprites

VERDICT
A very  good budget  buy and
one I rec ommend

TEAM SUZUKI
the player is using a big fast
hike. There are though some
flaws to the simulation, acci-
dents tend only to leave dam-
age to the bike and do not
send you flying and I won-
dered occasionally if my trusty
metal steed had been fitted
with training wheels?
This game also provides

various views of the bike dur-
ing the race including zoom
modes and the view from TV
cameras. Of most use though
Is the look over the shoulder
switch from the space bar. I
was disappointed to find that
there was no keyboard control
for the bike.
The only options I had were
mouse or joystick. Now while a
mouse recreates the steering
wheel fairly well a keyboard
makes more sense for a quick
to respond bike.
On the whole though a good

game and well worth playing.
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HORROR ZOMBIES
FROM THE CRYPT

T h e r e  would seem to be
a move in the budget
market  t o prov ide in-

terest ing and playable games
that  seemed to have missed
public  at tent ion the fi rst  t ime
round.  Horror  Zombies  is cer-
tainly  in this  mode and pre-
sents a plat f orm game that
lov ingly  recreates the Bela
tAlgOSi horror show wit h very
playable at t ributes .
The boot ing system itself

shows at tent ion to detail,  wi t h
a poster s t raight  f rom fi ft ies
Hammer  wit h Zombies  and
screaming wenches t hrough to
the opening credits  in the
c inema.  The X cert ifi cate at
the beginning is not ent irely
misplaced alt hough the vio-
lence is minor.  The mus ic  has
the heavy t imbre associated
wit h the genre and adds
st rongly  to the atmosphere.
T h e
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dis inherit ed Transy lvanian
count  who is rec laiming his

FACTS
Title V I D E O  KID
Publisher G r e ml i n  Graphics
Price: E 2 5 , 9 9
Rev iewer Da mo n  Howarth

SIGHT & SOUND
Both have excellent  graphics
and well spotted effects

GAMEPLAY
Everything is there but the
atmosphere. Kid Gloves is fi ne
and smooth

VERDICT
This is worth it tor Kid Gloves
Video Kid is s omewhat  run ot
the mill

birt hright .  This  en-
tails  entering the
dread manor  and
discovering the ter-
rible things  that
st ill I nhabit  t he
Matson Horrible.  The foolhar-
dy  aris tocrat  is cont rolled by
joyst ick  and needs to leap and
grab his  way past all the
favourite mons ters  of Holly-
wood. I t  seemed at  the begin-
ning of the game that  there
was  a no go region and that
the mons ter always hit  and
k ill you but  jus t  bear in mind
that  the zombies are mindless
and wi l l  only  walk  where they
are programmed to.
As the game progresses it  be-

comes necessary to fi nd keys
and skulls  to enable new
levels to be accessed. Many  of
the problems  need t iming and
the use of  the bonus  items are
essent ial at many  points.  The
most  useful things  seem to be
boots for sneak ing around
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Greml in game that
shows a great  deal of

pedigree. The story behind
this  is co llllll endably short
and involves Billy  (the video
k id of  the t it le) set t ling down
to watch the new family  video
and his  being sucked int o the
work ings .  I l ls  task is to escape
by mak ing his  way t hrough
five dif ferent  areas of  video de-
feat ing monsters  and end of
level guardians  as he goes.
The k id is a green haired ver-

s ion of  Dennis  the Menace
and appears  in cartoon c ut er
mode t hroughout  the game.
He has  various  outfi ts for the
various  levels and seems to be
mov ing on a cont inuous  con-
veyor belt. As wit h all such

since they hide you f rom
aggressive mons ters  that  you
would have no other defence
against .  The v is ion of  the
sprite t iptoeing its way past
Ct hul loid frogs is most  amus -
ing and is obviously  inspired
by Abbot  Sr Costello meet
movies. S h o u l d  you manage
to come to grief  at the hand of
one of  these dreadful crea-
tures  the gory death scene at
the end is wort h seeing and
ranks  up there wit h Barba-
rian.  The game is progressive-
ly challenging and seems a
good escapade f o r  fans of  the
old horror style of movie.
I enjoyed the game and kept

c oming back for just one more
try. I 'm sure there is a way
past those werewolves!

seek and destroy
games there are
bonuses to be
gained and lots of
obstacles to dodge.

