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BRAND NEW

XL/XE SOFTWARE FROM PAGE 6
NIGMATIX!

A superb new arcade game which will prove a challenge to even
the most seasoned player. Control the bounce of a ball to jump
onte various platforms and find the exit, picking up poinis on the
way. Sounds easy? What if some of the blocks disappear after the
first bounce? What if some of the blocks are uni-directional
bouncing you back the way you came? What if some blocks have
to be used as lifts to reach inaccessible areas? Add fo all that
reverse control on some screens and 32 levels of increasing
difficulty and you have a game that will challenge you to the limit.
If you do manage to beat all 32 levels then the fun only just begins
for there is a level editor to enable you to create whole new games
of your own.

Smooth horizontal and vertical
scrolling

DISK ONLY Price £6.95 % oneor wo piaers

Access to any level already
completed after every 4 levels
Level editor to design your own

EXCLUSIVELY FROMPAGE 6~ * Level

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY

pacteipoudtobe | A BRAND NEW XL/XE ROM CARTRIDGE!
| EXCLUSIVE TO PAGE 6!

for the XL/XE. There are
still a number of programs

Yes, believe it or not, we have tracked down a brand
new ROM CARTRIDGE for the XL/XE from Lindasoft

being released for the XL/
XE but we have always

in Italy who have produced this in conjunction with
Atari Italy.

been extremely selective so
you can be sure that new
programs from PAGE 6
are of the highest stan-
dard. ENIGMATIX is the
first major program from
a British programmer for
some time and we are
proud to make it avail-
able.

HYPNOTIC LAND is a version of the massive ST hit
KLAX - a highly addictive, highly entertaining game that will challenge you to complete the first
few levels and have you coming back for more - again and again!

The aim in HYPNOTIC LAND is to redirect mineral elements in the form of coloured balls into the
corresponding coloured cup at the end of a ramp. To do this you must place arrows on the ramp
to redirect a ball into an adjacent column. Remember to only put green balls into the green cup
and so on. It seems easy but once you have mastered the first level, some despicable monsters
start to appear to try and steal the balls. You can shoot them with the joystick but don't forget you
also have to keep one eye on the ramp! Sometimes special shining extra-balls will appear which
can go in any cup and give bonus points.

HYPNOTIC LAND requires skill, concentration and quick reflexes. Can you manage it?

Like all the great classics a simple concept that has provided the foundation for a stunning and

addictive computer game

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XL/XE machines
A BRAND NEW ROM for £12.95

To order these products
use the order form en-
closed with this issue or
telephone your order to
us on 0785 213928. We
accept Visa, Master-
Card and Switch
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NEW ATARI USER ON DISK

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

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

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

SUBMISSIONS

PAGE 6 welcomes and encourages its readers to
submit, arficles, programs and reviews for publi-
cation. Programs must ba submitted on disk or
cassette, articles should wherever possible be
submitted as text files on disk. We seek to en-
Courage your pam-:upahan and do not have strict
rules for submissions. If samething interests you,
write 8 program ar aricle and submit it! Appropri-
ate payment will be made for all published prog-
rams and articles, all paymenis being made at the
end of the second monih shown on the cover of
the issue concerned.

All original articles, Epr::-grams and other material
in N ATAR| USER 15 copyright of the author
as credited. All uncredited material is CD%‘TI
PAGE 6. Unless containing the %Ime Al ﬂm
Reserved” any material in NEW ATARI USER
may be reproduced by User Groups and other
non-profit making organisations provided that the
author's name is included and PAGE 6 is credited
as the original publisher. Permission to publish
elsewhere should be obtained from PAGE 6 or
the author. Editors of newsletters reprodu-::lng
material are requested to send a copy of the
relevant issue to the Editorial address of PAGE
6 Whilst we take whatever steps we can fo
ensure the accuracy of articles and programs and
the contents of advertisements, PAGE & cannot
be held liable for any errors or claims made by
advertisers.

ATARI éThiﬂ:{ i a registered trademark of
ATARI CORP. All referances should be so
noted. NEW ATARI USER is an independent
publication and has no connection with Atar
or with any other company or publisher.
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ISSN No. 0958-7705
THE CREDITS

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

Les Ellingham saw in the New Year by complet-

ing this issue after having a couple of days off at

Christmas and would like to thank evervone who
continued their support during a hectic vear

Sandy spent more time than any of us down the
office where the coffee freezes after a few minutes
and she still managed to get everything done

Paulette is still as cheerful as ever and doesn't
give us much trouble, she even persuaded Jason
Lo come in and help us out with the last issue

Jason said he would give Paulette a hard time if
he didn't get a mention in this issue, so0 thanks
Jason for helping us out for the sort of wages we
can affiord!

The Regular Contributors, who provide the back-
bone of the magazine and can generally be relied
upon to come up with good articles and reviews,
are ...

John 8§ Davison John Davison jr
John Sweeney Paul Rixon
Damon Howarth Ian Finlayson
Dion Guy The Tipster

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

On to the music! Most of the Christmas list from
the last issue is still awsaited with only Robin
Williamson, The Incredible String Barnd and Neil
Young obtained. The ISE live CD is interesting
being a BBC broadeast that I recorded aff the
radio on an old reel to reel many years ago but
really only for aficionadoes! Robin Willlaomson is
Robin Williamson, you either love him or loath
hirm. The one that stayed in the deck for hour
upan hour is Neil Young's Harvest Moon, an excel-
[ent set of gentler material, Neil Young has this
thirng against digital recorded CD's and in a re-
cent interview said that noboedy ever plays tracks
fwenty times in a row any more because with a
CD you can hear everything the first time. Well,
Meil, it's nothing to do with the recording medium,
it's the gquality of the music that counts and I can
assure you thal Harvest Moon and particularly
the final track Natural Beauty has been played ot
least twenty times so for and it looks as i i will
be played many more Hmes in the coming
months. Talking of Beauty we went (o see Beauly
and The Beast on Christmas Eve. Magic, pure
magic! Let’s hope that 1993 brings fewer new
CD's or, rather, more money!

The next issue of NEW ATARI USER could
feature YOUR article or pro
so SEND IT IN NOW!

PAGE 6 shows just what you can do with your Atari. NEW
ATARI USER has always been created entirely with Aderi
equipment, (nitlally on the XL bt move niely with @ Mega
AT and other stuff, who needs PC's or Maes! With the
exception af the final outpui on a Linotron and the use af an
in-house repre camera for the photos ard listings everyihing
is done on the ST, Hardware includes a Mega ST2 (upgraded
tv SMB), SMI25 Maonitor, Supra 30Mb Flard Dick, an Atari
Laser Printer, Citizen 124D printer, Philips CME813 moniter,
TF0XE, XF551 disk drive, 810 disk drive, 850 imterface, NEC
8023 printer, Principal software used is Provext and Fleer
Street Prublisher 3.0, Other saftware includes Kermif, Tari-
Talk, Turbo Bavic and varfous custom wrilien progroms on
the XEAXE, Antiches and programs submiifed on XLAUE disks
are sibjected to varions cusfom written programs before
being trangferred across o the 8T via TARITALK. All major
aditing iv done with Provext and pages are baid our with Fleei
Street Publisher. A dick with the finished pages as Postseript
[iles is sent fo a typesetiing bureau to be ouiprt on a Linoiron
and, ey presio, finished pages are send beck exactly as you
see them. It really does work! AN that is left is fo drop in the
lisfimgs amd photos.

Well, ii's not guite ay easy ayv that bur you gei the ideal
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TEN YEARS!

Dear Les,

Congratulations on Page 6's tenth anniversary. To survive this long in
the computer magazine world is no mean feat, especially in today's
cutthroat environment. To do it_for what is seen by many in the industry
as a computer with minority following is nothing short of miraculous!

I'd like to thank you _for not only providing a wide range of interesting
and informative articles in each issue, bul also _for encouraging every-
one to get involved in writing for the magazine. I've certainly enjoyed
contributing over the years, and so has my older son, John junior. In
Jact, it was writing for Page 6 that launched him into a career as a
professional writer. And now younger son Peter, an Atari addict and
Page 6 fan virtually since birth{!), has also begun submitting articles. I
hope lots of other readers continue to become similarly motivated, as it's
this diversity of input that provides the lifeblood of the magazine.

Best wishes for the future.

John S Davison

Thanks John, and thank you to all the others who sent cards or
messages for our ‘tenth anniversary'. Ten years is a remarkable time
when you look back but it would not have been possible without the
support of our contributors, especially during the hard times and
especially those who have written regularly for years on end. This issue
is dedicated to them with my sincere thanks for their support.

MORE SUPPORT!

Robert Stuart, of EXCEL fame, has also celebrated our tenth annive-
rsary with a specially created PAGE 6 TENTH ANNIVERSARY DEMO
DISK which you will find advertised in this issue. As well as showing
what the Atari can do (and what you could achieve) this celebration
disk will provide some much needed income to start us on the next ten
years. | hope that you will buy a copy, it's a good demo as well as a
unigque memento.

Les Eﬂﬁmgf;m
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MICRO DISCOUNT

265 Chester Road, Streetly, West Midlands. B74 3EA. England
Tel: 021-353-5730 or FAX: 021-352-1669

NEW SOFTWARE XL/)XE CARTRIDGES N HARDWARE &
UPGRADE KITS

ISR RTINS Multi level vertical scrolling shoot 'em up with brilliant ALTEANATE REALITY (Dungeon) £ 886  AGE OF AGES £15.00

ke ALTERNATE REALITY {The City) £ 9.95 ATARI-WRITER (word processon ©19.95
Graphics & Sounds ATAR| SMASH HITS 7 E 5.00 i il - TADI 4 R LiEs |
EEEEEED] single or true 2 player real time Arcade adventure ATARI WRITER PLUIS (Word Pre) £24 85 S.:HLTE.E.EEH EEE? ATARI 1050 DISK DAIVES {Re-ceed)
Both of the games above are exclusive to Micro Discount and avallable In the BANDITS 100/806 only) D198 BLUE MAX o i 10000
following 3 formats DISK £5.95: ALSO HIGH SPEED & STANDARD TAPE £4.95 BATILE CRUISER (siralogy adv) £10.85 I hits Sam ATAAI £L511a u:rn ?Eﬁiﬁg "RE:JTL:; u'
B ; i LIRS S i L s andard £ 28,00 Turba £ 43
%Jg;r;liﬁ{ E;;:}Eﬂh‘hssmn Shark, you scoul an alien comgplax to dlmEEEr 215'3:"’“ E:EE'H:H;;TE::EDI?F:'U%%S EE_-‘E'%E E:,a:;ﬂ:,k“ {QEE MICRD PRINT ATARI TO EFHTF.-L;H:GS
¥ : . CULTIVATIONTHADM £5.50 CAIME BUSTER (light gun) €150 PAINTER BTERFACE RN
BT vour task is to armange the pattern on the right side of the screen fo the lefl.  JRAeLD o F699 CnocenaW (Nt gun requined £21.50 ey b ASHING WRITE PROTECT
Sounds eazy! Many levels 10 exercise the old grey matter. Joystick controlied. Chear FRED T EA8Y Dapk CHAMBERS cigas SWITCH FOR 1050 DNSK DRIVES £ 7.95
graphics. i E5.95 Dimk T 10 STRIKE EAGLE UAPAN) Liggi DELUME IVADERS 589 GOONL 64K UPGRADE £ 18.95
IEENIEGEEIERY |ceal for the budding Rock Star! Learn to analyse scales, chards,  F3 2 SCENERY DSk [5AK FAAN, £16.95 E’}SLE:;JE“I?I;‘JE fj:ﬂ BONKL 756K LIPGRADE £ 76,95
No need 1o read shest music. Shows graphics displays of fretboard notes and fingedng  SANTLED - £488 BL ARG r5o0 BOUML 1 MEG UPGRADE £ 4485
positions. Also containg print-out facility for dot matrix printers £10.95 DI GUMSLINGER: (Adwaniur) £ 405 FINAL LEGACY £10.85  BOOKLAI0NE NEW ULTAA SPEED
i HAWKOLUEST 005 GA 18,45 E ’
mtﬁenmt agont Hans Kloss netrales Hitiers secret underground g oM e Ly Tegn PLLS OPERATING SYSTEM  E 5196
Ry T oapon pans. stk conroles (supor gl L MRS, g MBbowswr 7 e ok oonot
35 Dis L i el A £ 8.0 £ 455
IEERRETEEENINN nusual title for what must be the most onginal for 15931 You HALRO ASSEMGLEF £ 500 s ciage WFS51 DRIVEENMANCER  E2785
ré-a558moie pictures of movie stars against the clock. Stunning Graphics  £5.95 Disk  MEGA-BLAST. EIO Limking LOGIG jemueations)  £10.95  F551 SINGLE DAIVE UPGRADE £ 43.95
m Join the LA, Swat team and batile with armed terrorlsts 1o save the NIGHT MISSION PINgALL £6.50 MATH ENCOUNTER (educationa £ 8.95 1029 SUPER RIBBONS £ 500
} 1] T o P N TI095 o =
T e e BT Dlsk L M [ha Top Pub) 1508 MARIG BROS gings HIGH SPEED CONVERTOR FOA 1010
SRS RERweE] 8-bit clone of the Arcade Operation Well. All the thrills, fantastic  PRINT SHOP (Dese Top Fun)  £43.00 MiLLIPEDE £a8s & NG12 RECORDERS E15.00
animation including helicopters, armed cars, grenades, knives. Yary addictive. el i ) B 3?,3 %‘gé‘r’é ONE £ £.00
E5.95 Disk  gent semce £ 85 Gou COMING SOON SPEEDY T1
mﬂ A real puzzler based on the Rubik Cube, you move pieces of stone to Eﬂn".:".‘.fg 2 ] S EFJ:EHT Eggg UPGRADE FOR fgﬂgpfu%gaﬂ
maich a paitern shown on the screen. Sounds simple ehl Great graphu:s_ E5.95 Disk grapk e vigs RALLY SPEEDWAY EE00  wifh budlf in DOS and copy
RIS Educational Maths Skills cariridge for ages 7 - Adult, Help 1o STEVE DAVIS SHOOKER Kgan ANEREND - B3 rograms?R?
: u'e op aln_ LnEars fn;:ﬁng_ of whatr? fraction is and the relationship h»alt-.-.ne-calnir;;.u;'-:E'elrﬂic.a'lI| A RN Rt (8 CAACTIR X £ 1= H
gual im actions, at 1 me it ] ] TALTIC £550 ROBDTRON 2 1
and visual Images of fractions. e 5ame time it's a fun game O TR R SaE sﬁﬂﬁ]g 04 ;lg gg MEGA MAGAZINE
TRVIAL FURBLIT " 4 Sope PACMAN Ao ON DISK
NEW MULTI-BUY PACKS: XL/XE CARTRIDGES LTI 3 (cvenue) £1%5 TR £a
o : abberdoatlodol ot 2 DEC TITLE SHO# £15 : s 2: 3 4
R 5 3 i 3 VIGED TITLE SHOP OOMPANION £14.80 TYPO ATTACK {educationall €500 ISSUES 1: 2: 3: 4:
STAR HAIDEHS- 2 HIDHIGHT JIMGIC FIGHT NlGHT PD:LE P‘DSI'HDN VISICALG (Spreadsheet) £10 00 H: EE&_.EI;TIHH {educationaly gg% £10 for the set or
Normal price £21.50 Special 4 pack price £12.50 inc. pip L T E42 wwk DEMD CARTRIDGE ciin  £3 each, Includes pip

