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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

111-t0IT
MV
ir:

KIKSTART
The ultimate oil-road Motorbike scramble simu-
lator Guide your rider carefully over the obsta-
cles in thia all action simulator for 1 player
against the computer or 2 players against each
other as well as the clock

1 8 0
What can we say' A great dells challenge_
Eight oppoirreMs, digilised speech, two player
option live tOYttlick control, hill rnalchpLey
scoring, a sense of humour, superb playability.
this one has it all!

SIDEWINDER II
It is 27 years since the final battle ot the war
with the aliens. 27 years of peace have reigned
in the Western Spiral Arm of the Galaxy. All this
is about to change. Step aboard your craft and
prepare to defend mankind in Mill all action
space blast

O N  C U E
Control that cue ball.' A challenging real lite
itialUitilion which combines Pool and Snooker
on the same Cosset
-
N. A n  
a b s o l u t e  
m u s t  
l o r

both enthusiasts and beginners alike. Greatly
addictive

GHOSTBUSTERS
Has anybody seen a ghost? Natter ot tact yes
they hovel Al this very monlent hundreds or
ghosts are making their way to the infamoue
spook central. Only you can save the wand

orn a disaster of biblical proportions. So go
and show ern how you do ril

N I N J A
Blast* the belt oft ail other menial arts games!
That's ell it says on the inlay! SOMeene sure
reckons this is the best punching. kicking.
ducking and diving game around

R O C K F O R D
The only true arcade version el the classic
game BOulderdash. There are four levels on
each of five different worlds with lour screens
00 each level. it all adds up to eighty totally
different playing screens.
INCLUDES FREE GAME - CRYSTAL

RAIDER

P R O T E C T O R
Aseigned to Fort Rucker, the US Army Helicop-
ter Training School based in the Nevada desert
your aim is to become the best chopper pilot
thie side of the iron curtain A  real Protector!
Your n tiaate n  co n sists o f a Strate g ic b attle  o f
was between yourself and either another pilot
or a computer controMed RPV 'Remote Pilotless
Vehicle)

R O G U E
You are the ROGUE. Your mission is to search
the Dungeons of Doom for the Amulet of Ven-
dor. In the dungeons you will find many hinge
10 aid the quest tor the Altialet. You will also
encounter fearsome monsters and fiendish
Pape that will challenge all your skills

UNIVERSAL HERO
0My seven second, left to save the planet!
Universal Hero has to save his skin and every-
body ese s by finding bits to repair a shuttle to
get to a planet to pick up the spares to mend a
space freighter winch is cmi of control and
about to blow him and his chances 0
,
1 g e l l i n g
back to earth to atoms. A mail biting, multi-
dimensional. hi-res Arcade Adventure'

HENRY'S HOUSE
Little Henry has shrunk. lie  must navigate his
way through the royal household to rind the
cure. Avoiding all the Obstacles in his oath
from temble toothbrushes, through pestiferous
parrots and chefs chasing chickens to a final
encounter with the vicious vampire! AcknOw-
ledged by all reviewers as one of the best Atari
games

BO MB FUSION
A terrorist gang has planted bombs throughout
the Sellierscale Nuclear Processing Plant and
you. as ex super hero fee alter the 'Boris
Attain have to go in and save the plant and
possibly the Northern Hemisphere trOon des-
tru ctio n

M I L K  R A C E
Cycling 1,000 miles Is no mean reel, and you
could end up tailing pretty exhausted by the
tune you've finished playing this superb race
Simulation designed espeCially In comunclion
with the Milk Race

G U N  L A W
Four months of bloody alien attaCkil have taken
their toll - all the adretying nheisdenta M ae fled
and arson attacks neve been made on your
we apon sto re s,  the y d e stro ye d  Wh at you  could
not carry away , YOU are left to light alone
eaalnst ruthless and bloodthirsty killers with
liu
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R E V E N G E  I I
The Mutated 90 fool high, laser spilling death
camels have rebelled against their captors the
Zryerians and are out for revenge! All action.
highly graphical shoot-ern-up from Jeff Minter

DESPATCH RIDER
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tearless hordera Who hardy the population of
the big cities to get the parcels through. Plan
your moves to metre some money, but don't
take too long - lime is ahvays short Gain an
Instant mulch° rating arid be a despatch rider
oath this all action simulation

I N V A S I O N
Mobilize your units and prepare tor battle. This
eAl notion space conflict requires s
,
s lit, s t r a t e g y
CM tactics. You must destroy the weather con-
trol station in order to win the battle but every
move you Make the enemy will counter, and
they're waiting for you to make pa t one fatal
slip up

LOS ANGELES SWAT
Special Assignment. Ileac ue the hostages from
the terrorist gangs twirling out in Weal L.A.
Clean up the streets. Blow away the bad guys
and be a hero on network T.V t Fall anti you
won't be coming back to watch it. All action
loyelsok bending combat tor those with the skill
to survive!

SPEED Z O N E
Enter tine Speettrone in a Irantio defence
against marauding alien forces. A survey ehlp
Sent into the area cornet under attack. As an
enemy vessel draws clear your -
S T A I R F I R E
-
class ;Meek craft IS launcted

FEUD
To win at Feud you must "out-spell" your rival
Wizard Leant:one, In Kirke s herb garden you
will find the ingredients tor your spells but
tread carefully as strange things Carl happen in
this game ol magic and mystery

P A N TH E R
Save the lest humans on Xenon aerore the alien
hordes turn them into Sunday roast! Take your
ground attack ship through this ZD scrolling
mega shootom-up with great graphics and un-
belleveble soundtrack

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

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

Use the order form on our Accessory Shop pages or lust write or phone. Credit card orders accepted by telephone on 0785 213928
Send  to:  PA G E  6, P. O .  B O X  54,  S TA F F O R D ,  ST16  1DR

Overseas please add 25% postage for Air Mail
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TMI COLORMAIN SOVARE
A very nice puzzle to keep

your brain alive!

SUBSCRIPTIONS
Annual subscription rates (6 issues)

UK £ 1 2 . 0 0
Europe (Air  Mail) E 1 5 . 0 0
Elsewhere (Surface) E 1 5 . 0 0
Elsewhere (Air  Mail) E21110

Overseas rates reflect only the difference In postal cosis

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

UK
Europe
Elsewhere (sea)
Elsewhere (Air)

E M I T
E32.00
02. 00
M A O

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

SUBMISSIONS
PAGE 6 welcomes and encourages its readers to
submit, articles, programs and reviews for publi-
cation. Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text tiles on disk. We seee to en-
courage your participation and do not have strict
rules for submissions, If something interests you,
write a program or article and submit et Appropri-
ale 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 el
the issue concerned.

All original articles, programs and oilier material
in NEW ATARI USER is  copyright of the author
as credited, All uncredited material is  copyright
PAGE 6. Unless containing the by•line All Rights
Reserved any  material in  NEW ATARI USER
may be reproduced by User Groups and other
non-prolit making organisations provided that the
authors name is Included and PAGE 6 is credited
as the original publisher. Permission to publish
elsewhere should be obtained tram PAGE 6  or
the author. Editors o f  newsletters reproducing
material are requested to send a  copy of  the
relevant issu e  t o  the  Ed ito ria l add ress o f  PAG E
6. Whilst we take whatever steps we can to
ensure the accuracy ot a rt icles and programs and
the contents of advertisements, PAGE 6 cannot
be held liable for any errors or claims made by
advertisers.

A. TAR' (TM)  i s  a  regis tered t rademark  o f
ATARI CORP. A ll references should be  s o
noted. NEW ATARI USER is  an independentoublicatioe and has no connection with Atari
or with any other company or publisher.

The next issue of
NEW ATARI USER

will be on sale 26th November
Editorial copy date is 19th October

C O N T E N T S

Dusse ldorf '92  - a report by Derek Fern
THE COLOURMATCH SQUARE by Robert Stuart
TARKUS AND THE CRYSTAL OF FEAR
Reviewed by Paul Rfxon
FOOTBALL CRAZY! by Robert Stuart
A roundup of all the football games
THE TIPSIER
TAKE YOUR PICK
New products reviewed
CUTTHROATS by Mark Stinson
FIRST STEPS IN ASSEMBLY Part 2 by Daniel Lea
BANK SWITCHING by David Manlove
THE RISE T H E  FALL by Karl Fitzhugh
FONT AND DISPLAY EDITOR by Steve Lakey
LIFE IN THE FAST LANE
Paul Oxon takes a look at racing games
TRANSDISK IV by Mark Stinson
GRAB THE LYNX! More reviews by John Sweeney

DISK BONUS - CONTAGION by Steve Goss
THE ACCESSORY SHOP

ST FILE
FORMULA ONE GR AN D  PRIX reviewed by John Davison Jnr 5 1
THE NEXT STEP by John S DavLson
The new education programs from Europress
M A K IN G MUSIC -  John S Davison's regular column 5 4
A CABLE FOR TWO MONITORS by Steve Attwood 5 6
OMA R  SHARIFFS BRIDGE played by John Sweeney 5 7
PAUL RIXON'S PD WORLD 5 8
ST GAMES REVIEWS 6 0
International Tennis - B.S.& Jan Seymour - Erik - Narco Police
THE STOS C OLU MN  by Dion Guy 6 2
WHAT'S THE TIME? 6 6
John S Davison tests out a new program for children

52
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Editorial address: P.O. Box 54, Stafford, $T16 1013, ENGLAND Tel. 0785 213928: FAX 0785 54355
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ISSN No, 0958-7705

T H E CREDITS
All of the usual stuff is on page 3 but here are
the people who made this issue possible.
Lee Ellingham will shortly be going into a home
for the incurably  exhausted! It seems that most
of the time between this issue and the last has
been spent in lugging plasterboard about, build
trig partitions. knocking down walls, fi ning car-
pets and other crazy. exhausting things that
have nothing to do with producing a magazine
hint had to fi lled in during the wee small hours.
Sandy was the one who maintained a sense of
normality and carried on with all the office work_
dealing with orders. paying the bills  and answer-
ing the phones
Paulette displayed many more talents than we
'bought she had showing a dab hand with the
paint brush and volunteering beyond the call of
duty - a very sincere thankyou to you. Paulette

hold the photo t ill the next issue!)
•Ilie Regular Contributors, who provide the back-
bone of the magazine and can generally be relied
upon to come up with good articles and reviews,

John S Davison
John Sweeney
Damon Howar th
Dion Guy

John Davison Jr
Paul Rixon
Ian Finlayson
The 'tipster

Ail other contributors for this issue are it ali-
tchially credited alongside their articles or prok
rants. Thanks to everybody for sharing their en-
thusiasm with other Atari users.
The rover is a depiction of one of the fouty games
mentioned in this Issue and is a welcome change
from the screen shots - it  would be nice to get
dressed up again (remember those covers?) but
times change
This issue  the music came .
f r o n t  J o h n  
P r i n t . .  .
M t n

Peloir mid J o h n  Mine? w a s  planning to go to
the Cambridge Folk Festioal to see the gentleman who
is one of the finest singer/songwriters in tristence
bat financia l ootistmints forced us to change our
plans so to help
, c o p e  
w i t h  
t h e  
d i s a p
p o i n t
m e n t  
I  
i n
n .
. . ,

ted in The Missing Years ti,hich has been on the CD
ClitTIDA t non-stop this issue. The only other ones that
got a  pla y were Moire Brennan. desmiler Worries
(both m e i
-
a t o n e d  
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e )  
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member the ISB competition last issue? Well. it  wa s
too easy with no less than two people yettirto it right,
Ste w Mitchell teal have ii CD Of c h o i c e  by 1101
,
-1
This time w a s  gotng to drop the competition but
can't resist it as it gives me great joy to know that
there are  others who share my taste for the sought of
music that keeps the spim ohm, This time a  CD of
choice to the first person to let me know what
John Prine 's occupation before recording his debut
albwn and which well known singer is credited as
hewing discovered him in Chicago?
The next issue of NEW ATARI  USER could

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

PAGE 6 shows frig what you can do with your Va li NE14
ATARI USER hit, it i.ors toeen created entirely with Atari
equipment, initially on the X I, bat more finely wish it Mega
S I  and other staff, who needs PC's or Macs.' With The
exception o f the fi nal wapiti on a Linotron and the are of an
in-house repro camera for  the altokos and listings reerettung
I
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kiMbi, N.M.125 lotronitoe, Sispea J0M b Hard Disk an Atari
laser Printer, Citi;en 1240 printer, Philips l'5 I5833 monitor,
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5023 printer. Phorcipal software used it Provers and Fleet
Street Publisher 10 . (Piker software M e te d.  hermit, ta r t-
 (elk, elk, Turbo Baste and virriout customs written programs on
the ALONE'. Artacie, and programs submitted on N I.A
.
P . d i s k ‘
are subjected to eoeiittrA custom s e nor  aerograms before
being transferred arms.; to the ' IT ria TA R ITA I.k . A ll major
editing Ls done with Protein' and pages are laid ow with Fleet
Street Publisher. .4 disk with the finished pages as Postscript
files is sent to a tyaeletaaR braireaa to he output on a Iknotroo
and. hey presto, finished pages are toss Imtek e x a r i ty .  you
Ace Mem. I t really does work? All that is le ft Is to drop in du
fittings and photos.
Wet(  it's root quite as easy as that hut you get the k W?

4 I s s u e  58 - New Atari User

A NEW ROAD

Wi th this issue of New Atar i  User  we reach a tur ni ng poi nt in our  tong and

interesting existence. Var ious factors such as hi gh interest rates, reluctance
of  the news trade to suppor t smal ler  ci rculation magazines and r educi ng

adver ti si ng income mean that f r om the next  i ssue Ne w  At a r i  Us e r  wi l l

become a subscr i pt i on onl y  magaz i ne .

As you know we are the only nati onal  magaz ine in this countr y (and one of

the few wor l dwi de) to suppor t the Atar i  Xl i XE machines and we i ntend to

conti nue that suppor t for  many years to come but,  of course, we need your
suppor t by subscr ibing to the one magaz ine that wil l  suppor t your  machine.

You mi ght also l ike to subscr ibe to keep in touch wi th an al ternative,

no-nonsense,  view on the ST and for  our  regular  reviews of games for  the

Lynx.  Whichever ,  your  suppor t is vi tal  to ensure that you can conti nue to
read about and learn about your  favour i te machine.

I know times are har d and some of you wi l l  fi nd i t di fficul t to fi nd the cost of

a subscr iption but consider  the effect of not havi ng NeW Atar i  User  every
couple of months.  Not only do you lose all  the programs and articles gi vi ng

li fe to your  machine but you wi l l  also lose contact wi th those companies that

are stil l  suppor ti ng the Atar i .  New Atar i  User  is the focal  poi nt for  suppor t of
the Atar i  Classic machines in this country.  I f  you just dip into your  pocket
and subscr ibe to New Atar i  User  now,  i t wi l l  be the best boost for  your  hobby

you can possibly make.

I have del iberately kept this edi tor ial  shor t to get the message across as
simply as possible. You w i l l  not  be abl e  to buy  Ne w  At a r i  User  fr om y our

ne w s a ge nt  i n futur e ,  you m us t  subscr i be.  Of  course we have no means of
knowi ng who you are so we cannot give you a r emi nder  later,  so tur n r i ght

now to the subscr iption form and send i t in.  I f  you have enjoyed New Atar i

User  in the past and are enj oyi ng this issue then you wi l l  surely want to
conti nue?

I l ook for war d to your  joining us on a new road,  a long and interesting

j our ney lies ahead for  all of us who suppor t the best micro ever  made - the
Atar i  Classic as they now call the 8-bit in the USA! Joi n us on the journey.

J_ E ia r i n g  fit-t M

See subscription form on page 6 or inserted in this issue



THE SHOW FOR THE ATARI 8 BIT

and

L RADIO RALLY

BINGLEY HALL
STAFFORD

Saturday 14 November 1992
MOO am - 4.00 pm

* All Formats Supported including - * Atari * Commodore * IBM PC *
* Atari 8 Bit * Einstein * Dragon * etc etc *

* Computers * Accessories * Electronic Components * TV & Video * Books *
*  Radio * Media * Disks * Printers *

* Bargains galore for the Electronic & Computer Enthusiast *
AA SIGNPOSTED FROM c114 OF M6 MOTORWAY

Avoid the queue and enter the FREE DRAW to win a 480cps Top Quality Dot Matrix Printer
worth E1,700!!! with every advance ticket from the organisers

Sharward Services, Upland Centre, 2 Upland Road, Ipswich, Suffolk 1P4 5BT
Telephone - 0473 272002 Fax  - 0473 272008

*  ADULT E2 *  CHILD El * New Alan i User. Issue 58 5



HOW TO GET NEW ATARI USER
FROM THE

NEWSAGENTS
THIS THE LAST COPY OF NEW ATARI USER

TO BE AVAILABLE FROM YOUR NEWSAGENT
- LIMITED NUMBERS OF EACH ISSUE WILL

BE AVAILABLE FROM THE PUBLISHERS BUT
TO ENSURE CONTINUED SUPPORT OF YOUR

ATARI YOU MUST SUBSCRIBE

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

For your copy of the ONLY magazine to support the
ATARI )(LAE 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 the magazine will not be
available for purchase from your newsagent

OVERSEAS RATES: EUROPE £15.00
ELSEWHERE ULM by AIRMAIL or E15.00 by Surface

NO PRI CE I NCREASE ON DISK SVHSCRI PTI ONS

TELEPHONE SUBSCRIPTION
S i m p l y  p h o n e  u s  o n  0 7 8 5  2 1 3 9 2 8
q u o t i n g  y o u r  c r e di t  c a r d  n u m b e r

f or  y o u r  s u b s c r i p t i o n  t o  c o m m e n c e
wi t h  t h e  ne x t  i s s u e

YES
Na me

I want to show my commitment to Atari by subscribing to NEW ATARI USER
Please commence my subscription for SIX issues from issue*

Address

E l  ORDINARY SUBSCRIPTION U K  E12.00 Europe E15.00
Elsewhere Surface E15.00 Elsewhere Air £21.00

DISK SUBSCRIPTION* U K  E25.00 Europe E32.00
Elsewhere E42.00

I 1
'Please semi me free of charge the 3 items mentioned above
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You don't have to cut the magazine - photocopy this form, write a letter or just phone your subscription

OVERSEAS
THE MAGAZINE WILL NO LONGER

BE AVAILABLE THROUGH THE
NEWS TRADE - YOU MUST SUBSCRIBE

TO OBTAIN A COPY
SEE SUBSCRIPTION FORM BELOW

DISK SUBSCRIPTION
SPECIAL OFFER

VALID UNTIL 31st OCTOBER 1992 ONLY

MIKSVIERPTIOMMTUO
A  S A V I N G  O F  1 ' 5 !

YOUR SUBSCRIPTION WILL HELP
KEEP THE ATARI ALIVE!

YOU KNOW IT MAKES SENSE

• Insert commencing Issue number

E l  I enclose Cheque/Postal Order for E
PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING

n  I wish to pay by AccessNisaiMasterCardiEurocard
Card No:
711
-
711
1 
E
L
L
I
E  
=
0  
O
D
E
I

Expiry date: M  E l  E l

Please debit my credit card with the amount shown above

Signature



Mailbag

1

NO BALL!
I have a 130XE and have
been enjoying your  PD
game 'Computer  Cr icket'
whi ch is excel lent value and
absorbing fun.  However ,  I
have not been able to ei ther
r un a series, or  create new
ratings as I get "Error 144
at l ine 9 9 0 .  Is i t a faul t
wi th the disk? I  would love
to be able to change some
of  the players to make the
game more realistic.

K. J. Thomas
Isle of  Wight

Whenever we send out  a disk
we usually  put  on a writ e pro-
tect tab in case the user has
art accident writ ing to a disk
before the program is Int ly
understood. Marty  games
allotv yott to change various
parcuneters and then writ e
this informat ion back to the
disk. I f  you have a writ e pro-
tect tab on the disk  you wi l l
get Error 144 and this is prob-
ably  what  is happening.  Your
best bet  is to make a copy of
the disk  using DOS and then
run the game f rom that disk.
mak ing sure that you don't
put  on a writ e protect tab. All
should be well.  Although this
Is the usual explanat ion for
this error,  number 144 can be
confusing because it  is also
used to indicate a bad sector.
In some cases you may  get
this error even i f  the disk  is
not writ e protected and then
you can be sure that the disk
has a bad sector.

SUPPORT
I am a dedicated Atar i  user
and I  have had my Atar i  for
the past four  years. Over
this time I have seen that
software for my Atar i  has
gradual ly faded from exist-
ence. I  now have to rely on
Page 6's New Atar i  User
magaz ine to supply me wi th
the onl y companies that
stil l  suppor t the 8-bi t com-
puters.  I  would l ike to con-
gratulate Steve Wilds who is
stil l  suppor ti ng the 8-bi t as
well  as Mi les Better  Soft-

Xandc r Hutchinson,
Fife

Richard Eaton,
Redd Itch

Write to Mailbag, Page 6, P.O. Box 54, Stafford, ST16 1DR

ware, not  forgetting Derek
Fern.
None of the shops in the

Fife area in Scotland will
even look at software for
the 65XE.  I f  it wasn't for
Page 6's suppor t I  would
have given up hope some
ti me ago. Thank  you Page 6
for  your  suppor t and long
may it conti nue.

Let me say how much of a
good job you and the team
are doi ng and that I will
conti nue to buy from the
Accessory Shop wherever
possible so as to provide
suppor t.
I suppose that  now the re-

cession is bi ting deeper
people have less money to
spend which is going to
affect the type of support
that the 8-bi t will  have.  I f
companies such as Page 6.
Miles Better  Software,
Micro Di scount and Rober t
Stuar t are not suppor ted
Atar i  users will  lose out.
So come on all you Ata-

rians, dig deep into your
pockets and buy,  buy,  buy.

A nice couple of  letters, t hank
you. The message is c lear and
we now look to gett ing your
support. Subscribe to New
Atari User now and persuade
all of  your Atari owning
f riends to do likewise.  That 's
how you can ensure that  the
support  we give continues,

OS QUERY
Various sources (Mappi ng
The Atari .  Guide To Error
Codes etc.) have stated that
bi t 6 of location 53775 indi -
cates a serial data overrun
whi ch generates error 142
but,  whi lst disassembling
locations 60204 to 60295 I
noti ced that the OS checks
bi t 5 of 53775 for serial bus
over run which according to
Mappi ng The Atar i  signifies
keyboar d overrun.  Is this a
bug in the XE OS or are the

other  sources wrong?
I would be grateful  i f one of

your  readers could clarify
the bi t usage of location
53775.

Chris  Roberts.
Prestatyn

Over to the teclutical wizards
on this  one, I  thinkt

A NEW MAILBAG?
Havi ng just received my
cur rent edi ti on of New Atari
User and read i t from cover
to cover the thought  occur-
red to me that more use
could be made of the Mai l -
bag page in answer ing
queries or for  passing on in-
teresting tips and pointers.
A feature of the now de-
funct Atar i  User was the
'Five Liners' that  they used
to publ ish from readers and
some of these were real ly
useful.  One program that I
recall was a five l iner  prog-
ram to slow down the scroll
on the screen and another
was to enable one to under -
l ine all the l ines on the
screen as you typed them
in. I t  was extremely helpful
when typi ng in l ines of
data.  I t is this sort of thing
that I would l ike to see
more of in the Mai lbag col-
umn I n  this issue there was
one letter  that occupied
near ly two columns in total
and whi lst in concept i t
mi ght have interested a few
readers I  doubt that i t was
of interest to a great many
others and I  feel sure that
there are many letters
wor thy of publ ication that
would interest readers more
so than that one did.
Final ly mi ght I just say

that  I enj oy the magaz ine
immensely and look for-
ward to every issue as i t is
the only source of informa-
tion that  I  have regarding
the 8-bi t these days.

Malcolm J. Tester ,
Br i ghton

Vulid comments indeed Mal
corm_ I  would dearly  like to
see Mailbag extended to in-

elude more specific program-
ming topics but  the main prob-
lem as things are at the mo-
ment is lack of  time Mai lbag
is one of  the most diffi cult  sec-
tions of  the magazine for the
editor requiring a great deal of
t ime at a t ime tvhen typeset-
t ing deadlines are pressing
and it  is often not possible to
research specific queries in
sufficient depth. I  think  that
what  we need in the future is
a Mailbag editor. Someone
who is quite knowledgable
about the 8-bit  and has plenty
of  reference material and the
time, abil it y  and willingness
to put together a page or two
of  questions and answers.  Is
there someone out there who
would like the challenge?
You'll have to do it for the love
of  it (or maybe the fame!) as
there's no money to spare to
pay  another editor but i f  you
love your Atari and like help-
ing people out it could be right
up your street. Let me know y•
you could be the Mailbag
editor.

TOO MUCH
I have just acquired a 1050
disk drive however  I am a
compl ete stranger  to the
disk scene so coul d you ex-
plain what the fol lowing are
and r ecommend a type
where possible? DOS, densi -
ty,  double and single sided,
CIO and whether  Transdisk
TV transfers every cassette
game to disk or  just some.
Could you also tel l  me what
enhancements such as US
Doubler  do?

Steve Black

A classic example of  the prob
lents qf  the Mailbag column.
Sorry. Steve there just isn't
the room to ans wer as many
quest ions as this in the Mail-
bag column. A whole art ic le
could give you the answers
but  the informat ion you need
has been covered in various
issues in the past. I  suggest
that you get hold of  Disk #107
- DOS 2.5 REFERENCE GUIDE
f ront  our PD library  which wi l l
get you a long way  towards
using your drive fully.
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SHOW REPORT

DUSSELDORF '92
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sited the ATARI MEESE compu-
ter exhibit ion in Dusseldorf .  To

get there and back meant  driv ing a total
of 840 exhaus t ing miles  and spending
two nights  on a Nort h Sea Ferry.  Was It
all wort h it?
As it  t urned out  this  exhibit ion was

wit hout  doubt  the best organised show I
have ever at tended, it  had lit erally
something for everyone inc luding the
often forgot ten c omput er widows,  wives
and girlf riends.  The exhibit ion hall was
located a few k ilomet res  outs ide Dussel-
dorf  in a very large complex  close to the
sports s t adium s imilar in style to our
own Nat ional Exhibit ion centre here in
the Midlands .  The complex  was well
s ignposted wit h arrow posters f rom the
main motorway  junct ions.
Due to the large number  of people

at tending,  the car park ing areas quick ly
fi lled up and when I arrived around 10
am i was directed to a place at least half
a mile away, but  wit h t rue German effi-
ciency free bus  t ransport  was wait ing to
move the c rowds quick ly  to the main
Meese recept ion area. I  did not  have
advance t ickets so I had to queue in one
of the twelve t icket  queues. Three Ger-
man mark s  is all it  cost, about  £1.50,
From the t ime I arrived at  the f ront  door
to the t ime I walked into the fi rst  exhibi-
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t ion hall was no longer than five mi-
nutes. UK organisers should come and
take a look to see how it  should be done.
I have spent many  hours  wait ing in the
cold to get into Olympia and Wembley,
even wi t h advance tickets.
The Atari show turned out  to be only  a

small part  of  this all f amily  at t ract ion.  I
walked t hrough four massive halls  full
of exhibitors  of paint ings,  sculptures,
Swedish designer furniture,  glass sculp-
ture, s tained windows,  pot tery  and
muc h more.  There were also demonst ra-
t ions of acrobatic dry  skiing,  judo and
t rick  cycle riding,  archery,  small bore
shoot ing and a 18 hole put t ing green!

THE ATARI HALL
The Atari three day exhibit ion was con-

tained in two massive halls  each twice
the size of  a football pitch wit h both
halls  c rammed wit h enough goodies to
make your head spin. At  fi rst  glance it
was immediately  obvious that  some of
the 166 exhibitors  had t ravelled half
way around the world to at tend this
magnifi cent  venue. As I entered the
main doorway,  the fi rst  s tand to greet
me was Atari Germany,  selling many
promot ional goodies I have never seen
in the UK. Gobsmacked'  is the only  way

Derek Fern reports
f rom Germany's
biggest ATARI show
where support is
running high

I could describe it! Baseball caps. T-
shirts,  t rack  suits, wallets,  carry ing
cases and more.  The next  stand was the
Atari spares clearance stand, jam pack-
ed wit h bargains.  Monitors ,  ST's,
Mega's, Laser printers,  disk  drives etc.,
all sold as seen but  at prices  that  can
only  be described as a steal!

8-BIT SUPPORT
To my  complete surprise the next 10

stands covered the Atari 8-bit  range. At
this  stage I had to pinch myself  just to
make sure that  I was not  dreaming,  but
there it  was in all its glory! New 8-bit
sof tware - no. that 's  not  a mis pr int  -
new 8-bit  software! The more I say it  the
bet ter it  sounds! One s tand was selling
the Atari 800XE machines.  Before you
writ e in, the model number  is correct  -
800XE. I have never heard of  them.
Many  of the Atari c lubs f rom Europe

had taken stands and had their latest
creat ions on display.  I only  had to men-
t ion that  I was a dedicated 8-bit  user
and I was greeted like a long lost f riend.
If you ment ion 8-bit  at any  of the All
Format  shows, people walk  away wit h a
bemused s ick ly grin on t heir face. On
these stands I met  all those dedicated
hard work ing teams that  produce the
fantast ic demos f rom Holland,  Ger-
many .  Belgium and Poland. Names like
KE-Soft, ABBUC,  Mirage Software, ANG
Software, Mega Magazine, Analog Re-
search and TOP magazine.
I counted no less that  32 new game

titles. I also saw sample screens of  the
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yet to be fi nished disk  game BRUNDLES
(a Lemmings  look-alike for the 8-bit ).  I t
has some fantast ic graphics  screens by
Rolf  Specht of  Analog Research. A great
new 1029 print er ut ilit y  that  wil l allow
you to fully  use Print  Shop wit h all its
icons etc. Three new operat ing systems,
many  new disk  drives enhancements  for
both 1050 and 551s. memory  expan-
sions s t e r e o  sound chips. Again a
quic k  pinch to make sure I am not
dreamingl

THE FALCON
The remaining space was occupied by

the normal run of  the mi l l  STs.  Mega's
and, of  course, the s tar of the show, the
fabulous  Falcon 030. The technical spe-
c ifi cat ion was available in German leaf-
lets available at t he show and is certain-
ly impress ive wit h all of  the areas in
whic h the ST has been developed by
users extensively enhanced.  Vast ly  im-
proved graphics,  sound.  Midi.  area net-
work ing,  PC compat ibil it y  are only  some
of  the enhancements .  This  was, as far
as I am aware,  the fi rst  public  showing
of the long awaited Falcon,  the machine
that  wil l  spearhead the new Atari range
of machines.
At ari had no less t han three giant

mult i-sc reen and dedicated display
areas to demons t rate the power of  this
machine.  The Midi demons t rat ion lasted
to 10 minutes  and was Just awesome.
Next on the graphics  and game displays,
again mult i-sc reen and twenty  feet tall
there were bri l l iant  smooth scrolling
animated.  three-dimens ional,  solid vec-
tor graphic  games demos. Ot her special-
ised areas, such as desktop publishing,
accountancy,  v ideo digit is ing were dealt
wi t h on smaller stands. Each stand had
plent y  of staff and all seemed to be
mult i - l ingual,  well t rained.  knowledg-
able and capable of  answering quest ions
on a one to one basis, even on technical
specifications.
Fortunately  for my  bank  manager.  no

machines  were available to take away.
Atari says they are very busy wit h pro-
duc t ion and expect to get models  in
store for early October. The UK launch
was at the European Trade Show in
September.
Init ially  the Falcon wil l  be available in

two confi gurat ions,  the fi rst wit h 4 Meg
RAM and a 64 Meg hard disk  and priced
around £800.  the second wit h 1 Meg
RAM. fl oppy drive but  no hard disk  f rom
around r...500. Start  saving your pennies
now!
Many  other display  areas were set

aside for users to get hands -on experi
enee of  the new Falcon, Mega S r s  and
STE's.

NEW ST
SOFTWARE

Lots of new software for
the ST worth a ment ion in-
c lude an excellent mus ic
publ is hing program f rom
Amadeus  Mus ic  Software, a
video s t reamer that  can
store up to 600Mb on a
VHF E240 tape for the ST/
Tr / Fa lc on  f rom Robmoller
and MIDI  16+ Cart ridge for
ST/ STE whic h is a 16 chan-
nel Midi expander f rom Midi
Comput er Systeme,
The ST BOOK, Atari's  ven-

ture Into the laptop market ,
was also on display.  They
seem to have improved the
screen display compared to
the original prototype model
I saw at Wembley  last year.
In the game area new re-
leases for the ATARI  LYNX
were on display and readily
available f rom many  exhibi-
tors on the day. New t it les
Include Hydra,  Hockey and
Bat man Returns.  Product
lists also showed many
other games not  on display
inc luding Supersqweek,
Crystal Mines  II, World
Class Soccer, Hyperdrome.
Dirt y  Larry,  Cabal,  Geo-
Duel,  Pit  Fighter,  Vindica-
tors, Pinball  Jam, Raiden
and Space War.  Surpris ing-
ly, both the 2600 and the
7800  VCS machines  were
on s how and very well sup-
ported wit h many  new cart ridges I have
not  seen before inc luding Klax. BMX.
Motordeo,  Super Baseball and
Xenophobe.
Many  companies  had sof tware for the

PORTFOLI O but  there was very lit t le
printed inf ormat ion available.  One Ger-
man company  demonst rated a very im-
pressive 16 channel 25Mhz  logic analys-
er that  can be interfaced to the Portfolio.

IMPRESSIONS
The impress ion I got f rom at tending

this  exhibit ion was that  Atari Germany
is ext remely  well organised and dedi-
cated to prov iding massive user sup-

Rows of stands supporting the 8-bit
hackers including the High Tech
Team and Polish teams h i g h l y  ex-
panded Mega XE systems were just a
part of the unexpectedly strong 8-bit
support at the fair

port.  They are full of  the spark le and
enthus iasm of  the sort that  used to be
present in Atari UK a few years ago and
this  encourages t hird party  companies
to develop new and specialised pro-
ducts. Congratulat ions  to Atari Ger-
many  and all involved in the show
organisat ion.  The only  word to describe
it  is bri l l iant !

SUPPLIERS MENTIONED
Amadeus Music Sof tware GMBH, RohrauetStrabe 50, 800 Munchen 71. Te1.08917854650
Robmoller GMBH, Tombergstr, 12A, 5309 Meckenheim. Tel. 0222561'2061
Midi Computer Systeme, Baroper Banhof Str. 53, 4600 Dortmund 50 Tel.  02311759283
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DISK BONUS
EXCLUSIVE! A GAME DEVELOPED FOR ATARI!

CONTAGION
by Steve Goss

We are pr oud to present as our  DISK BONUS this issue a
game deueloped for  Atar i  which,  due to thei r  change in
suppor t  of  the lal ICE.  was not released.  Now you can enjoy
w ha t  woul d have been a ful l  pr ice commercial  Atar i
pr ogr am!

The act ion is set aboard Galact ic Bower Grid (GPG) where a strange space virus has invaded the grid and threatens to deprive the
Federated Galaxies of  their power and defence capabilit ies. You hcwe control of  the Sentinel Drok i that  patrols  and maintains  the
grid and your most challenging duty to date wi l l  be ridding the grid of  infection. Although help may  be on its way  you must ,fl ght
alone to contain the spread of  the Virus - the Federated Galaxies depend on you.

The Sent inel traverses the grid in constant velocity mode - push thejoys t ick  once and the Droid moves and won' t  stop unt il you
reach a Node. I f  you push to change f rom horizontal to vert ical t ravel the move wil l  occur only at the node point, howev er you can
reverse direct ion at any  time. Pressing the fi re button wi l l  arrn the weapons and pressing the stick in arty direct ion wi l l  cause the
Droid to fi re the weapon in the chosen direction. Holding the fi re button and topping in a direct ion wil l  cause the Droid to fi re
repeatedly.  Once the Dmid is at  a node it can be f rozen there by holding the fi re button. Pushing the st ick in the appropriate
direct ion wi l l  then fire.
The Virus invades the grid systematically,  on each level there is one more spore than the last. The Virus wi l l  invade a node and

If s p o r e s  t ravel along the grid to reach the next node which Ls colonised, and then more spores grow out. The Virus  is a spinning
helix  which requires t wo shots to kill,  although one hit  only wi l l  paralyse it and prevent it f rom spreading more spores. The spores
only require one hit  to destroy, but  they mult iply  fast_
The aim of  the game is to clear each level of  the infect ion which means all of  the Viruses on each level Spores don't  mat ter as they

cannot grow unless fed by a virus. It won' t  take tong for a Virus to spread as each level introduces more and more seed points.
Freezing all the peripheral Viruses of  an infected area contains the spread of  the Virus.
The Sentinel has  a shield and this Is eroded wit h contact wi t h  the infection. One last word of  caution - wi t h the Virus comes

Bacteria which,  although not infectious, can drain shields and destroy the Droid. These pests have one neat  trick up their sleeves
whic h makes them art awk ward  kill.
The fight wi l l  be long and hard,  but  you can make it t hmughl

NOTE: CONTAGION is copyright S.J. Goss who
and the program may not be reproduced else-
where or distributed in any form without the
express consent of the author
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The NE W ATARI  USER Issue Di sk whi ch i ncl udes al l  o f
the pr ogr ams f r om  thi s  i ssue toge ther  w i t h t he  DI S K
BONUS i s  s e nt  automati cal l y t o  di sk  subscr ibers.  T h e
disk may be purchased separately for  £2. 95.  Send a che-
que or  postal  order  or  quote your  credi t car d number  to
PAGE 6,  P.O.  Box  54 ,  Staffor d,  S T1 8  1DR.  Cr edi t  car d
orders are accepted by tel ephone on 0 7 8 5  2 1 3 9 2 8

TRANSDISK IV
NO W YOU CAN ENJOY THE PROVEN CASSETTE TO DISK

TRANSFER SYSTEM AT A SAVI NG OF E71

Transclisk is a sump* to use utildy that will Horsier most cassette garnet to disk • easily and quickly

•  Handles any type at casseHe format
•  Allows several ;KNISs on one disk
•  Handles cassettes that require Ortk mernoty

NEW
LOWER
PRICE!

•  Handles cassettes Mat load extra loyets
1/1 Use all ayalabie memory on XLIE machines
•  Full iSep by step instructions included

*  N O W  WITH  DE TAILS  O F  OV E R 300  GAM E S  S UCCE S S FULLY  TRANS FE RRE D

TRANSDISK IV IS NOW JUST 02.95 - ONLY FROM PAGE 6

Send a cheque
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or lust write. Credit card orders accepted by telephone on 0765 213920

Send to: PAG E 6, P.O. BO X 54,  S TAFFO RD,  ST16 1DR
Post tree in OK. Overseas please add E2 postage

Issue 58 • New Atari User

B A C K  I S S U E S
• T h •  .
1 5 E 1
,
1  
i t c
o m i
r t g  
b
c
w  
l
c  
1 _
, _
% -
.
5 v
E z
e -  
i
v
'

N E W  A T A R I  U S E R  cor e.  . 5 t
-
i l 1  a m e : z i l c z k i t e •

o.,4 • • • • • ,
,  
3 1
1
9
1
.  
9
,  
t
•  
,
1  
1
1  
I
g
t
_
s
i
•  
C
D

I ' M A L I  ,
la  a  
I  
i s
s  
v
E
s  
k
_
s  
r
e
r  
A
S  
I  
I
s
&  
i
s
s  
k
s  
k
a
r  
I
I

e l s  _s ILA c -  a a  i  e .  e .  ee gm .e l•  I  t  a • • •
II n r •  k a 3  4 I  Ira t _ s  co .1 1 , 4  I  is,  la, us €16 a
i l l g , k . a • u .  a c t  I  I .  - .  LA grr - e h I
s .  e - s  e . •  
•  A -
I •  a 3
7 -  
1 - , i
_ 1 • 0
.  .
,
r a
&  
6
1
E
i t  
n •
L
a •
e .

• 10.78so_siEli a c t -  i  L e  ezs - .11 7  I  L .  • 5 e 3
I  , . .  I L A  I  n ,  n  L i  . 2  E i I  n ,  n  s_a ,a
-  7 .i  iakARI.A.ei . 4 0  I n .  iss cs (Es 4 .

U S  I  W C _  . . a n o P t  X I (  N..
, A r k  I _  
1 E 1  
I _

I F  L L  T "  I-11 E  I  k J
B A C K  IS S U E S  a r e  £ 1 . 7 5  e a c h  I n  t h e  U K  D o c .  p o s t  A  p a c k i n g ) ,

E 2 - 4 0  fo r  E u r o p e  o r  s ur fa c e  m a i l  e l s e w h e r e  a n d  £ 3 1 1 0
fo r  A D  M a l l  o u ts i d e  E u r o p e .  P r ic e s  i n e l u d e  p o s ta g e

IS S U E  D I S K S  a r e  fo r  a n y  a fi k  o r  fl a k  I t- b i t  A ta r i
E a c h  d i s k  i s  ga s tIn•  P o s ta g e  F R E E  i n  U . K .

Ov e r s e a s  a d d  K I  p e r  o r d e r  ( a ny  n u m b e r  o f  dis k s )
S e nd  y o u r  o r d e r  to

P A G E
S .  
P . O
.  
B
O
X  
5
4
.  
S
T
A
F
F
O
R
D
.  
S
T  
1
6  
1
D
R
,  
E
N
G
I
-
A
N
D

A C C E S S  a n d  V I S A  a c c e p te d _  T e l e p h o n e  0 7 8 5  2 1 3 9 2 8



)(Li. ,„,
THE (010[111NATCH SQUARE
Robert Stuart
loves puzzle
games and can
program some
pretty smart ones.
Here is another
brain teaser to
keep you busy for
many hours
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which was  invented by a computer scientist (and puzzle enthusiast) called C. J. Houwkamp.  The game employs 16 square
tiles (numbered 0-15), each of  which is sub-div ided into four smaller squares whic h represent the binary  number unique to

that tile. For e„vample. the fi rst t ile (0) contains 4 whit e squares. whic h represents 0000 in binary :  the fourth t ile (3) contains white.
white,  grey  arid grey (0011). and so on, Each small whit e square in a t ile represents a O. each grey square a 1. The fi nal t ile (15) is
1111; grey. grey, grey  arid grey! The book recommended mak ing the puzzle pieces f rom st if f  card. but  1 thought it would be quite
appropriate to use a computer program to s imulate the pieces: af ter all, it  is a binary  puzzle of  sorts!

The objective of  this Atari version of  the puzzle is to move all 16 tiles f rom the yellow square onto the red square in such a way  that
they al l  match their neighbours in colour. Select a piece to move by moving the cursor onto it  and pressing fire. The piece wil l  now
fl ash.  Now.  move the cursor to where you want  to put  the piece and press fi re again. You cart press START at any  t ime to start  again
i f  you think  you are gett ing stuck, although there is no limit  to the number of  moves you can make.

A POSSIBLE SOLUTION

If you are sti l l  confused, try positioning the
tiles onto the red square in this order: O. 1. 7.
10, a  6, 12. 9, 15, 11, 2, 5, 13, 14. 8 and 4.
You will notice how all four of the small
squares on each ti le match in colour to the
adjacent squares of the neighbouring tiles - a
legal colourmatch square!

T H E C O L O R M A T C H  S Q U A R E
B y  R o b e r t  S t u a r t  1 9 9 2

AIM FOR FIFTY!
The creator of  the puzzle has found that  there are 50 dist inct ly

dif ferent  colourmatch pat terns in all, although s imilar patterns
can be found wit h dif ferent t ile arrangements.  The legal colour-
match squares are not easy to find, as the number of  possible
t ile arrangements  is enormous compared to the number of  legal
colourmatch squares. This  program lets you t ry  and fi nd them
although the computer does not check for them. The program
simply  s imulates the movement of  the pieces only  and you must
use your own eyes to fi nd the l
e
g a l  p a t t e r n s .  
W h e n  
y o u  
h a v e

f ound one, check it over and then Jot down the posit ions of  the
16 t iles and t ry for another!  See how many  of  the 50 you can
find_ I wi l l  send New Atari User a full lis t  of  all 50 s tandard
solut ions to be printed in a future issue. Have fun!