The peculiar screen scrolling
and somet ime lack of  total
cont rol of  the hero is probably
at t r ibut able to the fact he is
meant  to be in a video that  is
cont inually  running.
Graphically  the game is

appealing wit h plenty  of colour
and lively monsters  but  some-
how there does not seem to be
the novelty and let s  t ry again'
features that  I would have ex-
pected in such a work .
I fi nd it  very hard to pin down

jus t  what  it  is about  the game
that  stops me f rom a f ul l
fledged WOW!. but  it  generally
feels to lack that  t ouc h of
charisma and zest that  the
package promises.  Perhaps
the problem is the lack of  con-
t rol over the events that  occur

FACTS
lit le: H O R R O R  ZOMBIES

FROM THE CRYPT
Publisher. G r e ml i n  Graphics
Price: E 7 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
The sound is most evocat ive of
the mov ies  while the graphics
seem to be a port from the PC
16 colour mode, s trange but
good

GAMEPLAY
Smooth with bog sprites. some-
times a litt le frustrating

VERDICT
A strong budget  game with
muc h to rec ommend of

VIDEO KID
and the fact t hat  there is no
going back that  leaves me feel-
ing as t hough I have played
the gaming equivalent  of  a one
armed bandit  I don't  know.
Greml in themselves may  not

be too convinced about  the
game since they offer the free
budget  game Kid gloves wit h
it. Kid gloves is a plat f orm
game that  has,  to my mind.
bet ter play and sound and a
far bet ter game concept.  This
is a game a lit t le in the Bomb
Jack  mould wit h well coloured
and well cont rolled graphics
and a plot  line that  makes
sense. The game has many
s imilarit ies  to its stable mate
but  somehow carries it  of f  bet-
ter. I ac tually  wanted to keep
hy ing with Kid Gloves as he
fought his  way across screen -
fuls  of  exotic locat ions look ing
for ways around problems.
Maybe they should bil l Video
Kid as free wit h Kid Gloves??
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A fter  the release of STOS 3D. I
thought that we would be tre-
ated to a fresh supply of STOS

products - such as the long awaited
STOS Vidi and STOS Musician. But
what happens? The STOS scene has
gone totally quiet again. Something to
think about - STOS Vidi was men-
tioned in issue 41 of  New Atari User,
which came out on the 23rd of
November 1989! STOS Musician is
just as bad, having been mentioned in
the following issue, S
-
T O S  V i d i  
w a s

promised for Spring 1990 and STOS
Musician was said to have been "tot-
ally rewritten since news of its release
broke in November (1989)" but still
did not have "a positive release date'
(quotes from issue 44 of New Atari
User). So for two and a hall" years we
have been waiting for these wonder
products wi thout a peep from either
Mandar in (now Europress) or Shadow
software. I  have not been told any-
thing about these two packages, and
have not seen them mentioned any-

Al l  is quiet on
the STOS

f r o n t  but
Dion Guy
brings you a
neat l i t t le
type-in l isting

62 I s s u e  57 • New Atari User

where since issue 48 of New Atari User
(released on the 24th of January 1991).
It's not as though STOS's populari ty has
Faded either - have you seen the number
of new PD games and utilities that are
written in STOS? So, the onus is on the
aforementioned companies - GET YOUR
ACT TOGETHER AND START SUPPORT
ING STOS AGAIN!

THE LISTING!
Onto this issues main feature. the listing!
As you can see, it is quite a big one this
time - but I think you'll find it's well
worth typing it in. The listing is a game
called Enemy Fleet which is based on
that old classic - Battleships.  Of course.
the really good thing about Enemy Fleet
is that there are no massive memory
banks to type in - it doesn't require any
sprites!

ENEMY FLEET
The game is very simple to play. The aim
Is to destroy your opponent's (in this
case. the computer) fleet of battleships by
dropping bombs onto where you think
they are. Your  opponent will likewise try
to do the same to you. You each start
with 6 ships. and each ship is capable of
launching 4 bombs. When you start the
game you have to position your fleet
where you want them, on a grid repre-
senting an ocean. Each ship is repre-
sented by 4 coloured squares. The first
ship will appear in the centre of the
24x24 grid and can be moved around by
using the cursor keys. Press space to
confirm where you want the ship to be
and the next one will then appear. Re-
peat this process unti l  you have placed
all 6 ships and then you are ready to
play. Once you have placed your ships
the screen will switch to the bombing
screen. Here you can use the mouse to

choose where you want the bombs to go
(on the grid). To choose a square simply
point at il  and press the left mouse but-
ton. The bomb is represented by a small
white circle inside the square. Don't
worry about bombing your own ships -
this is not possible. On the right hand
side of the screen is a panel - this is the
status panel. This tells you what the con-
dition of each of your ships is (which
could be "0.k". "Damaged" or 'Sunk").
Once you have finished (you start wi th
24 bombs) the screen will switch to the
detonation screen, where you can see if
your  bombs have found a ship or not. I f a
bomb does l ind a ship, the part of the
ship it has hit will be revealed leach ship
takes 4 bombs to he destroyed). I f it does
not, the bomb will turn grey to indicate it
Is a miss (and also to stop you dropping a
bomb on the same square twice). For
each ship destroyed you lose the use of 4
bombs per turn. After you have had your
turn the computer  will try to destroy your
fleet by using the same methods. The
game continues unti l  one side destroys
all 6 of the opponents ships. And there
you have it!

ADIEU

•

Now look. before I go this time I 'm not
going to start begging for you to send in
material to publish.  Well, maybe Just a
bit • please, please, please send in some
Mufti  I f you've wri tten a program that you
want reviewing, or  a listing you want to
share with the world - send it in! Send
any STOS related bit's n' bob's you may
have lying around to the following
address. See you next time!

