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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

Tha ultimate oif-rosd moborbike scramble slmu-
Iatar. Guide your rider canetully over the obata-
ches in this all sction simulatar for 1 player
mgainst the computer of 2 players against each
ather a8 well as the chock

180

& What can we sayT A great darts challengs.

Eight opponents, digitised speech, two planyer

§  option, live |oystick contral, lll matchplay
& scoring, 8 sense of humour, suparh playabllity,

this one has it all!

SIDEWINDER Il

M k& 27 years since the linal battle of the war
with the aliens. 27 years of peace have relgned
in the Wastern Spiral Arm of the Galaxy. All this
is aboul 10 change, Step aboard your craft and
prepare 1o delend mankind in this all action
space blast

ON CUE

Conbrod that cus ball_! & challenging real lite
slmulation which combines Poal and Snookar
on the same cassatie, An absolube must for
both enthusiasts and beginnars alike, Greatly
addictive

GHOSTBUSTERS

Has anybody seen o ghost? Matier of fact yes

_-:': they have! Al this very moment hundreds o

ghosts are making their way 1o the infamous

spook central. Only you can save the world

from & disaster of biblical proportions. So go
arvd ahow ‘em how you do !

NINJA

Blasts the belt off all other martial arts games!
That's all i says on the inlay! Someons sure
reckons this is the besl punching, kicking,
ducking and diving game arcund

# ROCKFORD

£ The only true arcade verslon of the classic

game Boulderdash. There are four leveds on
aach ol five diffterent worlds with four screens

! & on each level It all adds up to eighty tolally

B different playing screens.

S INCLUDES FREE GAME - CRYSTAL

| RAIDER

PROTECTOR

Assigned to Fort Rucker, the US Army Hallcop-
ter Training School based In the Mevada desert,
your aim is to becoms the best chopper pilat
this side of the lrgn curtain. A resl Protector!
Yaur mission consists of @ sirategic battle ol
wits between yourself and eithes anather pllat

S of 8 computer controllad APY (Remole Pilolleas

Vehiche]

ROGUE

You are the ROGUE. Your mission is 10 ssarch
the Dungeons of Doom for the Amulet of Yen-

& dor. In the dungeons you will find many things

1o aid the guest for the Amulel. You will also
encounter learssme monsters and Tendish
traps that will ehallanga all your skills

UNIVERSAL HERO

Only seven seconds kel 1o save the planet!
Universal Hero has 1o save his skin and every-
body sise’s by finding biis to repair 8 shitlas to
gt to a planat to pick up the spares to mend &
space freighter which is oul of ceniral and
about to blow hism and his chances of getting
back 1o sarth 1o aboms. A nall biting, multi-
dimensional, hi-res Arcade Adwvaniure!

HENRY’S HOUSE

Little Henry has shrunk. He must navigate his
way through the royal housshold te Hind the
cure. Avobding all the obsiacles in his path,
from terrible toothbrushes, through pestilerous
parrols and chets chasing chickens, to a final

i encounter with the vicious vampire! Acknow-
i Iedged by all reviewers as ona of the best Alar

games

BOMB FUSION

A terrorisl gang has planted bombs throughout

i the Sellerscale Nuckear Processing Plant and

you, as ex super hero (ex after the "Baris

| Afiair) have to go in and save the plant snd

possibly the Horthern Hemisphare from des-
tructian

| MILK RACE

Cyeling 1,000 miles is no mean feat - and you
could and up Tealing pretly exhausted by the
tima you've finished playing this superb race
simulation designed especially In conjunction

= with the Milk Race

GUN LAW

Four months of blooady allen attacks have laken
thair tadl - all the surviving Inhabfants have Ned
and arson attacks have been made on your
weapon siores, they destroyed what you could
not carry away. You are leit to fight alone
against ruthless and bloodthirsty killers with
ju#l & single machine gun

REVENGE I

The Mutated 90 foot high, lases spitting death
camels have reballed against their caplors the
Zryanlans and are cul for revenge! Al action,
highly graphical shool-em-up from Jutf Minter

DESPATCH RIDER

Join the growing band of stresl demons - thoss
fearless horders who terrifty the papulation of
the big cities to ged the parcels thraugh. Flan
your moves to make some money, but don’l
take b long - time is slways shorl. Gain an
Instant macha rating and be 8 despatch rider
with this all setion simulation

INVASION

Mobliize your unlis and prepare fof battle. This
all action space conflict requines skill, siraiegy
and lachcs. You must destroy the weather con-
ired sinthon in arder ba win the battle bul avary
move you make the enamy will counter, and
they'ne wailing lor you 1o make just one tatal
slip up

LOS ANGELES SWAT

Special Assignment. Rescus the hostages from
the terrarist gangs holding out in West L.A.
Clean up the streets. Blow away the bad guys
and be a hera on nefwork T.W.! Fall and you
won't be coming back io watch i All action
joystick banding combat for thase with the skill
to survive!

g SPEED ZONE

k  Enter the Speedzane in & frantic defence

against marauding alien lorces. A survey ship
sent into the area comes under afack, As an
snamy vessel draws closer your "STARFIRE’
class attack crafi |8 launched

FEUD

To win at Feud you must “out-spell” your rival
Wizard Leanoric. In Kieke's herb garden you
will find the ingredients far your spails but
tread carefully 8% sirange things can happan in
this game of magic and mystery

PANTHER

Save the |8t humans on Xenon belare the alien
hordes turn them Inte Sunday roast® Take your
ground attack ship through this 30 screlling
mega shoot-em-up with great graphics and un-
believable soundtrack

SEE MORE CASSETTES ON OUR ACCESSORY SHOP PAGES!

Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50

-

or select ANY TEN CASSETTES FOR JUST £9.50!

All prices are inclusive of postage

Use the order form on our Accessory Shop pages o just write or phone. Credit card orders accepted by telephone on 0785 213928
Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Overseas please add 25% postage for Air Mail




‘The magazine
for the Dedicated
Atari User’

DOUBLE AGENTS

Excellent split screen action
for 1 or 2 players

SUBSCRIPTIONS

Annual subscription rates (6 issues)

UK £12.00
Europe (Air Mail) £15.00
Elsewhere (Surface) £15.00
Elsewhere (Air Mail) £21.00

Owerseas rales reflect only the difference in postal costs

NEW ATARI USER ON DISK

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

UK £25.00
Europe £32.00
Elsewhere (sea) £32.00
Elsewhere (Air) £42.00

Please make cheques payable to PAGE 6

PUBLISHING and send to the Editorial |,

address shown below
SUBMISSIONS

PAGE & welcomes and encourages its readers to
submit, articles, programs and reviews for publi-
cation. Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text files on disk. We =eek to en-
courage your participation and do mot have sirict
rules for submissions, If something interests you,
wrile a program or article and submit it! Appropri
ate payment will be made for all published prog
rams and articles, all payments being made at the
end of the second month shown on the cover of
the issue concernad

All original articles, programs and other material
in NEW ATARI USER is copyright of the author
as credited. All uncredited material is copyright
PAGE 6. Uinless containing the by-line "All l-; hts
Reserved” any malerial in NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the
authors name is included and PAGE 6 is credited
as the orgnal publisher. Permission fo publish
glsewhera should be oblained from PAGE 6 or
the author. Editors of newsletters reproducing
matenal are raquested to send a copy of the
redevant issue to the Editoral address of PAGE
6. Whilst we take whatever steps we can to
ensure the accuracy of articles and programs and
the comtents of advertisements, PAGE 6 cannot
be held liable for any efrors or claims made by
advertisers,

ATAR| (TM) is a registered trademark of
ATARI CORP. All references should be so
noted. NEW ATARI USER is an independent
publication and has no connection with 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

-l B IR
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THE CREDITS

All of the usual stulf is on page 3 bul here are
the people who made this issue possible,

Les Elingham 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
carrving 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 stull before and after to
help us keep going

Paulette had her picture taken recently (and
secretly enjoyed it) and then started saying that
a reader or two had written in asking for her
picture in the mag. Sounds a bit unlikely but
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,
are ...

John S Davison John Davison jr
John Sweeney Paul Rixon
Damon Howarth lan Finlayson
Dion Guy The 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 Atarl users.

After a complaint aboutl Turboflex and yet
another over the Lynx photo (some people don't
know how much these front covers cost) we are
delighted to have, at last. a decent picture once
Mrnm none olher than our old friend Bill
whose Double Agents is featured.

Gotcha with Boo Hewerdine didn't I7 Nobody Krewe
the answer but_for those interested the CD is All
Through The Year, a Hokey Pokey Charity Compila
tion, featuring some major conlemporary folk singers
and bands, Highly recommended if this is your scene.
Apart from that one inspiration has come this time
Jfrom Maire Brevnan, a sofo album that sounded wieak
af first hearing but grew and grew, Jennifer Wames
wilth one much better thar [ thowghe i would Be and
Angy frviree with a mther disappointing Rude Awake-
ning. Annie Lemirox was in there too as was Doave
Cousing and Brian Willoughby with Old School Songs.
fourteen years old and still sounding good! On a
lighter note there (s Dawvid Lanz with o beautiful piano
album: that | am hoping John Davison s going o mix
together with a Thunderstorm for me! The o that
have hiad the most ploy betuween issues have been
Bruce Cockbum and Buffiy 5t Marte. The old Incredi-
ble String Band hod one or (wo airings oo which
brings us onto this issue's free CD competition which
goes bo the _first person whe can tell me who was the
original third member of the [SB and the name of the
band he founded when he lefl. Easy one that, eh!

The next issue of NEW ATARI USER could
feature YOUR article or program,
s0 SEND IT IN NOW!

PAGE & shows just whai you can do with your Atari. NEW
ATARI USER has always been created entirely with Aweri
equipment, imitially on the XL but more lately with a Mega
AT and other stwff, who needs FC's or Macs! With the
exceprion af the final output on a Linctron and the use af an
in-howse repro camera for the photos and listings everviking
is done on the 5T, Hardware includes a Mega ST2 (upgraded
o 4Mb), SMI25 Monitor, Supra 30Mb Hard Disk, an Atard
Laser Printer, Citizen 12410 printer, Philips CMESTI morinor,
130XE, XF351 disk drive, 810 disk drive, 850 interface, NEC
§023 printer. Principal software used is Protext and Fleet
Sireet Publisher 1.0, (ither software includes Kermit, Tari-
Talk, Turbo Bavic amd various custom wrillen programs on
the XIJXE. Articles amd programs submitted on XLIXE disks
are suibjiected fo various cusiom wrilten progroms before
being transferred across to the ST vie TARITALK. All major
editing is dome with Protexi and pages are laid ont with Fleet
Street Publisher. A disk with the finished pages as Postseript
Sfiles ix sent to @ fypesetting burean fo be owipul on @ Linsron
and, hey presto, finiched pages are seni bock exacily a8 you
see them, [t really does work ! All vhat iz left is fo drop in the
listings and phoros,

Well, it"s mol guile a5 gasy o5 that but you gef the idea!
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have this feeling that the recovery that the men in power keep telling us is in

hand might actually begin around that time. What is apparent, not only in
the computer trade but also in most businesses dealing in ‘non-essential’ supplies, is
that people are no longer spending their money. Most folks are saving every penny
they have because nobody has any confidence in the future. The only people whose
life is not affected are those running the companies that you and I have no choice but
to buy from - electricity, water, gas and telephone. The rest of us are stru geling and
by the looks of things will continue to struggle for some time.

The reason for mentioning all this gloom and doom is news from the trade of major
changes concerning ST magazines. A couple of weeks ago it was announced that 5T
Format, ST Action and ST User were all going on ‘firm sale’, a move that is normally
only made when the returns from the newsagents begin to get rather high. In 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 buying. All this was accompa-
nied by the usual bullish (or add a t for an anagram) talk of having established titles
that no longer needed to be on sale or return, but the writing appears to be on the
wall. A couple of weeks later Future Publishing announced that it was folding Public
Domain, its ‘hugely successful’ magazine covering the ST PD scene among others and
Europress announced that its public domain magazine 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 buying even the
cheapest software for their ST, and probably no longer buying STs. The huge shift
towards the PC from all quarters makes sense when you consider that most PC users
don’t buy their machines, they just use the one at work, and many of them don't even
buy the software - a few games can easily get lost on the company budget, especially
when you are working for those companies that have us by the proverbials.

Hands up those small businesses who are basking in the sunshine of economic
recovery. Better still drop me a line with your success stories and cheer us all up.

A BRIGHTER NOTE

On a much brighter note | must say a big thank you to everyone who has sent in
contributions recently. We seem to have had a flood of good quality articles and
programs in recent weeks which shows that the commitment and interest are still
there. We still seem to be lacking good quality games suitable for typing in so if there
are any of those nearing completion be sure to send them this way. Some of the
articles and programs sent in are quite long so we will have to figure out the best way
to present them, but better that problem than not having any at all to consider!

FROM OVERSEAS

We recently had two visitors, a couple of weeks apart, from opposite sides of the
world bringing news of the Atari from their neck of the woods. Neil Patterson called in
on a round the world trip from Australia where they experience much the same
problems as we do with Atari and Ron Hoffman called in from Washington to bring
news of the scerie in the USA. Despite the dwindling support of what Ron and fellow
US Atarians now call the ‘Atari Classic’ it seems that there is still good support among
the user groups in the USA. Granted not what it used to be but the base is still there
and it ain’'t going away just yet. It is most gratifying that these folks took time out on
their vacations to look us up in what is hardly the most interesting or scenic part of
the country, Nice to see you, fellas!

MOVING

We are moving offices shortly, probably around the beginning of September, but the
majority of you will not notice any difference since we will be keeping the same P.O.
Box and the same telephone numbers. The main reason for mentioning it is that over
the coming months we will be even more inefficient than usual in answering letters
and dealing with queries (can it get worse?) as we have a lot of work to do on the new
offices to make them fit for habitation and, as many of you will know, moving takes
one heck of a lot of time. Priority will be given to keeping the orders flowing and
getting your mags out so you should not notice any difference in the service for orders
but the ‘non-essential’ letters and queries may well have to be found a special resting
place!

I have booked my next holiday for 1995. I know that might be a bit rash but |

_J_r.J.t,- 4 Eﬂﬂuzﬂ folu.m

| j




MILES BETTER

TOP 10 DISKS

TOP 20 CASSETTES

Boulderdash .................. 2.99
Henry's House ... 1,99
Ninja .. o . 299
Yogi's Great Escape . 299
Football Manager ......... 2.99
Star Wars .........ccoervnee. 2.99
League Challenge ........ 1.99
Tomahawk .. S
Blinky's Scaw Schnul 2.99
Atari Compilation .......... 4.99

oM DISK

Spy vs Spy 1l .
Ball Blazer ...........cocoueeerenn. 2.99
Beer Belly Burt perenenes 2:99
Blue Max ......ccccnirmneninns 2.99
Bop and Wrestle .............. 3.99
Spitfire 40 ........................ 699
Smash Hits Vol. 7 ............ 2.99
MIG Alley Ace 6.99
Trivial Pursuit .................. 6.99
Touchdown Football ........ 4.99
The Pawn  ......ccceceveeeeee. 9.99
The E Factor ......ccoeeveeene 2.99
ST i A |
BUNBRAL i i £l
SR oo A
Silicon Dreams ................ 6.99
Scooter .......cceeiiieinnee, 2,98
Rosen's Brigade .............. 2.99
Rocket Repair Man ......... 2.99
Rampage ..........eeerisnenens 2.99
QUESIION .ocoovveevrenercnsenes 2.99
Questprobe ..................... 2.99
Quasimodo ..........ceeeee.. 2.99
Polar Plerre ...................... 299
Picnic Paranoia ................ 2.99
Nightmares ................ 2.99
Night Mission thall v 6.99
Nibbler .......ccoceccevievcene. 2.99
NATO Cnmmander vesenenee 5,99
New York City .................. 2.99
Mr. Robot .......cccniiiiinnns 2.99
My First Alphabet ............ 2.99
Montezuma's Revenge ... 2.99
Maxwell's Demon/Memory

Maniay sy peer a0 3 00
Living Daytlghtﬁ . 2.99
Licensed to Thrill . 289
Laserhawk ....................... 2.99
Juno First  ...oovvcrisennininnens 2.99
Gauntlet Deeper
Dungeons

i o
Freaky Factory ..............

2.99

PLEASE GIVE

Head Over Heels ...........
Chuckie Egg ........ccaseese.
Kenny Dalglish .............
Colossus Chess IV .......
Rockford ...
GUIN
Kick Off ............
Protector ......semesonsssens
Ruff and Reddy .............
Mission Shark ....

ADVENTURE/STRATEGY
O DISK

The COURt .......ocovimmminees 899
Pirate Adventure ............ 4.99
The Payoff ................... 499
Decision in the Desert ... 499
Voodoo Castle .. . 4.99
Kennedy Approach ........ 9.99
Silent Service .................. 9.99
Rampage s 2,99
Panzer Grenadier ............ 9.99
USAAF ... 9.99
Battle Cruiser ... 9.99
Silicon Dreams ................ 65.99
Eternal Dagger ................ 6.99
Suspect . 6.99
6.99
6.99
Jinxter ... 6.99
Ingrid's Back ................. 6.99
a1 | | [ NS . %! L
Lancalot ...............c.......... 699

K-}(E CARTRIDGES

. 195

i Sl b v
Seastalker .........oooeiiiiin

Archon .........
Ballblazer ..........cceccrverenees 799
Barnyard Blaster................ 4.99
David's Midnight Magic ... 7.95
Desert Falcon........cceeevvree. 4,99
Designers Pencil .............. 7.95
Eastern Front .............c..... 7.95
Fight Night ..................... 7.95
FOO-BONE coocsiiiicemmnins 029D
Hardball . P S
Moon Patml et O
One on One Baskathall 7.95
Star Raiders........ccccevieee. 7.95
Super Breakout ............... 4.99
American Football ............ 7.95
Rally Speedway ............ 4.99

UTILITIES
OMN DISK

Mini Office Il . 14.95
Planetarium ............... 29.95
Cut ‘N’ Paste . 16.95
Trakball . 9.95

Trivial Pursuit ...

Rampage ..

B MEE i
Tha GO e
Crumbles Crisis ..........
Spitfire 40 ....................

Lazerhawk ..............

Spy vs Spy lll .....ccnnue

Beer Belly Burt ...........

- 3.99
2.99

TOP 10 ROMS

Fight Night .........ccceeve
PacMan ...
Desert Falcon ...

Designers Pencil ..........
Rally Speedway ............

Hardball .........ccccennsee

Moon Patrol .......cccoeeernnns

Out of Stock
7.95
4.99

Food Fight ........

Eastern Front ..........cces
Dreadnought Factor .....

o 1.95

7.95
Out of Stock
4.99

BUDGET CASSETTES

T DARS oo rasanrsmsimviss
. 299
s 2,99
Battalion Gﬂmmander

BMX Simulator ...
Boulderdash............cccccvnees
CAVBINERE s e s
N [1 )] e e R
. 299
. 1.99
e 1.99
Desmonds Dungeun werntences 1.99
D DOl i
Fantastic SOCCEN .......cccev..
Football Manager.............
Fruit Machine...............c.ce...
B
e 2.99
reenen. 2.99
Adrian Mole...........cccouuee.

AMAUITIR .....ooonverecesrersnsssnnss

Air Rescue ..
Astro Drmd

Crossfire |
Darts ..
Dayllghl Rahhew

Ghostbuster ...
Gunlaw...
Head Duer Heels

Aztec Challenge

Blinky's Scary School .......
Bomb Fusion ..........cccceuniee
OGO i1 connsrnsnmensunsnsniss
CIUCKIB EQD-.-.--oncscsmssssnns
.. 2.99

Crackellp .o

Crystal Raiders ..................
Dawn Raider .........ccoinen
Cosmic Pirates..................
Despatch Rider ..................
ENCOUMIET ...coovviieesianmasasnses
e 19
. 199

Fued...
F!’E'I'IEBiS

Fruit Machlne Slrnuiatur
LT3 [ 17111 ]
Hardballs:: ot cmn bl
Heartache:.o ol aain
Henry's House.....................
Atari Compilation................

Jocky Wilson's

Compendium ....................
Kenny Dalglish Soccer.......

2.99

499
2.99
2.99
2.99
1.99

2.99
2.99
2.99
299

299
2.99
158

. 2.99

1.99
289
2.99

1.99
1.99
2.99
1.99
2.99

259
1.99
2.99
299
1.99
499

299
294

LT | e
. 299

Last V8 .............

T e
MEFCENANY ....ovociniumranarnsanins
MIK Bach: .5 i
Mission Shark....................
Mountain Bike Racer..........
Mutant Camels ...........c......
.. 299

Death Bace .............

Decision In The Desen o
Jewels of Darkness............
Wizard of Akyrz..................
Escape From Pulsar 7........
Perseus and Andromeda....
Rogues s ai e
DGHR s i,
Panthar- s
Blasirogs
Protector.........ccoocoeveesines
e 1,99
e 199
.. 4.99

.. 4.99

. 2499

Revenge Il..

Invasion .
Four Great Games
Jocky Wilson Darts
Kick Off .......

Las Vegas Casing .............
League Challenge ...........
Master Chess ........oceveeinns
Micro Rhythm......cccoureeicens
crnns 2009
pereeene 1,99
s 1,99
. 299

Mirax Force..............
Molecule Man ..

Mr. Dig ..

Arrow of Dealh

Golden 'h'nj,rage RS R
KRIGhE DG, i isvsimisisasssssin
.. 499
. 299
. 299

Lancelot .
Circus ..
Ten L|ttle Indlans

Buff and Heddy...._.... o e
PREMOM i e
POROIEON ... ocssviiinnisinbinsiinns
Fad MR .ot

2.99

2.99
1.99
1.99
2.99
2.99
1.99

399
499
299
299
2.99
1.99
2.99
1.99
198
1.99

299

. 2.99

1.99
1.99

2.99
4.99

2.99
2.99
1.99
1.99
199

. 1.99

FULL RANGE OF ATARI 2600 CARTRIDGES I STUG

Add 50p to orders less than £ 5.00. All prices correct at

SECOND CHOICE
WHEN ORDERING

219/221 Cannock Road, Chadsmoor, Cannock,

Staffordshire, WS11 2DD :
.

Telephone (0543) 466577/8/9

time of going to press. Access or Visa orders welcome.
Please add £1 per item for overseas
Please make Chegues or Postal Orders payable 1o
“MILES BETTER SOFTWARE"
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SOME UPDATES

I would like to comment on
a couple of things in the
last issue of New Atari User.

Ann O'Driscoll has an in-
teresting tutorial about
numeric functions but
there is an error where it is
claimed that 'a number to
the power of -n is equiva-
lent to the nth root [i.e. to
the power of 1/n)". In fact
X" is the same as 1/X". 1
don't agree totally with the
example of probabilities. I
know that simulating two
dice to get a random num-
ber between 2 and 12 will
make the extreme values
less probable than the mid-
dle ones, but you could just
as well use single random
numbers if all you want to
do is make a probability of
1/18 for something to hap-
pen. This could be done
with IF INT (RND{0)*18)=0
THEN .... or IF RND(0)<1/18
THEN ...

Finally I was a bit confused
by the solution to the Rain-
bow Room (WOBNIAR) in
Guild of Thieves on the
Tipster pages. [ have also
found the same route from
the black square to the
white square but I have had
no success in following the
same path back. Instead I
have discovered that the
correct route from the
white 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 white
or vice versa.

Roald Sund.
Norway

CONTROL KEYS

Thanks for such a great mag

over the years. Would it be
possible to print the control
characters and their corres-
ponding keypress combina-
tions so that I can type in
the programs that you pub-
lish? I would not normally
ask for anything like this
but this is my first attempt

Issue 57 - New Atari User

at typing in these programs
in four years, due to my

being an ST user in the in-
tervening years and only
just acquiring an 8-bit set
up again.

Tim Melsom
London

Nice to have you back! We
used to publish a table of all
the keypress combinations on
the same page as the TYPO [l
listing in each issue but drop-
ped this when we had 1o re
duce the number of pages. We
have no plans to reintroduce
this but there are still a num
ber af back issues available
with the TYPO listing and this
table in. Why not order a back
issue, asking us to ensure
that it has TYPO in it?

CASSETTES

Are any of you old enough
to remember the original
Atari User? If so is there
any chance of doing a cas-
sette service like the old
mag used to as well as the
disk? Can the XL/XE do the
same as the CBM 64 on tape
with two or more games i.e.
LOAD "Game Title", Found
"Game Title" etc.? If not is
there a routine that can be
loaded in first to do it for

you?

0. Copeland
Doncaster

... | have been wondering if
you would be able to put a
cassette with New Atari
User just like the issue
disks. I wouldn't mind
paying a little extra so
could you tell me if you
have any such plans and
how much it would cost.

John Ho,
London

If you remember the old Atari
User you will also remember
that they dropped both their
issue cassette and then the
disk after a short while. Pro
ducing a cassetie each issue
sounds like a good idea urntil
you actually try to do it. Many
programs work only on disk,

there is no way o produce a
menu, tapes are not reliable,
disks can be copied quickly
ete. ete. It is simply not cost
effective to produce a cassette
with each issue. On the occa-
sions when we have done so
with programs such as the ex-
cellent Brik-Bat and Day At
The Races the response has
not_justified the cost of having
the lapes commercially dupli
caled. As regards saving
games on cassette with file
names, this is not possible
with the standard Atari

although we did publish a list-

irg mery. mony Years ago
which could do this. Unfortun-
ately that issue s now long
out af print.

MACHINE CODE

I would like to learn how to
program in machine code.
Do you know of any books
about this? Also do you re-
guire an Assembler? I would
be very grateful if you could
answer these questions for
me. Your support for the
Atari is brilliant, if it hadn't
been for Page 6 I would
probably have thrown my
Atari in the bin. I now have
a disk drive, a printer and
other various peripherals.

M. Watson
Bridlington

All of the books on learming
machine code on the Atari are
now out of print but you might
likce to check out the new
series starting this issue
which, whilst not claiming to
be the definitive guide (o
machine code programming,
should get you started. You
will need an Assembler and
the only one currently avail-
able is the Atari Macro
Assembler which you can get

from the Page 6 Accessory

Shop. You could also look out

Jfor Atart’s Assembler/ Editor

cartricge 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 will need a copy of
Mapping The Atari (absolutely
essential), and other books (o

a g Write to Mailbag, Page 6, P.O. Box 54, Stafford, $T16 1DR

look out_for tnclude Atari
Roots and Compute!’s Begin-
ners Guide to Machine Lan-
guage, both out of print. A
natice in the Contact column
asking for books on machine
language would seem (o be
your best bet of finding what
you need.

NO ZEP

I recently wrote to Zeppelin
congratulating them for
their Atari 8-bit games and
asking about new releases.
Unfortunately they infor-
med me that if the market
for the Atari 8-bit did not
pick up then they would not
be producing any more soft-
ware for the Atari. They
stated that the sales for the
8-bit are less than the
actual cost of writing and
producing a game. On this
sad note I urge people to
buy Zeppelin's existing
games and to show support
for any new releases.

Paul Harley,
High Wycombe

Sadly the 8-bit market will nol
pick up because Atari are no
longer interested. They seem
content to have the ST gaining
only 6% of the market for soft-
ware sales [down from
around 25%) against Com
modore’s 22% with the Amiga.
But of course Atari are now
pushing the Lynx as their flag-
ship with massive software
sales of 2% against the Game
boy's 18% and Sega’s 23%!
One wonders whether Jack
has more shares in the other
companies than his own

MORE SUPPORT

Just a small note to con-
firm that we have a selected
range of Atari 8-bit software
in stock on disk, ROM and
tape. We would be happy to
see any 8-bit owners who
can make it to this corner
of the world.

Steve Wilds, MCE Computers,
13 Packers Row, Chesterfield,
Derbyshire S40 1RB

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 vou wish? Lots of people have done so by getting something
published in NEW ATARI USER and they have 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 all nicely laid out with your name at the top!

We pay for articles and programs on the following basis

£50
£25

£50

£50
£25

plus other sundry payments for various items published

for the ‘star” program listing each issue

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

WHAT SHALL I WRITE ABOUT?

Programs for the XL/XE can be on almost anything, as a
scan through past issues will reveal. We are short of good
arcade games though and love stull in machine code but
Basic is fine il the game is good.

As for articles, the main aim is to write about something you
really know about. Chances are that if you have discovered
something that interests yvou enough to write about it, it will
interest others as well.

All programs must be submitted on disk if possible. Casset
tes will be accepted but we can't guarantee that they will
load. so the risk is yours. Articles should be submitted as
text files on disk wherever possible with printed copy if you
have a printer.

We are not really fussy about presentation, as long as the
programs or articles are well written, but the easier you make
it for us, the better chance that your work will be published.
We work on close deadlines each issue and there is nothing
worse that to select a really good looking program only to find
that we can't figure out how to use it because the author
didn’t write up the instructions!

We can't guarantee that we will use every item submitted
and we can't write back with reasons for not selecting certain
articles or programs, but a lot do get published, as our
regular contributors will know, so give it try.

Send YOUR contributions to
THE EDITOR, PAGE 6,
P.O. BOX 54, STAFFORD, ST16 1DR

DISK BONUS
CRYSTAL CRISIS

A machine code arcade
game by Peter Foote

Crystal Crisis is a 100% machine code game based on the
program of the same name by Phil Needham which appeared
in Issue 33 of New Atari User. Graphics and sound have been
modified and improved to give a fast paced action game with
lots of on screen animation.

You control a robot with the task of collecting crystals
buried underground to provide power for your siranded
spaceship so that it may take off and leave the planet. The
crystals have to be collected from a mine, used by the inhabi-
tants of the planet, but it means blasting though rock strata,
dodging falling rocks and avoiding the security robots. On the
planet's surface your ship has been spotted and the natives
are using a high powered laser to blast through the mountain
behind which your ship is, for the time being, safe. You must
collect as many crystals as necessary and get back inside the
ship before the mountain, and your only means of escape,

oy L BRLS

TICTAC

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

The object of the game is to simply line up three of the magic
objects on each level but the task is not as easy as it might
seem. In addition to working out just how to achieve your
task you are up against a clock ticking away the seconds and
a rather nasty ghost intent on stopping you in your tracks.
This demo version has certain features disabled but is fully
playable and demonstrates admirably the quality of KeSolft'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.
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DOU

o you think you are the slickest secrel

agent do you? Well, you've just been

challenged! Your mission is to find &8
secrets and make your getaway from a foreign
embassy before an equally determined opponent
does the same in yours. All you need is a good
karate kick, light fingers, a good memory and,
most of all, double vision so that you can keep
an eye on everything at once!

Each embassy comprises 21 rooms, 16 of
which contain 1 secret. The 5 exceptions are
those where you have the choice of 2 rooms to
enter, in which case 1 will be empty. Secrets are
hidden in identical positions in each embassy,
but as a secret is found in one embassy it is no
longer available in the opposing embassy. So. if
you see your opponent find one in the room you
are searching it is time to move on! If you enter a
room where the secret has already been removed
prior to you entering there will be a square
printed next to the room number. You'd better
move on again!

The action takes place on a split screen with player 1 in the
top half and player 2 in the bottom half. Press the correspond-
ing joystick trigger for a 1 or 2 player ganfe. In a 1 player game
the computer controls player 2.

SEARCHING FOR
SECRETS

To search the rooms manoeuvre your figure over an object
"EXAMINING” will appear when you are in the correct position
- and eventually "NOTHING HERE" or "SECRET FOUND" will
display. Books and computers take some time to search while
cupboards don’t take as long. You will learn by experience
which are the easiest objects to examine.

Safes and some doors are locked and you will need to crack
the combination or blow the lock to continue. To crack the
code, move the joystick until the desired figure appears then
press the trigger to select. You will have to get all 3 digits
correct to proceed. To blow the lock select "B” and press the
trigger. Bear in mind though that you only have 3 bombs so
use them wisely.

by

Bill Halsall

lssum 57 - Mew Atari User
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AGENTS

MOVING ON

Position your man over a door to move up to the next room. To
move down from any room position your man over a “door ajar
space at the foot of the screen and pull the joystick towards
you.

In some rooms you will have to fight agents who (ry to stop
you from searching the objects. Press the trigger to punch in
the direction you are facing. To launch a flying kick move the
joystick left or right and press the trigger simultaneously. To
duck pull the joystick towards you and press the trigder. You
cannot kill your adversaries but you may knock them down
long enough to enable you to search the objects.

The buttons on the wall detonate stun grenades in cach
embassy which are equally effective on adversaries and your
sell. Hope you press the correct onel

Your getaway car is waiting beyond the door in room 21 and
you can escape once you have collected your 8 secrets. Press

the appropriate joystick trigger to play again.




DOUBLE AGENTS

EX
LT
GE
EZ
HC
LE
FD
MN
KH
BC
HA

PD

LM
RG

IH

nI
UH

.18
RE

[+1 4
Ku
oF
YH
ZH
HO

IX

REH i AR RARARR R

REM © DOUBLE

REM o by

REM # Bill Halsall

REM B ——=—==-——mem———m—meemca————

REM ##t NEW ATARI USER - auG 1992

RE" ANt RE BB AR ER AR F R AN O AN A R PR RARAA FRBEEA TR

& REM

18 REM »xx

12 REH

SERCIUN B00T TAPEAOBJECT CODE FILE

MAKER - BASED ON HEMSAUER

| BY NICK HIGGS |

16 REM

28 DIM LINES(96),A5C(8192) iLINE=3%8:CNT
==48: TRAP 100!GOSUBR ZOD

I ASCAI="D"IASCBLIZYI=0":n5(2) =A%

48 LINE=LINE+18:CNT=CNT+48:READ LINES,
CHEKSUM: 7 "[H[EAd@#IA LIME ":LINE

58 CHK=USRC(LS36, ADRILIMES) ,ADRCASI+CNT
b

68 GOSUB JIe:GDTD 48

188 IF PEEK(195){(>6 THEN ? "ERROR ";PE
EKL195) ;CHRS (Z53) : END

iie 7 “IIATETEY: TRaP 180

128 7 “(DPIISK OR CTY)APE":GDSUB 180:IF

K=68 THEN 148

138 7 "READY CASSETTE AND PRESS RETURN
“:0PEN B1.8,128,"C:":GOTD 168

148 7 “READY DISK AMD PRESS RETURN":GO
SUB 160:IF K<{}155 THEMN 148

158 OPEN ®1.,8,6,"D:DOUBLE.OB.J"

168 7 #H1:a5(1,6272) :CLOSE HMi:END

188 CLOSE S1:0PEN f1,.4,8,"K:":GET #1,K
{CLOSE H1:RETURN

280 FOR A=1536 TO 1658:READ D:POKE aA,D
INEXT A:RETURM

218 DaTa 216,104,104 ,133,.704,104,133,72

BEAEA

AGENTS

S O B b R
B E-8-8-8-F

LISTING 1 -

* 83,194 ,133,206,104,133,205,169,08,141 .1

Iz

1%

ZH

MY

YL
R

27,656,141 _ E
220 DATA 128,6,160,255,148,125,.6,140,1
26,6,173,126,6,701.47,208,11,173,127,6
2I0 DATA 133,212,173,.128,6,133,213,96,
172,125,6,200,148,125,6,177,283,3Z,111
B

248 DATA 10,10,16,10,141,123,6,172,125
,6,200,140,125,6,177,203,32,111,6,724
298 PAaTa 109,123,6,172,126,6,200,148,1
26,6,145,205,24,109,127,6,141,127,6,17
I

260 PATA 126,6,105,0,141,128,6,76,30,6
+ 96,201 ,58,144,4,56,233,55,96,56,233,4
8,96

300 DLNESPEEK(L84)256+PEEK (1832

I18 IF LINE<>DLME THEW % “[BII3 **;5TRSC

TYPING IT IN

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

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

Disk users should clear Listing 1 from memory after

saving and running it as above by typing NEW and
pressing RETURN. Next, type in Listing 2 and save it on
the same disk as the binary file created by Listing 1.