This iz only a small sample of our Afari B-bit compalible products, for full details check out issue 7 of our 32 page catalogue. But first you will need to register your name
and full postal address on our database. The cost of this service Is just £3.60 for & copies (1 every & weeks), £6.00 Europe, £10 elsewhere.
Alternatively you can download the complete 130K file from THE CITY BBS on Tel 027 321 1610
Prices on all of the above ftems unless stated do nof include post and packing therefore please contact before ardering to confirm availability and postage

NOW THE LARGEST MAIL ORDER STOCKIST OF ATARI 8 BIT HARDWARE & SOFTWARE IN THE U.K.

ATARI XL/XE SUPPORT THE PAGE 6
TENTH ANNIVERSARY

DEMO DISK

EXCEL DISK MAG no. 22 out 1st February £2.50
EXCEL DISK MAG no. 23 out 1st March ~ £2.50

A SIX ISSUE SUBSCRIPTION IS ONLY £15!

BACK ISSUES are all £2.50 each, ANY 5 for £10.
or 20 issues for ONLY £30!!!

THE LATEST XL/XE PD/SHAREWARE DISKS

Double sided/single density unless stated otherwise.
All £2.50 or 5 for £10. Send a stamp for a huge list!

ANALOG TEXT ADVENTURES: 12 Adventure games in Basic &
machine code! {1050}

TRIVIA TREK: An excallent trivia quiz!

VENGEANCE OF XIOP: Spaca War simulation|

DUNGEON MAKER & KRISS KROSS: Dungeons and Dragon's
playing aid plus a super preblem solving puzzle program! (1050)

DOS 2.5: German and Spanish versions!

ADVENTURE COMPANION 3 & 4: More help for those stuck on
advaniura games!

MUSIC SHOW DEMO +7: More great demos!

THE TOP PART 2: Plus more great demos!

TEXAS POKER & YANKEE BLACKJACK: Card games with
documentation etc.!

MEGABLAST & NFL FOOTBALL: Two player blasting plus US
football sim! (1050)

UNITY PROJECT & YESTERDAY SONGS: Two superb new demaos
on one disk! (1050)

AUTOCROSTICS & CROSSWORD: Word puzzles!

Some PD games available on tape!

Celebrate with our new demo disk

* Double sided disk with 6 demos
* Scrolling messages

* Great Music

% Spinning logos and more

All demos are in Basic with added machine
code routines so that you can check fo see
how these great effects are achieved

A UNIQUE MEMENTO OF 10 YEARS ATARI SUPPORT

ALL AVAILABLE FROM:
Robert Stuart, 21, Stronsay Way, Broomlands, Irvine,
Strathclyde, SCOTLAND, KA11 1HL
All chegques/PO’s to R. STUART please!

Free list with avery order. Overseas please add £1 for posiage and packing!
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Allan J Palmer

sits in the hot seat
at the sorting office
awaiting your
letters on all things
Atari - get writing!

Hi, I'm Allan Palmer and, as men-
tioned last issue, I've volunteered to
take on the post of Mailbag Editor for
‘Wewr Atari User'. To start things off, I
have a mixed baitch of recent letlers
and I've worked my way through
therm.

I hope you find the first column useful
but please write in with questions and
comments on things Atari. Let’s have
lots of feedback - I'd like this column
to be as interactive as possible. There
is quite a lot of work in getting a col-
umn like this together so perhaps I can
make a _few requests. If writing with
pen, please write legibly (especially
your name and address), if using a
word processor, a decent ribbon would
be appreciated to reduce the eye-
strain and don't forget to acknowledge
your sources if you find some interest-
ing information or answers.

That's that over so ... on with the
letiers.

A DEDICATION

Many people have contributed to making
the Atari Classic the very best machine of
all and so I'd like to add a dedication Lo
this first column of mine:

"To Bill Wilkinson - who created DOS 2.0
and 2.5, who was involved in the develop-
ment of Atari BASIC, who devised the ori-
ginal TYPO program in ANTIC, and whose
‘Insight: Atari’ column in COMPUTE!
magazine was always a great source of
8-bit information - thanks for all the in-
sight you made available to Atarians"

Issue &0 - Mew Atari Lser

A CORRECTION TO THE
CONNECTION ...

Steve Attwood from Warley, West Mid-
lands writes:

“Thanks _for publishing my article on the
connection of a SCART monitor and a
SM 125 mono monitor via one lead to a ST
(issue 58, page 56). However, | did notice
one small mistake in Figure 2 accompany-
ing the article. Where the 9-pin plug links
the SCART connector, pin 2 (9-pin end)
seems not to be linked to anything - i
should be linked to pin 4 inside the SCART
connector. You should let all the wires come
from the 9-pin end into the SCART case and
then atiach any resistors as necessary,
then solder those ends onto the SCART pin,
with any extra links joining pin lo pin.”

Thanks for putting us on the right lines,
Steve.

DAISY DOT and TEXTPRO

D R Bowles of Gosport, Hants has a cou-
ple of questions about these two PD utili-
ties.

"With Daisy Dot I am hauving problems
producing a document which contains con-
trol codes _for the printer, e.g. underlining. I
am printing the document to disk using
TextPro. However, the desired result of
underlining is not being achieved. Is Daisy
Dot capable of producing underlined text
and if so, how?

Daisy Dot is an excellent print processor
created by Roy Goldman (2240 S. .Jasmine
Street, Denver, CO 80222, USA). The ori-
ginal PD version (Daisy Dot) and its suc-
cessor (Daisy Dot [I) are both in the Page 6
Public Domain Library. Which version of
Daisy Dot are you using? The original
Daisy Dot does not handle control codes
and the like, so underlining is not possible
with this version. Daisy Dot II, however,
does have the capability to perform under-
lining (and many other features) through
the use of its own control codes which you
must include within your word processor
document (instead of the word processor
codes for these facilities) before printing
the file to disk [use Control-P in TextPra).
In your TextPro document you must use
“wu’ before and after the text vou want
underlined in order to toggle underlining
on and off accordingly. | have successfully
used Daisy Dol versions for some time now

when I need to produce superb quality
documents from word processor files cre-
ated by both TextPro and PaperClip. | hope
this helps you - if not, please drop me a
line with more details, perhaps including a
listing of your document as printed from
both TextPro and Dailsy Dot ...

"Can TextPro produce a preview factlity
whereby the finished document can be
viewed in 80 column mode, as per the abil-
ity of the word processor in Mini Office II'?"

Sorry, as far as [ know, as in most word
processors for the Atari Classic, a preview
of all 80 columns on the standard 40 col-
umn E: screen is not implemented. You
can preview yvour document by printing to
the E: device and setting the width approp-
riately (refer to section 7 of the TextPro
documentation). The 80 column view can
be difficult to read on domestic televisions,
and is intended for systems with monitor
screens. However, if anyone knows other-
wise, please let us all know!

LOCATION 53775 ...

In issue 58's Mailbag, Chris Roberts
asked for clarification of the use of the
above memory location. Raphael Espino of
Peterborough, Cambs and "Ye Olde Atari
8-bit Owner" of Bristol wrote with informa-
tion. Raphael writes:

"The truth about SKSTAT (location 53775)
is that the 0.5, is correct and the sources
are wrong. Bit 5 of this location is in_fact
the serial bus overrun and bit 6 the
keyboard overrun (which is not used by the
0.5.). The reason that the sources are all
wrong is that the mistake was also made
on page [II. 18 of the Hardware Manual
Jfrom the Technical reference Notes, Atari's
official guide to the 8-bit, and the other
booles obuiously used this manual as a
source, thereby duplicating the error.”

Our anonymous Atarian from Bristol ex
pands on this:

"The Atari Hardware Manual states that 8
bits of serial data including the start and
stop bits are put into SERIN (53773, the
8-bit serial input register), one bit at a time
unitil a_full byte is held. the processor is
then interrupted to indicale that there is an
input data byte to be read from SERIN,
reacdy to be processed. The processor must
respond to this interrupt and read SERIN
before the next data byte can be received,
othenise an input data "over-run” will
occur. This, of course, is indicated by bit 5

sit
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of SKSTAT (53775, the serial port status
register] and indicates that input data has
been lost, which occurs if bit 5 of IRQST
{53774, the interrupt request status regis-
ter] has not been reset to "true” before the
next input is complete.

There are also a_few other registers invol-
ved in the above process- CHEKSUM (49,
checksum) gives a single byte sum with
carry to the least significant bit of the num-
ber of bytes transmitted. a checksum senl
fag would then be set at CHKSNT (59, a
value of 255 at this location would mean
that it has been sent). CHKSUM also uses
SERIN and BUFRFL (56, a value of 255
here would indicate a_full buffer) for a com-
parison of values between the fwo locations
to find the bytes transmiited,

Also, in the Technical Reference Notes’
Hardware Manual page II.26 where serial
input is mentioned, SERIN is called an 8-bit
parallel input register when SERIN stands

for serial input (not parallel]”

Thanks guys. [ hope this clarifies the
situation for Chris.

LA PLUME DE LUMIERE?..

Christian Delelis writes from Annezin in
France:

"I'm very happy with New Atari User be-
cause in France there (s nothing for Atari
8-bit for a long, long time. I want to say to
your readers that they are lucky because I
bought 4 issues and 2 issue disks from
Page 6 - in the UK. a reader would pay £7,
but for me it costs £7 plus £3 postage plus
£1.17 for customns duty! The only good
thing in France is blank disks that seem to
be cheaper - 10 DS/DD for about £4.

I have a little problem. 1 found a light pen
and I don't know how to use it. I hope you
can help me.”

Yes, light pens seem to be available now.
They were promoted by Atari U.S. in the
early days, but seem to have had limited
distribution. One story that went the
rounds was that Atari were worried about
people jabbing the pens at their screens
too hard and smashing the glass ...
Anyway, turning to the always useful
"Mapping the Atari’ from COMPUTE! by lan
Chadwick gives us a staring point -

location
564 LPENH Light pen horizontal value
565 LPENV Light pen vertical value
632 STICKO Value of joystick port 1

The light pen horizontal and vertical posi-
tions are not the same as the normal row
and column screen positions. The vertical
positions are numbered from 16 at the top
to 111 at the bottom. Horizontal positions
start from 67 at the left. and when the
horizontal position reaches 255, it resets
to zero and begins counting again towards

the right hand side, giving a total of 228
horizontal positions. Both LPFENH and
LPENY are modified when the light pen
trigger is pressed (STICKO = 15). lan Chad-
wick notes that because of the number of
readable positions and their small size,
certain leeway must be given if using light
pen values in a program.

The closest example of programming
using these locations that [ could find was
in Atari User Vol. 3/No 10 (Feb. 88) where
Andre Willey provided a BASIC listing for a
game using the XE Light Gun - which is
essentially just another form of Light Pen...