Dion Guy,
STOS COLUMN

11 Shore Crescent
Bishops Waltham

Hants
SO3 1DZ



10 r e m  SCREEN +  VARIABL E SETUP
20 d i m  G R I D ( 2 3 , 2 3 ) . S T ( 1 2 )
30 mo d e  0  :  k e y  o f f  :  h i d e  o n  :  c l i c k  o f f
40 p a l e t t e  $ 0 , $ 7 7 7 . $ 0 , S U, S 7 7 0 . $ 4 3 0 . $ 4 5 0 , $ 4 4 4 , $ 3 3 3 , $ 5 5 5 , $ 7 0 0 , S 7 0 , $ 7 . $ 7 7 0 , S 7 7 , $ 7 0 7
50 w i n d o p e n  1 , 0 , 0 . 4 0 , 1 2 . 0 . 3  :  c u r s  o f t
60 h o me  :  p e n  1 3  :  c e n t r e  "ENEMY F L E E T
-  :  p e n  170 l o c a t e  0 , 2  :  c e n t r e  " B y  D i o n  G u y "
80 l o c a t e  0 . 4  :  c e n t r e  F o r  t h e  S T0 S  Co lu mn "
90 l o c a t e  0 , 6  :  c e n t r e  -
P r e s s  a n y  
k e y  
t o  
s t a r t "

100 d e l  s c r o l l  1 , 0 , 0  t o  3 2 0 . 1 9 9 , 0 , 1  :  d e l  s c r o l l  2 . 0 . 0  t o  3 2 0 . 1 9 9 . 0 , - 1  :  c l e a rkey
110 f o r  A = 0  t o  8 0  :  w a i t  v b l  :  s c r o l l  1
120 i f  i n k e y S < "  t h e n  g o t o  1 8 0
130 n e x t  A
140 f o r  A = 0  t o  8 0  :  w a i t  v b l  :  s c r o l l  2
150 i f  i n k e y S < > " "  t h e n  g o t o  1 8 0
160 n e x t  A
170 g o t o  1 1 0
180 c i s
190 f o r  A = 0  t o  2 4
200 d r a w  0 , A * 8  t o  1 9 2 , A * 8  :  d r a w  A * 8 , 0  t o  A * 8 , 1 9 2210 n e x t  A
220 r b o x  2 1 6 , 0  t o  3 1 2 . 1 9 2
230 C= 0  :  f o r  A =4 8  t o  1 6 8  s t e p  2 4  :  i n k  1 0 4 C :  b a r  2 2 4 , A  t o  2 4 0 . A 4 1 6  :  i n c  C
n e x t  A  :  r e s e r v e  a s  s c r e e n  6  :  s c r e e n  c o p y  p h y s i c  t o  6
240 l o c a t e  2 9 , 1  :  p r i n t  " P o s i t i o n "  :  l o c a t e  2 8 . 3  :  p r i n t  -
y o u r  fl e e t "250 r e s e r v e  a s  s c r e e n  5  :  s c r e e n  c o p y  p h y s i c  t o  5260 BSN=1
270 r e m  P OS ITIONING YOUR FL E E T
280 X =1 1  :  Y = 1 1  :  i f  BSN=7  t h e n  g o t o  4 4 0
290 r e p e a t
300 K S = i n k e y $  S C = s c a n c o d e

-310 i f  S C=7 5  a n d  X > 0  t h e n  d e c  X
320 i f  S C=7 7  a n d  X < 2 2  t h e n  i n c  X
330 i f  S C=7 2  a n d  Y > 0  t h e n  d e c  Y
340 i f  S C=8 0  a n d  Y < 2 2  t h e n  i n c  Y
350 i f  X <>X 2  o r  Y<>Y2  t h e n  g o t o  4 1 0
360 i f  K S = c h r $ ( 3 2 )  t h e n  g o t o  3 8 0
370 u n t i l  t r u e = f a l s e
380 i f  G R I D (X , Y )< > 0  o r  G RI D1 X + 1 • Y l< > 0  o r  G RI D(X . Y + 1 )< > 0  o r  G RI D(X 4 1 , Y + 1 )< > 0  t h e nb e l l  :  g o t o  2 9 0
390 G RI D(X , Y )= B S N :  G RI D(X + 1 . Y )= B S N :  G RI D(X , Y + 1 )= B S N :  GRID(X +1 ,Y -4 1 )=B S N
400 l o c a t e  3 1 . 4 4 - I 8 S N* 3 )  :  p r i n t  " D o n e
-  :  s c r e e n  
c o p y  
p h y s i c  
t o  
5  
:  
i n c  
B S N