RUN the Listing 2 program with the disk in the drive and

the game will load and run automatically.

nzr

ZF

TR

KP

I5

EB

BI

KT

FE

YU

KL

[:14]

FI

0z

T8

UH

EF

HE

EY

5Y

JH

NE

TR

oFP

FF

RA

LIMEY ;* [IEENTTALN":END

IZ0 IF CHEKSUMS{}CHK THEN ? “HITID IN D&
Ta AT LINE ";5TRSC(LIME) :END

330 RETURN

1000 DaTaA POILFDLIFZA4Z0A900BDZFBZA93ICED
82D3A0BEDE7OZB50EAYIBBDEBDZBSBFAS2585
DAAY20850B18604C28204C7CT44805, 4232
1618 DaTh BIEPOAD4EDLADAATIICEDAIDAAT08
BD1700ASE7ED1BPBASCZEDDADABDOLDAASCASD
A700B0OID0AYSABDDODZGH404BASEN, 5891
1628 DATA BDOADABDIADOASBABD1GDOASBEED
1BDOADOCDABDADDAZYACFDOZASBBADDADOF B2
8SBFADOBDOFOO285CFASCIBDOODOBD , 6199
1838 DaTh PALDPASCSBDOZDOBDBIDOASCOBDLZ
POASCLBD1IDOGDIEDBASABBDABDZGE4048A900
8D0ADABDLADDEB48ADOCDABDODDEZY, 5569
1648 DATA OCFOOZBSBCADOSDBFODZESBOADO?
DPOFOOZBSBEABD LEDBZASCZCZOFDIGAIZBEDO00Z
N9Z08D010Z4AC6ZE470C200493I04400,4966
1058 DATH 4004040404040404040404048470
4400430404040404040404040404841041E620
0000 POEAN0OPAABACCEBIIGOCCODIS, 1516
1860 DATA BOFFFFFFFFEEFFFFFFFFFFFFFBEB
FBFFFF1555A4555F5540A555555A5555555A555
SFS5ANSSSF55AA5555550555555504 , 7317
1878 DATA SHZAAAAAAAANAEBBBBAAAAAAANAD
AABABAAEAAAAAAAAAANNAABABABAAGAAANAAARS
FFFAF9FSFSFSFOFDFFBF 7FSF7F7FFF , 8684
186880 DATA 7FFAEAEAFFCOODBCAOAFABABFFCE
PeOCHAeERCITIONIACCOATIOABCFICOCCFICOFCCE
IOCCOINBS55551505CACCFICO555554 , 5667
1098 DATA SO1S517141B1E1AL161554940a46404
AAD45401555144514455554855114511455555
OFI0ZAAAAAAAAADACDIDABABABABAS, 4556
1160 DATA ABODOODOOODASS46400000000000
5500000000000P0040404055555D7 777775055
55555077777 75D5550505050505050 , 2814
1118 DATA 4BCCOBI65656565656CD55555555
55555555566666666656565555656565655555
5656161606060 20255555555555555 , 3875
1128 DATA SS56565656565656565555151505
05S81015C55555555555555CCARNIIFS IS5 959595
555559595959555595959999999995, 4535
11%8 DATA 9595949490908080005554545058
4040009595959595959595FFIFIFAICCOOIING
FFFFFFFFFF3F3FO3FFFFFFFFFFFCF3, 6684
1148 PATE COFFFCFICOCCAOIINOCCABIIOOOC
APOINRCCOPIAAACODDAADACODAFCECECFCOROD
AFB30I0I8FIBZEAFFOCACOCEFOBEEC , 4986
1158 DATA FROAOOGAOOPEORAFFFONB0000B0OF
FORBFFCOOBACOBCODBBCOBIIITIFIFFCICICIFF
7O70870FF262626FFDCDCDCFF797979,52280
1168 PATA FFZOZOZOFFO40404FFCROOOS4T7474
540000FFFFFFFFFFFFFFFFO0BAB00BR0080000
ARO000EE000000eIAD00DRA00OFIFFE, I826
1178 paAThA CAAOOPOOABFFFFOCACORDO0ORBAE
COFAICARNMAANDNNNNRNN1S0000051F 7EFERZOO
OFSSFFAFGBSB9BABCASSFFFFSSFFO0, 3824
1188 DAaTA BOBCSSEFFFSEFEQ2000FSSFFAFGE
569800D554FOF@SOFROODOBPACACOBLEBLB3IE30
10000000000686047CS5CSCLEADDDE0, 3632
1198 pATA GOOEBCOCABICICICOAOBNO000008
A0303I03IF707076800000000006RG07BFCB4BAEG
eEOPNPAABAAEAGAFOFBE00POOERAD0D , 2539
1708 DATA 0DOOOODOOOABO000000BTELELERS
AP0 BOOBDAPAARPLDICE7EBICICOB3IEIEIESC
Z0000PB0EDLCICOSIEIEIELERNZDO00,874
1718 DATA B8ICICICABOPDDOOOR1B1020200E
DEDED400004002183464461C1C1COB000B001E
173624008070 70700100000887050008, 1529
1226 DATA 9BEQEQEQOGOO000BBE4B8662818E0
EGEGPOPR41FF627CADO0A0PDODARO0BRAE0DIOT
AIELELOZAAANPADDDNBDAODPO3IZ320,3007
1238 DATA FLICICICOEBPORAOOBOI41410101C
iCICABODO00DDD1G14040449008D2FB2093I88D
8704AYEDBDF40ZAZOOBDOEZL9D0BIC, 2916
1748 DATA BDOEZZ9DOOIDEBDOEZ3IIDAOIEESDR
EBAYBIADLDDOAPZ1BD6FOZA900BDBBD2ZAIDIBD
OFDZAYEGBDINOZAIZOBDILIOZAZOBED, 5001
1258 DATA C9Z249DCOOZCALOF 7A92Z4BD2FOZA0
BEAZZONIO7ZASCE4AICABDOED4G6O7BO6CEESGS

continued =
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DOUBLE AGENTS

GI

RL

EP

oy

BC

Dz

HJ

Zo

TZ

RE

HG

1

LH

oL

YK

oz

FH

NI

AT

TF

BCODBEOBAZZ7A009DBA49CALOFAGE, 5516
1268 DATA 20DZ2Z24A471CBDBBZS59D0S49CA10F7
20582520D2240211BD2ZB25900B49CALBF7Z058
Z25A21DBD3IAZS9DBS49CALOF760242F , 45072
LZ7@ DATA IS222C2500Z1LZ7Z52EZ433006279
0ZZEP?6CECORZBBLE6CTIGLG6CECEEG6F 7200ZEZS
I7B021342132290035332532226173, 2764
1289 DATA 6564006FGEODNGLGEORGEYE64656100
GE7I0BIAGY7I6A616E00ZLGCE69A9968DICHAZAD
ACOZDOFBEGDAY0ZA04A22004688D0FA, 4556
1298 DATA A9819%4C46CECADIDAFSADRBI 924
4699IBA7I96IATEELOFAN00499BDA799B54788
10F 76DDF478000468001L46AFZFADBZ, S505
1388 DATA 468DZCA6AYIOEDOI46EDZIDAGADTL
BDZA4AGBDAA4BAIIZEDZS468D4AB4AGAYTABDIDAY
B04447BDEBA7BD9Z478DBY4ATEDEDAT , A767
1i%Zie DATA APIZBDIA47ED6I478D8CATEDES4T
BDDEA78DOVA4BAZ1IBAYIAYDSE469D7E46I9DAGAE
IDCEAGIDFEAGCALOEEGOZAIT26BDID, 5495
1328 DATA 49C914F004Z903IFAA6A0BIZA1926
60ABACZALY26NDBAZAL9Z660404384CBARBAAY
CA%1CBCBAYB291CBARSAYICECAYICE, S640
1338 DATA OPZ891CBAYEICEYLCB6OAGBOBD17
26BSCCHB2ZOI726AY7A85CEAZO0A0RRBDSEZE91
CBCBBDGE62691CB2Z0GEZGEBEODBDOER, 6224
1346 DATA 6DZB25252402525252D292E2E2B2ZE
ZEZCOBASCEBLB692B885CHE9002EGCCEAZAI7Z6AT
PCBSCEAZDBABDOBDY92691CBCEBBDAL, 4655
1350 DATA Z691CBZ20GEZ2GEBEGOBDDEBGDZOZG
E6ZZ26262400212525237252525272037260995
B85CEADD4ADPADZ2Z90I18693IB91CE68, 4167
1I60 DATA L1OFIZOGEZ26ASCBCY3ISDOEBGOZAI7
Z6AYADBSCHBACDAZGAYOCEASBLACERZ6OFASEBLY1
CEBGRZBED 2698166972 7A8E6B14CEDZ6, 5998
1378 DATA ZODBZGEGBLICBACDBZGEZOITZGEGCC
A%1885CB60Z0F626ACBD27A490885B1L4CER2E606
ZOFGZ6ACIBZ7A99085B1LACERAZ?GOEZD, 5145
1386 DaTn F6EZ26ACZ9Z27A91485B14CE0Z261528

-FBZGACI727A91885BL1ACED261F20FB2BACSC2T

A?1AB8561Z0DBZ6CBEGBL2ZPEDZG6ERBL, 5595
1399 DATA ACSCZ27ZPGEZG6ZADBZGCAEGBLACED
26312837 26A94A0BSCBARRTAYISICBAORAADIF
PICB6OZBF6Z6ACTEZ7AY0485B14CER, 55688
1498 DpPATA Z671ZBF6Z6ACBCZ7AYIGESBLACED
Z6544214A9089DEBADAYDLID4G49CALBFINAAY
daceanpzZ10859040493I0039D4149E8, 51572
1418 paThn EBEGEBERLSDAEBADDBAYADISIZ49
8810FAABLABY4B49F0LIZ01Z22900EBBDIZ49C9
B2FBFAFEIZA9BA99404%98810ESAZ00, 6083
1428 DATA BAYDOBAAEBDOFAZOSCZ28AZ0BED40
43FOPSABAP0191CDZAS4Z8EAERLSDOEEAZABDAD
BADZABAIDLIIOOAACADBF4ZOSCZEAZ, 596
1439 DATA PPARBIBACDFOBEADPADZIABSASAF
4CZBZ28A91791CD205428BEBERLSDOEGAZORZOSC
ZBABR4BICDFOOABDACZB91CPESBAZY, 5346
1449 DATA B7ALCBCABBDOEDZOS4Z28C9FCDBE4L
6PB6474IPES4159931ASCD1IB869BCESCPEOAT4N
85CEAY8085CP60ZE282906BREDDLDD , 5649
1458 DATA BS52063Z6ACBOBDIR49000ABSBZ0A
1865BZ85CDAY4A85CEAOAABICDFOOIZASD 2700
@1BICDFRBIZBIFZ6AROZBLCDFORIZO, 5093
1468 DATA 7AZ6ADBIBACDFOBGBDDAZ62OCI26
A8B4BLCDFAAGEDBDZ72000270005BLCDFBOGRD
1BZ7Z280EZ7ARB6BLCDFABGBD2Z92720, 4807
1479 DATA LCZ7A0B7BLCDFBOGBDI7Z7Z02A27
AB88BLCDFODGEDSC2Z 7203827400981 COFBO6ED
FEZ7ZOTLZ7000ABLCDFOOGBDBC2720, 4847
1480 paTa 7FZ7A0OBBLCDFOO3IZAA9Z262Z0FB2S
285629287A2960ADDALZZ9BFIBEIQSIRFEE0AD
B40Z2DBFBADB40ZFOFBEGOAYIIBDO7 42,5291
1499 DATA GDA7ASADPPAGBODALABINO469909
4069004799004 LCEDAF 1608900469900 4IB900
47990044 CBDBF1L60ZBFRZ6AYBEBESB1,5310
1568 DaTa BDIG49FOL7Z903C98IF0ASABDEAC
EPZGABDIZREDZ6CGBLABEZZOEDZ660AGBOBDI0
430ABADARALB6P1L495B9EAOLDARADE , 5465
1519 DATA BYDGBY918694495BI18B695495B760
AZ08BD76Z3I90D0D4BBDEEZI9DOR4ACEBEO7BDOEF
AZOOBDOAABBDEA492ZPERZOASBZIDE0, 5069
1528 DATA ABBDBOACADE44920E02945B29D80
ACESERBODODFATPRGDELABBDEZABEDEDABBDEE
4B60AT0RESBZIAYRLBD6S49ATB80BD66,6230
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1538 DATA 494D64492D6549%FOBBASB21B6DGE
43856 20E65494EGGA9DBEAGDAIDLADICAZADLC
OZDBFEODADBRBIIGZAIITOL4IIIETL4D, 5064
1540 paATA CACRLIDOFZAY92BDATA490B8DCSE
498DC6430D3I7ZABDB84968F1LFFIZZFZF2DBB10
119826222E240016002068200010860 ,45872
1558 DPATA FO429D0043E6880OF66BR0L7Z2868
ZOADDEA?DOYDDZAYEABEBDOF 260LA6GBREDST 2404
6AOGBOBSCHEIBFDYBZA4N400BEIIAZL, 5877
1568 DATA BS5CHEBIASZALB7DLI7Z665CCBSC238
E3I0404ABD5F494ABBICEBASBLGO0E4A400285878
ABCAFO1848689%000800000000008081 , 4657
1378 DATA A18181A5BRAAZYAZDAERZAGBFZAAD
AOBYEGZACSELFOOBCECOBFDAF4A90B9DC1L4960
PBIDCLA9BIEFZAPDEC49A9008BD3D 2D, 5848
15880 DATA AC7B2DB12A220CA89014181A40436
ICISIFCOFFOCOCL985147Z81E121EL1428020202
AGBABDIN4948BDI0ZBAAAYIO9DT 749, 3428
1598 paTa 3D 7B49BPES84DFBAZA%4C D724 9FE
7H47BD7842C21A00BBAT1RIDTEB4FET 7428810
EBGRODL7AGBOZAICITEBDIOA 2080901 , 5674
1688 DATA 99EBADBDCS49FD10DECS49BDI0OZE
ABBIFFAIIBEIRLIFIFFAI6ONGEOBSCZCIGAFOLT
C??BFOLOBLID49C214F0OLF1869022%,6101
1618 DPATA BICHIBIDOOIFEIDAIFEIONALASZOIGIY
Z0652820072C20FEZAZ0472060BDCS4%DBBFAY
@SEDPZDAFRABSCAZRCZITACTEZDAY , 4622
1628 DAaTa Bi9D30494CD22B2A6F20BD780229
0ZPBAIGIBLAGISOABBICBCIBEDBZBBSC2CISCFA
18CH*PCFAOFBDIB4AI1B869012903C9283,51.76
1638 DATA DBBIDEZB49DEIB4AIZ2096I7206528
2007 ZCZOFEZAZD4A7Z2AGBAGBREBD 7 7IABSCCASCE
BDBIZCABS5CHBEI8A85CDAYRONB3I431CHE, 5205
1648 DATA 21CDEGLOF760DE4GOEAGZOZIZCED
BOEGBAZOZIZCCOHBRCHBOAGBABDI04908B9BC4D
0BA4DEDLIEDADBABZISCAGOZBESZBAG , 5999
1658 DATA BOBDS42C95C6BDSB8ZCI5CZAT00E80
G7496D60499D 204D DEBA4ADIDBAADZAABITIAYE60
BDEBAACFAZFZAG2ZA627C7CA404065,5722
1668 DATAG CAFB3IDCECT74%94DC749DO3ISA%3I28D
C74%EELS4%A4D1549C214DB2Z6AT1BBD1549EEL4
43aD144%CH16DBL7AFIBEBDL449EELZ , 5537
1678 DATA 4%4D1Z43CI14DBBEAYLIBEBD1Z49EE
114960A085B?BLZC?911498818F7AFIZBDCT749
85CAGB1A1D1A101008AZ004D0AD229,4583
1680 DpAaTa GIa8BICAZCIDED4ADPESLIOFLIGA0ALL
121Z1442020380902D28762D20E8ZCA0BDCH
43P CA4%A4?81DCCATEOAGERBDB42D , 4996
1699 DaTa BSCBAS49285CCBDIS4%04B4B5CDAY
ADPE8SCEAPFFIDGCA49600BZZZRDEBZCBD7BOZCI0F
FAIDPFECA42BDCA49CIBGDAASAIBLID, 5715
1788 DpATA CA494A8BI9CHZCESBIBDCE49a08A5B1
J1CBEDB40ZDOZEBDCEBAYABBICBCYBAFOLCCo02
FEL?DICDDOBEAY00PDCA4IFECBLAIBD , 7395
1718 DPATA CB49CHIBIFOLLABAYBASLICBEOBLES
ADFOFADEEGADZAAEI7AP00IDCCAIBDCL49C o84
FOBIACS62ZB4ACZS2EZA522AZO0682086,5774
1720 paTa BZAEYDZDBDECZDABBDFZZDi1BG6SBE2
AABYIFZDCDPYEZDFDOBIDBA49CAES4CACZDEDBO
BEZSIGZ12DZI9ZEZPZ2EZVREZEZFIAZE , 4882
1730 DATa 2FZEZVOORB253IZZ0VEIZZS23I3225
J400262FISZEZ4B10EZC2F2I2B252481008404
BABOPEIBNZIZIZBZ9ZEZ7OAZCZF2IZB, 1678
1748 DATA BEZDPZIIIIIZIZFIERNOZ42FZEZSO1
DESDBALT7ZSIZIFOS040T0I048TAGBABDECAYF R
BFPESCAYBDS7Za0BB90549C925D000 , 32687
1758 DPaTaA 6GOAIFFIDECAPBDCL49FBE7IDEO4D
BOEO4DCID4ADOBIACCFZCAIBRIDCLAFIBDIOLIAE
B9404200D 824000 1L0APBE924D49A4902 , 5955
1768 DaTa BDIDPZDZEIZZBACTEZDOAGBOBDAO4D
CIBEDPLLIAGEABD 38472903 C?03IDPPOI4CCF2CAC
S6ZBCIPCDODE2O7CZEACATVZACY0DDO,4766
1778 DATA B6EZOBBZEACA7ZAA901BD9D2DACTE
Z0AZOZDPOZAZODBDEZ4DDOI4Z0AEITADBADZZY
AF7DBCZEIDBIADABBDPBDZESITEI D99, 4876
1788 DATA 7F39%99811%9%9%9823%aD0ab2297E18
6948908640 9DB7ADAYIZODBZADZODAZEGRAFBF
19FBADB44DFOBSAZOZZREZZEAQDBZAD , 5156
17%8 DATA FBBSAZOBZBEZZEAOBRIBIB6ADIIEL
COBBCAFFDOFSGOBDAIADEBDBAADBDISZFADABAD
BDEI6ZFEDBCADPPESZADBDGZADDBBEED , 6BBS
1888 pAaTa ABFOO6ZOIPZFACOIZFZOL4ZF60AC
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BEADB9B1I9998039CECCEA4ADDAF4ACBCADBY7F
31999803I988CCHA4DDOF4DEAGADDESG , 5817
1810 DATA ADFEB7ADFES7ADGO4AG7FEDEADADAT
ATBO5980I988DOFAGAAR44490099803IFCBCOTF
DAFBGRASOREDGE7A2A6B0BD9A4DDBIE . 6118
1820 DAaTA BOCCA9FOO3I4COGZOBD7E80ZZ90100
BIZ0B4ZFOGBOBD 7B0Z2902DPBIZ09CEZFABBOBD
78022904000 3I20CC2FAGBOBD7BRZ29, 4687
1830 DATA GBDARIZREIZFADGF49FBBIZOBOZN
EONIGRBDGEE499DACADBESCHDDGF IOFO0DBLEBG904
95C6EZBFAZFGEBAYEBRDEB499DACADEBS , 5662
1840 DATA CHEDD7IIOFAAAIBEIRN495CHEZOFAZF
60LPE8BEBDEE49%DACADBSCZCIIBFOBEIBEYRA9S
C220FAZFGEDAYBOBDER499DACADBSCZ , 6125
1858 DATA CO9COFOMBLEBGIDAISCZZOFAZFGEOAD
6749D0GFESADAGEORD 7 7IAASCCESCERBSCHEIBED
@CESCBL86968085CDADABYEIICEILICD, 6415
i8660 DATA CBECOBCDOAF7ASCBLEGA20CESCBLIB86Y9
BOBSCOADGBADLIB7DE04P2A0NBOOEDAA4B21CEBED
O04C9ICPESCSCABCDOFAAFOAIICESL ,BZT70
1870 DPATA CDCBCOLBDOF7AGRABDEO4349%0C9D
GO4909FFRBLE7499D6CA9ASBAZ02D0ATACATEN
GRIGEEIGGELESGLESGIAZAIBIBAGEN , S262
L6688 Daia BDI04ADLDCCA9DOTIABDE40ZDOEFBD
7802290200034 COATLBD7AB22904D00I4CBAZA
BD768022968D0PO34CCFIOBDACADC 00,4672
1898 DATA DOOJIACE43IOCI8ADO0TACF7IO6E0NAD
BDIDI44D 20483 7A%EAADEB49DECE2046344C20
31090090 984D 200RI7A9IBEBD6B49D6, 5357
1908 DATA C6EZAISI44CEZAILAF06IDABADZOND
I70918BD6B49283I2344C2ATLAYBEIDICADZONE
I709988BD6E649 2043 I44C2AT1LBDACAD , 435
1918 DATA 100BAFD4BD6B492DA44DACEZI1IAT
S48D6E4990AB4DAT6AIDACADACZATILATIRLZD DD
4DASPBEDE7499D604%4CFAZFAGBOBD , 550
1920 DATA 9204DFOG7BDI944DFOLEDES44DFO1T
CIBEFO0420433460AYBCBDEB49D6C64CZFILFE
C6FGECHEACFAILBD964ADFALYDESBADFO, 6548
1938 DATA EFCY90DBFABAZOIZI4600F3ICEDGE49
PECEACZFI1BDAB4DFOLSDEARADFAGECYASFO@L
60A9Z4B8D6EB492032T44CEFILBDICAD, 5I46
1940 DATA FOLSDEYCADFOASACIESFEBLGEATIAL
068492843344 C2FILBDA44DIDABADFOLEASBO
Z290Z2FPBBBDEEADDOABACFEILBDG402 , 5478
1958 DATA FOOI4CFEILBDER4DFBOEDEBB4ADFO
1CDPDBESIIIN1I620403460BDB440FOBDDEB44DF B
PIPDPBSIZII00IZAZFI46OBSCZZIBIF0, 5639
1960 DATA OBBSB2BSCZ4ASBZ95CZESC6098229
FESSCEBDACADBDEA49A9BF9DBESIIAS8BD 204D
ACZFI1nG6BE0BDBEEADFOGSBDR4ADDAGE ., 6211
1978 DAaTA BDAE4ADLDBZ4DDESBADGADZZI?BIFE
S51iA900B06749B5CA186904I8FSCZBO062ACC2F
4CEBIZAGBOBSCZ186904IBFSCOBO0I , 5474
1980 DATA ZOEZZFAGBOBDBE4ADDOLIZBSCGIOFS
CAFOOBBOOGZBSCZFACTIZZZ0B42FAGBOBSC4ADS
CEDAILBSCOIBEYLADSCZDOOA4CCFIN, 6247
1998 DpATA GOBSCAIBEIP4DSCZDOBIACE4IOBS
CA186910D0SCZPO0TACBAZIOBSCALE66904D5C2D00
BEACF7I0BD92401D964DFBDIBS5CA418, 6417
2088 paTa 6G90Z2DSCGEDBCABSCALB621OFSCZII0
CIC91610BD4COAT1AGEOBSEBFEIDAYORISBEBD
BOADIDB4A4D1IDBZ4D1DBE4ADDOZEBEDAZ , 6109
2018 DATAH ADLIDYPEADID9G64DLIDA4DFOLEBDAD
ADID9CADIDY44DIDFBADFORSADBADZ 1BOBEDAZ
4DPID9G4DFOL4ADOTAECABDAB4ADIDIBAD , 4984
2028 DATA DOGBBDICADIDF44DDO4ADEOBSCAIE
FSCZ9DE7ZO7134A6BB2BAZ3I7BDBS3I3186%04%D
BO4ADAT488D68492043IT420A03I34C20 , 5448
Z83I8 DATA I1BSCZIBFSC49BC1I2871I406B028
AZI7BEDBSIIL8690A9DB44ADASCEEDGE4A49203234
70AA0IIACZATIBSCZIBFSC4909BEGBE, 5828
Z048 DATA E6GBOZOS134Z0323IICEBOCGBOGOES
C438FSCZ9085EGBAEGBA2A51I42A05B33C6EB0CE
BeGERNFODIDI44DIDIBADIDADLADLIDIC 6333
2050 DATAH 4DPDA44D2DAB4DGOOFOFOFBFAZDR
BHEBEAADIBDZSIAZO0DAIIEGBOAIBCADZSIAZ20DA
ITa%00B8SBDASBEBSBFASCF6BASAFZD, 5301
7060 DATA Z2SI4AFODBZOZGIADO0GZO68I4Z2032
I1ASCFZ2DZ2534F00B202634DD0OG20683T4205833
EGBOASBDZ2DZ2SIAFOOBZ02634D00620, 3962
7B70 DATA GBI4ZAIZIZASBEZDZSIAFOOBZOZG
J4p0D6Z206834205833600ZAGBOBDERAD LD E44D
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GBZPIS3I4Z03I5I4A6B0BS5C2CICOFO02, 4615
2880 DATA FECZ6020463I4204634A6B0BSC2CY
IAFOOZDECZE0AGBDADBADZZ2907ABB96A3I49DES
II6000141EZ2B8IZ23CSOGEAI7E9DB533, 5411
28908 DATA ZO71346046B0A9009DCCA29DCL49
GOAYPOBSCAZODBIS 2066242063 252041352000
242070357096 2909BCBSB7A9248589,50859
7108 pATA A93IBB5CAAYOGESCLZOSAISZOAL13S
2P3I9I520172020472A4209E2C20B72CAZ00B6E0
065262007 2CEGBONGBOEROZDOFOAY, 4663
7118 DaTa B4BDICOZAZPOBGBOZOADIIZZOIAZL
ZzA7BI0ZON4AZB2Z0512F20F8Z2PEGBOAGBAECDCAD
POEZEOOLIDBLZZOIATILZAC7I628ZIEIG, 4745
2120 DaATA 2O0FDISZOF8ZDZAD3IIZZOCOZEZOCD
ZEZDCAZEZBCOZEAZOZE6E0Z0Z132203031E6B0
nﬁBaEﬂﬁ4DBFBZEBE3SHDIGB2bHFBﬁE,5253
21I0 DATA CAFBOIACCCIAZOSHZS4CASI4NnO14
A900996C4DE8810FAABECADBADZ2Z21IFAAFEBCAD
BE1AF4A90IBDPEGADEBPE74DGBAZODED, 5634
2140 DATA G4DZFOO7ESEGOZDOFGFOFZES8BEDC
4D20D22460205625A221BD7F3I59DB349%CAl0F7
60IB7Z26573730061707072Z6F707269,5705
2150 DATH E;?‘ESGI?J?2&?6?5765?2#8?45F
BO7ITAG6L7274490048990042990045CEBCO07D0
FS8SBEAE8D904DB8D%14DED 240802340 ,5248
Z168 DaTha BDTO4980I1L4A9BDCCAFBDCDAIEBD G4
ADBDEZ4DZOBD 272065 2BEGBO2Z0652860A900AF
BO9SAREBEADODOF985CBABAZIBE6CC ;5957
2170 DATA ABSO%LCBCEDOPFBEGCCAGCCEDSOD®
FIGOAGBOBDY040DO3IYabOADZ29BIFOZI 2490080
674940DEADIBESCIFOOBEBOOG2ZOCCEF , 6848
2180 DATA ACZ3I3IG6ZOE3ZZFAGBOADDF4DIBESCY
FBHBSEDEZH?tZF4c3HEEZHBliFﬂEBBICBEZFEH
AGBOBESCZCODEADDBADBSCHECODFADDO, 6157
2190 DATA 46ADLIDA9COIBFOIFCIZBEDOOAADRA
DZZ91FDAI44C64ZDBOCS49FAZDBDI04AFAEE 240
49FOZ4ACY0BFOZ26ADAADZZI90FIBESB3, 5358
2208 DATA 2OFGCDDDADFAFLBDDDADABBIATIE
SDDEADBYB7I6BDDFADGAADDADZZ9BIFOFILEEY
nncbub4brar14ca4354u4aﬁ3!a!cnc,572:
2210 DATA COB4BCECACBASA6BIB7CHEA6Z62ZSE
66E66SE6ZS656566E66565656A6CBOBD?04DDOZE
ASCP?18690ZCSC70025A0BIADODET4D, 5650
2228 DATA DOLDASCIIBESCS900BADOADZI0GT
ACBAZOACF7IDADBADZ10034CE4Z04CCF3I060AD
EO4DFBISCEES4DADER4D4A400ABDE4 5921
2238 DATH I78DOODZBDBFI7EBDOLDZADELADFO
14CEE14DADEL4D4AAABDPB7I78002D2BDBBI7ED
@IDZADEZ4DFALIAD14BDB4DZCEEZ4D, 6506
2248 DATH ADEZ4DLBG960BDOSDZADEIADFAOLS
A901B0A6D2A9BBBDD7DZCEEZ4DADEZADDABIED
B7DZADE4A4DFOOFAPLFBDOODZCEEA4D ;6208
2250 DATA ADE44D4ABDALDZADES4DFOLCCEES
ADADES4ADAA4A1B69208D01D28D0ID2Z0ABABDO0
pZ1iB869018DBZDZ60090CEDER4ADEDAT ;5495
2260 DATA BBSDPEL4DGRAYOFSDEZADGEAZ0BED
EZ4D60A? LEBDEAADGDOOLFOBROICLEZ2DODABAB
AEO0Z848A%00AB99004ECBDBFANDZZ , 45949
2278 DATA GDOLDZASCBBDOBDZBY663I899B2Z4E
BE96CIG99DAMECECOOEDOEFAGEOBDLVZ685CCATY
B495E940D09895C484CBB9004E91CB, 6506
22680 DATA ZDB7ZACBCOFODBFIB4CBADOOAICE
S1CBEZ007ZACBDPOFGEGCCASCOYICEBZOO72ZACECO
LEDDF4A4%0095CZa93CADESADEDODLAFD , 6848
27299 DATA LCAZIEABBOBYM14099A048B9C240
39 CH40CBCOLEDDEFZ0072ACADBE?SDAZLIEARDD
BSﬁ;IEiﬂnﬂllﬂﬂﬁﬁisiiﬂﬂdlﬂﬂcﬂlf;5161
23100 DATA DOEFZPB7ZACADBE7HED4142434445
46474849404BACH0000000ADDDDDDDODDDDBBD
AO0OOADDDON0000D0000RD0R0D0DE00, 2111

180 REM LOAD aMD RUN ROUTINE
FOR DOUBLE AGENTS
28 OPEW #1,4,0,"D:DOUBLE.0BJ"
I0 POKE 850,7:POKE 852,253:POKE 85I,3I1
:POKE 856,255:POKE 857,255
48 H=USRCADRC'RAhILVE"') , 162
58 CLOSE HL:H=USR(8229) ™
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THE CHEAPEST (and best?)
ORD 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 avallable 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 without 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. Textpro is a public domain word processor
positively brimming 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
finger tip over the Help console key, the program’s comprehen
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sive on-line 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. With Textpro, you'll never find yoursell
stuck halfway through a long letter or what have you, unable
to proceed because you've forgotten some command or other
and terrified of losing all the text vou've typed so far.

6502 throughout, the program is as fast as anything else
yvou'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 time,
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"The program gives over almost all of 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 cul 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, printer definition and set up from the keyboard, screen

and text colour and intensity customising, built-in communi- |

cations capabilities and full support for Spartal>O5. In addi
tion,. any program customising you've done can be saved as a
parameter file and loaded automatically 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



reviewing Textpro and there would still be features left unre
viewed, so suffice it to say that you'll never spend a better
£2.50 on serious software.

Not to be missed.

BETTER SAFE THAN...

Copymate is a floppy disk sector copier designed to speed up
the unloved process of data back up, program and file copying.

As any disk user will tell you, the humble floppy is not exactly
secure from mishaps. Those who upgraded from unreliable
cassetie to super-reliable disk-based systems soon realised
that their new storage medium had problems all its own -
disks can and do lose data, become corrupt, get accidentally
overwritten, soaked in spilled coffee or just plain disappear
(especially with an errant five-year-old around...). What's
needed is a regular session of backing-up.

Trouble is - and you'll know if you've done it - backing up
floppy disks is just so boring. It's bad enough with two drives
but if you limited to one, then the constant swapping of source
and destination disks is a real pain - enough to put you off
performing a back-up altegether. And there lies the route to
data disintegration.

Boot Copymate however, and at least some of your problems
are over., The program is operated from a menu {ront end
enabling you to select source and destination drives, get a
directory listing of a disk in any attached floppy drive, and
select from a number of unusual features.

The program can format destination floppies as it coples, and
you can switch write verify off to speed the process even
further. [n addition, Copymate supports Ultraspeed sector
skewing for the ultimate and fast access.

But its while carrying out its intended purpose that you begin
to see just how good the program is. On a 130XE, Copymalte
makes a perfect copy of any disk in just one pass. No big deal,
right? But 800XL/65XE owners previously tied to what
seemed like dozens of disk swaps to transfer just over 100K of
data, can now do the job in just two passes. Not only that, bult
once the source floppy has been read. you can make as-many
copies as you like from the now RAM-based data.

‘Course, Copymate won't work with copy-protected programs
- the Classic’s lack of drive routines (they're in the firmware
inside the drive itself) makes sure of that, but you can, at
least, make swift and sure back-ups of word processed and
database files, artwork collections and so on without the
tedium of old.

Unexciting perhaps, but it's software such as Copymate
which makes computing so much more fun, because you don’t
have to worry about the dull stuff.

X-WORD

If vou're the kind of guy who likes to spread the Times oul on
vour patent-leather briefcase on the 8.47 to Victoria, and
impress fellow commuters with your dazzling skills at the
crossword, then X-Word is just for you. The program does
nothing more than provide an on-screen representation of a
standard crossword puzzle grid (15 by 15 squares). and over

XL/X

26 puzzle versions with which to fill it.

X-Word is shipped as a standard binary load file. That is, you
boot the program from DOS using the L Binary Load option.
You're prompted for a puzzle to solve (in the range A to Z), the
screen clears, and a crossword grid is drawn on screen with a
text window beneath it. The text window is used to display
clues and the other prompts which make up the program.

Immediately after booting, the program prompts vou for the
answer to first clue. Each time it poses a question, the location
for the answer is displayed in the crossword grid as a series of
black squares. If you know the answer, simply type it in! The
program automatically inserts it in the correct place, then
pushes on to the next clue.

Stuck? It's not hard to see why! Some of the puzzles really are
quite difficult and require the efforts of seasoned puzzle solvers
in order to beat them. Fortunately, for those more at home
with the Sun’s ‘coffee-time’ or similar, there's a help feature
and a cheat option.

While not exactly giving away the answers, Help does at least,
provide you with a list of function keys accessed by holding the
Control and one other key, from which you can choose a
suitable cheat mode.

And the latter? Well, you can elect to see the [lirst letter of the
answer, the whole answer, even the solution to the entire
crossword!

You can also have the program show you any errors in the
crossword, back up step by step if you think you know where
vou've made a mistake. and switch between across and down
clues.

All in all, a cracking program. and one which will keep
enthusiasts amused for days. It's fast, not too easy and is
accompanied by a large range ol interesting clues, These take
the form of American-style word/synonym rather than the
more fiendish eryptic so beloved of dedicated UK puzzlers, but
X-Word is still a fun way to hone your skills

AND FINALLY...

Why not write to me and tell me what area of computing
you're interested in and what you'd like to read about. Feed-
back is a great help, because it enables me to determine just
what ought to be featured in the column ... and what should
be left alone! Write, care of your favourite magazine, OK?

HOW TO GET THEM!

Al of the programs featured in the column are avallable from
the Page 6 B-bit PD library. Each has a unique reference code as
a well as a distinct name, but it's the reference code you should
use when ordering or making enguiries. Contact Page & If you
mwm-mmmmwmm
leaflets, or to system requiremenis for the programs. The
disks referred fo in this column are:

Disk #76 - COPYMATE 4.3
Disk #101 - X-WORD

Prices are £2.50 per disk. Order from Page 6, PO Box 54,
Siafford ST16 1DR. Telephone 0785 213928. FAX 0785 54355
{Credit card orders accepled)
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AL/XETUTORIAL

FIRST STEPS IN
ASSEMBLY .....

14

Daniel Lea starts a short
series to show that machine
code programming is not as

hard as you might think

f you are a programmer then programming in Atari Basic

is okay for a while but soon, especially if you are a games

programmer, you long for more power and speed which
not provided by the slow Atari Basic. Also many of the more
advanced features of the Atari 8-bit are not accessible in Basic
(e.g. Vertical Blank Interrupts, Display List Interrupts, hard-
ware scrolling, Player Missile Graphics ... (and so the list goes
on). The thing to do is program in machine code, but of course
it isn't that simple.

Machine code is the lowest level of programming. This means
that it is oricntated entirely 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 learn (and debugl), but it needs to be interpreted,
changed into machine code line by line when executed, hence
it is much slower. Of course there is middle ground here in the
form of other languages and of course BASIC programs may be
compiled into machine code, however they are often still much
slower than pure machine language and the problem of little
access to advanced features isn't solved.

You will be surprised to hear (or perhaps not!) that you don’t
need any extra sofltware Lo program in MACHINE code. "Hang
on there a minute matey”, you're thinking, "but I've been told
vou need an assembler to program in machine code” - Rub
bish! A major misunderstanding is the difference between
ASSEMBLER and MACHINE CODE - there is a difference you
know (witness the fact that they are different words!).

As 1 said before machine code is the language of the microp-
rocessor, it consists of binary code (i.e. a series of ones and
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zeroes), not particularly understandable - to the ordinary mor
tal anyway! Assembly language, on the other hand. is the
means for ordinary humans to program machine code without
the headaches, well some of them anyway!! It consists of three
letter mnemonics standing for individual machine code in
structions. Each 6502 (that’s the microprocessor living inside
your trusty 8-hit, in case you didn’t know) instruction has a
mnemonic standing for it - e.g. LDA stands for LoaD Accumu-
lator. You do, in contrast to pure machine code, need special
software to program in Assembler, for example the Assembler
Editor cartridge is a inexpensive, reliable, but slow plece of
software which | use myself.

The 6502 processor is an 8-bit microprocessor meaning it can
handle eight bits at a time or a single byte. So it can handle a
value from 0 to 255 (or $0 to $FF - see note on hexadecimal).
The 6502 processor has a 16 bit address bus - this means it
an handle two byte memory addresses. That is an address
ralue from 0 to 65535 ($0 to $FFFF) or 64 Kilobytes, hence
64K is the maximum amount of RAM (Random Access Mem
ory) accessible AT ONE TIME (bank switching 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
wants to play with):

The accumulator (symbol A)
pose register in the 6502

Two index registers (symbols X and Y] - are other
general purpose registers

(A.X and Y all 8-bit registers i.e. can handle values from 0-255)
The program counter - so the 6502 knows where it is in a
machine code program (a 16 bit register)

The stack pointer - I'll talk about that in later article

The processor status register - this register is very
important as you'll discover in later articles

is the main general pur

If you've read and understood everything so far then you are
probably ready to be introduced to your first assembly lan
guage instructions.




LDA and STA

LDA - Load Accumulator - Puts a specified figure into the
accumulator. There are two basic forms with this instruction:

The first is known as Immediate Addressing which is where the
figure after the LDA, indicated by # (hash), is put into the
accumulator, The figure used must be in the range 0 to 255
($00-SFF).

Jormat: LDA #number

A dollar sign ($) indicates a hexadecimal number, no other
prefix indicates a decimal number,

Examples ; LIDA #255
LDA #$FF
.. load the figure of 255 into the accumulator.

The second form is known as Direct Addressing where the
number after the LDA indicates an address from where the
number to store in the accumulator is retrieved.

Examples: LDA 1536

LDA $0600
.. il the address 1536 [$0600) has 21 stored in it that
figure will be loaded into the accumulator,

STA - STore Accumulator - Stores the figure in the accumula-
tor at a specified location.

Examples: STA 710

STA $02C8

With 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 little program on the Assembler Editor cartridge
type the following in EDIT mode.

10 *=$0600
20 LDA #0
30 STAT10
40 BEK

Motice the two spaces before each instruction.

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(!) be no errors detected. Now type BUG.
You are now in Debug (yuk! dirty word ... | mode, G600 starts
the program (600 is the start address in hexadecimal). The
program will run. You will see the screen turn black because
the background colour has been set to 0. We're well on the way
now!!

HOW IT WORKS

Il just explain lines 10 and.40.