If | had either of these accessories, [
would experiment to see what sort of
BASIC code would be needed to utilise
them. However, for the meantime, use
STICHKO to detect if the trigger is pushed,
then LPENH and LPENV to get the Light
Pen co-ordinates - then convert these
values into screen column (X) and row (Y)
values appropriate to the Graphics Mode
you are in, in order to use the LOCATE
XY SCRNVAL statement to return the
numeric code [0-255) of the character be-
neath that point. If you have success
Christian, why not submit an article /de-
monstration program to New Atari User?

MORE GAMES! ....

Daniel Baverstock from Brighton, Sussex
is a games enthusiast:

T am writing to you concerning some of
the companies that turm out 8-bil games,
(including one of the best, Zeppelin, who
produce some of the most amazing games
I've ever seen). With many games that have
been produced for the C64, (including Pla-
toor, Mission wolf, The Untouchables, etc.),
and with many games produced to the
least of the Atarl Classic's graphic anc
gameplay capabilities, I really believe
games such as those for the C64 could be
produced for the Atari XL/ XE machines.
When I see games such as Hardball, Inter-
national Karate, Zybex, and Draconus, |
Jeel proud to own an Atarl 8-bif.

One of the many games that I'd like to see
on the Atari Classic is Mission Wolf where
a gun sight (s controlled - this is used (o
shoot enemy soldiers, vehicles, aircrafi, ete.
among many different landscapes. Various
weapons are available (e.g. machine guns,
rocket launchers, knives, grenades, etc.)
and ammo and health are collected

This is one of the many games that is quite
possible on the Atari Classic. Many peo-
ple's attitude to the XL/XE machines is
that graphics such as those from Miner
2048%er, or the odd beep, is aboul as good
as the Atari Classic will go, when mony
new companies have proved this wrong by
far. If there is a company that will try and
produce this type of game, I am positive
that all 8-bit owners will buy them.

This letter is also a big thank you to all

companies that support the Atari Classic.”

Well, Daniel, thanks very much for your
views. The good news is that a clone of
Mission Wolf has been done as Operation
Blood - programmed in Poland. Page 6 and
Micro-Discount may have coples and this
issue of New Atari User should contain a
review of the game. Let’s hope that the
revival of interest in the Classic machines
continues (notably in Europe) and that
more games demonstrating the Classic's
capabilities appear. Remember - support
the people who produce these games and
don't pirate copies!

TAPE TROUBLES AND
KEYING KONFUSION ...

From P Nevin, Bootle, Merseyside:

I have a 65XE and XC12 data recorder
and thoroughly enjoy typing in games and
utilities printed in New Atarl User. [ have a
problem when typing in games which cre-
ate an autoboot tape. Having typed in the
listing and checking it with Typo 3. an
autoboot tape is created with no problerm;
but when [ try to load the autobool lape by
switching off the computer, etc., the saved
data simply runs through and then the
computer simply exits to BASIC. [ am using
good quality tapes and CSAVE and CLOAD
work without problem. Can you help?

Well, I'm afraid my 410 recorder hasn't
seen much use over the last few years, so
I'm a bit rusty on things to do with casset-
tes. However, | note you say "...the data
runs through and then the computer sim-
ply exits to BASIC."” Does the autoboot
tape you're loading require BASIC? Are
you holding down the OFTION key, as well
as the START key when you're autoboot-
ing? Is your OFTION key working? (Check
it with the keyboard self-test] Anyone got
any ideas?

Mr. Nevin is also trying to type in the
KRUNCH program form issue 56:

"Unfortunately, try as [ might, when typing
in this program I cannot get the Typo 3
codes to match those printed in the maga-
zine. I do have copies of early issues of
Page 6 which show all of the control codes,
but these have not helped. Can someone
tell me what key-presses are needed to
obtain the control codes, or can someone let
me have a copy of the program on tape?
Any expense would of course be reim-
bursed.”

Using the control-character and inverse
combinations in listings is always a cause
for miskeying it seems. I'm afraid we just
haven't got the space to go through and
list out all the key presses for such lines,
However, perhaps a few things to watch
out for may help - don't confuse the obli-
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que (/) and back-slash () with the control- | issue of Atari User. I also use RAMdisk ' Rob
F and control-G characters; watch out for with my 130XE, and it is probably warth quiirie
lower case letters which are very close to mentioning that the printer routines remain Mallbag extra 111 an ot
their upper case partners (e.g. 's’ and 'p’); intact without MEM.SAV when using DOS MOTE
also check for characters like inverse-con- 3. These findings made me wonder how an COLLS:
irol-delete and inverse-control-insert; con- | S800XL user, without RAMdisk, copes with Having compiled my first MailBag col- penn
trol-B, control-N and inverse-control-M the very slow System MEM.SAV and this in | umn, I popped the disk in the post and situa
may also be tricky to spot in a listing. Why | turn brought me to the point of this letter. relaxed ... and a couple of days later a but f
not practice typing some of these combina- | There are many articles in old magazines large brown envelope arrived with some as a
tions out and comparing them to the prin- which are well worth printing agair. As in more interesting letters which had not that
ted listings to aid recognition? Has anyone | the case af this MEM.SAV routine, some been included in previous issues, together it I«
got any useful tips for typing in these sorts would be of great value to many users of with the first trickle of letters following the wait
of program lines? Atari 8-bif computers.” publication of issue 59. Well, I booted up resp
PaperClip and leapt in again ...
Well thanks for your thoughts, H.5. Sor
A NEW ATARI USER ... Would anyone like to comment on their Rather than create an issue of NAU that ther
experiences with MEM.SAV? And what is all MailBag, I will deal with the older ‘ecot
12-year old Gethin Williams wants some about this joystick port printer interface - correspondence in detail in my next col- vicl
help in learning to program: is this the makings of an article submis- umn (issue 61), together with as much are
T am really interested in Atari 8-bit prog- sion to New Atari User? Regarding reprint- | new mail as possible. In the meantime, | casl
ramming, but all I know is what is on the ing old magazine articles, I'll have to leave will just say "thanks" to Den Baverstock, mor
‘Invitation to Programming 1' cassette, and | the editor to consider this - I don’t know if | M J O'Meara, Paul Harley, H S Wood, Nigel not
that is only a_fraction of the BASIC lan- copyright problems are involved at all. Ludlow, J J Baldwin, Rob Dyer, Robert of L
guage. I have been looking for a book that Additionally, I think it would be more be- Francis, M A Fenwick, Martin Beswick, mal
will teach me all I need to know about neficial if people took fresh looks at old Arthur L Morris, Carmel Andrews, Syd
programming so that I can write even a subjects. | am sure that there are still new | Beauchamp, Freddy van Heljning, J E
basic sort of game. Please could you send a | aspects to be written about subjects pre- Robinson, Andy Barr, Tom Ralphs and IS
catalogue of books if possible? viously covered. Experience gained since Daniel Baverstock for their pasl corres-
original publication may shed new light on pondence, and [ hope to include your com- M
Well, what do the old-timers recommend techniques and the like. Are there any par- | ments and questions in the next issue. the
for learning about programming the Atari ticular areas that you think should be re- For the moment, I'd like to take a look at "nie
Classic? I learnt from Albrecht, Finkel and | visited? the first letters that arrived since Les’ the
Brown's 'Atari BASIC - a self-teaching announcement of the "new” MailBag... =l
guide’, supplemented by "Your Atari Com- it
puter’ by Poole, McNiff and Cook. But what DEAD DISK DRIVE ... ree
books are still available now? Check out ATARI 8-BIT i
the Page 6 Accessory Shop leaflet. If you From Herbert Spencer of Maidstone, (e:
have any suggestions to aid Gethin, or any Kent: ENT. HUSIASM LIVES! ... it
books which he could acquire, why not "My Atari 810 disk drive seems to have m
contact him at: “Troed-y-Rhiw", Blackmill, given up working for me so I wonder if any Rob Dyer from Gravesend, Kent writes: fo
Bridgend, Mid-Glamorgan, CF35 6DR. reader can advise me what is wrong with it | "Great to hear you volunteered to become
Wales or better still how I can repair it. The local editor of MailBag, Allan. I've often thought 1
repair shops seem only able to repair 16-bit | this is one area that has yet to be truly L
equipment and have no facilities to test an exploited to it’s_full potential. Fingers cros- i
MEM.SAV ... 810 disk drive even if they could repair iL. sed the letters flood in!” P
Until recently, it worked well as my tt
H.S. Wood of Bradford, West Yorks com- second drive but then the computer would It's only a trickle so far - but | hope the p
ments on the MEM.SAV file: not recognise it. I reconnected it as drive drought will end soon ...
"It has been often written that if one is one, having changed the drive code number
using DOS 3, then one should immediately back, but it still did not work. My other disk Rob applauds the decision to drop the =
change to DOS 2.5. It has not been my drive worls well so there is nothing wrong full-colour glossy cover and is pleased with a
experience to find DOS 2.5 so much beller with the computer or cable. When switched | the latest issue ... £
but that is probably because I do most of on the drive whirrs and the drive light illu- "The contents of issue 59 were among the c
my programming in machine code (no, not minates. the motor then stops and does not | best for a while. A good mix of features - no £
Assembler). respond to the computer's instructions. Has | one kind of feature dominating (as can F
Currently, I am writing up the notes fora anyone any advice? sometimes happen). I liked the Tipster's
joystick port printer interface, which has book review, the new §-bil game reviews,
been in use by me since 1987, and I have Well, Herbert, my personal advice, having | the Scottish profile, Superscript update i
again come up against the problems experienced similar problems with my 810 | along with type-ins and all this backed up
caused by DOS 2.5. I had become rather 18 months or so ago, is to get in touch with news of new, quality software from
complacent about the said interface which with Derek Fern of Micro-Discount your advertisers! Enthusiasm, {f not money, :
in my case works perfectly with DOS 2.5 (021-353-5730). Derek diagnosed and certainly seems to have reached all areas
and DOS 3, but in trying to ensure in the cured the problem successfully. Any com- of the Atari 8-bit community.”
notes that no problems will be found by ments from anyone else? -
somebody who might construct a similar What do other readers feel about the mix
unit, it was realised that my success is due of features? In the past Les has run special
to the use of MEM.SAV, issues on Adventures, Printers, Graphics,
The standard MEM.SAV is painfully slow, ete. - should there be more issues like that
so [ use one which was written by Simon {if so, what subjects?) or do you prefer a
Robins and published in the June 1987 general mix of features?
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Rob also notes that he had made en-

quiries of Ke-Soft but had not vet placed
an order "...not because [ feared sending
money abroad for goods ..., but simply be-
cawse of the recession I have to count every
penny al the moment. It is a frustrating
situation when one's enthusiosm is high
but financial status so low. I can only say
as a long time supporter of the 8-bit Atari
that I WILL spend the money when [ have
it. I only hope the various companies can
wail that long and don't take this lack of
resporse as an absence of inferest.”

Some interesting and important points
there. I am not going to delve into business
economics and the like bul just note the
vicious circle syndrome where companies
are trying to make sales to increase their
cash flow in order to expand and generate
more product, but their consumers have
not got the money to buy large quantities
of the product, so the companies don't
make the sales ...

ISLAND THOUGHTS ...

Manxman Mark Parsons from Sulby (on
the Isle on Man!) is also pleased with the
‘new look” magazine, but with regard to
the cover writes:

“The only problem with the new cover is
the flimsiness around the staples. I tend to
read though each issue several times o
digest the wealth of information in them
fespecially this Assembly Language Tuto-
rial - brilliant!), and [ have found that I
must handle issue 59 very, very carefully
Jor fear of a lost cover.”

This echoes a comment that I've made to
Les about the cover. | actually thought the
cover stock felt thinner than the interior
pages! Hopefully, Les can run to some-
thing a bit stiffer (if you'll pardon the ex-
pression) for future issues.

"How many people get the mag just for the
ST section, and who would mind if this
disappeared? Maybe then the deprived
Atari Classic (great name - who coined it?)
owners can have much more to themselpes,
ST users have got other magazines, but we
haven't.”

I'll leave Les to consider if NAU should
drop ST coverage ...

Mark continues by mentioning that in
search of new "mega-games” to play he
went and bought a "Commodoorstop” (re-
ferring to the shape?) The game are "brill”,
but at £25 a time, he's beginning to see
some good points about his Atari Classic
system. Not only is the software cheaper,
but ".. Turbo-BASIC appears to be a_far
more powerful language than any of the
BASICs on the A*i*a, and now [ repeatedly
return to my Atari to play around (unsue-

cessfully) with TB."

Mark concludes with these comments:
"My advice to anyone who is thinking of
buying a 16-bit system is to think of all the
people you would let down if you stopped

subscribing, and the 8-bit lifeline slipped
closer to death. [ know this would sit very
heavily on my conscience, so I am going to
continue subscribing to NAU, and I shall
keep using my Atari Classic regardless of
developments in the 16 and 32 bil worlds.
Long live the Atari Classic!”

I'm sure | speak for us all when [ say
thanks for your support and | hope many
others share your view,

800XL REPAIR ...

From Chesterfield, Derbyshire, John
Bunting welcomes me to the "hot seat”. He
likes "...the idea of making greater use of
the MailBag feature and would like to see it
utilising more space {f this can be made
available. after all one of the most popular
sections of any hobbyist magazine is the
letters page and an expanded version in
NAL should prove very popular,

Programming questions and ansiwers are
an obuious cheice of subject and I would
like to see more hints and tips on hardiware
particularly regarding fault finding and re-
pairs to our equipment. Some of it is now
registering a high mileage and with no new
replacements available, keeping the old
iterns on the road has a high priority.