w a i t  1 0  :  X 2 = 0  :  Y 2 = 0  :  g o t o  2 8 0
410 s c r e e n  c o p y  5  t o  p h y s i c , 0 , 0  :  s c r e e n  c o p y  5  t o  b a c k  :  i n k  9 +BSN :  b a r
X * 8 . Y * 8  t o  X * 8 + 1 6 , Y * 8 + 1 6
420 X 2 =X  :  Y 2 = Y
430 g o t o  2 9 0
440 r e m  COMPUTER'S P OS ITIONING O F FL EET
450 f o r  A =1  t o  6
460 X = r n d ( 2 2 )  :  Y = r n d ( 2 2 )
470 i f  G R I D ( X , Y ) = 0  a n d  G RI D(X 4 -1 , Y )=0  a n d  G RI D(X , Y + 1 )= 0  a n d  G RI D(X + 1 , Y 4 1 )= 0  t h e n
G RI D(X , Y )= 6 + A  :  G RI D(X 4 1 , Y )= 6 + A  :  G R I D ( X  Y 4 1 )= 6 + A  :  G RI D(X 4 1 , Y + 1 )= 6 + A  e l s e  g o t o460
480 n e x t  A
490 g o t o  5 0 0
500 r e m  PLACE YOUR BOMBS
510 B N= 2 4 -(Y S S * 4 )
520 f a d e  1 0  :  w a i t  7 5  :  c l s
530 c h a n g e  mo u se  2  :  l i m i t  mo u s e  0 . 0  t o  1 9 1 . 1 9 1
540 s c r e e n  c o p y  6 +S E T t o  p h y s i c  :  s c r e e n  c o p y  6 +S E T t o  b a c k  :  E N= 0  :  g o s u b  1 0 2 0: f a d e  1 0  t o  6  :  w a i t  7 5
550 s h o w  o n
560 l o c a t e  2 8 . 1  :  p r i n t  " P l a c e  y o u r "  :  DP =1  ;  g o s u b  6 1 0
570 i n k  1  :  f o r  A =1  t o  B N
580 r e p e a t  :  X = x  mo u s e / 8  :  Y = y  mo u s e / 8  :  u n t i l  mo u s e  k e y = 1
590 i f  p o i n t ( X * 8 4 4 . Y * 8 4 4 ) = 0  t h e n  r b a r  X * 8 , Y * 8  t o  X * 8 + 8 , Y * 8 4 8  :  d e c  B N :  g o t o  6 1 0600 g o t o  5 8 0
610 B N S = s t rS (B N )  :  B NS = B NS -c h r$ (3 2 )
620 i f  l e n ( B 1 0 ) = 1  t h e n  B N S = " 0
-
+ B N $
630 l o c a t e  2 8 , 3  :  p r i n t  " b o mb s  ( " : B N $ C )
-  :  i f  D P = 1  
t h e n  
D P = 0  
:  
r e t u r n

640 n e x t  A
continued
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650 h i d e  o n  :  f a d e  1 0  :  w a i t  7 5
660 i n k  0  :  b a r  2 2 4 , 8  t o  3 0 4 . 3 2  :  l o c a t e  2 8 , i  :  p r  n t  " B o mb s  a wa y "
670 f a d e  1 0  t o  6  :  w a i t  7 5
680 r e m  I S  THERE A  H I T  ON ENEMY FL EET?
690 f o r  13=0 t o  2 3  :  f o r  A = 0  t o  2 3
700 i f  p o i n t ( A * 8 4 4 , B * 8 4 4 ) = 1  t h e n  i n k  1 0  :  b o x  A * 8 , B A 8  t o  A °8 4 8 , B A S +8  ;  i n k  8
r b a r  A*8 .13A8 t o  A * 8 4 8 , B * 8 + 8  :  g o t o  7 1 0  e l s e  g o t o  7 3 0
710 i f  G R I D ( A , B ) > 6  t h e n  i n k  9 4 (G RI D(A • 1 3 ) -6 )  :  b a r  A - 8 , B * 8  t o  A * 8 + 8 , B * 8 + 8  :  b o o m
: l o c a t e  3 1 , 3  :  p r i n t  -
H I T ! "  I n c  
S T ( G R I D (
A , B ) )  
:  
w a i
t  
3
5  
:  
i
f  
S T I G R
I D ( A ,
B 1 ) = 4

t h e n  i n c  E S S  :  g o t o  7 3 0  e l s e  g o t o  7 3 0
720 b e l l  :  l o c a t e  3 1 , 3  :  p r i n t  " M I S S "  :  w a i t  1 5  :  i n k  1  :  b o x  A
6
8 , B * 8  t o
A *8 + 8 , B *8 + 8
730 l o c a t e  3 1 . 3  :  p r i n t  s p a c e $ ( 4 )  ;  n e x t  A  :  n e x t  B  :  i f  E S S =6  t h e n  g o t o  1 0 9 0
740 i f  S E T=0  t h e n  r e s e r v e  a s  s c r e e n  7  :  S E T= 1
750 l o c a t e  2 8 , 1  :  p r i n t  s p a c e $ ( 1 0 )  :  s c r e e n  c o p y  p h y s i c  t o  7
760 f a d e  1 0  :  w a i t  7 5
770 c l s  :  s c r e e n  c o p y  6 +SET2  t o  p h y s i c  :  s c r e e n  c o p y  6 +SET2  t o  b a c k  :  i n k  0
b a r  2 2 4 . 8  t o  3 0 4 , 3 2  :  l o c a t e  2 8 , 1  :  p r i n t  -
C o m p u t e r ' s
-  :  l o c a t e  
3 1 . 3  
:  
p r i n t