Line 10 is the start address of the program, all programs must
have a start address otherwise an error will result because the
assembler won't know where to put the code. $0600 (1536] or
page 6 [not a coincidence that .. it a highly useful area of RAM,
and a great mag as welll!). Where was [ .. ah yes, page 6is a
safe place to put small fragments of code (you'll find the
subject of where to put machine code programs in memory
quite well discussed in the Assembler Editor manual).

HEXADECIMAL

Hexadecimal is a number system used quite commonly in
computing in general and especially in assembler. It works on
a base 16 principle unlike decimal which is base 10. The
reason it is popular is that it fits in well with binary, in that a
hexadecimal digit represents four binary digits. It uses letters
to represent the exira six digits it has.

Decimal 0123 4567889101112 13 14 15

Hex 0123456789 AB CEDF
To convert decimal to Hexadecimal (or vice versa) the easiest
option is a scientific calculator with these functions available.
Other options are pragrams which other people have written to
convert numbers, these however aren't quite as versatile as the
Mhmwhmmmwm A table

 of ASCII character codes usually will have decimal and hexade-

M mummwuwn

A

Line 40 BRK. BRK is another assembly language instruction
meaning BReaK it simply interrupts the Debugger, as would
the actual break key, and stops the program.

BE AMAZED!

I'll leave these commands with a little program which will
amaze you as to what can be done with LDA and STA (and
JMP - an explanation follows but you'll probably guess what it
does anyway!). Type in the following listing exactly as shown,
or it may not work.

10 *=$0600

20 5 LDA 54283
30 STA 54282
40 S5TA b3272
50 JMFPS

A NEW INSTRUCTION

That simple program is pretty amazing isn't it? Bet you
thought that such effects were really difficult to code, now you
are beginning to see that machine code programming is not so
had after all!

Let's explain that JMP command . As you have probably
guessed JMP stands for JuMP. It is, as you will have already
figured out, the equivalent of the BASIC GOTO statement i.e. it
simply jumps to another program line. It can be in either of the
following forms:

JMP $5000
or
JMP S (where S is a label)

The only difference is that S represents a label in the program
whereas the previous example uses a pure hexadecimal
address. A label can be any number of alphanumeric charac-
ters beginning with a letter e.g. HELLO, LOOF2, NUMBERZ,
ANTIDISESTABLISHMENTARIANISM (silly one that, but labels
can be any length), X4A2 .... (I could go on forever ... but what
is the point of an article full of labels!!)
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Anyway back to the point .. to put labels in your program you
simply precede the instruction with a label, leave a single
space (more if you wish) and then have the instruction, as
below.

LABEL [1 or more spaces| INSTRUCTION

To type in assembly language programs you must remember
this also ... (read this it is important). With a normal instruction
li.e. one not preceded by a label) you MUST leave 2 or more
spaces, otherwise the assembler will think your instruction is
a label and probably produce an error (your program won't
work anyway). With labels you MUST leave only a single space
otherwise the assembler will think your label is an instruction
and since there is no such instruction as LAB3X1A (or whatev-
er] an error will be produced. Got all that? ... Good! So the
general formats are:

1. Line number [1 space only] LABEL [1+ spaces] IN-
STRUCTION
2. Line number |2+ spaces| INSTRUCTION

S0 if we refer to the earlier program you can see that JMP S
loops the program back to the place where the label S is (by
the way, using a non-existent label will cause an error too), so
a continuous loop is formed. Not all that complicated after all
is it?

MAKING USE OF LABELS

You can also use labels with the LDA and STA instructions,
and many others you are yet to be introduced to. To make this
fact useful you either define the labels at the beginning of your
source code or you use the .BYTE or WORD assembler
directives (these are explained in the Assembler Editor manu-
al). We can use the ability to define labels (e.g. 10 [1 space]
LABEL= [number]) to make our program look a bit better. It's
good practice to use labels.

10 COLPF2=53272

20 WSYNC=54282

30 VCOUNT=54283

40 *=80600

50 START LDA VCOUNT
60 STA WSYNC

70 STA COLPF2

80 JMP 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 solution my friend! Just
for you though I'll give you short (very short) explanations.

COLFPF2 = Hardware register whose shadow is COLORZ,
This controls the colour of the normally blue part of
the screen.

WSYNC = SToring the Accumulator here causes the proces-
sor to halt until 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.

Using these locations you can achieve the amazing effect seen

here (perhaps I'll expand the program a little further later on,
there are other possible improvements).
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INDEX REGISTERS

The 6502 has, as well as the accumulator, two more registers.
These are X and Y and they work in the same way as the
Accurmnulator but have other uses too. You can load and store
them like the accumulator, so we have four new instructions.

LDX - LoaD X
LDY - LoaD Y
STX - STore X
STY - STore Y

You can also copy the values between the registers using the
Transfer instructions.

TAX - Transfer Accumulator to X
TAY - Transfer Accumulator to Y
TXA - Transfer X to Accumulator
TYA - Transfer Y to Accumulator

What the transfer instruction actually does is to copy the first
thing into the second thing:

So if X=10 and A=4 then TXA will make A=10 but X will
remain as 10,

TRANSFER BETWEEN X and Y

You can also transfer Y to X or X to Y, but there are no
specific instructions to do this. You need to use a pair of
instructions to transfer X to Y:

TXA ;Transfer X to A
TAY ;Transfer Ato Y

... to transfer Y to X:
TYA ;Transfer Y to A
TAX ;Transfer A to X

ADDRESSING MODES

So far we have met two of the addressing modes:

1. Immediate addressing e.g. LDA #8FF
2. Direct (or Absolute) addressing e.g. STA $D201

but there are several others ...

Zero page direct addressing
The same as normal direct addressing except that this is only
used on page zero i.e. locations O to 255 ($00 to $FF)

e.g. LDA $FF

Indexed addressing modes
Now we come onto the indexed addressing modes, this is
where the X and Y index registers come in really handy:
The first two are Indexed direct addressing and zero page
Indexed direct addressing. They are exactly the same except
that zero page indexed direct uses only the zero page.

The format is
[OPERATION] [ADDRESS). [comma)lX or Y index)
e.g. LDA 708X

If X=2 in the above example then the contents of 710 are
loaded into the accumulator i.e. 708+X, X=2, so 708+2 which




g

equals 710 (no problem!)

Note that these indexed addressing modes also work with
LDX and LDY however you cannot use X with LDX or ¥ with
LDY.

Indirect addressing
Format:
JMP ([address])
e.q. JMP (1536)

This addressing mode only works with JMP. What happens is
that the program jumps to an address STORED at 1536 and
1537, it must be two bytes because an address consists of two
bytes.

STORING TWO BYTE ADDRESSES

To be able to use this addressing mode you need to know a
little about how two byte addresses are stored in memory. If we
take the address $1CO0A (It's easier to understand in hexade-
cimal!) ...

The first memory location contains the LOW BYTE - $0A
The second memory location contains the HIGH BYTE - $1C

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

MORE ZERO PAGE ADDRESSING

The next two addressing modes ONLY work with zero page
addresses ($00-3FF, you remember!) These addressing modes
are extremely useful, but there is a definite shortage of zero
page locations which can be used, especially with BASIC and
Assembler. Your best bet is to stick with addresses 203-207
($CB-$CF). 208-209 ($D0-$D1) are unused by BASIC although
they may not agree with the Assembler debugger,

Pre-indexed indirect addressing

Similar to indirect addressing except an index is used and
can be used with other commands besides JMP. Note only the
X index is used.

Formmeai:
[OPERATION] ([zero page address], X]
e.q. LDA (806,X)

Loal} Accurmnulator at address stored low byte at $06+X
and high byte at $07+X. Note there is a wrap around (f the
address+X is greater than SFF.,

Post-indexed indirect addressing

This mode always uses Y as the index.

Formuat:
[OPERATION] ([Zero page address|),Y
e.q. STA ($0A)Y

STore Accumulator al an address stored low byte at $0A high
byte at $0B. and then add Y onto the address (there you see
the subtle difference between post and pre-indexed indirect
addressing).

There is one more addressing mode to introduce but since we
haven't met the commands it is used with there's no point
telling vou about it ... yet!

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 off. A Binary diglT 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 number: Iio% b & B9 40
decimalnumber: 128 64 32 16 B8 4 2 1

Example
00011010 is the same as
128"0 + 64"0 + 32°0 + 16"1 + 8*1 + 4"0 + 2"1 + 1"0
which equals 26

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. | can't think why
they are called nibbles, | suppose it must be a kind of high tech
joke (geddit.. byte, nibble!) Each nibble consists of four bits
therefore allowing numbers from 0 to 15 to be represented or
the full range of a single hexadecimal digit $0 to $F (see table
below)

Range for a nibble
Binary Hexadecimal Decimal
0000 0 ]
0001 1 1
0010 2 2
0011 3 3
0100 4 4
0101 5 5
0110 6 i1
0111 v T
1000 B 8
1001 ] 2]
1010 A 10
1011 B 11
1100 c 12
1101 D 13
1110 E 14
111 F 15

TWO NEW INSTRUCTIONS

To conclude this first part of the series [ will introduce two
more instructions, JSR and RTS.

JSR - Jump to SubRoutine - equivalent to the BASIC GOSUB
only used in direct addressing.
e.q. JJSR 55396
or JSR SUBROUTINE

RTS - ReTumn from Subroutine - no address required with this
command. Like the basic return statement.

Well I hope you took that all in ... Next issue I'll have some
more programs to type in, so Assemblers at the ready! Bye!!!
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s promised last issue there will be the map of Montezu-
A mas Revenge this time, they were left out last issue

because of a teensy weensy communication problem
between the Ed and | (he couldn't read my scrawll) so hopefully
they will be presented in all their incredible glory. (Hopefully!).

Me and my big mouth! I ask _for help and solutions _for Level 9
adventures and get buried upto my eyeballs in help sheets and
solutions. More on these al the end (remember to read the bil in
befeen!).

Also this issue we have recefved the solution to Scapegoat,
Ingrid’s Back (and her front!), Starcross hinis to get you staried
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. Buf will we get it all in? [ doubt it, so if
before you get all excited over a game you have been trying to
win _for the past five years, you had better whip through the
next few pages to see if it is all there! If it ain't you can be
pretiy sure that it will be in the next issue.

SCAPEGOAT

From Geofirey 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. TEG NWODELTSIHT, S, W, TEG KOOBHCTAM, E, TEG
ELBBEP, OG OT GIWT, TIAW ROF ROSIVREPUS, TIAW, TEG
DRAC, TEG GIWT, TEG DRAC, OG OT NRU, HSUP NRU, (TIAW
LITNU TI S| THGIN NEHT WOLLOF EQOJ DNUORA EHT YRETE-
MEC GNIKSA DIVAD OT WOLLOF UQY NEHW LUOY SSAP MIH),
0G OT GOD, EKORTS GOD, N, EKORTS GOD, EKORTS GQD,
TEG ENOB, OG OT YM EVARG, TUP WOLLEY DRAC NO WEN
HTAERW, TIAW ROF GOD, TEG HTAERW, OG OT TREB, TIAW
ROF GOD, TREE WOLLOF EM, ANDE WOLLOF EM, OG OT
DEHS, TREB TIAW 3 LLUP GNOL REVEL, ANDE WAIT 2 LLUP
MEDIUM REVEL, DIVAD WAIT 1 PULL SHORT REVEL, NRUT
LERRAB, LLUP EPOR (EHT GOD TSUM EB EREHT NEHW UOY
OD TAHT), NI, TEG LLEB EQJ TEG HCTAW, DIVAD TIAW 1 HSUP

e O TTUB, HSUP NOTTUB, (OD TAHT 2 EROM SEMIT), TIAW ROF

Burying them in the back of the net is now as easy
for you as it is for Gary Lineker thanks to John
L'.lddv of Hornchurch who has sent me a plethora of
information for Kick Off.

He finds that the best way of attacking the goal is

OFF by glrihbling the ball down the side of the pitt;h. It
one of the opposition come to tackle you kick the

ball further up the side and another player will receive it. Dribble
further along the side. When you become parallel with the penalty
area two opposition players will come out tr.'- meet you. You can
dodge these by dribbling cutwards towards the edge and back in
again. When you come into the area. Now you have a very close
range shot with only the goalie to beat.

When you are in the league competition the best teams
to be are either Germany or Brazil as they have
got the best players.

FREE CASSETTES!

if your hint, tip or map is used by
The Tipster you can claim a FREE
CASSETTE (from those currently
available from The Accessory
Ehnpl but wu won't get one if you

send something to The Tips-
w nﬂ tipping now!

HOW TO CLAIM

I you see your name in this column
just drop us a line and say ‘My
name is ... and | claim my free
Tipster cassette’ and simply tell us
which cassetle you would like (give
an alternative just in case). We will
whip it 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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LENOLOC, LENOLOC WOLLOF EM, OG OT TELOIV, EIT LLEB OT
HSUB, TELOIV WOLLOF EM, S, S, EQJ TUP HCTAW NI ESAV,
HTIDE WOLLOF EM, OG OT LAIDNUS, HTIDE TIAW 1 HSUP
LAIDNUS, HSUP LAIDNUS, TEG NOMONG, OG OT LAIROMEM,
EKAW EUTATS, OG OT LLAW, HSUP LLAW.......!

Part 2.

N, N, E N NS TIAW N, N, N, N, E, EOJ W, N, E, HSUP LLAW,
TIAW 3, HSUP LLAW, W, W, LOOC RETAW, TEG PAM, N, E,
PORD PAM, E, TEG REPAFP, W, PORD REPAFP, EQJ TIAW 1 LLUP
KRAMKOORB, LLUP KRAMKOOB, TEG BLUB, PORD BLUB, HSUP
HCTIWS, W, TEG BLUB, TUP BLUB NI LIOF, TEG LIOF, TUP LIOF
NI REDLOH, HSUP HCTIWS, E, U, U, TEG NI, TEG GULF, D, N,
HSAMS RORRIM, EOJ TEG ESAC S D PORD ESAC U, 5, U,
LOOC GULP MO YDOB, D, NEPO LENAP, TEG TEKCOS, TUP
TEKCOS NI LENAP, ESOLC LENAP, HSUP KCOLC, (UOY OD
DEEN 1 EROM ECEIP FO ECMEDIVE TAHT | EVAH TON TEY
DNUOF TUB | OD WONK WOH OT TRELA EHT YCNEGREME
SECIVRES), D, W, HSUP ELTTOB, TAEH LOOP, LLUP SNAITRUC

Part 3.

W, OG OT NAV, TEG NI, (TIAW LITNU Tl SYAS UOY ERA TA A
NOITCNUJ NEHT OG TSEW LITNU UQY NAC TEG OT EHT YAH),
TEG REYARPS, OG OT SERIW, TUP REYARPS NO SROTCEN-
NOC, OG OT REKAERB, HCTIWS REKAERB, E, TIAW LITNU
HARAS S| DNUOF TUO NEHT OG TSEW, U, U, W, TEG BLUB,
UQY TSUM TCARTSID NHOJ 5 SEMIT. | EVAH DNUOF TUQ EHT
EVIF SYAW TUB | LLITS MEES OT NUR TUO FO SNOITCARTSID
EROFEB NHOJ SEES EHT ECILOP. EHT EVIF SNOITCARTSID
ERA GNIPPORD EHT BLUB ECNO UQY EVAH ENOD TAHT OG
TSAE, D, D, D, TIAW ROF LESAEW, TIAW, NI, N, TIAW 3,
TSEFINAM, TUC SEPOR, S, TIAW ROF LESAEW, HSUP REM-
MAH, TSEFINAM, HARAS EIT SEPOR OT LESAEW, TUD, U,
HARAS EDIH DNA TIAW 10. EHT REHTO 5 SYAW ERA LLUP
SNIATRUC, EGRAHC NHOJ, LLIHC NHOJ, HSUP RIATS. YPPAH
GNITNUAH 1l

SPECTAL




The maps and tips to Montezumas Re-
venge have made it this issue and they
are supplied by Richard Hunter and
Neville Westcarr from Leeds, but again
there is no address so they will have to
contact the magazine for their prizes.

The first three levels all have different
layouts of the rooms but those after the
third level have the same map as the
third level.

All routes stay the same and all keys,
doors, flames are found in the same
rooms. The only difference are the nuwm-
ber of darkrooms. On level 3, the bottom
three layers of the pyramid are dark,
level 4, the bottom four layers are dark
and so on.

Your main priovity 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 smattering of stuff from John
Hubbock from Liverpool. Are your
sandwiches and fizzy pop stowed safe-
ly? Right lets gol

Stay between 19 and 25 on the alti-
meter in Blue Max and then you
can shoot the tanks with the machine
gun if you keep your finger on the
button.

in International Karate wait
until 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
in.

Use up all of your money on goal
cards in Footballer of the Year
until you are on your last £200 or so.
Then buy an incident card and if you
have "bad luck” on it then you won't
have to pay your debts!

Now comes a tip for all of you that
find that you can't beat the computer
during the Spy vs Spy trilogy.

Spy vs Spy I - Let the other play-
er collect all of the objects and when
he has got them. go into the same
room as him and fight him. If you
fight him and win, collect the objects
from the picture/table/desk in the
room and go to the airport.

Spy vs Spy II (Island Caper) -

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 your
opponent can't win and a very nice
memorial service can be held in your
honour,

More Quick E's over the page =

NONTEZUNAS
REVENGE o Sl

i % tie i
mapped by | s B = Flane
Richard Hunter & i > = one wiag
Neville Westcarr 0 4 e Ryt

R = Red Hey
Riue Key
& Green Reg

Goldes ';I'rl_lr

[H H HEHEH H
| CHATHHOIBR O

Leve! :THREE

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 may be the only female troll to have her own Level 9 adventure but
she needs help to finish 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 PULL
CABBAGE = LLUP EGABBAC :

Part 1 Little Moaning

N, NI, EVIG NOITITEP OT ENOYREVE TPECXE SALIS, TNOD TEGROF AROLF
NI EHT NEHCTIK, TUO, W, S, TEG SEIRECORG, EVIG NOITITEP OT SSiM, N, W,
W, 5, SE, NE,YSPOLF TIAW 2 NEHT KCONK, SW, NW, N, N, E, TEG REDDAL,
W, PORD REDDAL, U, EVIG NOITITEP OT SRM, NEPO EDORDRAW DNA
NOITITEP OT SUMAES, D. TUO, 5. E. E. E. NW, NW, E, YSPOLF E, E, PROD
SEIRECORG. LLUP EPOR, EDIH, NI, EVIG NOITITEP OT MRA, W, W, NW, E, OG
DNUDRA EHT MAAF DNA TEG ENOYREVE OT NGIS, W, N, TEG NO, KOOR 0G
OT ESUDHTGHIL, D, EVIG NOITITEP OT EILLIM, TUD, 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, 5, TEG NI, W, W, EVIG NOITITEP OT
YEMNOE (FI S'EH EREHT, FI TON TIAW LITNU EH SEMOG), TEG TUQ, KCONK,
NGIS, W, NW, NW, NW. W, W, W, OG TSAE LITMU EHT ALLIROG STEG KCUTS
NI EHT SREIRB NEHT OG TSEW LITNU UOY EMOC OT NEDALMOOD DNA
EVIG EHT NOITITEP OT THUA......|

Part Two

D, TEG FAOQL, NUR OT HAONG, HADONG EIL NI TNORF FO RELLORMAETS,
¥SPOLF TEG SNALP, NUR OT KSAC, TEG RUCLF DNA KSAC, LLUP EKARE,
HSWUP REVEL, NUR OT RELLORMAETS DMNA TIAW LLIT SALIS SRETNE MOT-
TOBYGGOS DLEIF OT EVAH A KAERB-AET NEHT OG M, N, KCIK MAD, 5, 5,
TUP FADL NI YENMIHC, UOY LLIW WON EB DERETSEFP YB 7 SLLORT ENO TA
A EMIT, A LLOAT LLIW NUR RETFA UOY NEHW TI SEES UOY DNA UOY ERA
TON YDAEALA GNIEE DESAHC, ESEHT RUOF ERA LUBMA, MURDLOD, SSEL-
MROG, DNA ELBMUF, EHT REHTO EERHT ERA ENAB OHW SLLAF NI EVOL
HTIW LIDY, KNURD GGUHC, DMA TOGRE OHW SDRAUG EHT NRAB, SIHT 51
EHT REDRC | TEG DIR FO MEHT M|

The Warren
OG W NEHT N MORF LUBMA STRATS GNISAHC UOY, D, YSPOLF TIAW 2
KAERRE TOOR, O, U

The Windmill
DNIF EHT LLORT TAHT STRATS GNISAHC UOY MEHT OG OT REVEL, ¥SPOLF
TIAW 4 LLUP REVEL, D, TUD, TEG NI, TUP KOOH NO LLORT, ECNO UOY EVAH
TOG DIR FO OWT OG OT EULE DMA MEERG, OG OT LLEW, TUP EULE MI
LLEW, YSPOLF TIAW 1 DNA TEG GABONAH, TUP NEERG NO YSPOLF, W, TEG
EEEENAH DNA RAEW KCITSPIL DNA EMUFRER, LIDY NAC WON TEG TSAP

A

The Well
ECHNO NIAGA TEG A LLORT OT WOLLOF LIOY NEHT OG OT LLEW TUP NEERG
MO LLORT, TUF NEERG NI LLEW

The Trapdoor

DNIF TEY REHTOMA LLORT OT WOLLOF UOY MEHT OG OT ROODPART,
NEPO RODDPART, YSPOLF TIAW 1 ESOLC RODDPART, HSUP LLORT, TUP
RUOLF NO ROODPART, E, NI, EVIG KSAC OT GGUHC, NUR OT KCIRB, LLUP
KCIRB, PEEK NO GNILLUP TUO EHT ESOOL SKCIRB LITNU EHT NRAB SES-
PALLOC, NEHT TIAW LITNU EHT RETUPMOC SYAS UOY REEMEMER SALIS
DNA OG KCAB OT EHT ESUOH NEHT DO THIS, U, TIAW LITNU SALIS SEKAT
UOY E, TUP SDEED NI PAG........

Part Three

M, NUR OT NIB, HCRAES HSIBBUR, NUR OT ¥SIAD, U, TUD, N, KOOL EERT,
KOOL WODAHS, NI, L, TIAW LITNU FLUR SEMOGC NEHT OG W, KOOL SESSAV-
MNAC, TEG ECEIPRETSAM, E, D, TUQ, N, N, NEHW LIOY EMOC OT EHT
GNIMMIWS LOOP Fl REPSAJ T'NSI GHNIMMIWS NEHT OG E DNA EDIH, FI EH S
EREHT DNA SYAS EH SEICHAF A MIWS TIAW NEHT GO TSAE DNA EDIH, TIAW
ROF REPSAJ, TIAW, N, TEG XAF, S EDIH, TIAW, ROF REPSA., TIAW, W, 5,
LITHNU UDY OG KCAB OTHI EHT NOISHAM NIAGA, W, KCOLNU ROOQD, NEPO
ROOD, TUQ, YSIAD TIAW 2 NEHT KCONE. NI, U, NI, TEG REPAP, LLUP
REWARD, T'NOD TEG EHT SBUTS, TUQ, DNIF ¥SIAD, OD EHT EMAS GNIHT
HTIW EHT ROOD NIAGA NEHT OG KCAB OT EHT SBUTS DMA TEG MEHT,
TUD, W, W, NEPO WODNIW, TUQ, E, OG NI OT EHT MOOR AND GET EHT
DHOMAID, MEHT OG TUQ OF TI, E, E, D, NUR OT ECALPERIF, (EREHT ERA
OWT, ENO SI NI 5REPSAJ MOOR QS FI UDY DNIF FLESRUOY GMIYRT OT
TEG HGUORHT A DEKCOL ROOD OG REHTRUF YAWA MOAF SREPSAL MOOR
DMA YRT NIAGA}, OG OT YENMIHC, W, W, OG OT ECALPERIF, FI REPSAJ 51 NI
EHT MOOR TIAW LITNU EH SEVAEL NEHT DNIF EHT EPAT DNA TUP TI NI EHT
GMNIFEWSNA ENIHCAM, FI NI TBUOD FO WOH OT DROCER A EGASSEM KOOL
ROF & LALNAM. WHEN YOU HAVE DEDROCER A EGASSEM, TIAW ROF EHT
ENOHP OT GNIR MIAGA NEHT SSERP YALP, TEG EPAT, OG OT TIARTROP,
EVOM TIARTROP, EPYT 888155 (THE NUMBER IS THE CORRECT WAY
ROUMD. EIGHT, EIGHT, EIGHT, OME, FIVE, FIVE), TEG STNUOCCA, OG KCAB
OT EERT EUNEVA DNA EVAW, NUR OT REPSAJ, U, GNIWS, UOY EVAH TSLL
DETELPMOC SDIRGMI KCAB.....I1

Sy e 50 Small. Bt al leasl & ae ad Gmal i the
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QUICK E’s continued

Spy vs Spy III (Arctic Antics)

If you have one of the pieces and your opponent has the rest,
go into an igloo and don't come out. Now your opponent can't
win. Fairly selfish but at least you stay nice and cosy and
warm.

A little financial advice from Steven Head of Willenhall con
cerning Kenny Dalglish's Football Manager. When
playing this game keep a count of your money. Do not bother
resaving the game once it reaches £99,999,999 because a
prompt will come on the screen saying "vou do not have
enough money”. This also happens World Soccer but at £10
million.

Quite a lot of help wanted this issue
covering all sorts of problems.

John Hubbock needs, wants, nay
pleads for help with TEMPLE OF
APSHAI, BOULDERDASH I
and II. To his plea for help with
PHANTOM | can give him help by
saying have a look at the past 2 or 3
issues of New Atari User for the hints
you are after.

Dave W. of Birmingham needs help
to explain what the ¥ and R are for in
his inventory of HACKER. (Have a
look at issue 52 Davel) He also has a
problem in that after visiting Switzer-
land and going on to Egypt and offer-
ing their Agent the chronograph he
keeps refusing it, he'll only accept the
$5000 then all the other countries agents go blank (freeze)
allowing no trading.

Andrew Kleanthous from Birmingham is renewing the plea he
made a few issues ago for help with SNOWBALL. | have
received the official Snowball hint sheet from Level 9 sent in by
a reader. This gives all of the locations and the objects and
how they are used. Unfortunately the sheets are impossible to
print because of the copyright rules and the printing of all of
the clues possible would fill an entire issue of the Tipster
(hmmm now there's an idea!). What | really need are complete
solutions to the adventures and maps if possible like those of
the Time and Majik serles. What are vou still reading this for
get adventuring and mapping.

Steven Nicklin of Tamworth needs the solution to WAX-
WORKS by Channel 8, especially the bit with the airlock.

Well that seems to be all for now (and by eck did it take a long
time to write this time! | must be getting old! (aaarrrggghhh!!!)).
As always send your tasty morsels to the usual address which
is:- (say after me!)

The Tipster
NEW ATARI USER
P.O. BOX 54
Stafford
ST16 1DR
ENGLAND

Time for me to stick my head in a liguidiser
INOrrrrrey

(Well it was such a good movie)




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.

MICRO DISCOUNT

Official ATARI: Coffee Mugs: Belt Buckles: Blow up Atari Logo Kites!!

Disk Software from Germany: English Text DONALD: SAPER: TACTIC:
TECHNO MNIMNJA: CULTIVATION/CROMATICS £5.50 each plus £1.50 pp

Budget Label Disk Games: DRACONUS: FRED: MIRAX FORCE: NINJA
COMMANDO: TRIVIAL PURSUIT: WINTER EVENTS £4.95 each + £1.50 p/p

SUPERSCRIPT:: "Disk” for BO0XL, 65/130XE. Word Processor. Calculator,
Mailing List and 20,000 word "English® spell checker, complete in one
ackage. You can write, store and edit all comespondence and documents.
a small
business requires. Makes typing up school homework easy. NEC plus a
driver ereator program. Including full documentation and tutorial programs to

roduce letters, invoices, price lists, contracts, labels, ewverythin

get you up and running fast.

OMLY £10.95 inc. UK postage. Only £9.95 if you are a Data Base member
ATARI STARTER SET & LIGHT MODULE SET: As featured in lssue 56

Mew Atari User £12.95 plus £3.00 each for UK. postipacking

NEW "PRINT LAB" Disk: Great Printer Utility for 1020 and 1029s. Produces

labels, screen dumps and much meore £5.95 plus £1.50 UK, pip

MICRO-PRINT: Centronics Parallel Printer Interface. Works with all Atari

8-bits. Compatible with all software £31.95 plus £1.50 p'p

DUAL FORMAT TAPES for ATARI XEs/XLs (standard side A - Turbo Side B):
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 1l: SWAT: THUNDERFOX: TIGER ATTACK

- £4.50 each plus £1.50 p/p.

If you want to run these tapes in the High Speed Turbo Format g}: must
LS.

have a Turbo modification fitted to your recorder. ASK FOR D\
OVER 70 XE’XL ROM CARTRIDGE TITLES IN STOCK!

PLUS A BARGAIN BIN OF BOX DAMAGED OR NO BOX ITEMS!

For full details check out Issue 4 of our information catalogue. But first you
will need fo register your name and full postal address on our Data Base.

The cost of this service is £3.60 for 6 copias (1 every 8 weeks)
£6.00 Europe, £10.00 Elsewhere. Alternatively you can downioad
the complete 133k file ‘FREE' from the CITY BBS. Tel. 021 321 1610

EXCEL DISK MAGAZINE

EXCEL 16 - out Now! £4
EXCEL 17 - out September 1st £4
EXCEL 18 - out October 1st £4

Back issues 1 - 15 available - £2.50 each
Buy any ten back issues for only £20!

NEW PUBLIC DOMAIN/SHAREWARE SOFTWARE!

Send a first class stamp (and 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: £3 each or £10 for 4!
HOBBYTRONIC DEMO '32 (1050) - Great demo
CYBERSCAPE & VIDEO BLITZ (130XE damos)
SHINY BUBBLES & COMPYSHOP (130XE damos)
PHANTASY DEMO (Techno Music) (1050) - Good
SUPER DOS 5 & G DOS - Two good DOS disks
MACH DOS & BLACK DOS - Two more DOS's
EASY STORE & EASY FIND - Data retrieval
SUPER STUD POKER & ROULETTE - Good games

BASKETBALL & GOLF - Spor simulations

ADVANCED MUSIC SYSTEM DEMO - Great tunes

SWIMSUIT GIRLS - Gorgeous digiised girls

BACH & BEETHOVEMN - Classical music demos

ALL FROM:
R. STUART: 21, STRONSAY WAY, BROOMLANDS, IRVINE,
STRATHCLYDE, KA11 1HZ, SCOTLAND

All cheques/PO's payable to R. STUART

ATARI XL/XE SOFTWARE |

TIGER DEVELOPMENTS

NEW BUDGET RELEASES

BOING 1l

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

SPEED FOX

Speed around the Universe neutralising the enemy cells while
under fire. Veery fast, 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

TARKUS AND THE CRYSTAL OF FEAR DISK £4.99
MISSION ZIRCON DISK £4.99

PROGRAMMER'S WORKSHOP 1 & 2 DISK each £3.99
Send SAE for further details of all our products

Send orders/enquiries to:
TIGER DEVELOPMENTS, 26 MENZIES AVENUE,
WALMER, DEAL, KENT CT14 7QZ

INTERESTED IN REAL ALE?

WHAT DO YOU GET
AS A MEMBER OF CAMRA N.I.?

- Your own quarterly N.I. newsletter with news, details of local events,
outings and meetings, plus ‘What's Brewing', the independent monthly
U.E. 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 beer Anza

- 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 .........cccenne.
Signature
Age 18-25...26-35.... 36-45 .... 56-65 .... Over 65 ....

N. Ireland membership .... £5.00 - single; £7.50 - joint

{Cherues payabie

Photocopy or cul this form and send to: i CAMRA Lid]

CAMRA Ltd, 34 Alma Rd.,

St. Albans, Herts., AL1 3BW
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XL/XEUTILITY

DIRSECTOR EDITOR

in 8O column format

o continue with the theme of 80 column text covered in

the article and program in Issue 55, here's a program

that allows you to view and edit individual sectors of a
disk. It uses the exira space on screen to display the 128 bytes
that make up one sector. At the top of the screen is the
decimal display, and at the bottom the ATASCII display.

Being able to view the disk in this way is useful to search
through adventures for clues or even look at machine code
routines (If you can translate them from decimal). But this
program allows the data to be loaded and edited, then saved in
exactly the same place on the disk as if nothing had happened,
This could allow last minute alterations to your machine code
programs or if you dare, altering other peoples!

Before we go on let me stress a couple of things. Firsily,
altering copyright material is not illegal, but trying to sell the
edited program as your own work is! Secondly, whilst | use
this program regularly and have had no trouble with it, please
do not try to hold me or Page 6 publishing responsible for any
damage the program might inadvertently cause to your disks,
Some disks are copy protected and use complex archiving
techniques, editing these can corrupt the disk entirely - You
have been wamned !,

BACK IT UP!

The safest way is to work on a back up copy il you can, and if
you can't note down carefully any changes you make so it may
be put right again! If I haven't scared you off with the last
couple of paragraphs then I'll continue with the full instruc-
tions for the sector editor program.

Firstly type in the Sector editor listing and merge it with your
original 80 column text set up routine (Issue 55). Then save il
before running. When you run the program it will draw two
boxes and display a simple menu.

Before you can go any further you must enter a sector
number, you can't edit or save without first loading! After this
vou can choose from the menu by pressing keys 1 to 6.

1. LOAD SECTOR: As it implies this is to load a sector.
You will be prompted for the sector number, either Lype the
number and press Return or press escape to cancel the
load request

2. SAVE SECTOR: You only have to save a sector if you
have made any changes and wish them to be permanent.
You do not have to put a sector back just because yvou
loaded it! To make sure this is what you want you will be
asked to confirm the save by hitting the "Y" key for yes. Any
other key will be taken as no

3. EDIT SECTOR: The editing takes place on the decimal
grid. On selecting this a box will be drawn in the top left
hand corner. This is the cursor and it can be moved by
using a joystick in port 1. Position the cursor over the
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David Rawlings presents
a practical application
for his 80 column text
routine in the last issue

number you wish to change and press Fire, and you will be
prompted to enter the new value. Either type the new
number and press Return or press Escape and this will
take yvou back to the main menu. To exit this mode press
Fire then Escape.

4. RESTORE: This option will change the sector on screen
back to what it was before any editing took place. It's useful
to put back the original sector if yvou have saved an edited
one in it's place, but it will only change it back to what it
was when you last loaded it using option 1

5. PRINT SECTOR: For printer users this will print the

decimal display of the sector

6. QUIT: This will return you back to basic

The program is full of REM statements and these are for
presentation and educational purposes only. This, and all my
other programs, will work perfectly well without them.

Well that's it from me, now its your tum ! If you can think of
any practical uses for the 80 column text, or better still write
programs for il. then why not submit them and share it with
the rest of us?




SECTOR EDITOR

‘C3
Jia
Fu
Gl
56
PZ
cY
NN
P
EF

JG

HJ
Ic

(-4
RS
FHM
TY
KI

TS
N
(] ]
TC

NC
7] ]
EO
HK
o
GH
ap
B.J
PC
RL
TK
IB
Z5
Gu
H5
DB
oT
ES
UN
su
EK
HG
orT
GD
ZZ
BY
FU
DE
oK
TV

BG
PH
RJ
oH

HI
Gy
Yv

REM

REM # EIGHTY COLUMMN SECTOR EDITOR &

REM 1t by 4

REM 1 Matthew Bennett -

REM

REM

REM

REM

id GOSUB 3586

280 GRAPHICS 8+16!CLR :CLOSE Hi:0PEN 131

T L

I8 POKE 17868,PEEK(B88) :POKE 1789,PEEK (S

22

40 POKE 718,131

50 GOSUB ZOO@:REM SET UP SCREEN ETC

68 GOTO 118

61 REM ——--— MAIN MENU -----

65 MESS=0:GOSUB Z3I08

70 GET M1,K:IF K<{48 OR K>55 THEN 7@

75 H=46:¥Y=22:L=16:GOSUB 2400

88 K=K-48:0N K GOTO 116,3I680,15090,600,2

928,108

98 GOTO 7@

188 END

189 REM -—--- LDAD SECTOR -————-

118 GOSUB 700

128 TRAP 250

130 POKE 769,1

149 POKE 770,82

159 POKE 779,INT(SECT/Z56)

168 POKE 778,5ECT-INT(SECT-256I%Z56

178 MEM=ADR{SEC%)

168 POKE 773,INTC(MEM/256)

199 POKE 772,MEM-INT(MEM/Z56) %156

200 DzUSRCL15I6)

218 TRAP XI8008:0LDSECS=SEC5:GOSUB 1088

228 GOSUB 1200

238 GOTO 65

248 REM ----- TRAP I/0 ERROR --———-

258 POP :MESS=4:GOSUB 2360

260 GET #1.K .

2780 H=4Z2:Y=2Z2:L=36:GOSUB Z408

Z80 TRaAP 40000:GOTO &5

289 REM —--- SaVE SECTOR —----

I00 TRAP ZS5O:MES5=5:GOSUB 2360

I0S GET M1 ,K:IF K<{>B% THEN 388

318 POKE 770,87

Iz@ POKE 779,IMT(SECT/2562

338 POKE 778,5ECT-INT(SECT/2562%256 .

349 MEM=ADRC(SECS)

IS8 POKE 773,INTI(MEM/256)

Z68 POKE 772Z,MEM-INTI(MEMsZ56) %256

I78 D=USRCL53I6)

IB0 HN=42:¥=22:L=24:GOSUB Z408

390 TRAP 40000:GOTO 65

688 MESS=6:GO0SUB 2I88

610 SECS=OLDSECS

6280 GOTD Z2i@

699 REM —--- INPUT SECTOR NO. ----

788 MES5=3:GOSUB ZZaa

Y85 K=63:Y=2Z2:GO0SUB &a00 .