In an effart to start the ball rolling, here
are details of a repair I carried out on my
S00XL."

At this point | have to interject and say
that Page 6 and New Atari User cannot
take responsibility for attempts at hard-
ware repairs and modifications carried out
by its readers, If in doubt - don't! However,
for those with the knowledge /experience,
here is John's advice.

"When about three years old my S00XL
developed a fault rendering it unusable.
After some shopping arouned (most repair-
ers wanted about £30 to look at it regard-
less of a successful repair) I got it _fixed for
£20 after a free estimate. | was told one of
the integrated circuits (or chips) had failed,
Then last year the same fault recurred.

By this time my son was using the compu-
ter as [ had upgraded to a 130XE, The
symptoms were that when switched on it
wertl straight into the self-test mode and 1
observed that RAM test showed faulty so I
removed the casing and looked intelligent-
ly(??) about and saw that one of the RAM
chips was different to the others - hopefully
the replacement fitted during the previous
repair. The RAM chips are the 8 in a line
down the left side of the printed circuit
board. I also noted that they were fitted in
holders making them easy to interchange -

- Mailb ag

no desoldering required. So, armed with the
reference numbers of the chips [ went to a
local electronics shop (not so pricey as the
multiple stores) and was fitted up with a
replacement for £1.95. As I didn't know
which one (if any) of the eight was faulty I
was advised to alse purchase a removing
tool. Although only similar to a large pair of
tweezers with imvardly turned ends and
costing a quid more than the chip, the
advice was sound as it made light work of
removing the chips without damage, A
Surther piece of useful aduvice was that the
chips can be damaged by handling (static
in the body) but that it would probably be
sufficient to "earth’ my fingers on lo the
work surface each time before handling.

On returning home I took out chip number
one, carefully fitted the new one and con-
nected the board up to the power supply
and TV and switched on. No difference. I
then replaced No 2 with the one I had just
removed and BINGO an connecting up was
rewarded with a blue screen and the
‘READY" indication. Incidently there was no
need to rebuild the computer to test as no
keyboard input was required.

Obviously I was lucky as I had experi-
enced the same symptoms previously and
there was an indication of what had been
done then. But as it happened to me twice
it must also have happened to others aned [
hope the detail is of help to someone. A
Jurther stroke of luck - apparently not all
models have the chips fitted in holders and
desoldering without experience and a de-
soldering tool is not _for the faint hearted.

As an afterthought to the repair it should
be possible to get an indication of which
RAM chip is at fault by the position of
Jailure on the sereen during the self-test.

Perhaps other readers would lile to contri-
bute their hardware cures."

Whew, luckily John supplied his repair
hints on disk so my fingers have been
saved some typing.

NOW IT’S UP TO YOU! ...

Well, how's that for a start! [ trust the
trickle of correspondence for MailBag will
turn into a torrent and we see lots of in-
teresting comment and questions (and
answers] in future issues. Don't be afraid
to share your Atari Classic knowledge with
others. If you want to keep the Classic
alive, then be part of the team and ex-
change ideas and information,

Write to MAILBAG at
Page 6 Publishing,
P.O. Box 54, Stafford,
ST16 1DR

Please mark your letter with ‘MAILBAG'
clearly at the top so it doesn't get lost
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ACCESSORY TEST

5T and B-bit machines which looks similar to the

"joypad” controllers on some popular games consoles.
The unit's shape reminds me of a pair of bike handlebars. This
makes it very comfortable to hold, but does mean it really
needs two hands to operate, one holding each "handlebar”. The
controls include an eight-way rocker pad operated by your left
thumb for directional control, and two fire buttons operated by
your right thumb. There's also an autofire switch located on
the side of the unit between the handlebars, where it can't dig
into your hand while you're holding the controller.

I tried the controller on five types of games - platform, racing,
beat ‘em up, flight simulation, and shoot ‘em up - with two
games in each category.

Platform games were represented by Shadow of the Beast and
Another World - two well known platform challenges. The unit
handled admirably, being very responsive and making playing
these games almost a joy. However, it did work better with
‘Beast', allowing me to get quite a long way into the game
without trouble. In Another World jumps need to be very
accurate and the Bollistick didn't quite make the grade. My
only slight complaint is that occasionally your left thumb ecan
slip on the pad, accidentally triggering unwanted jumps.

Next I tested the two superb racing games Microprose Grand
Prix and Continental Circus. The Bollistick wasn't very good on
these. In fact it was almost useless, as pushing up on the
joypad to accelerate while pressing sideways to steer is not the
easlest feat to perform. It may be better on a game like Lotus
Turbo Challenge where the fire button is used as the aceelera-
tor, but on these two games [ felt it wasn't really suitable.

For flight simulators [ chose F-15 II and Flight Simulator 2. 1
set F-15 11 to the easiest level so I could just dive in and start
flying, and found the Bollistick worked excellently. 1 found it
less suited to the precise control required for Flight Simulator

T he Cheetah Bollistick is a new type of controller for the

Product: THE BOLLISTICK
Manufacturer: Cheetah
Price: £9.99

Reviewed by Peter Davison
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NO
STICK!

says Pete Davison

Il though. Nevertheless it still handled with accuracy, while
remaining quite responsive. Overall, [ thought it to be quite
good with flight sims.

The penultimate category is beat 'em ups, using Barbarian 11
and Double Dragon II as the test programs. Barbarian II
handles similarly to Shadow of the Beast only a bit more
responsively. I had the same problem with Double Dragon 11 as
with the platform games - moving up when not needed - but
only occasionally. In general | found the Bollistick worked well
with these beat ‘emn ups.

The final set of games includes the immortal shoot "em ups
Blood Money and Anarchy. With Blood Money the unit handled
magnificently, with superb accuracy. The fire button stood up
to the punishment as well. Anarchy. the Defender clone, didn't
handle as well because of the rapid direction changes needed.
Owverall I'd say Scramble type games such as Blood Money
handle very well, while Defender type games such as Anarchy
are a bit difficult to control with the joypad.

For completeness [ also tested the Bollistick using Spy vs Spy
II and Draconus on the B-bit machine, These are two of my
favourite 8-bit games and | was interested to see how they
fared with the joypad. Spy vs Spy Il handled well except for one
problem area. Normally, on an ordinary joystick yvou'd waggle it
frantically to escape from the quicksand, but this is nearly
impossible with a joypad. Major control problems were more
frequent in Draconus. Many a time my thumb slipped on the
pad and set off an unwanted chain of events, usually with fatal
results. -

In summary, [ was quite impressed by the Bollistick, even
though it does cause a few problems with certain types of
games. At £9.99 it represents good value for money, and is
certainly very comfortable to use, but try it out with your
favourite games before buying, as it may not suit everyone.




NEW
MAGAZINES!

Well, what is the world coming to? As we complete ten years of
supporting the Atari, it seems that there is a resurgence of interest
world wide in the Atari Classic with magazines and newsletters
springing up all over the place!

ATARI CLASSICS

Many of you will know that some dedicated Atari fans over in the States
have been campaigning for several months to get enough support to justify
the launch of a new magazine dedicated to the 8-bit Atari and, happily,
they got the response they desired and were able to persuade a publisher
that a new Atari magazine could be viable,

The first issue of Atari Classics came out in December and was mailed
free of charge to all those who pledged their support for the idea. In a very
brave move this issue was mailed without pre-payment to hundreds of
Atari Useras who were invited to subscribe. This ‘Premier Issue’ would he
the first issue of your subscription if you took up the offer, otherwise you
got the issue free. A sort of magazine shareware scheme!

The first issue is American A4 in size comprising of 32 pages including
the cover in black and white throughout {no colour cover) but the content is
more important at this stage than the presentation. This first issue seems
to be very much a "feeling the way’ issue with new columns starting and
articles of what could be termed 'minority’ interest such as those on
Tranzkey and the XEP 80, Perhaps there is more support for these
products in the US than over here.

What iz encouraging is the number of advertisements with ten different
advertisers in this first issue, Advertising support will be vital for the
survival of Atari Classics and will surely be of interest to readers desper-
ately seeking support for their machines, Let's hope that this is a good
omen and that Atari Claszics will herald a resurgence of Atari support
throughout the world.

Atari Classics is published bi-monthly and you can subscribe for one year
at a cost of $38 (Air Mail to UK/Europe) payable by International Money
Order, Visa or Mastercard, Write to Circulation Editor, Atari Classics, 179
Sproul Road/Rt. 352, Frazer, PA 19355-1958, USA. Money orders should be
payable to Atari Classics,

FROM SPENDER

VIVE
ATARI!

Much more surpriging than Atari
Classics is STAK ATARI a crack-
ing little magazine published in
Chile of all places! Issue 5 was
sent to us with a very nice letter
from the editor and the publisher
explaining that the magazine star-
ted life as the idea of & small
group of enthusiasts and has
grown to a 40 page magazine on
sale on the newstands of Santingo!

The size is slightly smaller than
Ad but those 40 pages are packed
out with interesting reviews, articles and programs for both the XL/XE and
the ST with a bias towards the former. There are 8-hit programs to type in,
including programs to modify Blinky's Scary School and Zybex, a nice map
of Chimera and lots of other stuff on the XL/XE, Altogether an excellent
eoverage with only one drawback - it's all in Spanish!

If the magazine were in English | would recommend that you subscribe
without hesitation but I am tempted to suggest that you subseribe anyway,
or at least send for details. If you can read Spanish, vou zhould not waste a
further minute, subscribe!

Either way, the publishers will be happy to send you more details if you
drop them a posteard to Revista STAK, Casilla 51552 STGO 1, Correo
Central, Santiago de Chile, CHILE. Why not send them a picture posteard
anyway just to show that the Atari community worldwide sends its regards
to those still supporting the Atari Classic?

MEANWHILE IN IRELAND ...

Yet another newsletter landed in our post box recently, this time from
Robert Paden in Northern Ireland who has put together Issue 1 of ‘Trish
Atari User’.

This one iz just 12 single sided A4 pages stapled together, very much in
the fashion of elub newsletters, but put together by someone who obviously
cares a great deal about the Atari and wants to share that enthusiasm.
There are a few reviews, an in-depth look at a Hi-Fi hook up from an early
Page 6 issue and a few hints and tips but Robert is really looking for some
eontributions and says that he won't turn anyone down!

Robert will be charging £1 for Issue 2 of Irish Atari User (probably just
encugh to cover the photocopying and postage) and if you want to show
your support you could give it a try. Write to Robert Paden, 54 Ardmillan
Crescent, Scrabo Estate, Newtownards, Co. Down. N, Ireland BT23 4PW.

COUNTRY

Also received is a Preview Edition of a new
newsletter put together by David Ewens,
John Matthewson and Max Gerum of the
Tyne & Wear Atari User Group (TWAUG).
This is an AS newsletter with 24 pages and a
double sided disk. This preview edition has
reviews of the Daisy Dot User's Guide, an
article on the 1020 Plotter, a machine code
article reprinted from Monitor as well as the
instructions for three games that are on the
dizk, along with a number of other articles.

Some pages, such as the Letters Page and
Sales and Wants, contain only notices asking

PIRATES BEWARE!

Those who pirate software have never been able to see beyond the ends of their fingers and, surely,
cannot realise that pirating what little new software is available nowadays eould easily spell the end of
all future support for the Atari Clasaic,

Derek Fern of Micro Discount has recently introduced two new games that would not otherwise have
ever seen the light of day and is, rightly, dismayed to find that they are being pirated. In fact he is
more than dismayed as his comments will show.

"Ouer the last few days, I have received information regarding pirate copies of my new software, in
particular THE LAST GUARDIAN. This game was reviewed and released in the last edition of Ne

for your involvement and this is where the
aurvival of such newsletters is determined.
This first izssue is a commendable effort but it
is hard to maintain the effort and quality
without knowing that people are interested. If
you are interested, pet in touch with TWAUG
and let them know,

No information was available at the time of
writing regarding costs but drop a line to
David Ewens at TWAUG, P.0. Box 8, Wall-
send, Tyne & Wear, NE28 6DQ and ask for
more details. Enclose a stamp or stamped
addressed envelope as these puys are doing it
for the love of it and the costs soon mount up,

Atari User and it has been on the market for just 3 weeks,

It has taken me over two months work to locate, obtain the rights to produce, develop the artwork for,
and finally produce this game. It also involves o cash investment of at least £500 for each title produced.
That is why I get extremely angry and frustrated when I hear that The Last Guardian is being pirated
and distributed by an Atari User based in Bolton.

Be warned it is not a game, it is illegal to copy, own and distribute pirated software. You risk
having your equipment confiseated and face up to a £5,000 fine.

Every Atari user I speak with complains of the total lack of support they receive from Atari and other
software companies, I now understand why they withdrew their support! T sl have 30 brand new titles
to relense but if this pirating situation continues I will simply adopt the same attitude as taken b Atari,
cloge down and leave you fo find your own software. Unfortunately this action also affects the
non-pirating Atari users but I cannot simply sit back ond let this situation develop,

I will be notifying FAST of the existence of this particular individual. This kind of user I can do
without and so can other suppliers who go to great lengths to support the 8-bit machines.