-
t
u
r
n
"  
:  
E
N
=
6  
:  
g
o
s
u
b  
1
0
2
0

780 f a d e  1 0  t o  6  :  w a i t  7 5
790 r e m  COMPUTER'S TURN TO  PLACE BOMBS
800 CB N= 2 4 -(E S S * 4 )  :  f o r  B = 0  t o  2 3  :  f o r  A = 0  t o  2 3  :  P = p o i n t ( A * 8 + 4 , B * 8 4 4 )  :  i f
P<10 t h e n  g o t o  8 6 0
810 i f  P > = 1 0  t h e n  i f  S T ( P - 9 ) = 4  t h e n  g o t o  8 6 0
820 f o r  D= B -1  t o  B +1  :  f o r  C A - 1  t o  A4 1
830 i f  C < 0  o r  D< 0  o r  C>2 3  o r  D> 2 3  t h e n  g o t o  8 5 0
840 i f  p o i n t ( C * 8 + 4 , D * 8 + 4 ) = 0  t h e n  i n k  1  :  r b a r  C * 8 , D * 8  t o  C* 8 4 8 , D* 8 + 8  :  d e c  CHN
w a i t  3 5  :  i f  C13141=0 t h e n  g o t o  9 2 0
850 n e x t  C  :  n e x t  D
860 n e x t  A  :  n e x t  B
870 f o r  A = 1  t o  CBN
880 X = r n d ( 2 3 )  :  Y = r n d ( 2 3 )
890 i f  p o i n t ( X * 8 + 4 , Y * 8 + 4 ) = 0  t h e n  i n k  1  :  r b a r  X * 8 , Y * 8  t o  X * 8 + 8 , Y * 8 + 8  e l s e  G o t o880
900 w a i t  3 5  :  n e x t  A
910 r e m  HAS COMPUTER H I T  YOUR FL EET?
920 f a d e  1 0  :  w a i t  7 5  :  i n k  0  :  b a r  2 2 4 , 8  t o  3 0 4 . 3 2  :  l o c a t e  2 8 , 1  :  p r i n t  " B o mb saway"  :  f a d e  1 0  t o  6  :  w a i t  7 5
930 f o r  B = 0  t o  2 3  :  f o r  A = 0  t o  2 3
940 i f  p o i n t (A * 8 4 -4 , B * 8 + 4 )= 1  t h e n  i n k  1 0  :  b o x  AA8 ,13*8  t o  A * 8 + 8 , B * 8 4 8  :  i n k  8
r b i r  A * 8 . 8 * 8  t o  A * 8 + 8 , B * 8 + 8  :  g o t o  9 5 0  e l s e  g o t o  9 7 0
950 i f  G R I D (A . B )> 0  a n d  G RI D(A , B )< 7  t h e n  i n k  9 + G RI D(A , B )  :  b a r  A * 8 , B * 8  t o
A *8 + 8 , B *8 4 8  :  b o o m :  l o c a t e  3 1 . 3  :  p r i n t  " H I T ! "  :  i n c  S T ( G R I D ( A , B ) )  :  w a i t  3 5
i f  S T ( G R I D ( A , B ) ) = 4  t h e n  i n c  YSS :  g o t o  9 7 0  e l s e  g o t o  9 7 0
960 b e l l  :  l o c a t e  3 1 , 3  :  p r i n t  " M I S S "  :  w a i t  3 5  :  i n k  1  :  b o x  A * 8 , B * 8  t o
A *8 + 8 , B *8 + 8
970 l o c a t e  3 1 . 3  :  p r i n t  s p a c e $ ( 4 )  :  n e x t  A  :  n e x t  B  :  i f  YSS=6  t h e n  g o t o  1 0 9 0
980 i f  S E T2 =0  t h e n  SET2 =2  :  r e s e r v e  a s  s c r e e n  8
990 s c r e e n  c o p y  p h y s i c  t o  8
1000 g o t o  5 0 0
1010 e n d
1020 r e m  STATUS DISPL AY
1030 f o r  A = 7  t o  2 2  s t e p  3  :  l o c a t e  3 I , A
1040 i f  S T ( ( ( A - 4 ) 1 3 ) 4 E N ) = 0  t h e n  p r i n t  -
0 . 1 C : s p a c e $ ( 4 )1050 i f  S T M A - 4 1 1 3 ) 4 E N ) > 0  a n d  S T M A - 4 1 / 3 1 4 E N ) < 4  t h e n  p r i n t  -
D a m a g e d "1060 i f  S T M A - 4 1 / 3 1 4 E N ) = 4  t h e n  p r i n t  " S u n k " : s p a c e $ ( 3 )
1070 n e x t  A
1080 r e t u r n
1090 r e m  END GAME ROUTINE
1100 i f  ESS=6  t h e n  W$="PLAYER 1
-  e l s e  W
$ = " C O M P U T E R "
1110 h i d e  o n  :  f a d e  1 0  :  w a i t  7 5  :  c l s  :  f a d e  1 0  t o  6
1120 w i n d o p e n  1 , 0 . 0 . 4 0 , 1 2 , 0 , 3  :  s c r o l l  o f f  :  c u r s  o f f
1130 d e f  s c r o l l  1 . 0 , 9 6  t o  3 2 0 , 1 2 8 , - 1 6 , 0
1140 h o me  :  c e n t r e  W$ +"  h a s  d e s t r o y e d
-1150 l o c a t e  0 . 2  :  c e n t r e  " t h e  e n e my  fl e e t ! "
1160 l o c a t e  0 , 1 1  :  c e n t r e  -
P r e s s  a n y  
k e y  
t o  
r e s t a r t
-