710 IF MUM=-1 THEN POP (H=-4Z:Y=2Z:L=25

i1GOSUB Z400:GOTO 65

715 SECT=NUM

720 TERTS=STRS(SECT)

7I0 TEHTS (LENMCTEXRTS)+1,LENCTEXTS) +323="
E'I

7480 O=USR{IOZ04,ADRCTEXTS) .58, 1)

L - R

pP
Zp
ES
HT
GG
Yp
Gu
50
HC
TK

RI

n
FF

BF
TC
HH

Ju
IN
AE

GY
BN
RL
LY
BX
HI
ac
BG
T
ap
Ic

16
HZ
Ku
KT
uL
G5
(1]
04
BE
zc
PH
PZ
PF

EfQ

UN

EN

FP

NI

TO

oM

oT

AR

750 H-4Z:Y-ZZ:L=30:605UB 2488

760 RETURMN

799 REM =--- IMPUT MUMBER ROUTIMNE ---
8O0 NUMCLY=-B:MUMLZ) =@ :NUMC(I)IZB:PC1
810 TEMTS="Q o

820 N=USRCIBZ204,ADRITEXTS)  XK,¥)

838 GET #1,K

BI5 IF K=Z7 THEWN NUM=—1:RETURN

8490 IF K=155 THEN %88

8580 IF K=i126 AND P>i THEN Hz-H-1:P=P-1:

GOTD B1i8
868 IF K)=48 aAMD K<{=57 aAMND P<=I THEN &
1]

870 GOTO G630

880 TEXRTSC1,1)=S5TRSKK-48) :TEXNTS(2,2)="

2" :0=USRIIAZ204, ADRITEXTSD , X, ¥)

898 N-M+1:NMUMIPI-K-4B8:P=P+1:G0T0 818

300 IF P=2Z THEM MWUM=MLMCL1) :RETURM

918 IF P=I THEN MUM=1@8WNUMC1) +NUMCZ) :R

ETURN

930 MUM=LOO®MUMCL) +LOMNUMIZ) +NUMIT)

948 RETURN

999 REM -=-== PECIMAL PRINT —---—-

1688 FOR C=6 TO 7

1018 FOR L=8® TO 15

18720 TEXKTS=""0aae"

1030 D=ASCCSECS(CHLIGHL+L,CH16+L+1))

1848 IF D<{1® THEN P=3:GOTO 1870

1858 IF B<100 THEM P=2:GOTO 1878

1868 P=1

1878 TEXTS(P,3)=5TRS5(D)

1880 O=-USRCIOZ04, ADRITEXRTS) ,L¥4+1,C+3)

1998 MEKT L:iNEXT C

1188 RETURN

1199 REM ---- ATASCII PRINT --—--

1208 FOR C=@ TO 7

1218 FOR L=1 TO 16

1220 H=L®Z-1:¥=C+i4

1230 TERTSC(L1,1)=SECS(CH16+L ,CHLE6+L)
1248 TENTS(2,2)="g"

1250 N=USRI{IDZ04,ADRITEXTS) ¥, V)

1260 MNEXT L

1278 NEXT C

1280 MESS5=1:GOSUB ZI88

1298 RETURM

1499 REM —-—- EPIT SECTOR ----

1588 I=1:J=3

1518 MESS=7:GOSUB 2308

1530 COLOR 1:PLOT I®4-2, %8-1:DROAWTD I

4412, InB-1

1540 PLOT IN4—2, /WB+8:DRAWTO IN4+17, %
g+8

1550 IF STICKCBI=14 AND J>3 THEN GOSUB
1608:J=J-1:G0T0 1530

1568 IF STICKCBI=13 ANMD J<10 THEN GOSU
B 1600:J=J+1160T0 153@

1578 IF STICKEBI=11 AMD I>1 THEN GOSUB
1608:I=I-4:GOTO 1530

1580 IF STICKIBI=7 AMD I{61i THEN GOSUB
i608:I=I+4:G0OT0 1530

1598 IF STRIGEGI=0 THEN 1625

1595 GOTO 15580

1600 COLOR 8:PLOT IMN4-2,.%8-1:DRAWTO I

#4+12, INB-1

1610 PLOT I®4—2, )%B+8:DRAMTO IN4+1Z, %
a+s

1628 RETURN

continued =

Mew Atari User - lssue 57

23



SECTOR EDITOR

VE
s
B
M
MK
Iu

BY
EZ
Y5
KM
CE
MF
oM
Er
(1], ]
L3
VH
uL
0F
Ip
TH

5T
NR
ve
HY
WS
MO
Ke
RQ
WD
Jdd
50
HG
Js
av
JH
uo
KH
RS
WF

CI

Fa
SH
BY

Zu
¥YG
TA
as
MO
TH
u.J

arT
By
OF
BC
JB
urF
AP
ov
KI

1625
1638
1648
1658
1668
1670
0 65
1706
1718
17za
173a
1748
1758
1768
1778
1788
1798
1888
igia
1828
1999
2o0p0

H=42:¥Y=22:L=3Z:G05UB Z408
MESS=6:GOSUB 2300
K=7B:¥=22:GOS5UB 880
H=FB:¥=22:L=41:GO0S5UB 2400

IF MUM}255 THEN GOTO 1770

IF MUM{B THEN GOSUB 1600:POP :GOT

TEXHTS="gaap"

IF WUM{1@ THEN P=3:GOTO L1740
IF MUM{188 THEN P=Z:GOTO L1740
P=1

TEXTS P, II=5TRS (NUM)
M=USRCIOZO4, APRITERTS) , I, .0
P=(iXI*+X) /4D +(J-TIH1E
SECSC(P,P)=CHRS (NLM)

TEKTS (L, 13 =CHRS (NUM)
TEXTScz,2)="'p"
Y=J+11:X=XI/2+40.5

N=USRI(IOZ04, ADRCTEXTS) , X, ¥)
GOTO 15i@

REM ---—- SET UP DISPLAY ———-
BIM TEXTS(80) ,DELS(80) ,SECSCL128),

OLDSECSCLZ8Y , NUMC3Z)

Zoie
Zeze
Zeze
20409
Z@50e
Zece
Zove
ZPo88e
Z8%8
2108
Z11d
Fad
2138
2158
2168
z17e
Z188
Zia2
2184
2

2186
T

Z188
Zl1l%e
2192
T

2199
Pl
2218
2228
2230
ZZI3X9
2240

COLOR 1:FOR T=8& TO 1
PLOT L1,3+T:DRAWTO Z57,3+T

FLOT 1,18+T:DRAMTO Z57,18+4T
PLOT A1,92+T:DRAWTOD 257,92+T
PLOT 1,187+T:DRAWHTD 129,1087+T
PLOT 1,1794T:DRAOWTD 129,179+47T
MEXT T

FOR T=1 TO 257 STEP 16

PLOT T,.19:DRAWTO T,92

NEXT T

FOR T=1 TO 129 STEP 8

PLOT 7,187 :DRAWTO T,179

MEXT T :
RESTORE Z888:FOR T=8 TOD 17

READ H,.Y,TEMTS

O=USR{IBZO4, ADRCTERTS) , M, ¥

NEKT T

FOR T=1 TO 16:TEXTS(C2,Z2)="p"
TEXTS (L, 1)=CHRSC(T+64) : H=T*4—-2 1v=1

N=USRI(IVZOL, ADRCTERTS) . X, ¥ : NEKT

FOR T=1 TO B:TEKTSCZ,2)=1g"n
TEXTSC1,1)=CHRSCT+48) : K=B5:¥Y=-T+2
N=USR(IGZO4, ADRCTEXTSY . X, ¥) :NEXT

REM --- CLEAR SECTORS -—-

SECS (L =""" SECSC1Z26) ="9"
SECS(2)=SECS

OLDSECS=SECS

RESTORE 2260

REM ————- I/0 M/C CODE ---—--

FOR T=8 TO 3I:READ A:POKE 1S53I6+T,A

IMEXT T

2250
ZZ6@
2299
2388
2310
23z0
2338
2399
Z400
DELS
zZ410

RETURN

DATA 104,76,83,228

REM ——— PRINT MESSAGE ---

RESTORE 2Z908+MESS

READ H,Y¥Y,TEXTS

G=USRIIOZO4, ADR(TEXTS) , X, ¥)
RETURM

REM ———== DELETE TEXT --—-=—-
DELSC13=" ":DELS(603=" "“:DELS$C2)=

PELS (L, L#1)="@Q"

EE
aRr
KZ
=1
MO
BL
PN
LS

Fu
TB
GH
HE
HH
HF
IH
KT
KG
oL
FY
ZH
T
5Y
SR
LS

AE

KT

KP

L4

Yu
NP
KG
[ W]
FL
Fu
By
DK
HR
KM
H5
ac
cJ
auW
K
JH
AB
PT

L
JK
up
™
NE
GY

LY
ap

2478
Z43@
799
200
2810
2828
28ze
2840
zasa
2860
2865
zgveo
2875
2880
2881
882
2883
2884
Zaas
28486
2Za90
2899
2988
2901
2983
2904

N=USRCIBZ0O4, ADR (DELS) , X, ¥)
RETURMN

REM —-—— INITAIL TENT ----
VNN CECIMAaL DISPLAY [
paTa 43,1,SECTOR MUMBER:@
CaTa 42,14, LOAD SECTOR @
PATA 42,16,FA SAVE SECTOR @
paTa 42,18,8 EDPIT SECTOR @
paTn 58,14,F) RESTORE ©

paTa 58,16,8 PRINT SECTOR @
paTa S8,18,3 oulTt e
paTa 66,2, COLLMHN
pata 66, 3, GGG
paTa 66, 4, HISTEETEATTE
paTa 66,5, I
pata 66,6, IEDETTEEN
paTa 66, 7, NG
paTa 66,8, ECACEGE TSN
pate 66, 9, I
DATH 352 N.&. 0. RO

paTa 66, 11, RN

REM -----— MESSAGES —----

DATA 46,22,5ELECT 1 TOo 6 @

paTa 8,23, MIFESTEEC

DATA 42,22 ,ENTER SECTOR NUMBER >@
catTa 42,272  MIETEITTEEEE - HIT A

rRR AR ®

MY KEY @

2985
> £
2386
2387
FIRE
2988

BATA 42,22,5AVING SECTOR OK? (¥/N
DaTha 48,22, RESTORING. . . &

DaTa 42,22,SELECT BYTE AND PRESS
L]

DATA I8,22,.ENTER MEW BYTE OR PRES

5 ESCaAPE »@

2989 pATa 42,22 ,IEITHNETTTTTE - HIT A
NY KEY @

29180 REM —--- PRINTER DUMP ---

2920 TRAP 3IZ0B0

Z925 LPRINT ** SECTOR NO.';SECT

2930 GOSUB I400

2540 FOR T=1 TO 8

2958 FOR C=1 TO 16

2960 B-ASCISECS(THLIE-164C, THI6-16+C))
29790 TEXTS(CHM4-T,CH4) ="%gaa"

2980 IF B<19 THEN P=3:GOTO 3818

2999 IF B<188® THEN P=2:GOTO 3818
I088 P=1

30180 TEXRTS(CH4-3I+P,CH4I=STRS(B)

I0Z8 MEXT C

3830 TEXTSIBES,65) —rimn

048 LPRINT T:;" ":TEXTS$(1,65)

IBSEe NEXT T

IDED GOSUE 3400

IB870 TEXKTSLLI=" ":TEXTS(80)=" "!TEXTSC
ZI=TEXTS

31080 FOR T=1 TO 16

3090 TEMTSITH4-2, T®#4-2) —CHRS5 (64+T)
108 MEXRT T

110 LPRINT " "TEHTS (1,642

128 GOTO 65

31208 MESS=92:G05UB Z3I00:GOTO 260

400 TEXTSCL) ="®":TEMTS (B0 =% TEXTS(
ZI=TEXTS

3418 LPRINT " *;TEMTS(1,65)

420 RETURM
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Reviews

SERIOUS STUEF FROM APK

tested out by Paul Rixon

ENHANCED POKEY PLAYER

The Pokey Player music system was first published in 1982
in the (now defunct) American publication Softside. It was
originally intended as a simple utility to add ‘Donkey Kong
style music Lo games programs. The editing process wasn't
exactly easy to use but it was deemed satisfactory for the
creation of short songs. Even so, Pokey Player gained enor
mous popularity with users who just wanted to compose and
play their own music.

Since the initial release the program and documentation
have been updated several times, culminating in the publica-
tion of Enhanced Pokey Player by Antic Publishing (who,
sadly, are also no longer with us). Pokey is, of course, the
piece ol silicon inside your Atari that produces noise [(in
addition to handling serial comms and keyboard decoding
hence named after POrt/KEYboard controller). 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. edil and ‘debug’ yvour potential sonic
masterpieces you have to use three different programs sup-
plied on the disk - the Editor, Compiler and VMerge respec-
tively. Having completed a composition, you can run it back

through the Pokey Player, another separate module of the
system. The Editor lets you enter notes using the joystick for
each of three possible ‘voices’ in your music source [ile. You
can insert, delete and replace notes as required, finally sav-
ing the whole lot to disk. The next stage involves compiling
each voice into the compacted format expecied by the Player
- lypically one byte per note. This also highlights any prob
lems, such as notes out of range. Once you have three
compiled files, you must run VMerge to produce the final
playable output file. If all this seems rather a rigmarole - it is!
Still, with some careful planning the resulis can be worthy of
the effort.

The documentation is (necessarily) extensive and is divided
into eight sections covering everything you could conceivably
need to know about composing music with your Atari - from
the theory of electronic music to programming hints on how
Lo merge tunes with your own Basic code. As with most of
Antic’s disks, you can view or print this information.

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

ENHANCED POKEY PLAYER is available from
Gralin Internmational on disk only at £5

SHERLOCK 1050

Sherlock 1050 is basically the disk user's equivalent of the
DIY enthusiast's toolbox. It's a disk utility program with
numerous lacilities to examine, modily, search and generally
fiddle with the contents of your floppies.

The program is menu driven and therefore guite simple Lo
use, though it's recommended that you take some time to
study the documentation before experimenting with your
disk collection. In any case, you should always make a
back-up ol any disk you're about to explore, to avoid any
embarrassing mishaps! Coincidentally, Sherlock incorporates
an ‘intelligent’ disk copying function, its speciality being to
read as many sectors in each pass as the memory space will
allow. A format utility is supplied to prepare disks for use
with the copy routine - this is faster than the normal DOS
format. since it doesn’t need to prepare the DOS sectors and
disk directory areas (as these are copied over anyway).

One of the main options is a sector dump. This asks you to
enter the sector number (in hexadecimal) that you want Lo
view. The ASCII and hex representation is duly displayed,
and you can skip onto the next or previous sectors or dump
the current information to your printer. From here you can

also launch straight into edit mode, which is one of Sher
lock’s most powerful - and potentially dangerous - abilities.
You can modify any sector in hex or ASCII mode, perhaps to
try some of those handy game cheats described by Harvey
Kong Tin ([ssue 29), or just to ‘personalise’ your software. To
help you keep track of where you are on a disk, there's a Disk
Map option which graphically reveals the entire contents.

For those who are confident with assembly language - or
who want to learn - the disk disassembler will rip apart the
hidden secrets of programs in a jifly! Again there are print
oplions so you can inspect the results at a leisurely pace. A
disk search is another extremely useful function and here
again Sherlock doesn't fail to deliver. You can search lor hex
codes or ASCII] character strings and when a match is found,
you can choose Lo 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 suile of utilities similar to those offered by Sherlock
1050, it could be time to make amends!

SHERLOCK 1050 is available from
Gralin International on disk only at £5
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XL/XE UTILITY

26

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

hile writing programs in Basic | have often found that
WI wanted to change the name of a variable. | would

have variables like V, X or 5% and | wanted them to
have a more meaningful name. Also [ try to standardise the
names of variables, e.g. not have CUR_VAR, VARI_TYP, VARI-
ABLES but instead have CUR_VAR, VAR_TYPE, VARS. [ de-
cided to write a program that would allow me to change the
name of variables.

My first attempts inveolved altering the variable names while
the program was loaded but this proved very tricky to do. If the
new name had the same number of characters then it was
easy but il the name was to be shortened or lengthened then
problems started. | also had to find space to put the code, the
Basic part and the machine code routines,

| eventually wrote a separate program that would allow me to
edil the variable names of a saved program. Since space was
not going to be cramped [ was able to put in a lot of features.
About the only feature I did not put in was a Search and
Replace function which [ left out because if used incorrectly it
could cause untold damage to a program.

SOME BACKGROUND

Before getting down to typing in and using the program some
background information will help to understand just what the
program has to do and how to use it. First we will look alt how
Alari Basic stores programs with the information found in two
highly recommened books - De Re Atari and Mapping the
Atari. Then we will look at the differences in Turbo Basic which
[ found out while writing this program. Finally [ will show how
to use the program and how to it works,

Issue 57 - Mew Atari Usar

VAREDIT

ATARI BASIC

Atari Basic has only three types of variables: Numerics,
Arrays and Strings.

A saved Baslc program consists of four parts. The first part
consists of seven memory pointers. The second is the variable
name table which is a list of the names of all the variables. The
third is the variable value table which records what type each
variable is and it's dimensioned size. The variable number is
also stored here - each variable has a different number starting
at zero for the first variable. The last part is the statement
table, this is the actual program stored in tokenised form.

When the program is loaded and run two extra tables are
added. There is the string and array table which contains the
characters in all the strings and the values in the arrays.
Finally there is the runtime stack. When the program executes
a GOSUB, the current position in the program is stored in the
runtime stack, so that the program can return there when the
RETURN is executed: the same goes for FOR NEXT loops.

The seven pointers are stored in memory locations 128 to 141
along with two extra pointers in locations 142 to 145. These
pointers point to where each of the tables begins.

Memory Location Pointer

128,129
130,131

Start of memory used by Basic
Start of variable name Lable

132,133 End of variable name table + 1

134,135 Start of variable value table

136,137 Start of statement table

138,139 Current statement in statement table

140,141 Start of string and array table

142,143 Start of runtime stack 7
144,145 End of memory used by Basic

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

In Turbo Basic
BPUT #0, DPEEK(130), DPEEKI(132)-DPEEK(130)-1

if you are using Atari Basic type
Y=PEEK(130)+256*FEEK(131): FOR X=Y TO
PEEK(132)+256*PEEK(133)-Y-1: PUT#0, PEEK([X);: N.X]

and you will see the names of all the variables, The last
character of each name is in inverse video.

The variable value table contains elght bytes for each vari-
able. The first byte is the type byte which indicates what type
of variable it is, the second is the variable number and the last
six bytes are the value or dimension 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 Decimal



format.
If the variable is an array then the type is 65 if the array has

been dimensioned or 64 if the array has not been dimensioned.

Of the six bytes, the first two point to where the array values
are stored in the string and array table, the second two bytes
are the first dimension of the array and the last two are the
second dimension of the array if it is two dimensional.

If the variable is a string then the type is 129 if the string has
been dimensioned or 128 if the string has not been dimen
sioned. Of the six bytes, the first two point Lo where the string
characters are stored in the string and array table, the second
two bytes is the length of the string and the last two are the
dimensioned length.

TURBO BASIC

To be compatible with Atari Basic Turbo Basic stores its

programs in the same way using the same pointers and tables.

Turbo Basic has three additional types of variables: Proce
dures, Line Label and Unassigned. The names of these addi-
tional variables are stored in the variable name table with the
other variables but they have different entries in the variable
value table.

If the variable is a procedure then the type is 193. Of the six
bytes, the first two point to where the procedure starts in the
statement table, This is a memory location not a line number.

Using memory locations is faster than using line numbers, e.g

if you have a line with GOSUB 800 then the program will look
for line 800 by starting at the beginning of the program and
going through each line number until it finds line 800, while
an EXEC procedure will go straight to the position in the
statement table to get the line.

If the variable is a label then the type is 194, Of the six byles,
the first two point to where the label is in the statement table
which is also a memory location. :

If there is a line in the program executing a procedure that
does not exist or going to a line label that does not exist then
that procedure or label is unassigned. If you enter the DUMP
command then the name appears with an ? e.g.

DUMP
INIT FROC 1930
SAVE_ERR # 1890
UNASSIGN 7
You cannot have a line label and procedure with the same
name. If you do try, then the second variable will overwrite the

first. However you can have a numeric and a label /procedure
with the same name.

Program overleaf v=

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 file called TTTTTTTT.TTT.

Run the VAREDIT program and enter the file name of the
program to be edited. You are then presented with the first
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 find the variables to
be changed.

+n advances you the number n variables (e.g. +6, +20 or
+993)

- goes back one variable

-n  goes back n variables

*F  finds a variable name. Enter the full name of the
variable when asked and if there is such a variable you
will be taken to it. The search starts from the next
variable

*§  searches for a siring 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 from the

i next variable -

*R  repeat 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, if necessary, then use *R to find the next occurrence

*M  show 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

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

*LA list only arrays

*LS list only strings

*LP list only procedures

*LL list only labels

*LU list only unassigned

*L list all types

*X  exit the program and save the the changes to the
variable table

*Q  quit 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. If you then LIST the
program to a disk file then ENTER it then both variables will
become one variable.

You can rename a numeric variable to something entirely diffe-
rent. For example rename "CUR_LEN" to "CUR_END_POS -
CUR_START_POS + %1". Then when you LIST and ENTER the
program that variable will no longer be there but replaced by the
expression. You have to remove any lines 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 lot of damage to a program if you set two variables to the same
name
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VAREDIT

EX
Y6
HD
vz
HH
HD
LL
FE
ay
UR
HY
up
RO

BC
BG
HI

Hu

Zc
BH

JP

RF
PS5
BE
et
HB
ta
ou

ot
ET
RJ

RR
ZH
L

CcI
vy
PF
FB
CK

FB
cu
LA
Po
nG

PE
JN

PI
GH

ZK

1 REHM TITTT
Z REM 1 VAREDIT - |
3 REM 1 by #
4 REM B Richard Lewis "
5 REM 1 in Turbo Basic n
6 REM B —---———— - m e e o =1
7 REMH B NEH aATARI USER auGc 199 ©®
8 REM mmrtrett i e e e e
18 REM

Z0 EHEC INIT:EXKEC MAIN:EXKEC TERM:END

Bl = e S
40 PROC HMaIMN

50 PO CUR_START_POS=VAR_PT(CUR_VaR)
ICUR_END_POS=UVAR_PTI(CUR_VAR+%1) -¥1:CUR
~LENZCUR_END_POS~CUR_START_POS+¥X1

68 EHEC FIND_TYPE:EXMEC DISPLAY_MAM
E:EXEC SET.DEF

7a ? CUR.VAR;:IF CUR_VAR=V¥8 O0R CUR

—VAR=MAM_VAR: INPUT "= " | INES:ELSE :IN

PUT *'— " LINES:ENDIF

Ba IF LINES="" THEMN LINES=''4=

28 IF LIMES=""#R' AND OLD_LIMNES {»1mn
THEM REP_FLAG=¥1:LIMNES=OLD_LINES

iaa CHS=LIMES €¥1,%1)

118 IF CHS="4" OR CHS$="-* OR CH5="

*Il

178 IF LENCLINES)»¥1:LINEZS=-LINE

FONZ,LENCLIMES)) :CHZ5=LINEZS (¥1,%1) {EL

SE ILINEZS="""";CHZS$=""":EMNDIF

1z8 IF CHS=""+" THEN LET DIRECTIO
N=¥X1:EHEC MOVE

148 IF CHS="-" THEMN LET DIRECTIO

H=-%1:EXEC MOVE

158 IF CHS="'#":IF CHZS5="K" OR CH

ZF=""0" THEM EHXIT

160 IF CH2$=%5' THEM EXEC SEAR

CH_LETTER

170 IF CH2S5="'F** THEN EMXEC FIND

—NAME

i80 IF CHZS=""M'* THEN EHEC MEMOD

RY

198 IF CH2S5="'L*" THEN EHEC LIST

~TYPE

z2ea ENDIF

zi0 OLD _LIMNES=LINES:REP_FLAG=X8

228 ELSE :IF NOT REP_PLAG THEM EXE

C CHANGE _MAME

230 ENBIF

240 IF CUR_VAR{¥X® THEMN CUR_VAR=¥8

258 IF CUR_VAR)HMAN_VAR THEN CUR_VUa

R=MAN_VAR

260 LOOP

278 ENDPROC

288 ————m o mmmmme

298 PROC FIND_TYPE:VAR_TYPE=¥1

I00 PO :IF PEEK(VALUE_ADR+CUR_UARMS)

SVAR_TYPE (VAR_TYPE) OR VAR_TYPE}6G THENW
TYPE_DIM=¥0:EXKIT

Iie IF PEEK (VALUE_ADR+CLR_UVARNE) =V

AR_TYPE (VAR_TYPE, %1) THEN TYPE_DIM=%1:

EXIT

Iz0 VAR_TYPE=VAR_TYPE+¥X1

Ize LOOP

340 ENGPROC

I50 ~==—— e mmmm e e

368 PROC SET_DEF:POKE 694,%0:POKE 702,

G4:POKE 7180,%0:POKE 709,10:PO0KE 82,708

POKE 8Z,3%:ENDPROC

7P ————mmmmmm e e

380 PROC GET_REPLY:REPEAT :GET REPLY:U

NTIL REPLY=NN OR REPLY=YY:PUT REPLY:?
:ENBPROC

b e et o e e e
480 PROC DISPLAY_NAME:? CUR_VAR;:IF cU
R_VAR=¥0 OR CUR_VAR=MAH_VA&R:7? "= ";:EL

SE 17 "= U :ENDIF
dia IF CUR_LEM>¥1 THEN 7 VARS (CUR_ST

HI

us
0z
¥H
EP

af

IF

ZR
oy

GP
VK

FX
C3

KD
PK

ML

RK
ou
.
P
RT
PI
ID

oT
YB

YI
FHM

55

PR

HH
UK
PE
HG
JH

up
LT
HR
JC
ZJ
KH

(14

¥5
TV

ART_POS, CUR_END_POS5-%1) ;

420 ? CHRSC(ASCIVARS CCUR_END_P0OS))Y+12
8):" - ":UAR_TYPES (VAR_TYPE®Z4+TYPE_DI
MELZ-23 , VAR_TYPEMZA4TYPE_DIMMLZ-12)
439 EMDPROC

PP R R R e e iz

458 PROC CHANGE _NAME

460 LET NEW_LENZLEMILINES) :LET MEW_E
MD_POS=CUR_START_POS+*MEM_LEN=-¥1:DIF_LE
N=NEW_LEN-CUR_LEN:REPLY=YY:VaALID=¥1
478 IF MEW_LEM=¥1 aMD (VAR_TYPE=¥X1 0
R VAR_TYPEC-XZ) THEN VvaLID=¥@

480 FOR STR_PT=¥1 TO MEW_LEN:CHAR=AS
CCLINESCSTR_PT)):IF CHAR>127 THEN LINE
SCSTR_PT,STR_PTI=CHRS (CHAR+128)

490 IF vaLID

500 IF STR_PT=¥1:IF CHAR<G6S OR C
HAR} 98 THEN vaLID=¥a

S510 ELSE

528 IF STR_PT{MEW_LEM:IF (CHAR

{65 OR CHAR>90) AND (CHAR<48 OR CHaR>S
71 AW CHaR{>95 THEN VvaLID=¥a

938 ELSE

548 IF VAR_TYPE=¥X.2:IF CHar{}
48 THEN VvaLIb=Xo

550 ELSE

568 IF VAR_TYPE=XZ:IF CHAR
€36 THEN VaLID=xa

570 ELSE :IF (CHARY6S OR C

HAR)} 383 AND (CHAR{48 OR CHAR>»S7) AND C
HAR{>95 THEN VALID=X8

588 ENDIF
594 ENDIF
600 . ENPRIF

618 ENPIF

620 ENDIF

6I0 NEXT STR_PT

648 IF NOT VALID:? ""The variable nam
f is NoTt a valid name, 0o you want to
change the name to this name [(Y/N)'";
658 EXEC GET._.REPLY

(1] ENDIF

670 IF REPLY=YY

GaA IF DIF_LEN<}»¥@ THEN FOR NEK_VA
R=CUR_VAR+X1 TO MaK_VaR+X1:VAR_PTINEW_
VAR =VAR_PTINEHW_VAR) +DIF_LEN: NEXT NEH_
vaR

690 IF DIF_LEN>¥8 THEN -MOVE VaR_A
DRAYCUR_END_PDS, VAR_ADR+NEH_END_POS,LEN
~VaR-CUR_END_PDS

7e0 IF DIF_.LEN<X® THEN MOVE VaR_ab
R4CUR_END_PODS , VAR_ADR+NEW_END_POS , LEN_
VaAR-CUR_END_PDS

718 LEN_VAR=LEN_VAR+DIF_LEN:VARS (C
UR_START_POS, MEM_END_POS)=LINES
7ze YARS IMEM_END _POS, NEW_END_PO5) =

CHRSCASC CLINES C(NEH_LEN) 3 +128) iLINEZS=""
1":LET DIRECTION=X1:EXKEC MOVE

738 ENDIF

748 ENDPROC

B o vyt Gy St e e e i b e
760 PROC MOVE

778 IF LINEZ$="":CUR_VAR=CUR_VAR+DIR
ECTION

788 ELSE :TRAP HMOVE_ERR:X=VaAL (LINEZ2
) ICUR_VARZCUR_VAR+DIRECTIOMN®K

790 # MOVE_ERR:TRAP NO_TRAP

800 ENDIF

ai@ IF LIST.TYPE

8z2@ D0 :EMEC FIND_TYPE:IF UVAR_TYPE
ZLIST_TYPE THEN EHXHIT

838 IF DIRECTION=X1 AND CUR_VAR}
=MaX_VaR THEM EXIT

dan IF PIRECTION=-X1 ANl CUR_VaAR
{=¥B THEW EMIT

858 CUR_VAR=CUR_VAR+DIRECTION
868 LoOOP

28
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YF
WG
PN
oo

KF

L]

HM
Fa

Lu
UH
PK
vc
IS
LY
BI
ur
KY
TE
WY

YU
HH
TH
SI

I

RP
KS

oy
Lu

BH
vc
SH
M

KP
MF

GM
¥y
YB
HT
co
ax
KZ

FR

HK

aro EMDIF

BB&D ENDPROC

“"u ———————————————————————————————

900 PROC SEARCH_LETTER:IF NOT REP_FLAG
THEN EMEC SET_DEF:INPUT *"Search Lette

rs'"; SEARCHS

P10 IF SEARCHS (> :SEAMCH_POS=CLUR_EN

B_POS:SEARCH_LEM=LEMI{SEARCHS) : 0LD_VaR=

CUR_var

28 B0 :LET MEW_POS=UINSTRIVARS (X1
,VAaR_PTC(HMAK_UAR+¥13) , SEARCHS , SEARCH_PD

53 :IF MEH_POS=¥8 THEN CUR_VAR=OLD_VaR:

EXIT

A ] LOW _VARZX8 :UP_VaR-HAX_VAR+X1
248 HWHILE UP_VAR-LOWM_VARY¥XL1:LET
HEW_VAR-INT (CUP_VAR+LODW VAR) ®8 .53

958 REM 7 LOM_VAR,NEH_VaR,UP_v
AR

960 IF VAR_PTINEH_VAR) (ZNEW_PO
SILDE_VAR=MEH_VAR

970 ELSE :UP_VaR=HEW _VaR

280 EMDIF

98 HEMND

1688 IF VAR_PT (UP_VAR) }»=NEH_POS+

SEARCH_LEN!CUR_VAR-LOW_VAR:IF WNOT LIST
~TYPE THEM EXIT

1818 EMEC FIND_TYPE:IF VAR_TYP
EZLIST_TYPE THEMN EXIT

iaza ENCIF

1838 SEARCH_PODS=NEW_POS

1040 LoopP

1858 ENDIF

1868 EMDPROC

1078 ——————— e
1888 PROC FIND_MNAME

1898 IF MOT REP_FLAG:EXEC SET_DEF:INM
PUT ""Find Word *";SEARCHS

1100 IF SEARCHS<>"*" THEN SEARCH_LE
N=LEMI{SEARCHS) : SEARCHS (SEARCH_LEN, SEaR
CH_LEM) =CHRS CASC (SEARCHS (SEARCH_LEN) ) +
1283

1118 ENDIF

1128 IF SEARCHS (> :SEARCH_POS=CUR_E
ND_POS:0LD_VAR=CUR_VAR

11378 oo

1148 IF SEARCHS$=VARS (VAR_PTICUR_
VaR) ,VAR_PTI(CUR_VAR+¥X1) =¥1)

1158 IF NOT LIST_TYPE:EXKIT
1160 ELSE :EMEC FIND_TYPE:IF V
AR_TYPE=LIST_TYPE THEM EXIT

1178 EMDIF

ii88 ENBIF

1198 CUR_VAR=CUR_VAR+¥1:IF CUR_V

AR»MAM_VAR THEN CUR_VAR-OLD_VAR:EXIT
1Z2080 LOOP

121i@ ENDIF

1228 ENDPROC

e e e e e S e s
1248 PROC MEMORY:7 :7 MEMORY-VAR_FPT(HMa
H_UAR+¥1) :* butes free ";:DIF_LEN=LEN
~YAR-OLD_LEN_VAR:IF DIF_LEN}X8 THEN 7
il'il:

1250 ? DIF_LEN;" bytes
LEN-FILE_LEN;" sectors*":?
1Z68 ENDPROC

B R ot e gl e s p e dor o o aace ks
1280 PROC LIST_TYPE:IF LINEZS='"L'" THEM
POKE 712,¥@8:!LET LIST_TYPE=X0

1298 IF LIMEZS="LN" THEN POKE 712,16
tLET LIST_TYPE=X1

1388 IF LINEZS='""La" THEN POKE 71%,48
ILET LIST.TYPE=X2

1Ii@ IF LINEZS="LS" THEN POKE 712,80
ILET LIST_TYPE=¥Z

13128 IF LINEZ2S="LU'" THEM POKE 712,12
B:LET LIST_TYPE=4

1338 IF LINEZS=""LP" THENW POKE 712,16

“FILE_FREE_

Yir
aE
Za
Yo
[ed
HNC

] ]

CK

GG

HK

™

5E

AE

CK

KH

EZ
GG
aF

YH
VB
RL
vy

JC

IN

EZ

50

Iiv

FX

B:LET LIST_TYPE=S

i34@ IF LIMEZS="LL" THEN POKE 712,22
4:LET LIST_TYPE=SE

1350 IF VAR_TYPE<C>LIST_TYPE THEN LETY
DIRECTION=¥1:LIMEZS="8":EXEC MOVE
1368 ENDPROC

e e e D i e
1388 PROC LOAD -
1390 0o :TRAP HMDISK_ERR:CLOSE :INPUT
"File Mame';SOURCES ]

1400 IF MOT INSTRO{SOURCES,'":'") THE
M LINES="D:":LIMES(%3)=SOURCES: SOURCES
=LIMNES

1410 LEN_PATH=LEN(SOURCE%)

1428 DO :CHE=SOURCES (LEN_PATH,LEN_
FOTH) :IF CHS=""\"" OR CH$=""¢" OR CH&=")"
OR CHS=""':"* THEN EHIT

1438 LEN_PATH=LEN_PATH-¥1:IF LEN
_PATH{=¥8 THEN EXIT

1440 LoOP

1458 DESTS=SOURCES :DESTSC(LEN_PATH+
XLI="TTTTITITT.ITT™

1468 CLOSE :OPEN #%2,6,%8,S0URCES:
INPUT HXZ;LINES

1478 IF LINESC14,14) (30" :FILE_LEN
ZYAL (LIMES €15,173)

1488 SOURCES (LEN_PATH+X1)=LINESC
¥3,18)

1490 FOR STR_PT=LEN(SOURCE%) TO

LEM(SOURCES) =8 STEP -%1i:IF SOURCESCSTR
_PT,5TR_PTI="" " THEN SOURCES$(STR_PT)="

(13

15088 MEXT STR_PT ;
1518 IF LINESCL1,112 <) =
1520 SOURCES (LEN(SOURCES) #X1)=

w_on QURCES (LENCSOURCES) +X1)=LINES €11,
13>

1538 FOR STR_PT=LEMC(SOURCES) T
0 LEMI{SOURCES) -8 STEP -¥X1:IF SOURCES(C(S
TR_PT,STR_PT3)=" * THEN SOURCESC(STR_PT)

1540 HEHRT STR_PT

1558 ENDIF

1568 REPEAT :INPUT B¥XZ;LIMES:UNT
IL LINESC14.143=""D"

1578 EHEC SET_DEFIREPLY=YY:FILE_
FREE_LEN=VAL (LIMES)

1588 IF FILE_FREE_LEM{FILE_LEN%1

L1317 “"The file ";SOURCES;*" uses ";FILE
—LEN;"™ sectors"

1598 7 “hut there are only "“;F
ILE_FREE_LEN;" sectors on the':? "“"dishk
L1

1688 ¢ “po you s5till wish to e
dit the variables (¥/N) 7";:1EMEC GET_R
EPLY

1618 ENMCIF

1620 IF REPLY=YY:? 7 ‘“‘Loading “
}SOURCES ;"™ wvariables'":CLOSE B¥XZ:0PEN B
¥2,4,%0,50URCES

1638 FOR PROG_PT=¥8 TO G:GET ®
%2, H, Y :PROG_PT(PROG_PTY =K+Z56%Y i NEXT P
ROG_PT

1648 LEN_UVaAR=PROG_PTI(¥X3)-PROG_
PTI¥X1) (LEN_PROG=PROG_PTC6)-242:LEN_VAL
UE=PROG_PT (4)-PROG_PT (%I}

1658 LEN_STATMENT=LEN_PROG-LEM
—_VAR-LEN_VALUE-14:0LD_LEM_VAR-LEN_VAR
1668 BGET ®%Z,VAR_ADR,LEN_VAR:
BGET Hu¥Z,VALUE_ADR,LEN_VALUE

1678 VAR_PTI¥B)=X1:CUR_VAR=¥D:
STR_PT=¥Xa

1688 REPEAT :IF PEEK(VAR_ADR+*+3

TR.PTIX>1Z7 THEM VAR_PT(CUR_VAR+X1I=5TR
—PT+EZ:CUR_VAR=CUR_VAR+X1

continued
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VAREDIT

ua
YR
ND
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Za
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aT
LT
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Y0
Yy

YE

1711

oJ
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(1]
YH
Ya
FM

HI

ZM

cu

aL
CR

ar
BuU
KB
¥.J
HM
ve

TS
HY

MP

1698 STR_PT=S5TR_PT+¥1

i17an UNTIL STR_PTX=LEN_VaR
i7ie MAM_UVaR=CUR_VAR-¥1:CUR_VA
R=¥B:EXIT

b R ] EMEBIF

1730 B PISK_ERR:? "Disk Error *;
ERR;" on line ":ERL

1740 ENDIF

1758 Loop

1760 TRAGF NO_TRAP:EMEC MEMORY

1770 ENDPROC

1788 —-——== e e
1790 PROC SAVE:TRAP HSAVE_ERR:? "Savin
9 variables":pIF_LENSLEN_VAR-OLD_LEMN_WU

ar

1800 FOR PROG_.PT=¥Z TO 6:PROG_PTI(PRO
G.PT)=PROG_PTIPROG _PTI+DIF_LEN:NEXT PR
0G_PT

1818 OPEN HX1,8,%0,DESTS:FOR PROG_PT
Z¥8 TO 6:PUT BX1, PROG_PTIPROG_PT) MOD
256, PROG_PT(PROG_PT) DIV 256:HENT PROG

_PT

1826 BPUT #X1,VaAR_ADR,LEN_VaR:BPUT

X1, VALUE_ADR, LEN_VALUE

1830 (11}

1648 IF LEN_STHTHENT) MEMORY : BGET 18
XZ,VAR_ADR,MEMORY :BPUT B¥1,VaR_ADR, HEM

ORY :LEN_STATMENT=LEN_STATMENT-MEMORY
1850 ELSE :BGET #¥Z,VAR_ADR,LEN_ST

ATHENT :BPUT #¥1,VaR_ADR,LEN_STATHMENT:E

KIT

1868 ENDTIF

1878 LOOP

1880 CLOSE :DELETE SOURCES:DESTS CLEN
DESTS)+%1)=" " :DESTS (LENCDESTS) +X1) =5

OURCES {LEN_PATH+%1) : RENAME DESTS:GOR 5

AVE_OK

18%e #H SAVE_ERR!CLOSE :7 "Save Error
“;ERR:;"™ on line "}ERL

i%00 B SAVE_OK:TRaAP NO_TRAP

19218 ENDPROC

1928 === el

13938 PROC INIT:POKE S559,¥0:GRAPHICS ¥o
{EMEC SET_DEF:POKE 712,%0:POKE 559,34

1948 PIM SOURCES (64) ,DESTS(64) ,LINES
€120) ,LINEZ2SC119) ,CHS(¥1) ,CH2S (X1} ,0LD

—~LINES (1283 ,SEARCHS (120) , VAR_TYPES (169
»

1958 DIHM PROG_PT(8) ,VAR_PTCZ56) ,VALU

ESC(Z048) ,VAR_TYPEL7.,.¥%1)

1966 HMEHMORY=FRE {(¥0)-288:DIM VAR5 (MEM

ORY) :VARS EMEMORYI =" " :yUaLUES (2948) = =
1978 READ WO_TRAP, NN, YY

1988 FOR H=X8 TO 6:FOR Y=¥8 TO ¥1:RE
Al Z:VAR_TYPECH,YIZZ:MENT Y:MEMNT ¥
1998 REAP VAR_TYPES:READ LIMNES:VaR_T
YPESI(97)=LINES

Zp00 VaR_aCR=-aDR (VARS) : VALUE _ADR=ADR
(VaLUES)

zeie EXHEC LOAD

2820 ENDPROC

2030 ——-mmmm e
2040 PROC TERM:POKE 712,%0:IF LINES="#
X'" THEM EMEC SaVE

2858 ENMDPROC

2068 e s ———— e
Ze7e pAaTa 40000,78,89

2888 DaTa 0,0,0,0,65,64,179,128,192,19
2,193,.193.194,19%4

2090 DATH nUMEric nuMeric arra

y array undim string string
undimunassigned unassigned

2186 paTa procedure procedure labe

1 label TR TEr??T
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VAREDIT
PROGRAM STRUCTURE

PROCEDURES

The program consists of the Initialisation procedure, the Main
procedure and then the Termination procedure,

MAIN

This procedure is a loop with the user entering a command
each cycle. CUR_VAR is the number of the variable being dis-
played. Line BO deals with the user just pressing return. Line 90
deals with "*R" by using the old command and setting a flag.
Lines 240 to 250 deal with moving beyond the limits of the
number of variables,

FIND TYPE

Finds the type of variable and whether the variable has been
dimensioned.