Derek Fern”
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KL/XE TYPE-IN

C3 REM

JO REM B TEN PIN BOMWLING

NI REM H by Denis Thornton

5F REM B ———— == e

REZ REM I MNEHW ATARI USER - FEB 1993 #

NM 7 REM

Fil 16 GOTO L8668

TU 52 JS=J541:D0=0:IF STRIGLISF): 8 AMD WP~
7 AND IS3>SZ68 THEM IS=IS-48:D=1

EQ0 54 IF J52>58 THEN RETURM
Ell 56 IF USRCADA, JS,D)=8 THEN 52
UC 58 A=SA+IS+J5:IF PEEKCA)=PM THEN LB=a:

=]
u
"

=

POKE LB,®

CZ 68 IF PEEK(A+1)=PHN THEN LB=a+1:POKE LE
-8

GC 62 IF PEEKCA+41)=PM THEN RB=A+41:POKE
RE. 8

UL 64 M=8.92:IF D=@ THEN H=-9.6

HD 66 IF RY1 THEN H=K-8.1

DV 66 SOUND ©,8,0,8:IF LBZRB THEN 52

HY 78 IF LB=8 THEMN 78

CH 72 SOUMD 9,1286,18,14

HG 74 WMP-MP+1:LB=LB-I9:IF PEEKCLE) {}PN OR
RMDC13>X THEN LB=9:GOTO 78

TR 76 POKE LB,0

IJ 78 SOUND 9,0,.0,8:IF RE=-8 THEM &8

CE 88 SOUNMD B,12Z8,18,14

HP 82 MP=MP+1:RB=RE+41:IF PEEK(RB) (PN OR
RED(1)>*K THEM RE=®:GOTO 68

EM 84 POKE RB,8:G0TO &8

KI 408 POSITION 4,1Z:PRINT “FRAME ";F

D5 48Z POSITION 16,1Z:PRINT P:CSC2%P—-1,2%
P2:"™ PLAYER'S TURN"

NT 484 HS=" “"“:IF R}1 THEN HS5="

Q0 485 POSITION ZB,13:PRINT X5

MR 488 GOSUB B878:GOSUB 888:POKE PENABE, X!
GOSUB 988:IF R=1 THEM GOSUEB 1888

Fia 418 IF STRIGL(JSC(PII=0 THEN 418

MD 415 IF STRIGCJSCPII>8 THEN 415

GF 428 IF STRIGELJSIPII=8 THEN 428

JP 438 POSITIOM 2,Z1:PRINT " | ":J5=J5+1:¥
“USRCADR (ASY , J5,D)

Ut 435 FOR K=1 TO 15:MENT K

N5 448 POSITION Z,.Z21:PRINT * N\ :J5=-JS5+1:X
USSR CADR (ASY , J5, D)

5B 445 FOR K=1 TO 18:NEKT K

W \ : : 2 ZIK 508 RB-0:LB=0:MP=8:JSP=J5 (P} :ADA=ADR CA

With the ten pin bowling lanes getting quite ex- £3 :c0TD 52

S5C 558 FOR I=0 TO 1Z27:POKE PLAVER+iZ&8+I.0
tMEXNT I:POKE PCOL#1,I®iG6+2

pensive now what better than to play a_few

games at home on your Atari. This ten pin bowl- WF 566 RESTONE 308:FOR I=8@ TO 16:READ X:P
OKE PLAYER+128+84+4L,K:NENT I
ing simulation is simple yet highly entertaining KB 578 POKE PHOR+1,4%2448:POKE PEMABE,3
WU 588 DATA 24,60,126,255,255,195,189,189
and can be played by up to four players. ,189,189, 195,255, 255,126,680, 24

DC 528 POSITIOM X, Z1:PRINT "\ :POSITION X
SAG:PRINT "/ :RETURMN 1

: g fobes ; R B ol UG 670 RESTORE 675:FOR I=1 TD S8:READ X:a
Play itself is simple and, just like in the modern sl Sl o S A
alleys, all of the scoring is done automatically _for KY 675 DATA 165,20,197,20,240,252
YZ 660 DATA 164,164,104,10,108,24,105,48,1 t
you. Enter the player's names and off you go. 41,0,708,104,104,240,13,162,68
; g H DH GBZ DATA 189,.4,6,157.8.6,232,224,112.4
Control is entirely by the fire button on the joys- 8,245,169,8, 141,308,208, 162,1, 165

RE G664 DATA 28,197,20,240,257,202,208,247

tick, just press the button to release the ball and, A4, 213,175, 4. 205 433,232, 90

when you judge the time to be right, press again UL 708 HS=STRSCNP) :IF NP=0 THEN KS=""-*
g o= visl MY 718 IF RD>1 THEN KS=CHRS(ASC(NS$)+128)
to curve the ball up to the pins. Simple as that but WO 728 POSITION P(FD)4+RD,3I*P-2:PRINT X$:R
: ETURN
good fun, especially for younger members of the GZ 750 IY=3I%P-1:JK=P(FDI+1:IF FD>3 THEN J

H=J¥-1:IF Fp=18 THEMN JX=PIFD)+2Z
SBE 768 Y$S=STRSCSCP,FD)) :MAXC=2:IF FD}3I TH

——

Jfamily who will master the game in no time.
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LF

vo

LZ

Ll

K&

JK
HB

L

LL

ZX

ce&

&G
MK

YR

J¥

aL

TH

BI
ca
KK

DA
LF
UF
CH

LP
L

EN MAHC=Z

770 JH-JHAHMAKC-LEMIYS) :POSITION JH,IY:

PRINT Y5:RETURN

888 SA=PEEK(88)+Z56%PEEK (82) :CURSOR=7S

Z:PPH=S54279 :PHOR=53Z48

818 PSIZE=53256:PCOL=704;:PENABE=53277:

PLAYER=1536:BOT=4%21+16:PN=8B4

B8 PLIMN=S559:RETURN

BXZ8 POME PPM,4:POKE PLIN,46:FDR I=@ TO
Z:PDKE PHOR+I8

648 POKE PHOR+I+4,8:POKE PSIZE+I,B:MEX
T I:POKE PCOL,9:RETURMN

878 FOR I=8 TO 127:PDKE PLAYER+I,B8:MEX
T IL:RETURMN

B88® RESTORE 898:FOR I=2 TO 7:READ H:PD

KE PLAYER+BOT+I,H:MEXT I:RETURMN

898 DATA 69,126,176,126,1726,68

988 J5=1:TI5=40%21:0=0:H=USRLADRCAS) , IS
+DIYIPOSITION Z,ZL1:PRINT * ":RETURM
l18e88® FOR K=8 TO 3

1818 J=I8:FOR I=15+Z2¥K TO 18+K

1828 POSITION J,I:PRINT "e'":J=J-1:MNMENT
I:MEXT K:RETURN _
17288 PODSITION 4,14:PRINT "~

1218 POSITIOM 4,Z3:PRINT "

e L
*

1278 POSITION 9,8:PRINT :POKE Sat+23iw48
32,77 :RETURN
1499 PRINT "NK":POSITION 1,8:PRINT "r—

LJ Lj L ] ¥ L | | | L4 -,

L]

1410 FOR I=1 TO 4:POSITIDN 1,I%I-X

14280 IF IX1 THENM PRINT " jfaed 1
2

1448 POSITION 1,I%I-Z:PRINT | Hl Bl B

I Bl Wl ®H E Nl E .
1450 POSITION 1,3I%I-1:PRINT »| | |

| I 1 1 ] I I jre:

1455 NEHT I

14680 POSITIOM 1,12:PRINT 'L L M L
L L b 1L [

= 1% . PETURM
2888 PRINT "K'"":RESTORE 208Z2:FOR I=8 TO
T:READ M:POKE 15Z6+I.H:MNEXT I
2802 DOTA 72,169,57,141,74,708, 104,64
2804 PDKE 51Z,0:PO0KE S1%,6:K=PEEK(S568)
+Z256%PEEK (S61)4+54+12
2805 K=-PEEK(X):IF K<{1Z8 THEN K=K+128
7886 POKE M, K:INV-PEEK(S4Z86) :K-INV:IF
K128 THEM K=-K+1zZa8
2088 POKE S4286,K
2818 SETCOLOR 1.8,12:SETCOLOR 4,.3,.4:G0
SUB 1488:G05UB 12704
2828 GDSUB SS58:FOR F=@ TO 18:FOR P=1L T
0 MP:S(P,F)=8:NEXT P:NEXT F
Z83I8 FOR F=1 TO 18:FOR P=1 TO M
2848 R=1:GOSUB AB8:MiI=NP:IF SCP,.F=-1){}»
—1 THEM Z868
2858 SIP,. F-1)=5(P,F-2)}+18+NP:FD=F—1:G0D
SuUB 750
28608 IF S(P,F-1)<{}-2 THEN Z090
2878 IF S5¢(P,F-23{)>-2 THEN Z®%8
2088 SIP.F-2)=SIP,.F=I)+28+NP:FB=F-2:G0
SHUB 758
28%8 IF WP=18 THEN 2170
2188 RDP=A:FDP=F:GDSUB 70P:R=Z:GOSUB 408
2118 IF SEP,F-13<{}-2 THEN 2130
Z128 SIP. F-13)=5(P,F-2)+18+NL+NP:FD=F~-1
t:6OSUB 758
2138 IF NA+MP=18 THEN Z160
2148 RD=Z2:FD=F:GO5UB 700:5C(P ,F)=S(P,F~-
SRR TS [
Z158 GOSUB 758:G0T0 2188
Z168 RD=Z:FD=F:H5=""/":G05UB 718:S5C(P,F3}
=-1:GOSUB Z500:GO0TO0 21880

HJ
ZP

BQ
FB

oz
up

up

TZ
Fa

HZ
D

ur
TV
PY
Yo
HB
BL
TY
v
ES
a0
CB
bP
EY
Fb
Fh
pG
YE
oL

oc

AE
CF

uz

HU

up

UM

HY

5Y

Z178 RD=Z:FD=F:HS5="K":GOSUB 710:5C(P,F)

=—2:60%UB 2540

Z188 MEXT P:NEXT F

22080 PDSITION 4.2Z2:PRINT "Hant to play
again "::INPUT 0%

2285 IF Q5=""¥" THEN POKE PHOR+1,8:60TO
Zala

ZZ18 IF Q5="N" THEN ZZZ@8

2215 GOTD 2288

ZIZ28 POKE S4Z286,INV:POKE PHOR+1,8:POKE
CURSOR,8: POKE PENABLE ;9:GRAPHICS O:EN

[+

2508 IF F{18 THEN RETURN

510 A=1: G050 400:RP=I:FL=F:IF NP{1D

THEN GOSUB 788

2528 IF WP=18 THEN H5=""X":GOSUEB 71@

25380 SIP,.F)=SIP,F-11+18+NP:GOSHB 7580:R

ETURN

2548 IF F<{18 THEN RETURN

Z550 R=1:GOSUB 48B:NiI=NP:IF S(P,F-1) (>
-2 THEMN Z578

2568 S5IP,.F-1)=5(P, F-2)428+NP:FD=F—-1:G0D
sSUuB 758

2578 SEP.F)=SIP.F-1)+10+NP:RD=Z:FD=F:I
F WNP=18 THEM Z680

Z580 GOSUB VOB:R=Z:GO05UB 408:RD=-4:IF N
L+NP{18 THEM GOSUB 768

2598 IF HLi+NP=18 THEN MHS5="/Y:LOSUB 7i6
2595 SIP,.FYI=SIP,.FI+NP:GOSUB 758:RETURN
26880 HS="H":GOSUB 718:R=1:CO05UB 486:RD
=4:IF MP{18 THEN GOSLUE 788

2618 IF NP=180 THEN K$="HK":GOSUB 7180
2628 SIP.FI=SIP, . FY4NP:COSUB 7S58:RETURN
18668 PRINT ""R":DIM aAS5(58) ,C5C8) , H5C4)
SYS5C4) . 05€1).5C4,10) ,PL18) .05 (4)

18508 POSITION 9,7:PRINT "MMM¥ B D H L
I N G WEewm

11586 POSITION 18,.12:7

12080 T '™ v 3 now

17588 PRINT ""The ball is rolled by pre
s5ing then'

13I688 PRINT '"releasing the button on a
JYstick."

1I588 PRINT '"'Pressing the button again
will cause "

14988 PRINT ""the ball to curve to the
left.'

20008 GOSUB Ba8:GOSUB &78

21688 RESTORE Z2ZO@8:FOR I=-1 TD ie:REaD
HIPCID=H:MEXT XI:C5=""STHDRDTH"

ZZ000 DATH L, 4,7,10,15,1%,23,27,31,34

22108 GOSUB #8I:POSITION 2Z,19%9:PRINT "H

ow Many want to play "; :INPUT WP

22280 IF MP)4 THEM PRINT "“"MAXIMUM IS 4

“":6O0TD ZZi08

22309 JSC1Y=B:PRINT :IF MP(1 THEM 222@
2248080 IF MP=1 THEN PRINT "Use a jousti

Cck plugged into 1ST jack.":GOTOD 22480

27418 PRINT "How many jowsticks do vou
have "*; iINPUT NJ

ZZA4Z8 K=1:FDR I=1 TO MP:JSC(IX=K-1:K=-K+

1:IF K*NJ THEN K=1

22446 MHEHT I:PRINT "R":PRINT

ZZ4580 FOR I=1 TO MP:PRINT ""The ":I:C5(

ZHI 1 ,2%1); i K=J50(1) +1

ZZ468 PRINT * Player will use the Joys

tick"™

27478 PRINT "plugged into the "“";K:C5C2

EE-1,Z#K) ;" jack.":PRINT :MEXNT I

22488 POKE CURSOR,1:POKE S5I279,8:PRINT
tPRINT "'Press START™;

22490 IF PEEKCS5I2793=7 THEN 22498

21508 GOTO 2888
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FIRST STEPS IN AS
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elcome to the penultimate article in the series!
W This time we are mainly concerned with the inter-

facing of machine code into BASIC. Machine code is
fine on its own, but there are things which are very compli-
cated to program in machine code which BASIC does easily,
for instance complicated calculations. If you combine Basic
and machine code you get the best of both worlds.