1170 p e n  4  :  l o c a t e  0 , 6  :  c e n t r e  " W e l l  D o n e ! "  :  l o c a t e  0 . 7  :  c e n t r e  " ! e n o D
1180 c l e a r  k e y  :  r e p e a t  :  w a i t  v b l  :  s c r o l l  1  :  s c r e e n  c o p y  p h y s i c , 0 , 9 6 , 1 6 , 1 2 8
t o  p h y s i c , 3 0 4 . 9 6  :  u n t i l  i n k e y $ < >
- -1190 f o r  A = 0  t o  2 3  :  f o r  B = 0  t o  2 3  ;  G R I D ( A , B ) = 0  :  n e x t  B  :  n e x t  A  :  f o r  A = 0  t o
12 :  S T ( A ) = 0  :  n e x t  A
1200 Y S S =0  :  E S S =0  S E T = 0  :  S E T2 = 0  :  f o r  A = 5  t o  8  :  e r a s e  A  :  n e x t  A  :  g o t o  1 8 0

•
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ACCESSORIES

ATARI KEYBOARD OVERLAYS
H ow many times have you bought

a program for your  ST and found
that it's far more complex to use

than you thought,  with dozens of key
commands to remember? Sometimes the
program designer seems to have taken a
devilish del ight in allocating commands
to keys in a totally non-intui tive way too,
so you can't even use the letters on the
keys as mnemonics to remind you which
key does what. Also, different programs
of the same type often seem to use com-
pletely different keys for the same func•
tions - in my case flight simulation prog-
rams are the chief offenders here. The
result is at best confusion,  or at worst a
lot of frustration and wasted time as you
wade thr ough the instruction manuals
trying to find the correct key to press. I
usually end up bui lding a "crib sheet" for
each program listing all the commands I
normally use. but now Silverbird Com-
puting have come up with a much more
elegant solution,
Silverbird's Atari Keyboard Overlay is a

piece of good qual i ty cartridge board
measuring about 19 inches by 8 inches.
which has been accurately die cut to fit
precisely over and around the keyboard
of an ST, STE. Mega ST. or TT. It's mar-
ked out round the edge with boxes repre-
senting the keys, so all you have to do is

write the command triggered by each key
in the appropriate box. And that's really
all there is to it!
For complex programs it's probably bet-

ter to do a bit of  planning beforehand.
and lightly write in the commands in
pencil unti l  you're sure you've put every-
thing in its r ightful  place. This is particu-
larly important if using a program that
uses Shift. Alt, and Ctrl key combina-
tions, or  where the same key has diffe-
rent meanings depending on which menu
you happen to be in at the time, You'd
then have to write several commands in
each box, which could get a little messy.
However. Silverbird have thoughtful ly
provided an instruction sheet with each
pack of overlays which suggests how you
might tackle this problem.
Then when all the commands are pen-

cilled in you'd probably want to run a
test using the overlay with its program to
prove everything is where it should be.
When you're happy it's all been accurate
ly transcribed you can neatly ink every-
thing in to make it permanent and easier
to read.
Silverbird Computi ng have come up

with a very useful  accessory here - it's
simple, it's elegant, and it works! You can
use it wi th virtually any type of program,
but you'll  find it particularly helpful  with

John Davison
discovers a
very handy
product that
makes it
much easier
to use many
different
programs

all those complicated flight simulators,
word processors. DTP programs, and
music related software. I 'm now busily
making overlays for all my favourite prog-
rams, such as Fl ight Simulator 2, ProF-
light, Timeworks 2, Band-in-A-Box,  and
Notator  (that's right. I just couldn't resist
buying Notator after reviewing it a few
Issues back!).
Therc's not much more I can say about

this product,  except to point you at the
supplier. The overlays are sold in packs
of five for E.5.20 plus postage and are
obtainable from Silverbird Computing.
47 Bar ton Road. Har l ington,  Beds. LU5
6L0.  Cur rent postage rates are Hop in
the UK.  fin .50 for Europe, and £2.50 for
the rest of the world. Also, please note
that you can't pay by credit card - you
have to send a cheque. postal order. etc..
with your order. I f  you have any queries
phone Silverbird on 05255-2614 for more
details - I 'm sure they'll be delighted to
help.