Program overleaf ta
- New Alan User - Issue 58 1 1



THE COLORMATCH SQUARE
EH 8  RE M
UL I  R E M  A
FU 2  R E M  1
EK 3  R E M
MO 4  R E M  *
PV 5  R E M  1
VT 6  RE M 1  N E W  A T A R /  US E R -  0  T  1 9 1 2  . 1
EO 7  RE M  1 1 1
+
1
+ 1 H a * * * * * o
o t N i c i a l e
+ w w w w * * * *
* * * * * * *

NM 8  RE M
AM 1 4  6 0 5 U 8  1 8 8 8 8
ON 1 5  G O S U8 1 0 0
OE 1 8  X = 1 2 8 : V = 1 6 : P O K E  1 5 3 8 , X t P O K E  1 5 3 1 , V :

Z= 4 8 1 8 8
I F  1 1  RE M
TO 2 8  I F  S T I C K ( 0 ) = 7  A N D  1 ( 0 1 7 6  TH E N  K = X 4 1

6:PO KE 1 5 3 8 , X : 1 = 1 + 4 : S O U N D  8 , 1 0 . 1 8 , 1 0 : 5
OUND 0 , 8 , 0 . 8

XC 2 1  I F  S T I C K ( 0 ) = 1 1  A N D  M 0 6 4  T H E N  X = X - I
6:PO KE 1 5 3 8 . X : Z = Z
-
4 : S O U N D  
8 , 1 8 , 1 8 , 1
0 ; 5

oUND 0 , 8 , 0 , 8
MN 2 2  I F  S T I C K ( 6 ) = 1 3  A N D  V 0 1 1 2  TH E N  Y = V +

32:P O KE  1 5 3 9 , V : Z = Z + I 6 0 : 5 0 U N D  8 , 1 8 , 1 0 . 1
8 :3O UND 0 , 0 . 8 , 0

UX 2 3  I F  5 T 1 C K I 8 ) = 1 4  AND V 0 1 6  TH E N  V = V - 3
2:PO KE 1 5 3 1 , Y : 2 = Z
-
1 6 0 : S O U N D  
8 . 1 0 , 1 0 ,
1 0

:SOUND 8 . 0 , 0 , 0
SP 2 4  I F  S T R I G ( 8 ) = 8  AND P E E K I Z ) ( 1 2 8  AND P

E E K C 2 ) 0 8  TH E N  FO R  F = I 2 0  TO  0  S TE P  - 2 0
:SOUND • , r , 1 0 , F / 1 0 : N E X T  F: G O TO  3 8

TU 2 5  I F  P E E K C 5 3 2 7 9 2 = 6  TH E N  GOTO 1 5
JJ 2 6  P O KE  7 7 . 8 : F O R  F = I  TO  1 8 : N E X T  F: G O TO

2 8
LV 3 8  S O UND 0 , 8 , 0 , 8
OD S I  N=P E E K(Z) :1 1 1 =P E E KS Z* 1 1 :1 1 2 =P E E KCZ+2 )

:1 8 3 =P E E K(2 :+3 ) :0 1 4 =P E E K(2 +4 8 ) :1 4 5 =pE E K(Z+
4 1 ) : 1 1 6 = P E E K( Z+ 4 2 ) : 1 1 7 = P E E K( 2 4 4 3 )

UU 3 2  N8 =P E E K(Z+8 4 1 ) :0 1 1 9 =P E E K(Z+8 1 ) :1 4 1 8 =p(E
KCZ+8 2 ) :1 8 1 1 =P E E KE Z* 8 3 1

OF 3 3  1812=P E E K(Z+1241 ):4113=P E E K(211121 ):1114
=P E E K(Z+1 2 2 1 :1 4 1 5 =P E E KCZ+1 2 3 )

RE 3 5  O = Z 1
0
1 1 = 2
- 1
1 : 0 2 = Z * 2 :
0 3 = Z 1
-
3 : 0 4 = 2 4 4
0 : 0 5

= Z + 4 1 : 0 6 = Z + 4 2 : 0 7 = Z + 4 3
NP 3 6  0
8 = 2 : +
8 8 : 0 9
= 2 + 0
1 : 0 1 8
= 2 . 8 2
:
1 2 1 1
= Z
+ 8 3 : 0

1 2 = Z + 1 2 8 : 0 1 3 = 1 + 1 2 1 : 0 1 4 = 1 + 1 2 2 : 0 1 5 = Z + 1 2 3
JH 3 1  FO R  G = Z  T O  2 + 1 2 8  S TE P  4411FOR F = 8  T O

X:POKE G + r . P E E K ( G + F ) + 1 2 8 : N E X T  F ; N E X T

GET P I E C E

*

TO 4 8  I F  5 T I C K C 0 S = 7  AND  W 0 1 7 6  TH E N  X = X + I
6:PO KE 1 5 3 8 , X : Z = Z + 4 : S O U N D  8 . 1 . 8 . 1 0 , 1 e : 5
OUND 8,0,0,111

XE 4 1  I F  S T I C K C O ) = I I  A N D  1 ( 0 6 4  TH E N  X = X - I
6:POKIE 1 5 3 8 , X : 2 = 2 - 4 : S O U N D  8 . 1 8 , 1 8 , 1 0 : S
OUND 8 , 8 , 1 1 , 8

MP 4 2  I F  S T I C K ( 0 ) = 1 3  AND V 0 1 1 2  TH E N  y = y *
3 2 :P O KE  1 5 3 9 , V 1 Z = Z + 1 6 8 : 5 0 U N D  8 , 1 0 . 1 8 , 1
8:SO UND 0 , 8 , 0 , 0

UZ 4 3  I F  S T I C K C 0 S = 1 4  AND  V 0 1 6  TH E N  V = V - 3
2:PO KE 1 5 3 9 , V : Z = 1
-
1 6 0 : S O U N D  
0 , 1 8 , 1 0 .
1 8

:SOUND 8 , 8 , 0 , 8
AN 4 5  I F  S TRI G C4 1 2 =0  AND P E E KE Z1 = 0  TH E N  5 0
UC 4 8  I F  P E E K ( 5 3 2 7 1 ) = 6  TH E N  GOTO 1 5
111 4 9  P O KE  7 7 , 8 : F O R  F = I  T O  1 8 : N E X T  F: G O TO

4 8
TV 5 0  FO R  r = I 2 0  TO  0  S TE P  -
2 0 : S O U N D  
8 . F . I

• , F f . 1 0 : N E N T  F: S O U N D  8 , 8 , 0 , 0
ZR 5 1  P O KE  Z. 1 4 :P O KE  2 +1 , 1 4 1 :P O KE  Z- 1 2 , 1 4 2 P O

KE Z+ 3 , 1 1 3 : P O KE  Z+ 4 0 , 1 1 4 : P O KE  Z+41, 1115:PO
KE Z
1
4 2 ,
1 1 6
: P
O K
E  
Z
+
4
3
,
1
1
7

NG 5 2  P O KE  Z11140.1441:POICE Z+8 1 , 1 1 9 :P O KE  2 + 8 2
.1118:POKE Z 1 8 3 0 1 1 1

I P  5 4  P O KE  1 + 1 2 8 , 1 1 1 2 : P 0 K (  Z
-
1
.
1 2 1 , N 1 3 : P O K E

Z+122 , 1414 :1 . 0KE  1 1 1 . 2 3 , 1 4 1 5
DH 5 6  P O KE  0 , 8 : P 0 K E  0 1 , 8 : P O K E  0 2 , 8 : P O K E  0

3 , 0 : P O KE  0 4 , 8 : P O K E  0 5 , 8 : P O K E  0 6 . 0 : P O K E
0 7 , 0

TA 5 7  P O KE  0 8 , 0 : P O K E  0 9 . 8 : P O K E  0 1 8 , 0 : P O K E

0 1 1 , 8 : P O K E  0 1 2 . 8 : P O K E  0 1 3 . 8 : P 0 K E  0 1 4 .
0:PO KE 0 1 5 , 8
6 8  GOTO 2 0
5 '  RE M  O AUMB2
1 0 8  G RAP HI CS  0 : P O K E  5 5 1 , 8 : ?  "
4
6 " : P O S I T I
ON 8 , 0 : P O K E  8 2 , 8 : P O K E  7 1 2 . 8 : P O K E  7 1 0 , 1
O:P O KE  7 8 1 . 4 : P O K E  7 8 8 . 1 4 : P O K E  7 1 1 , 1 1 8

EL 1 8 1  P O KE  I 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4 : P O K E  7 5 2 ,
I : F O R  F = 3 1 1 7 4  T O  3 9 1 1 1 : P O K E  r „ 4 : N E X T  r
:POKE 3 9 9 7 1 , 6 8 : P O K E  3 9 9 9 2 , 1 3 2

JE 1 0 3  P O KE  5 3 2 7 7 . 3 : P O K E  5 4 2 7 1 , 1 2 8 : P O K E  6
2 3 . 2 8 : P O K E  5 3 2 6 0 . 1 1 7 : P O K E  7 5 6 , 1 4 8

ES 1 8 4  P O KE  5 3 2 4 8 , 1 2 9 : P O K E  7 0 4 . 2 2 0 : P O K E
3 2 5 6 . 3 : P O K E  5 3 2 4 1 , 1 6 8 : P O K E  7 8 5 , 2 2 8 : P O K
E 5 3 2 5 7 , 3

DC 1 8 5  P O KE  5 3 2 5 8 , 6 5 : P O K E  7 0 6 , 6 8 : P O K E  5 3 2
5 8 , 3 : P O KE  5 3 2 5 1 , 1 6 : P O K E  7 0 7 , 6 0 : P O K E  5 3
2 5 / , 3

NK 1 1 8  P O KE  5 4 2 8 6 , 8 : P O K E  5 1 2 . 1 0 8 : P O K E  5 1 3
. 6 :P O KE  5 4 1 1 . 8 :P O KE  5 4 9 . 1 2 0 : P O K E  5 4 2 8 6 ,
192

LK

VA : : :  : : : : : : : :
1 1 1 1 1 1 1 1 1 1 1 1 0 S 9 M I E HI RD
.PH 1 2 1  FO R F = 4 8 8 4 I  T O  4 0 7 2 1  S T E P  4 8 : P O K E
F. 1 8 0 : P O KE  r . 3 7 . 1 8 1 : N E X T  r

LE 1 2 2  P O KE  1 5 3 8 , 0 : P O K E  1 5 3 1 . 0 : P O K E  5 5 1 , 6
2

DR 1 2 3  RE S TO RE  I 2 4 : F O R  F = 4 8 1 8 8  T O  4 0 1 1 5 : R
(AD X :P O KE  F , X ; N E X T  F

KO 1 2 4  D A TA  2 0 , 2 1 , 8 , / , 2 4 , 2 5 . 8 . 1 , 2 8 . 2 9 , 8 , 9
. 3 2 , 3 3 , 8 , ,

OL 1 2 5  RE S TO RE  I 2 6 : F O R  F = 4 • 1 4 0  TO  4 8 1 5 5 : 0
CAD X : P O KE  FA C : N E X T  r

MH 1 2 6  D A TA  2 2 , 2 3 , 1 8 . 1 1 . 2 6 , 2 7 . 1 8 , 1 1 . 3 8 , 3 1
, I 8 , 1 1 , 3 4 , 3 5 , 1 0 , 1 1

UG 1 2 8  RE S TO RE  1 3 0 : F O R  r = 4 0 1 8 8  T O  4 8 1 9 5 : 8
CAD X :P O KE  F„ :4:14EXT r

RD I S O  D A TA  6 8 . 6 1 , 7 2 , 7 3 . 6 8 , 6 1 , 8 8 , 8 1 , 7 6 , 7 7
' 7 2 , 7 3 , 7 6 , 7 7 . 8 0 , 8 1

I D  1 3 2  RESTO RE 1 3 4 : F O R  F = 4 0 2 2 8  T O  4 6 2 3 5 : 0
(AD X;POICE FO C: NE X T F

H8 1 3 4  D A TA  7 8 „ 7 1 , 7 4 , 7 5 , 7 0 , 7 1 , 0 2 . 8 3 . 7 8 , 7 1
. 7 4 , 7 5 , 7 4 1 . 7 9 , 0 2 , 8 3

1414 1 3 6  RE S TO RE  1 3 8 : F O R  r = 4 4 . 2 5 .  TO  4 8 2 7 5 : 0
CAD 11:POKE F , X : N E X T  F

PO 1 3 8  D A TA  3
6 , 3 7 . 1 6 , 1
7 , 4 8 , 4 1 , 1
6 , 1 7 , 4 4 . 4
5

, 1 6 . 1 7 . 4 8 . 4 9 , 1 6 , 1 7
NY 1 4 0  RESTO RE 1 4 2 : r O 0  F = 4 8 3 0 8  T O  4 4 0 3 1 5 : 0

(AD I C:PO KE F A C : N E X T  r
MN 1 4 2  D A TA  3 8 . 3 1 , 1 8 . 1 9 , 4 2 , 4 3 . 1 0 . 1 9 . 4 6 , 4 7

. 1 8 , 1 9 , 5 0 . 5 1 , 1 8 , 1 1
UC 1 4 4  RE S TO RE  1 4 6 : F O R  F = 4 8 3 4 0  T O  4 8 3 5 5 : 0

EAD X :P O KE  F . X 1 N E X T
RX 1 4 6  DATA 6 8 , 6 1 , 7 2 . 7 3 , 6 8 , 6 1 . 8 8 . 8 1 , 7 6 . 7 7

, 7 2 . 7 3 . 7 5 , 7 7 . 8 0 , 8 1
BA 1 4 8  RE S TO RE  I 5 0 : F O R  F = 4 8 3 8 0  T O  4 0 3 9 5 : R

(AD X ; P O KE  F , X : N E X T  r
GT 1 5 8  D A TA  7 8
,
7 1
.
7 4
.
7
5 , 7 0 . 7 1 , 8 2 .
8 3 . 7 8 . 7 1

. 7 4 , 7 5 , 7 8 , 7 9 , 8 2 , 8 3
OX 1 5 2  RE S TO RE  I 5 4 : F O R  F = 4 0 4 2 8  T O  4 8 4 3 5 : 0

CAD X : P O KE  F , X : N E X T  F
FZ 1 5 4  D A TA  8 4 , 8 5 , 6 , 1 . 8 8 , 8 9 , 8 . 1 . 1 2 , 1 3 , 0 . 9

, 1 6 . 1 7 , 1 1 . 1
DO 1 5 6  RE S TO RE  1 5 8 : F O R  F = 4 0 4 6 0  TO  4 0 4 7 5 : 0

FAD X : P O KE  F . X : N E N T  F
TS 1 5 8  D A TA  8 6 , 8 7 , 1 8 , 1 1 , 9 0 , 1 1 . 1 0 , 1 1 . 9 4 , 9 5

. 1 0 , 1 1 , 9 8 , 1 1 , 1 8 . 1 1
MS 1 6 8  RE S TO RE  1 6 2 : F O R  F = 4 8 5 8 8  TO  4 8 5 1 5 : 0

LAD X : P O KE  F , N : N E X T  F
.RP 1 6 2  D A TA  6 8 , 6 9 , 7 2 , 7 3 , 6 8 . 6 9 , 8 8 , 8 1 , 7 5 , 7 7
'
7
2
,
7
2
.
7
6
,
7
7
,
8
8
,
8
1

ZM 1 6 4  RE S TO RE  1 6 6 : F O R  F = 4 8 5 4 0  T O  4 0 5 5 5 : 0
EaD X : P O KE  F . X ; N E X T  F

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

RN
OF
FE
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THE COLOURMATCH SQUARE
, 7 4 , 7 5 . 7 8 „ 7 9 . 8 2 , 8 3 UM 2 8 8 3 0 DATA 2 5 5 . 8 7 . 1 2 7 , 8 7 , 2 4 7 , 8 7 . 2 5 5 . 1 7

GU 1 6 8  RE S TO RE  1 7 8 : F O R  F = 4 0 5 8 8  T O  4 8 5 9 5 : R
( AD M:P O KE  FO C : N E X T f AM 2 8 8 3 2 DATA 8 , 4 2 , 1 1 1 , 1 1 1 , 1 9 1 , 1 9 1 , 1 9 1 . 1 1

86 1 7 0  D A TA  1 0 0 , 1 8 1 , 1 6 . / 7 , 1 0 4 , 1 8 5 , 1 6 . 1 7 . 1 1
0 8 , 1 8 / , 1 5 . 1 7 , 1 1 2 , 1 1 3 , 1 6 . 1 7 8 6 2 8 8 3 4 DATA 8 , 1 6 0 , 2 4 8 , 2 5 4 , 2 5 4 , 2 5 4 , 2 5 4 , 2

MR 1 7 2  RE S TO RE  1 7 4 : F O R  F = 4 0 6 2 8  T O  4 8 6 3 5 : R 54
( AD X : P O KE  F . X : N E X T DM 2 0 8 3 6 DATA 1 1 1 , 1 9 1 , 1 / 1 , 1 9 1 , 1 9 1 , 1 9 1 , 1 9 1

TX 1 7 4  D A TA  1 8 2 , 1 8 3 0 4 1 . 1 9 , 1 0 6 , 1 8 7 , 1 8 , 1 / , 1 . 1 7 0
1 8 , 1 1 1 . 1 8 , 1 9 , 1 1 4 , 1 1 5 . 1 8 , 1 9 PT 2 8 8 3 8 DATA 2 5 4 . 2 5 4 , 2 5 4 , 2 5 4 , 2 5 4 . 2 5 4 , 2 5 4

I V  1 7 6  RE S TO RE  1 7 8 : F O R  F = 4 0 6 6 8  T O  4 8 6 7 5 : R , 1 6 8
EAD X : P O KE  F . X : N E X T  F LC 2 0 0 4 0 DATA 8 , 3 , 1 3 , 5 5 , 5 5 , 5 5 , 5 5 , 5 5

SJ 1 7 8  D A TA  6 8 . 6 1 , 7 2 , 7 3 , 6 8 . 6 9 , 8 8 . 8 1 , 7 6 , 7 7 ZU 2 0 0 4 2 DATA 0 , 2 5 5 , 8 5 . 2 4 5 . 1 1 7 , 1 1 7 , 1 1 7 . 2 4
, 7 2 , 7 3 , 7 6 , 7 7 , 8 8 , 8 1

TM 1 8 0  RE S TO RE  1 8 2 : F O R  F = 4 8 7 8 8  T O  4 8 7 1 5 : R X0 2 0 0 4 4 DATA 5 3 , 5 3 , 5 3 . 5 3 . 5 3 . 5 3 . 5 3 , 1 0
EAD X : P O KE  FO C : N E X T F PD 2 8 8 4 6 DATA 8 5 . 2 5 3 , 2 2 1 , 2 2 1 , 2 2 1 , 2 5 3 , 5 5 . 1

HF 1 8 2  D A TA  7 0 , 7 1 , 7 4 . 7 5 , 7 0 . 7 1 , 8 2 , 8 3 . 7 8 . 7 9 78
'
7
4
,
7
5
.
7
8
.
7
1
,
8
2
.
.
8
3

MO 2 8 8 4 8 DATA • , 3 , 1 3 , 5 5 , 5 5 , 5 5 , 5 5 , 5 5
MM 1 9 0  P O S I T I O N  0 , 2 1 1 1 ? "  T H E  CO LO 2 0 2 0 8 5 8 DATA 6 , 2 5 5 , 8 5 , 2 4 5 . 1 1 7 . 1 1 7 . 1 1 7 , 2 4

'MATCH S Q UARE " 5
UZ 1 9 2  P O S I T I O N  0 , 2 2 : 1  "  8 9  R p h e r XX 2 0 8 5 2 DATA 5 3 , 5 3 . 5 3 . 5 3 . 5 3 , 5 3 , 5 3 , 1 8

t  S t u a r t  1 9 9 2 " ON 2 8 0 5 4 DATA 8 5 , 2 4 5 , 1 1 7 , 1 1 7 , 1 1 7 . 2 5 3 . 8 5 , 1
RG 2 8 8  P O KE  5 5 9 , 6 2 7 0
DK 9 9 9 9  RE TURN MK 2 0 0 5 6 DATA 6 , 3 4 3 , 5 5 , 5 5 , 5 5 , 5 5 , 5 5
ZJ 1 8 8 0 8  RE M  G RAP HI CS  D A TA BC 2 0 0 5 8 DATA 8 , 2 5 5 , 8 5 , 2 4 5 , 1 1 7 , 1 1 7 . 1 1 7 , 2 4
SK 1 8 8 8 2  G RAP HI CS  8 : P O K E  1 6 . 6 4 : P O K E  5 3 7 7 4 5

. 6 4 : P O K (  7 1 8 . 0 : P O K E  7 0 9 , 1 4 : P O K E  7 5 2 . 1 : XE 2 8 8 6 8 DATA 5 3 , 5 3 . 5 3 , 5 3 , 5 3 , 5 3 , 5 3 , 1 8
? : ?  "  P L E A S E  M I T  A  M O M E N T . . . . " CS 2 8 8 6 2 DATA 8 5 , 2 5 3 . 9 3 , 2 5 3 . 2 1 3 , 2 5 3 , 8 5 , 1 7

OK 1 8 8 1 8  RE S TO RE  2 8 8 0 8 : T = 9 8 8 : F O R  F = 3 2  TO
9 2 7 :RE AD X : P O KE  3 5 8 4 8 . 1 F , X : 1 = T
-
1 : P O S I T I

ME 2 0 6 6 4 DATA 8 , 3 , 1 3 , 5 5 . 5 5 . 5 5 , 5 5 . 5 5
ON 3 2 , 1 ; ?  I N T C T / 1 0 ) ; "  " :0 1 E NT F : ?  " 5 " AM 2 8 6 6 6 DATA 0 , 2 5 5 . 8 5 , 2 4 5 . 1 1 7 , 1 1 7 , 1 1 7 , 2 4

PH 1 0 1 8 6  R E M  D I S P LAY  L I S T  I N TE R R U P T 5
MM 1 8 1 8 7  RE S TO RE  1 0 1 0 8 : F O R  F = 1 6 3 6  T O  1 6 5 6

:READ X :PO I CE  F , X : N E X T  F
YS,
MP

2 8 8 6 8
2 8 8 7 8

DATA
DATA

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

CV 1 8 1 0 8  DATA 7 2 , 1 6 1 . 1 4 . 1 4 1 , 1 8 , 2 1 2 , 1 4 1 , 2 3
. 2 6 8 , 1 6 1 , 8 . 1 4 1 , 2 4 , 2 8 8 , 1 6 1 , 2 2 4 . 1 4 1 , 1 . 2 1

LA
,AO

2 8 8 7 2
2 8 8 7 4

DATA
DATA

8 , 3 , 1 3 , 5 5 . 5 5 , 5 5 , 5 5 . 5 5
6 , 2 5 5 , 8 5 . 2 4 5 „ 1 1 7 , / 1 7 , 1 1 7 , 2 4

2 , 1 0 4 . 6 4 5
YM 2 0 0 7 6 DATA 5 3 . 5 3 , 5 3 . 5 3 , 5 3 . 5 3 , 5 3 , 1 8J Z 1 8 1 0 1  RE M

0 0  1 8 1 1 0  RE S TO RE  1 0 1 1 1 : F O R  F = 3 8 7 2 8  T O  3 8 7 JR 2 8 0 7 8 DATA 8 5 , 2 2 1 , 2 2 1 , 2 5 3 , 9 3 . 9 3 , 8 5 , 1 7 0
9 3 :RE AD X : P O KE  F , X : N E X T  F 15 2 0 8 8 0 DATA 8 , 3 , 1 3 , 5 5 , 5 5 . 5 5 , 5 5 , 5 5

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

JM 1 8 1 1 2  D A TA  1 6 2 , 0 , 1 8 9 , 2 , 6 , 1 5 7 , 8 . 6 , 2 3 2 , 2 VG 2 8 0 8 4 DATA 5 3 , 5 3 , 5 3 , 5 3 , 5 3 , 5 3 , 5 3 , 1 8
2 4 , 2 , 2 8 8 , 2 4 5 FY 2 8 0 8 6 DATA 8 5 , 2 5 3 . 2 1 3 , 2 5 3 , 9 3 , 2 5 3 , 8 5 , 1 7

EN 1 8 1 1 3  D A TA  1 7 1 . 3 , 6 , 1 6 2 , 8 . 1 8 1 , 0 , 1 2 8 . 1 5 3 8
. 3 2 , 1 2 3 . 2 3 2 . 2 8 6 . 2 2 4 . 3 6 , 2 8 8 , 2 4 4 . 1 7 3 , 2 , 6 MG 2 0 0 8 8 DATA 8 , 3 , 1 3 , 5 5 , 5 5 , 5 5 , 5 5 , 6 5
. 1 4 1 . 7 , 2 8 8 AE 2 8 8 1 8 DATA 8 , 2 5 5 . 8 5 , 2 4 5 . 1 1 7 , 1 1 7 . 1 1 7 , 2 4

AR 1 8 1 1 4  D A TA  2 4 , 1 8 5 . 3 , 1 4 1 . 6 . 2 0 8 . 1 8 5 . 7 , 1 4 5
1 , 5 , 2 0 8 , 1 8 5 , 3 , 1 4 1 . 4 , 2 6 8 , 2 0 6 . 1 9 1 . 2 , 7 6 , 9 VA 2 0 8 / 2 DATA 5 3 , 5 3 , 5 3 , 5 3 . 5 3 , 5 3 , 5 3 , 1 8
8 , 2 2 8 5P 2 8 8 9 4 DATA 8 5 , 2 1 3 . 2 1 3 . 2 5 3 , 2 2 1 , 2 5 3 . 8 5 , 1

PU 1 8 1 1 5  RE M  IME8SIAKIEMS121 70
RZ 1 8 1 1 6  RE S TO RE  1 8 1 1 6 : F O R  F = 3 2 7 6 8  TO  3 2 7 NA 2 8 0 9 6 DATA 8 , 3 . 1 3 , 5 5 . 5 5 , 5 5 , 5 5 , 5 5

9 / : R E A D  X : P O KE  FO C : N E X T F : D A T A  2 5 5 , 2 5 5 BS 2 0 0 9 8 DATA • , 2 5 5 . 8 5 , 2 4 5 , 1 1 7 . 1 1 7 , 1 1 7 , 2 4
, 1 2 9 , 1 2 1 , 1 2 9 , 1 2 9 , 1 2 1 , 1 2 9 . 1 2 1 , 1 2 9 , 1 2 1 5

OP 1 8 1 1 7  D A TA  1 2 9 , 1 2 9 , 1 2 9 . 1 2 1 , 1 2 9 , 1 2 / . 1 2 1 WJ 2 0 1 8 8 DATA 5 3 , 5 3 , 5 3 , 5 3 . 5 3 , 5 3 . 5 3 , 1 8
. 1 2 9 , 1 2 1 . 1 2 9 , 1 1 9 , 1 2 9 . 1 2 9 , 1 2 1 . 1 2 9 , 1 2 1 . 1 GG 2 8 1 8 2 DATA 8 5 , 2 5 3 . 9 3 , 1 4 . 1 3 , / 3 „ 8 5 . 1 7 8
2 9 , 1 2 9 , 1 2 9 , 2 5 5 , 2 5 5 HV 2 0 1 8 4 DATA 1 8 2 , 1 8 2 , 1 8 2 . 1 8 2 . 1 8 2 , 1 8 2 . 1 8 2

L I  1 0 2 8 8  FO R  F = 3 1 7 9 2  T O  3 1 9 1 9 : P O K E  F . 2 5 5 : . 1 8 2
POKE F + 2 5 6 , 2 5 5 : P O K E  F + 5 1 2 , 2 5 5 : P O K E  F . 7 I Z 2 8 1 8 6 DATA 1 5 8 , 1 5 8 , 1 5 8 , 1 5 8 . 1 5 8 , 1 5 8 . 1 5 8
6 8 , 2 5 5 : N E X T  F . 1 5 8

DM 1 8 5 8 8  RE TURN YL 2 0 1 8 8 DATA 0 , 0 , 0 , 0 . 8 , 8 . 0 . 8
KM 2 0 0 0 8  D A TA  8 , 3 , 1 3 , 5 5 , 5 5 , 5 5 , 5 5 , 5 5 348 2 8 1 1 0 DATA 8 . 8 1 , e , e , e , e , e , e
?V 2 8 8 1 8  D A TA  8 , 2 5 5 . 0 5 . 2 4 5 , 1 1 7 , 1 1 7 , 1 1 7 , 2 4 ce 2 8 1 1 2 DATA 8 , 4 2 , 1 7 5 , 1 8 1 , 1 8 3 , 1 8 2 , 1 8 2 , 1 8

2
MU 2 0 8 1 2  D A TA  5 3 , 5 3 , 5 3 , 5 3 , 5 3 , 5 3 . 5 3 , 1 8 H I 2 8 1 1 4 DATA 0 . 1 7 8 , 2 5 5 , 8 5 , 2 5 5 , 1 7 8 , 8 , 8
OH 2 8 8 1 4  D A TA  0 5 , 2 5 1 , 2 2 1 . 2 2 1 . 2 2 1 , 2 5 3 , 8 5 , 1

78
TG 2 8 1 1 6 DATA 1 8 2 . 1 8 2 , 1 8 2 . 1 8 3 , 1 8 1 , 1 7 5 , 4 2 ,

XV 2 8 8 1 6  D A TA  8 . 6 3 . 1 4 9 , 1 4 9 , 1 4 1 . 1 4 1 , 1 4 9 „ 1 4 NO 2 8 1 1 8 DATA 8 , 0 , 1 7 8 , 2 5 5 , 8 5 , 2 5 5 , 1 7 0 , 8
9 GS 2 8 1 2 8 DATA 8 , 1 7 8 . 2 5 5 . 8 5 , 2 5 5 , 1 7 8 . 8 . 8

PC 2 8 8 1 8  D A TA  0 , 2 4 8 , 1 2 , 8 7 , 8 7 , 8 7 , 8 7 , 8 7 MP 2 0 1 2 2 DATA 0 , 1 6 8 , 2 5 8 , 9 4 . 2 2 2 . 1 5 8 . 1 5 8 , 1 5
YN 2 8 8 2 8  DATA 1 4 9 , 1 4 1 . 1 4 9 , 1 4 1 , 1 4 9 , 1 4 9 , 1 4 1

. 1 7 8 MY 2 8 1 2 4 DATA 8 . 8 . 1 2 8 , 2 5 5 . 8 5 , 2 5 5 , 1 7 8 . 8
AV 2 8 0 2 2  DATA 8 7 , 8 7 . 8 7 , 8 7 , 0 7 , 8 7 , 0 7 , 1 6 8 82 2 8 1 2 6 DATA 1 5 8 , 1 5 8 . 1 5 8 , 2 2 2 , 9 4 . 2 5 8 , 1 6 8 ,
KM 2 8 8 2 4  D A TA  8 . 2 . 1 1 . 4 5 . 4 7 , 4 7 „ 4 7 , 4 5 •
FL 2 0 8 2 6  D A TA  0 , 1 7 8 , 2 5 5 , 1 2 7 . 1 2 7 , 1 2 7 , 1 2 7 , 1 Fa 2 8 1 2 8 DATA 8 , 8 , 0 . 8 , 8 , 2 . 1 0 , 4 2

5 ZZ 2 8 1 3 8 DATA 0 , 8 , 0 , 3 2 . 1 6 8 . 1 6 8 , 1 7 0 . 1 7 0
OD 2 8 8 2 8  D A TA  4 7 . 4 7 , 4 7 . 4 7 , 4 7 , 4 7 , 4 7 . 1 8 continued q r
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NEW W U  SOFTWARE

H ere's another brand new t it le f rom
Tiger Developments,  whose fi rst  game
release - Miss ion Zircon - was re-

v iewed in issue 53. TARKUS AND THE CRYS-
TAL OF FEAR (hereaf ter Tarkus) is an arcade
adventure that  owes muc h to Mont ez umas
Revenge and other 'fi nd the key' games of  this
genre. This  said. it  seems to incorporate a
welcome touch of  originality .
Your imaginat ion is t ransported to the year

2003 (not  long to go folks!) when,  following a
prot rac ted period of  unrest,  a massive and
potent ially  devastat ing war is about  to erupt .
Your only hope of  saving the planet  (and
thereby being able to at tend the twent ieth
birt hday  celebrat ions of  Page 6 Publishing) is
to uneart h four 'crystals of  emot ion' - life,
peace, generosity  and fear. The crystals wil l
apparent ly  restore the balance of  emot ions to
the people of  Earth,  and t hus  ensure everlast-
ing happiness for all. Not  convinced? No. me
neit her but  if  you were an elderly  druid called
Tarkus ,  you'd probably  jump at the chance to
embark  on this  hazardous  miss ion!  Needless
to say, you are an elderly  druid called Tarkus. . .
The t it le page features a large horizontal scroller that

announces  the credits, says a few hellos and also reveals the
game was writ t en on an Atari 130XE wit h the assembler/
editor cart ridge.  Press the Fire but ton and you're dropped into
Lake Land - the access point  for each of  the game's four
scenarios. By  jumping into one of  the four lakes on this  screen
you can enter the stone, crystal.  magic  or gold worlds  respec-
tively. When necessary you can jump out  of a world,  back into
Lake Land via the same route.  Your eventual goal is to locate
the four crystals and ret urn t hem to Lake Land, but  as you
might  have guessed there are plenty  of problems to deal wit h
first! Fortunately  there's no t ime rest ric t ion so you can explore
each world at  your own pace.

Every wor ld  is essent ially  a collect ion of  plat forms and
hazards of one sort  or another.  I f  you fall too far f rom a ledge
or come into contact  wit h the noshes you can he sure of a
rapid deplet ion in your ener& reserves. Personally  I t hink  the
allocat ion of  energy here is rather conservative, t hough
perhaps  I 'm expect ing It to be too easy! It certainly  isn't. To
help you overcome the-diffi cult ies there are various objects
await ing collect ion that  wi l l  give you special powers ranging
f rom bonus  eneqo,
, t o  
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ily! Eac h world features a part ic ular k ind of  object and you
need to collect pairs  of these in dif ferent  combinat ions  before
tak ing them to the cauldron (found in the magic  world,  nat u-
rally) to obtain the corresponding 'spell'. The spells available
are highlighted in the status panel at the bot tom of  your
screen, a number  Indicat ing the appropriate act ivat ion code.
Mos t  spells are only  effective for a short  period and the t ime
remaining is indicated by a sand-glass shown alongside other
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reviewed by Paul Rixon
inf ormat ion regarding your health,  progress and inventory .
You can carry  up to two objects at once. in addit ion to a key.
Unless you can fi nd the keys corresponding to several locked
doors you've no hope of fi nding the miss ing crystals (hint .
you' ll have to use some of  the spells to fi nd them).
The v isual design of  Tarkus is generally  of a pleasant ly  high

standard.  Both the background graphics  and the various nas-
ties are clearly defined, colourful and appropriate to their
respective scenarios. The central character moves smoothly
and responsively to joyst ick input  and this  means  that  the
irrit at ion factor at t ributed to many  s imilar games has been
avoided. The mus ic  is quite good, especially since you can
switch it  off when you've heard enough!  One small niggle is
that  the Atari's  'At t ract  Mode' cycle is not  disabled after joys-
t ick  input  so if  you don' t  hit  the keyboard very often you may
experience some unus ual colour schemes! TO be fair,  you're
unlikely  to encounter this  problem since normal play  involves
several keyboard inputs .  The verdict  overall has got to be a big
t humbs  up to the author of Tarkus.
Tiger Developments  recently announced the launch of  two

new budget priced disk games - Boing II and Speed Fox. I hope
to report  on these in a forthcoming issue of NAU but  in the
meant ime,  why  not  write to Tiger Developments  for the latest
details  of  their very welcome Atari 8, bit  support .

TARKLIS AND THE CRYSTAL OF FEAR is available
from Tiger Developments on disk only. priced at
E4.99. For further information check their adver-
tisements in New Atari User.
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Spy vs Spy III 3.99 The Count 4.99
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VK 2 8 1 1 0 DATA 1 7 8

.
8 5
,
8 5 .
8 5 ,
8 5 .
0 5 f
8 5 .
0 5

2,99
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Rocket Repair Man 2.99
Rampage
Ouestron

2.99
2.99

0

Ouestprobe
Ouasimodo
Polar Pierre
Picnic Paranoia
Nightmares
Night Mission Pinball
Nibbler
NATO Commander
New York City
Mr. Robot
My First Alphabet
Montezuma's Revenge . . . . . .  ....
Living Daylights
Licensed to Thrill
Laserhawk
Juno First
Prea ky Factory

2.99
2.99
2.99
2.99
2.99
6,99
2.99
4.99
2,99
2.99
2.99
2.99
2.99
2,99
2.99
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•
2 5 5

KB 2 0 2 0 0 DATA 0 , 2 , 1 1 , 4 5 , 4 7 , 4 7 , 4 7 , 4 5

2 5 5
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0
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4 7 , 4 7 , 4 5

DO 2 0 1 7 8 DATA 8 , 1 7 0 . 2 5 5 , 1 5 , 2 2 3 , 2 2 1 . 2 2 1 , 9 5
FR 2 0 2 2 6 DATA 8 , 1 7 0 , 2 5 5 , 1 2 7 . 1 2 7 , 1 2 7 . 1 2 7 . 9

5PQ 2 0 1 8 0 DATA 4 7 , 4 7 . 4 7 , 4 7 , 4 7 , 4 7 , 4 7 , 1 0
QV 2 8 1 8 2 DATA 2 5 5 , 8 7 , 1 1 9 , 0 7 . 2 4 7 . 2 4 7 , 2 5 5 , 1
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1
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G A M E S
C • I K

ADVENTURESTRATEGY

Spy vs Spy III 3.99 The Count 4.99
Ball Blazer 2.99 Pirate Adventure 4.99
Beer Belly Burt 2,99 The Payoff 4.99
Blue Max 2.99 Decision in the Desert 4,99
Bop and Wrestle 3.99 Voodoo Castle 4.99
Spitfi re 40 6.99 Kennedy Approach 9.99
Smash Hits Vol. 7 2.99 Rampage 2,99
MIG Alley Ace 6.99 Panzer Grenadier 9.99
Trivial Pursuit 6.99 I.J.S.A.A.I. 9.99
touchdown Football 4.99 Battle Cruiser 9,99
The Pawn 9.99 Silicon Dreams 6.99
The E Factor 2,99 Eternal Dagger 6.99
Suspect 2.99 Suspect 6.99
Sunstar 2.99 Infidel .6.99
Spindizzy 2,99 Seastalker 6.99
Silicon Dreams 6.99 J inx

-
ter

6.99
Scooter 2.99 Ingrid's Back 6.99
Rosen's Brigade 2,99 Lancelot 6.99
Rocket Repair Man 2.99
Rampage
Ouestron

2.99
2.99 MACE CARTRIDGES

Ouestprobe
Ouasimodo
Polar Pierre
Picnic Paranoia
Nightmares
Night Mission Pinball
Nibbler
NATO Commander
New York City
Mr. Robot
My First Alphabet
Montezuma's Revenge . . . . . .  ....
Living Daylights
Licensed to Thrill
Laserhawk
Juno First
Prea ky Factory

2.99
2.99
2.99
2.99
2.99
6,99
2.99
4.99
2,99
2.99
2.99
2.99
2.99
2,99
2.99
2.99
2 99

Arcnon
Ballblazer
Barnyard Blaster
David's Midnight M
-
e r

Desert Falcon
Designers Pencil
Eastern Front
Fight Night
Food Fight
Hardball
Moon Patrol
One on One Basketball
Star Raiders
Super Breakout
American Football
Rally Speedway ... ....

/.95
7,95

4 . 9 9
7.95
4,99

7 . 9 5
7 . 9 5

7.95
7 _ 9 5

7.95
7 95
7.95

7 . 9 5
4_99
7.95

4 9 9

PLEA SE GIVE  2 1 9 / 2 2 1  Cannock Road, Chadsmoor, Cannock,
SEC ON D  C H OIC E Staffordshire, WS11 2DD
WHEN OR D ER IN G Telephone (0543) 466577/8/9 =

BUDGET CASSETTES

1
8
0  
D
a
r
t
s    
2
.
9
9

Air Rescue   2 . 9 9
Battalion Commands'  4 , 9 9
BMX Simulator  2 . 9 9
Boulderdash   2 , 9 9
Cavernia   2 , 9 9
Crossfire  2 . 9 9
Darts  1 . 9 9
Daylight Robbery   1 . 9 9
Football Manager   2 . 9 9
Ghostbuster   2 . 9 9
Gunlaw   2 . 9 9
Head Over Heels  2 . 9 9
Amau rote   2 . 9 9
Aztec Challenge   1 . 9 9
Blinky's Scary School  2 . 9 9
Rockford  2 . 9 9
Chuckle Egg   2 . 9 9
Crack Up  2 , 9 9
Cosmic Pirates   2 . 9 9
Encounter  2 . 9 9
Fruit Machine Simulator  2 . 9 9
Gridrunner   1 _ 9 9
Hardball   2 . 9 9
Heartache   2 . 9 9
Henry's l
-
l o u s e    
1
.
9
9

Atari Compilation   4 _ 9 9
Jocky Wilson's
Compendium  2 . 9 9

Kenny Dalghsh Soccer  2 . 9 9

U T I L I T I E S
C o N

Mini Office II
Planetarium
Cut 'N Paste
Trakball

14.95
29.95
16,95
9.95

Last V8  2 _ 9 9
Mad Jay . 2 . 9 9
Mercenary   2 . 9 9
Mission Shark   2 . 9 9
Mountain Bike Racer   2 . 9 9
Decision in The Desert  3 . 9 9
Jewels of Darkness   4 . 9 9
Wizard of Akyrz   2 . 9 9
Escape From Pulsar 7   2 . 9 9
Perseus and Andromeda   2 . 9 9
On Cue  2 . 9 9
Plastron   1 . 9 9
Revenge II   1 . 9 9
Four Great Games   4 , 9 9
Jacky Wilson Darts   4 . 9 9
Las Vegas Casino  2 . 9 9
League Challenge  2 . 9 9
Master Chess  1 . 9 9
Molecule Man  1 . 9 9
Mr. Dig   1 . 9 9
Arrow of Death  2 . 9 9
Golden Voyage  2 , 9 9
Knight Orc   4 . 9 9
Lancelot   4 . 9 9
Ten Litt le Indians   2 . 9 9
Ruff and Reddy   2 . 9 9
Ninja  2 . 9 9
Phantom  1 . 9 9
Pogotron   1 . 9 9
Red Max 1 , 9 9

SEND S.A.E.
FOR FULL LIST

Add 50p to orders less than E 5.00. All prices correct at
time al going to press. Access or Visa orders welcome_

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

"MILES BETTER SOFTWARE"

•
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y our pick) then you wi l l  be glad to k now that  unlike
certain other k inds  of  software, there is quite a large
select ion of  football games to choose f rom for the Atari
XL/ XE• Comput eris ed football s imulat ions  usually  fall

into one of two main categories: arcade games in which you
cont rol the movement  of  your team's players, and managerial
s imulat ions  in whic h you cont rol prac t ically  everything except
the actual players, This  type of game requires  you to act as
team manager whic h means  you have to make all the impor-
tant  decis ions such as buy ing new players, offl oading unwan-
ted players,  dec iding on team tactics, and avoiding c lub bank-
ruptcy.

I T  ALL BEGAN WITH

SOCCER
The fi rst  football game ever released for the Atari was the

Imaginat ively  named S o c c e r  f rom Thorn EMI  way back in
1981. The game was originally  released only  as an If R O M
cart ridge and would then have set you back over thirty  quid!  At
the t ime of  its release, one computer magazine called it  'prob-
ably  the best football game you wi l l  ever see on a home
computer' !  Okay. maybe he was a lit t le bit  too enthus iast ic ,
but  even over ten years later,  this  remains  one of  the best
football games available.
The menu offers a choice of  one to four players. as the

program was writ t en for the old 400/ 800 computers  which
had f our joyst ick ports, This  enabled two human players to
play on each team, or even all f our in the same team play ing
against  the computer.  However,  on the Xl. . /XE models,  only
the uric or two player opt ions are available,  alt hough both
players can s t ill play  on the same side, a feature whic h has not
been incorporated int o any subsequent  soccer games for the

Atari.  Of  course, wi t h both players collaborat ing
against  the computer.  it  is possible (after a few
pract ice matches) to give the Atari a good hiding.
This  is an excellent way to pract ice play ing the
game if  you fi nd it  diffi cult  to begin with.

The cont rol method used in 'EMI  Soccer' is
a l s o
-
u n i q
u e .  
W
h
e
n  
y
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trigger, the player on y our team who is
nearest  to the ball moment ari ly  changes
into a number  1 o r  2 (depending on
whic h joyst ick you are using), and that

player is t hen put  under your joystick's con-
trol.  The fi re but ton is used to k ick  the ball
when it  is in your possession; It sounds  a bit

s t range but  it  works  very well.  Whenever a
player gets the ball,  the other members  of
y our team tend to stand around ball-
watching.  so you have to take a lit t le t ime
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Robert Stuart dons his
shorts and boots for a trip
through the many miles-
tones offootball on your
favourite machine

to gradually  get your team organised into some k ind of  forma-
t ion. Goal kicks, corner kicks and t hrow-ins  are taken automa-
t ically  by the computer us ing the nearest  player.  When you
manage to beat the computer,  you can increase the sk ill level
for a more compet it ive match or. bet ter st ill,  play  against  a
human opponent ,  whic h is a lot  more fun. Anot her opt ion on
the menu allows you to choose the length of  game, wit h
choices ranging f rom ten minut es  to a f ull ninety  minut e
matchl
The actual player graphics are good, alt hough very small (as

they should be in comparison to the size of  the pitch),  and the
teams are coloured black  and white,  so they are easily dis t ing-
uished on colour and black  and whit e televisions. The pitch
scrolls horizontally  very smoothly ,  and the referee's whis t le is
even quite realist ic. 'Soccer' was re-released around 1984 (as
were the rest of' EMI's t it les) on the Sparlders  label for a t hird
of  the original price (on cassette only), and again more recent ly
by Alternat ive Sof tware at the almost  giveaway price of  two
quid.  The cassette is easy to get and is current ly  available f rom
Miles  Better Software, but  the original ROM cart ridge vers ion
is almost  imposs ible to find. This  game is highly  recom-
mended.

FOOTBALL MANAGER
Everybody mus t  have heard of  Fo o t b a l l  Ma n a g e r ,  whic h is

probably  the only  chart  t opping game ever which was writ t en
in Basic, and undoubtedly  the game whic h has appeared on
more dif ferent  computer formats  than any other.  The original
game was released in early  1982 for such ant ique machines  as
the ZX81 and TRS80, but  when the Spec t rum conversion
arrived a year later the game sold in vast quant it ies.  I t  was
subsequent ly  converted to jus t  about  every home computer
you can t hink  of (and a few more besides), wit h the Atari
vers ion arriv ing (as usual,  last) a few years later.  Atari 'Football
Manager'  was a big disappointment ,  inferior even to the Spec-
t rum program,  us ing monochrome displays and no graphics
whatsoever. The Spec t rum and Commodore versions boasted



11111'1 !
match highlights ,  us ing small player graphics (a bit  s imilar to
those in 'EMI  Soccer') whic h added lit t le to the game. but  were
preferable to the 'Match in Progress' text screen on the Atari.
Once past the very long cassette load,  you are given a list of

all ninety two English Football League clubs, one of  which you
can choose to 'manage'.  Alternat ively ,  you can input  your own
choice of club, together wit h the c lub you want  the new team
to replace, Af ter this, you select a diffi culty  level ranging f rom
one (beginner) to seven (genius); newcomers  should start  wit h
level one as the game is a lit t le diffi cult  to start  with,  but  the
diffi culty  can be altered at any  t ime during the game anyway.
whic h Is a nice feature.