SET DEF

Sets all the default pokes.

GET_REPLY

Gets aY or N answer,

DISPLAY_NAME

Displays the name and type of a variable.

CHANGE_NAME

Uses the name entered by the user to change the current
variable name. Line 460 sets the flags. Lines 470 to 630 validate
the new name, if the name is not valid then the flag VALID is set
to zero. Also inverse video characters are converted to normal
video. Lines 640 to 660 deals with a invalid name by asking 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 with moving forwards or backwards,
Lines 810 to 870 deal with only listing particular types.

SEARCH_LETTER

This procedure searches for a string of letters. If the command
is not being repeated Line 900 gets the string to be searched for
Lines 920 to 1040 search for the string. Line 920 searches for
string in the variable string,

Lines 930 to 990 find which variable the found string belongs
to, it is a binary tree search. Line 950 will print the lower limit,
middle and upper limit. Lines 1000 to 1020 check the siring,
lirst to see that it does not lie across two names and that it is of
the correct type. Line 1030 continues the search if the string
was wrong.

FIND_ NAME

Searches the variable names for a particular name. Lines 1090
to 1110 get the searched for word il the command has not been
repeated, Lines 1130 to 1200 searches for the word.

MEMORY

Displays the free memory.

LIST_TYPE

3ets the list type flag. Line 1340 will advance Lo the next
variable of the correct type. Setting LINE2$ to "0" will cause no
advance if the current variable is of the correct type.

=



LOAD

This procedure loads the variable and value table from the
source file. Line 1400 adds a drive to the file name il necessary.
Lines 1410 to 1440 finds what part of the file name is the path
and what is filename (so the VAREDIT can deal with any DOS).
Line 1450 sets up the destination file name on the save drive
and path as the source file. Lines 1460 to 1470 check to see if
the source file exists. Lines 1480 to 1550 deal with wildcards (*
or ?) in the filename. Lines 1560 to 1570 find how much 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 find where each variable name starts in the string 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 coples the rest of
the program. Line 1870 deletes the source file 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_VAR - the number of the current.variable, that is the
one being displayed and edited

CUR_START POS - the start position of the current variable
in VARS

CUR_END _POS - the end position 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

DIM_TYPE - whether the current variable has been dimen-
sioned

NEW VAR - the number of the new variable

NEW _END _POS - the new end position of the current
variable

NEW LEN - the length of the new name of the current
variable

OLD VAR - the old current variable number

LOW VAR - the lower variable number in the binary sort

UP_VAR - the upper variable number in the binary sort

SEARCH _LEN - the length of SEARCHS

LIST TYPE - the type of variable to be listed by the *L
command

DIF _LEN - a difference in length

SEARCH_POS - the position in VARS to starl a search

STR_PT - a pointer to a position in a string

CHAR - the ASC value of a character in a string

LEN PATH - the position in SOURCES where the filename
starts

FILE LEN - the size of the file to be edited in sectors

FILE FREE LEN - the number of free sectors on the disk for
the new file

LEN_VAR - ihe length of the variable name table

OLD_LEN_VAR - the original length of the variable name
table

LEN_VAL - length of the variable value table

LEN_STATEMENT - the length of the statement table

PROG _PT - pointer to PROG_PT(

X. Y, Z - general counters

REPLY - the response the user makes to a yes no guestion

DIRECTION - the direction of a move command

PARAMETERS

MAX VAR - the highest variable number

MEMORY - the size of VARS, that is the memory available
VAR _ADR - the address of VARS

VALUE_ADR - the address of VALUES

CONSTANT NUMERICS

NN - ASC "N"
YY - ASC Y"
NO_TRAP - a invalid line number to clear the traps

FLAGS

VALID - the name is a valid name
REP_FLAG - the command is being repeated

STRINGS

VARS - the variable name table and bulffer for copying the
rest of the program being edited

VALUES - the variable value table

VAR _TYPES - the descriptions of all the variable types

SOURCES - the source filename

DESTS - the destination filename

LINES - the command entered by the user

CHS, LINE2S, CH2S - parts of LINE$

OLD LINES - the last command

SEARCHS - the siring to be searched for

ARRAYS

PROG_PT( - the 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, points to the
end of the names

VAR_PT( - the values in the variable value table that corres-
pond to each variable type.

COMMANDS

<ret> - just pressing return advances you to the next variable
+ - advances you one variable
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lan Finlayson's

TUTORIAL

SN KE

32

PRESENTATION
TRICKS

Making it look better

n the summer the deadline for copy for the magazine

seems to come upon me even faster than at other times.

You would think that two months between editions of the
magazine would be plenty of time to have an article prepared,
but I always end up getting it all together at the last minute.

This time | have a trio of little subroutines which may be

useful to you. They have all been the result of enquiries whic h
have been sent to me by readers who have had problems, and
in each case | have written a short self contained program Lo
illustrate the point. They are all about quite different details of
Basic programming.

CENTRE TEXT

This subroutine illustrates a bit of Atari string handling. It is
designed to take any siring up to 37 characters long and
centre it on the screen. | have chosen 37 as the normal width
of a line in Graphics 0 is 38 characters, but il you print a 38
character string on a line it automatically causes a line space
when the cursor drops to the next line, so 37 is a convenient
maximum. If you reset the left margin to zero (by POKE 82.0)
the line becomes 40 characters long and your string can be 39
characters. Conversely if you are in a different graphics mode
you may only have 20 characters on a line and you will have to
adjust the maximum string length to 19. If you follow the
description of the example program it should not be too diffi-
cult to tailor it to your own needs.

Line 20 dimensions the three sirings we are going to use, then
sets the variable centre equal to 100 (the line number of the
centring subroutine) and makes BLANKS equal o a string ol
37 spaces.

Lines 30,40 and 50 make NAME® equal in turn io the first
and second line of a two line instruction and then takes a
keyboard input. Each time the centre subroutine is called to
centre it up and display il on screen,

lsswe 57 - Mew Atgn User

Line 60 loops back to line 30 Lo repeat the process.

The centring subroutine staris at line 100 by clearing LINES.
Line 110 gets the length of the string NAMES and if it is longer
than 37 characters changes it o a new instruction line "37
CHARACTERS MAXIMUM, PLEASE " which is 30 characters
long, so N is put equal to 30.

Line 120 checks to see if the string length is even or odd. Il it
is even the program jumps to line 140, otherwise an extra
blank character is added to the string in line 130. LINES is 37
characters long so the middle character is the 19th.

Line 140 inserts the characters of NAMES evenly spaced
before and after character 19 of LINE$, then Line 150 prints
the result on screen.

BOTTOM LINE

It is sometimes useful to have an instruction line. comment
line or title line across the bottom of the screen when some-
thing else is being displayed above. But the sereen has a nasty
habit of scrolling up when the bottom line is complete and this
is a nuisance as part of the display is lost off the top. There are
one or two things to remember,

First, if a PRINT (or ?) command is followed by a semi-colon

the cursor will wait at the end of the printed line for the next
PRINT command rather than dropping down and starting a
new line. Second, even if you do put a semi-colon after the
PRINT command, if the line is full of text the cursor will move
to the next line and if you are on the last line of the screen
everything will scroll up one line.
Third, although the cursor can be switched off by POKE 752, 1
(POKE 752.0 turns it on again) it is still present in an invisible
form. So even when the cursor is inhibited space at the end of
the bottom line must be left for it.

The listing merely shows the two cases, First, without the
semi-colon, the bottom line moves up. Then, when the semi
colon is added it stays in place at the bottom of the screen.

ROUNDING DOLLARS AND CENTS
(OR POUNDS AND PENCE)

In the last New Atari User Ann O'Driscoll wrote about the
INTeger function (amongst other numeric lunctions), INT
rounds any number down to the nearest whole number by
stripping ofl everything after the decimal point. That is fine if
you always want to round to a whole number, and If you
always want to round down. But what about money”

Just as the penny is one hundredth of a pound and the cent
one hundredth of a dollar, many currencies deal in hun
dredths of the main money unit. When this is printed there are
two digits after the decimal point. It is also quite common to
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WO L EUE B e o oo o oo oo
CR  REM ® TUTORIAL SUBROUTIMES -
FDO 4 REM = CENTER TEXT -
HUi 5 REM = by -
CO & REM ™ Ian Finlayson £
06 7 REM M--——————— s mmm——— e e cmmmm——— -
HBE 8 REM # MEW ATARI USER - alUG 1932 *
I 9 REM 5 e - o o e

a¥ 18 REM

RO 28 DIM LIMES CI8) ,HAMES (I8) ,BLANKS (38 :
CENTER=180:BLANKS=""

KM I8 MAMES="INPUT THE HWORP OR PHRASE':GO
SUE CENTER

JN 48 HAMES=""TO BE CENTERED'":GOSUB CENTER

CH S8 7 :INPUT NAMES:GOSUB CENTER:?

S5F 68 GOTO 3@

HK 99 REM WW#SUBROUTINE TO CENTER &

wuuSTRING ON 0 LINE

oPF 190 LINES=BLANKS

HS 118 M=LENIMAMES) :IF N»37 THEN NAMES="'3
7 CHARACTERS MAXIMUM ,PLEASE " :M=3I@

NC 178 IF N/Z-INTIN)- 2 THEM 148

MO 130 N=N+1:MNOMES (M, M) =" =

BE 148 LINESC19-N/Z2,19+N/2)=NAMES

JK 158 7 17 LINES:RETURN

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 rather 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 little. Push the original
number up by just a bit less than 0.5 and the result is that all
decimal parts of a unit up to and including 0.5 will be rounded
down and anything greater will be rounded up. Use
00.49999999 (add as many nines as you need to improve
accuracy!!) and then apply the INT function to remove the
unwanted bits. This is what happens:

0.5+0.49999999 = 0.99999999 this rounds to 0 while
0.51+0.49999999 = 1.09999999 rounding to 1.

But this is still rounding to the nearest whole number - what
about the pence (or cents). Again we have to apply a little
mathematical trickery. First multiply by 100 - this turns the
pence into whole numbers. Then take the INTeger this
rounds off anything less than whole pence. Finally divide the
rrmﬂlbyIUUIU$QAlhﬂpﬁnfrhﬁrkhehmdthrdﬁﬂnuﬂlﬂaru

The short listing shows all this in a small example. First it
duv&etS"“ph‘hﬂrfﬂStFﬂkiﬂﬂlhﬂ]ﬁﬁ”ll“ﬂ)pf?ﬁﬂ1¥ﬂh]tﬁeu1d
rounds the result, then it asks you to input a capital sum and
interest rate and calculates the interest,

If you program in Basic and want help pease write describing
your problem in as much detail as possible. Send an example
on disk or tape if you can and a stamped envelope for a reply
and [ will try to help. My address is:

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

WO L FE P DR B 960 DN
CR Z REM * TUTORIAL SUBROUTIMNES L]
50 4 REM # ROUNDING PENCE (OR CENTS) »
Hil 5 REM ® by »
CO & REM = Ian Finlayson »
GG 7 BEM M= s e e e e e e .
KB B8 REM % MEW ATARI USER - AlUG 19332 "
HHd 9 REHM -

AaY 18 REM

PZ 28 7 GRAEHAMPLE" :H=312.33:¥=9.5:GO5UB
S@p:7 "4HNOMW YOU CaM TRY"

TE 38 7 :7 “ENTER CAPITaL *; :INPUT H:? :7
CWEMTER INTEREST RATE ";:INPUT Y:GOSUB
S6:GO0TD 38

ZII 48 END

¥C 49 REM ®W¥ DISPLAY INPUT aND RESULTS

HT 58 T 1% % ™ Eu: ;" A4T "3Y;"™ X PER
aMMLM"

BG 60 AMOLUNT=XMY /188:7 :7 "GIVES o AMOUNT
i*™ INTEREST"

0J 78 GOSUS 100

.cb & T 7 ™
5T CENT"

ZZ 98 RETURN

RE 99 REM ##% SUBROUTINE TO ROUND TO THO

e DECIMAL PLACES

KL 106 AMDUNT=AMOUNT*1008

YK 118 AMOUNT=INT CAMOLUNT+8. 49399991 7100

ZB 1780 RETURHN

v; AMOLUNT ;"™ TO THE MEARE

HO 1 REM mﬂﬂ-ﬂmﬂ-ﬂﬂ*ﬁmﬂm
CR 2 REM % TUTORIAL SUBROUTIMES -
CJ 4 REM #* BOTTOM LINE DEMO *
KU S REM ¥ by *
CD & REM * Ianm Finlayson *
06 7 REM B=s=emmsrce e o m e mm——————— -
HE 8 REM % NEM ATARI USER - aAUG 1932 #
HH 9 REM T o oo - oo e e

a¥ 18 REM

RDE 70 DIM LINESCI8) :LINES="THIS LINE HAS
EKACTLY 37 CHARACTERS " :POSITION 2,23
:"_]l l'l-‘!l

BW I0 POSITION 2,23

UE 40 7 LIMNES

UM S0 POSITION 2,i8:7 “THIS IS HOW IT USU
ALLY PRINTS " GOSUB 188

ZI 68 POSITION 2,2Z:7 LIMES;

WU 78 POSITION 2,1@:7 “THIS IS BETTER, MWI
TH THE SEMI COLOM ":GOSUB 188

ZN 98 END

NE 99 REM #¥% KEYPRESS SUBROUTIME

HD 100 OPEN #Hi,4,8,"K:":7 "“JPRESS A KEY":
GET Hi.K

HE 120 CLOSE #®H1:RETURN

TRANSDISK IV

NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK
TRANSFER SYSTEM AT A SAVING OF £7!

NEW
LOWER
PRICE!

Transdisk is @ smpke fo i ullity irot will ranster mast cassette gomes b disk - easily and quickly

# Hondles cassethes hat lood exing kevels
# Use ol avolable meemany an XL CE machines
# Full step by step instructions included

& Hondles ony type of cossese famat
#® Allows sevesal games on one disk
# Honches coseties that requine 84k memory

& NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFULLY TRANSFERRED
TRANSDISK IV IS NOW JUST £12.95 - ONLY FROM PAGE 6

Sond a chegue or postal order with tha order form on our Accessory Shop page
o jusl write. Credit cord orders accepbed by telephons on 0785 21 1838

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Post free i UK. Ovarseas pleads gdd 12 posiapge
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XETUTORIAL

hile Atari Basic doesn't have any CIRCLE command,
we can draw circles quite easily using the SIN and

COS lhunctions. This article sets out to explain what
these commands - plus the Atari's other trigonometric func
tions - are all about.

SOME DEFINITIONS

Starting with the basics, the cirele shown in the diagram has
a radius (distance from centre to edge) of 1 unit. The two lines
which meet in the centre are called the axes: The horizontal
line is the X axis and the vertical line is the Y axis. We find the
circumference (distance around the edge) of a circle by multi-
plying the diameter (width) by a fixed number called PI (pro-

nounced "pie"). This means that our circle has a circumference

of 2P1. For the moment we can take it that PI=22/7 or 3.14
approximately; we'll see later how we can use the computer to
work oul its exact value.

SIN and COS

SIN and COS are functions which measure what happens
when a point moves around the circumference of a circle. We
start from the "3 o'clock” position ("a” on the diagram) and
move in an anti-clockwise direction. COS (for "cosine”) mea
sures how far to the right of the Y axis the point is and SIN (for
"sine’) measures how far it is above the X-axis. The measuring
is done by reference to the angle the point makes with the
centre of the circle. For instance, when the point is at "P" on
the diagram it forms a triangle which makes an angle "A” with
the centre. In our circle with its radius of 1 unit, the sine of
angle A - SIN(A] - is defined as being equal to the length of line
3 and the cosine of angle A - COS(A) - is defined as being equal
to the length of line C. Of course, if we change the radius then
these measurements, which depend on the length of the
radius, will change too. For instance. il the radius was halved,
then the sine and cosine lengths would have to be doubled to
bring them to whole units. Similarly, if we say the radius is
equal to 2 units then the sine and cosine lengths would have
to be halved to express them in terms of single units. In
general, 1o enable us to cope with a radius of any length, we
define SIN(A) as being equal to S/R and COS(A) 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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Ann O’Driscoll explains

some of the mysteries of

the maths commands
built in to Atari Basic

MEASURING SYSTEMS

Looking again at the diagram, when the imaginary point has
moved a quarter way around the circumference the distance
travelled is PI/2 (point b), halfway is PI (point ¢}, three quarters
is 3P1/2 (point d) and a full turn is 2P1, our circumference,
This measurement system, which looks at distance travelled
vis a vis circumference length, is called the RADIAN system.
We can also use the DEGREE system: For instance, the point
moves through 90 degrees from a to b, 180 degrees from a lo ¢,
270 degrees from a to d and 360 degrees in a complete turn
The Atari normally uses the RADIAN system. The command
DEG tells it to measure in degrees instead and the RAD
command returns it to radians. The conversions can also he
done manually, as 2PI radians = 360 degrees.

OTHER FUNCTIONS

The TAN of an angle (short for "tangent”) is defined as being
equal to its sine divided by its cosine. Together, SIN COS and
TAN are called the trigonometric lunctions. Their inverses are
called ARCSINE, ARCCOSINE and ARCTANGENT. These tell
us the values that have given rise to a particular sine, cosine
and tangent. For instance, the sine of 30 degrees (or P1/6
radians) is 0.5 so the arcsine of 0.5 is 30 degrees. The Atari
has a function which returns the arctangent of a number,
called ATN. This is fairly useful, as it enables us to work out a
value for Pl. Going back to the circle in the diagram, when our
point forms an angle of 45 degrees with the centre its tangent
li.e. SIN/COS] is 1 because the lengths of C and S are the
sarne at this point. It follows that ATN(1)=45 degrees. Since 45
degrees = PlI/4 radians, PI=4*ATN(1).

RCLING AROUND:



THE PROGRAM

The first part of the listing uses the trigonometric functions to
draw a circle on a Graphics 7 screen. Line 100 sets the
co-ordinates for the circle’s centre (X and Y), determines the
radius lengih (R) and puts the computer into degree mode. The
drawing routine 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 circle. COS[(A)=C/R so C=R*COS(A). Similarly, SIN(A)=S/R
50 S=R*SIN(A). We can thus rewrite the co-ordinates of P as
P=X+R*COS(A),Y+R*SIN(A). The FOR NEXT loop simply plots
the points associated with successively increasing values for
angle A, starting with 0 and going right around to 360 degrees.
Incidentally, the circle is plotied in a clockwise, rather than an
anti-clockwise, direction because the screen’s row or "y" values
increase as you move from top to bottom. This differs from the
normal Y axis convention shown in the diagram, where points
above the centre are greater than those below.

In this circle, the size of the step in Line 130 determines the
number of angles to be plotted. Lowering the step value will
plot more points and reduce the space between them (o get a
smoother line. Another way would be Lo plot an initial point on
the edge and then use the DRAWTO command to join up the
points around the circumference. The second part of the listing
uses this method to draw an ellipse, which is just a circle
which has been pulled out along the X or Y axes into some sort
of cigar shape. Line 220 plots the starting point and then the
FOR NEXT loop draws to successive points around the edge,
using the same principles as before. This time however, COS(A]
is multiplied by a constant to elongate the circle along the X
axis.

The final bit of the listing draws a sine wave at the end of the
screen. This shows the sine values for different angles in the 0
to 360 degree (2PI) range. As Line 330 instructs the computer
to caleulate in radians, the ATN function is used here to define
a value for PI. The "troughs” in the wave reflect negative values
for SIN(W) - As sine measures how [ar above the X axis a point
is, its value will be negative for points below the X axis ("¢" to
"a" on the diagram). A COS(W) graph would show troughs for
the same reason: Cosine 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 from the listing how the basic circle can
be altered considerably just by multiplying COS(A] by a con-
stant to elongate along the X axis. Some other changes you
might like to try are;

- Multiply SIN(A) by a constant to elongate along the Y axis.

- Change the value of the constants in the ellipses to get a
different amount of stretch or spread.

- Add constants to the Sin or Cos calculations for shading
effects.

- Vary the value of the radius, axes co-ordinates with FOR
NEXT loops to create concentric circles or a series of rings.

- Change the step value to alter the smoothness of the circum-
ference.

cs
Ju
Ful
Gv
SG
"U
cY
NN
EX 100
0B 120
¥C 125
B0 130
KI 148
€z 156
s 208
HN 218
¥M 216
HW 220
su 230
aG z4@
pa 250
an 300
ay Ize
Za 325
LM 330
JZ 340
cb 350
_LP 360

REH ¥
REM 1

TRIGONOMETRIC FUNCTIOMNS n
REM ® by -]
REM #

ann D'Dbriscoll "
REM 11 -
REM # MEW ATARI USER - AUGUST '92 ®
REM '
REM
Clai [il: A4 BASIC CIRCLE |
GRAPHICS 7:DEG (X=20:Y=25:R=20
COLOR 1

FOR 4=8 TO 368 STEP 6
K+R®COS (A , YHR*SIN ()

MENT &

I C71: &M ELLIPSE |
K=100:¥=28:R=18

cOLOR 2

PLOT HER®3,Y

FOR A=8 TO 368 STEP 10

DRAMTO N+#RMCOS (A) %3, ¥V +R®SINCA)
NMEXT @

ETRON [3): SINE WavES
RAD :PI=4%ATNC1)

COLOR I

PLOT 8,60

FOR W=8 TO PI®10 STEP 8.5

DRAMTD W3, SIN(M)*I+60

NEKT W

@ N e A kW N e

PLOT

- Draw arcs [parts of circles) by altering 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
multiplies both W and SIN{W) by 3. If you multiply SIN(W) by a
bigger number you will increase the amplitude (height of the
crests and depth of the troughs) of the waves, Multiplying W by
a different number will change the frequency (length) of a wave
cycle. You could also change the number of cycles in the loop -
each cycle is 360 degrees or 2FI long.

Overall, you could learn a lot about SIN, COS and so on just
by experimenting with the simple program supplied here, so
why not give it a try?
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Review Feature

efore we all get too depressed over dwindling Atari

support in the UK, we shouldn't overlook those enthu-

siasts overseas who are striving to keep the B-bit mic-
ros alive. Kemal Ezcan is one such dedicated user who oper
ates a company called Ke-Soft from Germany, publishing disk-
based games and applications and selling all manner of estab-
lished hardware and software products - from RAM enhance
ments to text adventures.

Ke-Soft was formed several years ago, primarily to fill a gap in
the market for budget priced disk software. With a favourable
response from German Atari owners, the company decided to
launch a disk-based magazine called “Zong'. The subsequent
success of these activities prompted Ke-Soft's first full-priced
game release [Drag - reviewed in Issue 52) and the transition of
Zong into a small printed magazine. The magazine has since
developed month by month into its present ‘professional’ for
mat, with proper DTP layout and an accompanying program
disk.

A browse through the May 1992 edition of Zong reveals 38
pages of information exclusively for Atari users. There are
three pages of news and comments, detailed reviews of books,
arcade games and adventures plus tips and cheats for popular
titles. There are ‘regular’ features on topics such as PD soll-
ware, adventure programming, graphics, assembler and sound
effects. To round off there's a section of type-in program
listings (mostly Turbo Basic) which are also provided ready-
to-run on the supplementary disk. Here we find a program
mer's text editor, graphics demos (illustrating points in the
magazine article), a couple of games, an art utility and a
musical interlude from none other than Richard Clayderman
(ahem!). In the usual program disk tradition there are also two
bonus files - a text adventure and a demo version of one of
Ke-Soft's commercial products. Not content with their already
high standards of presentation, Ke-5Soft anticipate further im-
provements to Zong with the recent purchase of a high-spec
DTP set-up.

SPRACHEN ZE ZONG?

| should mention the only, er, minor drawback for British
Atarians is that Zong is aimed primarily at German readers
and therefore requires a proficient knowledge of the German
language! If vou always wanted to learn but could never quite
find the motivation, this could be the ideal ecatalyst. Incidental-
Iy, full details of all Ke-Soft's merchandise - including many
British and American games which are now virtually impossi
ble to find over here - are contained in their free 84 page
catalogue. Ke-Soft explain and illustrate all the ilems available
in great detail - in German of course! If you just want to order
some games though, you'll have no problem recognising the
titles listed. Who knows, if there's a reasonable response [rom
British users perhaps Kemal can be persuaded Lo publish an
English translation of the literature. Unlike the magazine and
catalogue, Ke-Soft’s latest software releases are supplied with
English text and therefore entail no problems of interpretation.

Issue 57 - Mew Alari User

GOOD NEWS!

No, it’s not a new bible
class, Paul Rixon has
discovered some brand
new XL/XE software

- from Germany!

DONALD

First up, DONALD is a platform game comprising ten screens
in each of five alternative scenarios (yes, filly screens in all).
The player’s task is to guide Donald (the Duck, naturally) in
his quest to gather the famous golden eggs which are depo-
sited at the hazardous locations. Setting off through the Ama
zon jungle Donald finds a secret passage and stumbles upon
an Inka city. Deadly spiders, snakes and other prickly nasties
are definitely best avoided. In downtown Transylvania Donald
explores Dracula's castle and discovers bats, ghosts and other
frightening adversaries. Fortunately there are some conve-
niently placed holy crosses here, whilst magical mirrors trans
port Donald Lo other parts of the castle. Once in the lost
African mines Donald has to watch out for nails, spikes and
falling rocks. Diamond rings keep him happy and certain
temporary bridges uncover routes leading to valuable goodies.
It suddenly becomes rather chilly with a trip through the




Himalayas but the cold is the least of Donald’s worries as he
climbs the treacherous peaks and descends into damp and
dingy caverns. Snowslorms, 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 monsters and boiling moon-water are bad
news, but the green cheese seems to go down well!

You can tackle the strange worlds in any order you choose,
with the exception of the Moon which has to come last. Pixel-
perfect jumping is required to negotiate the monsters and
retrieve the missing eggs, and this may prove a little frustrat-
ing if yvour joystick diagonals are showing signs of fatigue! At
least there are three settings of difficulty and provision for
input via the Atari CX-85 numeric keypad. which you can
purchase from Ke-Soft. The game Kicks oll with some cheerful
music and the graphics are generally good, with plenty of
variety over the five stages.

SAPER

Ke-5Soft are well known for devising ingenious puzzles and
SAPER is another worthwhile addition to the existing range. It
begins with a superb sound and graphics demo - bouncing
spheres, an original tune and a joystick-controllable scrolling
instruction box. The printed notes are not over-helpful so
vou'd be wise to study the on-screen information before laun-
ching into the game proper.

As ever, it all seems pretty simple. All you have to do is prime
and explode the bombs on each level and ensure your little
green character can make it back to the exit point. A bomb is
activated by pushing the trigger when you're standing over it,
so you have to make a rapid getaway before it explodes and
breaks up the immediately surrounding area. Any adjacent
bombs are also detonated. so it's essential that you predict the
consequences before you act. As well as keeping clear of the
boundary material there are one or two other considerations to
bear in mind. Some blocks can be pushed around to your
advantage, a teleporter sometimes provides the only means of
escape and deadly bacteria will spread if vou don't take pre-
ventative action. The addictive nature of the challenge will
probably keep you occupied for hours!

The graphics, particularly the continuously scrolling (and
periodically changing) backdrops, are highly commendable.
The only thing missing is a password system, as it's presently
rather annoying when you run out of lives and are forced to
restart [rom the first level. Overall, I'll give Ke-Soli nine and
three quarters out of ten for this one!

TAC-TIC

TACTIC is a conversion of a popular arcade puzzle theme
which has previously appeared on all the major micros. On
this oceasion your joystick commands master ecriminal 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 ete.) can be pushed around the floor from behind
bul stop moving
when they hit a wall
or other object.
While you ponder
over a suitable route
lo enable the com-
pletion of this task,
you've got to watch
out for Boohooh the
monster, who would
love to see you in his
monster stew. If you push an object into his path, you elimin
ate him for a short while but he soon re-appears from the
Monster's den (well, he would wouldn't hel). There are various
special features to keep you amused, such as anti-guard
dynamite, bundles of extra points and bonus levels,

Onee again the common characteristics of Ke-Soft’'s output
are clearly evident. Excellent catchy music, cleverly engineered
mazes and a well designed title screen with highscore facilities
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,

Tactic is another addictive game that doubles as a brilliant

demonstration of the graphic and sonic power of the Atari.

OUTSTANDING SOFTWARE

And there we have it. By now you can be in no doubt that
Ke-Soft are producing some really outstanding software, If,
and only if, there is adequate interest from Atari owners,
there's no reason why Ke-Soft shouldn’t continue creating new
games for the foreseeable future. All future releases are initial-
ly aimed at the German audience, but will duly be converted
lor English consumption - subject to demand. To whet your
appetite, the next game due is a conversion of the unquestion-
ably brilliant and unbelievably addictive hit Lemmings, called
Brundles, and it sounds like it could be a winner! Good news
for more serious users is that Ke-Soft are buying the copyright
for XLent Software’s Typesetter, First XLent Word Processor,
Page Designer, Print Shop Interface and Megafont [1+. 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-5aft games can be ordered directly from Kemal Ezcan,
Frakenstrasse 24, W-6457 Maintal 4, Germany. The disks re-
viewed above are priced at £6 each and are supplied with
English instructions and an unlimited warranty. Further details
are available from Ke-Soft. Check their advertisement in [ssue
56 of New Atari User.
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FRUSTRATIONY!

he word "computer” has a synonym: "frustration”.
These two words can be used interchangeably, the
same as “politician” and "liar”.

I made this monumental discovery after I had been writing an
article. I had written about 2.000 words when [ got an inspira-
tion for another story, and decided to start writing it immedi-
ately. After all, this was why I was using a word processor
rather than a typewriter. I pushed the keys to delete the screen
[ was working on, and the computer quite correctly asked me if
[ was sure | wanted to delete this. Of course [ was, or [
wouldn't have asked the miserable machine to do it in the first
place. It was exactly one nanosecond after | pushed the return
key to delete my immortal words that [ thought, "Did [ save it
to disk?" We all know the answer: "Of course not, you bumb-
ling fool of a brain-rotted idiot!” Actually, the words I used were
considerably more colourful than that, but this publication
has standards which | unfortunately lack.

ow many times has your computer locked up? This

has the same effect as deleting files because you have

to reboot to continue. And we all know that we ha
ven't saved the file to disk as in the previous example, so we're
back at square one again - all of our work has been sent to
Alice, happily conversing with the Mad Hatter down in Won-
derland.

This has been the story of my life with a computer - one of
abject bafflement. I feel like I have all the intelligence of a
hockey goalie who habitually plays without a helmet. He will
eventually look down to find his brain laying on the ice like a
drunken pancake. Unfortunately, I'm a writer, so it would be
an especially sodden pancake!

recently purchased an art/graphics program which the

reviews said was supposed to be the ultimate in this line

for $249.99, 1 eagerly went home, booted it up, and
waited for the program to turn me into Michaelangelo. It turns
put that the computer and program combined couldn't draw as
much as a straight line. | was expected to read the docs,
manipulate the computer and then draw something. The prob
lem here lies in the fact that even with a pencil I can only draw
stick figures. The computer in no way was going to turn me
into an accomplished portraitist through some arcane process.
It seems | would have had to practice for untold hours belore |
would have any prowess in art at all. [ could have spent that
time with a pencil for under a dollar, instead of the obscene
amount | paid for the computer and program. [ would have
ended up In the same place but with the money in my pocket,
instead of in the computer salesman's grubby little hands.

nother problem with computers is that every time

you pay for a component, that action automatically

triggers 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 your
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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Gordon F. Hooper
dares to express what

we all know is true!

facturing the next generation of the item before it even arrives
in the store for sale. You are always one step behind the
manufacturers no matter how quickly you buy the item when
it's first offered for sale. Trying to play catch up with electronic
items Is as futile as trying to build a pig out of pork chops.

Even when you quit working on your computer and start
playing games, the level of frustration doesn't diminish. Have
you ever played a shoot-em-up arcade game and advanced to
the highest level? I thought not. How about a text adventure
game? The only conclusion | reach in those games is that |
must have been brain dead all my life because after I've used
up "Go north, south, east or west", I'm finished.

nother way to drive yoursell to distraction is to try to

isolate one component of your hardware and attempl

to remove it, whether it be for repair or to demons-
trate at a user's group meeting. The rat's nest of wires behind
your desk which is required to operate the computer and its’
peripherals is enough to send you babbling to the local estab
lishment which serves to contain those individuals whose
sense of reality tends to require extensive downsizing of the
head.

odems have the capability of setting up their own

particular forms of Hell. Terminal programs have

various items that you have to set for each individual
BBS that you wish to use. Things like parity, translation,
duplex and baud rate all must coincide or you might as well
switch Lo collecting 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 with the Sysop's of long distance boards or you'll
get phone bills that would make the Emir of an oil-rich Arab
state gulp a couple of times. A neophyte on BBS's should also
be warned about leaving nasty messages to other people on
message bases while hiding behind a pseudo. Sooner or later
the sysop of the board will tell the other people who you are,
and then you will be looking over your shoulder every time you
go outdoors.