I
A
t
a
r
i  
K
e
y
b
o
a
r
d 
O
v
e
r
l
a
y
s

from Silverbird Computing
price E5.20 per pack

Reviewed by John $ Davison
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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 in the UK for

just £12. Remember your newsagent will sell out but
with a subscription you will never miss a copy

OVERSEAS RATES: EUROPE MA O
ELSEWHERE ULOO by AIRMAIL or E15.00 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
q u o t i n g  y o u r  c r e d i t  c a r d  n u m b e r

f or  y o u r  s u b s c r i p t i o n  t o  c o m m e n c e
w i t h  t h e  n e x t  i s s u e

YES
Name

Address

n  ORDINARY SUBSCRIPTION U K  02.00 Europe E15.00
Elsewhere Surface E15.00 Elsewhere Air E21.00

DISK SUBSCRIPTION* U K  E25.00 Europe E32.00
Elsewhere E42.00

1
*Please send me free of charge the 3 items ment ioned above

OVERSEAS
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 £25.00 and receive the following

FREE OF CHARGE*

NIBBLER - A GREAT PACMAN TYPE GAME
MAXWELL'S DEMON - AN UNUSUAL GAME

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

• linsed commencing Issue number

I enclose Cheque/Postal Order for E
PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING
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Card No:
El I LL TITIELI E l =  L IME

Expiry date: H D  L i D

Please debit my credit card with the amount shown above

Signature

1 ' C D 5 1 -- P A 3  6 ,  I
7
C ) _  E I C ) X  
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-
T
-
P k F F C ) 1 1 D ,  
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You don' t  have to cut  the magaz ine - photocopy  this form, write a let ter or just phone your subscript ion



FREE! FROM SILICA

TENSTAR GAMES PACK

When you tall its,  hale Alan 520, 1010 or Mega
SitE CeMbitiv 4
9 (1 1  
S y P e
r s .  
e
s  
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t
g
s
e

'you an arkleCaal C224,75 worth Cl sobers FREE
OF CHARGE, ircludog Sere great ertertarrnent
andprOCLCNN programs. Owe  Ittie f t s wil
introckce you 'to Mit aced of ST contrib
.
.; a r i d
belp yet.; to gel oil to a Om; Part wet pp/ nee ST
Pus. •lh weN ST and TT, me eel give you 16
nitts holiday IOW acconmodtere for you and
Ku Neely Ci allay a break at tam of Mabee

16 NIGHTS HOLIDAY
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1 3 1
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F R E E  B R O C H U R E !  RETURN THE COUPON FOR A• F R EE COLOUR ST BROCHURE

WORTH a r i l t  1NEARLY 41110111011P%, 0  •

520ST-E 1040ST-E
DISCOVERY XTRA FAMILY CURRICULUM
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SOFEWAMI IN7IIITA1NM I1dT4
ESCAPE FROM ROBOT MONSTERS
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NINE INES
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SOFTWAIS •  INIODUCTIIITITI
1:O4TRO4. ACCESSORIES •
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S T  .
9RST BASIC Now owanwoortiarkkoP
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,
W o r e t :
PILISI FRIO M O H  SILICA!
'Tiara Ps:dace...ea Pack . . . . .  E104.97
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PLUS! 16
adlIDAY AOCONM

1:299 99

£19.99
£25.99

£24.99
C•29

FREE
FREE
E4 99

C49 99
E49 99

T o te  VAIdie , E830.113
Late Perk Smonor F951 s3

SIL ICA P RI CE
.  
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MAIL ORDER HOTLINE081-309 1111

TENSTAR PACK:
ASTERIX C 2 4  99
CHESS PLAYER 21541 C 2 4 . 9 6
DRAIN' FORCE . . . •  E19.95
LIVE AND LET DIE •  E 19.99
ONSLAUGHT E 2 4 . 9 9
PIPE MAAIIA •  e 1 9 . 8 8
RICK DANGEROUS C 2 4 . 9 9
ROCK 'Pt ROLL •  £ 1 9 . 9 9

£19.99
TRN1AL Pt/RS(1Fr E 1 9 • 9 6

PRODUCTIVITY PACK:
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SPELL IT . . . . . . . .  C 1 9 9 9
Sooloo c'ediett Setbseeestil 151 wro,
ST BASIC C 2 4 . 9 9
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TOTAL VALUE, £324.75

HARDMAN':
104OST-E COMPUTER • •••  ....... _...• ..... E399
NUN, IC-O f WO O  CPU % % R P M  Mous..
I  lyin d u Uto ,  si e rra PSU. 1/AP OW; Chum

SOFTWAIS ISOCKILI5
PLAY Abe LEARN
Prot Plays a Now Gene setti Worthe re  Se rtarco s
JUNIOR SCHOOL LEAVER
Annear Bectalanoral KnoweelbeOure.
Spekr19 and Primary iMile•
GCSE
bkre M ae  French. and Geogrebtry