Your team begins in League div is ion four,  and each season
also brings  the challenge of  play ing for the FA Cup.  You begin
wit h a managerial rat ing of zero (per cent): any  success you
have wil l increase your rat ing,  and of  course if  you have a bad
spell your rat ing will go down.  Winning the League wil l  gain
y our team promot ion to the next div is ion,  wi t h the ult imate
aim of  the game being to win the Firs t  div is ion Champions hip
and the FA Cup.  The game can be saved to tape at any t ime.
whic h is an excellent feature. Once you gain promot ion to the
Third div is ion,  you can save the game and re-load it  every t ime
you play.  so that  you never have to s tart  f rom the bot tom
div is ion again.  Bank  loans can be arranged to buy  bet ter
players and any  useless players can be sold, but  if  you start
los ing a lot  of  money then the c lub Direc tors  may  decide to fi re
you!

Each player in your squad is given a number,  a rat ing for sk ill
and energy. and his  current  t ransfer value. Mos t  of the players
In the game were quite well-k nown stars of  English Soccer
when the original game was released in 1982.  but  as the game
Is rather old, many  of  the players  listed have since ret ired,  so
y ounger Soccer fans may  not recognise many  of  them: there
are no Linekers,  Beards leys or Cazzas (thankfully ) in this
game.
'Football Manager'  is totally  keyboard cont rolled,  and despite

Its age, lack  of colour and graphics,  is  a fairly  entertaining
piece of software. I t h ink  the original price was about  six quid
but  the game was re-released by Prism Leisure as a budget
cassette a few years back and as far as I k now is st ill pret ty
easy to get hold of. I t  is  certainly  wort h a look for the price.

AN ODDITY
Short ly  af ter the release ot 'Football Manager',  a s imilar game

was released called L i v e r p o o l  which was also writ t en in Basic
but  was available by mail order only  on cassette and cost ten
quid.  I t  was then made available on disk  a few months  later
(the fi rs t  Atari football game available in this  format) for fifteen
quid,  but  is now very hard to get.

THE WORLD CUP
When the 1986 World Cup Finals  took place in Mexico. many

software companies  Jumped on the bandwagon and produced
football games for many  machines  to t ie in wit h the mass Tv
coverage of the event. Atari XL/ XE owners  had to wait  almost
a year af ter the World Cup had fi nished before S i l l  sof tware
released W o r l d  Cu p  Ma n a g e r .  The same company  also gave
us •Darg',  an excellent Boulderdash clone. 'World Cup Mana-
ger' was  released on both cassette and disk  formats  s imultane-
ously.
'The game is very s imilar to 'Football Manager'  but  int roduced

Atari soccer fans to a new feature: runn ing commentaries  of
the matches  as they are played, all in nice mult icoloured text!
To begin the World Cup compet it ion you need twenty  four
Internat ional teams, whic h are prov ided for you, o r  you can
type in your own select ion of
count ries  if  you prefer.  Af ter
this  you choose a team to
manage, and then you can
actually type in the names of
y our chosen country 's  players.
something which 'Football Manager'
did not  let you do, but  in this  game It is
necessary as the names are used in the
match commentary .  Next, the computer
makes the draw ibr the six groups of  four
teams. At  the end of  the fi rs t  round,  the
top two teams f rom each group plus  the
Four t hird placed teams with the best
performance go t hrough to the next
round,
Before play ing your fi rst match,  y our

scouts are able to supply  you' with a
dossier of informat ion on any f our
teams in the compet it ion.  The best
strategy is of  course to get know-
ledge of the other three teams in
y our section: for example,  do they
use a sweeper system or do they
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play  the offside t rap? Do they generally  take short  corners'? Do
they ut ilise man for mart  mark ing? It is your job to adjus t  your
team's  play ing tactics to t ry and compensate for your oppo-
nents style of  play. There Is unfortunately  only  one lis t  of
oppos ing team players in memory .  so no mat ter which count ry
you are play ing against,  you wil l  be up against  ntegastar
players such as Maradona,  Sanchez. Laudrup,  Joss imar.  and
Schumacher.  The alternat ive is to change the oppos ing team
players before every match,  whic h is possible. but  would take
some t ime,  not  to ment ion extensive knowledge of foreign
teams. or a handy  book of foreign soccer players. I t  would
however, mak e the commentary  muc h more excit ing.
Aside f rom key ing in new player names, all other control is by

the joyst ick:  jus t  move the cursor to the opt ion you want  and
press the t rigger.  All of  your team's games feature the com-
mentaty ,  but  i f  your team gets eliminated in the fi rst round.
then the computer will cont inue to report  the rest of the
results  t hrough all the rounds  unt i l  the fi nal is reached. At the
end of  the t ournament ,  t he scores f rom all your matches are
displayed together wit h your goalscorers and your managerial
rat ing,  and then you are prompted to play again. There is no
need for a load/save fac ility  as the World Cup is a knockout
compet it ion and the whole t ournament  does not  take long to
complete.
Alt hough 'World Cup Manager'  was available on disk  and

cassette. STV software have long since gone out  of business,
whic h means the game is now very diffi cult  to get hold of.
Perhaps it  would now be cons idered a Public  Domain game?
This  is a nice piece of  software whic h any football fan would
enjoy: the only  problem is get t ing hold of  it. I f  you fi nd it, buy
it!

A s imi lar game to t his  one called W o r l d  Cu p  8 6  was
released by the aut hor of 'Liverpool i n  1986,  alt hough it  was
less profess ionally  programmed and used monoc hrome text
screens like 'Football Manager'.  I t  cost about  eight  quid and
was available on cassette and disk. 'World Cup 86' puts  you in
charge of  the England World Cup squad. but  i f  you want  to use
a dif ferent  team, s imply  lis t  the Basic program and change the
players* names  in the data lines. This  game is another which is
quite diffi cult  to fi nd now,  as it  was only  ever available by mail
order_
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FOOTBALLER
OF THE YEAR

One of the few games released for the
Atari by Gremlin Graphics  was Foo t -
bal le r of the Year, which brought
a totally  new approach to computer-
ised soccer, I t  plays more like a con-

vent ional board game than a c omput er
game. You have a certain number  of goal

cards at your disposal.  and you can play one
of these to increase your chance of  scoring in
a diffi cult  match.  Also available are inc ident
cards and t rans fer cards, all of  which you
have to pay for, but  they are not  always
useful!

Alt hough basically  a managerial s imula-
t ion, arcade elements are also ut ilised.

You get the chance to take several
shots at goal and the occasional pen-
alty  k ick in most  matches, The

graphics in these sequences are not  had, wi t h large, s ingle
coloured players whic h are muc h bet ter than those in the later
Kenny Dalglish game, The game lets you take part  in league
and cup compet it ions,  and incorporates  load and save fea-
tures. but  does not allow you to change the team or player
names. The game was converted f rom the Spec t rum /  Com-
modore and in the process lost the t it le screen icons. The Atari
vers ion has a menu screen instead. The original price was
eight pounds  for the cassette and twelve pounds  for the disk
version. but  it  was re-released as a budget  tape on US Gold's
Kixx label in 1989 for only  three quid,  whic h is a reasonable
price for a reasonable game. I t  is not outs tanding.  but  wort h a
look,

A REAL BOARD GAME
'Footballer of the Year' may have played a bit  like a board

game. but Bria n dough 's  Football  Fortunes, the third
Atari soccer game of 1987. was  a board game! The package,
endorsed by the outspoken manager of Not t ingham Forest  (my
favourite English team!) contains  a small game board,  cards.
Monopoly-s ty le money,  etc.. plus  a computer program (disk or
cassette) writ t en in Basic whic h takes almost  twenty  minutes
to load, but  does inc lude a nice hi-res  t it le screen!
The game caters for two to five players. each of  whom receives

I I  player cards plus two subst itutes,  each of  which has a
value of  between one and five points.  Players move round the
board by t hrowing the computer-dice,  and opportunit ies  such
as player auct ions, sponsorship deals, bank  loans and injuries
arise according to whic h square you land on, Once each
manager has made his  (or her!) move, the team st rengths are
entered into the computer,  whic h 'plays' the fi xtures based on
each team's  rat ing,  but  upsets can happen of  course, as in real
soccer! The managers  collect gate money  at the end of  each
match,  and points  are awarded for league posit ion,  Cup prog-
ress, and the state of  your bank  balance. Any number of
seasons can be played through,  wi t h the winner being the
person wit h the highest  points  total.
Overall,  the game is a very enjoyable combinat ion of  computer

and board games, wit h the only  niggle being the s low proces-
s ing of the league tables by the Basic progxam. Not  a great,
piece of  computer software, but  a very good game nevertheless!

OR DO YOU FANCY
TABLE FOOTBALL?

The fi nal football game of  1987 for the Atari was the very
unus ual Ta b l e  Fo o t b a l l  f rom Affigata Sof tware whic h was
marketed on the Rino label for only two pounds.  The game is a
computer version of  the old table top games whic h used plast ic
players operated by rods, and is very rare.  I t  has in fact never
been reviewed by New Atari User or even the old Atari User,
whic h is a shame as it  is a very enjoyable lit t le game, especially
in two player model
The computer allows you to move the 'rod' nearest the ball up

or down or swivel it  f rom side to sicte in order to k ick the ball.
You would t hink  the ball is hard to miss. given the huge size of
it, but  this  is not  the case! 'rhe game is played at  a brisk  pace
and is very entertaining:  well wort h a couple of  quid if  you can
track it  down.  There has never been a soccer game quite like it,
before or since!



INTO EUROPE!
In 1988.  the European Champions hips  were held in West

Germany,  and Tynesofes at tempt  to cash in on this  resulted in
a full price game called E u r o p e a n  S u p e r  Soc c er,  alt hough
there was not hing very 'super'  about  the game. Tynesoft  also
seem to t h ink  that  the USA is in Europe.  (they have a team in
the t ournament ) but  never mind!  The other teams inc lude the
Unit ed Kingdom (eh?), France.  Netherlands,  and Atari World.
Not a ment ion of W. Germany.  I taly,  or the USSR! The game is
supposedly for one or two players, but  the two player opt ion
has never worked!  Nice one Tynesoft.
The team colours  can be altered before a game, but  the choice

is very limited:  the fi rst  team's shirts  are the same colour as
the second team's shorts, and vice versa, whic h is jus t  plain
s tupid.  Why  not  have the fi rst  tearn's shirts  and shorts  one
colour,  and the second team's shirts  and shorts  the other?
After this,  however,  t hings  get even worse! The player graphics
are blocky, poorly  defi ned (given their size), and the sc rolling
and player movement  is s low and Jerky, whic h is not  a good
recipe for playability !  The player being cont rolled is highlighted
by  a square cursor appearing around his  square head, Af ter a
few minutes  of  this game, you' ll be reaching for 'EMI Soccer' in
despair!  The one redeeming feature is the reasonable t it le
mus ic ,  but  even I f  this game were to be re-released as a budget
tape by Zeppelin (like most  of  Tynesoft's back catalogue) it
would s t ill be a waste of money, as many  bet ter alternat ives
are available.  Happily ,  the aut hor went  on to writ e the classic
shoot 'em t ip Zybcx for Zeppelin!

COME ON YOU SPURS!

ENTER ZEPPELIN
Zeppelin Games have released no less t han three soccer

games to date, the fi rst  of which arrived in 1989.  K e n n y
D a l y l i s h  S o c c e r  Ma n a g e r  was endorsed by former Glas-
gow Celt ic and Liverpool (then Liverpool manager) legend
Kenny Dalglish.  and int roduced another innovat ion:  a totally
Joystick cont rolled managerial game us ing icons and a pointer
rat her than keyboard commands,  The main screen depicts a
wide angle v iew of a football s t adium wit h reasonably  well
drawn Icon boxes superimposed on top. You jus t  move the
pointer to the desired icon (scout, bank  manager,  t eam selec-
t ion.  etc.) wi t h  the Joystick and press the t rigger to select it.
whic h takes you to the appropriate screen,

Kenny Dalglish Soccer Manager is more detailed t han the
original 'Football Manager',  containing all the features of  the
original (inc luding load and save game), plus  opt ional mat c h
highlights  depicted wit h large c lumsy  player graphics.  Some-
t imes the highlights  are entertaining though:  the players fre-
quent ly  bend the ball like a boomerang!  The player names
cannot  be changed, and consist  of  many well k nown players
plus  a few of  Zeppelin's programmers .  The original game was a
full price release. but  like many  others, has been re-released at
a budget  price, whic h is more sensible for this  type of  game.
Zeppelin's  other football game in 1989 was the modest ly  t it led

F a n t a s t i c  Soc c er,  whic h was the fi rst  (and so far only)
vert ically  scrolling football game for the Atari.  The pre-release
rumours  said t hat  the game was 'as good as Kick  Off on the
ST.  whic h of  course it wasn't ,  but  it  came about  as close as Is
possible on the humble eight  bit! Once the superb t it le screen
loads, you can choose a team, play ing format ion,  and length of
game, whic h ranges f rom ten to ninety  minutes .  There are only
eight  c lub names to choose f rom, inc luding (naturally ! ) New-
castle United.
'Fantast ic  Soccer' is played on a pret ty  small pitch.  whic h

scrolls a lit t le Jerkily. v iewed f rom direct ly  above. This  works
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ext remely  well as you can see only  the players' head and
shoulders,  whic h doesn't  c lut ter up the screen in the same
way  as T y
-
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highlighted by a coloured arrow,  and can then be moved wit h
the joyst ick while the other players run around into strategic
(and some not  so strategic!) posit ions.  Pressing the fi re but t on
kicks the ball when you have possession, or if  you are running
at an opponent  it  enables you to do a s liding tackle. As in most
soccer s ims.  t hrow ins, corner kicks and goal k icks are taken
automat ically  by a computer cont rolled player. Speed of  play is
very fast indeed, mak ing 'Fantast ic  Soccer' probably  the mos t
frenet ic footer game available.
St raight  shots at  your opponent 's  goal are easily caught  by

the goalkeeper, so you mus t  shoot f rom an angle to stand a
good chance of  scoring: I  have found the corners  of  the penalty
area to be the best pos it ions  to shoot  f rom. The only  t hing
really  wrong wit h 'Fantast ic  Soccer' is that  there is no facility
to play  a league or cup tournament ,  only  s ingle games are
possible, but  I suppose several players could work  out  t heir
own terms for a lit t le tourney  amongs t  themselves_ To s um up,
a superb arcade football game whic h would be cheap at double
the price, and easily one of  the most  entertaining two-player
Atari games available.

A NEW WORLD CUP
As the 1990 World Cup in I taly approached,  new football

games started s t reaming out for the popular micros, two of
whic h made it  onto the Atari XL/ XE.  Fortunately  for us, t wo of
the bet ter ones! The fi rst  is K i c k  O f f  the Anco game whic h
'Fantast ic  Soccer' was based on. Unl ik e the ST or Amiga
versions, the eight  bit  conversions, inc luding the Atari.  scrolled
horizontally ,  whic h is strange, cons idering the fabulous  suc-
cess of  'Fantast ic Soccer' as a vert ical scroller.  The price of
'Kick Of f  was nine quid for cassette or fi fteen for disk, mak ing
It the most  expensive football game ever for the Atari,  bar the
old EMI  cart ridge.  However,  this  one contained many  features
not  found in any other Atari soccer game.
Get t ing the bad points  out  of  the way  fi rst, the loading screen

(us ing Tec hnic olour Dream'  for dozens of colours) is pret ty
dire, and the actual players resemble squashed jelly  babies. All
twenty  two players are t iny  s ingle coloured blobs  but  they are
all made f rom five hardware sprites. whic h is quite a program-
ming achievement,  despite the fact that  somet imes the players
(and the pitch) fl icker,  split  in half  or disappear completely!
The main menu offers an impress ive range of  options: prac -

tice sk ills  (in whic h there is no oppos ing team on the field so
you can pract ice passing, shoot ing,  etc_ for as long as you
want ),  pract ice penalt ies (an arrow moves f rom right  to left
across the goalmouth and you press the joyst ick t rigger to
shoot), play  a s ingle match (against the Atari or a human
opponent),  or play a league compet it ion.  There are eight inter-
nat ional teams to choose f rom,  and five dif ferent  game lengths
ranging f rom five minutes  each half  to a full ninety  minut e
match.
Dur ing  play, not  only  do you get goal k icks and t hrow ins, but

free k icks and penalt ies  are given by the referee if  he decides
an inf ringement  of  the rules  has been made!  You can even
cont rol the way the ball swings when tak ing a c omer k ick and
the player current ly  under your cont rol flashes between black
and white,  whic h seems to work  well.  Overall,  'Kick  Of f  is the
most detailed and realis t ic  arcade soccer s imulat ion available
for the Atari,  despite being primit ive in the graphics depart -
ment .  A must  buy  for footer fans, part icularly  now that  it  is
available as a budget  cassette f rom Byte Back.
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JUST ONE MORE
Zeppelin Games third and fi nal soccer situ (to date) was

released jus t  before the 1990 World Cup started. The game
was W o r l d  Soc c er,  and it  was another manager type game,
again us ing icons and joyst ick control.  This  t ime teams f rom
around the world are all put  together in a Super League, wit h
top English and Scott ish c lubs  like Celt ic, Rangers,  Liverpool
and Everton being joined by giants like Bayern Munic h,  I nter
Milan,  Barcelona.  and some I've never even heard oil There are
three leagues in all,  and of  course you begin in the lowest
div is ion.
The program appears to be Ident ical in almos t  every way  to

'Kenny Dalglish'  except that  the graphic  icons are muc h better!
There are five large, beaut if ully  drawn icons at the top and
bot tom of the screen, wi t h a lovely pic ture of a t rophy  and a
couple of players in the centre. The only  real dif ference is that
you get opt ional match commentary  f rom 'ZEP TV• reporter
Joss Mc Donald instead of  the match highlights .  The graphics
depic t ing Joss wit h his  mic rophone are quite good. and under-
neath this  is a sc rolling match report  s imilar to that  in 'World
Cup Manager'  except the opposing players are not  referred to
by name,  but  by team number.  The commentaries  become very
repet it ive and boring after only a few games, but  t hank fully
you can t urn t hem off, whic h speeds up play immensely !
The players in the game are imaginary ,  wi t h no recognisable

names among them, and unfort unately  there Is no facility  to
key in your own names. You can save and load games at any
t ime,  consult  the scout, bank  manager,  change players. etc.,
as in the 'Dalglish' game which 'World Soccer' defi nitely  im-
proves upon,  despite it  being muc h cheaper.

END OF SEASON?
To date, these are all of  the football s imulat ions  available for

the Atari and it  is unlikely  that  any new ones wil l  become
available now.
If you are wondering which soccer games to buy for your XL

or XE, I would highly  recommend Kick  Off  (Anco). Fantas t ic
Soccer (Zeppelin),  Soccer (Alternative), World Soccer (Zeppelin).
and World Cup Manager (STV) if  you can fi nd it.

•
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this mag and turn it  into my own personal playground!
(That 's what  you think!  - Ed)

Af ter half  of my prophecies f rom the last issue didn' t  come true
- you know the one Mi s s i o n  Shark. Infi lt rator.  Hardbal l  and
the rest -all that  I wi l l  say this t ime is that  I can't  promise
anything.  What  I can promise is lots qfc rack ing s tuf f  and
defi nitely  no dead parrots  or even ex-parrots to boot!
By  the way  i f  you look at the picture in the top left hand corner

of  this page you wi l l  see me reading in bed wit h a cup of
Laps ing Souchong (echoes of  the (arnesmas ter coming in there.
God save us f rom possessed Scots men!  Nothing personal Dont )
and a good book. Now about  that book. Does anyone know arty
good books as I 've been reading this one for the past  18 months
or more and don't  seem to have got any  closer to fi nishing it!

ZEBULAND

FREE CASSETTES!
li your hint, tip or map is used by
The Tipster you can claim a FREE
CASSETTE (from those currently
available fr om The  Accessory
Shop) but you won't get one it you
don't send something to The Tips-
ter - get tipping now!

HOW TO CLAIM
If you see your name in this column
Just drop us a  line and say 'My
name is   a n d  I  claim my tree
Tipsier cassette' and simply tell us
which cassette you would like (give
an alternative lust 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

IPSTER 7411/64a0
9
, 
gad?

BACK TO HACKER

Now where is Zebuland? I don't know but some tips come from the
other side of the Atlantic is right up near the arctic circel would you
believe? That's where Ed Hall of Yellowknife in Canada lives and he
has sent in all 50 level codes for ZEBULAND.

1. ZEBU 1 1 .  PLOP 2 1 .  HEPP 3 1 .  WEST 4 1 .  XERO
2. BLAP 1 2 .  BEEP 2 2 .  SUPP 3 2 .  NORD 4 2 .  FATZ
3. DOFF 1 3 .  MOEP 2 3 .  JUPP 3 3 .  SUED 4 3 .  GULP
4. BONK 1 4 .  UGLE 2 4 .  ZSCH 3 4 .  TOLL 4 4 ,  BAUF
5. BAFF 1 5 .  ZIPF 2 5 .  PCHH 3 5 .  MATT 4 5 ,  ONKO
6. BING 1 6 ,  MONK 2 6 .  YARG 3 6 .  DOAD 4 6 ,  WAPP
7. HOPP 1 7 .  TOON 2 7 .  SNAG 3 7 .  HAHA 4 7 .  LINK
8. FLAM 1 8 ,  ZATZ 2 8 .  GNOZ 3 8 .  LOGI 4 8 .  DRAG
9. PENG 1 9 .  BLOY 2 9 .  NAJA 3 9 .  DEPP 4 9 .  AETZ
10, BANG 2 0 .  ARGH 3 0 .  HUTY 4 0 .  SAC O .  HELP

NOW
LOOK
HERE

(or HACKENBACKER for TB fans)
Roy Grif fi ths  of Luton in Heds says that  the Hacker solut ion

that  was published in Issue 52 was wrong so he has prov ided
what  he assures me is the correct solut ion.

SWITZERLAND
EGYPT
GREECE
INDIA
NEW YORK

TOKYO
CHINA
CUBA
LON DON
SAN FRANCISCO

DESTINATION
SWITZERLAND
EGYPT
GREECE
INDIA
NEW YORK
TOKYO
CHINA
CUBA

LONDON
SAN FRANCISCO
WASHINGTON

ES
A
I)E 
T
O 
i
g

MERCENARY ¶

WHAT TO GIVE
E5000_00
CHRONOGRAPH
TUT
EMERALD SCARAB
DEED TO SWISS
CHALET
3 KT DIAMOND
PEARLS
35MM CAMERA
JADE CARVING
BEATLES ALBUM

WHAT TO BUY
EVERYTHING
EVERYTHING
NOTHING
NOTHING
3 KT DIAMOND

EVERYTHING
JADE CARVING
NOTHING
BEATLES ALBUM
NOTHING

Then, take the given FBI document to Washington to win the game.
Here below are the directions to take. Please note you must follow
these exactly or you won't be able to complete the game.

DIRECTIONS
6E. 4N
4W, 1N, 6E, 25, 1 E
1W, 1N, l E
1E. 2N, 2E, 38. 1E
1W, 3N.16W,  1S
6W, 1N, 14W. 2S, 5E
4W
1E. 3S, 2E, IN,  4E. 1S, 2E, i s ,
2E. 1S, 8E, 3N
3W, 2N. 2W, 7N, 3E
3W, 2S, 12W, IN.  lE
1W, 1S, 10E, 2N. 2W, 1S. 3W

Also from Roy Griffiths is a solution to
Escape to Targ: Mercenary 1

•1  A )  Buy Dominion Dart afte( you crash on Targ.
B) Fly to 09-06, get the SIGHT, ENERGY

CRYSTAL, MEDICAL SUPPLIES, CATERING
PROVISIONS. (N.B. go through transporter in the

oom with he MEDICAL supplies to get the PHOTON EMITTER)
C) Fly  o 81-35, get GOLD and KEY (for COLONY CRAFT HANGER)
D) Fly  to g e l  WINCHESTER. and board the CONCORD craft
E) Fly  o COLONY CRAFT (08-08). Sell WINCHESTER in LABORATORY,

CATERING PROVISIONS in KITCHENS, MEDICAL SUPPLIES in INFIR-
MARY. GOLD in EXCHEOUER ENERGY CRYSTAL in POWER ROOM.
Get KITCHEN SINK

F) Fly to 09-06 Gel COBWEB (with KITCHEN SINK, it will open all doors.)
Get POWERAMP• Drop COLONY CRAFT KEY

G) Fly to 0 9
-
0 5 .  
G e l  
A N T
E N N
A ,  
N E
U T
R O
N  
F
U
E
L

H) Fly to 03-00. Gel ESSENTIAL 12939 SUPPLY, MECHANOID. Of wished.
fly to t o  get the DOMINION DART)

I) Fl y  t o
l l  
1 3 .  
G e
t  
U S
E F
U L  
A R
M A
M E
N T

J) Fly  to COLONY CRAFT. Sell MECHANOID in INTERVIEW ROOM, NEUT-
RON FUEL in ENGINE ROOM, 12939 SUPPLY in CONFERENCE ROOM
USEFUL ARMAMENT in ARMOURY

K) Fly  to 09-06. Go to COMMUNICATIONS ROOM. Rent a spaceship. Fly to
08-08. Board ship and leave TARGI It you don't have any maps of the
locations, do take the time to wander around TARG, if not tor the sake of
completing the game, then just to look about and enjoy the scenery and
Paul Woakes' humour.
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hrcatakDa 3ilmrk
Lift.

Gives you 0 extra grenade
(nniers_ (Collect 4)

[1] A m m o  renewed to 60 each titne

Heart gives you extra energy.

•  Div ided  room,

▪  Des t roy  VDU to get past blocked room.

(Mocked room (I- +H) destroyed by
appropriate V a l ,

CI

•

/Upped by
Steven Head

1/
1 •
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You can't  keep a good game down.
Strange Odyssey by Scott Adams  is
one heft of' an adventure that  s imply
doesn't  want  to lie down and I don' t
blame it. Mark  St inson has mapped it
and solved It quite comprehens ively
(thanx  Mark).  Please Note that  DISC
HOSE is short  for DI SCONNECT
HOSE whic h doesn't  fi t  on the ent ry
pos it ion  in  t he  game.

THE SOLUTION
D, TEG TIUS, TEG RESAHP, TEG LEVOHS, U, SSERP DER, OG ROOD, RAEW TIUS, SSERP DER. OG ROOD, PMUJ, W, OG EVAC, TES
RESAHP, OT YORISED,  TOOHS REDLUOB, OG THGIL, TES RESAHP, OT NUTS, LLUP DOR, HCUOT CITSALP, HSLIP DOR, LLUP DOR.
HSUP DOR, HCUOT CITSALP, OG THGIL, GID. TEG KCIP, OG ELGNUJ, E, TOOHS DNUOH, TEG DNIJOH, S. W, OG THGIL, LLUP DOR.
HSUP DOR. HCUOT CITSALP, OG THGIL, FORD DNUOH, OG THGIL, TCENNOC ESOH, SSERP ETIHW, SSERP KCALB, CSID ESOH,
OG THGIL, LLUP DOR, HSUP DOR, LLUP DOR, HSUP DOR, HCUOT CITSALR OG THGIL, TEG GNITNIAP, TEG ERUTPLUCS, OG
THGIL. FORD GNITNIAP, FORD ERUIPLUCS,  ENIMAXE ERUTPLUCS, PORD RESAHP, FORD KCIP, RAEW SELGGOG, SSERP
WOLLEY, ENIMAXE GNITNIAP, FORD SELGGOG, TEG TLEB, RAEW TLEB, LLUP DOR, HSUP DOR, HCUOT CITSALP, TSIWT ELKCUB,
OG, THGIL. TEG YDNARB, OG THGIL, PORD YDNARB, OG THGIL, TEG LATEM, OG THGIL, FORD LATEM, TSIWT ELKCUB, PORD
TLEB, TEG RESAHP, TEG KCIP, TEG LEVOHS, LLUP DOR, HCUOT CITSALP, HSUP DOR, l_WP DOR, HSUP DOR, LLUP DOR, HSUP
DOR, HCUOT CITSALP. OG THGIL. W KCIP ECI, TOOHS DNUOR TEG DNOMAID, TES RESAHR OT YORTSED, TOOHS Ed,  E, OG
THGIL, LLUP DOR. HSUP DOR, HCUOT CITSALP, OG THGIL, TCENNOC ESOH, SSERP KCALB, SSERP KCALB, CSID ESOH, OG
THGIL, LLUP DOR. HCUOT CITSALP. HSUP DOR, HCUOT CITSALP, FORD RESAHP, FORD KCIP PORD LEVOHS, TEG LATEM, KAERB
DOR, TEG DOR, TEG GNITNIAP, OG THGIL. U, W. PMUJ, SSERP DER, OG ROOD, D. FORD GNITNIAP, FORD DNOMAID, PORD DOR,
NEPO NCTAH. PORD LATEM, U, OG ROOD, SSERP DER. OG ROOD, PMUJ, W, OG, EVAC. OG THGIL, TEG YDNARB, TEG TLEB. TEG
ERUTPLUCS. OG THGIL, U. W. PMUJ. SSERP DER, OG ROOD, D. PORD TIUS, TEG DOR, OG HCTAH, TUP DOR. U, TEG DNOMAID,
TEG GNITNIAP, U. SSERP EULB, OG ROOD, SSERP DER, OG ROOD. FORD ILEB,  FORD DNOMAID, PORD ERUTPLUCS, FORD
GNITNIAP, PORD YDNARB. EROCS.

Well that just about wraps up the Odyssey apart from the tact that the map that's up there could help you keep your bearings
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FIARDIIALL
Dave W. f rom Birmingham has been very, very busy. Not only  has he
come up with the most bnpressive dossier ever on hardba ll (or indeed on
any game) but he has also given us the rundown on Infi ltrator. I  doubt
that there wil l  be enoufgh room In one issue for bath but you can be sure
that any thing miss ing will appear in the next issue (or the one after. or

Let's tackle Hardball.  (By  the way  do you stay up through the night to
watch the TV program? It's excellent. Ed.)

All those abbrev iat ions  can now be explained thanks  to Dave with the
lis ts  below.

(W) G a m e s  won by relief  pitcher
(L) G a m e s  lost by  the relief  pitcher
(B) G a m e s  saved by the relief  pitcher
(IP) N u m b e r  of innings  pitched
(ERA) Earned Runs  Averages (Pitchers mistakrs1
(HR) H o m e  Runs  made
(AB) N u m b e r  of times a batter has come out to bat
(SB) N u m b e r  of stolen bases made
(RBI) R u n s  batted in (runs  created with their hit)

The ERA is the best measure of a pitchers  capabilit ies  followed by  (S)
The h i l l  or Ribbies  are what  the hit ters  covert mos t ly  followed by AVG's
and HR's

The following lis t of  pitchers are for the All Stars, wit h  their equivalents
on the right.

LEARY
PRINCE
MENDOZA
COOK
PEERS

.  M O R E l l E A D
= E U L E R

LEMAY
= J A M E S
-= WI L L I A MS

The other pitchers  below all have dif ferent pitching styles
Atk ins  (AS) T o m p k i n s  (CP)
Estrada (AS) M o r l i n i  (CP)
Fris iana (AS) B a l d w i n  (CP)
Oliver (AS) R o s s  (CP)
Perez (ASI W r i g h t  (CI')

Pitching a dif ferent delivery  each throw confuses the computer player.
it  is  called Dek-ing by the Americans. Right  hand pitchers  can use
Curveballs  (in) to Right  hand batters  and s liders  (in), curveballs  lout) to
left hand batters. Left hand pitchers  can use Screwballs  (in) to RH
batters, all these with good effect!
Should the computer's  hit ters  hit  your pitchers  deliveries regularly .

change him for another with dif ferent styles. e.g. Mendoza for Perez. for
the computer has locked on LE3 Perez's four styles.
If you are on 3 no-balls  (in the hole) against a good slugger, deliver the

4th central (down the alley) us ing a bullseye shot (no in, out,  up or
down) of  a style dif ferent f rom the last delivery  CI A ) or use the
internat ional walk  opt ion f rom the menu, and walk  the hit ter to 1st
base instead of  giv ing a home run chance n m away. Do remember that
players on bases already also move on, A rat ing below .3 is very good for
a pitcher. while a rat ing of .300+ is excellent for batters.
Good home sluggers have a lower AVG and if  you have prev ious ly

loaded 2 Or 3 bases before their turn,  they usually  grant you home runs
(they require Moral Boosters!). Loading bases is made easy by tak ing
y our hit  wit h  a low swing, the ball will fl y high enough to allow you even
to reach 3rd base occasionally.

Holding the fi re-but ton in on contact adds that punch. but  should you
t h ink  that the ball does not have the legs, release the but ton quick ly
and it usually  falls  short of a fi elder. Swinging In or Out early  or late
can cause the ball to go deep outfi eld allowing bases to be stolen.
Timing counts, too early  or to late causes the familiar FOUL. Gett ing the
t iming right can send the ball -
N e ' e r  t o  b e  
s e e n  
a g a i n "  
e s p e c i a l
l y  
i f

catch a fas iball.
This  game mus t be in the American League due to its  option for a
Designated Hit ter (CH). He replaces the pitcher when bat t ing but does
not fi eld when the others  do. You can change a runner on a base if  hr is
s low with a pitch runner and use a pitc h hit ter at the later stages of the
game to replace a weaker hit ter.  Subs t itut ions  made after the match
starts  cannot re-enter the game, changes made prior to the s tart can.

In fi elding get into the habit  of throwing to your nearest base, then to
y our targeted base, it  is  much quicker than a direc t approach from deep
outfi eld, 3rd base is  the most important ,  runs  are made from Ibis  base
easily when a batter hits  deep. so make this  base your priority  and
doret forget to let go of the fi re but ton to throw, The OF's can replace

THE ONLY QUICK E IN THIS ISSUE!
From t he  f roz en was tes  o f  Ballinhas s ig GI County
Cork comes a lit t le snippet t rom Kev in O'Donovan for
POLAR PIERRE, He says that to get to the top of  the
third level there is  a t rap door jus t  pas t  the second
shooter. To  use it  s imply  s tand on  the t rapdoor and
jump. You wi l l  land sately  on  the t op of  the fl ags.

either CF. RF or IA's. Each have different throwing capabi-
lities, swap and see.
PLAYER OUT OF POSITION:- Each fi elder has a nominated pos it ion to
play in, re-pos it ioning wrongly  will make a receiv ing fi elder freeze
allowing your opponents  to run home and steal at MIL Left-handers  are
preferred for 1st and 2nd base due to 2nd and 3rt i being to their right!!
Short Stops (SS) are like Goalkeepers that  stop or try  to stop the vent
hard has  going out outfi eld.

l ie r r  are some Americanisms associated wit h the game:-
Double Play: 2 out in one pitch
Charit y  Hop:  A bounc ing ball that goes direc t ly  to a fi elder
A Butc her:  is  a fi elder with a bad glove
Up the Alley :  Hit t ing the ball between 2 fi elders
A rweener:  A ball t hat is  hit  this  way
A  Can of  Corn: Is a high fi ver that is  easy to catch
A Bleeder.  Is a lucky  hit  that  lands  the hit ter on base due to it

bounc ing badly
A  Beanball:  An acc idental or deliberate pitch towards  the batters

head
A Line Driv e:  A ball hit  hard and low
A Ground-out :  Mak ing a hit  and being run out at 1st base
To Take: To take the hall past wit hout  play ing for it
An Assis t: It 's  a credit awarded to a fi elder who has helped another

in gett ing a h it t er ur runner out, whether it  be a defl ection
or throw to base

There you have the most comprehensive dossier on i hardball ever! Can't
say unders tood it all but if  you have the gante ht wil l  be a piece of  cake
tar shouhl that be a real cookie?)

Well that  seems to be all the let ters and
other stuf f  for this  issue apart  f rom the
pleading letters that  are always welcome
in the c olumn (in a sort  of way they are
the life blood of  this column).  From Sut -
ton I n Ashfi eld comes a plea f rom Louise
Wood. She keeps get t ing stuck on the
fi nal part  of G H O S T B U S T E R S .
She zapps all the ghosts only  to get fl at-
tened by the mars hmal low mans  feet at
the end (she thinks  it 's the end) and she
wants  to k now how to gcL t hrough the
doors (and the mars hmal low man's  feet)
to fi nish the game.
Frank  Cunningham needs some help in

A L T E R N A T I V E  R E A L I T Y .  He
needs the Gargoyles name to cont inue

any f urt her in the game. One of  you at t he back of  the class
there mus t  k now the answer.
Finally  John I I °  needs to know to complete the type in game

I N D I A N  G O L D  - come on be the fi rst to send in a
complete solut ion to a type in! (Bill Halsall actually  sent in a
j i t i l  solut ion wit h the lis t ing so if  The Tipster asks nicely I might
let him have it! Ed.)
I've got to go now, the old Brain is s tart ing to shrivel and

stagnate and I 'm off on two weeks holiday  to balmy  Devon
(whoo!)

be back wit h a vengeance next issue and this  means  that
you get no respite in the campaign for those golden t ips  that
are needed to make this  c olumn the best, Don' t  forget you'll get
a free cassette if  your t ip is used.

Usual address as usual (surpris ing that!)

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

P . O .  B O X  5 4
S T A F F O R D
S T 1 6  1.13R
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XL/XE E x t r a s

TAKE
YOUR PICK
0  n e  of  the major supporters of  the Atari Classic

machines is Micro Discount of  Birmingham who seem
to scour the countni looking _for new products that

migh:  be of  interest to 8-bit  users. Several recently acquired
products  h a w been sent to us for rev iew and since some of
them can be described in just a few words  it seems appropriate
to combine them all as a 'mixed bag' wit h something of  interest
to evenjone. Let 's dip into that bag and see what  we find.

1050 WRITE PROTECT
SWITCH
Most disk  drive owners  wil l k now something,  at  least, of  the

writ e protect  switches available which enable greater control
over the drive. There have been several versions available over
the years wit h s light ly  dif ferent  func t ions  but  all are designed
to make it eas ier to writ e to your disks or not, as the case may
he.

This  part icular unit  is a dual func t ion switch giv ing either full
protect ion f rom writ ing to disks or the abilit y  to write irrespec-
tive of whether the disk itself  is write-protected.  The major use
of such a swit ch Is to enable users to format  and use the
reverse side of  a disk  wit hout  the need to cut  a notch in the
disk.  Wit h the switch fi t ted you need only  put  it  in writ e mode -
wit h the indicator light  fl ashing red - and you can y o u r
disks at will.  Of  course you can also writ e to disks which have
writ e protect  tabs on. A fl ick of  the switch to the opposite mode
- wit h a steady green indicator - means that  y our disks are
fully  protected, they cannot  be writ t en to at all.  I t 's as s imple
as that .
The switch comes as a complete unit  that  you have to fi t to

the drive yourself .  The job is quite s imple requiring just a
couple of  holes to be dril led in the casing (or you can fi t an
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A roundup of a diverse
batch of new products
f o r  the XL/XE

external switch box) and there is no soldering.  Ful l  ins t ruc -
t ions are prov ided and anyone wit h a dri l l  and some pract ical
abilit y  can have the job done in no t ime.
A writ e protect  switch is one of  those things  that,  once fi tted,

you wi l l  wonder how you ever did without .  There is a s light
danger of wiping out y our most prec ious  disks but ,  in pract ice.
this  is unlikely  to happen,  and the advantages of ease of  use
far outweigh this  risk. The write protect  switch is good value at
£7.95.

ATARI  DEMO CARTRIDGE
This  is. perhaps,  one of the most  int r iguing pieces of  software

you wi l l  come across since it  was never ac tually  on sale! The
cart ridge was produced in 1987 as a means  for dealers to
demonst rate the range of  games available for the XL/ XE
machines  and contains  no less t han three full games - JOUST,
MS PACMAN and ONE ON ONE together with FLI GHT SIMU-
LATOR II. These games are all Atari classics and have all been
reviewed in the past so f urt her explanat ion is not  needed. One
very interes t ing aspect of  this cart ridge is the way it  selects the
games. you switch on the machine and the fi rst comes up.
switch off and on again and the second comes up and so on.
How does it  know?

Four great games on one cart ridge priced at t  18.95 is good
news but  the disadvantage is t hat  the cart ridge comes wit hout
ins t ruc t ions  for any of the games. As it  was never issued for
retail sale there was no packaging or manuals .  As far as Joust
and MS Pacman go this  does not  really  mat ter since they are
easy to pick up. One on One is a lit t le harder but  can st ill be
worked out  but ,  wit hout  ins t ruc t ions  it  is doubt ful whether
you wi l l  fly very far with F.S2!
If you haven't  got these games yet and fancy something

unus ual then the DEMO cart ridge should prove to be In-
terest ing.

The products in this review are all available from Derek
Fern at Micro Discount whose advertisement you will
fi nd elsewhere in this issue.
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SEAL 'N' TYPE
R O M  C A R T R I D G E S

Atari D EM O C AR TR I D GE E18.95 M ARIO BR OS C10 9 5
C R YSTAL  C AST L ES £15.00 GAT O El8  9 5
INTO TH E EAG L ES N EST El 7_50 C R OSSBOW (for Light Gun) E21 5 0
MS PAC M AN El 0 9 5 M ILL IPEDE E 8 .9 5
DIG D U G E 8 .9 5 POPEYF E 8 .9 5
D ON KEY KO N G  Ga m e  Kit  "Cart ridge and 2  jo yst icks" E12.00

One of  those products  that  do not  fi t  into any category is this
protect ive cover for your keyboard.  Made of *transparent.  flexi-
ble. durable,  tact ile,  non-discolouring quality  polymer'  this
overlay s imply  fi ts over your keyboard covering all of  the keys
and func t ion but tons .  The cover is specifically moulded to fi t
the 65XE or 130XE and is taped into pos it ion along the top
and f ront  edge. Once in place you carry  on Us ing your machine
In the normal way wit h almos t  full protec t ion f rom coffee spills
and total protect ion f rom dirt  and grime.
You may  t hink  that  us ing a keyboard wit h a plast ic  cover over

it would be awk ward but ,  surpris ingly ,  i t  makes very lit t le
dif ference to the feel of  the keys. Thejnat er ial  is so pliable and
moulded to the indiv idual keys that  the only  dif ference in feel
is a s light  softness to the keys. In all other respects. use of the
keyboard is as if  the cover were not  there.
If you have ever opened up a keyboard you wi l l  have been

shocked to fi nd the amount  of dust, dirt  and grime that
accumulates  and there is no doubt  that  a protect ive cover will
stop t his  but  how import ant  this  is wil l  be up to indiv idual
preference. The price of  a cover for the XE models  is 1,9.95 plus
£3.50 to cover the postage, not  part icularly  cheap, so you wi l l
need to judge jus t  how essential a cover is to you.

PRINT LAB
Wit h so lit t le software for the 1029 and 1020 printers  avail-

able I am tempted to say jus t  buy  this  anyway. at  1.5.95 for a
unique ut il it y  for you print er you can't  go far wrong.  Print  Lab
is a development  f rom a program originally  issued as a bonus
on one of  New Atari User's issue disks and has been substan-
t ially  upgraded for commerc ial release, I f  you want  a more
detailed explanat ion of  the basic func t ions  check out  Issue 48.
Print  Lab is a Graphics  Mode 8 screen designer wit h the

abilit y  to print  your designs on the Atari 1029 or 1020 printers
or any Epson compat ible printer.  As well as normal drawing
tools there is a choice of  fonts for text whic h can be inserted on
the screen in a variety of  sizes. The latest version of  the
program inc ludes  10 ext ra fonts giv ing quite a variety. Des ign-
ing a screen involves s imply  drawing your design us ing tools
such as circle, l ine plot  and pixel plot  and then adding whatev
er text you require in your choice of font, The design tools are
fairly  basic but  there are extra ut ilit ies  that  enable you to
design icons on a 20 x 20 grid that  can be imported into your
screen and you can also cut  sections f rom other 62 sector
f ormat  pic tures for use as icons. Once a screen is complete you
save it  to disk  ready for print ing.
The printout  is a s tandard size depending on the printer you

use but  the pos it ion of  the image on the paper can be adjusted
and there is an opt ion on the 1029 to print  three Print  Lab
screens consecutively, t hus  creat ing more complex and larger
designs. On the 1020 you can choose which colour to print  in.
alt hough there is no allowance for mix ing colours wit hin a
part ic ular image,
Print  Lab certainly  works  well (that 's  why  it  was Init ially

selected as a NAU bonus) and can be highly  recommended for
owners  of  the 1029 or 1020. Other print er owners might  like to
give it  t ry  as well.  Alt hough not  as sophist icated as the (few)
commerc ial desktop design programs  available it  represents
good value for money.