Looking at the overall picture, computers are marvellous
machines which make life much easier in many ways. People
who purchase one and expect everything to be a bed of roses.
however, tend to be those who really believe that the cheque is
in the mail and Dorothy really met the ‘ol Oz.
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FOR SALE

XL SYSTEM: B00XL. 1050 Driva,
Datacorder, Joystick, Lats of
Tapes and Digks including Trans-
disk. Roms (Pacman & Galaxian)
plus Dos 2.5 disk & manual plus
miags. all for £120 o.n.0. including
defivery. Phone Michasl on 0603
6837

1I0XE: 130XE with XC12 tape re
corder and games all very good
condition and bowed, £E70 the lot
Phomne 0639 639040

COMMS: Microlink Pace Linmet
Maodem 1200 Baud, v2122v23
with K-Comms 2 SWare lor the
ST. Hardly used, complete wih
|leads et EAO Ring John 0825
&13633

XE SYSTEM: 130XE, 1050 Driva
Joysticks, Trackball, Touch Tablet
all boxed with manuals, leads atc
Choice of Printer Epson LQ&00 24
pin or Star LC10 (inc. Parallel In
terface). Plus lois of disks and car
fridges, games and serous soft
ware, books & mags. £250 (no
splits). Phone 0635 863542

XE SYSTEM: 130XE, 1050 Disk
Drrive (US Doubler). B50 Interface
(with Cenironics printer laad)
Mact5 (with Toolkit), Action! {with
Toolkit) plus others and games all
angenal boxes and manuals, £200
ong. Phang Stephen on 0305
260375

XE GAMES SYSTEM: Game con
sole with &4k memory, Keyboard,
Light Gumn, Joystick and XC12 re

corgder plus 22 games. Buyer col-
lects. £150. Phone 041 631 2082

XL SYSTEM: 256k Rev C 800XL
£45 inc.; 810 €50 inc.: 410 £25
inc.; 3 joysticks’ 7disks Groms/
Beass E35 nc.; 100 disks (boxed)
of PD and type in etc. £55 inc.;
1030 Rev 7 Happy £90 inc.; Plus
lats more bits. Phone Mark an
0752 344650

XL SYSTEM: 800XL, 1050 with
Doubler, 1010 recordar, Epson
RX100 printer with Centronics in-
terface, Parrot Il sound digitiser,
with games and business software
worth over £300 alone. All this for
£250 ona. Phone 0425 612119

MUSIC PACKAGE: Page & Midi-
master, music data disks, Casio
CZ1 Synith Multitimibral with all
manuals. Also plug n Rom aextra
voices programmead within stereo
amplifier and speakers. All good
condibion Bargain £300 prefer
buyer collects but negotiable
Phone 0293 511708 betore 9pm

POWER PACK: Suitable for Atari
perfipherals thal use power from
mains £7.00. Plus for SPARES
1020 Plofler, disassembled and
print hiead and wire damaged
E9.50, Phone Anthony on 061 248
93 after 4pm

LYMNX 2: Plus power pack, canry
case, Midi conngcior and 12
games. Excellent condition boxed
as new, Shll has 6 months guaran-
e bt bo run. May split. £250 ano
Phone 0602 720597

XE SYSTEM: 130 XE, 1050 Drive
1029 Printer, Transtormers, leads
joysticks and manuals. Mini office
2 plus lots of disks, games and
blanks, E195. Also black desk, 3
shelves and paper tray, £30
Phone 0223 873076

B5XE: Plus XC12 recorder, Cryiser
joystick and 54 games. Buyer must
collect. £130 ono. Phone 046836
250 atter 4pm

BODXL: Plus 1050 drive with
Happy, Printer {1027 or 1029) plus
software £160. BOOXL, 1010 recar
der with Hambit and software £45
Buyer collects or pays p & p
Phone 0384 379575

XL SYSTEM: 800XL, Data recor
der, 1027 LQ Printer, joystick and
owver £100 of software. £150 ono
Phones 0209 213676

XL SYSTEM: 800XL new and un
used (boxed) £70, 1029 Printar
boxed E80, Various magazines inc.
Antic (approx. 100} £20. Plus prin-
ter paper and disks £15. Buyer to
collect or pay postage. Phone
047483 2404

XE SYSTEM: Including an XC12
recorder, 33 games on tape and
some Roms, light phazar and de-
tachable keyboard. £200 ono
Phone Kriss on 0685 813022

XL/'ST: 1029 Printar £70. Casio
C22305 Midi keyboard £120. Midi
master £15. David Davies, Pan
Tyddyn, Capel Coch, L1 angalni
Anglesey LLTT TUR

WANTED

MAMNUAL : Instruction manual for
G5XE also Disk Drve wanbed in
good condition. Phone Steve 0302
TO024

VARIOUS: Page & (ssues 18 and
19, Master Memory Map, Your
Atari Computer, Mapping the Atari
Atari Roots, Tech Ref. Noles
Warpspeed Dos XL, Dos XE plus
other umnusualrare s, Heason
able prices paid. Dave. W., 34
Hoggs Lane, Northfield, Birming-
ham B31 158

GAMES: \Winter Events and Day
at the ARaces, or any other Horse
racing game on cassette. Good
price and postage paid. A. Surrey,
39 Luton Hoad, Faversham, Kent
ME13 8HO

DISK DRIVE: 1050 Drive with
Happy or US Doubler, Must be in
working order with leads & manu
als. £45 without upgrade or £55
with. Jamas Haworth, 86 Ashirea
Foad, Oadby, Leicester LE2 5TD

DISK DRIVE: 1050 wanted in
good working order with leads
power supply etc. J Cooke, 32
Moo Park Road, Hereford HR4
i]=1=]

DISK DRIVE: XF551 or 1050 wan-
ted. must be in Good Condition,
very good price paid depending on
condition. 5 Phillips, 1 Nofrisvilla
Road, Montpaier, Bristol BS6 SNB

CHESS: Colossus Chess 4 wan
1ed, must ba disk varsion. Reason
able price paid. Conact Page B
Pubdishing usual addrass

LAMGUAGES: E nglish/Spanish
anmything from begmnness 1o GCE
standard on tha XL'XE or ST. Can
amyone halp? C Smith, 83
Preachers Lane, 5t. Ebbe’s, Ox
ford OX1 1RT

COMMS SOFTWARE: Wanted to
review in Atarl Elite, documenta
fign also wanted, all copies retur
ned. Phone 0721 20863 ask for
Hisd

PENPALS/HELP

REVIEWERS: Writers, program
mers, anists and cominbutors from
i UK and abroad for NEW user
group magazine called Atari Elite
covers B-bit, ST and Portiolia
Contact us if you can help. Edito
rigl Office, Atar Elite M:_1g.:_|,; g
129 Ladybrdge Hoad, Cheadle
Hulme, Chashire SKB 5PL

RAMBIT-TURBO: Cassette user
group dedicated to Rambit-Turbo
Far information call Rick on 0775
89202 or Dave on D634 711331

NEW MAGAZINE: Atari Elite to
cover all aspacts of Atari comput-
ng for novice 1o advanced users
Send reply paid envelope for more
nfo to Admin. Office, Atari Elite, 14
Drovers Way, Peebles, EH45 9BN

B-BIT PEN PALS: 19 year old
B-bitter wanis contact with any
other user. Write to Derek, 1 Bid
well Hill, Howghion Regis, Dunst
able, Beds LUS 5DR

HELP: We have a 65XE and an
EMMBOT primfer FPrintshop and the
Graphics disks. Has anyone got a
Translalor disk so we can use this
properly? G Cook, 10 Ramleh
Road, Reservoir, Viciona 3073
Australia

FOOTBALL: Has amyang asy 8-bit
disks for ithes Football Pools or
Horse Racing or any simulations
Write to M O'Meara, 19 Queen
Elizabeth Dr, Cormngham, Essex
5517 7TH

PENPALS: | would like 10 hear
from any B-bit users, | own a
B00XL, 1050 and 1020, All latters
answared, Adrian Groves, 32 In
gmira Road, Eastville, Bristol BSS
GXD

PEMNPALS: Long time Alarian ra
cently purchased a disk doive and
would now like to get in fouch with
athar users, Derak Burwin, 266
Liverpool 51, Salford, M5 480

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

notice received at his discresion. If space is tight, notices
may be shortened and addresses may be omitted with only

telephone numbe
Send your CO

being published.
CT notice to CONTA:

PAGE 8, P.O.

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

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

NEW

BACK ISSUES

LOWER
PRICE!

IRANSDISK IV

The following back issues of
NEW ATARI USER are still available

NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK Issue 31 Issue 41 Issue 50
TRANSFER SYSTEM AT A SAVING OF §7! ARE B s g Rens D1
Issue 34 Issue 44 Issue 53

Tronsdisk i a imple o use ufty ot willranster most cassefe games o dis - easly and quickly bt B b o b Ay e
Issue 38 Issue 47 Issue 56

@ Handles any type of cossette formet @ Handles cassettes that load exia levels
@ Allows severol games on one disk @ Use oll available memory on XL/XE machines
@ Handles cossettes that require Sk memory @ Full step by step instuchions included

% NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFULLY TRANSFERRED
TRANSDISK IV IS NOW JUST £12.95 - ONLY FROM PAGE 6

Send a cheque or postal order with the order form on our Accessory Shop page
oF just writé. Credit card orders accepied by telephone on 0785 213928

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Paost free in UK. Overseas please add £2 postage

Issue 4B
Issue 49

Issue 39
Issue 40

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

BACK ISSUES are £1.75 each in the UK (inc, post & packing).
£2.40 for Europe or surface mail elsewhere and £3.50
for Air Mail outside Europe. Prices include postage
ISSUE DISKS are for any 48k or G4k 8-hit Atar
Each disk is £2.95. Postage FREE in U_K.

Overseas add £1 per order (any number of disks)

Send your order to
PAGE 6, P.O. BOX 54, STAFFORD, 5T16 1DR, ENGLAND
ACCESS and VISA accepted. Telephone 0785 213928
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COME AND 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 at the All Formats Fair at the Motorcycle Museum in Birmingham where we
may well have a goodly number of odds and ends fo clear following our move. Who knows what
will turn up in all those dark corners! We hope to see you at 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 Hall C Stands 34/5
Only notification - mark your diaries now!

Bingley Hall
Stafford

SATURDAY
NOVEMBER 14th

10am - 4pm
LOTS OF USUAL 8-BIT AND ST SUPPORT
See further advertisement next issue

WE LOOK FORWARD TO SEEEING YOU THERE!

Many Atari owners have found it difficult to
Jind copies of New Atari User due to several
newsagents being reluctant to stock the
magazine now that it is on 'firm 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 of Atari. If you do not sub-
scribe, please take time to send us your
name and address for inclusion on the
register.

THE XL/XE REGISTER

Please note my interest in the Atari XL/XE. I
do not currently subscribe to New Atari User.

Name

P T, = I R B W A AR

You may photocopy this coupon or simply copy the wording onto
your own notepaper. Alternatively just telephone and ask to be
included on the register. There is no obligation 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 Atari User and the Atari world in general

IF YOU STILL WANT SUPPORT FOR YOUR ATARI THENIT IS IN
YOUR OWN INTEREST TO LET US KNOW - IF YOU DON'T REGISTER
THEN SUPPORT FOR YOUR MACHINE WILL GRADUALLY FADE AWAY
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XL/XETUTORIAL

TRANSDSK

TRANSDISK IV is without doubt THE tape to disk

utility. With a little effort and a lot of patience you can have
your favourite progs transferred from tape to disk - great! But,
sooner or Jater you may decide that you want to rearrange the
games you have save and the time comes for a little file
manipulating. This is nol too much of a problem as long as
you are still using the same Atari set-up. You just use DOS 2.0
as instructed in the manual (although the manual | received
way back in 1987 was a little vague on the subject). Don't use
DOS 2.5 (I'll explain why later).

But whal il you have changed your system since you last
initialized your Transdisk disks or your 130XE has up and
died on you and you have to revert to your trusty old 800XL?
You run into problems that's what!

So, what follows is a rough guide to the pitfalls of TRANSDISK
IV. The information will be of mest use lo newcomers to the
wonderful world of disk drives and things.

THE INITIAL PROBLEM

TRANSDISK IV automatically knows which kind of computer
and which kind of drive you are using and will format your
disk accordingly i.e. if yvou have an old 810 disk drive it will
format in single density. If you have a standard 1050 disk
drive, it will format in enhanced density and if you have a
maodified disk drive capable of double density, then it will
format in double density. You have no choice in the matter and
therein lies the root of the problem. Incompatibility between
systems develops. This is a great pity, for if a choice had been
available then you could choose which density and which
menu you wanted in order to suit a particular system (your
kid's, dad’s, nephew's etc.).

If you are encountering problems, the following information
may be of some use. I'll just ramble on with a few do's and
don'ts and you can pick-out the ones relevant to your system
Or sysilems.

First of all TRANSDISK IV files will ONLY run on disks
initialized with TRANSDISK IV i.e. a TRANSDISK IV menu disk.
You MUST initialize a disk and write a menu using TRANS-
DISK IV. It is not possible to format a disk using DOS and
transfer any of the MENU.SYS files using DOS.

A TRANSDISK IV file is NOT a normal Binary file - it is a
special binary file peculiar to Transdisk IV. Therefore it won't
run on normal binary load menus or from DOS option L.

The next thing to remember to keep you on the rails, is to
match menus when transferring files i.e. if your source files
are on an XTMENU.SYS disk then transfer them to an XTME
NU.5YS (not an XLMENU.SYS) disk and remember to use the
LOBJ extender.

As far as I know, the 130XE menus do not run on 800XLs,
also,large files transferred from tape to disk on a 130XE may
not run on an 800XL - Rockford is one that | know of, So if all
your disks were done to suit your 130XE and vour 130XE dies,
then you will have to rake out your old 800XL (or lay your
hands on one)] and Initialize disks to suit the 800XL., then
transler your files (more about file transfer later).

FILE MANAGEMENT,
SOME PROBLEMS AND
SOLUTIONS

DISK DRIVES AND DISK SPACE

810 disk drive owners can only read disks that were initial
ized on an 810 disk drive (the 810 can't read a 1050 or double
density initialized disk). Standard 1050 disk drive owners can
read disks that have been initialized in single or enhanced
(1050) density but cannot read double density disks.

A little anomaly with the 1050 initlalization exists, as de-
scribed below:

When TRANSDISK IV formats a disk in 1050 [enhanced)
density it writes the MENU.SYS file to sectors 920-1040. When
you transfer tapes to disk, transdisk will use-up all the avail-
able disk space of an enhanced density disk i.e. from sector 4
to sector 919, excluding sectors 360-368 (directory). [ think
this is done with a custom 0.5. (operaling system) and there
fore a newly formatted disk shows 907 free sectors. When you
transfer files via DOS 2.0 sectors 721 onward become unavail-
able (a single density disk has a maximum ol 720 sectors). The
reason for not using DOS 2.5 is that DOS 2.5 uses secior 1024
as part of the VTOC table and if vou transfer files using DOS
2.5, sector 1024 is over-written. thus destroying one sector of
the MENL.SYS file. Rather confusing isn't it?

A LITTLE DISK INFO

The 800XL XT and XLMENU.SYS files occupy the following
sectors (I don't know about the 130XE [ haven't got one)

DENSITY  START SECTOR END SECTOR NO OF SECS FREE
SINGLE 4 123 120 a
ENHAMGED 20 1040 120 707
DOUBLE 4 63 64 647

IN CONCLUSION

If you are using an 810 or a standard 1050 disk drive, use
DOS 2.0 to transfer files, If you are using a double density disk
drive, you can use SpartaDos or Mydos 4.0, There may be
other DOS's that will work, but avoid any that can handle
enhanced density as they will surely destroy the information
held in sector 1024 of an enhanced density disk (namely part
of the MENL.SYS file.

The above information was found-out the hard way, over
vears of using TRANSDISK IV but [ would have no hesitation in
recommending TRANSDISK IV to anyone who needs such a
prog.

Well it's time to go. | hope that someone out there in Atari-
land finds something of interest in this article. A quick Hi to
John Bunting, who twisted my arm to write this article.

Il anyone has any comments, | can be reached at:-

BILL JACKSON, 68, MARTIN STREET,
BUCKHAVEN, LEVEN, FIFE, SCOTLAND KY8 1EP
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Away from the keyboard

ne of the good things about working in the computer

industry is the amount of free literature that arrives

on your desk. The bad thing is that, once you have
spent a lot of time to read through it all, you find that there
was little, if anything, of interest. Once in a while though a
little gem of an article appears.

One of these was an article by Tracey Snell concerning an
interview with Nolan Bushnell. Nolan who? Surely you cannol
forget the guy who started all this? He was the person who
invented the first video arcade computer game in 1972, We
know 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 almost two million copies of a home TV version in
the first year. All this long before Space Invaders turned us
into computer gaming addicts! Four years later ATARI was sold
for $30 million (£16.6 million).

So, whatever happened to Nolan? He retired from business for
a year but still had the entrepreneurial urge to start again.
This he did with ‘Chuck E Cheese’, a pizza restaurant. Seven
years and 280 restaurants later (each with an annual turnover
of $1 million) Nolan was getting tired of looking at business
accounts all day. In 1984 he sold the chain to the US Brock
Hotel Group for an undisclosed 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 mistake of selling ATARI. He believes that
ATARI would eventually have become a stronger competitor
than Apple to IBM if the company had transferred its games
technology to the business PC. He is at present setting up a
company called Octus to make networking PC's easier.

One last point. Ping was not his first computer game but the
second he invented. The first was a game called Computer
Space, a game with flying saucers and rocket ships. It sold
only 125 copies even though Bushnell states, "It was a better
game than Pong, but it was marketed badly”". How much would
one fetch on Antiques Roadshow today?

s | write this article the last one is still in the hands of

the Editor so | have no answers to the questions |

asked. Maybe next time. | would be very interested in a
survey of readers, listing such things as how well they can
program, are the tutorials ever used, what facets of program-
ming would be interesting, etc. | think it would be nice if a
survey was carried out and most of an issue used to look at
what our ATARI's are used for. Surely we could do without a
games listing, just for once, to find out what our fellow ATARI
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DOUBLE CHEESE please,
NOLAN

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 think and what they would like? |
believe it would be interesting to note the changing trends, if
any, over the past few years. Only one thing would stop this
being a success, YOU! Would you take the time, would you
make the effort not only to complete the survey, but also to
send it in to the magazine? Why not? Your opinion is as
important as anyone’s, isn't il?

ne of the onerous tasks about writing a column of this

nature is to find out something to write about. | try to

gauge the article to be 1000 words. Believe me, this
can really be a struggle. It can be very easy to write an article
of around a couple of hundred words. Anybody could do that;
even you, the reader. Surely you must have some interesting
titbit that could be passed on to other readers? A bit of gossip,
history. a small program, news or anything else ol interest to
your fellow ATAR] owners. Really, it is not all that diflicult. and
think how interesting a page of such articles could be.

Why do I mention this? Well, as I told you in a previous
article, 1 produce a local magazine for CAMRA members. It is
one thing to write articles as part of a group, such as ATARI
USER. but it is harder to to be the Editor of a publication and
write all the articles without knowing how the readers feel
about those articles. | am always asking for feedback either as
articles or as comments but receive little from my readers.
Editors work long, hard hours to produce their magazine and a
little help in the way of articles is really appreciated.

well. that's another one stored on the disk, but what to write
about for next issue? Till then, enjoy your computing

Mark Hutchinson
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NEW
CLASSICS

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. If
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-
outt these games. Either way, there has never
before been the opportunity to sample the very
best of Atari classic software at such low prices

STILL AVAILABLE

TWO POPULAR ROMS BACK IN STOCK
RIVER RAID - ONLY £3.95
KABOOM - ONLY £2.95

See previous issues for full descriptions
of these great games

AL

W=7 TRIVIAL PURSUIT

The classic board game translated to the Atar
with added guestion power. Mow you can
ANSwWer qui,ﬂ.lml'ﬁ presented with music and
raphics as well as straight text. An ideal fami-
¥ game or oné you can play on your own.
Over 3,000 questions and all the mechanics of
the game taken care of by the computer. Trivia
has never been so much fan and has never
been available before at this price!

Originally £14.95
OUR PRICE £4.95

DISK
ONLY

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
terr:lun 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 Atari.

OUR PRICE £4.95

DISK
ONLY

BL=7Z8 0 pUMBLE'S CRISIS

Captain Crumble was one of the characters
that found a unigue place in the hearts of
many Atari addicts. This truly English creation
will warm your heart too as he rushes around
trying to round up 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 £9.95
OUR PRICE £2.95

DISK
ONLY

ENCOUNTER

Three-dimensional high speed action in this
classic that has been hard to find for some
time. Based on Battlezone this fine arcade
game was the first to have true 3-D and it
putclassed most other games before and since.
Experience one of the best games of all time
now before it is too late!
OURPRICE £2.95  CAS¥™
. ONLY

CLASSIC CASSETTES
BOULDERDASH

If vou had to name just a handful of Atari classics,
Boulderdash would surely be among them. The url;,.ln:jli
pame of collecting jewels while avoiding falling boulders
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 musy
have it in your collection!

OUR PRICE just £1.95!

BOULDERDASH I

A must for fans of the original Boulderdash and the
perfect introduction to Rockford®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 difficulty and no less
than 324 scrolling screens will keep you absorbed for a
long time!

= OUR PRICE £2.95

OTHER NEW CASSETTES
SPEED HAWK

One of Atari’s last games for the 8-bit released
only a short time Ago at full price can now he
yours at budget price! A smoothly scrolling arc ade
game in which you must defend the ring 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 OUR PRICE £2.95

Originally £8.95

WINTER EVENTS

Great Olympic action in five thrilling
events. Practice or compete for medals in
Bobsled, Speed Skating, Slalom, Ski Jump
and Biathlon representing the country of
your choice. Excellent graphics and deman-
ding play make this a sure fire winner.

OUR PRICE £2.95
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LIMITED STOCK ITEMS

ALL ITEMS FOR XL/XE ONLY

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
QUESTRON

An excellent Fantasy Adventure with great graphics that combines the
strategic play that SS| 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 Questron. Excellent Role-Flaying adventure.

DISK ONLY

OUR PRICE £6.95

THE ETERNAL DAGGER

Many consider the SS1 role-play-
ing games 1o be among the bast.
This is the follow up to the best-
selling Wizard's Crown
Sk
Original price £24.95

OUR PRICE £8.95

JEWELS OF DARKNESS

Three original classics from Level
9 - Colossal Adventure, Adven-
ture Quest and Dungeon Adven-
ture (the solution's in Issue 531).
DISK
Original price £14.95

OUR PRICE £6.95

E

An adventure from Magnetic
Scrolls, the team that set new
standards in adventure design
Requires 1050 or XF551 drive
DISK
Original price £19.95

OUR PRICE £7.95

LANCELOT

Maybe Level 9's best adventure.
Highly researched and well writ-
ten, set in the times of King
Arthur
IMSK R CASSETTE
Crriginal price £14.95

OUR PRICE £7.95

WAR GAMES

NATO COMMANDER

You are commander of Nato and
your task is to defend Europe
from Soviel invasion. Top class
graphics, five scenarios
DISK
Original price £14.95

OUR PRICE £5.95

DECISION IN THE DESERT

Take command at the Battle of E
Alamein. You can lead either side
in this accurate simulation from
the creators of F-15 Strike Eagle
CASSETTE
Original price £14.95

OUR PRICE £5.95

BATTLECRUISER

The complete simulation of World
War | and World War Il surface
battles in the Atlantic from S5
Simple graphics but detailed play
ISk
Original price £19.95

SOLD OUT

PANZER GRENADIER

A wargame of German armoured
infantry on the Eastern Front.
Five historical simulations, skill
levels, joystick control, graphics
Sk
Original price £19.95

OUR PRICE £9.95

DISK ONLY

FIELD OF FIRE

From the sands of Morth Africa and the beaches of Normandy to the bridges of
The Roer and the forests of The Ardennes you'll lead Easy Company into the
crucial battles of World War ). This fine tactical simulation is historically accurale
and requires good planning and execulion io recreate or alter history. To heighten
the realism and immediacy during play, special attention has been given to the
Hi-Res colour graphics and lively sound effects.

OUR PRICE £6.95

GAMES

BLUE MAX

Everyone must have heard of this

World War Two 3-D flying

game.We no longer have the ROM

cartridge but this classic can be

yours on disk for a lowly sum
DMSK ONLY

OUR PRICE £2.95

SUN STAR

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.

DISK OMNLY

OUR PRICE £2.95

Well known and highly regarded
game in which the aim is to explore
and map a 3-D world. Excallent
graphics and testing puzzles

DISK ONLY

Crriginal price £9.%95

OUR PRICE £4.95

Possibly the most well known of all
computer games. Still a classic and
still in demand

ROM CARTRIDGE
Original price £12.95

NEW ITEMS ON THIS PAGE

BLUE MAX
SUN STAR

FIELD OF FIRE
QUESTRON

CHECK THEM ALL OUT!

OUR PRICE £6.95

Four great games - Colossus Chess
3, Electraglide, Blue Max and Alley
Cat. This sold out very quickly last
fima!
DISK
frriginal price £14.95

OUR PRICE £3.95

SMASH HITS 7 @ INTERNATIONAL KARATE

Atarl owners waited years for this
and when it finally arrived everyone
raved over it. Still the best karate
game around.
DISK
Original price £9.95

OUR PRICE £4.95

SIMULATIONS

MIG ALLEY ACE § SOLO FLIGHT

An aerial combat simulation set
in Korea with 3D graphics, cock-
pit instrumentation, different skill
levels and much maore
DSk
Original price £14.95

OUR PRICE £6.95

A very neat flight simulator, not
as complex as FS2 but still with
the real feel of flying. Ideal to
learn on before trying F52 itself!
DISK
Original price £14.95

SOLD OUT

Available again, the unigue mys-
tical battle set on a chess board.
Control the squares in a battle
between forces of light and dark
HOM
Original price £14.95

OUR PRICE £7.95

COLOSSUS CHESS 4

Claims 1o be the best chess prog-
ram of all. The writers of Sargon I
would disagree, but there is no
doub this is a fine chess simulation
particularly for advanced players
CASSETTE OMLY
Original price £14.95

OUR PRICE £6.95

WE SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE
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GAMES

BATTLEZONE

Another cracking arcade conversion that set new
standards. Command a tank on the battlefield
under attack from anemy tanks and flying saucers.

ROM  Normaly £1495  OUR PRICE £7.95

POLE POSITION

The ultra-realistic graphics and sounds of the
Grand Prix explode into your living rogm in this
computer version of the classic arcade hit

ROM MNormally £12.85 OUR PRICE £6.95

ROBOTRON 2084

You'ra the anly being left who can defend humanity
against the Robotron armies! You've got to move
quickly to rescue the defenceless humans

ROM MNormally £12.95 OUR PRICE £6.95

US FOOTBALL

American Football is now a big craze in this country
and you can now play at home. Outsmart the
defence, make tackles, select plays and mora.

ROM Novmally £12.85 OUR PRICE £6.95

EASTERN FRONT (1941)

The classic war simulation by Chris Crawtord that
astounded Atari users when it was released. Based
on Oparation Barbarossa on the border of Russia

ROM Normally £12.95 OUR PRICE £6.95

MOON PATROL

Your beat: Sector Nine, home of the roughest,
toughest thugs in the galaxy. Great 3D graphics
and good music in this arcade convarsion.

ROM Normally £12895 OQUR PRICE £6.95

MISSILE COMMAND

Another of the all-time classic arcade games that
has you defending cities fram missile atack. For
ona or two players

ROM Normaily £14.95  OUR PRICE £5.95

ZAXXON

One of the all time classics for the Atari, Zaxxon set
new standards with ils unique 3 dimensional battle
fiekd and great graphics ’

DISK RRP £9.95 disk
CASS £995cass OUR PRICE £2.99
HARDBALL

American League baseball at it's very best. A hi1gh|lga
regarded game - check the review in Issue 43 'TH
best sports simulation on the Atan’

ROM Mormally £14.95 OUR PRICE £7.95

TAIL OF BETA LYRAE

Our A-Z of Atari Software series says “The ultimate
‘Scramble’ clone with superh graphics and music.”
A great horizontal scroller

CASS OUR PRICE JUST 99p

BALLBLAZER

From Lucasfilm, this top quality split screan game
takes place in a games arena of the luture. Two
player simultaneous play

ROM Mormally £14.85

FIGHT NIGHT

Fight Might brings you all tha thrills of the boxing
ring as you face the most brutal tighters ever in five
separate battles, 1/2 players

ROM Normally £14.95 OUR PRICE £7.95

STRANGE ODYSSEY

At the galaxy's rim, there are rewards aplanty o ba
harvested from a long-dead alien civilization. Fabu
lous graphic advaniura

DISK Origiial price £13.95

ZORK 1

One of the most famous adventures of all time
Classic Infocom in the original box and packaging.
A real bargain!

DISK Criginally £29.95 SUPER PRICE £2.95!

OUR PRICE £6.95

OUR PRICE £7.95

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!

GAME L_q

SUPER BREAKOUT

Breakout was the original simpla yat totally addic-
tive game and this enhanced version will provide
aven more addictive fun. Needs paddles

ROM Normaly £9.95 OUR PRICE £3.95

LODE RUNNER

Another classic, perhaps the bast of all platform
games, Includes a unique axira that allows you 1o
craate your own levels.

ROM MNormally £14.85

ONE ON ONE

Play basketball with two of America's top players in
this great sports simulation which features realistic
offensive and defensive moves

ROM MNovmaily £14.95 OUR PRICE £6.95

DESERT FALCON

A varsion of the classic Blue Max that finds you
flying across the desert Indiana Jones style sear-
ching the desert sands

ROM MNormally £14.55 OUR PRICE £7.95
CAVERNS OF MARS

Winner of one of the first Atari programming com-
petitions, this was one of the first vertical scrollars
and remains much sought after - LAST FEW WITH-

OUR PRICE £7.95

OUT BOX BUT WITH FULL ORIGINAL MANUAL -
DISK LOW PRICE £4.95
KABOOM

Challenge the master bombar as he tries to bomb
you out of sight, Great fun, especially for the kids
who will love it

ROM Originally £12.95 SPECIAL PRICE £2.95

RIVER RAID

One of the classic scrolling games in which you
fight your way up river, bombing and shoofing ev
arything insight.

ROM Originally £14.95 SPECIAL PRICE £3.95

MAXWELL'S DEMON

A simple yet challencjpin? puzzla game which will gat
you totally addicted. In fact two games in one for
double the fun

DISK Originally £9.25 OUR PRICE £1.99

MR ROBOT & HIS ROBOT FACTORY

One of the most famous platform games that has
you running and jumping ovar everything in sight. A
really classy game

CASS Originatly £9.95  OUR PRICE £1.99

APPLICATIONS

Mow anyone can kearn o type whilst playing a
challenging game. One of the onginal 'game based’
typing tutors and a bargain priced RO

ROM RRFE1455 OUR PRICE £2.95

MICROSOFT BASIC

Microsoft Basic is ideal is you want to convert
programs from other machines as il contains many
of the commands missing from Atari Basic

DISK ARPr59.35 OUR PRICE £5.95

LETTER WIZARD

For those who need a litile more sophistication in a
word processor, Letter Wizard gives you all of the
features you would expect

DISK Cnginal Price £19.95 NOW £5.95

INVITATION TO PROGRAMMING 2

Entitled Writing Your Own Programs, compnsas
TWO casseties and TWO workbooks and does not
require Invitation To Fragramming 1

CASS Original Pnce £1235 OUR PRICE £2.95

APPLICATIONS
MUSIC PAINTER

An exciting educational program that helps to teach
musie by using colours instead of notes. For chil-
dren or adults alike

DISK Originadly £14.95 OUR PRICE £7.95

MACRO ASSEMBLER

The Macro Assembler will allow you 1o creata your
own maching language games and applications 5
times taster than with the Assemblar Editor

DISK Normally £19.95 OUR PRICE £7.95

PLANETARIUM

A fascinating look at the heavens. Over 1200 stars,
88 constellations, the soclar system and more than
300 deep-sky objects are depicted -1050 DRIVE
OMLY - please state whan ordaring if you have a
LIS Doubler

DISK Normally £16.95 OUR PRICE £ 6.95

PROOFREADER

Users of Atariwriter will be delighted with this, the
long lost spelling checker for the Atariwriter car
tricige!

DISK OUR PRICE £5.95

BASIC CARTRIDGE
Some programs, aspeacially some earl‘!
main programs won't run on the XL/
if you plug in the old version of Basic

ROM

ublic do-
ut they will

OUR PRICE E3.95
EDUCATION
JUGGLES RAINBOW

A first computer experience for childran aged 3 o &
that teaches the concepis of above, below, left and
right plus letter recognition

DISK/CASS OUR PRICE £5.95

JUGGLES HOUSE

Another for 3 to 6 year olds teaching the concepts
of inside, outside, upper and lower with Juggles
House and Toyshelf.

CASS OUR PRICE £5.95

SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95!

BOOKS

EASY PROGRAMMING FOR
YOUR ATARI MICRO

This book went out of print 3 years ago and we
have bean saarching for a replacement ever since
We are absolutely delighted to have lound more
stocks of one of the best beginnar's books aver
published.

NEW REDUCED PRICE £4.95

MICRO ENQUIRER

A large format book that covers the waorld of micros
in general with some specific Alan sections. The
book contains a lot of worthwhile background infor-
mation on home compuling

Publistved price £8.95 OUR PRICE £2.00

ATARI ADVENTURES

An excellent book written by adventurs expert Tony
Bridges covering adventures in genaral and show-
ing how you can write your own adveniuras

Putiished price £5.95 OUR PRICE £1.50

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
healp you out

Publisted price £5.95 OUR PRICE £1.50
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ORDER FORM

ALL ITEMS FOR XL/XE

W SERIOUS SOFTWARE GAMES SOFTWARE CASSETTES
Qty. | Title Pri Total Title Price | Total a Title - Taotal

| Price Qty. | Title Price | Total (. Q.
ARCHON £7.95 [BASIC CARTRIDGE | £3.5 BALLBLAZER 0695
BLUE MAX £2.95 |HOME FILING MAN. | PAY OFF| £ 1.00 BATTLEZONE i3
BOULDERDASH | £1.95 INV TO PROGRAMMING 2 | £ 2.95 CAVERNS OF MARS | £485
BOULDERDASH Il | £2.85 JUGGLES HOUSE £595 DESERT FALCON £185
CRUMBLE'S CRISIS | £2.95 JUGGLES RAINBOW | £5.95 :‘::LEET:EHW E:ﬁ
COLOSSUS CHESS 4 | £6.95 JUGGLES RANBOWHOUSE | £ 9.95 FIGHT NIGHT T7% |
DECISION IN THE DESERT | £5.95 JUGGLES RANBOW - DISK_| £ 5.95 KABOOM 2% :
ENCOUNTER £2.05 LETTER WIZARD £5495 LODE RUNNER £7.95 |
ETERNAL DAGGER | £8.95 MACRO ASSEMBLER | £7.95 MAXWELLS DEMON | £139)
FIELD OF FIRE | £6.95 MASTERTYPE £2.95 m:mmn z :':;
INTERNATIONAL KARATE | £4.95 MICROSOFT BASIC | £5.95 ¥R ROBOT - DK : 1:95
JEWELS OF DARKMNESS | £6.95 MUSIC PAINTER £7.95 ONE ON ONE T 605
JINXTER £7.95 PLANETARIUM £6.95 POLE POSITION 06,95
LANCELOT (Disk) | £7.95 PROOFREADER £595 RIVER RAID £3.95 ey
LANCELOT (Cass) | £7.95 Total gﬁ:ﬂ;ﬁggﬁm E 5::
Al b an. 1 prce| Toul | [ TUSFOOTBALL LS  TTALOF A DRE [ 08
PAC-MAN £6.95 ISSUE 57 DISK | £ 295 ZAXXON - CASS £2.9 '
PANZER GRENADIER | £9.95 O REFERENCE GUDE | £ 6.95 ZAXION - DISK 1200
QUESTRON | £6.05 TURBO BASIC | £ 395 Z0RK £285 Toa
Swst ST W || pamyenen.
SPINDIZZY £4.95 .
SUN STAR T £2.95 Qty. | Title Price | Tokal All on disk unless shown TOTALS
EASY PROGRAMMING | £4.95 Qty. | Title Prics | Total Software £
SUPERHUEY | £495 MCROENQUIRER | £200 TRANSDISK IV | £12.95 Books £
TRIVIAL PURSUIT | £4.95 ATARI ADVENTURES | £150 TARITALK £19.95 Postand Packingonabove £ 1.00
WINTER EVENTS | £2.95 WRITNG STRATEGY GAHES | € 150 MINIOFFICEl | £14.35 Public Domain € |
Total Tota SPELLME - Disk | 2695 PAGE 6 Software £ |
’ Total £ !

NOTE: Post and packing as shown MUST be added to all software excluding
:gﬂr::’al casseties, public domain and PAGE & Software. Most goods will be
spatched within a few days but please allow up to 28 days for delivery

TELEPHONE ORDERS 0785 213928

Name [] 1 enclose cheque/P.O. for £
Address [] 1 authorise you to debit my credit card
[ Jvisa []Jaccess [ JEUROCARD [_JMASTERCARD

My card number is:

AN EEEEEEEEIEEEN
OVERSEAS pnstageT::ﬂSG;::“ ::: gt e DD DD
o 5 Signature

R N b B T SRReT VALV OF THE OFOER -
Please ensure that the name and address shown are

Please make cheques payable to PAGE 6 the same as the cardholders.

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




hat's this? Educational

software from Gremlin

Graphics? Yes, Shoe
People is the first of a planned
series of releases on Gremlin's
"First Class" label. It's aimed at
children in the 4-6 yvears 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 voung children. Its charac
ters are different kinds of shoes,
and their "personality” is deter
mined by shoe type. For exam-
ple. Trampy is a scrully 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 featuring the Shoe
People.

THE GAMES

TRAMPY VISITS HIS FRIENDS -
choose which of eight friends (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
maltching 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 [riend to be out when Trampy arrives.

SGT MAJOR SORTS IT OUT - Baby
Bootee has knocked everything off the
shelves in Sgi Major's store cupboard.
Help him return the items to their correct
shelves, based on their shape, colour, or
pattern. Correct answers ralse a flag to
the top of the flagpole.

Title: SHOE PEOPLE
Publisher. Gremlin Graphics
Price: £25.99
Reviewer: John S Davison

EDUCATION

SHOE PEOPLE

Find

the correct word

THE GREAT ALPHABET ROBBERY
- help PC Bool stop Sneaker escaping
with the letters of the alphabet, by solv
ing anagrams of words already encoun-
tered in "Trampy Visils His Friends”. Cor-
rect answers take Sneaker closer Lo PC
Boot's police station, while incorrect ones
maove 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, It 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 Lthe see-saw Lo
balance and Wellington Lo jump around
in a very muddy puddle. Five correct
answers sec Wellington completely co-
vered in mud, but one wrong answer
causes a raincloud to appear and rinse
him completely clean again!

CHARLIE'S BIG DAY - help Charlie
the Clown o remember his tricks at
three difficulty levels. It's based on the
old "Simon" memory game - at the easy
level you have to remember an ever in-
creasing sequence of tricks performed by
Charlie, the idea being to build up as
large a sequence as possible. At medium
level the tricks are randomly generated
on cach turn. At the hardest level Charlie
performs a set sequence of tricks twice,
but stops partway through the third run
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
BOOK - a simple art program allowing

S
T
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you Lo draw your own pictures
or colour in pictures of the Shoe
People provided by the program.
Fictures may be saved to a
workdisk or printed out, the lat-
ter only as line drawings as col-
our fills are ignored. However,
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 o be in-
ternally chip generated, with no obvious
sign of sampled sounds. It's competently
handled. although there are several
sirangely silent gaps in places. A few
extra sound effects would have improved
this.