Before we get into this, you need to be introduced to four

new commands.

FOUR MORE COMMANDS

PHA - PusH Accumulator onto stack

This command puts the value of the accumulator onto a set
of memory addresses known as the stack.

The stack lives in page 1 i.e. $100 to $1FF. It works like a
pile of papers in that when you put something on it, it goes
onto the top of the stack. When you take something off the
stack you start with the most recent byte. This arrangement
is called a LIFO arrangement, i.e. Last In First Out. The stack
pointer in the status register is used by the processor to
point to the top of the stack in page 1.

PHP - PusH status reg. (P) onto stack
This puts the status register onto the stack.
PLA - Pull Accumulator from stack

Takes a byte from the top of the stack and stores it in the
accumulator.

PLP - Full Status reg.(P] from stack

Takes a byte from the top of the stack and puts it in the
status register.

The main use of the above commands is in subroutines to
make sure the registers are unchanged after the subroutine

e.g.

PHPF : put status register onto stack
PHA : push accumulator onto stack
TXA ; put

FHA : X onto stack

TYA : put

PHA : Y onto stack

...... :subroutine

PLA rpull

TAY Y register from stack

PLA ;pull

TAX X register from stack

PLA -pull accumulator from stack
PLP -pull status register from stack

lssue &0 - Mew Atari User

Daniel Lea brings you

some more commands and
examples of programming in
assembler

Notice in the example firstly the way the X and Y registers are
put onto the stack since there are no direct commands avail-
able. Notice also, and more importantly the order in which the
values are removed from the stack and compare it with how
they are put omn.

Also remember you don't, of course, need to go through this
lot for every subroutine, because often the values in A XY and
P don't matter after the subroutine or the results may be
passed to main loop.

As well being used as above, the stack is also used in
subroutines without your knowledge. When you JSR some-
where the current program counter (i.e. the point in the prog-
ram the CPU is at) is stored on the stack and pulled off again
when you RTS so it jumps back to the correct place. So you
must be careful, especially in a subroutine, to pull off exactly
the same number of bytes as you push on otherwise every-
thing may mess up (the computer will most likely crash). You
have been warned!

THE STACK POINTER

The stack pointer was mentioned earlier. Two commands can
be used to alter or read its position in page 1. These are TX3
{Transfer X to Stack pointer) and TSX (transfer Stack pointer
to X). As with PLA, PLF, PHA and FHF no address is used.

INTERFACING
WITH BASIC

PLA has uses in interfacing with Basic. The Basic command
which is used to run a machine routine is X= USR[Address,
Paraml. Param2, .... Param127).

-

The simplest format is: ¥=USE(address), e.g.
X=USR(1536]

which runs a program stored at 1536 ($0600 - or page 6).
When this is done Basic first puts the current position it is in
onto the stack, low byte first, so it can return back once the




|
|

SEMBLY

Part 4

routine is finished. Then a byte for the number of parameters
is put on the stack (none in this case).

For a fully working machine code program you need to first
FLA the number of parameters byte and at the end of the
program RTS will return control to Basic.

The other case is where the X=USR has some parameters. In
this case as before the current position in Basic is put on the
stack. Then the parameters are put on the stack starting with
the last parameter and finishing with the first. Each parameter
takes up two bytes (even If it Is less than 256) so the parameter
can range from 0 to 65535. The low byte of the parameter is
put on the stack first followed by the high byte. Then finally
the number of parameters byte is put on the stack.

The order of the above is very important when it comes to
using the parameters in a machine code program. Remember-
ing that the most recent addition comes off the stack first
things would work out roughly as follows:

PLA

PLA

STA PARAMI1+1
PLA

5TA PARAM
PLA

STA PARAMZ+1
PLA

STA PARAMZ
eie.

[REST OF PROGRAM]
RTS

: number of parameters
: high byte of parameter 1

: low byte of parameter 1

; Return control to BASIC

Remember always to pull off the correct number of bytes from
the stack as have been put on or else the program will fail to
return to Basic properly.

PROGRAM EXAMPLES

There is one Assembly program this time, however it is no-
thing new simply an adaptation of the clear RAM program for
use in BASIC. It should give you ideas for how to adapt other
programs.

There is still one tiny problemn! Once you've written and
assembled your beautiful machine code program, how do you
load it into Basic. You cannot simply ‘LOAD’ the thing in. You
can use DOS, however this is cumbersome. The solution is a
little Basic program which I've written. It loads vour assembled
machine code file in and converts it into DATA statements. It
produces a subroutine which can then be ENTERed into your
program.

Ome small point [ must mention is the program asks you if
you want to produce ABSOLUTE or RELOCATABLE code.

18 ;

28 m————m—— e

I8 ;CLEAR RAM (BASIC)

48 ;by DJL, JAN 1332

Bl jros e e e

6D ;

78 :NB USE..

88 ;H-USRI15ZI6,s5tart address;lengathl

98 ; [B-6553X5] [8—-2551
si8B ;

8118 ;Assemble the code to disk

8178 ;with "A5M,  HD:CLEAR.OB.J"

8138 ;then load into BASIC converter
ai48 ;

a1se ;

*
8168 ADDR=Z83
8178 LEN-Z835

iusing page 8 addresses
is0 Code relocateable

aiaea ;

ai%a ;

8zan %=-50608

8z18 ;

8228 PLA inuMber of parameters
82I8 PLA High byte of address
8248 S5Th ADDR+1

8zs8 PLA ;iLow byte of address
8zZ68 S5Ta ADDR

az7a PLA High byte of length @
8Z88 PLA Low byte of length
/azae 5Th LERN

aze8 ;

8I186 ;MAIN LOOP

axze ;

BI3a LDH LEN

ai40 LA HO

8358 LODPL LDY nHa
8360 LOOPZ 5Ta C(ADDRI .Y

83I78 DEY

8388 BNE LOOPZ

8X9%98 TINC 784

2488 DEX

8418 BNE LODP1

a4za ;

8438 RTS ;Return controel to BASIC

Absolute is where the code is put at a fixed address e g. Page 6.
Relocatable is where the code can be positioned anywhere in
memory without affecting its operation. In this case the code is
stored in a string and X=USR[ADR([string#)) executes the
program.

Of course you can't have something for nothing and therefore
relocatable programs must follow certain rules. The crux of
these rules is that no direct reference to the program itself is
allowed. S0 no JMPs JSRs or .BYTE references within the
program. Branching e.g. BEQ etc. is allowed because relative
addressing is used. If you look at the ‘Joystick Detector' from
part 3. You can see a relocatable program and the problems
that arise.

That's it for this issue, next time more fun! I'll be tying up
loose ends and having a huge table of the 6502 instructions
and some programs using DLI's. See you then!!
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€5
L
HL
BS
56
53
cY
oM
vu

uc
EL
BI

PH

PY

FB
TE

LD

FH
IF
Fu
HH

N.J

cT

FC
FC

faJd
OH

FK
IJ
Ho

Iip

TR

Ia
MF

Fi

L
TR
ay

CZ
EG
1] ]

(41
NE
FE
FM

NY

HI
LS
RO
EL
HZ

1 REM HI S I T L EE

2 REH 11 INFOCAB "
32 REM B Infocom Yocabulary Reader #H

4 REM 1 by Chris Patterson "
S REM I ——-cccc e cmmcmsc e mnm e n

6 REH & NEH ATARI USER FEB 1953 "
7 BREH HHHHEHHEIHHHHETH TR e R

i88 REM

13I8 DIM BUFSCLZ8) :BUFSC1) =CHR%(8) :BUFS

f1268) =CHRS {8) : BUF 5 (2) =BUF 5

149 PR=-1:CURRENT=@:LCT=@

158 DIM IM5C1) ,B(3),C(5)

168 BIM CHS5(3I2) :CHS5="77777 ABCDEFGHIJK
LMNOPORSTUVMHHYZ"

178 DIM MCSC4) iMCSCLI=CHRS C184) ;MC5C2)
ZCHRS (76) :MCS LZI-CHRS LBI) :MCS LI =CHRS
228)

188 DIM NDS5(16):FOR LOOP=1 TO 16:READ
BYTE:NDS (LOOPI=CHRS(BYTE) : NEXT LOOP
198 DATA 104,184,104 ,133,217,184,184,3
Fs212,;133,212,169,90,133,213%,9%6

788 REM MM

218 GRAPHICS O:!SETCOLOR 2,17,.4:SETCOLO
R 11“1123"“‘5 ﬁ?.,ﬂ '

778 PRINT :PRINT "PUT INFOCOM DISK (51
DE A4 IM DRIVE,"™:PRINT "THEN PRESS <RE
TURMN>"; :INPUT H16;INS

238 REM *%

248 ADPDPR=B:GOSUBE SI8:TABLE-BYTE¥ZISH
258 ADPDR=9:GOSUB 530:TABLE=TABLE+BYTE
2680 ADPDR=-TABLE:GO5UB SI8:TABLE=-TABLE+B
YTE+L

Z78 APDR=TABLE:GODSUB S538:5IFZE=-BYTE:TaAB
LE=TABLE+1

288 ADDR=TABLE:GOSUB S3I8:COUNT=BYTE%ZIS
6: TABLE=TABLE+1

298 ADDR=-TABLE:GOSUB S30:COUNT=COUNT+B
YTE: TABLE=TABLE+1

3808 REM ¥

Z18 PRINT :PRINT "“OUTPUT TO PRINTER ¥
=¥ES) "} :INPUT INS:PRINT

228 PRT=0:IF INS=""¥" THEN PRT=1

IZ8e IF PRT THEM OPEN HFR,5,8,"P:":PRIN
T HPR:"INFOCOM MORD LIST":PRINT BPR
348 REM %

IS8 FOR HORD=8 TO COLMT-L

368 FOR LOOP=8 TO X:A4DDR=TABLE+HORDWSI
ZE+LDDP: GDSUB S30:6CLO0P)=BYTE: NEXT LO
ap

I70 ZA-USRCADRIMDS) ,BLO) , 1243 :CTAI =141
NTLZ1/4)

ZeQ ZFi=USRCADRCMDS) ,BCB) ,3) :ZZ-USRLADR
CNDS) ,BCL) ,Z48) :CCAI-A4BXZL+INTCZ2/22)
298 Z1-USRIADRINDS) ,BI1),313:CC2I=1+F1
488 ZL=USRCADRCNDS) ,BL2) ,124) :CE3)=1+I
NTL(Z1/4)

418 ZASUSRCADRIMDS) ,B(Z2) ,.3) :EZ-USRCADR
CHND5) ,BLI) ,Z48) :CCA)-L+BRZA+TNTELZZ/32)
4280 Z1=USRCADRINDS) ,BCX) ,T1):CISI-1+71
48 IF C(B)=6 THEN 498

449 FOR LOOP=8 TO S:PRINT CHSC(C(LOOP),
CCLOOP)Y : :HNEHT LOOP:PRINT ** *;

458 IF MNOT PRT THEN 498

468 IF LCT=8 THEN PRINT HPR;" izH
478 FOR LOOP=8 TO S:PRINT HPR;CH$C(CILD
OP),CCLOOP)) : :MEXT LOOP:PRINT #PR;* =
FiLET=LGTHL

488 IF LCT=9 THEN PRINT HPR:LCT=8

498 MEHT HORD

S88 REM e

518 PRINT :PRINT :PRIMT "EMD.":CLOSE #
PR

578 EMD

538 REM %% DISK READ ROUTINMNE

S4B SECTOR=7I+INTCADDR/128)

558 IF SECTOR-CURREMT THEN GOTO G648
568 POKE 769,1:REM DUNIT=581

578 POKE 7768,A5C("R") :REM DCOMND="READ
588 ZZ-ADR(BUFS5)

INFOCAB

A VOCABULARY READER
FOR INFOCOM

Chris Patterson discovers a way to cheat ...
sorry ... make Infocom adventures just a little
easier to get to grips with

INFOCAB is a neat little program which will read, from an
Infocom adventure game disk, all the words which can be used
when playing the game. There will be about 700 to 1000 words
in each game. The words can be displayed on screen or printed
out on an 80 column printer.

The user should note the following:
The program has been tested on the following Infocom
games: Cutthroats. Hollywood Hijinx, Moonmist. All of
these are identified as "Version F" when the "$verify”
command is entered. If you have problems with this prog-
ram then check the version letter. The program may not
work with other versions.