MICRO DISCOUNT
265 Chester Road, Streetly

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

H A R D W A R E
N E W  A T A R I  5 5 1 S D I S K  D R I V E S
R E C O N D I T I O N E D  1 0 5 0  D I S K  D R I V E S
S T A N D A R D  X C 1 2  D A T A  R E C O R D E R S
T U R B O  C H A R G E D  )< C 1 2  R E C O R D E R S
M I C R O  P R I N T  C E N T R O N I C S  P R I N T E R  I N T E R F A C E
Wo r k s  w i t h  a l l  so f t w a re  o n  Ep s o n  co m p a t ib le  p r in t e r s
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C O V E R S  I  O R  6 5 XEI 1 3 0 XE

E1 2 5 .0 0
E 9 5 .0 0
E 2 7 .5 0
E 4 2 .0 0
C 3 1 .9 5

plus El 50 pp
C 7 .9 5
E9 .9 5

pert El SO pp

B A R G A I N  B I N :  The fo llowing  ca rt ridges a re  part  o t  a  b u lk pu rchase  -
al! a re  n e w and tested  bu t  no  b o xe s o r inst ruct ions -E T .  PH ON E H OM E
E3.50 - EAST ER N  FR ON T E3  5 0  - D ON KEY KO N G  JN R  C8.50  -  AC E O F
AC ES E l  0.00 O Z Z Y  OR C H AR D  E3 .50  S T A R  R AI D ER  1 E3 .5 0

D I S K  U T I L I T I E S
TRI CKY PR I N T "Th is a llo ws yo u  to  u se  the fam ous PR I N T SH O P with  the
Atari 1029  p rin te r'. YES,  a t  last  it 's here !  E10 .50
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FON TS tor 1020, IO29 and Ep so n  compa t ib le  p rin te rs E5 .9 5  p lu s C i 5 0  p p
DISK 1 o t  m y P.O. F I L E. M EG A- BL AST  I .  Th is is o n e  a t  the  best  2  p la ye r
games I  h a ve  e ve r seen . Pla y the  com pu te r o r se t  the com pu te r to  p la y
itself o r 2  p la ye rs. Fan tast ic sounds a n d  t o r 130  u se rs d ig it ised  m u sic f rom
Ge n sis. So  le t  the  good  t im e s ro ll f o r ju st  E3 .00  in c. p p
We  a re  n o w  the m a in  U K d ist ribu to rs for t h e  n e w Du tch  d isk-b a se d  M EG A
M AGAZI N E I ssu e s 1 ; 2 : 3 : 4 : Ea  0 0  each  o r E l  0  the se t
Now over 70 XEWL ROM Cartridge tales plus 80 drsk htles and 40 high speed Turbo
tapes m  slockh Good news 3 2  new 8-bit t ile s w ill he  made avalable before XMAS
- 'BRUNDLES",  "AD AK
-
. ' A D 2 0 4 4 " ,  
" O P E R A
T I O N  
B L O
O D " .  
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O  
D
R
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MACHINE'. Fo r fu ll details check out Issue 5  ot  Our 32 page information analogue.
But Viral you will need to register your name and lu ll postal address on our data base.
The cost of this service ks C3.60 for 6 copies (1 every 6  weeks): 1'6.00 Europe: £10.00
Elsewhere. Alternatively you can download the complete 133K ftle from Me CITY BBS
Tel 021  321 1610

Ad va n ce  T icke t s n o w  a va ila b le  f o r  T H E AL T ER N AT I VE M I C R O
SH O W 6. I f  yo u  a re  a n  8 -b it  u se r  Bin g le y  Ha ll,  St a f f o rd  is  t h e  p la ce  t o

be o n  Sa t u rd a y 1 4 th  N o ve m b e r. Ad u l t  LT, u n d e r  1 3 's

XLIXE MEGA BARGAINS
EXC EL D I S K  M A G A Z I N E

No. 1 8  -  O u t  O c t o b e r  1st
No. 1 9  -  O u t  N o v e m b e r  1st
No. 2 0  -  O u t  D e c e m b e r  1st

E 4
E4
E4,

A 3 issue subscription costs E12 plus choose
a free PD disk of your choice!

Back issues 1-17 are available at E3 each or all 17 for
only E30! Save EN! Or, choose any 5 back issues for E10!

L A T E S T  P D DI S KS :  E3 e a c h or  E10 for  4!
DI G I TA L  E D I T O R  - Desktop publishing!
S C R E E N S  - Incorporate windows into progs!
C 6 4  S L I D E S H O W  - 20 of the best 064
A M I G A  S L I D E S H O W  - 10 INCREDIBLE pictures!
F O U R  T R A C K S  - Very good music utility!
S P A C E  T R O U B L E  I I  - Good graphic adventure!
O R B I T  - Space fl ight simulation game!
L L I N A C Y / S U R E s  U P  - Double arcade pack!
R O B O T  + 9  - Ten soundigraphic demos!
S T A R  F L E E T  + 9  • Ten more great demos!
T U R B O  B A S I C K I T (3 disk set E7) This is the latest
version with docs. tutorials, and tons of useful modules!

All the above are double sided, single density disks for use with any
) ( L I E  Send a stamp tot full list of 150 disks!

C A S S E T T E  G A M E S :  E3  e a c h or  E10 for  5!
T w o  g rea t  g a m e s  o n  e a c h  c as s et t e !

TETRIS 3D & CHESS G A L A C T I C  CHASE & SMUSH
JUMP & MONTY A R A X  & EMPIRE STRIKES BACK
SUBMISSION & ROTO X A G O N  & SPACEBALL
ZAND•S LABYRINTH & STAR- R E V E R S I  3D & MONSTER
FIRE WARRIOR M A T C H
AMNESIA & MARBLE MAGIC T I L E  TROUBLE & GEMINI
NIGHTSHADE & FUSEBOX X E V I O U S  & TRIAD

ALL AVAILABLE FROM
Robe r t  Stuar t ,  21 S t r ons a y  Wa y ,  Br oom l a nds ,

I rvine,  S t r a t c he l y de ,  KA1  1 1 HZ ,  S C O T L A N D
All ch e q u e s.PO' s  t o  R . St u a r t  p le a se !
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REVIEW is
-CUTTHROATS

Mark Stinson gets excited
over deep sea diving in one
of  the classic Infocom
adventures

C ut t h roa t s .  another masterpiece of  innovat ion f rom the
masters  of adventure themselves. Infocom. features
you as a top class diver searching for sunken t reasure.

The adventure level is classed as s tandard,  and is second in
the Tr u e  Tales of  Adventure' series, the other two being Seas-
talker and Infi del.  This  series has been my  own personal
favourite because of its set t ing in the world of  'high adventure':
not  that  I am totally  averse to a moderate sprink ling of horror,
magic.  mystery  and science fi ct ion every now and then)
The packaging is up to Infocom's usual high s tandard,  com-

pris ing:  a True Tales of  adventure magazine,  disk, ins t ruc -
t ions, naut ical supply  list, and an his torical publicat ion by
Hardsc rabbie Harbor His torical Society, ent it led 'Four Ship-
wrecks of fi lards c rabble is land'.  As always, the adventure has
las t ing appeal.  and a real sense of  part ic ipat ion,  because of
these small touches. I  f ound it especially  exc it ing to read
t hrough the shipwrecks book, whic h shows the believed loca-
t ion of  four wrecks off  the is land.  Each wreck  is given a brief
history,  and the unfort unate ships in quest ion are the Sao
Vera (1698). HMS Int rans igent  (1745),  Fianna (1887) and SS
Lev iathan (1916).  The True Tales of adventure magazine is also
entertaining and amus ing,  as well as informat ive.
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YOU ARE AWOKEN
The story begins in your room at  the Red Boar Inn on

Hardsc rabble Island. There is a knock at the bedroom door
which t urns  out  to be a character named Hevlin.  Hev lin has
dropped in unannounc ed in an effort to cajole you int o look ing
after his book on shipwrecks.  The book has new locat ions
marked for two of the famed wrecks off I lardscrabble is land.
Af ter a successful bid,  he leaves the notebook in your care.
and as you fl ick t hrough its pages you smile to yourself
k nowing that  so many  people have looked for those wrecks
wit hout  a penny to show for it. The smile is only  wiped f rom
y our face when you witness Hevlin's  murder  as he walks  down
the street outs ide your window.  Somehow,  you k now there is
more to this  lit t le t reasure hunt  t han one man's  over active
imaginat ion. . .
The following morning you awake to fi nd a note f rom Johnny

Red. an associate and cent ral character in the plot. The note
asks you to at tend a meet ing at the Shanty,  t he is lands local
bar.  You wil l  soon not ice that  your watch is suf fering f rom old
age and abuse, and is completely  useless unless wound fi rst
t hing in the morning.  Depending upon how quick ly  you leave
for the Shanty,  you may  meet the weasel, a thoroughly  nasty
charac ter who can often be seen look ing furt ive and up to no
good: don't  t rus t  him!  Once at the Shanty  you get to meet the
central cast of  characters: J ohnny  Red. the weasel, and Pete
the rat  (who gained his  nickname through his  choice of dish
whi le a cook on another ship).

T IME TO EXPLORE
Greet ings over, a f urt her rendezvous is decided upon,  and

after test ing the local cuis ine you are able to explore the
Island. The is land is quite small,  wi t h most  of the interes t ing
areas at its north end. At the north end can be found the
Wharf ,  the Red Boar,  the lighthouse,  McGinty 's  Salvage, Out -
fi t ters Internat ional,  and the Shanty.  To the south of  the is land
is the mariners  t rust ,  where you may  obtain your cash, By
now, you wil l  mos t  probably  have met up wit h McGinty .  who is
the o f  Hardscrabble Island, and owner of the dis reput -
able McGinty 's  Salvage. My  only  advice is avoid h im and if
contact is inevitable,  keep quiet.  McGint y  is shrewd and
notices everything,
When you fi nally  make your next meet ing with the gang. you

will be shown one of two objects - a coin or a plate. Ex amining
either of these. in conjunc t ion wit h your notebook wil l  ident ify
which wreck  you are to look  for. Af ter an indicat ion of  your
acceptance. you agree to a f urt her meet ing wit h Johnny.  You
wil l  also need to wi t hdraw a sum of  money before your next
meet ing. Hav ing wit hdrawn your life savings and met  again
wi t h Johnny,  you pay a visit  to the Out l iners  Internat ional.
You mus t  now decide which equipment  is necessary for the job
(depending upon the depth of  the wreck) while Johnny  orga-
nizes the ship.



FULLY EQUIPPED
Once all of  the necessary equipment  is ordered, you can

wander about  again while wait ing for the high t ide (check out
the t ide tables on the back of  the equipment  list). Timing is
very import ant  in Cut throats .  so it  is  advisable to make a note
of  certain characters  movements  during the game. Eventually
you arrive at t he ship which is docked at  the Wharf .  You now
waft  for the arrival of  the delivery boy wit h all your equipment ,
and af ter him,  the crew. Now is the t ime for your map reading
skills! Before you can set sail.  J ohnny  wil l  need to know the
longitude and lat itude of  the wreck. Once you have informed
J ohnny  of  the locat ion,  it  is advisable (in fact unavoidable) that
you get some sleep.

Before long you are woken by Johnny,  and realize that  this  is
the moment  of  t ruth,  now is the t ime to kit  up and dive. I f  you
have bought  the wrong equipment .  or if  you use it incorrect ly .
you wi l l  meet a cold and watery  end. It is  at t his  point  t hat  the
real puzzles are put  before you, especially when you t ry  to
negot iate the shipwrecks.

DIFFERENT WRECKS
As I have ment ioned,  there are two dif ferent  ships to dive al

each wit h dif ferent  puzzles and t reasure.  I especially  enjoyed
negot iat ing the SS Lev iathan on board which,  amongs t  other
good puzzles, I had to avoid a live mine which was block ing an
exit. Once you have solved all of  the ship's puzzles, and
retrieved the treasure,  you have to negot iate a crew whic h
harbours  a cut throat .  Was it  all in vain? As there are ten
points  left to get. you jus t  know there is a solut ion to this
problem,  somewhere!
I t horoughly  enjoyed cut throats .  Indeed, of  the fi fteen Infocom

adventures I own (only three of which are solved) this  is my  all
t ime favourite.  I have only  one complaint ,  and that  is the
random select ion of  the shipwreck  to dive on. I  spent  three
quarters  of  an hour t ry ing to generate the Lev iathan version,
af ter complet ing the Sao Vera!

- my  copy wa s obtained from Miles Better
Software for I:9.95 plus postage but stocks may be low
so check around wherever you can. CUTTHROATS is
also available on the ST

HINTS AND TIPS
MY ROOM IS RANSACKED WHEN I 'M OUT, WHAT CAN I
DO?
esu ruoy yek
MCGINTY PREVENTS ME FROM HIRING A SHIP
peek teiuq dna tel ynnhckt teed htiw eht rettam
I CANT FIND THE WRECKS
edutignol dna edutital sgnidaer era no ruoy koob (edisni tnod
revoc)

ON THE SAO VERA
I BREAK THE LADDER ENTERING THE SHIP
uay tnod deen ti
I CANT MOVE THE BUNKS
esu eht &kip

THE BUNKS FALL BACK WHEN I MOVE THEM
egdew meht htiw eht ekip
I CAN'T CARRY THE CHEST
hsup ti hguorht eht oleh dna hcatta ti ot eht epor
HOW DO I GET UP THE LADDER?
uoy tnod. hsup eht larrab at eht htron, dnats no ti dna tuc epar
(htiw draws mod nateleks) - bmilc epor
WHATS THE MACHINE FOR?
sti a latem rote/led!

ON THE SS LEVIATHAN

HOW SHOULD I GET INTO THE DINING ROOM?
hguorht eht eloh erehw eht enim si
HOW DO I STOP THE MINE FROM EXPLODING?
tup tengam neewteb sekips, nrut ti no, pord ti
HOW DO I SQUEEZE THROUGH THE GAP?
doh knat elihw gnimmiws hguorht
HOW DO I OPEN THE SAFE?
Iturd

HOW DO I STOP THE CASE FROM FILLING WITH WATER?
ekat ti ot eht ria tekcap. Ilird ti ot niard retaw, riaper ti htiw yttup

HOW DO I PREVENT MY MURDER WHEN FINISHING THE
GAME?
yap a lisiv of s'ytniGcM retie uoy evah thguob ruoy seilopus ta
eht rettittuo, tub ekam erus eh Si tuo. reMe raer wodniw, leg
epolevne. edih ti rednu ruoy sserttam dna evig ti ot ynnhoJ ta eht
evid noitacol.

DO YOU STILL CARE?
Of course you do but remember the next issue of  NEW ATARI USER will
be available only on subscription. I f  you want continued support for
your A tar i  t hen  you  must  subscribe NO W -  n o  other  magaz ine w i l l
provide the coverage o f  the XL/XE that you fi nd in  NEW ATARI USER

Do it right away - before it slips your mind
USE THE SUBSCRIPTION FORM IN THIS ISSUE

OR SUBCRIBE BY TELEPHONE ON 0785 213928
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issue and are ready to expand your knowledge.  Try ing to
cover Assembly language on the Atari in the space of  a few

magaz ine pages is not  easy, af ter all whole books have been
writ t en about  it. but  I hope that  there wil l  be sufficient infor-
mat ion to get you experiment ing.  Do be sure to s tudy the
program lis t ings  as these are, In many  ways. more important
t han the text giv ing work ing examples of machine code prog-
ramming.  Try  to unders tand exact ly how each program works
and you should be well On your way to creat ing your own
rout ines.
Anyway  let's start t his  issue wit h a lit t le maths.

ADDITION
A D C  - Ark i  wit h Carry  - adds a value to the accumulator,
adds on the value to the accumulator and also adds on the
value of  the carry  flag in the status register. This  either has a
value of  0 (no carry) or 1 (early).  e.g. i f  you add $IO and $IO,
the answer would be $20 if  the carry  flag was clear, however if
the carry  flag was set the answer would he $21. Note also that
ADC can only  do s ingle byte addit ion.  l i t h e  answer is greater
than SFF then the carry  flag is set to indicate this  fact and
ac c umulat or Indicates the rest of  the answer.  For example if
you add SF°  and $25 (when the carry fl ag is clear) you get $15
and 1 in the carry  fl ag i.e. 8115_ When there is no carry  the
carry fl ag is c leared.
ADC works  in the following address ing modes:

Immediate,  direct, zero page direct, indexed direct, zero page
indexed direct. pre indexed direct, post indexed direct

To add 1 by te values it  is best to c lear the carry  flag before
addit ion otherwise results  could be unpredic table - The in-
s t ruc t ion Ci d C - (CLear Carry) - is used for this  purpose.  There
is an opposite c ommand to set t he carry  flag too t h a t  is S E C
- (SEI Carry).
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Example of  addit ion:
LDA 50600
CLC
ADC 20
STA $0600

This  lit t le rout ine loads the value in $0600 and adds to it t he
value in locat ion 20 wit h the result  then stored in $0600.  The
carry  fl ag will be set if  a carry has occurred.
The carry flag can be used for 16 bit  addit ion i.e. addit ion of

numbers  f rom $0000 to SFFFF as below.

W A  FIG1
CLC
ADC F1G2
STA ANS
W A  FIG1+1
ADC FIG2+1
S D A ANS+1

The carry  flag indicates a fi nal bit  in case the answer is
greater than SFFFF.  This  can be added to the rout ine to deal
wit h that  eventuality  as follows.

W A  #0
STA #0
sTA ANS+2

Example al I  by te subtract ion:
LDA $0600
SEC
SBC 20
STA 80600

Part 2

: Figure 1, low byte
; Clear Carry
Add Figure 2, low byte

: Store at ANSwer,  low byte
Add high bytes

; No CLC so if  Carry Set
: then ext ra I  added

: I f  earn' = I  t hen one added
and stored

SUBTRACTION
S B C  SuBt rac t  wit h Carry  - is the c ommand for subt ract ion.
SBC uses the same address ing modes as ADC. The carry fl ag
also Is used in this  ins t ruc t ion but  it  is  used to indicate if  any
borrowing is required and works  the opposite way to ADC i.e. 0
= borrow,  1 n o  borrow.  The effect of  the carry  being clear Is
to subt ract  one extra. A set carry  flag causes no extra subt rac-
t ion.



Daniel Lea continues his

series to introduce you to
machine code - it starts get-
ting more complicated but
stick with it!

If a borrow has occurred ANS+2 wil l  contain 255 otherwise O.

Easy!

Example of  16 bit subtract ion:
LDA FIG I
SEC
SBC FIG2
STA ANS
LDA FIG1+1
SBC FIG2+1
STA ANS+1

The extra bit
LDA #0
SII3C
STA ANS+2

SCROLLING THE  RAI NBOW

Remember the rainbow program in the last issue? You can
make the colours  scroll us ing ADC: or %IC and the t imer
locat ion 20. This  locat ion inc rements  (increases by I ) every
50th of  a second. Simply  add the following lines

55 CLC
56 ADC 20

Or to make them move in the other direct ion

55 SEC
56 SBC 20

I NCrem ent and DE Crem ent

I N C  - Inc rements  a memory  locat ion e.g. INC DOODA
D E C  - Dec rements  a memory  locat ion e.g. DEC DOODA

These take up less processor t ime than the equivalent  rout ine
as follows:

I,DA DOODA LDA DOODA
CI C or SEC

# I SBC #1
STA DOODA STA DOODA

The X and Y registers can also he Incremented and decre-
mented the relevant ins t ruc t ions  are:

I N X  - /Ncrerrient X
D E X  - DEcrement  X
' N Y  - 1Ncrement Y
D E Y  - DEcrement Y

FLAGS AND BRANCHES
Now that  you have an idea of  the basic maths  commands .

let's go back  to the status register again for a while to discover
other commands  that  affect mat hs  processing.

There are four arit hmet ic  F L A G S  in there (flags are registers
whic h can either be t rue or false. I  or  Of

Ze r o  fl a g  - Tells  if  a number is zero or not. indicated
by Z. 7=0 if  zero, Z= I i f  non-zero.

S i g n  fl a g  - (N) N l  i f  negative. Simply  reflects the high
order bit  (Le. the eighth bit  of  a result).

C a r r y fi a g  - (C) We k now all about  this  one (we should
anyway!) C= I i f  there has been a carry  or no borrow.  C=0
If there has been no carry  or a borrow.

O v e r fl o w fl a g  - r e fl e c t s  the seventh bit  of  a result
(that 's the full extent of my knowledge of  this flag, never
use it mvselP)

What  use are all these flags? Well they are used by the
Branch ins t ruc t ions  which are rather like the IF.. THEN
GOTO... in Basic. Here is a list:

B C C  B r a n c h  i f  Cam) Clear
B C S  - Branch i f  Carry Set
B E Q  B r a n c h  i f  Muted to zero
B N E  • Branch if  Not Equal to zero
B M I  B r a n c h  i f  Minus
B P L  B r a n c h  (/' PLus

also
B V C  - Branch I f  overfl ow Clear
B V S  - Branch i f  olletfl ow Set

If you not ice you can group them into pairs  depending on
whic h fl ag is used.

continued o r
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The Branc h s tatements  use a dif ferent  address ing mode cal-
led relat ive address ing t h e y  require only  one byte after the
ins t ruc t ion because it tells  the branch where to go RELATIVE
to where it  is. I t  can jump backwards  and forwards  because it
uses a special representat ion of numbers  called 'two's comple
ment  notat ion'.
The two's complement  of  a number (which mus t  be less than

1281 is  found by c omplement ing each bit  i.e. revers ing each
bit ,  and then adding one. For example. in binary :

posit ive number (91): 0 1 0 1 1 0 1 1
complemented bits: 1 0 1 0 0 1 0 0
add 1: 1 0 1 0 0 1 0 1
negative number  (-91): 1 0 1 0 0 1 0 1

The negative counterpart  has the import ant  property  (even
though It is really  a posit ive number) of  act ing as though I l l s  a
negative number if  you ignore the carry flag. e.g. i f  you add the
two numbers  you get 0 and 1 in  the carry  fl ag (which is
Ignored). Therefore it  Is jus t  the same as 91+-91 whic h is zero.
Because the branch s tatements  use this  notat ion it  means

the max imum jump forward is 127 bytes and backward 128
bytes. I f  you break  these l imit s  the assembler will give an
error.
One fi nal point ,  af ter telling all about  two's  compliment  nota-

t ion is that  you don' t  ac tually  need to unders tand it  wit h
assembler at all because you can use labels wit h the branch
ins t ruc t ions  so the assembler does all the work  for you! I n-
terest ing to k now about  though.

The branch statements are made even more useful by us ing
the compare ins t ruc t ions.  These are:
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COMPARING

C M P  CoMPar e  accurrtukuor
C P X  Co mf t we  X
C P Y  - ComPare Y

These work  wit h Immediate.  direc t  and zero page direct
address ing modes,

Example:
CMP 80600

• Co mp a r e  the accumulator to a value stored at  address $0600.

How it  works  is that  the processor pretends to perform a
subt rac t ion f rom the value of  the accumulator.  The actual
value in the accumulator is unaf fected but  the result  is t hat
the s tatus flags of carry, zero, and sign are affected as i f  the
subt rac t ion had occurred and hence can be acted on by the
branc h ins t ruc t ions.

BRANCH STATEMENTS
IN ACTION!

Now how about  some programs to show you how to use the
branch statements? Well then t ry  Lis t ing 1 -  a memory  c learer
and Lis t ing 2 - a memory  block mover. These won' t  do muc h
by themselves, however they are highly  useful subrout ines .
For instance you could use them to redefi ne a character set, or
In the set t ing up of player miss ile graphics.

Lis t ing 3 - a joyst ick mus ic  player - is  a not  a very useful
rout ine but  is interes t ing because it  works  on its own.  All these
rout ines  are heavily  annotated so I don't  need to tell you muc h
more about  t hem here. All use the zero fl ag branch statements
(BEQ and BNE).

Listing 1 - clearing a block of  memory

1 0
2 8
3 8  ; C O P Y  R A M  b y  D J L
4 8  ; J A N  I V V 2
5 8
6 8
7 0  ; n o t e  t  n o  n e e d  t o  t y p e  a n  a l l  t h e
9 8  ; c o m m e n t s  u n l e s s  y O u  w a n t  t o
/ 8
0 1 8 0
o t t o  a t =5 0 6 0 4 1  ; s t a r t  a d d r e s s
0 1 2 8  :
8 1 3 8
8 1 4 0  L O A  F R O M  ; l o a d  l o w  b y t e  o f  f r o m
8 1 5 0  S T A  2 8 1  ; s t o r e  i n  p a g e  0
81,00  L O A  F R O M
-
e l  ; l e a d  
h i g h  
b y t
e

0 1 7 8  S T A  2 8 4
0 1 8 8  I D A  T O  ; s t o r e  t o
• 1 / 8  5 T 0  2 0 5  ; a n  P a g e
O2 0 0  L D A  1 0
- 1 -
1  ;
1 0 c 0 t
i o n s

8 2 1 8  S T A  2 0 6
8 2 2 8
8 2 3 8  ;
0 2 4 0  L D X  L E N  ; l o a d  X  W i t h  l e n g t h
8 2 5 0
0 2 6 8  L O O P L  L D V  N O  ; r e s e t  V
8 2 7 8
0 2 8 8  1 0 0 P 2  I D A  ( 2 8 3 2 0 (  ; l o u d  b y t e
8 2 1 9  ; f r o m  t h e  a d d r e s s  i n d i c a t e d  b Y
8 3 8 8  ; 2 0 3  a n d  a d d  Y  t o  t h a t  a d d r e s s
0 3 1 8

0 3 2 8  S T A  C 2 1 1 5 ) , V  ; s t o r e  i n
0 3 3 8  ; a d d r e s s  i n d i c a t e d  b y  2 0 5 ,  f Y
0 3 4 8
8 1 5 9  D E V  ; d e c r e m e n t  V
8 3 6 9  O N E  1 .0 0 P 2  ; b r a n c h  b a c k  t o
0 3 7 0  ; l o o p 2  i f  I f  i s  n O t  z e r o .
0 3 8 0  ; s o  t a
,
h o l e  
p a g e  
w i l
l  
b
e  
c o
p i
e d

9 3 9 0  ; o t h e r w i s e  ( p a g e  c o p i e d )  n e x t  l i n e  e

0 4 0 8 7
u t e d0 4 1 .8  I N C  2 8 4  ; I n c r e m e n t  -
t o8 4 2 0  I N C  2 8 b  ; n e x t  p a g e
8 4 3 9  ; t h e  a b o v e  2  l i n e s  S e t  t h e  p g
0 4 4 0  ; p o i n t e r s  O n t o  t h e  n e x t  p a g e  b y
0 4 5 8  ; i n c r e m e n t i n g  t h e i r  h i g h  b y t e s

: 4
4
%
0

D EX ; d e c r e a s e  X  b y  1 ,
0 4 8 0  O N E  1 0 0 P 1  ; i f  X  i S  n o t  0
0 4 9 0  t i •  t h e  r e q u i r e d  n o .  P a g e s
8 5 8 0  ; h a v e n ' t  b e e n  c o p i e d  t h e n  b r a n c h
Emma' R T S  ; r e t u r n  f r o m  t h e  S u b r o u t i n e
0 5 2 0  ; D o n e  o k
9 5 3 8
8 5 4 8  F R O M  .1 4 0 8 0  S 1 C 4 0
0 5 5 0  T O  . W O R D  $ 9 E 4 0
0 5 6 0  L E N  . 8 1 / T E  $ 1 1 2
0 5 7 9  ; V a l u e s  f o r  w o se r e  t o  c o p y  F R O M
0 5 8 0  : T O .  a n d  t h e  L E l l g t h  o f  d a t a  t o
0 5 / 8  : c o p y  i n  P A G E S  I C .  h o w  m a n y  2 5 0
0 6 0 8  ; b y t e  c h u n k s .



MORE COMPARISONS

Listing 2 - Moving blocks of  memory

1 8
2 8
3 8  ; C L E A R  R A M  b y  D J L
4 6  ; J A N  1 , 1 2

8 3 4 8
0 3 5 8
6 3 6 0
0 3 7 8

ONE L O O P 2  ; b r a n c h  b a c k  t o
; l o o p 2  i f  V  i s  n o t  z e r o .
;S O  w h o l e  p a g e  w i l l  b e  c l e a r e d
; o t h e r w i s e  ( p a g e  c l e a r e d )  n e x t

5 0 8 3 8 8 ; l i n e  e x e x u t e d
6 8 8 3 1 8
7 0  ; n o t e  :  n o  n e e d  t o  t y p e  i n  a l l  t h e 0 4 8 8 I N C  2 8 4  ; I n c r e m e n t  t o
8 8  ; c o m m e n t s  u n l e s s  y o u  w a n /  t o o . 8 4 1 8 ; n e x t  p a g e
9 0 0 4 2 8 ; t h e  a b o v e  l i n e  s e t s  t h e  P g  8
0 1 0 0 ; 0 4 3 0 ; p o i n t e r  o n t o  t h e  n e x t p a g e  b y
8 1 1 8 A=5 8 6 8 8 ; s t a r t  a d d r e s s 0 4 4 0 ; i n c r e m e n t i n g  t h e  h i g h b y t e
8 1 2 8 0 4 5 0
8 1 3 8 0 4 6 0 DEN ; d e c r e a s e X b y  1 ,
8 1 4 8 LD A AD D R  ; l o a d  t h e  V A L U E 8 4 7 8 ONE L O O P /  ; i f  X i s  n o t  8
0 1 5 0 ; o f  t h e  l o w  b y t e  o f  t h e  a d d r e s s 8 4 0 0 ;1 0  t h e  r e q u i r e d  n o .  p a g e s
8 1 6 8 8 4 1 8 ; h a v e n . t  b e e n  c l e a r e d  t h e n  b r a n c h
0 1 7 8 ST A 2 8 3 ; s t o r e  t h e  V A L U E  i n 8 5 0 8 R T5  ; r e t u r n  f r o m  t h e s u b r o u t i n e
8 1 8 0 ;P a g e  0 8 5 1 0 ;D o n e  o k
0 1 9 8 LD A AD D R * 1 ; l o a d  h i g h  b y t e  v a l u e 0 5 2 0
8 2 8 8 ST A 2 0 4 8 5 3 8 ODOR . W O R D  5 1 C 4 0
6 2 1 8 8 5 4 6 LEN  . B Y T E  $ 0 4
8 2 2 8 ; 8 5 5 8 ;
8 2 3 8 LOX L E N ; l o a d  X  w i t h  l e n g t h 0 5 6 0 ; V a l u e s  f o r  L E l l g t h  o f c l e a r  i n
8 2 4 0 1001 n e ; V a l u e  t o  c l e a r  w i t h 8 5 7 0 ;p a g e s
0 2 5 0 0 5 8 8 ; A  P a g e  i s  a  2 5 6  b y t e c h u n k  o f
0 2 6 0 LOOP1  L O Y 110 ; r e s e t  Y 8 6 9 8 ;m e m o r y
0 2 1 0 0 6 8 8 ; a l s o  a  v a l u e  f o r  t h e AD O R e ss t o
0 2 8 8 L 0 0 P2  5 1 4 ( 2 0 3 ) , Y  ; s t o r e  b y t e 0 6 1 8 ; c l e a r  f r O M
8 2 1 8 i n  a d d r e s s i n d i c a t e d  b y  2 0 0 6 2 0
8 3 8 8 ;a n d  a d d  Y t o  t h a t  a d d r e s s 8 6 3 0 ;WAR N I N G d o n ' t  s e t  L E N t o  O . . .
8 3 1 8 ; 8 6 4 0 : i f  y o u  d o  t h i s  t h e  c o m p u t e r
0 3 2 0 ; 8 6 5 8 ; W i l l  c r a s h
8 3 3 0 DER ;d e c r e m e n t  Y

The carry fl ag branch statements ( B CC and B CS )  can be
used to see if  a number is greater or less than another e.g.

W A  NUM I
CMP NUM2
BCC LESSTI IAN GREATERTI I ANOREQUAL l a b e l

LESSTHAN :  label

If NUMI  Is LESS than NUM2 then LESSTHAN is branched to.
If NUMI  is  greater than or equal to NUM2 then no branch
occurs and execut ion cont inues  wit h the ins t ruc t ions
GREATERTHANOREQUAL executed. I f  you wish,  the fact that
the fi gures  may  be equal can be caught  by us ing BEQ EQUAL -
EQUAL Being another subrout ine.

B M I  and B P L  can used in maths  programs where the twos
c omplement  notat ion is used since the MSH indicates the sign.
Or possibly if  you want  to k now if  a subt rac t ion has resulted in
a posit ive value - the carry  flag is probably  bet ter for this
purpose.

Do type in the programs  because they may help to make clear
the uses of what  we have learned so far. Anyway  If you have
kept  up, and unders tand every thing so far then you are doing
very well.

Next issue, binary  mathemat ics  b e t  you can't  wait ! . . .  bye!!

LISTING 3
OVERLEAF 11

Q. HOW DO YOU
KEEP YOUR

ATARI ALIVE?
An Subscribe NOW to

NEW ATARI USER
Have you checked the Editorial?
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1 8
2 0
3 8  : J O Y S T I C K  D E T E C T O R
4 0  ; B y  D J L .  J O N  1 9 9 2
5 0
5 1
5 2  ; t h i s  c o d e  i s  f u l l y  r e l o c a t a b l e !
5 3
6 8  AUDCI L=SCO 280
7 0  A U D F I S 0 2 0 0
8 0  a u p c i = S a z a l
9 0  J O Y = 6 3 2
0 1 0 0
8 1 1 0  i f = 5 0 6 8 0
O1 2 0  ; s e t  u p  s o u n d  c h i p
0 1 3 8  L O A  n O
0 1 4 0  S T A  A U O C T L
0 1 5 0  L D A  U 3
8 1 6 8  S T A  5 3 7 7 5
0 1 7 0  L O A  U S A F
8 1 8 0  S T O  A U D C 1
0 1 9 8  S T A R T  L O O  J O Y  ; r e a d  t h e  j o y s t i c k
02188 C M P  U 1 4  ; i f  1 4
0 2 1 0  B E O  U P  ; b r a n c h  t o  u p
0 2 2 0  C M P  U 6  ; i f  6
8 2 3 0  B E G  H P R G T  : b r a n c h  t o  u p - r i g h t
O2 4 0  C M P  U 7  ; i f  7
8 2 5 0  B E 0  R I G H T  : b r a n c h  t o  r i g h t
8 2 6 8  C M P  U 5  ; i f  5
8 2 7 8  8 E 0  DO WNRI  ; b r a n c h  d o w n
-
r i g h t
0 2 8 0  C M P  U 1 3  ; i f  1 3
8 2 9 8  B E °  D O W N  ; b r a n c h  t o  ~ M I
8 3 8 8  C M P  U 9  ; i f
0 3 1 8  0 E 0  D O M U L T  ;
b r a n c
h   
t o  
d o w n
-
l e f t

8 3 2 8  C l ' P  U l l  ; i f  1 1
0 3 3 0  B E 0  L E F T  ; b r a n c h  t o  l e f t
0 3 4 8  C M P  $ 1 1 8  ; i f  1 8
8 3 4 5
8 3 5 8  B E 0  U P L T  ; b r a n c h  t o  u p - l e f t
0 3 6 0  ; t h e  f o l l o w i n g  i s  e x e c u t e d  i f  n o
O3 7 8  ; j o y s t i c k  v a l u e  r e a d
0 3 8 0
0 3 9 0  N O M O U E  L D A  U 8  : b l a c k  o u t  s c r e e n
0 4 0 0  S T A  7 1 0
0 4 1 8  L D 4  U 0  ; t u r n  o f f  s o u n d
0 4 2 8  5 1 0  A U D F 1
8 4 3 0  C L C  ; c i c  t o  f o r c e
0 4 4 0  B C C  S TA R T ; a  b r a n c h
0 4 5 8  U P  L O A  U S I O
O4 6 0  5 1 0  7 1 0
8 4 7 8  L O A  U S I O
8 4 8 0  S T A  A U D F 1
0 4 1 0  C L C

0 5 0 0 BCC S T A R T
0 5 1 0 U PR G I  L O A  U 5 2 0
0 5 2 0 ST A 7 1 0
0 5 3 8 L OA $ 0 2 8
8 5 4 0 ST A A U D F 1
8 5 5 8 CLC
0 5 6 0 BCC S T A R T
8 5 7 0 R I G N T  L D A  1 * $ 3 6
8 5 8 0 ST A 7 1 8
0 5 / 8 LDA a $ 3 9
8 6 8 8 ST A AU D I F 1
0 6 1 0 CLC
0 6 2 8 OCC S T A R T
8 6 3 0 DOWNRT L O A  U 5 4 8
0 6 4 0 5 1 0  7 1 0
8 6 5 0 L OA U 5 4 0
8 6 6 0 S T A A U 0 F 1
0 6 7 0 C LC
0 6 8 0 BC C  S T A R T
0 6 8 1
0 6 8 2 ; f o l l o w i n g  2  l i n e s g i v e a n

Listing 3 - A Joystick Music Player

e x t r a
8 6 8 3  ; b r a n c h  b e c a u s e  l a s t  f e w
0 6 8 4  ; b r a n c h e s  a r e  o u t  O f  r a n g e  o f
8 6 8 5  ; s t a r t
0 6 8 6
8 6 1 8  S T A R T 2  C L C
8 7 8 0  O C C  S T A R T
8 7 0 1
8 7 1 8  DO NN LO A n $ 5 8
8 7 2 8  S T A  7 1 8
8 7 3 8  L D A  u 5 5 8
0 7 4 8  5 T A  A U D F 1
8 7 5 8  C L C
8 7 6 .0  B C C  S T A R T 2
O7 7 0  DONWILT LO A  I S 5 6 8
8 7 8 8  S T A  7 1 0
0 7 1 8  L O A  2 2 5 6 8
O8 8 8  S T A  4 H D F 1
8 8 1 8  C L C
8 8 2 8  B C C  5 T O R T Z
0 8 3 0  L E F T  L O A  a 5 7 e
8 8 4 8  S T A  7 1 0
8 8 5 8  L O A  n $ 7 0
8 8 6 8  s T a  A U D F1
8 0 7 0  C L C
0 0 0 8  B C C  5 T A R T 2
8 8 1 8  UP LY  L D A  a $ 8 0
8 1 8 0  S T A  7 1 8
0 9 1 8  L O A  aS ae l
0 1 2 8  S T A  AUDF1
8 / 3 8  C L C
8 9 4 0  0 C C  5 1 8 8 1 2

CCHMIE  A N D  S E E  U S !
if you missed us a t The Motorcycle Museum,
make sure you don 't miss the big one! We should
have a good selection o f software and perhaps
some rare odds and ends to clear following our
move, Who knows what will turn up in all those
dark corners! Of course there will also be lots o f
other stands supporting the Atari so the trip will
be worthwhile.
We hope to see you there!

ALTERNATIVE MICRO SHOW
Bingley Hall, Stafford

SATURDAY
NOVEMBER 14th

10am  - 4pm
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WU TUTORIAL

BANK SWITCHING
0  n  the Atari XL and XE models  there exist shadow

banks  of  memory  that  allow the user to access extra
'hidden RAM.  Bank  swit ching techniques can provide

the user wit h the space behind BASIC (8K) and/ or  the OS
(14K) for s toring data. This  data could be in the form of  extra
charac ter sets, graphics  screens for arcade games or text for
adventure games for example. The bank  swit ching techniques
are not  diffi cult  to mas ter and the rewards  are available for
exploitat ion by both mac hine code programmers  and BASIC
programmers .  This  has to be one of  the most  profi table of  the
advanced programming techniques.
All memory  bank  operat ions  on the XL and XE computers  are

cont rolled by memory  address $D301 (54017) whic h is now a
writ e address as well as a read address. The extra memory
banks  behind BASIC and the OS take the form of  'shadow'
blocks of memory  - the normal area of memory  is in place
when the computer is in its normal state. When locat ion
$0301 is  suitably  changed the relevant block of  memory  is
switched wit h the ext ra underly ing shadow block to exactly the
same locat ions (the shadow blocks are usually  fi lled wit h zeros
on power up but  this  is not  always so). Then if  $0301 is
changed back the normal ROM bank  then exchanges wit h the
shadow bank.  wit h the shadow bank  contents not being reset
but  remaining under the ROM for when $D301 is  next altered.

THE 8K BLOCK
There are two methods  of  accessing the extra memory :  the 8K

behind BASIC (f rom locat ions $A000 to SBFFF) and the 14K
behind the OS (f rom locat ions $C000 to SCFFF and $D800 to
V F W .  the locat ions f rom $D000 to $D7FF not being available
for write).  The 8K bank is selected by alt ering bit 1 o f  $D301.
When bit  1--121. the 8K block is normal BASIC ROM. When bit
1=1, the shadow RAM block takes BASIC's place. The user
at t empt ing to POKE in the required value f rom BASIC in order
to access this  bank  wil l  fi nd that  the computer crashes due to
his  hav ing de-selected BASIC! So if  the 8K bank  is to be used
f rom BASIC it follows that  the shadow bank  should be BASIC
also. This  is achieved by copy ing BASIC (f rom $A000-$BFFF)
down to RAM locat ions such as $4000-$5FFF,  t urn ing on bit  1
of  $0301 in  order to t urn on the shadow 8K block, and then
copying BASIC int o this  RAM area 8A000-$BEFF f rom low
memory .  This  obv ious ly  has to be carried out. us ing machine
code.
So what  is the advantage in de-select ing BASIC only to select

BASIC again? The answer is that  the shadow BASIC is RAM so
it allows  the user to change BASIC at will.  Type in, SAVE and
RUN Lis t ing 1 whic h copies BASIC and the OS into the shadow
banks  (I.e. t he user now has a RAM BASIC and a RAM OS).
Now c lear Lis t ing 1 and type in. SAVE and RUN Lis t ing 2 (there
Is a small delay) whic h prov ides the user with some alterat ions
to Revis ion C Atari BASIC. Any or all of  these can be used by
typing in the relevant. lines. The READY sign and error mes-
sage are changed and s tatements  and operators  now change to

David Manlove explains
how to gain extra  mem-
ory without  modifi ca-
tions looking fi rst a t  the
memory behind BASIC
and the OS banks

capital fi rst  let ter and small subsequent  let ters (e.g. "Goto"
Instead of  "COTO"). Type "Lis t" af ter RUNning to see what  I
mean. These alterat ions  are a demons t rat ion as to what  can be
achieved, however even the actual operat ion of  BASIC could be
changed. For instance you could add a patch to the s tatement
handler that  runs  your machine code program when RUN is
entered.
Us ing the 8K block for non-BASIC purposes is probably  more

useful. This  is exactly what  happens  when the computer is
t urned on wit h Opt ion pressed - the computer automat ically
sets bit  1 of  $D301 for the user, al lowing arcade games to take
up even more memory .  Of  course, as these games are machine

EX 1  R E M
OF 2  R E M  U  B A N K  S M I C T M I N L  -  L i s t i n g  1  U
OH 3  R E M  U  I n s t a l  a  R A M  B a s i c / o s
GR 4  R E M  U  b y  D a v i d  M a n l o v e
RV 5  R E M  U  N E W  A T A R I  U S E R  O C T  1 1 1 2
FC 6  R E M
AV 1 0  R E M
VO 4 0  F O R  I = 0  T O  I A A : R E A D  A : P O K E  1 5 3 6 + I , A

:N E X T
SC 5 0  A=U 5 6 1 ( 1 5 3 6 3
VU 6 0  E N D
C I  7 8  D A T A  1 0 4 , 1 6 2 , 8 , 1 8 / , 8 , 1 6 0 , 1 5 7 , 0
SO 8 0  D A T A  4 8 , 2 3 2 , 2 0 8 . 2 4 7 , 2 3 8 , 5 , 6
GA / 0  D A T A  2 3 8 , 8 . 6 , 1 7 3 , 5 , 6 , 2 0 8
YAP 1 8 0  D A T A  2 3 4 , 8 . 3 2 . 7 3 , 6 , 1 6 2 ,
8RV 1 1 0  D A T A  1 8 9 , 0 , 4 8 . 1 5 7 , 0 , 1 6 0 , 2 1 2
J I  1 2 8  D A T A  2 0 0 , 2 4 7 , 2 3 8 , 3 1 , 6 , 2 3 8 , 5 4
ET  1 3 0  D A T A  6 , 1 7 3 , 3 4 , 6 , 2 4 8 , 1 7 , 2 4 1 .
P J  1 4 8  D A T A  2 0 8 , 2 8 8 , 2 3 8 . 1 6 2 1 6 , 1 4 1 . 3 4
OJ 1 5 0  D A T A  6 , 1 6 1 , 1 i 4 . 1 4 1 . 3 1 . 6 , 7 6
SJ 1 6 0  D A T A  2 7 , 6 , 1 6 5 . 2 8 1 . 1 4 1 , 1 4 , 2 1 2
EM 1 7 8  D A T A  4 0 , 1 6 , 1 . 7 3 , 1 4 , 2 1 2 , 1 3 3 , 2 8 1
CG 1 8 8  D A T A  1 6 / , 0
#
1 4 1 . 1 4 , 2 1 2 , 1 2
0 , 1 7
3

Z A 1 1 0  D A T A  1 , 2 1 1 . 4 1 , 2 5 4 , 1 , 2 . 1 4 1
HO 2 8 8  D A T A  1 , 2 1 1 , 1 6 , 1 7 3 , 1 , 2 1 1 . 7 3
PD 2 1 0  D A T A  3 . 1 4 1 , 1 , 2 1 1 , 1 6
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EX 1  R E M
sod 2  R E M  n  B A N K  s w i c T H I N G  -  L i s t i n g  2  n
DB 3  R E M  n  A l t e r a t i o n s  t o  R A M  B A S I C  U
GR 4  R E M  U  b y  D a v i d  m a n t o v e
Ru s  R E M  n  N E W  A T A R I  U S E R  O C T  1 9 9 2
EC 6  R E M
AY 1 0  R E M
C I  4 8  R E M  C H AN G E  R E AD Y  S I G N
EO 5 8  F O R  1 = 4 8 4 9 9  T O  4 0 5 0 2 :R E A D  A : P O K E  I ,

A:N E X T  /
ET 6 8  D A T A  2 4 9 , 2 2 8 . 2 2 5 . 2 2 1 , 2 1 0
mL 7 8  R E M  A L T E R N A T I V E  E R R O R  M E S S AG E
AU 0 8  F O R  1 = 4 2 4 8 5  T O  4 2 4 9 2 :R E A D  A : P O K E  I ,

A:N E X T  I
ON 9 8  D A T A  7 0 , 6 5 , 0 5 , 7 6 , 0 4 , 3 3 , 5 0 , 1 b 8
D I  1 8 8  R E M  L O W ER  C A S E  S T AT E M E N T S
G I  1 1 8  x = 4 2 1 4 6
ET  1 2 8  C = P E E K ( X ) T I F  C = 0  T H E N  E N D
CR 1 3 8  P O K E  X , C * C 3 2 * ( 0
,
6 4 ) * ( C ( 1 1 1 ) * ( 4 1 2 m ( e

) 1 9 2 ) * C C < 2 1 9 ) T : I F  0
,
1 2 0  T H E N  
X = X + 3

ZD 1 4 0  X = X + 1 :G O T O  1 2 0
YZ 1 5 0  R E M  L O WER  C A S E  O P E R AT O R S
J I  1 6 0  X = 4 2 9 0 2
FD 1 7 8  C = P E E K ( X ) : I F  C = 0  T H E N  E N D
XN 1 8 8  P O K E  X . C 4 1 3 2 * ( C ) 6 4 ) * ( C ( 9 1 ) ) + ( 3 2 A ( c

> 1 9 7 ) * C C < 2 1 / l ) : I F  0
,
1 2 0  T H E N  
X = X + 1

CU 1 9 0  m=t u t i : Goro  1 7 0

code they do not  require BASIC, and BASIC does not  need to
be copied down and back up as before. So ut il is ing this  bank  is
a useful technique for machine code programmers .  The techni-
que can, however,  also be used by BASIC programmers  as
Lis t ing 3 shows. This  ut ilit y  wil l load in any data fi le up to 8K
long and place it  behind BASIC. Then at any  t ime during your
BASIC program the user can load back in part  or all of this
code to a pre-specifi ed area of  low memory  fi . e . $0000-$91
7
1
7
11.