And now for the niggles. To start with
the lopading instructions are incorrect -
the program will never load il you follow
them! Also, vou're not told that each disk
has to be booted separately. More
seriously, | thought the program handles
wrong answers in a rather intimidating
manner - young children just don't like
seeing big crosses against their work,
especially if anyone's watching. And
although vou're shown the correct
answer, you're not usually given a
second attempt at the problem. [ 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 [ found
was that in Alphabet Robbery you can't
correct answers you've mis-keyed - the
backspace key isn't supporied - a bad
idea in a program designed for young
children.

CONCLUSION

In summary. | 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 [ew
niggling problems. If the authors had
taken a little more care it really could
have been a "First Class" program.
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WITH YOUR ATARI

DANDNAR0

REVISITED

48

John S Davison’s
regular guide

bout eighteen months ago (in Issue 48] 1 wrote about

a wonderful new music 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 author Peter Gannon's policy of continuous product
development. The program has now reached Version 5, so it's
worth taking another look to see what's been added since
Version 3. the subject of my previous article.

For those unfamiliar with Band-In-A-Box let me briefly ex-
plain what il does. Its purpose is to rapldly produce a profes-
sional quality "backing track” accompaniment 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 functions are implemented in sofi-
ware running on yvour ST and work via a MIDI attached
synthesiser.

Unlike home keyboard accompaniment features Band-In
A-Box doesn’t work in real-time - you have o set up a song in
a spreadsheet-like table first. You tell it which chords to play
[using simple chord symbaols such as Bb, G7. ete. rather than
music notation); where the chord changes occur; the musical
style to use (Rock, Ballad, Boogie, Country, elc.); plus details
about the structure of the song such as how many verses.
where the chorus starts, and so on. This is much quicker to
do than explain as you can enter a song and be playing it
back in just a couple of minutes. You can then play or sing
the main melody line along with it to complete the perform
ance, or even expori the accompaniment as a MIDI Standard
File to other music programs for further enhancement. If you
don't like the style you just select a different one, and the
program quickly regenerates a new accompaniment using it.
You have Lo see and hear it in action 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 from previous versions for around £49
{from Zone Distribution, Unit 6/70, Eurolink Business Cen
tre, 49 Effra Road, London SW9 1BZ, phone 071-738-5444).
This buys vou four disks and a new manual. Included are a
program disk; two disks full of accompaniment "styles™; and

lsspe 57 - Mew Adbari User

a "MIDI fakebook" disk holding about one hundred ready made
songs. It requires a 1MB ST(E) with colour or monochrome
monitor, and of course you need a MIDI synihesiser to play the
sounds. This should be capable of multitimbral operation [i.e.
can play different instrumental sounds simultaneously) with at
least 12 note polyphony [can play 12 notes simultaneously) to
fully exploit V5's new features.

Band-In-A-Box V3 produced three part arrangements for
piano, bass, and drums. in 24 different styles, but Version 5's
capabilities now go much further than this. In fact, it addres-
ses virtually all of the (mild) criticisms [ raised in my previous
article.

FIVE PARTS

The first big difference over earlier versions is that it can now
generate up to FIVE instrumental parts in the accompaniment
drums, bass. piano, guilar. and strings, There's also provi-
sion for a sixth part, horns, to be fully implemented in a later

release.

At first [ was a little disappointed with the sound of the four
and five part styles, as they didn't seem to add that much to
the music when compared with earlier three part equivalenits.
A little experimentation to find the best guitar and string
patches on my Yamaha Y5-200 synth soon fixed this though,
and in no time [ had a guitar part providing a erisp rhythmical
contrast to the piano and the strings supplving a soft back
ground pad sound. It really did sound rather nice.

In future the problem outlined above may be helped by new
feature number two, which involves General MIDI. No, this
isn't the commander of the military wing of Yamaha, but a
recent enhancement to the MIDI specification. I'll be covering
this topic in a future article, so I'll just describe il brielly here.

General MIDI is designed to eliminate the anarchy that cur-
rentily exists in the area of synthesiser patch numbers and the
sounds they represent. For instance, patch 23 on Manufactur-
er A's synth might be a piano sound, bul on Manufacturer B's
instrument it’s likely to be something totally different like
electric bagpipes, a Bosnian nose-harp, or something equally
peculiar (and unusable)! Sequencer songs sel up lor the first
synth would obviously sound terrible il played back on the
second one. Fixing the problem involves manually changing
the sequencer file to use the correct patch numbers lor the
second synth - a tedious exercise.

General MIDI eliminates this hassle by defining a standard
sel of 128 synth sounds and patch numbers to invoke them.
These will be included on all GM compatible synths in future,
and any sequencer file set up for GM may then be played back
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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
built-in patch changes using GM patch numbers, so if you use
a GM compatible synth you should get acceptable sounds
straight away. If yours isn't compatible then you can use
Band-In-A-Box's new Patch Map facility. With this you can set
up a table showing which patch to use on your synth for each
of the GM patch numbers. It still takes some experimentation
to find the best sounds, but once set up you can save the map
on disk and reload it whenever required. If you want to use a
different non-GM compatible synth vou 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 during 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, ete.

Major change number three (which actually was introduced
in V4 and improved further 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 Lo
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Band-In-A-Box's main editing screen and the Drum Editor
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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 clreumst-
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 quite complicated, but you can
start with something simple and work your way up. StyleMak-
er's screens aren’t very graphical, but using them isn't as
difficult as it looks, Drum patterns are entered in step-time
using a grid based drum rhythm editor, but patterns for other
instruments have to be played in real-time from a MIDI
keyboard. You only use one chord for this - the chord of C7 -
although you can include any note you wish by using the riff
based option if required. Band-In-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. | believe); twenty five new four and five
instrument styles; and about thirty reworked versions of the
original styles using differing numbers of instruments. The
disk also contains a folder of demo songs, permitting rapid
auditioning of styles without the need to enter songs yourself.
There are so0 many styles provided that you may never get
round to producing any of your own!

Major change number four is the provision of a built-in
sequencer, so you can now record a melody line along with all
those accompaniment parts. Previously, Band-In-A-Box was
purely an accompaniment generator, but now you can use it to
record and play back complete MIDI songs! The sequencer’s
functions are accessed from a new pull-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: support for additional chord
tvpes: MIDI support for instrument volume, panning, reverb,
and chorus effects, and patch bank switching. Full 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 program’s lacilities
have now begun to outstrip the capabilities of my computing
and MIDI setup! It's now relatively easy Lo 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 ¥5-200 synth isn't enough for properly handling 5
part styles - | have to route excess notes through to my old
Yamaha PS5-680, which really isn't in the same class sonical-
ly. Another expensive upgrade coming soon, perhaps?

I've always liked Band-In-A-Box and its continuing evolution
has turned it into one of the most useful MIDI music programs
around. It's generally easy to use, produces professional
sounding results, and is great fun too. And with StyleMaker
yvou now have all the flexibility you could want for produeing
your own unique styles. It'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 without it!
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ADVENTURE

t last another superb text adven

ture! But before any of you who

may think yvou don't like text
adventures stop reading - remember that
this is the nineties - things have
changed! Yes, there is lots of text that
you have to read, but it is a good plot and
there is lots of humour. No, you don’'t
have to type anything! 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 [sland, Cadaver, Elvira,
and Spellcasting 101: Sorcerors Gel All
[he Girls (sadly not available on the ST)
have broken new ground in order to pro-
vide the games-player with a detailed
adventure driven by mouse and joystick,
50 oo Suspicious Cargo has lots of bril-
liant ideas crammed into it to make play
ing an adventure more fun than ever
before.

Traditionalists CAN type in commands i
they want to, and reconfligure the screen
to remove all the non-text areas. Or you
can just point and click at the icons
which scroll up and down the lelt side of
the screen. As soon as yvou click on a
verb the list is replaced by pictures of all
the itemns in the room or in your hands so
that you can select one of them. In this
way you can build up sentences like
'PUT THE RED KEYCARD IN THE SLOT"
with a few mouse clicks.

People you meet in the game appear in

little monitors across the top of the

50

Title: SUSPICIOUS CARGO
Publisher:  Gremlin/Exile Designs
Frice £25.99

Reviewer:  John Sweeney
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SUSPICIOUS GARGO

screen, movement is
done by clicking on
Mlashing compass
poeints at the bottom
ol the screen, some
locations have full
screen pictures you
CATn ACCeEss il”t'r]
with animation - I
love the main ship’s
console on the
bridge, with the cen-
tral screen playing
Space Invaders!

All the things that
make adventure
games easy to play
are built in - ability Lo recall and change
the last thing you typed. RAMSAVE and
RAMLOAD as well as standard ones Lo
diskette, large letters il you wish o see it
better on a TV, an so on

There are hall a dozen places where the
game switches into arcade style with full
screen graphics - solving a circuit board
puzzle, fighting off pirate boarders, track
ing a deadly alien through a maze, trying
to land a ship through an asteroid
swarm. Although the sequences are short
they are great fun and if you don’t like
them or can’t solve them (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 implementation is super - defi
nitely an adventure for the nineties.
What about the adventure itself?
You play the part of Jonah Hayes, a
space bum with a clapped oul
spaceship. Your day starts badly
enough when you are woken with a
message that yvou have been hired Lo
transport a crate to Earth and they
DON'T want customs to examine the
crate! IF you can avoid the thugs
who are out to get you before vou
even reach your ship, and IF you
manage to get the ship off the
ground. and IF you can work oul
how to repair the ship's compuler so
that you can warp away [rom the
official ship which wants you to
heave-to and be searched. THEN your
troubles are only just beginning!

The game is subtitled "Out of Luck in
Outer Space” and they mean it! If it can
go wrong it will go wrong - your ship is
low on air, you have an illegal hitchhiker,
the genetic mutant in the crate breaks
out and wants to kill you, pirates try Lo

% Jlots of
brilliant ideas *

board your ship, death lies in wail al
every turn - thank heavens [or a
RAMSAVE!

Mapping is also a thing of the past! Mosi
of the action takes place on three space-
ships. just click on the A2Z jcon and you
gel a full sereen map of the ship. Click on
an area for a detailed plan of thal sec-
tion, showing nol only the rooms but also
where all the other characters in the
game are! Click on an area and the game
takes you straight there! Superb!

The game isn’'t quite perfect
has a u;'uuplv of minor I-IIII:JH.'\-']'II'T:!I:'I:'P."‘, for

the parser

example | occasionally got confused as to
whether | should put something ON or IN
something else, the cable on the code
breaker only appears if you put the code
breaker down. and you need Lo resort to
the keyboard once or twice Lo save your
self a lot of time by typing GET ALL or
DROP ALL. But overall, especially for a
first offering from a new team, the game
is great!

@ SIGHT & SOUND - Lois of greal
graphics, nice music on the intro

® GAMEPLAY - Excellent mouse-driven
interfaces, lots of places (o explore and
lots of puzzles to solve

@ VERDICT - A must for all adventure
players, and if you have a warped
sense of humour and like a challenge
you should definitely give it a go



his game is an interesting hybrid.

In the world of soccer games this

one lives in two camps at once
and makes a good effort in both. Man-
chester United for those who do not
know are an English Soccer team with a
greal deal of history. They also have a
very good recent record of coming second
in nearly all of the major competitions
and this game seems to be set up to help
the player manage something very simi-
lar although there is a slim hope that the
player might win!

Play consists of two separate sections
management and matehday. The man-
agement portion includes all those mun-
dane things that Managers obtain large
salaries and spectacular firings for and
the match day is where all the earlier
machinations pay off (or don't as the case
may be). The management side of the
game [ollows the precepl set down in the
classic Football Manager although il
manages il in a more graphic and sup
portive way.

The game assumes Lthal the aspiranit
player wishes Lo coach Manchester Utd.
although there are menu options to allow
you to change both players and team
names and as such it is quile possible L4
have Roy Race as player/manager of Mel-
chester Rovers. The first management
task is to look at the team. This is done

by clicking the team photlo and produces
the list of signed players and their rat-
ings in their various skills. In a separalte

Title: MANCHESTER UNITED
Publisher: Gremlin Graphics
Price: £25.99

Reviewer. Damon Howarth

SPORTS

menu there is the
training log. Here the
same players are
shown in their stale
of training. It is,
however, a little con-
fusing that Goalkeep-
ers are assumed Lo
need the same skills
as strikers and whilst
| am happy to accepl
that Centre Forwards
need to learn the art
of ‘finishing’ it seems
a little pointless for
the man in the nets!
There is no corres-
ponding ‘saving shots’ skill. Despite this
sorl of anomaly the training scems to
have beneficial effects on players apart
from those strenuous days when they get
injured.

There are also quite complete transfer
menus that allow almost any player in
the league to be bid for and, true to the
United open cheque book ethos, there is
no budget imposed on the manager and
s0 four million pound deals are quite in
order.

Onee the training and transferring has
been taken care of then selecting the
team for next week becomes necessary.
This is done from another sub menu and
ils selection also informs you as to the
training injuries sustained that week.
Although it is possible to see your sche-
dule there is no option to scoul the
opposition and so your preparations
are blind. Several formations are on
offer as the root of your team and
once this has been selected you are
prompied for someone to take each
individual position. There is no
apparent idiol proofing here so it is
perfectly allowable Lo play centre
forwards in goal. Maybe this is why
it is possible Lo train goalkeepers in
finishing?

Should you make a mistake and
not notice it before the last player is
selected there is no chance to
change or review the team. Once the
last man is picked the game sequence
begins. The game has all the advantages
of being innovative and exciting and can
last from 5 to 45 minutes each way. It

an be played by the computer alone as a
simulation or by the player using the
joystick in Kick OIT fashion.

The sprites and match play look good

with whistles and yellow cards but unfor-
tunately there is no player identification
so that vou cannot tell which player per
forms well or who scores. Still it seemed

Lo me thal scoring was a lost art. The
teams seemed to attack but both goal-
keepers had second sight and positioned
themselves correctly most of the time. My
record after six games was Played 6 Won
2 Drawn 4 Lost 0 Goals For 2 Goals
Against 0. This did not lend itself to ex
citing or enthralling football. Had [ not
been selecting the all out attack mode of
footbhall with five forwards and two in
defence [ suspect no goals would ever
have been seen!

Once the match is over there is no post
game evaluation apart [rom comments in
the one paper you may read al breaklast
and no other results so you can't check
on others performance, It is of course
then back to training, trading and play
ing after breakfast.

This game is a collection of could have
beens. It never quite manages to make

the mark in any of the areas it tries lo

score in. Much like the real United all the
promise is there but it seems to excel in
coming second. Lets hope they never
miake one called Rochdale Soceer!

L Gameplay - Sluggish but accurate;
fairly friendly controls

® Sound and Graphics - Good enough
io be interesting in both departments

® Overall - If the nets were wider aned

the players better they might have
seored higher with this one!
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LYNXGAMES

MORE
HIGH
JINX

with the Lynx

NINJA GAIDEN

Ninja Gaiden is a one-player beat ‘em up. The levels and
enemies are much like those of Shadow Warriors on other
machines.

There are 4 different levels to battle through, with a limit of
99 seconds per level (or life): the City, the Casino, the Station
and finally the Palace, where you will meet the Dark Lord
armed with razor sharp sabres, There are 8 dillerent enemy
types starting with
sireet thugs and
ranging up to
glants and other
ninjas.

You begin the
game with three
lives, each one con-
sisting of five
"knock-ouis”. Being
hit and knocked
down loses you one
knock-oul. You
also have a couple of Continues which you can use whenever
you lose all three lives to carry on from where you died (but
with a #ero score).

On your way you will pass many telephone boxes, tables,
storage boxes ete. If either you or an enemy is knocked over
into one of these objects it will instantly be trashed and if a
special item was inside it you will be able to collect it. You can
collect blue and red pills to restore knock-oults, precious
stones for points, extra lives, more time, or a sword. While you
have the sword vou can knock down anyone with only one hit
and you do more damage than normal.

Your fighting moves are a little limited, but the action is [ast
and furious and Ninja Gaiden will appeal to all those who love
a good light!
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ROBOTRON 2048

The Copyright notice is for 1982! Some of our older readers
may have played this one before on their old 8-bit! All the fun
of the original is faithfully recreated here - each level is just a
single screen with you in the middle and countless baddies
closing in from every direction to kill you. Dodge and flire as
fast as you can and yioul might survive a few levels. Rescue
some of the innocents wandering around the screen belore
they go splat and you gain enough points to get some more
lives and survive a little longer!

You get to choose between THREE different ways of using the
controls. each designed to allow you to move in one direction
while firing in a different one. Everything happens at very high
speed - the first few times you will probably die before you
have worked out what is happening, but like all the best games
it is really incredibly simple and you will spon be able Lo blast
vour way Lhrough the first half dozen levels in no time at all.
Again, highly addictive - you KNOW you can get a little further
next time!

Plenty of variety in the enemy - some chase you slowly but are
practically indestructible, others come in fast but die easily,
some shoot at you, others generate more nasties that bounce
all over the screen.

Definitely a golden oldie!

SHANGHAI

Mah Jongg is an
ancient Chinese
card game - using
tiles instead of
cards: they have
three suits num-
bered one to nine,
plus four winds and
three dragons, but
there are four iden
tical tiles of each ol
these. They also
have eight special tiles called seasons and [lowers making a
total of 144 tiles. Mah Jongg itself is just an oriental form ol
Rummy or Canasta for four players, with some complicated
scoring rules. In the same way that we play solo patience
games with a pack of English cards, the Chinese play a form of
patience with a Mah Jongg set. Shanghai is such a game.

You choose a pattern: Dragon, Hawk, Butterily, Fish, Bear,
Spider or Turtle (some are harder than others). The tiles are
dealt out randomly into that pattern. A move consists ol
pointing at pairs ol identical tiles that are both free o slide out
to either the left or the right, thus clearing the way for more
tiles for vou to match. To win you must clear ALL the tiles from
the screen!

An options sereen allows you Lo get hints il you are stuck (the
computer will show you one of a pair of tiles that can be taken
away), restart with exactly the same deal, quit, or change the
way the tiles areshown. The tile you are pointing at is always
shown enlarged at the side of the screen. One limitation is that
you can't take back a move if you get stuck - this is available
on most other versions of the game.

Two player options allow alternate play (ten seconds per
move] or simultaneous where il one person selects a tile you
can select a maich and get the points!

A great way of passing the time il you like patience games!




reviewed by John Sweeney

HARD DRIVING

More car racing, this time with a choice of a traditional race
track or a stunt course involving leaps and loop the loops! The
ST version was hard enough to control, | found this even
harder! You have to tap the joystick to steer, but [ found it too
sensitive and had great difficulty staying on the road. You need
to conirol yvour direction and speed very carefully in order to
get around the track in the very limited time allowed, and just
when you are doing well some idiot crashes into you from
behind with no warning whatsoever!

Fortunately you can select automatie gear changing if you
wish so that is one less thing to worry about, but even with
that after three or four hours of playing I had still not com-
pleted a single lap of either course, although I did manage to
gel round the loop the loop once!

The 3-D graphics are excellent. no flat roads here - if you are
going up a hill you can’t see which way the road bends on the
other side! If you succeed in achieving the challenge times for a
lap vou get to race again against the Phantom Photon!

Definitely one for the dedicated driver!

TOKI

The evil wizard Vookimedlo has captured the Princess Miho,
and hidden her inside his evil palace. The only person who is
able to save Miho is Toki. Vookimedlo is well aware of this fact,
s0 he turned Tokli into an ape! Toki must find and defeat
Vookimedlo to rescue the princess and to attempt to turn
himself back into a human.

Toki is an arcade game, full of nasties, traps and puzzles. The
casiest way to kill things is to fire your breath weapons. At the
beginning of the game this is just one single small bolt. Along
your way vou will find items which will make your breath
weapon better e g. triple shots, large shots and fire, although
these only last for a limited amount of time. You will also find
special items such as helmets which help protect from mons
ters, and rabbit boots which allow you to jump much higher
than normal, Another method of killing things is to jump on
their heads, though it often takes more than one bounce to kill
things.

One very annoving thing about this game is that you lose a
life il you are hit once, and it is often hard to see what actually
killed you. You begin the game with four lives and two con-
tinues each consisting of four lives.

Toki is great fun but also extremely hard [because you can die

so easily], especially as you have to start from the beginning
every time. If you enjoy challenging arcade games this is
definitely a must.

SUPER SKWEEK

Skweek's mission is to conquer five islands, each consisting
of 50 levels, unfortunately each level is packed [ull of monsters
and traps.

To complete most levels Skweek has to paint all the squares
pink, but on some he has to kill all the guards or rescue all the
Skweezelles, There is a time limit for each level, some are
extremely tight while others give you lots of time to spare.

Kill monsters, collect their coins, and then buy power-ups at
the shops which occur every couple of levels, Power-ups may
enhance your shots or increase the number of squares you
paint. others can give you extra lives, put you onto the next

level or change your speed. There is an incredible variety of
monsters, traps and power ups and lots of ways of restarting
so that you can reach lots of different levels very easily. One
way is to gain the ability to buy restart codes at the shop so
that you can continue {rom that position next time you play.
Don't get codes too often though because you're only allowed
twenty codes per game and there are two hundred and fifty
levels! A two-player version allows both of you to paint tiles at
the same time, but if you want you can get nasty and push
each other into holes!

An excellent fast moving arcade game crammed full of goodies
- just as good as the ST version (see the full review in issue 51)!

CRYSTAL MINES II

And | saved the best for last! Remember Boulderdash? Or
Repton if yvou used to have a BBC? Or the countless clones
which featured little men digging their way around endless
caverns, avolding falling rocks and dodging nasties that tended
to follow the walls in endless circles? Well here’s another one!
BUT... it is absolutely brilliant. It is the best version of this sor
of game I have seen [or years.

No wimpy little shovel for this guy though, you gel a robot
who can blast his way through most things with his own
energy bursts. But although this plays very much like Boul-
derdash for the
first few levels
it just keeps
getting better
and better. |
am up to about
level 79 out of
150 and [ still
keep finding
new monsters,
lraps or power-
ups every few
levels. The
amount they
have crammed into this game is incredible. Monsters can be
invulnerable, radioactive, exploding, bouncing, and so on.
There are tubes which convert boulders into gems (or vice
versal), radioactive boulders. boulders which are actually
sleeping monsters, boulders which conceal dynamite, etc.
There are four elements which spread through any empty
spaces, and all have different properties - some trap you, some
turn into gems when shot, it just goes on and on.

Loved the gravity switches! Touch one of these and the rocks
start falling sideways!

And there are another 31 bonus levels if you can find the
entrances Lo them; all levels have passwords so you can restart

anywhere, and il you gel stuck too long on any level the game
will offer to tell you the password and let you move on to the
next level - very friendly.

A lot of effort has been pul into making some really fiendish
levels in this incredibly addictive game!

SUMMARY

The Lynx is still an excellent machine - especially al some of
the prices | have seen il going lor - Special Reserve
(0279-600204) were selling off reconditioned Lynx 1s for
£49.99! And with the range and quality of games it is hard to
fault it. Rush oul and buy Crystal Mines Il now!
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EDUCATION

ere are another two ST based

educational packages [rom Scel-

lander Software, this time desig-
ned to help vounger children get started
in arithmetic and to develop pre-reading
skills. As with most educational software
today they're both designed to lit into the
National Curriculum where possible.

COUNT AND ADD

The package conlains one double sided
disk and comes complete with a free
badge and a glossy 34 page instruction
booklet. It'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 1,
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.

SETS 1 - covers the counting of
objects. It displays a sel of identical ob
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.

SETS 2 - similar to Sets 1 excepl
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 Lo
appear - keep press-
ing until the correct
number of objects in
ihe sel have been re-
vealed. Otherwise
details are as for
Sets 1.

ANIMALS -
moves on a stage
from Sets 2 in that
you have to key in
the correct number
from the ST's
keyboard instead of
pressing the Space Bar. All the displayed
objects are animals, hence the game’s
TLATIIE.

TRAIN - introduces the concept of
addition. A set of objects is displayed and
counted as in Animals. If 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 pufls across further, causing
the two sets of displayed objects to amal-
gamate into one large sel. You then key
in the total number of objects in this.

SPIDER - similar 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.

CLOCK AND CALENDAR
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 vou key in when you boot up
the program. You can't interact with this
screen in any way - it's just for viewing
and discussing with the children.

The program uses a mix ol sampled
speech and chip generaled sound
throughout. The speech [male voice with
a very light Scots accent) is used lor
prompting lor inpul 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 burbling sounds

accompanying Shades the Dog's pre
sence on the screen, plus a few other
miscellaneous effects.

Graphics are neat at i well drawn, bul
sparse. The objects are displayed on a
light blue background which makes
some of them difficull to see somelimes.
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-sel default
parameters, but these can be changed
from the Parent/Teacher screen. You can
toggle sound on/ofl; set the gpider’'s
speed for the Spider game: the number of

problems asked in a game: the number of

wrong answers allowed belore the prog-
ram displays the correct one; lowest and
highest numbers used in the problems;
and io select the style used for arithmetic
operators. You can also choose whether
io hide this Parent/Teacher facility so the
little perishers can’t get at it. and to acti
vate the program’s resulis monitoring
facility.

A common system of providing help is
used throughout. If a wrong answer is
given you're prompted Lo count again.
This continues up to the limit set for
retries in the Parent/Teacher screen, al
which point the program counts the ob-
jects lor you, incrementing a numeric
count while speaking the numbers and
highlighting each object in turn. You
then proceed to the next problem.

The program can monitor and record
the results and progress of up to len
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 hallmarks of
a good educational program - excepl onel
It's fine on the educational front. is easy
io use, has good help facilities, and can
track results. Unfortunately 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 lixed by
better exploitation of the theme character
and better use of animation.
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JOHN S DAVISON FINDS
OUT THAT SCHOOL
ISN°T ALWAYS FUN!

MIX AND MATCH

This program is supplied 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-
calion aids it helps the child acquire
keyboard skills and builds confidence in
using compalters. The program is divided
into three main sections, each of which
conlains six learning games. In addition
there's the "real-time” clock and calendar
as found in Count and Add.

TWO OF A KIND - requires you
to match an object displayed in the cen-
tre of the screen with one from a set of up
Lo four displayed below it. A pointer
moves automatically in sequence [rom
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 lour diflerent orientations,
i.e. rotated in 90 degree increments.

GDD ONE DUT - uses the same

six games as above, but this time dis

pﬂn_‘,.’.'-i up to four objects, up to three of
which are the same (bul 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.

FORGET-ME-NOT - again uses
the same six games. Here only one object
is displayed for a given period of time and
is then removed [rom the screen. Up Lo
four different objects are then displaved,
one of which is the same as the original
object. You press the Space Bar when the
pointer moves to that object.,

CLOCK AND CALENDAR

as in Count and Add.

The program uses sampled speech
again, but this time it's a female voice
with a sofl Scols accent, presumably Big
Maggie's. It's dynamically loaded [rom
disk again. so imposes the same perform
ance penally 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

sparse than in Count and Add, with no
animation at all to spice things up. Looks
like animation isn't Scetlander's strong
suit! Big Maggie appears occasionally as

®~=m —qWn

an object in the games
end of game summary screen, but this
hardly merits the title of "theme charac-
ter” in my view.

As expected there's the usual Scetlander
Parent/Teacher screen for modilying the
program’s operaling parameters. This in
cludes toggling the sound on foff; setting
the automatic pointer’s scan speed; the
number of ques
tions in a game;
the number of
objects shown at
any time; the
display time in
the Forget-Me-
Mot section; the
number of
attempts
allowed belore
the right answer
is shown:
whether the Pa-
rent,/Teacher
facility should
be hidden; and
o activate the results monitoring facility
[which is identical io the one in Couni
and Add).

If you repeatedly answer any problem

and again on the

incorrectly the program’s help lfacility 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 Couni and
Add. As an educational aid iU's fine, 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. It could turn these
rather ordinary educational programs
into something special,

COUNT AND ADD
MIX AND MATCH

Scetlander Software
£25.99 AND £24.99

Reviewed by John 5 Davison
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COMPILATIONS

SUPERHEROES 2 ...
CHART ATTACK

4 MEART STORPING HITE ErA- A
¥ L R

nce more to the compilations

dear [riends, this time an in-

leresting exercise in comparing
the marketing strategies of two com-
panies. Domark whose Superheroes 2
was sadly marred by the by now almost
standard faulty disk and Gremlins re-
lease of old classics.

SUPERHEROES 2 includes Indiana

Jones and The Last Crusade, Last Ninja
2. Strider 2 and the not to be forgotten
The Spy Who Loved Me. The Spy seems
to sneak it way on to every Domark col-
lection 1 review and it still seems the
same! It is still a collecet a vehicle and
drive it to the next stage having shot
some baddies on the way, The graphics
are still strong and the sound still good.
Unfortunately anyone having bought any
other collection in these lines will already
have several copies of this particular
game.

Last Ninja, unfortunately. did not want
to load so [ will concentrate on Indy and
Strider. The Indiana game is well pre
sented and loses nothing from coming in
this boxed set, for although this is the
original came with lots of add-ons, the
important parts are still there and all the
clues are available. The graphics and
gameplay in this are strong with good
linking scenes to enable player interest to
slay high starting, as did the [ilm, with
the Boy Scout Indy and working to the
climax in a logical progression of scenes,
There are several digitised shots from the
film. controls are positive and the colours
sirong.

Strider 2 is a worthy successor (o one of
my personal favourite arcade games.

lsswe 27 - New Atari User

With his viclory over
evil in the Soviet
Union complete he
now takes on the
forces of another
planet. The format is
lairly similar, only
the game now lakes
place on the planet
Magenta and Strider
can turn into a bio-
battlebot. 1 like this
game, it has the
super hero style to
it. The graphics are
colourful and comic
book like with the whole giving the im
pression that the player is actually inside
an adventure story.

CHART ATTACK uilers [our raves
from the grave Lotus Espril Turbo Chal-
lenge (1), James Pond, Ghouls n Ghosts
and Venus Fly Trap. As an encompassing
statement all these games are strong and
have all made best seller lists in their
time. The weakest is the Turbo challenge
which takes a long time loading and
offers race course driving in a fast Lotus.
The graphics are just above average and
the controls simple, on the other hand it
seems Lo offer a little more than its suc-
cessor does, not a bad race game for its
time. Ghouls N Ghosts is the successor
to Ghosts N Goblins and offers the furth
er adventures of the knight Arthur in his
search for his captured girl friend. The
graphics are small but beautifully formed
and the controls low smoothly. The
problems are at the hard end of fair and
the monsters, although prolific, are not
too awe inspiring. An entertaining little
romp. Venus is a different sort of plat
form game, you play a robotic fly that is
out to rid the world of mad robotic in
sects. This is done in (ree Nowing and
challenging platiorm and ladder style. A
range of collectable weapons are avail
able as are bonus pods allowing different
abilities. This game is another fun game
that proves the computer can still out
class even dedicated game machines.
Finally in this sel is my [avourite game
of this issue, James Pond. This game has
humour, problems and variety. In case
the game has escaped your notice in the
popular press, it concerns a secret agent

cod whose job it is to save various mari
time creatures from eco disasters. There
are twelve scenarios each with a varia-
tion on a Bond title for example Licence
to Bubble or Leak and Let Die. The
humour continues in the game with Pond
looking for villains and freeing the inno
cent while becoming occasionally sozzled
on J. D. Whisky. There are many hidden
caves with bonus scores in them and of
course there is always Pond’s house in
which items may be stored until subse
quent adventures need them. With good
cartoony graphics, a sense of humour,
responsive controls and problem solving,
this game alone makes the collection
worthwhile.

As may be obvious 1 greatly preferred
Chart Attack as it offers four good value
games of which at least three will leave
the player wanting more when they die.
The Domark set has games with a more
arcade feel to them, but maybe a pol
ished professionalism thatl somehow
leaves them a little sterile. All the same
there are two and possibly three rattling
gFood games on the Domark set, | do wish
they would stop trying to put the James
Bond thing in every pack though.

All in all both are bargains if you do not
have the originals.

@ GAMEPLAY - Most aof the games on
both packages are of high standard.
and all scroll smoothly and react well
to joystick commends

@ SIGHT & SOUND - All are acceptable,
Superheroes uses more sampled and
digitised stuff, Chart Attack has good
effects to it, all are graphically strong

@ OVERALL - Two strong packs - either
could be a bargain, my favourile
though was the one from Gremlin

SUPERHERQOES 2
Domark £29.99

CHART ATTACK
Gremlin Graphics £29.99

Reviewed by Damon Howarth
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ARCVENTURE

HARLEQUIN

nee upon a time there was a

game called Prince Of Persia and

all of those that saw il said that
it was wonderful and that the sprites did
move in realistic manner and that it rep
resented new horizons in arcade adven-
turing. It seems in the land known as
Chimerica these legends had also
appeared and inspired the country Lo
bring forth Harlequin. This storyline in-
volves a child who lelt a beloved country
made only for him lo learn of the outside
world. The learning he came upon kept
him away for many yvears and in that
time Chimerica suffered a broken heart
and fell into disrepair and chaos. On his
return the now ll grown hero called
Harlequin saw that he needed to set
about recreating 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 better than Prince of
Persia.

Indeed the game was better with a
slightly smaller but wonderfully ani-
mated hero sprite who could perform ex
citing gymnastics and fire small hearts
from his hand to the greatl discomfort of
his enemies. Here the Harlequin must
obtain entrance to Chimerica and mend

its rusted clock tower finding the four
parts of its sundered heart on the way.
Controlled by positive joystick commands
he must wend his way through some
complicated screenery.

The harlequin is superbly animated as

Title: HARLEQUIN
Publisher.  Gremilin

Price: £25.99
Reviewer: Damon Howarth

jump, he must run

are the evils he must
fight. Large heads
and alarm clocks try
to ambush him as he
hunts for the various
swilches that will
power the sliding
platforms and enable
him to climb ever
higher. Each of the
actions of the hero
has a direct bearing
on the world around
him - the faster he
runs the better his

g

L 2

up slopes much like

Gene Kelly used to dance up walls and if
he should be falling from too great a
height then his umbrella needs careful
timing to use,

As with all platform and exploration
games there are always bonuses to find
and these are generally in keeping with
the refinding of the Harlequin's youth. He
finds Jack-in-the-boxes for mystery
prizes and obtains bonuses for recover-
ing teddy bears. He needs to find his
Space Hopper in order to bounce further,
higher and [aster or he may need to turn
into an Angel fish to enable some of the
wetter parts of his adventures to take
place, Just like Strider he can find long
term protection not with a sword bult
with a selection of firework rockets. The
Harlequin eats burgers to maintain his
energy and drinks cups of tea on the
way round. The whole complex
backdrop to this adventure is like a
demented Babes in Toyland!

Bonus stars allow the Harlequin to
stock up on bonus lives and the
operation of a load and save [cature
allows [or the completing of sections
withoul the monolonous task of re-
peating first levels on repetitive
basis.

The game even comes with built in
help systems. Where light bulbs
glow it is possible to wail and then a
message will appear suggesting
some cryptic course of action, spur
ring a jaded player's brain to further
achievements. The game levels even
change occasionally depending on ac-
tions in other quarters and it is always
wise to keep a weather eye open just in
-ase the screen you used earlier has
changed and something you need has

just appeared.

.
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% no qualms about
recommending it *

The game attempis to compare itself to
Prince of Persia which [ find is unjust to
Harlequin since this is a better defined
game with more colour and variant in
game play. Both games have well thought
out spites and intermission sequences
but this one has buill in atmosphere and
despite the lack of a Columbine main
tains interest far more. The major
strength in this game is ils use of colour
and atmosphere and the underlying feel
it has of attempting to regain a lost
yvouth. The authors may be attempting Lo
bring out some deep philosophical mean
ing but for me it works much like an
extension to Peter pan in Hook.

This was my favourite game of this
issue’s review crop and [ would certainly
have no gualms about recommending it
to anyone with the youth of heart Lo
appreciate its message. There is no real
violenee in the game as Harlequin des
troys evil with love. Some of the game left
me in mind of the Beatles struggles
against the Blue Meanies in Yellow Sub
marine

A game that deserves to be bought and
as spon as possible!

L] Gameplay - Outstandingly responsive
with many imaginative touches

@ Sound and Graphics - They comple
ment each other very well and are
bath very strong

@ Overall - Excellent, innovative ancd
addictive. Buy one one now!
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PD

Paul Rixon’s

WORLD

One of the drawbacks of PD disks (in
my experience) is that once you've
built up a sizeable collection. the time
it takes to actually find 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 half

an hour to find! The solution, of

course, is to store all the useful tools
on one disk ... which_just happens to
lead very conveniently onto the sub-

ject of this issue’s PD World - a disk

called 30 USEFUL UTILITIES.

KEYBOARD ENHANCER

First up are Accent and Argus. Ac-
cent provides your ST with two [unctions
that any PC user would take for granted.
Once installed you can enter any special
character [a copyright symbol for exam-
ple) during text input by holding down
the Alternate key and typing the ASCII
value on the numeric keypad. Release
Allernate and up pops the corresponding
symbol! Also, if you have the CapsLock
key switched on you can press Shilt to
oblain the lower case letters. Argus is
more specialised in nature and will
appeal primarily to programmers. [t
offers a painless way to keep track of
disk i/o operations performed by a run-
ning program. Argus intercepts a Bios
call and retrieves various information

such as the error number, call address
and read /write status. If you understand
what it does, you'll probably find it use
ful! The assembly code source file is
included.

BOOT UP CHOICE

As its name suggests Bootplus is a
boot enhancer - it lets vou choose from
three alternative Desktop.Inf files when
you switch on your ST [one lor each
screen mode). Along with the resolution
you can select the programs you wanlt Lo
‘auto’ run. Cut & Paste comes into its
own when you want to split a very large
file into several smaller pleces - perhaps
for transporlation via floppy - and subse-
quently paste them back together. All
yvou do is enter the respective file names
and the size of the chunks you need - the
default is 713K, as this fits nicely onto an
IBM lormatted double density disk.
CheckHD assists hard drive owners
who want to monitor statistics relating Lo
-their hardware, such as access times and
transfer rates. You can choose between
four different test scenarios (access
speed, read integrity, transfer rate and
all three) and various hard disk types.
Choosing the right option is important
because CheckHD can't handle a SCSI
hard disk's responses in the Atari mode
and vice versa (maybe one day Atari will
learn the meaning of ‘standard” - or
maybe not...). Clock is a German prog-
ram Lhat carries out its obvious function
with the option of a digital or analogue

Desk
=

&’

File

An easily

U1ew Uptions

in 5 1tenm

readable
anclogie A:SCLOCKLTES
clock - you 48468 bytes used

carn't miss
this one!