- The maximum length of words Is 6 letters so some words
will be truncated, e.g. EXAMINE appears as EXAMIN and
UNSCRIPT as UNSCRI. Some very long words may be
difficult to identify at first, e.g. SUPERBRIEF appears as
SUPERE. Remember that, when playing a game, you can
abbreviate long words to 6 letters to speed up typing.

- Some words that appear in the list cannot be used by the
player in the game. These are the words that have a space
in them, e.g. "l SVE" or "WHO S3". As far as | can tell,
these entries are used by the program only and are,
therefore, not available to the user.

- To print out on a 40 column printer (e.g. the ATART 1020
printer] change LCT=9 in line 480 to LCT=4.

[ hope that this program will help players who are stuck in an
Infocom game and who need the appropriate word or words to
progress.

TG 599 POKE 773I,INTC(ZZ/256):POKE 772,ZE-2
SEXPEEK (773)

CH 688 POKE 77%,INTI(SECTOR/Z56):POKE 778,
SECTOR-ZS56PEEK(779)

P 618 ZZ=USR (ADR (MCS53)

DU 628 IF PEEK(771)4}1 THEN 678:!REM DISK
ERROR

HH 638 CHRRENT=SECTOR

HL G648 ZZI-ADDR-1ZB¥CINTC(ADPDRA1Z8)) :BYTE=A
SCIBUFS(ZZ+1))

M 658 RETURN

FR 668 REM ¢

S0 678 PRINT :PRINT CHRS(25I);"DISK ERROR

“ApPEEK (7743 :", PROGRAM TERMIMATED.':

OF :1END
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DISK BONUS

LAST FLIGHT
of the
PHOENIX

A machine code program
by John Young

Years of interstellar conflict have left the Sigma system de-
vastated. The desert planet Regulus has been worst affected,
Xanthan blockades having caused an acute shortage of nuc-
lear fuel. Only heavily shielded freighters can carry the
radioactive fuel, but these cannot breach the blockade, so a
canister must be towed by another ship's tractor beam.
Very few spacecraft are now left, and thus the decommis-
sioned 'Phoenix’ has been refitted for the task. You must pilot
the Phoenix on its final, life-saving mission.

Use the joystick to steer the Phoenix over the surface of
Regulus, activating the tractor beam with the fire button. You
should deliver the nuclear fuel by passing the canister over
collection points (red crosses). Fuel for your ship is collected
by flying it over green diamonds, the current fuel level being
shown by the green bar at the top of the screen,

The canister cannot touch green fuel supplies and nor can
the Phoenix touch red collection points. The buildings on
Regulus are a further hazard. You must complete four runs
to save the planet. Xanthan missiles make an appearance on
the second of these levels. Good luck!

Keyboard controls
OFTION - music on/off
SPACE BAR - pause on/foff

GRALIN International

Clearance Items Cartridges

Pap"W*Eocker: . 2000 . .. EBoe Afchon®oi. . . coeGin £ a5
Your Atari Comes Aliv £11.00 Astercids ......... £ 99
Magniprint II+ ..... £11.00 Ballblazer ........ £ 85

Graphics Adventures £11.00 Barnyard Blaster ..£

Text Adventures ..... £9.00 (Requires Lightgun)
SpartaDOS Con. Set ..£9.00 Blue Max ....... FAS 95
SpartaD0Os Teolkit ...£8.00 Dark Chambers ..... £ 895

Action! Runtime .....LB.00 David's Midnight Magic £

s Lo Ln Lninen Ln
Wi
wn

Action! Toolkit ..... £B.00 Defender ..........£ 6.9%9
DOS XE + Manual .....£8.00 Demo Cartridge ....£15.00
RAMROD XLZ .. ..cc.... £B.00 (F5 II/Joust/Ms. PACMan/

EG13I0 memory upgrade £28.o00
MEGES memory upgrade .£28.00
{Upgrades require memcry chips)

One On One - No Manuals)
Desert Falcon
Designer's Pencil .£

5.
A

Sports Sgectacular .. £4 .00 Donkey Kong Jnr ...£ 9,95

| Conversational French £12.00 Fastern Front (1941) .£ 5.95

Conversational Spanish£12.00 Fight Night ....... £ 505

e it it e Vet Final CHegacy ) .o £ 9.95

available on a first come basis. Food ?ight rraraana £ 5.95

: Galaxian s.iuiaasacs oY

MES £ SEGA Cartridges Gato . ..-ooceroivnes £ 9,95

1 i HairdB R o boens S 1]

SR ek DAl [ b | e e 2 b g

Other Products Jungle Hunt ....... £11.95

Micreprint Parallel Printer Kaboom! ...........f 95

i Interface.......v. ..£31.95 ;Ddﬁ Rl';nner ....... £ gg
SuperVideo XK Kit. ..£7.95 MASteriype ........

ue T P £ 9.95

Ordering Information Missile Command ...£ 4.95

P4P: UR-£1.50. ECC-£2,50 + 10% value of E}c‘:‘n Fatbal il uw. E]_ gg
oods. Min £5.00. World-£5.00 + 15 DS@CTOMANCEr . ..sa..

EE[UEI:IFI}II.‘JEI Min£8.75 . One-0n-COne Basketball £ iy 1

; e EEEMANET I Rt LN Ll R 95

Cheques / FOs [ IMOs payable to

Gralln International. Pole Position

Rally Speedway ....L

W LNLN U an LD LN LN LN ON O e ON P D L 00 R
(T}
i

Please send all orders te: Gralin £ )
International, Dept. P64, 11Shillito pocens on prroiati s 2.3
Road, Parkstone, Poole, Dorset, BH122BN. Return of the Jedi f a5
Pleaseallow 28 days for delivery. Rhuwr sRaddi- o cuteade inta £ 95
Thesepricesarevalid from20thJan, 1993 Star Raiders ...... £ 99
and spersedeall previouslypublishedprices. Star Raiders II ... f 95
Ml pricescorrect at timof going topress. Super Breakout ....f 95
X o i Tl £ e R £ 95
Please send 2 x 24p stamps Thunderfox ........ £ 95

for our new catalogue.

Last Flight of The Phoenix is the bonus on this Issue's disk
which also contains all of the other programs from this issue
ready fo run. Disk subscribers will have received their disk with
the magazine but others can purchase the disk separately for
Just £2.95. Send a cheque or postal order to PAGE 6, FP.0. BOX
54, STAFFORD, ST16 1DR and ask for the lssue 60 disk or
order by phone on 0785 213928 using your credit card.

NEW FROM PAGE 6

* ok ok ok Kk

ENIGMATIX!

A super new multi-screen arcade
game with level editor

* k Kk k ok

HYPNOTIC LAND

The first new Atari ROM
cartridge for years

* %k ok ok ok

THE PAGE 6

TENTH ANNIVERSARY
DEMO DISK

Celebrate with us in style!

Full details of these NEW products can
be found elswewhere in this issue

Mesw Atari User - [ssue &0
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hristmas has come and gone and the turkey is

nothing but a bad memory. Time to work off some

of those extra pounds that Christmas "Do’s" bring
by indulging in the goodness that is the Tipster column.

I can't say as to what is in this issue’s colurmn simply

because I don't know what's going to be in it myself, I
did promise that the maps to Snowball by Level 9 would
be in this issue but due to university work [ have not
been able to complete it so it will appear next time (I
promisel). Meanwhile, shut your eyes and enjoy the
experience that is the Tipster!

FETCH THE BONIO!

To start with this month Kevin and Sean Cooke of Exeter
bring you the solutions to three adventures available from the
Page 6 PD Library.

Tips for the
kingdom of the
Public Domain

FOURSOME

Ninja Commando, Missing One Droid, Rockford and Death Race.
All of these come from Nick Bason of Willesden. Right, ‘nuff
chatter start tipping.

ONE NINJA COMMANDO can be made a hell of a lot

SU‘P!IIE easier by staying at the first house on level one. If vou
kill enough of the enemy then you can get the awesome
machine gun in no time at all,

MISSING ONE DROID has you pressing
SO START until you get a heart appear on level one. Kill
:ME it and you'll get two extra life points to begin with.

THREE Press START to pause ROCKFORD then press
OME RESET to return to the title sereen. Start the game and
S lo and behold the time is frozen at 99 seconds.

FOUR If you stay on the far left of the track in DEATH

SOME RACE you only need to dodge a few cars. This allows
vou to attain a speed of 300 mph. Completing the game
is now a doddle,

From Disk #39 - Tall Stories comes the map and
solution for WIEREWOLF.

To complete the game: Find the clippers and get
them. Find the wolfsbane, cut it and eat it.

To get past the panther: Find the catnip and get
it and then eat it in the same location as the panther,

Useful items: Catnip, Wollshane and clippers are
placed randomly and therefore are impossible to map,

Also from Disk #39 is the solution to Harry.

5,1,5,4,4,5,5,3,3, RETURN,RETURN,RETURN

WEREWOLF

mapped by
Kevin Cooke

Very samll End of cave

cave

Cave
entrance

The number shown is the selection to choose.

From Disk #31 - Fantasies and Simulations comes
the map and solution (o PELATRO AT (see

Den of G5 [
Wwerewolf

Siart Foresl

intersection

next page). As always with a solution the instructions
as written backwards but in the correct order of
execution. Therefore KICK PIG = KCIK GIP

E, E, TEG, N, W, QG, THGIL, E, S, KCIK,

TEG, EVOM, TEG, S, HSUP, N, E, N, E, N, U,
LR, i PURLEE DWW DR S E, TEG.
TEG, HSUP, W, W, N, N, TEG, W, S, EIT,

BMILC, TEG, BMILC, N, E, S,
HSUP, N, E, N, E; N, U, ), E
PORD, PORD, S, D, W, D, D,

Pass

throagh
mouniains

Dense
swamp

Shore of
lake

Alcove Patean
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Room
From Simon Reeder of Rotherham comes another advice (Is
this the collective noun for a group of tips and hints? If not
l Deep Deep what is it? Write and tell me!) for all of your favourite games.
P Pink Hall
chﬁfu chnmhﬂ' By If you would like to practice penalties with a friend in KICK
z OFF start a game in two player mode and then soon as the
| L T" game staris press select and then go to the penalty option.
Slair.
of ;,T Comidor m: When you are on your last life in AIRSTRIKE N and
are about to die press RESET and then press START and if
Climb D l I i you don't crash you will survive and carry on from where you
Climb left.
m Sl
of Pit Water i When in SCREAMING WINGS you come to the
_ things that look like robots, hardly shoot at them and you will
D -i- ‘]u carry on until the end of the level.
In SUPER SOCCER shoot diagonally otherwise the
Entran Jundtion lanction Rug goalie will save the goal.
Steven Nicklin of Tamworth says that to improve your
Bed chances of promotion in LEAGUE CHALLENGE
il Clam then you should change your team name to anything alphabe-
tically higher than Arsenal and then you will be put above any
Ph aro ah team on equal points and goal difference.

Just one tip this time from Jon Donohue of Bury and he says

Napped that if there is a dot moving up and down the edge of the

screen at either end in ROBIN HOQOD then there is an
Diesert by

enemy about.
Eoghan Ryan of Co. Kilkenny has a nice little tipperooney for
KCViH LAS VEGAS CASINO, it goes like this. To earn
TTash loadsa dosh go to the Baccarat table and bet on the dealer to
Start Desert light C OOK e win. Then deliberately make yourself lose. It don't always

Batton

work but as the cat food advert goes "8 out of 10 gamblers
prefer it"

SUM M E A, Tomo of somewhere in Wales has
* sent in a way of beating even Ben

‘Zl [-tlma I(V G AM E Johnson in the 100m Dash and
other events in Summer Games.

Here are the tips to the final part of Ultima IV, all courtesy of M.G. Rice I OO Roll the joystick in eircles, clockwise (6.23s)

SRR UL : | Gymnastics: As your hands hit the beam, press and
After entering the Abyss you are required to answer a question before hold your button for a moment whilst holding top right (18.7)

being allowed to descend each level, here are the answers to each of these .
Diving: To get the really high scores from the dives you

T have to obtain a high skill level, do this by beginning every dive
LEVEL 1 TRUTH=BLUE=HONESTY in a tight tuck and only open up on entering the water. When
LEVEL 2 LOVE=YELLOW=COMPASSION you do open up, you must go through each tuck for a higher
LEVEL 3 COURAGE=RED=VALOUR skill rating. Practice makes perfect. A. Tomo's highest scores
LEVEL 4 TRUTH+LOVE=GREEN=IUSTICE are:-

LEVEL 5 LOVE+COURAGE=0RANGE=SACRIFICE FORWARD 205.00 SKILL 4.1
LEVEL 6 COURAGE+TRUTH=PURPLE=HONOR (make sure BACKWARD 210.75 SKILL 4.3
its spelt like this) REVERSE 207.20 SKILL 4.2
LEVEL 7 TRUTH+LOVE+COURAGE=WHITE=SPIRITUALITY INWARD 210.70 SKILL 4.3

LEVEL 8 BLACK=HUMILITY

Then there are 12 more questions:-

&S VYet again GAUNTLET has given rise to another tip, this time
1. HONESTY 7. SPIRITUALITY M\ from Stephen Hargreaves of Crewe. If you find it hard to pass
2. COMPASSION & HUMILITY L) (iricky rooms that only have enough keys to get out in the right
3. VALOUR 9, TRUTH N sequence then what you have to do is as follows. In two _
player mode both piayers can pick up the same key, enabling
4. JUSTICE 10. LOVE T f ;
5. SACRIFICE 11. COURAGE L the room to be completed easily. All you have to do is both
z HONOR e s 2' move fo collect the same key (from the adjacent space) at
b. (same spelling as 12. INFINITY = exactly the same time. Incidentally this can also be used for
before) T collecting food and potions.