This  could save the user up to 8K of RAM. For instance, in a
30-screen BASIC arcade game the screens could all be stored
behind BASIC and then one could be loaded int o screen
memory  as needed, s ince one would only  be required at a t ime.
This  would save a remark able amount  of  memory.
In order to use Lis t ing 3 the data mus t  s imply  he stored on

disk  In a fi le whic h has no headers or footers and contains  jus t
the data. The fi lename is specified on RUNning the program
and the data is ins talled behind BASIC (NB. the data need not
be 8K long. but  j i l t  is longer than 8K then it  wil l  be t runcated).
Then the user is ready to build his  own BASIC program around
this. When some or all of  the data is required the user s imply
puts  "GOTO 1000" or "GOSUB 10001 and sets the parameters.
At the moment  these have been left in the form of  input
statements.  W C  cont rols  where the data is to be loaded to in
low memory (32768 is an example value). OFFS controls  the
page number  (s tart ing f rom 0) of  how far into the code to copy
from. For example.  put t ing OFFS=2 wil l  make the program
copy f rom byte no. 512 of  the fi le onwards  down to low
memory .  PAGE cont rols  the number  of pages (i.e. blocks of 256
bytes) to copy, so wit h a 5K file loaded in behind BASIC and
IX1C=24576. OFFS=3 and PAGE=2 the program wil l  copy bytes
768-1279 down to locat ions 24576-25087 upon GOSUB 1000.

Ins talling a RAM OS is harder to achieve since the OS is
required 50 t imes per second by int errupt  vectors, so de-
select ing the OS wil l  cause the system to crash at the next
vert ical blank.  Therefore.  we need to copy the OS down into
low RAM such as $6000-$9FI T,  cancel all int errupt s  by set
-t ing NMIEN to 0(54286) and giv ing a machine code SEI
ins t ruc t ion.  alter SD30 I. copy back up to all regions except
SD000-$D7FF and then c lear NMIEN to its original value. The
bit  of  5D30 I t hat  cont rols  the OS select ion is bit  0: when bit
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THE 14K BLOCK

( X  1  R E M
TV 2  R E M  U  B A N K  S M I C T H I N G  -  L i s t i n g  3  U
KW 3  R E M  U  I n s t a l  C o d e  B e h i n d  B A S I C  U
GR 4  R E M  U  b y  D a v i d  M a n l o v e
RV 5  R E M  U  N E W  A T A R I  U S E R  O C T  1 9 9 2
EC 6  R E M
AV 1 0  R E M
UV 4 0  G R AP H I C S  0 : D I M  I F S C I S 4
I B  5 0  F O R  1 = 0  T O  1 3 : R E A D  A : P O K E  1 5 3 6 + 1 , A :

N EXT  I
I D  6 0  ,  “E N T E R  F I L E N A M E " : I N P U T  F S
LG 7 0  O P E N  u t . 4 , 6 0 F S
KF 8 0  A=1 1 5 R ( 1 5 3 6 ) :E N D
JP 9 0  D A T A  1 0 4 , 3 2 , 7 6 , 6 , 1 6 2 , 1 6 , 1 6 9 , 7
AT 1 8 8  D A T A  1 5 7 , 6 6 , 3 , 1 6 9 , 0 , 1 5 7 , 6 8
KO 1 1 0  D A T A  3 , 1 6 1 , 1 6 0 , 1 5 7 , 6 9 , 3 , 1 6 9
TR 1 2 0  D A T A  0 , 1 5 7 , 7 2 , 3 , 1 6 1 , 3 2 , 1 5 7
RO 1 3 8  D A T A  7 3 , 3 , 3 2 , 0 6 , 2 2 8 , 1 6 2 , 1 6
v x  1 4 8  D A T A  1 6 9 , 1 2 , 1 5 7 , 6 6 , 3 , 3 2 , 8 6
o B 1 5 8  D A T A  2 2 8 , 3 2 , 0 5 , 6 , 9 6 , 1 8 4 , 3 2
E v 1 6 0  D a r a  7 6 , 6 , 1 6 2 , 0 , 1 6 0 , 8 , 1 7 7
AA 1 / 8  D A T A  2 0 3 , 1 4 5 , 2 0 5 , 2 0 0 , 2 0 0 , 2 4 1 , 2 3 8
5 L 1 0 0  D A T A  2 8 4 , 2 3 8 , 2 8 6 , 2 3 2 , 2 2 4 , 4 , 2 0 0
OV 1 9 0  D A T A  2 3 8 . 3 2 , 0 5 , 6 . 9 6 , 1 7 3 , 1
OE 2 8 0  D A T A  2 1 1 , 9 , 2 , 1 4 1 , 1 , 2 1 1 , 1 B
DZ 2 1 e  D A T A  1 7 3 , 1 , 2 1 1 , 4 1 , 2 5 3 , 1 4 1 , 1
KL 2 2 8  D A T A  2 1 1 , 9 6
0 2  1 8 8 0  R E M
AM 1 0 1 8  G R AP H I C S  8
RE 1 8 2 0  ?  " E N T E R  L O C AT I O N  T O  M O V E  T O " ; : I N

PUT L O C
BI  1 0 3 0  ” E N T E R  P A G E  N U M BER  T O  S T A R T  A T "

I N PU T  O F F S
MU 1 0 4 0  “ E N T E R  N U M BER  O F  P A G E S  T O  M O V E
. ; : I N P U T  P A G E
5U i e s e  P O K E  2 0 3 „ 0 : P O K E  2 0 4 , 1 6 0 + 0 F F 5
L 5  1 0 6 0  P O K E  2 8 5 , 1 0 C - T I N T ( L O C / 2 5 6 1 * 2 5 6 ) : P

O K(  2 0 6 , I N T ( L O C , 2 5 6 ) : P o K E  1 6 0 5 , P A G E
VT  1 0 7 8  A = U 5 R ( 1 5 0 4 ) T E N D

THE L O AD E R  S U BR O BT I M E

0=1 t he OS ROM is selected. When bit  0=0 the 14K shadow
RAM block is selected.
The reader will apprec iate f rom the above that  it  is imposs ible

to use completely  the 14K block for data AND access the OS at
the same t ime for, say, screen c learing operat ions or arit hme-
t ical operat ions.  However there are two alternat ives.  One is to
use the full I 4K  for data and only  access the block for the split
second that  it  takes to copy the data into low memory  (for
instance adventure programmers  could store all the screen
text behind the OS and then switch off the OS, copy the
relevant text into low memory,  swit ch the OS back on, and
then print  the text). Mac hine code programmers  could alter
Lis t ing 3 to do t his  and hence yield even more memory  for
programs  u s e d  this  technique for my  "OLD-COMMAND"
ut il it y  in issue 53).
The second opt ion is to use a RAM OS in conjunc t ion wit h

y our code. i.e. t he user only fi lls those areas whic h he is sure
the OS wil l  not  require.  This  should be done wit h great  care as
the system could crash if  crit ical code is overwrit ten.  Two
relat ively safe areas are the internat ional character set f rom
SCCOO-SCHT ( I N I f  this is not  required,  and the fl oat ing
point  area f rom SD800-SDFFF (2K) i f  NO arit hmet ical opera-
t ions are carried out  whatsoever.  It should he noted that
work ing in a RAM based BASIC or OS env ironment  is danger-
ous in that  a slack POKE command could cause the system to
lock up and programs could be lost_ This  is why I have not
inc luded a handler in Lis t ing 1 to reins tall the RAM BASIC/OS
every t ime Reset is pressed. Also I recommend saving all
programs before mak ing such alterat ions.
RUN Lis t ing I  again whic h sets up a RAM based OS. Now type

in, SAVE and RUN Lis t ing 4 which prov ides some alterat ions
to a RAM OS. The graph pad screen is easily set up by pok ing
direct ly  to the hardware character set. The program also alters



G r a l i n  In te rna t iona l
Geography Tut or E12-50
Mugshot! E7.99
X  forrner In terface E 1 9.95

Specially Im por te d
Cartr idges

Millipede  E  9.95
Necromancer  E  9.95
Th un der fox  f  7.50
Dark Chambers  7 . 9 9
Final Legacy E  7.50
Gato  t  7.50
K arateka  1 1 . 9 5
Donkey Kong JTIT  L  8.95
Joust L  8.95
Jungle Hunt  t  9.95

Other Cartridges
Pole Position  E  5.00
Galaxian   5 . 0 0
XE Demo (FSH/Joust/Ms
PACMan/One On One) ...L 12.50
Other Products
MI DIM aster II  E 2 9 „ 9 9
Replay Sound Sampler £ 3 4 . 9 5
DigiDrum 11 £ 5 . 9 9
Datari RS232 Interface E 2 9 .9 9
Rubber Stamp £ 1 5 . 0 0
Page Designer £ 1 5 . 0 0
Typesetter / 2 0 . 0 0
Blazing Paddles E 1 5 . 0 0
Super Data Base 1-2-3  £35 .00
For further info see add within New
Atari User issue 55 & 8:16 issue 15

A t a r i  S T  S of t wa r e

Atari 8bit emulate" fet Atari ST complete
with cable for connection of Mit disk drive.
Software DIM includes utility that allows
you to use 8-bit drive as an ST drive,

MicroPrint Parallel
Printer Interface ..E31.95
Mt cable. Connects to serial bus.
Compatible with all software
Timewise £ 3 . 5 0
Visicalc ( la s t  few) E 7 . 9 9
DOS XE + Manual  £ 1 2 . 5 0

O r de r i ng  I n fo r m a t i on
1.50 f or  orders  under E50.00,

Oversea P&P extra_ Cheques  /
POs /  I MOs  payable t o  Gra l in
International. Above is a selection
from our product guide + new items.
Please send all orders to:
Gralin International, Dept. P63.
11 S h il l i t o  Road, Parkstone,
Poole, Dorset, BH12 2F1N.
Please allow 28 days for delivery.

Come and meet us at AM S 6
Bingley Hall, Stafford on Saturday, 14th November

Special show prices for many products
Demonstrations of MIDIMaster & Replay

Scrap hardware at low low prices - ideal for spares
Zeppelin Games on disk / Last ANTIC mags

FREE SOFTWARE WITH EVERY PURCHASE

EX 1  R E M
VD  2  R E M  U  B A N K  S M I C T H I N G  -  L i s t i n g  4  I I
O I  3  R E M  U  A l t e r a t i o n s  t o  R A M  O S
GR 4  R E M  U  b y  D a v i d  M a n l o v e
RV 5  R E M  U  N E W  A T A R I  U S E R  O C T  1 9 , 2
CC 6  R E M
AY 1 0  R E M
ME 4 0  R E M  C H AR AC T E R  S E T  A L T E R E D
MU S O  F O R  1 = 5 7 3 4 4  T O  5 7 3 5 0 : P O K E  I , 1 : N E N T

I : P O K E  5 7 3 5 1 , 2 5 5
VE b e  R E M  C H AN G E  D E F A U L T  C O L O U R S
R P 7 0  P O K E  6 4 2 6 6 , 2 3 8 : R E N  BC KG R N D  C O L O U R
0 0  8 0  P O K E  6 4 2 6 5 , 8 : R E M  T E X T  C O L O U R
BC  9 0  P O K E  6 4 2 6 8 , 5 2 : R E M  BO R D E R  C O L O U R
UC 1 0 0  R E M  C H AN G E  K E Y  C L I C K  S O U N D
L T  1 1 0  P O K E  6 3 8 7 6 , 6 0 : P E N  T R Y  A N Y  V A L U E
PR  1 2 0  R E M  C T R L  4 - 0  F U N C T I O N  K E Y S
XK 1 3 0  F O R  I 1  T O  7 : R E A D  1 1 , 1 1 :PO KE 6 4 3 3 7 4 0

o
B
:
N
E
N
T  
I

MA 1 4 0  D A T A  1 5 2 , 2 0 , 1 5 7 , 2 9 4 5 5 , 3 0 , 1 7 /
J
3 1 , 1

8 1 , 1 2 5 , 1 7 6 , 1 2 6 , 1 7 8 , 1 2 7
KO 1 5 E1  G R A P H I C S  8 : E N D

the default screen colours, changes the key click sound and
sets up function keys on CTRL 4 to 0. The advantages in
altering the OS in this way rather than poking the shadow
page 3 registers are that there may not be page 3 registers for
some of the alterations. Also the alterations are semi-perrna•
neat (Le. they remain until Reset is pressed or the computer is
cold started). On pressing Reset all the alterations to the OS
will be immediately reinstated by entering POKE 54017,254.
There is no limit to what can be achieved using Bank Switch-

ing and as is usual with Atari Computers the real power of the
machine lies beneath the surface with little or no manual
explanation as to how to access it.
Next issue I shall be looking at the 130XE's special bank

switching which yields the full 128K.

CONTRIBUTIONS

FAME
thrills

and a few bob in your pocket!
Why not turn the love of your Atari into a few pounds to spend
as you wish? Lots of people have done so by getting something
published in NEW ATARI USER and they have also esperienced
the the-ill of seeing their name in prim. There really is something
special about opening up a magazine and finding something that
you have written n i c e l y  laid out with your name at the top!

We pay for articles and programs on the following basis

1'50
£25
1'50
1'50
125

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
plus other sundry payments for various items published

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 stuff in machine code but
Basic is fine if 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 you enough to write about i t  it will
Interest others as well.

All programs must be submitted on disk if possible. Cassel
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 ibr 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 ED ITOR , PA GE 6,

P.O. B OX  54, STA FFOR D , ST16  1DR
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F e a t u r e

THE RISE...
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nagging at me f rom the back of  my mind.  This  t hought
eventually  emerged in the form of  the quest ion -
W o n ' t  1he s tat ing the obvious?". However,  af ter some thought  I de-

cided that  what  is obvious to mc may  not  be apparent  to
others,  and as I picked up my penc il I decided that  if  I inc luded
some of  my personal Atari history.  the result ing art ic le should
make interes t ing reading for all.

STARTING YOUNG
I became an Atari enthus ias t  at  the age of  I I ,  way  back in

1982 (if  memory  serves correctly), That  Chris t mas  my  brother
and I received a 16k  Atari 800,  410 cassette deck, and basic
cart ridge.  We had been cons idering a computer for some t ime
and k new that  the Atari was head and shoulders  above any-
t hing else available,  so you can imagine our delight  when we
unwrapped it  on Chris tmas  day! Since that point  there has
been no t urning back.
I remember v iv idly how,  on that  Chris tmas  day, I was  set the

task of  typing in a magazine lis t ing while my  father and
brother went  to collect my  Gran.  The lis t ing was a game called
'Submarine Hunt '  f rom Comput er & Video Games magazine.
and I s t ill have it  to this  day. Does anyone else remember it?
Anyway.  I hammered away excitedly at the keyboard,  t ak ing an
age to fi nd each key. when af ter managing three or four
screens worth.  I acc identally  hit  SHI FT-CLEAR instead of
SHIFT-ZERO.  The screen blanked,  wit hout  so muc h as a
'READY' prompt  to reassure me! Almos t  panick ing,  I hi t  the
SYSTEM RESET key, k nowing that  this  would restore the
'READY' prompt .  and t hink ing that I had lost my  work  I began
typing the lis t ing f rom the start !  I worked fl at  out  so that  my
father and brother wouldn' t  k now what  had happened.  and I 'm
sure that 's  the main reason my  typing sk ills  developed so
quick ly  - it  seemed like a mat ter of life and death!  I eventually
completed the task, saved it  to cassette. and typed 'RUN' - and
our fi rst  game was up and running.  The computer stayed on
unt i l  late that  evening!
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Several days later,  as I worked my  way through the manual.  I
discovered that  I had merely  c leared the screen, and that  the
program was s t ill in memory .  At  the t ime, a s imple 'LIST
c ommand would have confi rmed this!  Therefore I had unneces-
sarily  typed in four screens of  program that  was already in
memory !  Ali we l l  there's not hing like learning the hard way  -
I 'm sure many  of  you had s imilar experiences.
Over the mont hs  that  followed,  my  brother and I keyed in

many  magazine list ings, and also purchased a few commerc ial
games. I began to experiment  with programming - changing
programs  whic h we had typed in.  and t ry ing out  every last
I tem in Atari's  *1/0 magaz ine.  My  at tempts  were often in vain,
but  I had well and t ruly  got the bug.

BECOMING A PIRATE
t hink  it  was around 1985 that  I s tarted to do the whole Atari

scene a great  wrong,  unk nowingly  at fi rs t  This  wrong took the
form of  copied software. I make no at tempts  to jus t ify  what
was done. but  I wil l  t ry  to explain why  it was  done. My  school
Friends were beginning to get computers .  of  all dif ferent  types,
and boys being boys it  was a real compet it ion to see who could
have the latest, the best, and the most  games. A paper round
didn' t  pay for muc h original sof tware (there was no budget
sof tware In those days) so piracy seemed like the only  opt ion.  A
few originals  were bought  when they could be afforded, but  by
no means  were there many.  I t  was, however,  around 1986
when things began to get really out  of  hand. I  bought  an
800XL with 1050 disk  drive, and a whole new world of  copied
sof tware opened up to me. Disks  were so muc h bet ter than
cassettes; they  held loads of games, they always loaded, and
they were easy to copy (once cracked by 'pros" such as Rob C.
Glenn the 5200 man.  Kilroy .  and others), My  collect ion of
copied sof tware grew enormous,  Just for the sake of it - I didn' t
even use a lot of  the software.
Over this  period, several other things also happened,  My  best

f riend Alec Pack became an Atari enthus ias t  af ter purchas ing
an Atari 400.  We also had the good fortune to become f riends
wit h another Atarian,  Bob Askew (Hi Bob!). Bob was already
programming in assembly language (his brother Graham is the
aut hor of Mastert ronic"s 'Powerdovml.  and was k ind enough to
pass on the knowledge he had as he gained it. Many  of you



may  k now Bob's name f rom the sadly defunct  'Monitor'  c lub
magazine - he was a regular cont ributor.  Page 6 saw Graham's
'Gangsters' game lis t ing (issue 12). and also his *Supply Blas-
ter' (issue 14). so you may  know him too. Track down these
excellent lis t ings  if  you can - they are st ill good today.

THEN AN AUTHOR
As my  own programming skills  developed, and af ter writ ing

several programs  in Basic. I began work  on a 100% machine
code game. My  fi rst at tempt  came to a dead end af ter about  3
weeks. but  I immediately  set to work  on another.  Programming
in the evenings and weekends. and also hav ing to make t ime
for homework ,  meant  that  the going was slow, but  af ter 2 or 3
mont hs  I began to realise that  there was a large poss ibility  I
would end up wit h a commerc ially  v iable game. I pressed on
and sure enough.  about  9 months  af ter I had started, I had a
fi nished game. I contacted several sof tware houses, and the
game was fi nally  published by At lant is  Software. Some of  you
may  own It (hopefully!) t h e  game is 'Periscope Up!'.

BUT WHY BOTHER?

You may  wonder why  I arn telling you all of this (I 'm not
s howing off, honest!),  but  the reason is very, very important .
Becoming a sof tware aut hor wit h a game published made me
realise jus t  how severe a c rime piracy Is. I t ried to imagine how
I would feel if  I saw people wit h pirated copies of my game.
Jus t  as important .  how would the software house feel in the
same s ituat ion? The answers are quite obvious. I f  I saw that
people weren't  even wi l l ing to reward my  9 months  of  hard
work  by part ing with Y.1.99 for an original version. I was  not
likely  to spend another 9 months  wri t ing another game. I am
not t alk ing about  the fi nanc ial rewards,  as no-one gets rich
f rom the royalt ies  on a budget  cassette release, but  about  the
personal reward - sat isfact ion. and get t ing the feeling that  it
was  worth it. As for the sof tware house, i f  they don't  sell
enough to make publis hing the game wort hwhile (they have to
make at least  a small profit, to be able to stay in business) they
are not  going to publish any more.  You should all recognise
this  as the t ruth:  af ter all.  how many  games have been pub-
lished this  year by Mastert ronic .  Players. Kixx,  At lant is  and
the like (not to ment ion the all-but -forgot ten full price sof tware
houses). And where are the classic Atari authors  like Frank
Cohen,  Jon Williams ,  Phil ip Price & Gary  Gilbertson,  and
Wi l l iam Mataga (to name but  a few). I  t hink  this  speaks for
itself.
The Atari 8-bit  is now a minori t y  machine,  yet t hrough Page 6

the dedicated owners  have a cent ral point .  This  could be a
t remendous  advantage. as it  gives us  all the opportunit y  to
rally  round and support  the Atari scene. I k now it has  been

said before but  WE MUST take that  opportunity .  each and
every one of  us. Unless we REALLY support  those people who
are t ry ing hard to support  us, we will lose them all.  We have
lost too many  already. so we mus t  act now - it  really  is our last
chance.

BECAUSE IT  MATTERS
So what  can you actually  do? Believe it  or not, each and every

one of us can make a difference. I f  everyone has the at t itude
that  "one order f rom me won't  mak e any dif ference" then our
suppliers  wil l go under.  I f  we all realise that  -
o n e  o r d e r  f r o mme, together with everyone else's, WILL make a dif ference".
then they wil l survive. I t 's as s imple as a change in at t itude.
These people rely on us to keep t hem in business,  and we
should reward their c ommit ment  by support ing them whole-
heartedly.  So look bark  through y our pirated sof tware and buy
the originals  of the ones you like or use. Subsc ribe to Page 6 so
that  they have confi rmat ion of  your support .  Write to Page 6
wit h letters, art ic les  and programs  so that  they have the
material they need. Subscribe to Excel disk  magazine:  Robert
Stuart  wants  to carry  on but  is not  get t ing enough support  to
do so - lets give h im that  support .  Buy  sof tware f rom KE-Soft .
Miles  Bet ter Software, and the Page 6 Accessory Shop. We all
k now that money  Is t ight.  but  Atari 8-bit  sof tware has never
been cheaper.  For example, Page 6 offer 10 budget  cassettes
for just  £9.50 - that 's  95p each! They also have ROMs f rom
.f...3.95, books f rom £1.50.  and loads more besides. Miles  Bet ter
have masses of disk sof tware f rom jus t  .E.2.99, and loads of
cassettes and ROMs too - and many  of the t it les  can't  be found
elsewhere. Mic ro Discount  and Grat in Internat ional have many
specialist t it les on offer - again,  some very rare sof tware is
available. At  these prices, the sof tware is worth buy ing just for
the sake of having it  in your collect ion - and each purchase
buys a lit t le more t ime for the Atari 8-bits .

EVEN THE ST!
While we're at it , t his  can also be applied to the ST scene.

Trade sources c laim that  original sof tware reaches less t han
10 percent  of  the user base, and I can confi rm that  this  is t rue
- I work  for a sof tware house. Before long I can see the ST
arriv ing at the old 8-bit  s ituat ion,  where publishers  fall to
release fi nished games because everyone has pirated beta-test
versions already - it  s imply  isn't  wort h it  in t hat  s ituat ion.
I don't  enjoy preaching the rights  and wrongs  of this world.

but  I felt  things needed lay ing out plainly  for all to see. The
Atari 8-bit  c ommunit y  can go in two direct ions - we can sit
back and watch support  for our machines  die, or we can come
together as a c ommunit y  and support  each other.  The future
really  is in our hands  - lets all join in to make sure it  is long
lived,

but not the end?
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FONT AND DISPLAY I
D e s i g n i n g  a charac ter set, also k nown as a font,  can be

a very tedious task. Armed wit h penc il and graph
paper you begin by set t ing out an 8 x 8 grid wit h

binary  bit  pos it ion values writ t en above each column.  Then
mov ing along each row,  you add up the binary  bit  pos it ion
values that  your design occupies, and the totals  become your
character data (See Fig. 1). Repeat ing this  for a whole font of
128 characters  would take ages and be prone to error.
The c ommon method of  us ing fonts in a BASIC program is

fi rst  to put  the character data int o DATA statements,  then to
POKE the data into RAM (this  should s tart  on a 1K boundary).
Af ter s toring the base page of  your newly loaded font  in
locat ion 756,  you are ready to display your characters us ing
PRINT. I f  you have only  restyled your font, rat her than redesig-
ned. t hen this  method is okay. but  imagine what  would hap-
pen i f  you had a background pic ture that  used all 128 charac-
ters. Us ing PRINT to display this  would be a nightmare and
invariably  lead to a display  full of  incomprehens ible images.
To solve these problems  I have writ t en an edit ing program

(LISTING I ),  that  not  only  lets you design a full font  in a choice
of  two graphics  modes, hut  also lets you design a display  In a
s imi lar way to an art  package, plot t ing characters rather than
dots of colour. The display can, i f  you wish,  be scrolled in four
direct ions.  This  is probably  of  more interest  to machine-code
programmers .  who have more memory  at their disposal.  Hav-
ing said that,  i t  is quite possible to use scrolling displays, up to
a size of  about  four screens, in a BASIC program,  more if  the
program is kept  small.
I wil l  also be present ing a program to enable you to inc lude

Font and display  data in y our BASIC programs  in the form of  a
s ub-rout ine and in following issues there wil l  be an INVADERS
style s hoot -em-up wit h a background showing just  what  can
be designed plus  a well commented game us ing redefi ned

Fig. 1 - A New Let ter A

Bit Pos it ion Values
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Designing character sets can
be a real chore but with the

right utility and routines
anyone can produce some

stunning games. Steve Lakey
starts you off with an easy

to use editor

characters and int roduc ing a number  of game rout ines  that
you might  wish to use in your own programs.
To begin wit h you may  jus t  wish to design a new look ing

alphabet  or maybe you'll want  La design a display for a game. I f
it  is for a game, you don't  have to design a pic ture-like display
as in the INVADERS game. you could jus t  design some plat -
forms and ladders,  t hen use the design part  of  the editor to set.
the layout. Once you understand how to create new character
sets, the only limit is your imagination!

USING THE EDITOR
You load the disk vers ion by swit ching on wit h OPTION held

down,  whereas the tape version uses both START AND OP-
TION,
Once the main screen has appeared you should see a menu

bar at the top, a message window,  an 8 x 8 des ign grid and a
character line showing a port ion of  the current  font. These
items are detailed below.

THE MENU BAR
This  contains f our options. Cl LARACTER, MODE,  DESIGN

and I / O (I nput /Output ).  The current  opt ion flashes and can he
changed wit h the SELECT key. A press of the START key wil l
execute the opt ion. In most  cases an opt ion can be aborted
wit h a press of  the joyst ick trigger,  bu r  should be pressed fairly
quick ly  to avoid altering the design grid.  An explanat ion of
each opt ion follows:-

C H A R A C T E R  - Pressing < and > changes the current  charac-
ter in the design grid and updates  the character line. You can
also use these keys when not  us ing this  opt ion,  but  the

1



EDITOR
advantage of  us ing the CHARACTER opt ion Is that  the original
design of  the character is displayed in the message window.
This  is useful when not ing down the characters that  have been
re-defi ned.

M O D E  - This  wil l  give you a choice of  four display modes

1: Normal (40x20)
2: Horizontal sc rolling (1-10 screens)
3: Vert ical sc rolling (1-10 screens)
4: Combined Scrolling.

Made 1 is  a s tandard non-sc rolling display and is the default
on loading and system reset. Mode 2 enables a horizontally
scrolling display and likewise mode 3 a vert ical sc rolling dis-
play. Mode 4 enables both types of  scrolling. As t he screen
l imit  is  ten you should,  when us ing mode 4. use a combinat ion
of  vert ical and horizontal display sizes that  when mult iplied.
do not  exceed this  l imit  (e.g. 5x2.  3x3,  2x5, 5x2). I f  an incorrect
value is entered you wi l l  be prompted to enter the amount
again.  All entries,  correct  or incorrect ,  are usually  accompa-
nied by an audible tone that  should be ignored.  I f  you wish to
use one of  the scrolling modes then it  should be set up before
you enter the DESIGN opt ion.

DE S I G N - Here you are given two choices

1: Begin des igning
2: Change mode.

The mode choice refers to the graphics  mode. and toggles
between GRAPHICS 0 and GRAPHICS 12. As GRAPHICS 12 is
more suited for des igning it  is used by default .

I / O - This  is fairly  s t raight forward except for a couple of
points.  Disk  users should only  inc lude the main fi le name (e.g.
D ISPLAY•SCR). When saving display data your design wil l  be
shown and you wil l  be prompted to Move To Line Then Press
START. At  this  point  you should use the joyst ick and.  i f
applicable,  the cursor keys. to move the pointer to the line you
wis h y our design to be saved down to. For example, mov ing
down to line nine wil l  save all display  data down to, and
inc luding,  l ine nine. Your current  line is indicated.
The form of  the saved i l k  is seven bytes of informat ion,

followed by the actual data. The informat ion is Length Low-
byte, Length High-by te and five bytes of colour informat ion.  to
be stored in locat ions 708 - 712.  Tape files are stored in
short  -IRG format .  An example of  loading a fi le can be found in
a later lis t ing.

THE MESSAGE WINDOW
All prompt s  and messages are displayed here. Pressing and

holding OPTION wil l  cause a list of  key commands  to be
scrolled t hrough the window.

THE DESIGN GRID
In either GRAPII ICS set t ing the princ ipal is the same, move

the cursor around the grid us ing the joystick. set t ing and
c learing character data wit h a press of the trigger.  When us ing
GRAFI [ICS 12 (Default),  you have to t reat  the grid s light ly
differently. The computer  finds out which colour to use by
examining your character data. It does this by dividing your
data into four columns each two bits wide (See Fig. 2).
Fig. 2 shows the four possible combinat ions  that  two binary

digits  can contain.  The keys to change the colour registers
represented by these bit  pat terns  are also detailed_ When

Fig. 2  - Colours in Graphics 12
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The computer views as

I I
*  
I
*  
I
*  
I
*

1
0
1  
1
1  
1
0

Bit Pattern 00 = Background = Key 4 = Locat ion 712
Bit Pattern 01 = Colour 0 = Key 0 = Location 708
Bit Pattern 10 = Colour 1 = Key 1 = Location 709
Bit Pattern 11 = Colour 2 = Key 2 = Location 710

00

continued
THE PROGRAM

The editor program is made up of three separate listings which
if printed in the magazine, would take up eight pages. Apart from
the immensity of typing in such a listing without error, we did not
feel that  a  program list ing which might  not  be  of  interest t o
everyone should take up that amount of space and so the listings
are on this issue's disk and also available separately on cassette.

CASSETTE USERS
The editor program is  available f rom NEW ATARI USER in a

ready to run format on cassette. For your copy send El t o cover
the cost of the cassette and postage to PAGE 6, P.O. Box 54,
Stafford, ST16 1DR or order by  telephone on 0785 213928.

DISK USERS
The three parts to the program are on this issue's disk which

can be ordered in the usual way, see the DISK BONUS section
in this issue.

Disk users will still have to create their own autoboot disk to
run the editor, as  follows.
Take a blank disk to use as your DESIGNER autoboot disk. This

disk should be formatted in DOS 2.5 or another ATARI DOS, and
have DOS files written to it. Now LOAD and RUN the program
F O N T
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you will be prompted to load and run part  two -  the program
FONT2.BAS, and finally part  three -  the program FONT3.bas.
When part  three runs  successfully y ou wi l l  b e  prompted t o
prepare the DESIGNER disk for recording. On completion of the
recording you will get an ALL FINISHED!! message and you are
now ready to load the editor.
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us ing GRAPHICS 12, the computer needs two bits  to access
colour informat ion.  therefore,  to convert  a GRAPHICS 0
alphabet  int o a mult i -  coloured GRAPHICS 12 alphabet .  you
have to split  the s tandard eight  bit  character widt h over two
characters (Sec Fig. 3). Try  entering the designs into the editor,
v iewing your progress in the character line.
This  sacrifices a f urt her 26 characters and reduces the num-

ber of characters per line f rom 40 to 20. I t  is therefore more
pract ical to design GRAPHICS 12 text small enough to fi t into a
s ingle character,  as shown in Fig. 3. These are quite diffi cult
concepts to grasp, hut  become easier wit h practice. I f  you t ried
the examples in Fig. 3. you probably  not iced that  the design
grid gets quite confus ing as more data is entered, you should
therefore cont inually  rev iew your progress wit h the character
line.

CHARACTER LINE
This  line is displayed in the current  graphics  mode and has

the current  character highlighted by an arrow.  The line also
uses the current  design screen colours.

KEYS AVAILABLE ON
GRID SCREEN

SELECT
START
0 - 4
Shi ft +Control+Space
F

< Or >

= Choose Opt ion
= Execute Opt ion
= Change Colours
= Restore Original Font
= Fill a Grid Line
= Delete a Grid Line
= Next Charac ter
= Copy a Charac ter

Key C copies character data f rom the current  character to the
new character and then the new character becomes the cur-
rent  character.

THE DESIGN DISPLAY -
ENTERED FROM THE DESIGN OPTION
On ent ry  you are presented wit h a blank  design area of

dimens ions  40 x 20. Below this  is an inf ormat ion window
containing current  coordinates,  an INVERSE mode indicator,
an ERASE indicator and the current  character,  in Its original
design. Under the inf ormat ion window are four colour bars,
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corresponding to keys 0 - 3. I t  is worth point ing out  that
colours are updated more quick ly  on this  screen.
You move about  the display area us ing theJoyst ick and your

coordinates are updated as you go. Pressing the t rigger will
plot  a character onto the display. I f  you have set up a sc rolling
display.  then the arrow keys wil l  scroll the display one charac-
t er/ l ine in the desired direct ion.  Pressing [SKIFF' and an
arrow key wi l l  scroll the display a screens length in the desired
direct ion.
Pressing E will set the erase mode, whic h wil l cause a space

character to be plot ted at t he current  pos it ion when the t rigger
Is pressed. It is  obv ious therefore that  you should not  alter the
design of  the space (blank) character,  unless you specifi cally
wish to.

Pressing I enters inverse mode, whic h means that  in
GRAPHICS 0 mode all characters wil l be plot ted in inverse, but
in GRAPHICS 12 mode, all colours in pen 2 (Bit Pattern I  I)
wil l  be plot ted us ing pen 3 (Key 3 = Locat ion 711).  Pressing S
saves 40 characters f rom y our current  pos it ion,  whils t  D
dumps  these back to the display.
There is one other way of  plot t ing characters to the display.

This  is done by entering TExT MODE wit h the SELECT key. In
this mode you can plot  characters to the display direct  f rom
the keyboard.  You may  move around us ing 'CONTROL) +
arrow and delete characters us ing Bk Sp. I f  us ing a display
wit h horizontal scrolling enabled, then you should move a few
characters into the display before typing.  so that  the text
prev ious ly  entered is visible. Press [CONTROL]+Bk Sp to leave
TEx T MODE.

KEYS AVAILABLE
IN DESIGN MODE

SELECT
START
0 - 4
Ar row Keys

[SHIFT]+Ar row Keys
S & D

< & >
I CONTROLI +(smr n+RVI
1CONTROLI+Bk Sp

- Ent er Text Mode
- Back  To Design Grid
- Alter Colours
- Scroll a Charac ter at a
Time

- Scroll a Screen at a Time
- Save and Dump 40
Characters

- Toggles Inverse Mode
- Toggles Erase Mode
- Change Current  Charac ter
- Wipe Out  Whole Display
- Leave Text Mode

Well,  that 's  all there is to know about  the FONT AND DISPLAY
EDITOR, I hope you fi nd it  useful.  My  next program wil l  show
you how to inc lude your font or display data in a BASIC
program.

Fig. 3

(2) A more
pr acti cal
solution.

1

(1) Spl i tti ng a
design over
two charac-
ters.
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FOR SALE

XE SYSTEM : XE, 1050 d isk drive.
XC12 datacorder. 2  .joysticks. 2  let
ter tweets' printers. New Alan User
disk 47 -57. Transdisk. AtanWnler
Plus, 50+ games on tape and disk.
E195 the lot. Phone 081 647 9692

XE SYSTEM : 1050 drive with
Happy Archiver installed and with
write-protect and fast/slow switch-
es Sited. 410 program recorder.
Storage box with 100 used d iskt .
ICD's US Doubler with Sparta
DOS. a lso  DOS 2.5 & 3. 1313XE for
spares. not working Centronics
Printer Interface by Micro Print,
El 50 ono. Software Paper Clip.
Transdisk v2.3. TariTalk. Lap*
PhileSephorum. PacMan and Pale
Position ROMs, E25. Books Th e
Atan 130XE Handbook and The
Atan 130XE Owners Manual, E5
tor both. Contact Caroline on 0222
491156

XE SYSTEM : 130XE. XF551 dish
drive, 1020 printeriplotter. Touch
Tablet, XC12 Data Recorder, Pro-
line Joystick, Replay sound sam-
pling system, loads of magazines
and software including Mini Office
II. r250  the lot (no splits). Also
800XL. E35 Phone Boston (0205)353446

MAGAZINES: Ten PAGE 6 maga-
zines 31 to  40 inclusive El 0 plus
pap. J. Simpson. l e  Ballot Hill
Crescent Bilsborrow, Preston.
PR3 ORX

PRINTER ETC.: 1029 printer,
boxed with manuals. Mini Office II,
10-Print, First  Xlerst and picture
clumps, E70 ono. Also  Touch Tab-
let boxed El& All in working Order.
Phone 0455 230696 (Hinckley)

130XE SYSTEM: 130XE 128K
•ixenputer (boxed), 010 disk drive
'oath Happy enhancement. 410
cassette recorder alt in very good
condition M a n y disks inc. Mini
Office II and cassettes (games and
senous), printer interface and SEK
printer. Masses ca intarmaton and
many manuals. All this tor only
E125. Phone Einghton (02731
566390 evenings or weekends

65XE: 65XE Computer, PSU. TV
cable, fu lly working, vgc. No tape
or joystick hence E25 inc. Tel.
Richard (0302) 784642

XL SYSTEM: 800XL, 1050 with
US Doubler. 1010 recorder. Epson
RX100 printer with Centronics in-
lerfase, Parrot II sound digitiser.
'Ouch Tablet with Alan Artist inc

aames and business software
worth over E300 alone Al l  this for
only E195. Phone 0425 612119

MAGAZINES: ANTIC magazine 17
issues 1982 - 1985, ANALOG
magazine 17 issues 1982 • 1985,
open to offers. Buyer to arrange
solleCtion 13-bit disk sollavare
Paint. The Next Step. Preppie.
Home Filing Manager, Archon,
Crossfire, Chop/iller, Wizard &
Princess. Ulysses. ECABBS. Ori-
ginals only with instructions. E40
inS post . Tel. 0925 628914

8-BIT HARDWARE: 85XE. E30.
800XL (unit only). E15; 1050 d isk
drive. EEO; XC12. E15; 1010. £20
All in working order Derek Hams.
11 Pembroke Way. Nuneaton,C Vi l  4FT

XE SYSTEM; 130XE, 1050 drove,
joysticks, paddles, printer interlace.
WS2000 modem and interface
(mostly with original boxes), loads
Of software including many now-
defunct classics and PAGE 6  disks
1 -  tad  - a  system built up over 10
years! Yours for E300 - no sp lit
Phone Chris on 0256 20300
(Basingstoke)

XL SYSTEM: Et0OXL. 1050 drive.
two 1010 tape. 1029 printer. 2
joysticks, lots of nags, loads of
games on diaks, tapes and car-
tridges. Mini Ottsce II and other
matins's all boxed. Will not spill.
buyer must collect. E200 ono. Ring
0532 633757 after 7pm

MAGAZINES: Page s Issues 1.55.
Atari User (Database) 1 -  end,
Monitor 1•21, ANTIC Dec 86 - end.
START Nov 90 M a y  91, ANA-
LOG 8, g, 1 -2 6 . 52 69. 72-79.
Over 200 mags bought tor 8-bit but
many ST sections and some on
disc Yours for ESO the lot n o
Spirts. buyer collects. Phone Chris
on 0256 20300 (Basingstok0

DISK SYSTEM; 1050 disk drive
complete m lh  600X1. XC12 recor-
der and 1029 printer Package in-
eludes all cableabooks etc Te l.
0773 716250

XE SYSTEM: 130XE. 1050 disk
drive. 1029 printer. 1010 tape
deck, 11 books I inc. De  He Alan '.
60+ magazines (irke AL L  PAGE 6).
Many programs on clis•k (inc.FSI I .
Visicalc Microsoft Basic for Alan),
some tapes and 800XL - all corn
plete and in good order - E250
Please ring Nee Le Maitre on 0922
55409 (Walsalt1

CARTRIDGES: Only E2 each. XL/
XE cassette games only Sop each,
XC12 data recorder Ea  65XE
computer with leads, powerpack
joystick, games, C20 Phone Rail
Galliers on 02031 679583 alter
17 30 for more details

SOFTWARE: Ongina crass,
games Kikstart, Arkanoid. eindrun.
ner E2.25 each or a ll for E6.
Thrust On Cue. Powerdovm 12.25
each or all for ES; Transmute's
Storm. Tank-Sub Commander
E2.50 each or all for E7 w e  will
split postage First  writer FREE
game. Write to Arnold Bantsema,
Euvelgunnerweg 10, 9723 LT. Gna-
ningen. Holland. Tel 0 5 0  424082

XE SYSTEM : 65XE and XC12
tape deck, a ll leads etc. E45 ono.
Software tor sale, separate casset-
tes. d isks, a ll originals boxed with
instruction, Send SAE to M. Fen-
wick. 55, Bncige Street Long
Eaton, Nottingham. NG10 40S.
Tel. (06021 720597

VARIOUS: 800XL, 1010 tape
deck. XF55 i drive. SpanaDOS X
1020 printersplotter. about 70
disks, some blank, some PD,
some cassette software, Rescue
on FraCtulas and AtanArbst ROMs
(but no Touch Tablet). monitor
lead, books and many issues of
New Atari User and PAGE S. also
pair of paddles E280; 2600 car-
tridges. Pacman. Centipede.
Dug, ET. Galason Jungle Hunt
etc. /12 in as' for E20. also 80% of
the ST Family Curriculum pack
worth over E300, sell for Cl 00
Buyers must collect. Please write
to S.J. Shepherd, 63, Church Ave-
nue. West Sleekbern, Chopping-
tors Northumberland NE62 5X0

COMPLETE XL  SYSTEM: 800XL
with OS system upgrade. 1050
disk drive with Happy upgrade,
1029 printer with Font Four up-
grade. 1029 printer (standard).
1010 cassette, Touch Tablet and
art package Software, manuals'
books" maps Al l  in  excellent con
dition with original packaging £199
0.v.n.o. Plus tree computer desk
Tat Mike on 0354 693155
Mantas) alter 6.30pm

VARIOUS: Loads of 8-bit hard-
ware, software, books, raags etc.
for sa le Send SAE for full list  to
George Carrues 61 Spey Road,
Bearsden, Glasgow, 061 11_13 (A
copy of the kV from Mrs long erne
sobscnber has been rodgecr
PAGE 6. Ec

XL SYSTEM: ElOOXL and 1010 re-
corder Al l  anginal boxes and good
condition. Lots of PAGE 6 and
other Atari mags included along
with ROM arid tape software £30.
Buyer collects. wane: A. Cole 8 3
Allaxton Road. Bridgwater. Some'
met, 1A6 7NW

XE SYSTEM: 130XE with 27
games boxed and XC12 very goad
cond E50 800XL with games.
E20 Phone 0639 639040

XE SYSTEM: 65X1 computer with
XC12 cassette and loysto i com-
plete With cassettes and car
tridges. all fully boxed with instruc-
tions. E50 ono. Tel. 0296 658839

SOFTWARE: 8-bit software, 13
original games tapes. PacMan car
ledge. Basic XL Cartridge and
manual. Assembler Editor cartridge
and manual, E30 the lot or will
split. Te l. Worthing (0903) 262606

PRINTERADLOTTER; 1020 model
si working condition with spare col-
our pens, paper rolls and anginal
packing. E40. Tel. 'Exeter) 0392
431192 and ask for Sean

FS2: Flight Simulator II cartridge.
instructions arid maps plus Learn-
ing To Fly Flight Simulator book
E15 ono. Tel. 0602 400768

XL SYSTEM: 8130XL, 1050 cksk
dnve ICD printer interface. manu-
als, Alan  User magazines and
Basic programs plus same educa-
tional software e g Newspaper
program and joystick plus 50 flop-
py disks and 100-200 games plus
S games on ROM. E100 Or rwar
offer. Contact Carey Theobald. 34.
Northcote Road. Portswood.
Southampton SO2 3AG or tes
0703 315205 alter 4pm

COMPLETE XL SYSTEM; 800XL,
1050 desk drive. 1020 printer.
XC12 data recorder, a ll leads and
manuals, books. 100's games and
utilities inc. many adventures,
Transdish, Tantalk. Print Master,
AtariWnter, Graphic An Depart-
ment, Visicalc, F52 and PAGE 6
cover disks and magazines etc..
etc 'Al l  this plus 16' colour TV for
E180 Ono Can  deliver within York•
shire, Durham area. For delass
phone 0642 598343 any time

XL AND ST: Bats and pieces inc.
Touch lab ia l,  WS2000 modern
plus sollware, books and Other
hardware SAE for list to Gary Bol-
ton, 40, Minster Court. Liverpool
L7 300 . Tel. 051 709 4594

XE SYSTEM: 65XE excellent con-
dition wth  leads and adaptor Cas-
sette and cartridge software worth
over £100 i o n  issues of New Atari
User worth £19 30. Total worth
E219.37 will sell for El 00. Call
Fleetwood (0253) 872859 and ask
ter Damian or write to 33 Ullswater
Avenue, Fleetwood, Lanes Buye r
collects Or pays postage

PRINTER: XLSXE fast professional
daisy wheel printer RICOH 16008
with Atari interface end. E50.
Phone 0625 4207132

XL SYSTEM: 800XL. 1010 recor-
der, 1050 disk drive, leads and
manuals. spare keyboard, games
inc. FS2 with scenery disks. Silent
Service, Leaderboard. Vietnam,
Tomahawk and more Most  Alan
User nags. E175 ono. Tel. 0705
839375 alter 6pat

WANTED
SOFTWARE: Leaderboard Golf
dame 'must be anginal) complete
wall packaging and instructions,
also Midi Mate hardware,'sohware
made in the USA. Contact Derek
Fern on 021 353 5730

MANUALS: Wanted for F-15
Strise Eagle and Visica lc Will pay
postage etc. Phone Dennis on0273 540661

TAPE DECK: XC12 cassette re
corder for the Atari 130XE. Please
phone 0634 68.3281

BOULDERDASH: Boulder-dash on
disk wanted. Would pay reason-
able price Contact James on
(0795) 473117

MANUALS: instruStiOn manual for
Transdisk IV and Head 0Yer Haas
on disk Reasonable price paid.
Phone Paul, Ashford. Kent on
0233 626863

SPARTADOS: SpartaDOS Con-
struction Set cartridge or disk, Ulti-
ma IV Phone 0527 62230 alter
Som ask for Richard

ADVENTURES: El 2 each plus
postage paid for d isks: Planetfall.
Leather Goddesses. Suspended,
Wishbringer, Witness. Return Ta
Pirate Island. Robert Carmichael,
54 Barry Road. Kirkcaldy, Fife.
Scotland KV2  6HZ. Tel. (0592)265154

FONTS: Fonts for Daisy Data Dot
Magic wanted. I  M I  return a disk
of my fonts in exchange lot a  disk
of your Fonts OR blank disk + 25p
OR E125 Bryan Zawood, Cherry
down, Nemeth's!, Bolley, South-
ampton SO) 261>

WANTED: LIIMna IV: Mapping The
Alan, PAGE 6  any of issues 1 to
IS rncluswe. Jason Kendall, 22
Beck Way, Thurlby, Bourne, PE10
OLE. Tel 0778 426409 after Spet
or weekends

MAC•65: Has anyone gat any on-
structorls, t ips or books on how to
use this as I have just got a copy
without the manual and am a corn
'stele beginner to Assembly Lan-
guage. (Will pay) Write  to James
Howarth, 86 Ashtree Road, OadbyLecs LE2 STD

TALL ORDERI: I need a 1050 disk
drive wall US Doubler or Happy lo t
E511.'E60 with upgrade or E4 0 5 0
without. An y programming books
esp Mapping The Atari, M C  Tutor
and Compute! books. Reasonable
ocinartion and price paid. Touch
Tablet around E15. memory up
grades o r an Alan plotter. Write to
James Howarth, 86, Ashlree Road.
Oadby, Leics. LE2 5113

DISK DRIVE: 1050 d isk drive or
similar tor Atari 800XL computer la
run D o s 2 0
,
2 .5
.
2 .S  
d i s k
s .  
P r e
s e n
t

1050 dnve riot working fully due te
faulty stepper motor. Can anyone
help with a  motor? Tel. 0254
771 707 (Lanasl

PENPALS/HELP
ATARI ELITE: New, run and edu-
cational tor a ll Atari machines and
users, send cheque'PO tor SO
(payable to Atari Elite) for a 4
*sue subs or an SAE for info.
Send to Alan Elite, 14 Drovers
Way Peebles, EH45 9BN

ATARI ELITE: We need edam's,
Contributors and artists so get
helping. Write to Atari Elite. 129
Ladybndge Road, Cheadle Hulane,
Cheshire 3K8 5PL

NISCORES BOOKLET: My HIS-
cores beoldist is now finished.
Send SAE plus 20p for your CoPY
(include your own high scores if
you want). I  also have a disk ver-
sion of the HiScores which is
FREE. Send SAE plus a blank disk
and you'll gu t  a more 0010.JOUI
version of the booklet. Alternatively
send El and I ll send a copy on
one of my disks and include the
booklet free. James Haworth, 86
Ashtree Road. OaclOy, Leics L E?STD

SILENT BUTLER: Can anyonu
send me a backup copy of the
Original Silent Butler Record disks
IN'. DX5082). Mine got erased.
Disk returned. Francis Baum 30
Goudbleemstraat Aalst 9300.
Belgium

USER GROUP: North of Scotland
Atari User Group MOSALIGt.
XE Owners throughout Scotland
are invited to jom this expanding
user group. Free membership, bi-
monthly newsletter, cassette and
disk PO libraries_ trips to shows
etc. Fu ll details from S.J. Murray.
71 Walker Road, Tony. Aberdeen
AB1 3DL Te l. (02241 879216

FUTURA: A newts-monthly d isk
mag for the XUXE. Packed full
with new artio'es, utilities, games
demos etc. All for only El sg5. Also
available as a cassettepriMed
copy for only E3.95. Send cheque'
PO (payable to S.J Murray) to
Stuart J Murray. 71 Walker Road,
Tarry. Aberdeen AB1 3DL

PRINTER DRIVER: Driver wanted
for Panasonic KX-P1 123 24 pin
printer for any 8-bit software. Also
contact with owners of KX-Pt123.