)

CLOCK .ACC

=,

CLOCK .GEM CLOCKITE .TX

=
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display. It seems to have an alarm too,
but unfortunately the instructions aren’l
iranslated into English!

INTRIGUING STUFF

Double Click Software seem Lo have the
market licked when it comes Lo creating
useful - or at least, intriguing - routines.
A prime example of the latter calegory is
DC Mouse-ometer. This Lells you how
[ar your mouse has moved during your
consclentious sessions at the micro - but
only if the machine is kitted with Atari's
new extensible control panel, Xcontrol.
Mouse-ometer displays the total distance
in inches - I'm not sure why you'd want
to know this, but if you use an ST at
work you could try submitling a mileage
claim for mouse travel! As you'd expect,
DC Mouser is another rodent acces
sory. It solves the problem ol an unwan
ted mouse cursor by hiding and revealing
it at the command of a key combination.
Another solution is the DC Mouse
Sawver which switches ofl the cursor
after a period of non-activity. Meanwhile,
DC No Alert suppresses the standard
alert box and automates the selection of
the default button. For example, an aler
that said ‘okay to continue?’ would be
bypassed. and the assumption made that
your answer was yes. This might be use
ful in programs such as First Word, bul
is a little worrying when applied Lo disk
utilities (do vou really want to format?
Yes!). With DC PopBar you can have a
‘popup’ menu of the normal menu bar
entries at the current position of the
mouse pointer. Next is a utility that auto-
matically switches screen resolution be-
fore running a program, and then switch-
es back when it exits. DC Run Rez
needs to be told the required resolution
for each of your programs
change the last letter of the file extension
to the corresponding number.

all you do is

BENCHMARKS

Dos Tester will add to your arsenal ol
benchmarks. On running you're pre
sented with a choice of three tests
ate/close, open/read and seek. You can

cre



choose the number of files to test with,
and the size of each file. The results are
written to a log file on disk. DStat-X
reports on numerous disk-related para-
meters such as the total disk size, boot
sector type, number of sectors per track
and amount of free disk space, DStat-X
operates happily on hard drives as well
as the floppy variety. Another handy tool,
FindDup looks for duplicate files in a
disk directory tree. If it finds any it writes
the relevant information to a text listing.
This could be useful for tidying up a hard
disk, where yvou might have various old
versions of development files. Also of in-
terest to hard drive users, FindMac
searches disk drives for fllenames match-
ing a specilied pattern.

CHANGING THE LOOK

FormDolt leis you alter the way that

sEM dialog and alert boxes appear in
most ST programs. You can use the
keyboard to select buttons in the dialogs.,
position the edit cursor anywhere in an
edit field with the mouse, enter any ASCII
character from the keyboard, redefine
alert icons and many other things be-
sides. FSelect is a shareware routine
that once appeared in ST Format maga
zine (but never mind, it's probably quite
good!]. It’s a replacement file selector
with lots of clever options. You put it in
your AUTO folder and then whenever
your programs need a file selector box
FSelect will appear instead of the stan-
dard, and nol particularly friendly, Atari
offering. The philosophy is that programs
should be comfortable to use - therefore,
whenever possible you can just point and
click with the mouse. Eleven pages of
explanatory notes guide you through the
features,

DIFFERENT RES?

LowSwitch handles the problem of
programs that require different screen re-
solutions - once installed, you can load
your medium resolution programs in low
resolution and vice versa, thus avoiding
an unnecessary Lrip to the relevant de-
sktop option. MCloeck is a simple on-
screen clock that delivers its message in
twelve or twenty-four hour format, or
even in ‘metric’ time where each hour is a
hundredth of a day. MDFormat formats
disks with musical accompaniment from
the Midnight Express theme, in a user-
specified mode. Its purpose is two-fold as
the heavily commented source file serves
as a good tutorial for those learning
68000 assembly. On a different note,
MonMagic turns your expensive colour
monitor into a green or amber screen,
just like the early PC's. Useful huh? Also
on the subject of PC emulation, NFor-

8 115k Mperational Speed lecter _

Monitor your disks
with two useful
programs - DOS
tester (top) and
DStat-X (below)

O~~~ —-—gn

muat is a desk accessory that

: e
formats double sided floppies TER] butes used

with an IBM boot sector (later
versions of TOS should man-
age this anyway). SN
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Onto the final half dozen! .
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Bar Time (not sure what the
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show the current time and

date in the accessories menu

bar. SpeedMet is a German ben-
chmarking program that works as both a
desk accessory and GEM application.
The documentation and dialogs are Ger-
man but even so you shouldn’t encoun-
ter any problems. SpeedMel runs one
continuous test and updates a perform-
ance bar from 0 to 1200% - 100% being a
normal 5T (my STE ran consistently at
almost 102%). ST _Init enables you to de-
cide which desk accessories and auto
programs should be loaded on boot up.
Other selections include time and date,
screen frequency (50 or 60hz) and resolu-
tion. ST _Init can handle up to 114 desk
accessories and 38 programs in the
AUTO folder - more than enough for most
people! SureCopy is for TOS 1.4 (and
above) programmers who use a RAM
Disk, It heélps to maintain development
files in the RAM disk by presenting the
ability to periodically back them up to
disk. SureCopy organises the archive bits
so that only modified files are copled,
saving you time and confusion! WinXV

increases the number of GEM windows
that other programs can open and last
but not least, as they say, is Zoom.
Zoom allows mono users to zoom in on
a small part of the screen surrounding
the mouse pointer. The magnified image
updates as you move the pointer.

That it's - Thirty Useful Utilities!

UPDATES

Before you disappear a briefl reminder
aboul the new arrangements for obtain-
ing Page 6 Library updates. These are no
longer enclosed with the magazine but
are mailed separately to those people
who have asked to receive them. You can
register (ree of charge for the regular up
date service or alternatively join the Page
6 5T Club to obtain generous discounts,
[ree disks and other extras. Ask Page 6
for full details.

HOW TO GET THEM

featured this issue is:

The disks featured in PD World can be obtained from the PAGE 6 ST library. When
referring to a specific disk, please use the unique reference code for identification.
A printed cafalogue describing all the library disks in detail is available from PAGE
6 at a cost of £1.95, refundable against the first few disks ordered. This includes
a copy of THE PAGE 6 CATALOG DISK, which is otherwise priced at £1. The disk

ST633 - 30 USEFUL UTILITIES

Prices for standard disks are £2.95 each or £2.50 each for five or more
but prices are lower for members of the PAGE 6 ST Club

Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR
Telephone 0785 213928 or FAX 0785 54355 with credit card orders
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ST GAMES

MANIX

&0

anix is a game which

has many similarities

to Marble Madness
but also adds a little exira.
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-
titudinous maps hoping to
restore the balance before
some unpleasant events or
creatures cateh up with him.
Each level starts with the
scenery as it ought to be and
then grenades drop disrupting
the symmetry of the board.

Onee 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
this is what provides him with

TEAM SUZUKI

FACTS

Title: TEAM SUZUKI
Publisher. Gremlin Graphics
Price: £7.99

Reviewer: Damon Howarth

SIGHT & SOUND

Well implemented, strong
effects add fo the realism
mode, smooth scrolling is
pleasure

Solid and well designed, just a
shame there was no keyboard
control

A good budgef buy

Issua 57 - Mew Abari Lsar

the bounce factor
he needs.

The playing area
resembles a che
gquered table with
some pretensions
to a 3D display. The control of
the hero is sometimes a little
less than natural since the
player needs to think in a 31
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 of which is com
pleting the level while an
opponent and a computer
make life difficult for you.

am 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 until the game is stu-
died. Being an ex "biker", 1 am
all too aware of the occasional
ragueness ol 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

b

« SFAY

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 Lo 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 controlling
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
The game charls
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 VETsUSs 1'{"':']"5]1[ l'hU'iI;'I.'H.
You can have the somewhat
jerky riders on all bikes and a
dashboard option or the no
riders no dashboard smooth
version or the half way type
which produces the smooth
scroll that is necessary (o
enjoy the game.

The screen also manages
some of the judder found
when bikes are just missing
the sweel spot. The sound
effects give an authentic roar
and maintain the belief that

FACTS

Title: MANIX

Publisher: Raze

Price: £7.99p

Reviewer: Damon Howarth

SIGHT & SOUND

Friendly but idiosyncrafic, nice
fo have a good 2 player oplion

GAMEPLAY

Although not the up fo the mi-
nute music quite adequate fx
and strong sprifes

A very good budget buy and
one | rmcommend

the player is using a big fast
bike. There are though some
flaws to the simulation, acci-
dents tend only to leave dam-
age to the bike and do nol
send you flying and 1 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

sameras. Of most use though
is the look over the shoulder
switch from the space bar. |
was disappointed to find that
there was no keyboard control
for the bike.

The only options | had were
mouse or joystick. Now while a
mouse recreates the steering
wheel [airly well a keyboard
makes more sense for a quick
to respond bike.

On the whole though a good
game and well worth playing.



.| st GAMES

HORROR ZOMBIES
FROM THE CRYPT

here would seem to be

a move in the budget

market to provide in-
teresting and plavable games
that seemed to have missed
public attention the first time
round. Horror Zombies is cer
tainly in this mode and pre
sents a platform game that
lovingly recreates the Bela
Lugosi horror show with very
playable attributes.

The booting system itsell
shows attention to detail, with
a poster straight [rom fifties
Hammer with Zombies and
screaming wenches through to
the opening credits in the
cinema. The X certificate at
the beginning is not entirely
misplaced although the vio-
lence is minor. The music has
the heavy timbre associated
with the genre and adds
strongly to the atmosphere.

The story centres around a
disinherited Transylvanian
count who is reclaiming his

... ST GAMES ... ST GAMES...

birthright. This en
tails entering the
dread manor and
discovering the ter-
rible things that
still inhabit the
Maison Horrible, The foolhar
dy aristocrat is controlled by

joystick and needs Lo leap and

grab his way past all the
favourite monsters of Holly
wood, It seemed al the begin-
ning of the game that there
was a no go region and that
the monster always hit and
kill you but just bear in mind
that the zombies are mindless
and will only walk where they
are programmed to.

As the game progresses it be-
comes necessary Lo [ind keys
and skulls to enable new
levels to be accessed. Many of
the problems need timing and
the use of the bonus items are
essential at many points, The
most uselul things seem to be
boots for sneaking around

since they hide you from

AgETESSIVE Monsiers that you
would have no other defence
againsi. The vision of the
sprite tiptoeing its way pasl
Cthulloid frogs is most amus
ing and is obviously inspired
by Abbot & Costello meet ...
movies, Should you manage
to come to grief at the hand ol
one of these dreadful crea
tures the gory death scene al
the end is worth seeing and
ranks up there with Barba-
rian. The game is progressive
ly challenging and seems a
good escapade for fans of the
old horror style of movie.

[ enjoyed the game and kept
coming back for just one more
try. I'm sure there is a way
past those werewolves!

FACTS

Tithe VIDEO KID
Publisher: Gremlin Graphics
Price: £25.99

Reviewer: Damon Howarth

SIGHT & SOUND

Both have excellent graphics
and well spoffed effects

GAMEPLAY

Everything is there but the
almosphere, Kid Gloves is fine
and smooth

VERDICT

This is worth it for Kid Gloves -
Video Kid is somewhat run of
the miN

his is a full price

Gremlin game that

shows a greatl deal of
pedigree. The story behind
this is commendably short
and involves Billy (the video
kid of the title) settling down
to watch the new family video
and his being sucked into the

workings. His task is to escape

by making his way through
five different arcas of video de
feating monsters and end of
level guardians as he goes.
The kid is a green haired ver
sion of Dennis the Menace
and appears in cartoon culey
mode throughout the game.
He has various outfits for the
various levels and seems Lo be
moving on a continuous con-
veyvor belt, As with all such

seek and destroy
games there are
bonuses to be
gained and lots ol
obstacles to dodge.
The peculiar screen scrolling
and sometime lack of total
control of the hero is probably
attributable to the fact he is
meant to be in a video that is
continually running.

Graphically the game is
appealing with plenty of colour
and lively monsters but some-
how there does not seem Lo be
the novelty and ‘lets try again’
features that I would have ex
pected in such a work.

I find it very hard to pin down

just whal il is about the game

that stops me from a full
fledged WOW!, but it generally
feels to lack that touch of
charisma and zest that the
package promises. Perhaps
the pri blem is the lack of con-
irol over the events Lthal oceur

T
FACTS

HORROR ZOMBIES
FROM THE CRYPT
Publisher: Gremlin Graphics
Price: £7.99

Reviewer: Damon Howarth

SIGHT & SOUND

The sound is most evocative of
the movies while the graphics
seam lo be a port from the PC
146 colour mode, strange but
good

GAMEPLAY

smooth with big sprites, some-
times a Nittle frusfrating

Title:

VERDICT

A strong budget game with
much fo recommend it

EO KID

and the fact that there is no
going back that leaves me feel
ing as though 1 have played
the gaming equivalent of a one
armed bandit | don't know.
Gremlin themselves may not
be too convineed about the
game since they offer the free
budgel game Kid gloves with
it. Kid gloves is a platform
game that has, Lo my mind,
better play and sound and a
far beiter game concept. This
is a game a little in the Bomb
Jack mould with well coloured
and well controlled graphics
and a plot line that makes
sense. The game has many
similarities to its stable mate
but somehow carries it ofl bel
ter. [ actually wanted to Keep
trying with Kid Gloves as he
fought his way across screen
fuls of exotic locations looking
for ways around problems.
Mavbe they should bill Video
Kid as free with Kid Gloves??
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fter the release of STOS 3D, |
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 oul on the 23rd of
November 1989! 5TOS Musician is
just as‘bad, having been mentioned in
the following issue. STOS Vidi was
promised for Spring 1990 and STOS
Musician was said to have been "lol-
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 Alari
User). So for two and a half years we
have been wailing [or these wonder
products without a peep from either
Mandarin (now Europress) or Shadow
soltware. | have not been told any-
thing about these two packages, and
have not seen them mentioned any-

All is quiet on
the STOS
front but
Dion Guy
brings you a
neat little
type-in listing
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where since issue 48 of New Atari User
[released on the 24th of January 1991),
It's not as though STOS's popularity has
faded either - have you seen the number
of new PD games and utilities that are
writlen in STOS? So, the onus is on the
aforementioned companies - GET YOUR
ACT TOGETHER AND START SUPPORT:
ING 5TOS AGAIN!

THE LISTING!

Onio this issues main feature, the listing!
As you can see, it is quite a big one this
time - bult | 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 aboul Enemy Fleet
is that there are no massive memory
banks to type in - it doesn’t require any
spriles!

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 Lo position your fleet
where you want them, on a grid repre
senting an ocean. Each ship is repre-
sentled 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 wanlt the ship to be
and the next one will then appear. Re-
peat this process until you have placed
all 6 ships and then you are ready to
play. Once you have placed your ships
the screen will swiich to the bombing

screen. Here you can use the mouse to

choose where you want the bombs to go
fon the grid). To choose a square simply
point at it and press the left mouse but
ton. The bomb is represented by a small
white circle inside the square. Don't
waorry 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 whal the con
dition of each of your ships is [which
could be "O.k", "Damaged” or "Sunk”).
Once you have finished (you start with
24 bombs) the sereen will swilch to the
detonation sereen, where you can see if
yvour bombs have found a ship or not. If a
bomb does lind a ship, the part of the
ship it has hit will be revealed (each ship
takes 4 bombs to be destroved). If 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
cach ship destroyed you lose the use of 4
bombs per turn. Alter you have had your
turn the computer will try to destroy your
fleet by using the same methods. The
game continues until one side destroys
all 6 of the opponents ships. And there
vou 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
stuff! If you've written a program that you
wanlt reviewing, or a listing vou want to
share with the world - send it in! Send
any STOS related bit's n” bob's vou may
have lying around to the following
address. See you next time!

please, please, please send in some

Dion Guy,
STOS COLUMN
11 Shore Crescent
Bishops Waltham
Hants
S03 1DZ



10 rem SCREEN + VARIABLE SETUP

20 dim GRID(23.23),8T(12)

30 mode 0 : key off : hide on : click off

40 palette $ﬂ.i???.$U,$ﬂ.$??U.5430.5450.!444.$333,$555.$Tﬂﬂ,5?ﬂ.$?,i??ﬂ;i??,i?ﬂ?

50 windopen 1,0,0,40,12,0,3 : curs off

60 home : pen 13 : centre "ENEMY FLEET - pen |

70 locate 0,2 : centre "By Dion Guy”

80 locate 0.4 : centre "For the STOS Column”

90 locate 0,6 : centre "Press any key to start”

100 def scroll 1,0,0 to 320,199,0,1 : def scroll 2.0.0 to 320,199.0,.-1 : clear

key

110 for A=0 to 80 : wait vbl : scroll 1

120 if inkey$<>"" then goto 180

130 next A

140 for A=0 to BO : wait vbl : scroll 2

150 if inkev$<>"" then goto 180

160 next A

170 gote 110

180 ¢cls

190 for A=0 to 24 :

200 draw O0.A*8 to 192,A*B : draw A*8.0 to A*8.192

210 next A

220 rbox 216,0 to 312,192

230 C=0 : for A=48 to 168 step 24 : ink 104C : bar 224.A to 240.A+16

next A : reserve as screen 6 : screen copy physic to 6

240 locate 29,1 : print "Position” : locate 2B.3 : print "your fleet”

250 reserve as screen 5 : screen copy physic to §

260 BSN=1

270 rem POSITIONING YOUR FLEET

280 X=11 : ¥=11 : if BSN=7 then goto 440

290 repeat

300 K$=inkey$ : SC=scancode

-310 if S5C=75 and X>0 then dec X

320 if SC=77 and X<22? then inec X

330 if 5C=72 and Y»0 then dec Y

340 if SC=80 and Y<22 then inc Y

350 if X<»X2 or Y<>Y2 then goto 410

360 if K$=chr$(32) then goto 380

370 until true=false

380 if GRIDIX,.Y)<>0 or GRID(X+1,Y)<>0 or GRID(X.Y+1)<>0 or GEID(X+1.Y+1)}<>0 then

ball : gote 290

390 GRID(X,Y)=BSN : GRID{X+1.,Y)=BSN : GRID(X,Y+1)=BSN : GRID(X+1,Y+1)=RSN

400 locate 31,4+4(BSN*3) : print "Done” : screen copy physic to 5 : inc BSN

wait 10 : X2=0 : Y2=0 : goto 280

410 screen copy 5 to physic,0,0 : screen copy 5 to back : ink 94BSMN : bar

X*8,Y*8 to X*8+16,Y*8+16

420 X2=X : Y2-=Y

430 goto 290

440 rem COMPUTER'S POSITIONING OF FLEET

450 for A=1 to &

460 X=rnd(22) : Y=rnd(22)

470 if GRID(X,Y)=0 and GRID(X+1,Y)=0 and GRID(X,Y+1)=0 and GRID(X+1,Y+1)=0 then

GRID(X.Y)=6+A : GRID(X+1.,Y¥Y)=6+A : GRID(X,Y+1)=6+A : GRID(X+1,Y+1)=6+A else goto

460

480 next A

490 goto 500

500 rem PLACE YOUR EBOMBS

510 BN=24-(Y55%4)

520 fade 10 : wait 75 : cls

530 change mouse 2 : limit mouse 0,0 to 191,191

540 screen copy 6+SET to physic : screen copy 6+4SET to back : EN=0 : gosub 1020
fade 10 to 6 : wait 7%

550 show on

560 locate 28.1 : print "Place your" : DP=1 : gosub 610

570 ink 1 : for A=1 to BN

580 repeat : X=x mouse/B : Y=y mouse/8 : until mouse key=1

590 if point(X*8+4,Y*8+44)=0 then rbar X*8,Y*8 to X*8+8,Y*B+8 : dec BN : goto 610

600 goto 580

610 BN$=s5tr$(BN) : BN$=BN$-chr$(32)

620 if len(BN$)=1 then BN$="0"+BN$

630 locate 28,3 : print "bombs (“;BN$:")" : if DP=1 then DP=0 : return
640 next A

:dnc C

continued =
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650 hide on : fade 10 : wait 75

660 ink 0 : bar 224.8 to 304.32 : locate 28,1 : print "Bombs away”
670 fade 10 to 6 : wait 75

680 rem IS THERE A HIT ON ENEMY FLEET?

690 for B=0 to 23 : for A=0 to 213

700 if point(A*8+4 ,B*B8+4)=1 then ink 10 : box A*8,B*B to A*8+8,B*3+8 ink 8

rbar A*8.B*8 to A*8+8,B*B+48 : goto 710 else goto 730

710 if GRID(A,B}>6 then ink 9+(GRID(A,B)-6) : bar A*8.B*8 to A*8+8,B*8+8 : boom
locate 31,3 : print "HIT!" : inc STIGRID(A.B)) : wait 35 : if ST(GRID(A,B))=4

then inc ESS : goto 730 else goto 730

720 bell : locate 31,3 : print "MISS" : wait 35 : ink 1 : box A*8,B*8 to

A*B+8,.B*8+8

730 locate 31.3 : print space$(4) : next A : next B : if ESS=6 then goto 1090

740 if SET=0 then reserve as screen 7 : SET=1

750 locate 28,1 : print space$(10) : screen copy physic to 7

760 fade 10 : wait 75

770 cls : screen copy 6+SET2 to physic : screen copy 6+SETZ to back ink 0

bar 224,8 to 304,32 : locate 28,1 : print "Computer’'s” : locate 31,3 print

"turn” : EN=6 : gosub 1020

780 fade 10 to 6 : wait 75

790 rem COMPUTER'S TUEN TO PLACE BOMBS

800 CBN=24-(ESS*4) : for B=0 to 23 : for A=0 to 23 : P=point(A*8+4,B*8+4) : if

P<10 then goto 860

810 if P>=10 then if ST(P-9)=4 then goto 860

820 for D=B-1 to B+l : for C=A-1 to A+l

B30 if C<0 or D«0 or C>23 or D>23 then goto B850

B40 if point{(C*8+4.,D*8+4)=0 then ink 1 : rhar C*8,.D*8 to C*HB+8,D"*8+8 dec CBN

wait 35 : if CBN=0 then goto 920

850 next C : next D

860 next A : next B

870 for A=1 to CBN

880 X=rnd(23) : Y=rnd(23)

90 if point(X*844,Y*844)=0 then ink 1 : rbar X*8,¥*8 to X™H48,Y*8+48
880

900 wait 35 : next A

910 rem HAS COMPUTER HIT YOUR FLEET?

else goto

920 fade 10 : wait 75 : ink 0 : bar 224,.8 to 304,32 : locate 28,1 : print "Bombs

away” : fade 10 to 6 : wait 75

930 for B=0 to 23 : for A=0 to 23

940 if point(A*B+4,B*8+4)=1 then ink 10 : box A*8,B*8 to A*B+8.B*B+8
rbar A*8.B*8 to A*B+8,B*B48 : goto 950 else goto 970

950 if GRID(A.B)>0 and GRID(A,B)<7 then ink 9+GRID(A,B) : bar A*8,B*8
A*8+4+8.B*8+8 : boom : locate 31,3 : print "HIT!" : inc ST(GRIDI(A,B))
if ST(GRID(A,.B))=4 then inc YSS : goto 970 else goto 970

960 bell : locate 31,3 : print "MISS" : wait 35 : ink 1 : box A*8,B*38
A*8+8,B*8+8

970 locate 31,3 : print space$(4) : next A : next B : if YSS=6 then g
980 if SET2=0 then SETZ2=2 : reserve as screen B

990 screen copy physic to 8

1000 goto 500

1010 end

1020 rem STATUS DISPLAY -

1030 for A=7 to 22 step 3 : locate 3l1.A

1040 if ST(((A-4)/3)+EN)=0 then print "0.k”";:space${4)

1050 if ST(((A-4)/3)+EN)>0 and ST(((A-4)/3)+EN)<4 then print "Damaged

1060 if ST(((A-4)/3)+4EN)=4 then print "Sunk”;space$(3)
1070 next A

1080 return

1090 rem END GAME ROUTINE

1100 if ESS=6 then W$="PLAYER 1" else W$="COMPUTER"

1110 hide on : fade 10 : wait 75 : cls : fade 10 to &

1120 windopen 1.0,0,40,12,.0,3 : scroll off : curs off

1130 def scroll 1,0.96 to 320,128,-16,0

1140 home : centre W$+~ has destroyved”

1150 locate 0.2 : centre “"the enemy fleet!”

1160 locate 0,11 : centre "Press any kev to restart”

1170 pen 4 : locate 0,6 : centre "Well Done!” : locate 0,7 : centre "
1180 clear key : repeat : wait vbl : scroll 1 : screen copy physic,0,
to physic,304,96 : until inkey$<>""

1190 for A=0 to 23 : for B=0 to 23 : GRIDIA.B)=0 : next B : next A

12 : ST(A)=0 : next A

1200 ¥YSS=0 : ESS=0 : SET=0 : SET2=0 : for 2=5 to 8 : erase A : next A

ink B8

to
wait 356

to

oto 1090

lenoD lleW”
96.16,128

for A=0 to

goto 180
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ACCESSORIES

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 laken a
devilish delight in allocating commands
to keys in a totally non-intuitive way too,
50 you can't even use the letters on the
keys as mnemonics to remind you which
kev 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 through the instruction manuals
trying to find the correct key lo press, |
usually end up building a "crib sheet” for
each program listing all the commands |
normally use, but now Silverbird Com-
puting have come up with a much more
elegant solution.

Silverbird's Alari Keyboard Overlay is a
picce of good quality cartridge board
measuring about 19 inches by 8 inches,
which has been aceurately 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

wrile 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 until you're sure you've pul every-
thing in its rightful place. This is particu-
larly important il 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 Lo wrile several commands in
each box, which could get a little messy.
However, Silverbird have thoughitfully
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 yvou're happy iU's all been accurate
Iy transcribed you can neatly ink every-
thing in to make it permanent and easier
to read.

Silverbird Computing have come up
with a very useful accessory here - il's
simple, it's elegant, and it works! You can
use it with 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

S
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ATARI KEYBOARD OVERLAYS

all those complicated light simulators,
word processors, DTP programs, and
music related software. I'm now busily
making overlays for all my favourite prog-
rams, such as Flight Simulator 2, ProF-
light, Timeworks 2, Band-In-A-Box, and
Notator (that's right, 1 just couldn't resist
buying Notator after reviewing it a few
issues back!).

There's not much more [ can say about
this product, except to point you at the
supplier. The overlays are sold in packs
of five for £5.20 plus postage and are
obtainable from Silverbird Computing,
47 Barton Road. Harlington, Beds. LUS
6LG. Current poslage rales are 80p in
the UK, £1.50 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. If you have any queries
phone Silverbird on 05255-2614 for more
details - I'm sure they’ll be delighted to
help.

Atari Keyboard Overlays
from Silverbird Computing
price £5.20 per pack

Reviewed by John S 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

OVERSEAS

THE MAGAZINE WILL NO LONGER
BE AVAILABLE THROUGH THE
NEWS TRADE - YOU MUST SUBSCRIBE
TO OBTAIN A COPY
SEE SUBSCRIPTION FORM BELOW

MAGAZINE

SUBSCRIPTION

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 £15.00
ELSEWHERE £21.00 by AIRMAIL or £15.00 by Surface
NO PRICE INCREASE ON DISK SUBRSCRIPTIONS

DISK SUBSCRIPTION

TELEPHONE SUBSCRIPTION

Simply phone us on 0785 213928

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

ABSOLUTELY FREE if you subscribe at the regular

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

UK price of £25 for Six issues with Disk

* uffer mol avallable overseas and subject to avallability of stock (we have plenty!)

YES

------------------------------------

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

------------------------------------

ORDINARY SUBSCRIPTION UK £12.00 Europe £15.00
Elsewhere Surface £15.00 Elsewhere Air £21.00

DISK SUBSCRIPTION* UK £25.00 Europe £32.00
Elsewhere £42.00

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

You don’t have to cut the magazine - photocopy this form,

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

* Insert commencing Issue number

[ ] 1enclose Cheque/Postal Order for £
PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING

D | wish to pay by Access/Visa/MasterCard/Eurocard
Card No:

OO O e e e
.

Please debit my credit card with the amount shown above

Expiry date:

SOOI o o5 AR A A R B3 e i

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

write a letter or just phone your subscription



TARI ST

520ST-E
START PACK

The perfect
introduction to
home computing

When wou By wour new Atan 520, 1040 or Muga
8T-€ computer #rom Silca Systerrs, we wil give
¥ou an agononal E324.75 worth of software FAEE
F CHARGE, including some great enfertainment
and producivity programs. These free gifts wil
inoduce you fo e word of ST compuing and
g youa b et off 1o & fhying start with your new ST
Plug, wih gvary 5T and 1T, we wall gve you 16
nights holiday hotel acoormmodation for you and
your famiy 8 enjay 4 bresk 8t home or abeoad.

PLUS!
FREE GIFTS

@~ FROM SILICA
W (SEE PANEL ON LEFT)

(HARDWARE: )

2 5205T-E Computer
16 NIGHTS HOLIDAY proDUCTIVITY PACK: il "':"f“:'!":I Sk
i HOTEL ACCOMMODATION  1s1woRD . J— L SOFTWARE - ARCADE CLASSICS
E‘EE“E“;EEJ‘%‘SEJ.“;S?EE% %""&E&.“A" ?.;:-"Eﬂﬂﬂ.r_mE rF‘_“_“""m“ 'mtﬁg_gg Migsile Command - Shoot Em Up .. £9.99

midation wouchers. Thess enlite 2 people 1o Speling chece: 1o complaan 15 Werd
6@y up 10 a otal of 16 mights in any of 250 STBASKC.. .. ... .. .. E£3400
hoials wilh socommodation FREE. All you Basic programming language with uienal

hawe 1o pay lor ane your meals (prices are . rana TE
e I o] TOTAL VALUE: £324.75

Crystal Castles - Flatform Capers .. £9.99
Super Break Out - Wall Demolition . £9.88
Battle Zone - 30 Tank Battle ... £9.99
SOFTWARE - PRODIUCTITY:

First Word - Wond Processor £50.99

wo HTH Neochrome - A Package £28.99
AMI ST - Animation Package EZ29.95
EA LY PLUS! FREE FROM SILICA:
N H 2] Silica Productivity Pack £104.97
] TenStar Games Pack ... £219.78
Totel Valuwe: €784,
RETURN THE COUPON FOR A PLUS! 16 NIGHTS Less Pack Saving: £52563

FREE COLOUR ST BROCHURE | i R g o

£259

1040ST-E
FAMILY CURRICULUM

F

*MEGA ST| ATARI TT41
P . 5y :"
HARDWARE: B e
1040ST-E COMPUTER ...coooocoooe..oe...o..... E396.99 ; J
HARDWARE: AMAHZ 16-Bit GE000 CFL, 1M MAM, Mouse,
ﬁtﬁ::—l H(:&h:n_lﬁ“nm“ o £208.80 | TV Modulstor, Inlemal PSL, 1885 Disk Drive 2
F o - 1 L
T \ortutmice, intwrual P S0 Dree The Music Master Pack fnsfuras one of Ihe most COMLAEs
SOFTWARE MODULES: wsed by Mustans combied with the renomned mh PRO
%ﬂ@%ﬁ%ﬂhs f1gp0 | PLAY AMDLEARN ... £76.50 | 24 /il [ provide & persct sovirsmant dor novice and prolfssons
Fight I sty i OB 2 Prof Flays a New Qame with Wards alke. Tha acclemed MIDN Aecording and Ediing Sysiem from
FIMAL FLIGHT ... .. ... o569 | ard Sentences Sienberg, PRO 24 11 I8 used mm:.-ﬂmﬂ;wni ncluding Dire
Finst 3h0N DOOK-0- Garm JUMIOA SCHOOL LEAVER ................ £58.54 | Sirsits and PWL. Using oy MID k PPAC 24 offars ®e abiiy
MINE LIVES ..., veci E24.99 | angwor Back/Genaral Knowiedge Gutz, His wiile aned composa musie i 8 very high standard You can recosd
?;g?#mm.m T e sciarnist g2gs | Seeting and Primary bistrs up to 24 tracks simutanecusly, and fen apply real Sme editng 1o
Tabch v &f o s sy oy GOSE | EEI Ty e £55.54 "‘mm*'"""“ ® 16MHz 16-Bit 68000 -
Micro Maths, Franch, and Geograghy Quiz HARD : Frocasgor 2 E
SOFTWARE - PRODUCTIVITY: : AABET-E COMPUTER oo g5 : * 224 Hz 525 63030 Frocessc
Vo BT PO EREE [ 57 Wors o7 sas ' ca - E19985 | e T | B My Doutle Sided | o 3 1444t Doutle Sed
R 2 Vloune, TV Wodubior, ivemal S0 S Disk Diri
ST TOUR GEW tstorial for the 5T ._... £499 | CREATIVE ... o E13497 | BDmON = 1/ziahib HAM Versions - z::-‘aE:;FlEAM Versions
I FIHSTHE-\EIDqur programming languigs .. £40.90 | Hyper Paint B Music Makar and First Basic SOFTWARE: ® 4TMb Hard Drive Versions ® Shareo 8-Bit PCM Sound Output
MNEDCHROME Powesl deasing packags ..., £49,90 PRO 24 ..., s Available A
: PLUST FREE FROM SiLICA: PLUS » 4058 Colour Palette - dIJBGIDOIDul Palesin
Sitn ProuEvey pacs N E10a.g7 | Siica Productiity Pack ... £104.97 | Bty P ® Sterec 8-Bit PCM Sound oo
T Qe P i et SR ] T ninr Cames Pack iy, ST [ SRR S R Outpat Co-Frocessor
- DL e e e ; ® FAEE Siica Produetivity Pack | * Up to 1260 x 550 Resolution
" p Lesz Pack Sawing:  £861.23 ® FAEE Tenstar Games Pack | ® VME + SCS1 Expansion Parts
PLUS! 18 WGHTS  Lews Pack Saving: ES51.63 | ppygr 18 NiguTy  Le®® Pao i PLUS! 16 NIGHTS & FREE 16 Nights Holiday Accom. | ® Expandable 1o 36Mb RaM
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ALL PRICES INCLUDE VAT - FREE OVERNIGHT COURIER DELIVERY IN THE UK MAINLAND

( MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent DA14 40X Tal: 081-308 1191
_SILICA SYSTEMS OFFER YOU ) OB e o S G Tat. 171500 4
LONDON SHOP; 32 Tattenham Court Road, London, WIP 0BA Tel: 071-580 4000
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® THE FULL STOCK RANGE: All of your requirements from one supghier To: Sili ystam ALSR-0992-79, 1-4 The Mews, Hatherley R ¢ Kent, DA14 40X
® FREE CATALOGUES: Will be mailed 1o you with offers and software/peripheral details. : ca_Systems. N 9279, 14 The Mews, Hatherley Rd Sidcup, Kent,

& PAYMENT: By cash, chegue and all major credit cards.

Bafore you decide whan 1o buy your new Atari STcompuber, we suggest you think very carefully about I
WHERE you buy it. Consider what it will be ke a few months after buying your ST, when you may ‘

PLEASE SEND A BROCHURE ON THE ST RANGE §

riguire adddticnal peripharals and softwane, or help and adwice with your naw purchase. And, wil tha MrMrs/MissMa: [ R B T T e B |
company you buy from contact you with details of new products? At Silica Systems, we ensure that you

Wil hayves niohing io worry about. We have been established for over 12 years and, with our unrivalled Address SRR e 2 A e e M e e I
experience and experfise, we can now claim fo meel our customers' requiremants with an

understanding which is second 1o none. Bul don't just take our word for it Complete and refurn the Posleoda: oo

ECUPON Now 07 our latest Free literature and begin to experience the “Silica Systerms Senice”
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with orders over £10

Yes a £9.95 Datasoft game absolutely FREE when you
spend over £10 with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. If it comes to more than £10 (excluding
postage) we’ll enclose a copy of this Pacman type game
absolutely FREE if you ask for it.*

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

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52

CHECK OUT

BTTTE ZORK I iskony [iiievivastaiicadd
; 1§ ; t  The Infocom E|35.5|l; and the adventure game that changed the way PAGES Fon MANY

all future adventures were written. The Great Underground Empire
of Zork is well documented by now and thousands of players have I
become addicts graduating to Infocom’s more difficult adventures. MOHE BAHGA'NSI
Zork | 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, it's never been cheaper 1o
expand your universe! Classic original Infocom packaging with
excellent manual and & map.

OFFER PRICE £2 95' MAXWELLS DEMON

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

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

Challenge the Mad Bomber as he tries to bomb you out of HH HOBOT & HIS ROBOT F ACTORY

sight. Can you catch his bombs and dowse them in time? Ons of the most & of platiorm games that
Or would you like to be the Mad Bomber and try to flatten :: urnplnrg"gvnrnlli"r:ur:mnrl over Emehnﬂh um:

one of your friends? Lots of excitement for one or two , climbing ladders, sliding down poles and
players in this addictive arcade game that won awards for ﬁ';;'ﬂ: mhgn’mmﬁw““ ,wm“:'

Best Audio and Visual Effects when it was first released. fun. This is what platferm games are all about.
Simple yet addictive. DISK OR Recommended price
CASSETTE £7.95 cassette/£9.95 disk

OUR PRICE £2.95 SUPER SPECIAL JUST £1.99

MASTEHTYPE One of the all time classics for the Atari, Zaxxon set
new standards when first issued and was copled
Now anyone can learn to type whilst playing a challenging bt g S, sy g g ”““l:" "t::n.

game. Mastertype was one of the original ‘game based’ typing anti-aircraft tanks and ,,,,“““%..m.. unchi
tutors which requires you to zap enemy words as they through space for the ultimate conflict with a I‘!r

approach from the four corners of the screen. But it not really robot - few have got this far! Zaxxon, often copied,
a game for, before you realise it, you will become quite e bettered and NEVER af this inomdibly low

proficient on the keyboard as you progress through 18 les- :
sons of increasing complexity. DISK OR Recommended price
CASSETTE £7.95 cassette/£9.95 disk

ROM CARTRIDGE
SUPER SPECIAL JUST £2.99
OUR PRICE £2.95
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

ROM CARTRIDGE