ST Weal ST Baaa a ST Cale
CREATIVE E l
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•  ESTABLISHED 12 YEAR S: Proven tratk record in professional computer saes,
•  BUSINESS •  EDUCATION *  GOVERNMENT: Volume dtscrunts available 081-308 0688
•  SHOWROOMS: Demonstration and training tacildieS a t Our London & Siclotip braccbes
•  THE FULL STOCK RANGE; All oil your requirements from one suppker
•  FREE CATALOGUES: Will be mailed to you with offers and softwaretperipheral details
•  PAYMENT By cash. cheque and a ll Filktior credit cards.
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MEGA  S T

•  1614Hz IS-Ba
Processor

•  3141 1.44Mb Double Sided
Dtsk Dmie

•  litZteldb RAM Versions
•  47M b Hard Deck* Verse:ins

Available
•  4096 Colour Patella
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Missile Command -  Shod Ern Up E.9 .0 9
Crystal Castles - Platform Capers £ 9 . 9 9
Super Break Out -  Wall Demoriboo E9 .9 9
Battle Zan* 3 0  Tank Battle £ 9 . 9 9
SOMVARE PRODUCTIVITY
First Word Wo rd  Processor E 5 9 • 9 9
Neochronne - M  Packago £ 2 9 . 9 9
AN! S T A nim a hoe  Package E 2 9 . 9 5PLUS! FREE FROM SILICA,
Silica Productivity Pack E 1 0 4 . 9 7
TenStar Games Pack C 2 1 9 7 8
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R K  I  D I S K  ONLY
The Infocom cla ssic a nd the  adventure game that changed the  wa y
all future  adventures were  written. The  Grea t Underground Empire
of Zork is we ll documented by now and thousa nds of pla ye rs have
become a ddicts graduating to infocom's more  difficult adventures.
Zork I is the ideal introductory level adventure for beginners or
those with a little experience, If you have never ventured under-
ground before  now is the time  to try,  i t s  never been cheaper to
expand your unive rse ! C la ssic origina l infocom pa cka ging with
excellent manual and a  ma p.

O U R  S P E C I A L  r )  • w a  n IO F F E R  P R I C E  n  • 7 1 :-

LOWEST EVER PRICE ROMS!
KABOOM
Challenge the Mad Bomber as he tries to bomb you out  of
sight. Can you catch his  bombs  and dowse them in t ime?
Or would you like to be the Mad Bomber and try to flatten
one of your f riends? Lots  of exc itement  for one or two
players in this  addict ive arcade game that won awards  for
Best Audio and Visual Effects when ii was fi rst released.
Simple yet addict ive.

ROM CARTRIDGE
OUR PRICE E2.95

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

ROM CARTRIDGE

FREE
with orders  over £10

Yes a 0. 95 Datasoft game absolutely FREE wizen you
spend over flO with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. I f  it comes to more than fl O (excluding
postage) we'll enclose a copy of this Pacman type game
absolutely FREE i f you ask for it.*

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

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52

OUR PRICE E2.95

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
C he ck out  the  re vie w in  I ssue  49,  Pa u l ROCOn found
this sim p le  ga me  to  be  quite  a dd ict ive  a nd a t  th is
price can you afford not to become addicted! I ts a
different type of game. more in the Tetris mould than
an a rca de  ga me . I I  su re  m a ke s yo u  t h in k a nd the
price  won 't  bre a k yo u  if  yo u  d o n t  ge t fu lly hooke d.

DISK O NL Y  R e c o m m e n d e d  price 19,95
SUPER S P E CI AL JUS T El .99

MR ROBOT & HIS ROBOT FACTORY
One  of  the  m o st  fa mous o f  p la t form ga me s tha t h a s
you ju m p in g  o ve r fire ,  runn ing  o ve r bre a dmills a nd
bombs,  clim b in g  la dde rs,  slid in g  d o wn p o le s a nd
more  with  so m e  gre a t g ra p h ics. M a ste r a ll 2 2  scre e n s
If yo u  ca n  a nd the n cre a te  yo u r own f o r ne ve re nding
fun. T h is is wha t p la t form ga me s a re  a ll a bout.

DISK OR R e c o m m e n d e d  price
CA S S E TTE  1 7 . 9 5  casseitel19_95 did

SUPER S P E CI AL JUS T El .99

ZAXXON
One  of the  a ll t im e  cla ssics for the  Ata ri. Z a xxo n  se t
ne w sta nda rds whe n fi rst  issu e d  a nd  wa s cop ie d
ma ny t im e s. Pilo t  yo u r cra ft  a cro ss the  unique  3
dimensional battlefield shooting enemy fuel tanks,
a nti-a ircra ft t a n ks a nd m issile s be fore  la unch ing  off
through sp a ce  fo r the  ult ima te  co n fl ict  with  a  m ig h ty
robot - f e w ha ve  got t h is fa r!  Za xxon,  ofte n copie d,
ne ve r be tte re d a nd N EVER  a t  th is in cre d ib ly lo w
price!
DISK O R R e c o m m e n d e d  price
CA S S E TTE  1 7 . 9 5  cassette19.95 disk

SUPER S P E CI AL JUS T E2.99

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

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928