Richard (03021 784642

HELP: All washed up on Dretbs
Has anyone got instructions?
Please send photocopy to Simon
Briogeman, 4 . Appleton Avenue.
Waraside, Nr Ware ,  Herts. SG12
7SR

PENPAL  Would Richard Carter
Ackert Ham, Michael Huti0O, John
Mizzi please contact me I t  has
been a while since you guys wrote
me Does anyone know Mem'? Re
mind them! Write to Arnold Boot-
soma, Euvelgunnenveg 10, 9723
CT, Groningen. Holland

CONTACT: Any &bitters here or
abroad washing to swap games,
hints arid taps wrde to M . FOOMA.
55, Bridge Street, Long Eaton
Nottingham, NGIO 40S. All letters
answered.

USER GROUP; New user group
for cassette users. Send SAE to A
Gilbey, 1. Eastbrook Avenue,
Dagenham, Essex RM10 71_11_

XL OWNER: Wants penpal to
swap hints and lips with Write  to
Neil M i n n ,  56, Waigr ighaM  A v e.
nue, Kettering Northants, NN i5
5ER

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 tight to omit or edit any
notice received at his discresion_ I f space is tight, notices
may be shortened and addresses may be omitted with only
telephone numbers being published.
Send your CONTACT notice to CONTACT. PAGE 6, P.O.
Box 54, Stafford, ST16 thl t.  Please write your notice on
a separate sheet of paper, not as part of a letter.

FOR SALE WANTED P E N  PALS A D V I C E  H E L P
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L I F E  I N  T H E
FAST LANE
We wanted Nigel Mansell
to write a few words but
$23,000 ,000 was a bit
too much to pay as a re-
tainer so Paul Rixon (like
Ayrton Senna) said he'd
do it  for nothing!
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an all t ime high,  especially  since Nigel Mansell began
to look as i f  - and subsequent ly  proved - he could win

the World Formula One Driver's  Championship.  I t  seems quite
inc redible that  the last t ime an Englis hman (James Hunt )
achieved this  t it le Atari home computers  had yet to be manu-
factured! While many  sof tware houses will have already jum-
ped to cash in on the Formula One euphoria,  8-bit  Atarians
would be sadly deluded if  they believed there was a poss ibility
of  XL/ XE inc lus ion in the commerc ial release schedules. But
all is not  lost, as over the years there have been more than a
few rac ing games produced for the 8-bits.  I  t hought  it  was
about  t ime to put  on the rac ing overalls, rev up the joyst ick
and take some of the oldies out  for a spin.
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GAINING POLE
They  don't  come more 'classic' t han POLE POSI TI ON,  one of

the fi rst - and some would argue,  the best - rac ing games
produced by Atari themselves (later re-released by Datasof t /
U.S.Gold), Pole Posit ion has  received muc h praise for its 3-D
perspective representat ion of  the race track, complete wit h
scrolling t rack-s ide scenery. The game features a single race
c ircuit  and a ear wit h three basic cont rols  (brake, accelerate,
steer) but  its s implic it y  seems more of  a selling point  t han a
drawback !  You mus t  qualify  for a place on the s tart ing grid
before the race proper commences over a pre-selected number
of  laps. The race is ac tually  against  the clock since the other
cars don't  have specific field pos it ions and they always re-
appear,  no mat ter how f requent ly  you pass them!  A crash
results  in lost t ime whils t  points  are awarded for total dis-
tance, passed cars and seconds remaining.
Strangely,  few reviews of  Pole Posit ion ment ion the f rus t rat ing

bug that  means you c ant  complete certain races wit hout
s lowing down to accommodate the t imer/  Dur ing an eight  lap

POLE POSITION uncortunot t  in this ,format but
st ill auailable as the orWinal ATARI ROM

race on the hardest  level, you mus t  avoid hav ing more than 37
seconds remaining on laps I  -5 or more than 34 seconds on
laps 6-8 as you cross the s tart / fi nish line,  otherwise the
countdown t imer fails to reset and the game swif t ly  ends! Less
dramat ically ,  the max imum speed of  195mph has  been k nown
to rise on random occasions to 234mph!  Bug-f ree it  isn't .  but
Pole Posit ion has st ill earned a special place in many  gainers '
collect ions.

OFF CIRCUIT RACING
Activision's GREAT AMERICAN CROSS COUNTRY

R O A D  RA CE  (subsequent ly renamed 'American Road Race'
for budget  release by Silverbird) set new s tandards in auto-
s imulat ion gaming.  Unl ik e most  of the compet it ion,  this  game
Is not  based on c ircuit  rac ing but  involves a dash along the
freeways in various  states of  America. Before you head off  at
break-neck speed there's a choice of  various challenges - for
example,  a s t raight forward run f rom West to East or a t ricky
round t r ip t hrough several major cities. A map screen lets you
choose the most  appropriate route,  bearing in mind such
factors as the t ime of  day (it 's less busy af ter dark) and the
weather condit ions.
You v iew the proceedings f rom jus t  behind your car, whic h

travels t hrough the 3-D perspect ive scenery in a s imilar style
to Pole Posit ion. Your car - and the others you meet  on your



• t ravels  - are rather squashed in appearance.  but  this  Is the
least o f  your worries  as you weave past other drivers at speeds
of  up to 240mph!  I f  you hear a Police Siren you mus t  either
accelerate and at tempt  to out - run the purs uing cops or s low
down to a law-abiding pace - otherwise you arc  detained while
they issue a t icket!  You should keep a watchful eye on the fuel
gauge as you' ll need to stop for a re-fi ll at f requent  intervals,
There are several other dials  on the dash to keep you occupied
and vary ing pat terns of traffic ensure you'll never hit  a dull
moment  as you race for a slot in the hail of  fame. I n terms of
playabilit y  alone, American Road Race is undoubtedly  a win-
ning package.

SALOON CAR RACING
Towards  the end of  1987 Red Rat began to advert ise a new

game billed as ' the most  realis t ic  rally  game on f our wheels'.
S P E E D RUN promised to break the mould of  previous rac ing
s imulators  by present ing a v iew f rom ins ide a Sierra Cosworth
rally  car, wi t h  3-D scrolling graphics  beyond. I t  all sounded too
good to he t rue,  and sure enough Red Rat  announced they had
shelved the project  due to 'uncertaint ies  over the 8-bit  market ' .
Many  Atari owners  were not  at all pleased wit h this  news and
such was the response that  Red Rat eventually  decided they
had bet ter launch Speed Run af ter all. The fi nished package
fi rst  came to my  at tent ion in April 1989.
Wit hout  doubt  the merit s  of  Speed Run lie ent irely  in the

graphics  department .  The 3-D display is most  impressive,  and
met iculous  care has c learly been taken to represent  the ear's
int erior and dashboard.  Through the windscreen a f amil iar
grey t rack,  edged wit h red and whit e curb-stones,  winds  into
the distance. The scene is completed wit h various  background
scenery and occasional t racks ide hoardings.  On the right  hand
side the driver is seen to steer and change gear as you issue
c ommands  via the joystick. The sound isn't  quite as s tunning
but  Red Rat  obviously  recognise this  since the package in-
c ludes an audio tape containing the theme tune (the 16-bit
vers ions contain the same mus ic  in digit ised format).  I nit ially
you can choose automat ic  or manual gear-change modes - the
lat ter is only  recommended once you've gained a good deal of
experience. The disk  version inc ludes  a workshop menu f rom
whic h you can choose one of  three bonus  at t ributes:  ex t ra t ire
grip.  fuel injec t ion or a super-effi c ient  pit  crew. I f  (or when!)
you crash, you can expect a rather f rus t rat ing loss of  vital
seconds while your vehicle Is repaired.  Unfortunately  the
game's playabilit y  doesn't  quite live up to the rest of  the
package - there's  only one c ircuit  and no indicat ion of  your
progress in a race. Keeping your car on the c ircuit  is quite a
challenge in itself  and your v iew through the windscreen
doesn't give muc h away as to your posit ion on the track.
Despite these problems,  Speed Run is st ill a wort hwhi le ac-
quis it ion jus t  to illus t rate the graphics potent ial of  your Atari.
It's v isually  amazing!

BEYOND REALITY
English Sof tware were once a rather prolifi c  source of games

for the 8-bit  Marls ,  They published a s t ring of brill iant  t it les
Inc luding Jet Boot Jack, Mediator.  Chop Suey and Times lip.
One of their more innovat ive products  was a game described
as the 'ult imate fantasy rac ing epic' - E L E K TRA G L I DE .  I 've
heard plenty  of  crit ic ism concerning this  game, but  in my
opinion It should be regarded as one of  the all t ime classics!
Peering t hrough the windscreen of  your space age vehicle you

SPEED RUN 'great  graphics, great  promise not quite fulfi lled
but st ill up among the best racing Sims on the Atari

mus t  glide around the Pole Posit ion style c ircuits  accompanied
by "16 bit  hi-res  mus ic  by Yekao" (it 's pret ty  good too!). The
aim is to reach a t unnel before the t ime l imit  expires. There are
no other vehicles but  hazards abound in the form of  'S' bends,
pools of  water and 'electrostat ic columns '  dropped f rom a plane
fl ying overhead. The biggest problem is that  s pinning 3-D
cubes and bounc ing spheres lit ter the t rack and if  you collide
wit h t hem you waste valuable t ime. Avoidance is easier said
than done! The graphics  t hroughout  are superb.  right  f rom the
opening screen where iweening'  - t rans forming f rom one
shape into another by gradual stages - is used to excellent
effect. From here you can choose f rom a Brit ish,  American or
Aus t ralian c ircuit  - each of  these has a fork  junc t ion in the
roadway,  giv ing six possible routes overall.  The background
scenery comprises dif ferent  layers which move at various
speeds, giv ing a good feeling of depth.
Elekt raglide has, in the past. been the subject of  some

adverse comments  due to its advanced level of  difficulty. I t 's
even been ment ioned that  the game Is imposs ible to complete
but  this  s imply  isn't  t rue! As wit h most  games pract ice is the
key to success and wit h suitable perseverance (and a reason-
ably good joystick!) all six fi nishing points  can be reached.
However, at  this  stage crit ic ism is rather more deserved since
the endgame sequence is t ruly  conspicuous by its  appall ing
implementat ion!  Af ter all the t rouble of  cracking a level you are
rewarded(?) by a k w notes of  sound and arc then returned to
the t it le page. St ill,  the sat isfact ion of  fi nally mas tering a level.
riot to ment ion the superb graphical delights  en route,  is
suffi cient to earn the garlic its classic status, I  totally  recom-
mend it !

AND OTHERS
Unfortunately  there isn't  space here to cover the many  other

rac ing games available for your Atari.  Some of  the best inc lude
Pitstop,  On Track,  Ral l y Speedway,  Speed Ace and Gr and
Prix Simulator .  Some of the worst include Tal l adega.  Pi t-
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Pole Position is available on ROM cartridge from
Page 6. Elektraglide is available on disk as part
the Smash Hits 7 compilation. also from Page 6
while stocks last. Speed Run and American Road
Race are rather hard to find at present!
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either seen, used, or heard about Transdisk  IV. the tape to
disk  utility. I  am equally  sure that a large number of  disk

drive ()toners wi l l  not have purchased Transdisk  because of
their reluctance to accept that  a program so reasonably  priced
could possibly do all that  it  claims.

In this art ic le I wi l l  t ry show some examples of  the uses,
methods and limitat ions  of  Transdisk. as  well  as giv ing some
tints to overcome the minor problems I have f ound I would

hope that  if  the 8-bit, drive owning community  were aware of
this program's  capabilit ies,  they  would be prepared to part  wit h
E12,95 in order to improve their own system. and at the same
t ime help keep our magazine alive.

INTRODUCTION
So what ,  you may  ask, does Transdisk  ac tually  do? Well.

Transdisk  allows you to create a disk loader menu,  and to copy
commerc ial and non commerc ial cassette software to that  disk.
You need not  worry  about  breaching copyright,  as long as you
only  make backup copies of  your own sof tware,  and solely for
y our own personal use.
Transdisk  is capable of copying most cassettes. inc luding

sof tware that  requires  64K of memory.  and games that  load
extra levels. As there are a large number  of dif ferent cassette
formats  whic h can make copying tricky, the program has an
equally  impress ive number  of variable sett ings to deal wit h
non s tandard recordings.  However,  I have found f rom personal
experience that  the most  diffi cult  cassettes to copy are those
whic h load ext ra levels, some of  which I have s t ill not  cracked.
As I ment ioned earlier,  Transdisk  can handle these cassettes
but  they  can be diffi cult .  One specific problem I have encoun-
tered in this  area has been the limited storage capacity of  a
disk when ext ra levels have to be stored.
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USES
Most people who own a disk  drive wil l probably  have started

out  wi t h a cassette deck, and cassette based software. I k now
that  when I fi rst  bought  my  drive, some five years ago, I had
upwards  of 70 cassettes. All hut  live of these have been
successfully t rans ferred to disk, and now load in seconds
rat her than minutes .

Even i f  you do not  own a s ingle cassette, Trans dis k  is s t ill
well wort h the investment .  The market  for Atari 8-bit  sof tware
Is dwindling,  and along wit h it  goes the availability  of  disks,
but  even in this  sorry  state of the market ,  cassettes are st ill
being released. Jus t  take a look at the ins ide f ront  cover of New
Atari User,  issue 56: do you own all those games? I would
doubt  t hat  many  people own t hem all,  and I am sure many
people don't  bother because they are stored on cassette. Once

Mark Stinson presents
an unbiased (and un-
solicited!) users view of
a legendary utility for
disk owners

you own Transdisk .  the availabilit y  of software for your Atari
grows ever wider.
Transdisk  is also good news for 130XE or expanded memory

owners. This  was one of  the few packages writ t en to use the
extra memory  available on a I  30XE, while remaining compat i-
ble wit h smaller memory  machines.  I t  has also been around for
a number of  years, so there is no shortage of users to com-
municate with,  and gain assistance f rom.

TRANSDISK IN ACTION
When you boot up the disk, you are presented wit h the

following menu:

1 Index of  drive one fi les
2 Index of drive two fi les
I llnit ialize disk
(S)tandard autoboot  tape read
(N)on-Standard autoboot  tape read
(W)rite new disk t ile
(A)ppend to disk  fi le
(D)elete disk  fi le

Ninety  per cent of  the t ime,  us ing Transdisk  is quick  and
easy. Hav ing a 130XE,  or expanded XL also help to l imit  the
t ime you need to invest in copying your cassettes. So, wit h the
exception of  the odd few problemat ic  cassette formats,  the
Following stages are all that  need to be undertaken to copy
cassettes, and place them on disk_

("Initia lize disk
This  opt ion enables the user to format  a disk for either 64K or

s tandard games. At  the s ub-menu select either XLMENU.SYS
(XEMENU.SYS on the 130XE) for 64K games. or XTMENU.SYS
For s tandard games. Your blank  disk  is then format ted,  and
the relevant  menu driver writ ten to it.



(S l ta nda rd autoboot tape  read
This  is the opt ion used for t rans ferring most cassettes. Wit h a

tape inserted,  the cassette deck is set to 'play', and the 'start '
key is pressed. The software wil l now read in the fi rst stage of
the cassette: some cassettes are only  one stage long, but  most
are made up of several. I f  your cassette is made up of several
stages this  wil l be apparent  during a normal cassette load.
When loading,  the recorded hisses and crackles wil l  be inter-
rupted wit h the occasional gap. normal ly  las t ing two or three
seconds. I f  you k now the number  of stages a cassette is made
up of  (load the tape normally ,  and count  them) then 'opt ion/
select' ran be used to set the number stages needed. This  is no
problem on a I  30XE. but  you are limited to the number of
stages a smaller memory  machine can load at  once.
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This  opt ion writes  the game ille, or stage. to any menu disk.
You may  writ e the fi le out  as many  t imes as you wish.

Now, boot ing the new disk wil l  give a menu showing the
games current ly  stored on it. Simply  press the let ter which
corresponds to the required game/ program and,  i f  all is well,
the game should load.

MEMORY LIMITATIONS
If you own a 48K or 64K machine there wil l be many  games

whic h cannot  be held in memory  in full (the Transdisk  prog-
ram uses a fairly  hefty c hunk  of memory).  This  is especially
not iceable wit h games whic h load ext ra levels. This  is where
the 'append' func t ion comes into play. The cassette is copied in
the usual manner,  but  wit h the number of stages set to I .  The
one stage copy is then loaded and writ t en to disk, Each
subsequent  stage is loaded. and 'appended' to the main fi le
unt i l  the game is copied. The only drawback  is the length of
t ime the user has to spend at the keyboard,  wait ing for the
indiv idual stages to load,

NON-STANDARD CASSETTES
Some cassettes wil l not copy wit h the s tandard sett ings, and

the non-s tandard opt ion wil l  have to be used. This  is well
covered in the ins t ruc t ions  but ,  briefl y,  it  is used as follows.
Dif ferent  tapes may  have dif ferent  'baud' sett ings. A baud
sett ing relates to the speed and size of  port ions of  data being
t ransmit t ed to the computer,  v ia the tape deck, The non-
s tandard opt ion allows  you to choose dif ferent  sett ings for
baud rate- 0.2,4,6 and 8. Anyone who owns Fighter Pilot wil l
have not iced the dif ferent  sound that  the cassette generates
when loading:  t his  wil l not  copy on a s tandard sett ing, however
by set t ing the baud rate to eight.  Transdisk  wil l  copy Fighter
Pilot wit h ease.

IN CONCLUSION
Mransdisk is a very powerful ut il it y  and is a mus t  for an disk

owners.  I t  does all that  it  c laims,  and usually  wit h lit t le fuss,
and the mi n i mum of  effort. I t  does, however,  have some limit a-
t ions:

Compatibility
Alt hough it  is compat ible wit h DOS 2, i t  is not  easy to backup

menu disks. The best I have managed is to format  a disk  wit h
Transdisk  and then delete the menu.  Next, load DOS 2 and

use 'duplicate disk'. This  wil l  copy a whole menu disk,  but  I
usually  fi nd that  one of the fi les wil l not  work  properly .  To
combat  this. I t hen use t ransdisk  to copy a stage f rom any
cassette and writ e a dummy  fi le to the menu disk. Once the
menu disk  is copied, the dummy  fi le is usually  the fi le cor-
rupted.

Disk space
The menu fi le takes a large number of sectors (120) so games

like Gaunt let  wil l  not  fi t  on a disk unless it  is in enhanced or
double density.

Games With extra levels
Games that  load extra levels are especially diffi cult  to copy. I

have s t ill not managed to copy Gaunt let  and The Goonies.

Game saves
Cassette games whic h use game save (such as adventures) do

not  have the save facility ported to disk, however I have found
that  this  can be overcome with many  adventures such as
Mordon's  Quest, Adventure Quest, and all the Scott Adams
tapes. Simply  press system reset when the game is loaded.
Somet imes this  re-boots the game, in whic h ease it  wil l  not
work,  but  if  the game reappears instant ly ,  you can now save to
cassette. This  is not  part icularly  annoy ing,  as most  game save
facilit ies only  take a few seconds anyway.

One fi nal hint  that  may be useful is that  DOS 2 can read the
disk. So, you can use a sector editor to examine the copied
software. and you can use a DOS 2 based cataloguer.

Despite the minor limitat ions ,  I have absolutely  no hes itat ion
in rec ommending this ut ilit y .  Indeed. I would suggest that  this
is the one essential disk  in all drive owners '  collect ions.

Availability: Page 6 Publishing
Price: E12•95
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GRAB THE LYNX
ROBIN!
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and Sega, t he Lynx is more than holding its own wit h
regular sof tware releases. Atari are mak ing sure that

their great lit t le machine doesn't  fall behind in the software
stakes and this  issue I have been able to test out f our more
cartridges.

B A T M A N
R E T U R N S

The fi lm set a new world re-
cord, account ing for almost  half
of North America's  total box
office sales on its opening

weekend. The Warner Bros. mov ie drew in over seven mi l l ion
c inema-goers  and took S46.8 mill ion!  Atari were the fi rst to
release the game of the fi lm and if  you don't  have a Lynx yct
you can get one free wit h a new Lynx 2 for only £99.99 - by
itself  the cart ridge is E34.99.
It is a fairly  s tandard horizontal-sc rolling beat -'em-up.  The

graphics  are superb wit h large colourful sprites. the animat ion
is excellent,  and the baddies keep coming in an unrelent ing
s t ream of  varied violence - fists, knives, bombs,  mac hine guns
and mot or bikes permeate the fi rst level wherein you mus t
bat t le the Red Triangle Gang to reach the Penguin as the fi rst
"end-of-level monster".
The Bat man leaps and somersaults  all over the screen under

joys t ick  cont rol and you can at tack wit h fists. batarangs  or
v ials of acid - watch out  for replacement  weapons  along the
way!
An excellent arcade game, wit h the only real c rit ic ism being

that  it  is  VERY hard and there are no restarts or passwords.

If you want  a rest f rom the stress of
high speed arcade act ion, but  you
don't  want  to have to t hink  too hard,
this  could be just  the game for you.

You s t roll around the Casino wit h $2000 burning a hole in
y our pocket - when you fi nd one of  the five games and fancy
los ing a few dollars  just  press but t on A!
All the games are played very realis t ically ,  wit h full bet t ing

opt ions,  and odds just, like in real casinos. You should be
aware that  the odds in casinos are set so that  the casino
makes a profi t !  Some people win,  some people lose - but  on
average the winners  win less than the losers lose! So don't
expect to make a profi t  every t ime - fortunately  there is a
cashier who wil l  let you have another W O O  if  you blow it  all!
The Roulet te and Black jack  are both pret ty  full implementa-

t ions of  well-known games. The Slots are a lit t le primit ive
compared to the sophist icated devices available in pubs  these
days - but  are f un for a change. The Poker is a v ideo-machine
vers ion - you get live cards - change as many  as you wish once
- and get set winnings  for part icular hands  - you aren't  play ing

L Y N X
C A S I N O
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against  anyone else. The last  game is less well k nown - it  is  an
American dice game called Craps - no it  is nothing to do wit h
the useful device invented by Thomas  Crapper!  You roll a pair
of  dice and then bet as to whether you wil l  t hrow the same
number  again before you t hrow a seven. Lots  of side bets are
allowed on every t hrow of the dice.
If two Lynxes are linked then you can share the Roulette.

Black jack arid Craps  games.
All the games are well explained in the ins t ruc t ions  and all

are well implemented so that  you can play very easily and lose
all your money as quick ly  as you like! Great  fun!

A high speed race against  t ime along
twis t ing waterways - you drive

st raight  into the screen t ry ing to avoid or blow up all the
obstacles to reach your dest inat ion before you run out  of fuel.
You are delivering valuable cargoes - i f  you crash they mus t  be
retrieved f rom the water - or f rom an enemy ship whic h grabs
them. Lots of  "cont inues" so once you get the hang of the
controls  you can keep going for a long t ime.

Collect lots  of money along the way and you can buy  a nice
selection of  weapons and power-ups  in the end-of-level shops:
boosts (high speed flying), ant igrav  (normal speed flying), fl am-
ers, uzis, s mart  bombs.  shields.  6 way shots, and ext ra fuel.
Not hing part icularly  innovat ive. but  a good game of the genre

if  you don't  have one already.

H Y D R A

H O C K E Y
very helpful if  You don't  k now the rules  of Ice Hockey - t hough
some of  it may  be a lit t le confusing. The act ion is fast and
furious  and it  takes a bit  of  gett ing used to before you can join
in the f rant ic  act ion that  carries on all around you regardless
of what  you do. There are five men on your team and you
cont rol one of them • you can switch to control the one nearest
the puc k  at any t ime wit h Opt ion
Two special sequences are the Fight  and the Shootout  - both

can be pract ised f rom the main menu.  Fights  can be ins t igated
by either side at any t ime - it  switches to a closeup of  the two
men who can do four dif ferent  punches  while duck ing and
weav ing - the loser gets sent off for a t ime!  Shootouts  resolve
draws - t urn your Lynx sideways and Lake alternate shots at
each others goals.
There are lots of teams to choose f rom and you can tailor

them for sk ills  at Slapshots.  Defence, Passing. Fight ing,  etc.
Highly  addict ive once you get the hang of it - an excellent

addit ion to the Lynx range.

St ill technically  the most  power-
ful hand-held,  the Lynx's only
real weakness was the range of
games, but  this  cont inues  to go

f rom st rength to s t rength and wit h the rumours  that  games
like Pit fighter, Lemmings  and Eye of the Beholder are on t heir
way  the Lynx is defi nitely  worth buy ing!

F U T U R E
R E L E A S E S

An excellent  sports  game wit h lots
of nice features. The manual is

by John Sweeney
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FOOTBALL
CRAZY!
KENNY
DALGLISH
FOOTBALL
MANAGER
The ultimate in football manage-
ment games, for  the first time in a
football management simulator
Kenny Dalglish's Soccer Manager
combines stunning top-notch full colour graphics with a fun-packed
game design which will leave you breathless v%ith its great features.
It has an amazing easy to use icon-drive play system and the exciting
gamespiay includes: ful l  four  division league, detailed graphic high-
lights, board of directors for detailed performance reports, detailed
game strategy, hair-time updates, substitutes. injuries, suspensions,
lull transfer market and lots, lots more!

Cassette only O U R  PRICE E2.95

CLASSY CASSETTES
SPEED HAWK
One of Atar i 's last games for the 8-bit released
only a short time ago at full price can nOW be
yours at budget price! A smoothly scrolling arcade
game in which you must defend the 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

Originally f8.95 O U R  P R I C E  E 2 . 9 5

BOULDERDASH II
IL must for  fans of the original Bouldcrdash 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 E2.95

To celebrate this issue's
major feature on football
games we are pleased to be
able to offer some of the
best football games still
around. Enjoy these while
you can!

S T ILL  A V A I L A B L E
TWO POPULAR ROMS BACK IN STOCK
RIVER RAID - ONLY E3.95
KABOOM - ONLY E2.95

See previous issues for full descriptions
of these great games

FOOTBALLER OF THE YEAR
You're a 17 year old apprentice in the 4th
Division with only f5,000 and 10 goals to your
name. Have you got what it takes to cope with
the trauma of transfer deals, injuries and other
match day problems, while displaying skill and
professionalism in matches throughout
Europe? Rise through the divisions. outclassing
rivals on the way to prove you are the best and
gain the highest accolade Foot ba l l e r  O f The
Year!

OUR PRICE El .95

N E W !

CASSETTE
ONLY

LEAGUE CHALLENGE
Manage your favourite foot ball team your way.
No more matches lost because the manager
chase the wrong team or  played a wrong com-
bination. Now is your chalice to go for Division
One. Maybe even win the league and cup dou-
ble. Who knows, you may even find the mana-
ger's job Is more difficult than you thought.

OUR PRICE El .95

N EW!

CASSETTE
ONLY

NEW!

DISK
ONLY

TRIVIAL PURSUIT
The classic board game translated to the Atar i
with added question power. Now you can
answer questions presented with music and
graphics as well as straight text. An ideal fami-
ly game or one you can play on your own.
Over 3.000 questions and all the mechanics of
the game taken care of by the computer. Trivia
has never been so much fun and has never
been available before at this price!

Originally .114,95
OUR PRICE E4.95

N E W! CRUMBLE'S CRISIS
Captain Crumble was one of the characters
that found a unique place in the hearts of
many Atar i  addicts. This truly English creation
will warm your heart WO as he rushes around
trying to round up the Fimies who have
escaped Irmo 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 .0.95
DISKONLY O U R  PRICE E2.95
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LIMITED STOCK ITEMS

THE ETERNAL DAGGER J I N X T E R NATO COMMANDER DECISION IN THE DESERT
Many consider the SSI role-play- An adventure from Magnetic You are commander of Nato and Take command at the Battle of El
ing games to be among the best. Scrolls, lhe team that set new your task is to defend Europe Alamein_ You can lead either side
This is the follow up to the best- standards in adventure design from Soviet invasion_ Top class in this accurate simulation from
selling Wizards Crown Requires 1050 or XP551 drive graphics, live scenarios the crealors of F-15 Strike Eagle

DI S K DI S K DISK c AS S E TTE
O r i g i na l  pr i ce  E 2 4 . 9 5 O r i g i na l  pr i ce  E 1 9 . 9 5 O r i gi na l  pr i ce  ,C14_95 O r i g i na l  pr i ce  E 1 4 . 9 5
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INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED
These items of software are new to us or are replacements for items previously sold out

Some are in short supply and may not be available again. Get them while you can!

ADVENTURES/ROLE PLAYING

OUR PRICE E8.95 OUR PRICE E7.95

GAMES
E N C O U N T E R

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

CASSETTE ONLY O U R  PRICE E2.95

T E N N I S
Great sports fun either against
the computer or another player,
singles or doubles_ All the shots
are here for lop class action

R O M
Nor m a l l y  .E12_95

OUR PRICE E6.95

BLUE MAX
Everyone must have heard of this
World War Two 3-0 flying
game.We no longer have the ROM
cartridge but this classic can be
yours on disk for a lowly sum

DI S K U N I
XOUR PRICE E2.95

S P I N D I Z Z Y
Well known and highly regarded
game in which the aim is to explore
and map a 3-0 world_ Excellent
graphics and testing puzzles

DISK O N LI
O r i gi na l  pr i ce, 19. 95

OUR PRICE £4.95

SMASH HITS 7
Four great games • Colossus Chess
3_ Electraglide, Blue Max and Ailey
Cat. This sold out very quickly last
time!

DISK
O r i gi na l  pr i ce -114_95
OUR PRICE E3.95
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MIDNIGHT MAGIC
Pinball on your Atari can become
totally addictive.Now you can join
in the lun with all the thrills of the
pinball table on your screen.

R O M
O r i gi na l l y  C1 4 - 9 5

OUR PRICE E7.95

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.

DI S K O N LY
OUR PRICE £2.95

PA C - M A N
Possibly the most well known of all
computer games. Still a classic and
still in demand

RO M CARE R tDOE
O r i gi na l  pr i ce E12. 95
OUR PRICE E6.95
INTERNATIONAL KARATE

Atari owners waited years for this
and when it finally arrived everyone
raved over it_ Still the best karate
game around.

DISK
O r i gi na l  pr i ce £9 . 95
OUR PRICE E4.95

WAR GAMES

OUR PRICE E5.95
CONFLICT IN VIETNAM

Five battles of the Vietnam War
recreated as you lake charge of
some of the most decisive battles
attempting to change history.

DI S K O N L Y
O r i gi na l  ,114.9.5

OUR PRICE E5.95

F I E L D  O F  F I R E
From th e  sands e l  North  Af rica  and the  beaches o f  Normandy t o  the  b ridges o f
The Hoer a n d  the  fo rests o f  The  Ardennes yo u ' ll lead  Ea sy Company in t o  t h e
crucial batt les o f  World  War II . Th is line  tact ica l simulat ion is h isto rica lly accurate
and requires good planning and execution to recreate o r alter h istory,  To heighten
the rea lism  and immediacy a w in g  p lay,  specia l attention h a s been g iven  t o  the
Hi-Res co lo u r g raph ics and  live ly sound  e f fects.

DISK ONLY O U R  P R IC E  C6_95

NIBBLER
Slinking through an unknown land Nib-bler finds h imself  in  an iridescent world
of constant change. As lime  grow shor-
ter h is b o d y grows longer and he risks
running into yourse lf . Can he survive?

L U S A  O N L Y
O r i gi na l  pr i ce  L
-
9 . 9 5

OUR PRICE JUST E1.95

OUR PRICE E5.95
PANZER GRENADIER

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

DI S K
O r i g i na l  pr i ce  , e19. 95
OUR PRICE E9.95

FS2 SCENERY DISKS
We  ha v e  a  f e w  scener y
di sks i n s tock  a t  , C14. 95
e a c h -  pl ease  p h o n e
f o r  detai l s

SIMULATIONS
MIG ALLEY ACE

An aerial combat simulation set
in Korea with 3D graphics, cock-
pit instrumentation, different skill
levels and much more

DI S K
O r i gi na l  pr i ce  £ 1 4 . 9 5

SOLD OUT
SARGON III CHESS
Regarded b y som e  a s the fi nest
chess sim u la to r o l a ll. N in e  le ve ls
from beg inne r to maste r. Idea l t o
learn w it h  a s the  manual teaches a ll
the fundamen ta ls o f  the game

DI S K
O r i gi na l  pr i ce  E 1 6 . 9 5
OUR PRICE E5.95

SOLO FLIGHT
A very neat flight simulator, not
as complex as FS2 but still with
the real feel al flying_ Ideal to
learn on before trying FS2 itself!

DI S K
O r i gi na l  pr i ce  E 1 4 . 9 5

SOLD OUT
COLOSSUS CHESS 4

Cla ims t o  be  the best  ch e ss p rog -
ram o f  a ll. The  w rit e rs o f  Sargon i l l
wou ld  d isagree,  b u t  there  is n o
doub t h is is  a fi ne  ch e ss sim u la t ion
pa rt icu la rly t o r advanced p la ye rs

C A S S E T T E  ° N I A
O r i gi na l  pr i ce1714 . 95
OUR PRICE E6.95

WE SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE
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GAMES
T E NNI S  N E W !
Great sports fun either against the computer or
another player. singles or doubles Forehands and
backhands, lobs - they are all here.
RO M N o r m *  E12.95 O U R  PRICE E6.95

J O US T  N E W !
Don your helmet and hoist your lance and climb
aboard an ostrich in this unusual arcade game! Do
battle with the evil Buzzard Riders!
RO M N o r m *  .112.95 O U R  PRICE E6.95

M I DNI G HT  M AGI C N E W !
Pinball on your Atari can become totally addictive.
Now you can join in the fun with all the thrills of the
pinball table on your screen.
ROM Nor r nM pve 114 95 O U R  PRICE E7.95

S TAR RAI DE RS  2 N E W !
The Original Star Raiders is updated with better
graphics and sound. A great follow up to an all time
classic
RO M N o r m *  lid 95 O U R  PRI CE E7_95

RO BO T RO N 2 0 8 4
You're the only being left who can defend humanity
against the Robotron armies! You've got to move
quickly to rescue the delenceless humans
RO M Nor m al ly C12.95 O U R  PRICE E6_95

US  FOOTBALL
American Football is now a big craze in this country
and you can now play at home. Otesmari the
defence, make tackles. select plays and more
ROM Nor m al l y  £12.95 S O L D  O UT

E AS TE RN F RO NT  (1941)
The classic war simulation by Chris Crawford that
astounded Atari users when it was released. Based
on Operation Barbarossa on the border of Russia
ROM N o r m *  f12_95 S O L D  O UT

M O O N P ATROL
Your beat: Sector Nine. home at the roughest,
toughest thugs in the galaxy Great 3D graphics
and good music in this arcade conversion.
ROM N o r m a l l y  C12.95 O U R  PRI CE E6.95

MI SSI LE  CO M M AND
Another at the all-time classic arcade games that
has you defending cities from missile attack For
one or two players
ROM N o r m *  f14.95 O U R  PRI CE E5.95

Z AX X O N
One of the all time classics for the Atari. Zaxxon set
new standards with its unique 3 dimensional battle-
field and great graphics
DISK P R P  f9.95 disk
CAS S  C 9  95 CaSS O U R  PRICE 22.99

TAI L  OF BE TA LY RAE
Our A Z of Atari Software series says The ultimate
'Scramble' clone with superb graphics and music,'
A great horizontal scroller
CASS O U R  PRICE JUST 99p

F I GHT  NI G HT
Fignt Night brings you all the thrills of the boxing
ring as you lace the most brutal fighters ever in five
separate battles, 1,2 players.
RO M No r m a l l y  £14.95 O U R  PRICE £7.95

S T RANGE  ODY S S E Y
At the galaxy's rim, there are rewards aplenty to be
harvested from a long-dead alien civilization. Fabu-
lous graphic adventure
DISK Ongirlal price f19_95 O U R  PRICE £7.95

Z O RK
One of the most famous adventures of all time
Classic Intocom in the original box and packaging.
A real bargain!
DISK Or iginal ly129.95 SUPER PRICE E2.95!

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!

• G A M E S
BAT T L E Z ONE
Another cracking arcade conversion That set new
standards. Command a tank on the battlefield
under attack from enemy tanks and flying saucers.
ROM Nor m al ly £14.95 O U R  PRICE E7,95

S UP E R BRE AKO UT
Breakout was the original simple yet totally addle-
five game arid this enhanced version will provide
even more addictrve fun. Needs paddles
ROM N o r m a l l y  £9.95 O U R  PRICE E3.95

LODE RUNNE R
Another classic, perhaps the best of all platform
games. Includes a unique extra that allows you to
create your own levels.
RO M N o r m a l l y  114.95 S O L D  O UT

ONE  ON ONE
Play basketball with two Of America's top players in
this great sports simulation which features realistic
offensive and defensive moves
RO M N o r m a l l y  114.95 O U R  PRI CE £6.95

CAV E RNS  OF M ARS
Winner of one of the first Alan programming com-
petitions, this was one of the first vertical scrollers
and remains much sought alter - LAST FEW WITH-
OUT BOX BUT WITH FULL ORIGiNAL MANUAL -
DISK L O W  PRICE £4.95

KABOOM
Challenge the master bomber as he tries to bomb
you out of sight. Great fun, especially for the kidswho will love it
ROM O r i gm a l l y  E12 95 SPECIAL PRICE C2_95

RI V E R RAI D
One ol the classic scrolling games in which you
fight your way up river, bombing and shooting ev-
erything insight.
ROM O r i g i n , *  114.95 SPECIAL PRICE E3.95

MAX WE LL'S  DE M ON
A simple yet challenging puzzle game which will get
you totally addicted. in tact two games in one tor
double the fun
DISK O r i g i n a N y  19.95 O U R  PRICE E1.99

APPL ICATIONS
TY P O AT T ACK N E W !
A typing trainer based on the Space Invaders con-
cept in which you hone up your typing skills by
blasting falling letters. An enjoyable way to learn.
ROM N o r m a l l y  112 95 O U R  PRI CE E6.95

S KY WRI T E R N E W !
Recreate a word from its pans which float across
the screen on clouds. A simple concept but one
which teaches in an interesting way. Ages 5-+
RO M Original price 112.95 O U R  PRI CE E5_95

M AS TE RTY P E
Now anyone can learn to type whilst playing a
challenging game. One of the original :game based'
typing tutors and a bargain priced ROM!
RO M P R P  f '4.95 O U R  PRI CE E2.95

LE TTE R WI Z ARD
For those who need a little more sophistication in a
word processor. Letter Wizard gives you all of the
features you would expect
DISK Original Price .119.95 N O W  E5.95

INVITATION TO PROGRAMMING 2
Entitled Writing Your Own Programs, comprises
TWO cassettes and TWO workbooks and does not
require Invitation To Programming 1.
CASS Original Price E12.95 O U R  PRI CE E2.95

APPLICATIONS
M US I C P AI NTE R
An exciting educational program that helps to teach
rrILISPC by using colours instead of notes. For chil-
dren or adults alike
DISK O r i g i n a l l y  £14.95 O U R  PRI CE E7.95

M ACRO AS S E MBLE R
The Macro Assembler will allow you to create your
own machine language games and applications 5
times faster than with the Assembler Editor
DISK N o r m a l l y  f19.95 O U R  PRICE E7.95

P L ANE T ARI UM
A fascinating look at the heavens. Over 1200 stars.
88 constellations, the solar system and more than
300 deep sky Objects are depicted -1050 DRIVE
ONLY - please state when ordering it you have a
US Doubler
DISK N o r m a l l y  11595 O U R  PRI CE E 6_95

P ROOFRE ADE R
Users of Atariwriter will be delighted with this, the
long lost spelling checker for the Atanwriter car-
tridge!
DISK OUR PRI CE £5.95

BAS I C CART RI DGE
Some programs. especially some early public do
main programs won't run on the XL,XE but they will
if you plug in the old version of Basic.
RO M O U R  PRI CE £3.95

E D U C AT I O N
JUGGL E S  RAI NBOW
A first computer experience for children aged 3 to 6
that teaches the concepts of above, below. loll and
right plus letter recognition
DI SK/ CASS O U R  PRICE £5.95

JUGGL E S  HOUS E
Another for 3 to 6 year olds leaching the concepts
of inside. Outside, T i e r  and lower with Juggles'House and Toyshel
CASS O U R  PRI CE £5.95

SPECIAL OFFER PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95!

BOOKS
EASY PROGRAMMING FOR
YOUR ATARI MICRO
This book went Out at print 3 years ago and we
have been searching for a replacement ever since
We are absolutely delighted to have found more
stocks of one at the best beginner's books ever
published.

NE W RE DUCE D PRICE E4.95

M I CRO E NQUI RE R
A large format book that covers the world of micros
in general with some specific Atari sections. The
book contains a lot of worthwhile background inlor-
mation on home computing
Published price f8.95 O U R  PRICE E2.00

ATARI  ADV E NT URE S
An excellent book written by adventure expert Tony
Bridges covering adventures in general and show-
ing how you can write your own adventures
Published price £5.95 O U R  PRICE E t a )-
WRITING STRATEGY GAMES
It you are led up with simple arcade style games
but are not sure of the maths required in writing
'thinking' games like chess here is a book that will
help you out
Publxsned once 15.95 O U R  PRICE E1.50
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Oty,

GAMES SOFTWARE
Title Pike

L Total

1BASIC CARTRIDGE BATTLEZONE E7.95
1INV TO PROGRAMMING 2 E 2.95 CAVERNS OF MARS E 4.95

E 5.95
,E 5.95 .JUGGLES RAINBOW

FIGHT NIGHT E 7.95

t 9.95
JOUST E6.95

E2.95

t 5.95
KABOOM E 2.95

E6,95
E 5.95

MAXWELLS DEMON E 1.99
E5.95

E 7.95
MIDNIGHT MAGIC E735

E2.95
E 2.95

MISSILE COMMAND E 5.95

E8.95
E 7.95

MOON PATROL t 8,95
.0.95E6.95

E 6.95
NIBBLER

FOOTBALLER OF YEAR
ONE ON ONE t 6.95
RIVER RAID t 3.95

E5.95 ROBOTRON 2084 E 6.95
E7.95 5.95 STAR RAIDERS 2 £7.95
E2.95

aty

STRANGE ODYSSEY E 7.95

E1.95 SUPER BREAKOUT E 3,95

E5.95 , TENNIS E595

E6.95
ZAXXON - CASS

,
t 2,99

E9.95
Total

MON - DISK t 2,99

E5.95

MICRO ENQUIRER t  2.00

ZORK E 2,95

E3.95
Total

oty

NEW SOFTWARE
Title Price Total

1BASIC CARTRIDGEBLUE MAX £2.95
1INV TO PROGRAMMING 2 E 2.95BOULDERDASH II E2.95

E 5.95
,E 5.95 .JUGGLES RAINBOW

CONFLICT IN VIETNAM E5.95

t 9.95CRUMBLE'S CRISIS E2.95

t 5.95COLOSSUS CHESS 4 E6,95
E 5.95DECISION IN THE DESERT E5.95
E 7.95ENCOUNTER E2.95
E 2.95ETERNAL DAGGER E8.95
E 7.95

FIELD OF FIRE E6.95
E 6.95

FOOTBALLER OF YEAR E1.95 E 5.95
INTERNATIONAL KARATE E4.95 E5.95

JINXTER E7.95 5.95

KENNY DALGLISH E2.95

aty

PUBLIC DOMAIN
Trite

LEAGUE CHALLENGE E1.95

ISSUE 58 DISK
NATO COMMANDER E5.95

SINT REFERENCE GUIDEPAC-MAN E6.95
TURBO BASICPANZER GRENADIER E9.95

TotalSARGON III CHESS E5.95

MICRO ENQUIRER t  2.00

SMASH HITS 7 E3.95

Total

SPEED HAWK E2.95
SPINDIZZY E4.95
SUN STAR E2.95
TRIVIAL PURSUIT E4.95

Total

aly.

SERIOUS SOFTWARE
Title Price Total

1BASIC CARTRIDGE t 3,95

TRANSDISK IV

1INV TO PROGRAMMING 2 E 2.95
JUGGLES HOUSE E 5.95

,E 5.95 .JUGGLES RAINBOW
JUGGLES RAINSOWNOUSE t 9.95
JUGGLES RAINBOW • DISK t 5.95

LETTER WIZARD E 5.95
MACRO ASSEMBLER E 7.95
MASTERTY PE E 2.95

MUSIC PAINTER E 7.95
PLANETARIUM E 6.95
PROOFREADER E 5.95

SKYWRITER E5.95
TYPO ATTACK 5.95

Total

aty

PUBLIC DOMAIN
Trite

ETC.
Price Mai

ISSUE 58 DISK t 2.95
SINT REFERENCE GUIDE t 6.95
TURBO BASIC E 3.95

Total

BOOKS
The P r i c e  Total

•  EASY PROGRAMMING E  4.95
MICRO ENQUIRER t  2.00
ATARI ADVENTURES E  1 50

•WING STRATEGY GAMES E 1.50
Total

PAGE 6 SOFRARE
All on disk unless shown
Tille Price Total
TRANSDISK IV E12.95
TARITALK E19.95
MINI OFFICE II 04.95
SPELL ME. Disk E 6.95

TELEPHONE ORDERS 0785 213928

Name

Address

Total Order E
OVERSEAS postage PLUS 25/0"  E

Total E
NOTE OVERSEAS POSTAGE CAN SOMETIMES EXCEED THE VALUE OF THE ORDER - IF
THIS OCCURS WE WXL  WRITE TO YOU BEFORE SHIPPING

Please make cheques payable to PAGE 6

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

Expiry date: E D  F i n

Signature

CASSETTES
see inside front cover

Total puce post tTee

Tile

99p CASSETTES

Total

Qty. Title P r i c e  T a l i
TAIL OF BETA LYRAE E  099

FREE NIBBLER --
)F ORDER TOTALS El° or more (ex. postage)
DISK ONLY- 1JCK IF REQUIRED

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

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

Total

N O T E :  Post and pack ing as shown MUST be added to all software exc luding
special cassettes, public  domain and PAGE 6 Software. Most goods will be
despatched within a few days but please allow up to 28 days for delivery

El I  enclose cheque/P.O. for E

E l  I  authorise you to debit my credit card

OVISA OACCESS EIEUROCARD DMASTERCARD
My card number is:
EILEIE EMEI  ELIDE EIFIED

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



B e i n g  one of the 26 drivers that
make it  to Formula One status is
certainly  something desired by

everyone who has ever sat in a rac ing
ear. The t hri l l  of man and machine roar-
ing around a race (rack for an hou r  and
half  is something only experienced by a
select few.
As computer games become more and

more advanced it 's now possible to s imu-
late more accurately  jus t  what  is re-
quired to make the best rac ing driver in
the world.  I n the past there have been
numerous  rac ing games of  dif fering
styles f rom Pole Posit ion to Vroom,  hut
never before has a game come so close to
giv ing you all the t hril ls  of  F I on the ST.
The fi rst t hing that  hit s  you about  this

product. is the qualit y  of  the presentat ion.
The graphics  are absolutely  except ional
t hroughout  and the speed of  the polygon
manipulat ion for both the t rack and the
other cars Is wit hout  a doubt  among the
fastest yet seen on the ST.
Formula One Grand Prix is. basically,  a

very precise s imulat ion of  the Formula
One world c ircuit .  Beginning in Phoenix
you mus t  make sure that  your career
stays on target  t hroughout  all 1
6  t r a c k sso you can become the world number
One. Simple as that.
All of  the rac ing is presented in a very

'fl ight  s im'  sort of  way. Your v iew is f rom
Inside the car wit h the t rack snak ing off
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I  Title: M1CROPROSE FORMULA

ONE GRAND PRIX
Publisher: Mi cro p ro se
Price: £ 3 9 . 9 9
Reviewer: John Davison jnr,

A

S I M U L AT I O N S

towards  the horizon
however,  in t rue
s imulat or style, you
can switch v iews to
watch the cars f rom
anywhere around the
track.
Unlike many  other

rac ing games, strate-
gy is an import ant
aspect in  the game.
Between races you
mus t  cont rol all the
variables that  effect
the performance of
the car. Wing angles,
gearing, and brakes
can all be changed to make sure that  you
car is best suited to the t rack on whic h
you are racing.  Also, whils t  in the middle
of  a race you can pop into the pits to
have a quick  tweak of anything that  you
feel may  be caus ing a problem.
Cont rol is by  means of either joyst ick or

keyboard, or a combinat ion of  the two. I
was extremely surprised at  just  how
accurate and responsive the controls  are.
Many  race games, especially  the 31) pers-
pective ones, are normally  a bit  s luggish
due to all the mat h and number  c run-
ching being done by the computer.  By
clever use of their fl ight  situ graphic
manipulat ion techniques though,  Mic -
roprose have managed to produce a very

slick and smooth product .  There's
not hing worse than a game where
the s luggishness of  the graphics  for-
ces you to ludic rous ly  oversteer and
bounce about  all over the place!

However pretty or clever a game
may be though.  it  doesn't  mean
(fi ddly if  the game Is a pig to play.
Fortunately .  Grand Prix  Is a thor-
oughly  playable game that  wi l l  keep
you ensconced for absolutely  ages.

Fans of the "put  your foot down
and hope for the best" genre of rac-
ing games will doubt less have a spot
of  bother with this. You need to be
able to t hink  jus t  like a rac ing driver

to be good at it. The strategy and plan-
ning is almost  equally  as Important  as
the actual driv ing,  this  isn't  to say that  it
doesn't help to k now what  you're doing
behind the wheel thought  Being able to
drive out  in the real world is certainly
going to help you somewhat .  J udging
bends and chicanes accurately  is ex-

UVI FORMULA ErN E
GRAND PRIX

66 defi nitely the
very best racing

simulator

t remely  import ant  and you' ll not ice that
the car reacts jus t  as you would expect.
As I ment ioned earlier,  t he presentat ion

is absolutely  top notch. The graphics  are
fast and ext remely  well drawn and the
sound effects are surpris ingly  realis t ic
bearing in mind the shortcomings  of  the
ST sound chip.
Overall I have to say that  this  is defi nite-

ly the very best rac ing s imulator to be
released on the ST so far. I t  is exquis itely
presented and has enough depth of  play
to at t ract  the s imulator nuts  as well as
rac ing game junk ies .  Certainly  one of  the
most impress ive t it les to he released on
the S'T in the past few months.

•  S I G HT AND SOUND T h e  graphics
are extremely well drawn and ludic-
rously well rendered whils t  the sound
is of  more than acceptable s tandard

•  GAMEPLAY Mo r e  than just  a racing
round p t rack type thing. A great deal
of  strategy is required to be good at
this!

•  VERDI CT - An accurate s imulat ion of
the Formula One Grand Prix circuit. I f
you're looking for the defi nit ive racing
game this is probably  it!
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EDUCATION
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al software with their terrific
Fun School series. Europres,s

Software are now expanding their range
with the AD1 series. Most educational
programs are aimed at younger  children.
but ADI  is designed for I I  year  olds and
upwards .  Subjects  to be released over the
c oming months  inc lude maths.  English,
and French. and needless to say all are
aligned with the appropriate National
Curr iculum attainment targets.
The series is named after the theme

character. AD1. an extra terrestrial from
the asteroid M823.  For  some reason he's
Inhabi ting your computer  and while
there intends to help you use it as an
educational tool_ He acts as your guide.
tutor, and friend as you work your way
through each of the subjects. The soft-
ware designers have tried to give ADI a
personality, so he interacts with you in
various ways. For  instance, i f you take
too long over answering questions he'll
fall asleep. or  if you upset him in some
way hel l  sulk or get am.,cry, He also
checks and records your performance.
comments on your  progress, tells jokes to
keep you amused,  encourages your
efforts, arid periodically gives you games
to play to prevent you becoming bored.

THE ENVIRONMENT
An ADI  subject  module consists of two

main parts, each on its own disk. These
are the "Environment" which forms the
core of the system, and various "Applica-
tions" which are loaded into it. Each user
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has to make his
own copy of the en-
vironment disk, as
his own personal
progress details are
recorded here.
The environment

contains a Help
facility, which ex
plains the various
controls available:
a realtime clock
showing the cur-

rent  t ime and date: y our current  score;
and the controls  for loading and termi-
nating the required application, There's
also a "Games" section, more of which
anon.
In addition there's a 'Tools" section,

which gives access to Notebook, Calcula-
tor. Diary, Letter Writing. Letter Reading.
and Control  Panel facilities. The Note-
book provides a small scratchpad for
making notes, while Diary gives you up
to six pages of free-form diary entries,
The Letter Writing facility allows you to
write a letter to another  ADI user and
save it on disk, The other person then
uses ADI's Letter Reading facility to load
It from disk and read it. Diary, and Letter
facilities are password protected, so only
those intended to read them can do so.
"'he mouse operated Calculator provides
four arithmetic operators. square root.
square, reciprocal, and reverse sign func-
tions. Control  Panel allows you to do
such things as set date and time, reini-
tiallse a session, and set the onscreen
clock to digital or analogue form.
The environment also has a "Document"

function. This is like a mini encyclo-
paedia, containing various facts supple-
mented by animated graphics. Its fairly
random range of topics include Europe.
Proverbs, Food Chain.  Origin of Man, En-
dangered Animals. Volcanoes, the
Planets. Flow of Blood, and Birth. Yes -
sex education by computer.  no less! it's
all very basic, but a useful bonus,  The
applications load their  own data into this
function, replacing that provided by the
environment. This usually shows the
basic rules and facts about the topics
being studied.

APPLICATION
MODULES

Ettropress supplied the English 11 and
Maths 11 modules for review. The num-
ber indicates the target age group, so
these are for 11 year  olds. English 12
and Maths 12 will be available soon, with
modules for 13 and 14 year olds to follow
in the A1.103E1111. French modules are also
planned.
The modules are large, al though they'll

run on any Sl lE) with double sided disk
drive and colour display. Europress
claim that each contains hundreds of
activities and I can believe this, having
spent many hours using the programs
and still not covered evetything. As you
work through the activities you're
awarded points for correctly completing
them, Points gain you access to the
games supplied as part of the environ-
ment, and these include versions of
Breakthrough.  Paeman. Battleships, a
platform game, and sliding tile and jig-
saw puzzles You start with access to just
one, and as your  score increases so does
the variety of games available.

ENGLISH 11
English 11 consists of four major sec-

tions, called Discovering Words: Using
Words: Understanding Words: and
Phrases and Sentences. Each section
contains several topics. each with many
associated activities. There's just not
space here to describe everything in de-
tail. so I'll just list the topics covered,
These are nouns: pronouns: verbs: adjec-
tives; adverbs; synonyms: antonyms:
prefixes; suffixes: correct use of words:
spelling patterns and rules: use of capital
letters; vocabillary and meaning of
words: similes and metaphors; sayings:
punctuation: and various word quizzes-
enough to keep you busy for a I -o-n-g
time_
Each topic is theme based, and study

text for this is loaded into the environ-



ment  as a "Book" funct ion.  For example,
the nouns  topic uses Cook's Expedit ions
as its  theme, whi le for adjectives it's Firs t
Men on the Moon. By  c lick ing on the
Book  icon you can quick ly  access the
text, and reading this  wil l  help you cor-
rect ly complete the activit ies.
Each topic starts wit h defi nit ions  and

examples of  the subject  to be covered.
Then you're usually  given pract ice at rec-
ognis ing words  of  the type being studied,
by select ing them f rom a list containing
words  of dif ferent types. You may  then be
asked to use the words  by fi t t ing them
appropriately  into given sentences. You
may also have to form words  f rom other
words,  e.g. mak e adjectives f rom given
nouns,  or complete a word wit h its  cor-
rect ending.  You also have to fi nd and
correct errors  in given phrases,  sent-
ences, or paragraphs;  and fi nd words  in
a list  or sentence mat c hing a given de-
fi nit ion.
Af ter answering each quest ion you're

treated to a short  but  amus ing animat ion
sequence, t he outcome of  which depends
on whether your answer is right or
wrong.  Your efforts elic it  various  reac-
t ions f rom ADI  ranging f rom sugary
praise to faint ly  abusive encouragement ,
accompanied by various bleeps, whis t les.
and various  facial expressions. I f  you
progress to ADI 's  sat isfact ion you' ll see
y our current  score increase, improv ing
y our chances of  play ing more games.
Your progress is stored on the environ-

ment disk, and is loaded in again at the
start of  subsequent sessions. The prog-
ress report  is  s imple,  showing only  how
many  act iv it ies were completed this  ses-
sion and mont h to date, plus  session and
cumulat ive scores expressed as mark s
out  of  twenty. You can also request  a
slightly more detailed display showing
major topics and charting your monthly
results out of twenty for up to a one year
period.

MATHS 11
The Maths  11 module follows the same

pat tern as the English 11 module,  so I 'll
cover it  more quick ly .  As before it 's di-
v ided into sections. topics, and activit ies.
The act iv it ies are wide ranging,  involv ing
direct  interac t ion via the screen, or
somet imes requiring "oMine" work  wit h
penc il and paper.  You can also make
good use of  that onscreen Calculator
here. However,  when displayed it  some-
t imes obscures part  of  the problem you're
t ry ing to solve and there's no way of  mov-

ing it  to a more suitable place.
The Symmet ry  sect ion inc ludes line and

rotat ional symmetry ,  and requires  you to
plot  refl ect ions of points, fines, t riangles,
and quadrilaterals  onscreen us ing the
mouse.
Simple Figures covers t riangles,  quadri-

laterals,  and geometric  construct ion.
This  last topic  requires you to draw spe-
cified const ruct ions on paper.  measure
part ic ular parts of  it. and input  the re-
sults  for checking.
Shape and Space is all about  peri-

meters,  areas, and volumes.  In some of
the act iv it ies you have to est imate values

by John S Davison

f rom onscreen diagrams,  so get t ing the
"right" answer can sometimes take sever-
al attempts.
Numbers looks at number operations.

proportions, percentages, and directed
numbers .
Algebra is a very basic int roduc t ion to

the subject ,  covering s imple equat ions
and funct ions.  Strangely,  t he act ivit ies
don' t  use algebraic notat ion although
this  is used in the module's  "Documents"
section. The act ivit ies were disappoint -
ingly short too - you're only ever asked a
couple of questions in each session.
Statistics again is just a brief introduc-

t ion, covering means, bar charts, and pie
charts. Once more you're only  asked a
couple of  questions in each session.
Perhaps later modules  will inc lude more.
As you might  guess, Ment al Calcula-

t ions exercises your mental arit hmet ic
capabilit ies.  I t  starts wit h addit ion and
subt rac t ion,  then goes on to mult iplica-
t ion and div is ion,  and fi nishes wit h series
of  operations.

CONCLUSIONS
ADI  isn't  jus t  an educat ional program,

but  potent ially  a complete educat ional

system. It 's not  restric ted to home use
either,  the two modules  covered here
would be equally  useful at home or in the
school c lassroom. Wherever it 's used it 's
intended to be an educat ion AID, and not
the sole means  of  learning about  the sub
ject  covered. Indeed one of its prime use,
wi l l  be as a rev is ion aid,  or to check that
you've unders tood a related c lassroom
lesson.
ADI 's plus  points  are that  it 's very com-

prehensive. expandable.  easy to use, and
generally  well implemented.  Its general
f riendliness is helped by good use of
graphics  and animat ion,  alt hough use of

sound is min im-
al. I t  scores
highly  on the
"entertainment "
f ront  too, prov id-
ing enough di-
versions to pre-
vent users be-
coming bored.
Naturally ,  it

also has a few
niggling points,
For instance, if
you answer a
series of ques-
tions on one
screen and get

one of them wrong,  you're usually  not
told which one's incorrect. It deletes ALL
the answers so you have to enter them all
again without knowing where your pre-
vious mistake was. Also, although the
Maths  module generally  supplies  correct
answers  after several incorrect  at tempts ,
the English module doesn't.  This  is part i-
cularly  irksome when combined wit h the
mult iple answer niggle ment ioned above.
One really  bad fault  is the s low response
to keyboard input ,  mak ing accidental
t yping of incorrect answers  all too easy.
Europress  really  mus t  fix this.
Overall though,  ADI  is a welcome addi-

t ion to the ever growing number of edu-
cat ional packages for the ST. I t 's certain-
ly one of the best I've seen for children
s tart ing secondary educat ion,  and wit h
its modular  approach promises  even
more for the future.  Looks like Europress
have done it  again!

A D I
Europress Software
E25.99 per module

Reviewed by John S Davison
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John S Davison's
regular guide to

all the ways
of making music
on your favourite

computer
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quencer,  and synthesiser perfect ing the song
that 's going to make you famous.  It 's a neat
lit t le number  us ing just  piano,  bass, and drum

sounds,  plus  an inc redibly  sexy alto saxophone solo. You're
really  proud of  it, so you save the sequencer fi le away on disk
and rush round to your mate's place to demonst rate it  to him
on his  MIDI  setup. He loads the fi le into his  ST sequencer.
sets it  play ing,  and n e a r l y  dies laughing at the sounds he
hears!
The piano has somehow t rans formed itself  into a strange,

swirly .  synthy sound.  That  pliedriv ing bass part  sounds  as if
It's being played on a giant  gong. The drums  have dis-
appeared altogether but  their rhy thms  are being played at
dif ferent pitches on a bass c larinet .  And your beaut ifully
seductive saxophone defies descript ion.  Not  only  is the sound
wrong,  but  it  seems to be out  of  t ime, some of  the notes are
miss ing,  and the delicately applied pit ch bend has been
replaced by horrible octave-wide pitch swoops. The overall
effect is  total cacophony!
The cause of  all this  grief  is that y our f riend has  a dif ferent

synthesiser hooked up to his  Atari_ The voice patch numbers
in this  are allocated to totally  dif ferent  sounds  compared to
those in your synth. Also, the MIDI  channel used to play the
d r u m sounds  is dif ferent,  but  even if  ii were the same you'd

54 I s s u e  58 • New Atari User

PORTABLE
MUSIC?

probably  fi nd the mapping of drum sounds  to note numbers  in
the d rum k it  don't  match.  For instance, the note used to
t rigger a snare hit  on y our synth could t rigger crash cymbal on
his. The sax solo line seems out  of t ime because the sound it
was played on had a s low attack, and notes were miss ing
because your friend's sy-rith can only  play eight  notes s imul-
taneously. whereas  yours can handle twelve. The pitch swoops
resulted f rom a dif ferent  default  value for the pitch bend range
- his  synth was obviously  muc h wider than yours.
Aaaaaggghhhhhh!
Fix ing the problem can get very messy. You need to fi nd the

appropriate sounds on y our f riend's synth and alter all the
program change commands  In your sequencer fi le to call t hem
up. Changing the drum t rack could be even harder - you may
need to t ranspose all the t riggering notes in the sequencer file
so they play the correct  ins t ruments .  There's  nothing muc h
you can do about  the dif ference in polyphony,  unless  you want
to go t hrough the fi le selectively delet ing notes where more
than eight  get played together.  I t 's all very tedious and t ime
consuming.  What 's  more,  you'd be faced wit h the same prob-
lem again each t ime you want ed to play back your song on a
dif ferent  type of  synth.
The problem is t hat  the original MIDI  specifi cat ion didn't  say

any thing about  allocat ing specific sounds to given program
change numbers .  The manufac turers  all went  t heir own ways.
even to the extent of  having dif ferent patch number ing for
dif ferent models  in t heir OWN ranges! This  has been holding
back the wider use of  MIDI in general "consumer" applicat ions,
whic h require that  a user can jus t  load a MIDI  fi le and press
the Play but ton to hear the mus ic  played correct ly.  The answer
was to extend the original MIDI  specifi cat ion to fi ll this
loophole.

GM TO THE RESCUE!
The MIDI  Manufac turers  Associat ion have recent ly agreed

such an extension, and have called it  General MIDI  (GM). It 's
Intended to be an addit ional mode of operat ion on a synthesis-
er, whic h can be t urned on and of f  as required.  Wit h GM
turned of f  the synth can operate in any  way the manuf ac t urer
dictates, as now. Wit h GM on it  assumes a personality  com-
mon to all synths adhering to the GM standard,
All GM synths are at least 24 note polyphonic .  wit h the notes

dynamically  allocated to channels  so you don't  have to worry
about  reserv ing a fixed number  of notes for each channel.  Also,
all 16 channels  mus t  be available for use, wit h any  of  the
sounds usable on any of  the channels  - except channel 10.
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This has been reserved for key mapped percussion. Le. dr um
and other  percussive sounds mapped across the note range of
the synth.  Further ,  the percussive sound allocated to each
note has been standardised, el iminating the problem of getting
the wrong drum sounds as mentioned above.
Probably the most notable feature of GM is its standardisa-

tion of sounds, of which there arc 128.  The MIDI  program
change number ing has also been standardised. so that the
same number  always calls up the same sound, no matter what
GM synth you're using. They're always numbered from 1 to
128 too - at present some synths use this while others use 0 to
127 to access their sounds - yet another  area for confusion.
The sounds are grouped by instrument type. for instance
keyboards. which includes pianos, harpsichord. etc. Other
groups include tuned percussion, organs gui tars,  strings.
brass. woodwind,  and reeds.

LEADS, PADS, AND SFX
There are also groups covering synth lead sounds for those

scorching solos; synth pads for creating soft, dreamy. back-
ground soundwashes: and special effects for adding "atmos-
phere" to your music. Ethnic instruments are covered too.
including bagpipes, sitar. etc. You'll also find sound effects
such as gunshots.  and bird tweets. plus a few unexpected
things like the screeches made by a guitarist's fingers as he
moves them over the fretboard - for that final touch of realism.
Even the slow attack problem discussed earlier has been

addressed, as each of the sounds has to adhere to rules
covering its sound envelope, as well as such parameters as
timbre, pitch, volume, and velocity. Other  areas have also been
defined, such as default values for pitch bend and volume.
In the key mapped percussion area there's a "standard" dr um

kit, and also the possibility of alternative kits, such as a "jazz"
kit. "electronic
.
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the same though - a given note producing the same type of
sound whatever the kit. e.g. a snare, or kick drum, or whatev-
er, so switching between the kits should still produce accept-
able sounds.
Overall then,  the manufacturers seem to have done a pretty

thorough job. But.  I  hear you say. i f they all produce GM
synths won't they all sound the same, so there'll be nothing to
choose between them? This won't happen,  in fact. as GM
doesn't actually specify HOW the sounds should be produced.
Each manufacturer  uses his own sound generation methods.
and each has its strengths and weaknesses. Al though all GM
synths produce the same general sounds there are likely to be
significant differences in their subjective sound quality. Also,
as I said earlier. GM is just an ADDI TI ONAL mode for synth
operation, and the manufacturers are likely to include lots of
other bells and whistles (literally?) when operating in non-GM
mode.

GM HERE NOW!
But how standard is standard? Roland produced the very first

GM synth,  known as the SC-55 Sound Canvas expander. but
they announced it wi th something they called OS (General
Synth) Standard.  which is a superset of GM! I t still behaves
like a GM instrument,  but has a total of 315 sounds, 9 drum
kits, and a comprehensive set of sound effects built. in. I t can
also emulate older Roland Instruments such as the MT-32.
CM-32L,  and CM64 MIDI  sound expanders. Other  new Roland
instruments supporting GS include the JV-30 keyboard synth.
the JW-50 music workstation, the MT-200 combined se-

quencer and sound expander. and the CM-300.  CM-500,  and
SC-155 sound expanders, Their  Boss division has also just.
announced a super  looking low cost (well, relatively) expander
called the DS-330.  This seems to be a cut down version of the
Sound Canvas selling for about1.379.  Korg are also supporting
GM with the announcement of their 03R/ W sound expander.
and Yamaha have joined the club by launching their TO-100
expander. So there's lots to choose from already, and no doubt
there'll be lots more to follow.
Hopefully in the next issue I'll be giving you a user report on

GM instrument,  as I 'm currently trying to get hold of some
GM/ OS kit to test on your behalf. Join me then to see if it lives
up to its promise.

SNIPPETS
... . there's a new release of  C-Lab's Natator  sequencer/

score editor expected soon. V3.15 will include minor enhance-
ments to V3. I  and the upgrade should be available to regis-
tered users for around £10.

.....C-Lab wi l l  also be l aunchi ng a completely reworked ver-
sion of Notator for the ST sometime next year. Called Notator
Logic. it will be similar to the recently released Apple Macin-
tosh program of the same name. Sound Technology, C-Lab's
UK distributor, say the upgrade policy for existing Notator
users hasn't been decided yet.

. . . .Steinberg have released a new "entry level" version of
their Cubase sequencer called Cubase Lite, This uses the same
graphical user interface as the full priced package. but can
handle only 12 tracks. At.f..99 it's £300 cheaper than Cubase,
so no doubt there are lots of other restrictions tool

. . . . Yamaha displayed a mass of  new MI DI  gear  at the
British Music Fair at Olympia in July. Eve already mentioned
the TO-I 00 GM sound expander. but there's also the TG-500
expander with a staggering 64 note polyphony: the SY-35 and
SY-85 synth keyboards: the PSS-51 MI DI  equipped home
keyboard. the DD-12 MIDI  drum box with pads you can play
with drumsticks or your hands: and the RY-10 drum machine.
The P55-5I  replaces the PSS-795. Yamaha's low cost entry
level synthesiser popular  with ST users everywhere.
.. . .as the Br i ti sh Music Fai r  is now a Tr ade Only show, a

new public music show is planned for 28-29 November 1992 at
Wembley. I f you're interested in music make sure you attend,
as you'll be able to try out all the latest kit,

. . . . the Page 6 PD Library has just added four  new music
disks. These are 51704 Mozart's Dice: ST7 I 6  Cubase Arrange-
ments: 51721 MI DI  Songs Mixed Bag 5 and ST722 MIDI  Songs
Mixed Bag 6. Mozart's Di m looks particularly intriguing, as it's
an attempt to check out Mozart's theory that certain kinds of
music can be composed by random selection of musical
phrases. He would have used dice to select the phrases. but
here the whole thing Is automated.  The program randomly
selects the phrases. writes the music onscreen (high-res moni-
tor only) and plays the result to you via sound chip or MIDI!
More details next time when I've had chance to Investigate
further.

. . . fi nal l y.  thanks to R.J. ?otter  of Upper Norwood. London
for sending in the following Up for users of Steinberg's Pro-24
sequencer. To successfully export a MIDI  Standard File from
Pro-24 make sure you correctly set the right and left locators
to cover the WHOLE song to be exported. The default values
cover only the lirst sixteen bars, which can cause errors if your
song is longer than this.

F
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PROJECT

9-Pin Plug SCART

1 Not Connected

Mono Detect

- - - - - - - - - - - - - - - - - - - - - -2

Green

3

Red

4 Not Connected

Blue

5

3
Monochrome 11

6

Vertical Sync 12 7

7 - - - - 330 Ohm R 16

9 - - 330 Ohm R

8 - - - - 4.7K Ohm R - - - - - - - - - - - - I - - - - - - - 2
1

6

Atari ST 13-Pin 9-Pin Socket

Audio Out 1
Mono Detect
Green
Red
Horiz Sync
Blue -03 3
Monochrome 11
Vertical Sync 12 7
Ground

A CAB
TWO
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S MI 2 5  monoc hrome monitor.  By  ut i l is ing breaks in the leads,
you don't  have to keep tak ing out  the lead at the back of  the
c omput er when you want  to swap between your colour and
monoc hrome monitors ,  t hus  saying wear and tear, The total
cost of  the parts  comes to about  E.8.50 (this wil l vary according
to where you shop of  course). and a parts  lis t  is inc luded,  Note
that  you should not  disconnect  the lead while the computer is

Figure 1 - The cable from the ST

Make the cabte length for this piece about half a metre long - so
you don't have to reach very far to change over the cabies

Figure 2 - The cable to the Philips Monitor

KEY
- - - - - -  Cable Link
I------ I n t e rna l  Link
1 I n s i d e
I - - - - -  Connec t o r

- - 4 . 7  Ohm R
Resistor Linked Between
the Cable and Numbered
Pin

Steve Attwood shows
how to connect a SCART
monitor and the SM125
to an ST

st ill switched on as this  will probably  cause a reset and
possible damage to the ST.
This  lead/ wir ing diagram wil l  be useful for people who

already have a SCART lead and a mono monit or and don't
want  the expense of a monit or switch box, when you can
achieve the same result  for the cost of  a few 9-pin cormectors
and covers.
The connector on the SM125 monit or needs to he removed
and replaced as in fi gure 3. The pba numbers  are read f rom the
outs ide of the cable connector,  look ing in. i f  in doubt ,  the
connectors should be physically  numbered themselves - use
those numbers  in reference to the pin numbers  in the diagram.
Before you chop the SM125 monit or cable in half, take the
cover off the I 3 -p in  connector and make a note of the wire
colours, according to whic h pin they go to - so you don' t  lose
t rack when wir ing up the new connector.  (I don't  doubt  your
technical expertise, but  these are useful lit t le pointers  for
someone who hasn't  gained muc h experience in mak ing
cables).

These cables have been tested on a 1 Meg Atari 520STFM and
the Philips  TV/ Moni t or  Model 2540 (the 17" model) as well as
the 15" and 21" models. The SM125 Mono monit or was also
tested.

Figure 3 - connections on the SM125 Monitor Cable

Connections on 9-pin plug

Pin 8  A u d i o  Out
Pin 4  M o n o  Detect
Pin 9  H o r i z o n t a l  Sync
Pin I  M o n o c h r o m e
Pin 7  V e r t i c a l  Sync
Pin 2  G r o u n d
Pin 6  S h i e l d

PARTS LIST
Item P a r t  No.

13 Pin DIN Connector
SCART Connector
9-Pin 'D Socket
2 x 9-Pin 'D' Plugs
9-Way Multicore
3 x 9-Way Covers

JW95
FJ41
RK61
2761537
XR27

(I used some spare covers from a scrap box)

Price S u p p l i e r

£145 M a p l i n
El .20 M a p l i n
£0.60 M a p l i n
£0.99 T a n d y / M a p l i n
C0.72-per Metre
£0.80 approx.

5 x 330 Ohm 1/4 watt Carbon Film Resistors, 1 X 4.7K Ohm
1/4 watt Carbon Film Resistor. (1/8th of a watt, metal fi lm
resistors are better, but the above will suffice)



CARD GAMES

OAR SHARIFS BRIDGE
B r i d g e  is a s imple card

game. You deal out  all
the cards and then take

It in t urns  to play t hem face up.
Whenever two of  the same card
appear the fi rst  person to shout
"Bridge!" gets all the cards on
the table... or is that  a dif ferent
game?
No. I remember. . .  Bridge is that

complicated one that  comes in
two parts:  fi rst  the bit  where you
argue about  whic h suit  should
be t rumps  and how many  tricks
one side is going to t ry and win -
this  is k nown as the 'bidding';
then the 'play  where you play
whis t  wit h one of  the hands  face-up -
whoever won the argument  gets to play
his  partner's  cards as well as his  own so
that  he has more chance of winning.

Bidding the right  'contract ' (i.e. how
many  t ricks and whic h suit  for t rumps)
is c ruc ial to t he game so many  conven-
t ions have grown up to allow you and
y our partner to give each other as muc h
inf ormat ion as possible wit hin the very
l imit ed range of  things you are allowed to
say during the bidding.  One of  the stan-
dard systems used by many  people in
this  count ry  is called Acol.
If any regular reader has a sense of  deja

vu reading the preceding paragraphs  it  is
s imply  because I used them in issue 52!
Those of  you who read issues 51 and 52
may  remember that  I wasn't  too impress-
ed by  the two Atari bridge games, but
that  Oxford Sof twork 's  Backgammon.  Go
and Chess were all excellent. This  t ime
we are look ing at Oxford Sof twork 's
Bridge.  and as you might  expect it  is
pret ty  good - certainly  a lot  bet ter than
the Atari ones.
Alt hough Omar Sharlf s  Bridge (what 's

Omar  Shari f  s got to do with it  anyway?)
has many  fi ne features, its  biggest fault
Is exactly the same as the Atari versions:
the documentat ion for the bidding con-
vent ions is completely  inadequate!  (They
obvious ly  didn' t  read my  rev iew and

I
T
i
t
l
e
:

OMAR SHAW'S BRIDGE
Publisher: Oxford Softworks
Price: £ 2 4 . 9 5
Reviewer: John Sweeney
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learn f rom it! Does anyone read my  re
views? Its a lonely  life being a rev iewer -
you sweat  for hours  over a hot keyboard
produc ing these labours  of  love mont hs
later they fi nally  see print  and then...
NOTHING!  I've reviewed over 130 games
in these pages, but  had no more than
half  a dozen letters, sob, sob! Where was
I? Oh, yes. bidding documentat ion! )
The manual recommends  that  you get

yourself  a s tandard book on Acol and use
that. But  unfortunately  Acol has many
variat ions  - for a start  are they us ing a
Weak One No Trump or a St rong one?
The game seems to deviate quite a lot
f rom the Acol I k now so what  you really
need is detailed documentat ion about
what  exactly their bids  mean.  The two
pages in the manual are nowhere near
enough,  either for the beginner who wil l
get confused by the variat ions  between
the game and whatever book they are
using,  or for the experienced player who
wants  to k now what  the computer's  bids
mean so that  he can confi dent ly  make
more complex bids. (The American Five
Card Majors  convent ion is also suppor-
ted, but  I have never met  anyone in this
count ry  who uses It!)
Anyway, apart  f rom the odd deviat ions,

most of  the bidding is pret ty good and
the computer will give you a hint  if  you
are stuck, so beginners  can get s t raight
into play ing the game.
The actual implement at ion is generally

excellent - all the inf ommt ion you need is
on the screen or can be accessed easily
f rom a pul l  down menu wit h the right
but ton,  and all the bidding and play  is
cont rolled very s imply  wit h point  and
click on the left but ton.  Lots of opt ions
allow you to peck at other people's cards,
replay any of  the cards if  you mak e a

mis take or want  to t ry  some-
thing dif ferent. change the
screen colours, play  one of  the
other hands,  etc.
You can also change the speed

of play - s lowing it. down makes
it t h ink  a lit t le harder.  I t  s t ill
plays at an acceptable speed.
but  gives the experienced play-
ed more of  a challenge - t hough
it  can st ill make s tupid mis -
takes! The art  of computer
bridge has not  yet reached the
dizzy heights  of  computer
chess, so don't  expect perfec-
t ion!
For beginners  there are lots of

nicc features - details  of  the rules  of
Bridge, Novice Mode whic h explains  your
mistakes. some Tutorial Hands  whic h
force a certain sequence of play wit h
(part ial) explanat ions,  brief  notes on
play ing techniques, an explanat ion of  the
score af ter each hand,  and hint s  dur ing
bidding and play. There aren't  really
enough tutorial hands  for a complete be-
ginner - so you may  s t ill need to get a
book on the subject  as well,  but  the other
features certainly  make it  worthwhile.
For the serious, experienced player it

probably  doesn't  play  quite a good
enough game and wit h the lack of
documentat ion on the bidding it  may be
a bit  f rus t rat ing.  But  for the average
player - the "perpetual beginner"!  - who is
not  too worried if  the bidding is no bet ter
than his  own,  Omar Sharif s  bridge looks
like a pret ty  good buy.

' 417,414:,iiv; ii1;11.t !:: :

4

i(WIH I I  turtle; hied:
11
,
S 
t
o
n
t
r
a
c
t  
o
t  
0

olad2 iduti 2 ourtrickw

k t i
M
S
N
O  
s t
c
e t
s ,

asimg th. I  Li. ftr  weertmasLi be172 th  Ivo for tor tti( t

New Atori UserS Issue 58

F

57



J
o  
u
s
t  
a
s  
m
y  
j
o
y
s
t
i
c
k  
h
a
d  
r
e
c
o
v
e
r
e
d

f rom testing out the last batch of
PD games. here we are again at

the t ime of  year when PD World is dedi-
cated to the very subject( There have been
dozens of  new entertainment  disks since
my  last  report  and the only problem roe
had is dec iding whic h t it les to rev iew and
whic h ones to leave out. I n the end I had
to shuffl e the disks and pick out a ran
dom (well,  almost ) selection, so bear in
mind there are plenty more goodies where
these came
.  
f r o m !

NO BOARD
NEEDED!

Firs t  a select ion of  puzzles primari ly  for
board game enthusiasts.  B O A R D
G A M E  F U N  contains  five programs  in-
c luding the classic and highly  playable
Monopoly ,  revised f rom an earlier ver-
s ion and now TT compat ible.  The
graphics  are as bold and colourful as
ever, Fi g h t i n g  Sai l  is said to re-create
the ship-to-ship combat  of  the Napole-
onic  period and is ac tually  based on an
Avalon Hi l l  release called 'Wooden Ships
and I ron Men'.  You can take c ommand of
the LISS Cons t it ut ion during the war of
1812 or  engage in s ingle his torical con-
f rontat ions.  Play involves s teering your
ship around the screen and l ining up to
fi re broadsides at the enemy, whi le moni-
t oring various bits of  useful informat ion.
On a less v iolent  note. Mi l b o me  (see

picture) s imulates  a French card game in
whic h players take t urns  to draw cards
in an ef fort  to amass  more than a
thousand 'miles'.  Dis tance cards wil l
move you towards  this  goal but  hazard
cards can be played by either player to
s low the other down.  For each
card there is a corresponding remedy
card to get out  of t rouble and sk ill is
required in dec iding whic h cards to keep,
play or discard, Quit e int riguing,  t his
one. J eopardy  is described as the ult i-
mate game of its nature and for those of
you who don't  k now what  this  is, it 's
bas ically  a t riv ia quiz  for several players.
The compet itors  choose a unique key
press to ' ring in' if  they t hink  they k now
the answer to a quest ion.  The program
decides if  the answer typed in is correct,
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t hough you can use the dispute fac ility  to
override its assessment! To round of f  the
disk there's a s imple Tetris  variant  called
Beyond.  Blocks  constructed f rom three
segments fall f rom above and you mus t
toggle the pos it ion of  the dif ferent  parts
to mat c h up s imilar patterns. I t 's a demo
version and play  is l imit ed to the easiest
level.

BLAST!
As usual there's no shortage of  new

material for shoot 'em up fanatics. Old
hands  in the 8-bit  world wil l  v iv idly re•
member Jell' Minter's  epic Attack of  the
Mut ant  Camels  and its follow-ups  that
were not  released for the Atari machines.
Mastert ronie made an at tempt  to re-cre-
ate the lat ter wit hout  Jeff's approval but
(in his  words) they 'relent lessly eradi-
cated every ounce of playability '.  Con-
t inuing his successful excurs ion into
shareware market ing,  Jef f  has now re
leased the genuine R E V E N G E  O F
T H E  M U T A N T  CAME L S  for the ST.
As you'd expect (if  not, check out  i lamat -
roil! ) the game plot  is pret ty  weird but
you can be sure there's a lot  of  blast ing
involved! You take the role of a rather
threadbare-look ing camel who is opt ion-
ally  accompanied by a large shaggy goat-
type c reature called an Ancipital.  Your
miss ion is to stay alive as you t ravel
t hrough 42 screens that  are populated by

rampant  telephone kiosks, sk iing kan-
garoos, Greenham Common 'Peace*
Women,  manic  Minters .  fl y ing sheep and
all the usual nonsense! Needless to say
the graphics and sound effects (lots of
digit ised noises) are brill iant .
Back to the t radit ional s tuf f  and

S P A C E D  O U T  is a s t raight forward
conversion of  Galaxians by Paul Lay and
Harvey Kong Tin, whose names  will be
quite f amiliar to regular Page 6 readers.
Your Joystick manoeuvres  a space ship at
the base of  the-screen and your intent ion
is to zap the neat ly  ordered lines of  aliens
as they edge towards  you. There are nine
levels of  action and the graphics  are well
designed but  the most  notable feature is
an atmospheric  s tart -up sequence con-
taining excellent digit ised speech.
St ill on the shoot 'em up theme.

C Y B E R S T O R M  f rom Budgie License-
ware is a 'must  have' for anyone who's
mad about  Defender or Dropzone. Your
job is to fly around the play ileld• whic h
scrolls as you move, and zap all the
aliens in s ight  - but  it 's not  that  easy
because the nast les are increas ingly  de-
vious. You mus t  use the radar scanner to
check the locat ion of  enemy craft  and t ry
to destroy them quick ly  - i f  you take too
long a mot hers hip arrives and homes in
on y our posit ion!  You're supplied wit h a
shielding cloak to make your ship inv in-
c ible for a l imited period and you are
advised to use it! You're equipped wit h
several smart  bombs  which destroy ev-
ery thing in v iew and bonus  abilit ies  can



be obtained if  you fi nd an elusive silver
ball.  As you progress t hrough the levels
y our weaponry  is suitably  upgraded and
there are extra lives and bombs  on offer
when you gain suffi cient points.  Follow-
ing the init ial 'beginners ' levels a new
factor is int roduced - you have to rescue
men by fl y ing over them and t ransport ing
t hem to a 'keep'. I f  you don't  recover the
men the aliens drop tanks to wipe them
out.  I t  all gets more and more f renet ic
but  if  you can, t ry  to pause for a while
and take in some of  the superb graphical
effects. The mus ic  and sound live up to
the high s tandard set by  the program as
a whole.

CLASSIC
VARIATIONS

Paernan is a classic game in anyone's
book and H A C M A N  I I  is the latest
f reeware version featuring a hundred
new levels of action. There's  no need for
me to ment ion,  of  course, that  you con-
trol the Pacman who has to gobble all the
dots on the screen and avoid the pur-
suing nast ies (oh well,  too late!). The
graphics  are all profess ionally  done wit h
lots of  colour and a wide variety of mazes
over the dif ferent  stages. The original
Hac man was crit ic ised for its lack of
sound so the aut hor has now inc luded
digit ised sound effects t hroughout  (a tad
more variety wouldn' t  go amiss though!).
The game Includes secret warps,  ex t ra
ghosts and a surprise or two for the real-
ly devoted - you' ll have to play it  to fi nd
out  the details!  I f  you haven't  seen Pac-
man before you'd bet ter get this  game
Immediately ,  and i f  you have you' ll prob-
ably  want  it  even sooner!

ADVENTURING
Adventures  have yet to be fully  dis-

cussed in PD World but  there's room
here to ment ion P R I M E  T I M E .  t he
latest split  graphics / tex t  adventure pro-
duced us ing the STAG system. I t  seems
you are Dan Yell Flint ,  an explorer and
collector of peculiar art ifacts. On ret urn
f rom holiday  your Grandmot her calls to
see you wit h a gift  - a mirror,  whic h you
subsequent ly  hang in the drawing room
of  your home. Strangely.  something
seems to ent ice you to move towards  the
mi r ro r  and run your fingers over the in-
s c r ipt ion_ There's  a fl ash and suddenly
you realise you have become the image in
the mirror,  you are t rapped and no-one
can hear your screams. To the east you
can see the drawing room and to the west
is a long tunnel.  A bundle lies on the
fl oor w h a t  do you want  to do? Wit h copy
deadlines pending (or passed!) I didn' t

have a chance to complete the adventure
but  I would conclude that  it 's  a typical
puzzle wit h most  of  the usual commands,
some reasonable graphics  and a seem-
ingly  well constructed plot.

SIM PIG?
And now something com-

pletely dif ferent  - a s imula-
t ion wit h a difference!
These days there seem to
be s imulat ions  of  every-
t hing f rom planes and
cit ies to cars and the world
- you may  be wondering
what  will come along next.
Well,  how about  S I M
PI G! !  This  game f rom Ani-
malSof t  in Holland is sub-
t it led 'The advanced real-
t ime strategic pig s imula-
t ion' and indeed that 's exactly what  it  is!
Your aim in life is to become an ace
pig-keeper but  it 's not  as easy as you
might  think .  You begin wit h a fixed
amount  of  cash and a few pigs. You can
buy more piglets but  you fi rs t  need the
land to accommodate them,  and then en-
sure they have plenty  of  food. Somet imes
the pigs fall ill and you have to call in the
Doctor. When the pigs are old enough
you can sell t hem at market  to raise
more cash but  the neighbouring farmer
has s imilar plans to you and if  you
choose the wrong t ime to sell you could
be heading for bankruptcy .  The game is
played in ' rounds '  of  one mont h each
between two preset dates
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Pictures - HACMAN II (above) is a
variant o f  the classic PACMAN with  a
vengeance! Loads o f  new features
wh ile  simula t ion fans can enjoy a
whole new experience in the h igh ly
entertaining SIM PIG (below)

and you can choose when to cont inue
wit h the next  cycle. Nat urally  there are
one or two unexpected problems  in
store... Sim Pig is a humorous ,  well de-
signed and eminent ly  playable s imula-
t ion. You've really  got to play  it  to believe
it 's true!

NEXT
YEAR!

That 's  all for now but  re-
member there'll be more PD
games reviews in twelve
mont hs  t ime! In the mean-
t ime, check the ST Library
updates for info on all the
latest disks,  In next  issue's
PD World I ' ll be tak ing a look
at educat ional sof tware so if
you have any comments  or
recommendat ions ,  I 'd be very
pleased to hear them. < B M >

HOW TO GET THEM
The disks featured in PD World can be obtained from the PAGE 6 ST library. When referring to a
specifi c disk, please use the unique reference code for Identifi cation. A printed catalogue
describing all the library  disks in detail is available from PAGE 6 at a cost of E1.95, refundable
against the fi rst few disks ordered. This  inc ludes a copy of THE PAGE 6 CATALOG DISK, which
is otherwise priced at El_ The disks featured this issue are:

5T504 HACMAN
ST551 SPACED OUT
ST605 REVENGE OF THE MUTANT CAMELS
ST611 CYBERSTORM

ST655.SIM PIG
ST675 PRIME TIME
ST664 BOARDGAME FUN

Pric es  f o r  s t andard  dis k s  are E2,95 eac h o r  E2.50 eac h f o r  fi ve o r  mo re
bu t  pric es  are  lo we r  f or me mb e rs  of  the P A G E  6 S T Club

Write t o  PAG E 6, P.O. B o x  54, Staf ford,  S T16  I D R
Te lephone 0785 213920 o r  FAX  0785 54355 wit h  c red it  c a rd  orders
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INTERNATIONAL
3D TENNIS
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of  a popular piece of
sof tware seen a couple

of years ago. The game is s t ill
a good recreat ion of  the sport.
The opening and loading

screens come complete wit h a
good rendit ion of  the BBC's
Tennis  mus ic  for Wimbledon
and this  sets the scene for a
s t rong sound based port ion to
the game. Graphically  the
game is idiosyncrat ic  wit h im-
press ionis t ic  tennis  players in
a s t range t wo-and-a-half
dimens ional display.  The fi-
gures are basically  animated
polygons but  t hes e fi gures do
manage to move and act like
humans  and possibly t heir
s t range shapes helps the
fl uidit y  of  the movement .
The game plays very well wit h

various  opening opt ions avail-
able, these range f rom the
level of  play for the player and
the level of  opponent  sk ill to
game type and subsequent ly

FACTS
T i t l e
-
F E D
E R A
T I O N  
Q
U
E
S T  
I  
-

B.S.& JANE SEYMOUR
Publisher: Gremlin/ G. B. H
Price: £ 9 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
Very strong and most apt ix

GAMEPLAY
Good although a little non-in-
tuitive-

VERDICT
Almost Dungeon Master in
space, I hope there is a num-
ber 2 soon
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to court  type and
winnings  level in
t ournament  mode.
My rec ommenda-
t ion to new players
would be to t ry  the
play ing style out  in the amate-
u r  level and fi nd a camera
angle suitable to your play ing
style. I f ound the side on v iew
hard to cont rol but  the head
on v iew gave a far more com-
fortable cont rol system. Once
the actual play ing to hit  t he
ball system is unders tood it
seemed most  comfortable to
me to go s t raight  to pro-mode
arid play the tournament .  As
in most  sport  s ims the top
level gives the best s imulat ion
and offers the best challenge.
This  top level offers ball spin

court  placement  and special-
ised serv ing in fact every thing
found in the actual sport.  The
game even provides well sam-
pled speech to call the
umpire's  commands  and
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adventure game in the
style of  Dungeon Mas-

ter but  before the reader be-
comes too excited it  is perhaps
a s light  exaggerat ion to com-
pare this  to the fabled ances-
tor alt hough all wil l  become
clear. The set t ing is aboard a
lost and fl oat ing space fleet
and the eventual aim is to
mend the Mother Ship Jane
Seymour.  This  can only  be
accomplished by proceeding in
order t hrough the numerous
daughter ships and obtaining
passes up the line to eventual-
ly enter the last ship. There
are several unpleasant  crit ters
around await ing to damage
y our health and use you to
supplement  t heir diet. There

scores. A lit t le sad he only
calls the players by the colour
of their s t rip ("Advantage
Black". "Game White') hut  the
problems  wit h character and
speech recognit ion make this
the safe opt ion.
Once the player becomes

used to the strange graphic
representat ions the game be-
comes a pleasure to play and
f rom there becomes quite
addictive. Of  the Tennis  games
I have seen this  certainly  con-
tains all the elements I look
for and offers a good level of
compet it ion.  The two player
opt ion is also at t ract ive us ing
two joysticks, my  only  reserva-
t ion being that  camera angles
need choos ing with care to en-
sure fairness to both.-

are also computer
terminals  to be
tapped and prob-
lems to be solved.
Most  import ant ly

there are robots to be acti-
vated to help you.
The cont rol interface is com-

plex but  the detailed ins t ruc -
t ions sort out  all the funct ions
af ter a long and careful read.
Once the Iwo disks have been
read and a quite impress ive
sound arid graphic  sequence
has been init iated a 'spot the
alien in the handbook '  protec-
t ion appears before the game
starts. The init ial screen gives
the personal v iew as seen in
Dungeon Master and the like
and contains  a quite full and
complex cont rol panel.  This  is
my  main grumble,  the panel
lacks the intuit ive user f riend-
liness that  Dungeon Master
had and wit hout  the manual
to guide you for the first cou-

FACTS
INTERNATIONAL
3D TENNIS

Publisher: Greml in / GBH
Price: £ 7 . 9 9
Reviewer: Da mo n  Howarth

Title

SIGHT & SOUND
idiosyncratic  but usable
graphics, sound implementa-
tion very strong

GAMEPLAY
Highly enjoy able and easy to
u s e

VERDICT
The best tennis h a v e  play ed
on the ST, I believe a version
two is out for other machines
though

FEDERATION QUEST
US. JANE SEYMOUR

ple of  hours it  is possible to
get Into serious diffi cult ies
both mov ing and manipulat -
ing objects. I f ound great diffi -
culty  pick ing things up for in-
stance. Once the interface is
mastered however the game
blossoms into a s t rong graphic
adventure.
It is a pity  that  role is not

choosable, the player is s tuck
as a right  banded male.  but
this  does not  detract  great ly
since you can imagine the
character as whatever you
wish.  The game has room for a
great deal of  explorat ion and a
variety of actions although it
is fairly  linear in design. I
k now f rom my  own RPG crea-
t ions that. space games are far
harder to keep interes t ing
than s tandard fantasy and as
such this  game does break
new ground wit h some origin-
ality  and is a worthy  addit ion
to any collect ion.
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lutely  no relat ionship
to the Monty  Python

type. While his  comrades are
of f  pillaging and arsoning he
stays at home bui lding com-
puterised robots,  scuba div ing
and other jolly  pursuits .  The
game centres around his  prob-
lems following the re-appear-
ance of the mischievous (evil?)
god Lok i who feels the lifestyle
Is damaging to his  image.
So lo it  came to pass that

Erik 's  peaceful lands  were t ur-
ned into a dangerous  plat form
game that  would set the
peaceable Norseman on a
death defy ing quest. Lok i was
obv ious ly  employed by At lan-
tis s ince this  quest  became a
rat her challenging budget
game. The four worlds
t hrough which Erik  leaps each
contain seven levels and of
course each have their own
end of  level guardian to make
life dif fi cult  in t rans it ional

FACTS
Title: N A R C O  POLICE
Publisher: Gremlin/ G. B. H
Price: t 7 _ 9 9
Reviewer: Da mo n  Howarth

SIGHT & SOUND
Excellent sound and effects,
large strong sprites and smooth
controls

GAMEPLAY
Overly complex .  seemingly  for
the sake of  it

VERDICT
Almost a good game - the
framework  is there but the finish
isn't - try  it with reservations

stages. T h e  plot  Is
not  original but  is
well executed, Erik
is a fair sized
dumpy  sprite in
the cartoony  style
beloved of  the bet ter plat form
romp.  On his  travels he may
fi nd cash, death.  jewels, death
extra weapons and shields,
death, and shops. Wit h luck
there may  even be the odd
hidden level and some death.
It is  a very easy game to die in
since, unt i l  extra shielding
can be found,  it  only  takes one
direct  hit  to send Erik  back to
his  s tart ing blocks. On the
plus  side his  reincarnat ions
keep mos t  of  the goodies
found previously,  he jus t  loses
the special weapons,
In many  ways this  game goes

back to the Manic  Miner and
Jet  Set Willy  days of plat form-
ing and the mult i-coloured
smooth scrolling env ironment
complements  this  well.  The
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scenario one of  dark
Blade Runner society

tensions. This  means  that  one
in five of the world's  popula-
tkm are abus ing narcot ics and
that world governments  wish
to c lamp down on the illegal
drug running. in order to cor-
rect this  imbalance the two
best police persons f rom each
count ry  in the world have
been banded together to for an
elite band of  drug busters.
This  group have now located a
'Narco Processing Centre' and
not  surpris ingly  the Narco
Police have to go and close it
down in Schwarzeneger explo-
sive style.
The game comes with a

meagre leaflet of  ins t ruc t ions
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control mode Is good wit h the
joyst ick  giv ing precise ins t ruc-
t ions to the sprite and there is
a reasonable sound t rack and
fx in the game but  none of the
Bomb the Bass urgency  found
in Bi t map creations.
I f ound the game hard to dis -

like although I felt  that the
somewhat  t ricky start  was  dis-
couraging,  especially since the
game appears to be aimed at
younger players. Perhaps my
mind misses some nuances of
play but  I felt the game was
pitched jus t  a lit t le too hard.
I did enjoy the colour and

gameplay and found it  chal-
lenging enough to go back to
on regular occasions. There
are certainly  many  worse plat -
form games about.

and it  Is necessary
to actually  s tart
the game to dis-
cover that  the rear
v iew of  a cop is

cont rolled by the joystick and
some real fi ddling to work  out
the various  shoot ing opt ions.
There is a long list  of menu
c ommands  to be entered f rom
the keyboard ranging f rom one
to three let ter codes whic h
need input t ing during fairly
f rant ic  shoot em up scenes.
The effect is rather like the
original Aliens fi lm wit h orders
f rom remote control camera
officers arriv ing just  too late.
The game interface is s t rong

allowing many  variat ions  of
tac t iral set up  or a default
mode. The weapons choices
are logical and if  taken to a
logical conc lus ion make for in-
terest ing strategical choice.
Sadly the leaflet neglects the
nut  and bolt  c ommands  for

FACTS
ERIK

Publisher: Atlantis
Price: £ 7 . 9 9
Reviewer: Damon Howadh

SIGHT & SOUND
Adequate noises and music,
good cutesy sprites which scroll
smoothly

GAMEPLAY
Smooth and steady, great  fun
and easy to control

VERDICT
A pleasant  game that is worth
a look  - perhaps  a bit hard at
first

NARCO POLICE
selection /deselect ion of
weapons and it, is left to the
player to assume that  a mouse
but ton does what  is expected.
There were t imes when this

almost  felt  like a Beta test ver-
sion of  the game wit h some
c ommand modules  st ill to be
enacted on the programming.
There is lit t le in the way of
feedback f rom the program to
tell the user which opt ions  are
In force and this  can lead to a
great deal confus ion In the
game. The use of  the various
keys is also most  ill defi ned
leaving muc h to imaginat ion
and experiment .  Unl ik e the
adventure game experimenta-
t ion whereby  one can save and
-
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mands  here send you back to
the beginning in a most  un-
satisfactory manner.
I was not  too impressed wit h

this  one, nice idea shame
about  the implementat ion.
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STOS column!  This  issue, not
only  are there two nif ty  lis t ings

for you to type in but  there is also a great
offer to be taken advantage oil The two
programs  featured in this  issue are
WORDSEARCI I ,  a wordsearch game. and
DOCVIEW.  a document  v iewer (as you
can see. I spent  ages work ing out  t it les
for these programs!).  More about  the two
programs  in a moment ,  but  fi rst  - t he
offer)

LISTINGS DISK
Are you the sort  of  person who hates

typing in long lis t ings? If so, you now
have the chance to relieve your aching
fingers. For just  £2.95 you can obtain a
disk  containing the past  6 issues STOS
c olumn lis t ings (inc luding this  issues).
These inc lude handy  ut ilit ies  like COM-
PILER CONFI GURER and JOINER, and
enjoyable games such as DI CE and
ENEMY FLEET. All in all you wi l l  get 9
programs,  whic h works  out  at a cost of
around 33 pence each! To get your mit ts
on t his  wonderful disk  Just send a che-

Dion Guy
presents two
new type-in
listings and
offers a ready
to run disk

62 I s s u e  5 .  New Atari User

que/pos tal order for £2.95 (made payable
to D. GUY) to the usual address (found at
the end of  this column) and short ly  af ter-
wards  a suspic ious ly  disk-shaped jif fy
bag will be stuffed t hrough y our let ter
box!

WORDSEARCH
Now onto the list ings. Firs t  up is a pret-

ty nif ty  wordsearch game (even i f  1 do say
so myself). Af ter typing it  in and running
it you wil l  be face to face wit h the main
screen. At  the top of the screen are two
opt ions, ' ENTER WORDS" and "PLAY
WORDSEARCH".  Firs t ly .  use the mouse
to c lick  on "ENTER WORDS".  The screen
wi l l  now change to show the numbers  1
to 20 going down the screen and the
word . -rrn,E- at the top of  the screen.
You can now type in up to 20 words
(max_ 10 let ters each) t hat  you want  to be
put  in your wordscarch,  and you can
also give y our wordsearch a t it le (up to
20 letters long). Af ter you have typed
each word press RETURN to go onto the
next  one. You can use the BACKSPACE
key if  you mak e a mis take and you can
also use the UP/ DOWN cursor keys to
move up and down the lis t  of  words,
Once you have fi nished either press RE-
TURN while on the 20th word or press
the ESCAPE key (you can press ESCAPE
at any  L i ma  I f  you want  to c lear all the
words  to s tart  again press the CLR/
HOME key. Af ter you have typed in the
words  and you are back on the main
screen c lick  on "PLAY WORDSEARCH" to
start  play ing.  The computer wil l take a
few moments  to create the wordsearch in
memory  and then you wil l  see the word-
search appear in the lef t -hand side win-
dow and the lis t  of words to fi nd in the
right -hand side window.  OTICC you t hink
you have found a word,  use the mouse to
c lick  on it 's fi rst  let ter (e.g. - if  the word
was "COMPUTER",  you would c lick on
the "C") and then use the keypad keys to
highlight  the rest of  the word.  In this

game the keypad keys act as direc t ion
keys, wi t h 9 being North-east .  1 being
South-west .  6 being East. etc. etc. Af ter
you have clicked on the fi rst let ter of a
word press the appropriate keypad key to
go in the direct ion that  the word is  going.
Keep press ing the key unt i l  the whole
word is highlighted.  Then,  press the
ENTER key and,  i f  the word is correct.
the computer will remove the word f rom
the list  and you can go on to fi nd the
next word.  Once you have found all the
words,  the computer wil l  display how
long it took  you. You can then create
another wordsearch and t ry to bet ter
y our t ime!

DOCVIEW
The second program this  issue is a very

handy  document  v iewer,  Normal ly  you
can't v iew documents  f rom wit hin STOS
but  wit h this  program you can load a
whole document  into memory  and scroll
up and down it  wit h ease. Upon running,
s imply  use the s tandard STOS fi leselee-
tor to choose a document  Me to view and.
after the document  has  loaded, use the
UP/ DOWN arrow keys to scroll t hrough
it.

UNTIL NEXT
T IME

And so, we reach the end of  another
STOS column,  Remember,  i f  you have
any SPOS related s tuf f  to cont ribute to
the c olumn jus t  send it  to the following
address. Bye! -

Dion Guy
11 Shore Crescent
Bishops Waltham

Hants
SO3 1DZ



10 r e m  SC R EEN  +  V A R I A B L E  SET U P
20  d i m  G R / D S ( 6 0 .2 0 ) , W D S ( 2 0 ) , C 0 U N T ( 2 3 )
30 m o d e  1  :  k e y  o f f
40  s e t  t o n e  1 . 0 . 0  t o  3 1 9 . 1 0  :  s e t  z o n e  2 . 3 2 0 , 0  t o  6 3 9 , 1 0
SO w i n d o p e n  2 . 6 4 . 2 , 1 6 . 2 2 . 1  :  s c r o l l  o f f  w i n d o p e n  1 , 0 , 2 , 6 3 , 2 2 . 2  s c r o l l  o f f
60  a w i n d o w  0  1  c u r s  o f f  l o c a t e  1 4 , 0  :  p r i n t  " E N T E R  WOR D S" 5 3 , 0
P r i n t  " P L A Y  WORDSEARCM ' .  i n k  1  :  b a r  3 2 7 , 0  t o  3 2 8 , 1 0  t  d r a w  0 . 1 0  t o  6 3 9 . 1 0
sh o w  o n
70 r e p e a t  :  2 = z o n e ( 0 )  M u m o u s e  k e y
80  i f  2 . 1  a n d  1 = 1  t h e n  h i d e  o n  :  g o t o  9 3 0
9 0  u n t i l  Z . 2  a n d  M =1  h i d e  o n
100  Y E S . 0  f o r  C =1  t o  2 0  :  i f  W D S ( C ) ( ) " "  t h e n  Y E S . 1
110  n e x t  C
120 i f  Y E S = 0  t h e n  h i d *  o n  :  i n k  0  b a r  0 . 0  t o  6 3 9 , 9  :  h o m e  t  c e n t r e  " T M ER E A R E
No WORDS P R E S E N T ! '  .  w a i t  1 0 0  ;  i n k  0  :  b a r  0 . 0  t o  6 3 9 , 9  :  g o t o  6 0
130 i n k  0  :  b a r  0 . 0  t o  6 3 9 , 9  :  i n k  1  :  a w i n d o w  0  :  c u r s  o f f  :  h o m e  :  c e n t r e
"PL EASE W A I T "
140 r e m  P U T  WOR D S I N  WORDSEARCH
I SO f o r  8 =1  t o  2 0
160  i f  w o l l ( B ) =
- .  t h e n  
g o t o  
4 0 0

1 7 0  D . r n d ( 7 ) + 1
180  i f  D = 1  t h e n  X = 2  f = 0
190  i f  0 = 2  t h e n  X . 2  f = 1
2 0 0  i f  0 = 3  t h e n  X . 0  :  Y . 1
2 1 0  i f  0 = 4  t h e n  X = - 2
.
:  Y . 1
2 2 0  i f  0 = 5  t h e n  X . - 2  2  Y . 0
2 3 0  i f  0 = 6  t h e n  X . - 2
2 4 0  i f  0 . 7  t h e n  X = 0  :  Y = - 1
2 5 0  i f  0 . 8  t h e n . X = 2  :  Y = - 1
2 6 0  X 2 . r n d ( 5 8 ) + 1  :  f 2 = r n d ( 1 9 ) . 1
2 7 0  X 2 S =s t r S ( X 2 1  t  X 3 S = r i g h t S ( X 2 S , 1 )  t  i f  X 3 1 = " 0 "  o r  X 3 1 1 ." 2 "  o r  X 3 S =
-
4 .  o r
x 3 S =" 6 "  o r  X 3 $ . " 8 "  t h e n  g o t o  2 6 0
2 8 0  i f  X 2 + ( 1 e n ( W D S ( B ) )
•
2 ) ) 6 0  a n d  
X = 2  
t h e n  
g o t o  
2 6 0

2 9 0  i f  X 2 - ( 1 e n ( W D S ( 1 3 1 ) • 2 ) ( 0  a n d  X = - 2  t h e n  g o t o  2 6 0
3 0 0  i f  f 2 - l e n ( W D S ( 8 ) ) ( 0  a n d  Y . - 1  t h e n  g o t o  2 6 0
310  i f  f 2 .1 e n ( W D S ( 1 3 ) ) ) 2 0  a n d  Y . 1  t h e n  g o t o  2 6 0
320  X 3 =X 2  :  Y 3 . Y 2  :  f o r  A = 1  t o  l e n ( W D S ( 8 ) )
3 3 0  X 2 =X 2 + X  :  f 2 . Y 2 + Y
3 4 0  i f  G R I D S ( X 2 , f 2 ) 4 ) "  t h e n  g o t o  2 6 0
3 5 0  n e x t  A
3 6 0  f o r  A = 1  t o  l e n ( W D S ( B ) )
370  X 3 . ) ( 3 + X  f 3 = Y 3 + Y
380  G R I D S ( X3 ,  f 3 ) .m 1 d S ( W D S ( B )  ,  A,  1  )
390  n e x t  A
4 0 0  n e x t  8
4 1 0  r e m  D I S P L A Y  WORDS T O  F I N D
4 2 0  q w i n d o w  2  :  c u r s  o f t  f o r  A = 1  t o  2 0  :  i f  W D S ( A ) ( ) " "  t h e n  l o c a t e  1 . 4 - 1
p r i n t  W D S ( A )
4 3 0  i f  W D S ( A ) = " "  t h e n  l o c a t e  1 . A - 1  :  p r i n t  s t r i n g S ( " - " . 1 2 )
4 4 0  n e x t  A
4 5 0  i f  C M K .2 0  t h e n  h i d e  o n  :  q w i n d o w  0  :  h o m e  :  c e n t r e  ' Y o u  h a v e  c o m p l e t e d  t h e
w o r d s e a r c h l  I t  t o o k  y o u " + s t r S ( t i m e r / 5 0 ) + "  s e c o n d s .  P r e s s  a  k e y : "  :  c l e a r  k e y
w a i t  k e y  :  c l e a r  g o t o  2 0
4 6 0  I f  Y E S 2 =1  t h e n  Y E S 2 . 0  r  q w i n d o w  1  :  g o t o  5 5 0
4 7 0  r e m  F I L L  I N  R EST  O F  WORDSEARCM
4 8 0  f o r  A . 1  t o  6 0  s t e p  2  :  f o r  8 = 1  t o  2 0
4 9 0  i f  O R I D S C A , 8 ) =
-
"  t h e n  
X . r n o i ( 2 5
)
+ 9 7  
:  
O R I D S (
A . B ) . c
h r S ( X )

5 0 0  n e x t  B  :  n e x t  A
5 1 0  r e m  D I S P L A Y  WORDSEARCH
5 2 0  q w i n d o w  1  c u r s  o f f  :  f o r  8 . 1  t o  2 0  :  f o r  A = 1  t o  6 0  s t e p  2  :  l o c a t e  A , 8 - 1
P r i n t  S R / D S ( 4 . 8 )  :  n e x t  A  :  n e x t  a
5 3 0  i n k  0  :  b a r  0 . 0  t o  6 3
9
. 9  :  i n k  
1  :  
b a r  
1 6 3 . 0  
t o  
1 6 4 ,
1 0  
:  
c i w i
n d o w  
0  
:  
h o
m e

P r i n t  T S  :  q w i n d o w  1  i f  Y E S 2 =1  t h e n  g o t o  5 7 0
5 4 0  l i m i t  m o u s e  1 6 . 2 4  t o  4 8 7 , 1 8 3  :  x  m o u s e . 2 4 0  y  m o u s e =1 0 0  :  s h o w  o n
5 5 0  i f  T 5 = 0  t h e n  t i m e r . °  :  1 5 = 1
5 6 0  r e m  m A I N  L O O P
5 7 0  r e p e a t  :  X = ( x  m o u s e / 8 ) - 1  :  f . ( y  m o u s e / 8 ) - 3  I  M =m o u s e  k e y  ;  u n t i l  M . 1  a n d
s c r n ( X , Y ) < ) 3 2  a n d  p o i n t ( X
*
8 . 4 3 . Y
•
8 + 2 5 ) . 0  :  
S X = X  
:  
S Y = Y  
:  
5 C 2 =
0  
:  
L C
= 0

5 8 0  W S = c h r S ( s c r n ( X . Y ) )  :  i n v e r s e  o n  :  l o c a t e  X . Y  :  p r i n t  U S  .  i n v e r s e  o f f  t
o w in d o w  0  :  l o c a t e  2 2 . 0  :  p r i n t  " W o r d  " ; U S
$ 9 0  r e m  H I G H L I G H T  WORD
6 0 0  r e p e a t  :  K S = i n k e y S  :  S C =s c a n c o d e
6 1 0  u n t i l  S C ) 1 0 2  a n d  S C ( 1 I 2  o r  S C =1 1 4
6 2 0  i f  S C =1 1 4  t h e n  g o t o  7 8 0
6 3 0  i f  5 C 2 < ) 0  e n d  SC =SC 2  t h e n  g o t o  7 4 0
6 4 0  i f  5 C 2 0 0  t h e n  g o t o  6 0 0
6 5 0  i f  S C . 1 0 3  t h e n  1 = - 2  :  K . - 1
6 6 0  i f  5 C . 1 0 4  t h e n  1 = 0  :  K = - 1
6 7 0  i f  5 C =1 0 5  t h e n  1 . 2  2  K = - 1
6 8 0  i f  S C =1 0 6  t h e n  3 . - 2  .  K = 0
6 9 0  i f  S C =1 0 8  t h e n  3 . 2  K = 0
7 0 0  i f  S C =1 0 9  t h e n  3 . - 2  :  K = 1
7 1 0  i f  S C =1 1 0  t h e n  3 = 0  :  K . 1
7 2 0  i f  5 C =1 1 1  t h e n  3 . 2  :  K . 1
7 3 0  S C 2 .5 C
7 4 0  i f  X . 1  a n d  1 ( 0  o r  X . 5 9  a n d  3 ) 0  o r  Y = 0  a n d  K < 0  o r  Y = 1 9  a n d  K ) 0  o r  L C =1 1  t h e n
g o t o  6 0 0
7 5 0  X = X + J  I  Y . Y + K
7 6 0  i f  p o i n t ( X
•
8 + 8 . Y * 8 + 2 5 )
0 0  
t h e
n  
X . X
- 3  
:  
g
o
t
o  
6
0
0

7 7 0  a w i n d o w  1  :  L i t . c h r S ( s c r n ( X . f ) )  :  l o c a t e  X . Y  :  i n v e r s e  o n  p r i n t  L S  t
i n v e r s e  o f f  :  q w i n d o w  0  I  l o c a t e  3 0 + L C O 3  :  p r i n t  L S  .  i n c  L C  1  W S =W S .L S  :  g o t o
6 0 0
7 8 0 A n k  0  :  b a r  0 , 0  t o  6 3 9 , 9 cont inued M r
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7 9 0  f o r  A . 1  t o  2 0
8 0 0  i f  WS.WD S( .4 )  t h e n  o w i n d o w  0  :  h o m e  :  c e n t r e  *
W o r d  f o u n d ! "W O S ( A ) = s t r i n g S ( " - " , 1 2 )  :  g o t o  8 3 0
8 1 0  n e t  A

8 2 0  o w t n d o w  1  f o r  4 = 1  t o  l e n ( W S )  :  l o c a t e  5 X , S Y  :  p r i n t  c h r S ( s c r n ( S X , S Y ) )
5 X.5 X+ .1  :  S Y .S Y 4 - K  :  n e x t  A  t  d w i n d o w  0  :  h o m e  :  c e n t r e  " W o r d  n o t  f o u n d . "  :  w a i t
1 0 0  :  Y E S 2 =1  :  g o t o  5 3 0
8 3 0  w i n d o w  1  :  f o r  4 = 1  t o  l e n ( W S )
8 4 0  l o c a t e  S X , S Y  p r i n t  c h r S ( s c r n ( S X . S Y ) )  :  i n k  I :  b a r  5 X ' 8
4
- 8 . S Y
*
8 4 . 2 5  t o

s x 8 . 1 6 . 5 Y * 8 4 - 3 1  :  i n k  0
8 5 0  S X . S X - " J  S Y = S Y • K
8 6 0  n e x t  A
8 7 0  w a t t  1 0 0  :  Y E 5 2 =1
8 8 0  r e m  H A V E  A L L  WOR D S B E E N  FOU N D ?
8 9 0  C H K =0  :  f o r  A = 1  t o  2 0  :  i t  W I D S ( A )
*
"  o r  l e f t S ( W D S ( A ) .
1 ) = " - "  
t h e n  
i n c  
C H K

9 0 0  n e x t  A
9 1 0  g o t o  4 2 0
9 2 0  r e m  EN T ER  WORDS
9 3 0  c m s

9 4 0  u n d e r  o n  :  c e n t r e  " E N T E R  WORDS f m a x  1 2  l e t t e r s )  &  T / T L E "  :  u n d e r  o f f
l o c a t e  0 . 2  :  p r i n t  " T i t l e  : "  :  l o c a t e  8 , 2  :  P r i n t  T i

9 5 0  f o r  4 = 4  t o  2 3  l o c a t e  0 . A  :  P r i n t  s t r S ( A
-
3 )
-
c h r S ( 3 2 ) ; " . "  :  
l o c a t e  
4 . 4

P r i n t  W D S ( A - 3 )  :  n e x t  A  :  c u r s  o n
9 6 0  L = 2  :  l o c a t e  8 4 - C O U N T ( L ) , L
9 7 0  r e p e a t
9 8 0  K S = I n k e y S  :  S C . s c a n c o d e
4 9 0  i f  S C =7 1  t h e n  f o r  A . 1  t o  2 0  :  W D S ( A ) . " "  :  n e x t  A  f o r  A = 0  t o  2 3
C OU N T ( A) =0  :  n e x t  A  :  T S . '  -  g o t o  9 3 0
1 0 0 0  i f  a s c ( K S ) ) 3 1  e n d  a s c ( K S ) < 1 2 7  a n d  C O u N T ( L ) < 2 0  a n d  L = 2  t h e n  p r i n t  K S ;  :  i n cC OU N T(L )

1 0 1 0  i f  a s c ( K S ) ) 9 6  a n d  a s c ( K 5 ) ( 1 2 3  a n d  C O U N T ( L ) ( 1 2  a n d  L ) 3  t h e n  p r i n t  K S ;  :  i n cC OU N T(L )
1 0 2 0  i f  S C . I 4  a n d  C O U N T < L i ) 0  t h e n  c l e f t  :  p r i n t  c h r S ( 3 2 ) ;  :  c l e f t  :  d e c
C OU N T(L )

1 0 3 0  i f  ( S C . 8 0  o r  S C =2 8  o r  S C =1 1 4 )  a n d  L = 2  t h e n  L . &  :  l o c a t e  4 + C O U N T ( L ) .LSC .0

1 0 4 0  i f  ( 5 C = 8 0  o r  S C . 2 8  o r  5 C . 1 1 4 )  a n d  L ( 2 .5  a n d  1 ) 3  t h e n  i n c  L  t  l o c a t e
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fi rmly  in your right
hand and prepare for

the ons laught  of  aliens to
come. The sweat pours  down
y our face and into your eyes,
SO you blink  it  away. Sudden-
ly, the ship gives a v iolent  jolt .
Your at tent ion is drawn to the
scanner.  A mut ant  c los ing ...
fast! You swerve to the side
and jus t  about  avoid it. But  it
realises that  it missed so it
comes back. In f right ,  you
s lam your hand down on the
smart  bomb but t on and s.vait
for the fi reworks.
A lovely sizzling red hot  Psyg-

nosis re-release f rom 1990 is
s torming your way in the form
of  Anarchy • a c lone of  the
game that  wil l  be remembered
forever - Defender.
The ganieplay  involves fl y ing

around over a parallax  scroll
ing planet  to save ten golden
pods f rom the naughty  aliens,
who want  the prec ious subst-

ance wit hin t hem
to t rans form them-
selves into
mutants .  Your
weapon is a s ingle
beam laser to
begin with.  hut  as you k ill the
aliens they release small pods.
Fly  over these and you gain
extra weapons.  The addit ional
fi repower available inc ludes
Boost, prov iding rapid fi ring
lasers: Twins hot  which gives
you double lasers; and Can-
non, whic h results  in an out -
rider fl oat ing wit h y our ship
and fi ring with it. I t  all sounds
very unoriginal,  doesn't  it? -
like Defender crossed wit h the
latest arcade shoot 'em ups  -
but  it 's very playable indeed.
Graphicswise,  it 's  what  you'd

expect f rom Psygnosis. Superb
IS one word whic h sums  up
the whole kaboodle.  The
scrolling is super smooth,  the
aliens and your ship are well
animated,  and the game
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doesn't, s low down however
many  sprites are on the
screen. There are lots of  diffe-
rent  terrains  to fly over, and
guardians  to defeat which look
horribly  real, especially The
Brain - the fi rst  one you meet.
Some are quite digust ing!
On the sound f ront  the game

is average. Not  part icularly
good, but  not  bad either.
There are lots of  sound effects.
though.  The only  one I feel is
miss ing is an engine sound.
On the t it le screen there's a
sampled tune whic h is fairly
impressive, but  not  the best
you've ever heard.
Overall.  I f ound Anarchy

great fun.  I t 's highly  polished
In presentat ion and plays
superbly .

FACTS
Title: S P E L L B O U N D
Publisher: Sizzlers

(Psygnosis)
Price: E 7 . 9 9
Reviewer:  Peter Davison

SIGHT & SOUND
Graphics are quite spectacular.
but  unfortunately  the sounds
don't  quite live up to the some
standards

GAMEPLAY
Not very good at oll

VERDICT
Sadly not one of  Psygnosis' best
games

ust  as you were about
to advance a grade in
the School of  Magic,

y our t utor goes and gets him-
self  k idnapped.  You have to
rescue him or you'll never
graduate.
Spellbound is a re-release of

a fairly  recent Psygnosis 1 or 2
player arcade adventure.
Those of you who own an 8-bit
may  remember Spellbound as
a superb adventure game in-
volv ing the 'magic  knight '  on a
quest to save all his  friends.
This  game is nothing like it.
It's a plat f orm game with lots
of  shoot ing and collect ing ob-
jects to remove obstacles, not
exactly the most  original of
concepts, nor indeed story line.
The gameplay may  entertain

you for about  half
an hour  or so, but
then you' ll discov-
er its  t rue colours
- a sort, of  grey in

gamcplay  standards.  Basical-
ly, what  you mus t  do is roam
around the various zones
shoot ing everything and col-
lect ing bombs to blow up walls
and gerns to destroy energy
fields, You may  wonder why 1
don't  t hink  the game is very
good and the main reason is
that the whole game Is far too
diffi cult  for the average games
player. Another is that  once
you get the hang of  the game.
you may  be given a password
for the second level but  don't
try t yping it  in on the s tartup
screen - it  doesn't  work!  I set
off  with high hopes for the
game, but  as I progressed they
fell rapidly .  Not  even the two
player opt ion makes muc h dif -
ference.

FACTS
Title. A N A R C H Y
Publisher: Sizzlers

(Psygnosis)
Price, £ 7 . 9 9
Reviewer: Peter Davison

SIGHT & SOUND
The sound could be improved,
although what's  there is just
about  adequate, graphics  are
super

GAMEPLAY
Very good, inc redibly  play able

VERDICT
Wonderful? It you missed it first
t ime around, It's a bargain as a
budget  re-release

SPELLBOUND
The s tandard of  the graphics

t hroughout  the game is very
good. The backgrounds,
sprites. and foregrounds are
all drawn wit h inc redible
at tent ion to detail,  The elf  that
YOU cont rol even lands  on his
backside and rubs  his  head i f
he falls  too far! The back-
grounds  to the various levels
look superb,  and the fore-
grounds  are detailed and
shaded, giv ing them a very
slick appearance. Unf ort un-
ately. it 's  very easy to see past
the flash graphics  into a dull
game.
Soundwise,  the game isn't  so

good. There arc no sampled
sounds (very unus ual f rom
Psygnosis) and there's no
mus ic  on the t it le page. The
sounds are very sparsely dot-
ted around,  and aren't  part i-
cularly  spectacular,  mainly
consis t ing of  Pukchtooll and
Ping! noises.
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EDUCATION

WHAT'S THE TIME?
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couple of  good qualit y
budget  priced educat ional
programs  f rom Rainbow

called Firs t  Letters arid Shapes
and Colours .  These have now
been joined by another called
Tell ing the Time.

It's supplied in the same col -
ourf ul  packaging as its prede-
cessors, and like them comes
on one double sided disk
accompanied by a s imple in-
s t ruc t ion sheet. Again like the
earlier programs it  uses Bobby
the Clown as a theme charac-
ter, and as expected he
appears f requent ly  t hroughout  the prog-
ram to encourage your endeavours.

On bootup the program presents you
wi t h  a colourful graphical menu screen,
f rom whic h the program's  five main func-
t ions can be chosen. These are - Ana-
logue, Digital.  Analogue to Digital,  Digital
to Analogue,  and Alarm Clock, Each
teaches a sk ill and gives pract ice in the
logic of  telling the t ime in dif ferent  ways.

A N A L O G U E  - teaches telling the t ime
us ing an analogue clock (for any non-
techies out  there - that 's  one wit h
hands!).  I t  has three diffi culty  levels,
namely :  hours  only,  for example four
o'clock; quart er hour intervals.  e.g. quar-
ter past seven: and fi nally  the five minut e
intervals,  e.g. twenty  five past  six. Each
level is subdiv ided into two sections each
present ing you wit h five quest ions.  In the
fi rst  section the clock hands  move to a
specific t ime and you then select the cor-
rect t ime f rom a lis t  of  possible answers.
us ing the c urs or/ ret urn keys or the
mouse. In sect ion two you have to move
the clock's hands  to the t ime requested,
again us ing keyboard or mouse.

D I G I T A L  - this  is ident ical in concept
to Analogue,  but  uses a digital watchface
instead. I t  also has an opt ion to use 12 or
24 hour  clock, the lat ter adding to the
diffi culty .

ANALOGUE TO DIGITAL helps
you learn to convert  t imes  shown by an
analogue clock into digital clock form.
You have to read the analogue clock face
then set the digits  on the watch to the

66 I s s u e  56 - New Atari User

equivalent  t ime.  Again there are three
levels, wi t h 12 or 24 hour format  to in-
crease the diffi culty  further.  In 24 hour
mode an AM or PM flag is shown on the
analogue clockface as appropriate.

DIGITAL TO ANALOGUE - as
above, but  in reverse. You read the digit -
al watchface and move the hands  of the
analogue clock to the equivalent  t ime.

A L A R M  C L O C K  - allows  you to set.
the alarm hand on Bobby's analogue
alarm clock to remind h im when to do
various things,  such as wake up.  go
shopping,  eat his  dinner,  and go to bed.
The clock hands  then move round rapid-
ly and the bell rings  at the t ime the alarm
was set.
There's also a Level/Play Again screen

reached by press ing the ESC key. This
allows you to change level, s tart  again,
set 12 / 24  hour mode, or exit.

REWARDS
Answer a problem correct ly  and you' ll

receive a big "t humbs  up" f rom Bobby, a
short  burs t  of  music, some amus ing ani-
mat ion of  the c lock or watchface, and a
"Well Done!" message onscreen. Incorrect
answers c am a gunshot  sound and an
inv itat ion to t ry  again. There are no hints
given af ter several incorrec t  at tempts.
nor is the correct  answer ever given.
You're expected to keep t ry ing unt i l  you
get it  right .  Complete a level and you're
treated to an animated reward sequence

involv ing Bobby. There only
seem to be three dif ferent
sequences. so this  could get a
bit  boring after a while.
Visual qualit y  is very good.

us ing big, colourful,  well
drawn graphics.  The analogue
clock is part icularly  at t ract ive -
its face smiles  at you when you
answer correctly. Animat ion is
adequate for this  type of  prog-
ram,  alt hough the program-
mers  do seem to have taken a
few shortcuts.  Sound is hand-
led well too, alt hough rather
sparse. The end of  level reward
sequences take place in com-

plete silence arid really  could do wit h a
lit t le mus ical accompaniment  to liven
them up.

CRITICISMS
Crit ic isms? Well yes, there are a few. I

t hink  the program could be made more
helpful by prov iding a hint  or giv ing the
correct answer after several incorrect
at tempts.  Also, some form of  suppleme-
ntary  mark ing of the analogue elockface
should be prov ided to help c larify  the
concept of  five minut e and quart er hour
Intervals, and "past" and "to". One
annoy ing point  is that  the analogue
clock's hour  hand only  ever points  direct-
ly to t he numerals .  whic h could be con-
fusing. Unl ik e a real c lock it 's never seen
between two numbers .  B.Ware Sof tware
got it  right  wit h t heir Master Time prog-
ram (see review in Issue 501. whic h is
designed to do exactly the same job as
Tell ing the Time.  However.  Mas ter l i me
is a lot  more expensive. so I guess you
get what  you pay for,

Overall.  I liked Telling the Time.  Despite
the crit ic isms it  should s t ill be capable of
helping you teach your children this  im-
portant  skill.  And at .C7.99 it represents
good value for money

TELLING THE TIME
Rai nbow Educat i onal  Softwar e

P r i c e  E 7 . 9 9
R e v i e w e d  by  J ohn S D a v i s o n
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rpocom

ROM CARTRIDGE

Z C O H K  I  D I S K  ONLY
The Infocom classic and the adventure game that changed the way
all future adventures were written. The Great Underground Empire
of Zork is well documented by now and thousands of players have
become addicts graduating to Infoconfs more diffi cult adventures,
Zork I is the ideal introductory level adventure for beginners or
those with a little experience. 11 you have never ventured under-
ground before now is the time to try, I ts  never been cheaper to
expand your universe! Classic original Infocom packaging with
excellent manual and a map.

O U R  S P E C I A L  n e
t  A E IO F F E R  P R I C E  T „ , i • V a

LOWEST EVER PRICE ROMS!
KABOOM
Challenge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time?
Or would you like to be the Mad Bomber and try to flatten
one of your friends? Lots of excitement for one or two
players in this addictive arcade game that won awards for
Best Audio and Visual Effects when it was first released.
Simple yet addictive.

OUR PRICE E2.95
MASTERTYPE
Now anyone can learn to type whilst playing a challenging
game. Mastertype was one of the original 'game based' typing
tutors which requires you to zap enemy words as they
approach from the four corners of the screen. But it not really
a game for, before you realise it, you will become quite
proficient on the keyboard as you progress through 18 les-
sons of increasing complexity.

ROM CARTRIDGE

FREE
Yes al9.95 Datasoft game absolutely FREE wizen you
spend over110 with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. I f  it comes to more than110 (excluding
postage) we'll enclose a copy of this Pacman type game
absolutely FREE i f you ask for it•*

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

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52

OUR PRICE E2.95

with orders over E10

CHECK OUT
THE ACCESSORY SHOP

PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS
MAXWELLS DEMON
Check out the review in Issue 49_ Paul Rixon found
this s imple game to be quite addictive and at this
price can you afford not to become addicted! It's a
different type of game, more in the Totris  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 ONL Y  R e c o m m e n d e d  price 19.95
SUPER S P E CI AL JUS T C1.99

MR ROBOT & HIS ROBOT FACTORY
One of the most famous of plat form games that has
you jumping over fire, running over breadmills and
bombs, climbing ladders, sliding down poles and
more with some great graphics. Master all 22 screens
If you can and then create your own for neverending
fun. This is what platform games are all about.
DISK OR R e c o m m e n d e d  price
CASSETTE f 7 . 9 5  cassette19.95 disk
SUPER SPECIAL JUST El .99

ZAXXON
One of the all time classics for the Atari, Zaxxon set
new standards when first issued and was copied
many times. Pilot your craft across the unique 3
dimens ional battlefi eld shooting enemy fuel tanks,
anti-aircraft tanks and miss iles  before launching off
through space for the ult imate confl ict with a mighty
robot - few have got this  far! Zaxxon, often copied,
never bettered and NEVER at this  inc redibly  low
price!
DISK O R R e c o m m e n d e d  price
CASSETTE 1 7 . 9 5  cavsene19.95
SUPER S P E CI AL JUST E2.99

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

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928