MNew Atari User - lssue &0 19



20

INFOCOM’S

Having persevered with and sussed Starcross, Stewart Hilson from
Redfield in Bristol provides these hints and tips following my ancient
plea for help to start the game.

1. Getting started. The mass detector gives you the name of the object it
has found - use the mass detector output (which came in the disk box) 1o
find and set your desired course.

2. At the artefact. To get through the airlock examine the sculpture and
think of the solar system. Art should be a hands on experience! (If you
manage to open the door then you will see what | mean.)

At this paint you will be presented with your first crystal rod - these are the
key fo the gama.

3. Getting the air supply fixed. Exploration will lead you to a Red Rod
which you should be able to get at with a bit of vandalism! You might feel a
bit guilty afterwards though. You will also find an underground room with
some machines in it - ona of which has red slots, now isn't that a
coincidence! Question is, which should you use? If your Chemistry isn't up
to much then you'll just have to use trial and error.

4. Getting the lights on. Remember the machines mentioned earlier. To
get this rod you must have mat the "spider like” creature. Don't be afraid - if
you can give it what it desires then you'll be alright. Listen to the creature -
wouldn't you be bored in the same situation? What might you do fo entertain
yourself? If you have picked up everything that you've seen and examined it
then you shouldn't have too much difficulty.

5. Getting the computer on. This really shouldn't cause any problems it
is very straightforward - if you've got the necessary object. Remeamber this
is an alien ship so don't expect it to be too cbvious. Onee on the computer
isn't really used for anything.

6. Finding another rod. Cne rod is outside the ship - axplore fully but
don't go drifting away.

7. The Coloured Disks. These are very useful. Just experiment with them
- the fact that they look like man hole covers should give you a good idea -
but Beam Me Up Scotty is a better one.

B. The Blue Rod and the Sphere. A really tricky one this. First make
sura you know what the two coloured disks can do for you. You need them
both plus any other object. Dial position 4 is the key - note the description of
the sphere here. Try putting things on the sphere, then twiddling the dial.
Finally remember that it's not just you that the disks will transport.

What follows now is & far more delailed description of what fo do with the
sphere and the blug rod. | have written it backwards so as not to spoil your
game. The backwards spelling is different from the usual where the new
format is as follows. GET THE TROUT = TUORT EHT TEG
8a. .3 ot laid eht nruT
8b. erehps eht rednu sksid eht fo eno tuP
Be. .yawllah eht ni ksid rehto eht WP
8d. .erehps eht fo pot no meti yna WP
Be. .4 ot laid eht nruT.

Bf. .dor eulb eht trapsnart osla liw ‘dleif' sksid eht - ti gnireggirt dna ksid ent
no gnidnal - pord ot draeh eb diuchs erehps eht no tup wey gnint ehT

8g. lezirp ruoy teg ot yawllah eht ot og and keab ksid eht teg .3 ot laid eht
nruT

9. The village. Just let the story lead you along. But make sure you don't
need 1o go out any more! Make sure you don't let the chief off the hook -
before or after getting what you want. Be persistent and you'll find the green
dirlack,

10. The Weasels ship. Getting the rod here is a bit of an unfair problem (in
my opinion). [t's not mentally-taxing - you've got to try and find the right
thing. You might try searching the skeleton but you won't find anything. Try
doing other things to it (but don't overdo it). Once you have the rod you
have 1o get cut without being seen by the Chief (after all you've just
desecrated a tombl). If you've solved one of the earlier problems you should
have no difficulty.

11. The unicorns. As far as I'm aware they are graceful but irrelevant.

12. The maintenance mouse. You may have discovered what it's up to
by now through accident! Maybe its picked up something useful in the past,
but where does it put all that rubbish and how might you get there? This is
pratty logical Captain as Mr Spock would say.

13. The ray gun. As with all the objects you should try everything you can

lssue &0 - Mew Atari User

STARCROSS

think of with it. If you use it for its intended purpose than you will be
thwarted in the first instance. ks bean around so long - maybe its got
clogoed up or something. You will enly finish the game if you are as non
destructive as possible.

14. The big tree. Climb it! Once at the top you remember that gravity is low
here. Once in the drive bubble start everything up - a black hole appears,
does that remind you of an on/off switch?

15. How to get to the control bubble. You need some form of
propulsion - a rocket would be nice but you don't have one - but you do
have a poor alternative though - remember Newton - action and reaction. It
you haven't got 6 rods (not including the black rod) then don't go any further
- you only have enough for a one way journey.

16. In the drive bubble. Insert away! Now where might you want to take
the: ship and get all the glory? The squares are used o salect your
magnification - once you've found your destination {more or less) you nead
to tell the ship where to go. There are anly a limited amount of things ta try
g0 I'll leava it there - lts much nicer 1o finish an adventure under your own
steam.

| hope that | haven't given away too many clues but haven't made it fo hard.

HELP WANTED - APPLY BELOW ...

David Memery from Dublin has bought TOMAHAWE, he can
get off the ground but he can't find the enemy, activate or fire
the weapons, get the targetter and move forward, He needs to
know the joystick and keyboard controls to get him going, any
hints and tips that you folks might have would be greatly
appreciated.

Ken Jagger needs help with a couple of decent adventures,
namely Domes of Sha and Hammer of Grimmold. In Domes of
Sha he can't get Grunt clean to carry him through the mud
and how can he remove the thread from his skin without the
program telling him it would be immodest to do so? In Ham-
mer of Grimmold he needs to find the woodman's sharpening
stone? He has tried looking, searching and examining his hut
to no avail, both inside and out.

That about wraps it up once again for another issue. Stifle
your tears and wailing ‘cos I'll be back in just two short
months with even more tips and tricks so take care and enjoy
yourself. I'm back at university by the time you read this and
computer science is proving to be exactly what [ expected (even
though the nights can be

]I?;ﬁi:;i difficult in Milton . F REE CAS SETT ES !

. |t your nint, tip or mep is used by
Take care and keep the tips The 1 Vo o ¢ o FREE

coming! CASSETTE (from those currently
available from The Accessory
All the usual bits to :- Shop) but you won't get one if you

don't send something to The Tips-
ter - get tipping now!

THE TIPSTER,

PAGE 6 b o
P.0. BOX 54 It you see your name in this column

! just drop us a line and My

STAFFORD . and I claim my fro
ST16 1DR i cossots you ol ks (s
PS. I need more maps ﬁ@ﬂ“ﬂm”i”mmmmg
and stuff so get map- always give us a ring instead on the

ping and send ‘em in!  |Usuel number




XL/XE REVIEW

DIGI-STUDIO

the Alternative Micro

Show last November
you will almost eertainly
have heard the name Digi-
Studio. It's the culmination
of many months effort on
the part of Dean Garraghty,
who is among the most ar-
dent of B-bit supporters.
When he’s not studying at
Aberystwyth University (or
doing whatever it is that
students get up to...), Dean
provides a variety of support
services to fellow enthu-
siasts including a PD soft-
ware library and a regular
disk newsletter known as
the 'News-Disk’ (watch out for a review coming soon in NAU).
In addition he’s recently been appointed a UK correspondent
for the new LIS magazine "Atari Classics’,

Digi-Studio is a suite of programs that enable you to create
and play music using digitised voices. The software has been
written using Turbo Basic (hence it is only compatible with
64K XL /XE machines) and is supplied on two double-sided
disks. The first contains the main program files and the
second a wide variety of example tunes and voices. A large
printed manual is included to explain the operation of the
various components and also to give helpful tuition on music
notation. The manual is generally well written and laid out,
apart from the unfortunate absence of a contents page and
index!

When you boot up the program disk you're initially presented
with a menu of five options. The first choice, Keyboard Player,
is perhaps the quickest way to sample Digi-Studio’s capabili-
ties. The Keyboard Player lets you perform music ‘live’ using
your Atari's keys as if they belonged to a synthesizer keyboard,
You can load digitised sounds from disk into three memory
banks which can then be toggled by a simple key press. By
making use of the directory function you'll discover a total of
fifty five sounds ranging from Guitar and Trumpel to Laughter
and Pigs! The keys are touch responsive, meaning they pro-
duce sound for as long as vou hold them down - though not
uninterrupted since the digitised samples are obviously res-
tricted in length. There's no recording facility of the sort you
may have seen in some ST 'sound trackers’ - perhaps this is

I f you popped along to

planned for a future version?

Tune Player, the next option on the main menu, plays prede-
fined tune files using any available sound samples. There are
forty-four ready constructed tunes on the disks but you can
also compose your own using other components of the soft-
ware. Load and directory functions are available here and
apply to both samples and tunes.

With the Sample Editor you can edit Digi-Studio samples Lo
improve on the existing sound or to actually create a new one.

s v

AR

e

The editor allows you to
copy a page of the sample
(this is defined as a set of 32
speaker positions) from one
point to another, and also
reverse all or specific sec-
tions of it. You edit the sam-
ple using a joystick to deter-
mine the loudness of its in-
dividual speaker positions.
Creating an entire sample in
this way would be too time
consuming for practical
purposes but the copy fune-
tions can be used to dupli-
cate a perfected section sev-
eral times. A graph option
displays the current sample
waveform in graphics mode
8 format - interesting, though not particularly useful!

The Digi-Studio Tune Compiler produces stand alone Basic
code to play predefined tune files stored on disk, which you
can incorporate into your own Basic programs. All you do is
enter the relevant details. including the line number where you
want the tune routine located, and the Tune Compiler sets to
work creating the Basic listing. Provided Digi-Studio is men-
tioned as the source you're permitted to distribute the end
product complete with the digitised tune files.

The final menu option is also the most complex. LIDS - or
Language for Instructing Digitised Sound - is a form of prog-
ramming language especially devised to help you write tunes
in the Digi-Studio format. With LIDS you can convert sheet
music into tune files using simple key words (too numerous to
mention!) which correspond to standard music notation. In
order to get the most out of LIDS, you will therefore need some
idea of how to read music. One section of the manual de-
scribes the basic principals though it doesn’t claim to be an
authoritative tutorial, so further study may be required. A
simple text editor is provided for programming purposes
though you can use any word processor, Once complete you
must use the LIDS compiler to convert your code into a
playable tune file.

It's obvious that the author has a genuine interest in the
subject matter, and has therefore put a great deal of effort into
the functionality of the Digi-Studio modules. Certain areas of
programming could be improved - there are fairly long delays
in places and error checking on keyboard inputs Is not always
handled in a particularly friendly way - but the proof of the
pudding is the sound, and this can be quite impressive. You
are unlikely to use Digi-Studio for serious purposes but it's
great fun and educational too!

Digi-Studio is produced by Dean Garraghty, 62 Thomson Auve-
nue, Balby, Doncaster. DN4 ONLU. The price is £12 and £1
should be added to cover the cost of delivery. Further details of
Drigi-Studio and other products are available on request.
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o

RENOVATEIT!

quently, | didn't get much out of the magazines [ sub

seribed to but as the years passed a subtle transformation
took place. Not only did | begin using my computer for practic
al purposes. [ also found myself tinkering with programs, even
though I had absolutely no previous programming experience.
One day | realized something quite amazing - programming
itself is a form of play. I was hooked.

Suddenly the back issues of computer magarines became a
valuable resource, and prowling through them emerged as a
favourite activity. Since my computer skills are continually
evolving, I always find something of interest.

Here are a couple of programs that grew out of my rumina-
tions.

I bought my first computer so [ could play games. Conse-

CUSTOM CURSOR KIT

In the November 1984 issue of ANTIC there's a program called
"Create Your Own Cursor” by Jerry White. When [ first came
across it, it filled me with enthusiasm. Now I could redesign a
cursor in any shape or colour [ wanted. All | had to do was
change the data numbers in a certain line. Huh? Change them
to what? The article didn't say, and I went away grumbling,

Sometime later | came across another little program that
caught my interest. "Joystick Cursor” by Ted Stockwell
appeared in the May 1986 issue of ANTIC. It transferred cursor
control to a joystick.

By this time my computing skills had improved somewhat, so
I began fiddling around with both programs, and finally man-
aged to hitch them together. (See Listing 1.) Then | puzzled out

—_—
na
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Totals
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0
0
0
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Can’t write your own
programs _from scratch?

Well, there’s just as much

Jun to be had by tinker-

ing with other peoples, as

Ed Hall has found out

the secret of the mysterious data statements,

Jerry White's cursor is actually a player, which is designed on
an 8 x 8 grid. The illustration shows how Lo arrive at the 8
numbers (listed vertically) needed for a lightning bolt cursor.

Eight numbers are required, and none may exceed a value of
240. Enter 0 for a blank row,

After figuring this out, I celebrated with an orgy of shape-
designing. Here's what I came up with:

PACMAN: 30.63.118,124,120,120,60,30
TIE-FIGHTER: 0,65,73,93,127,93.73,65

INSECT: 66,36,24,126,153,36,66,129
BULLDOZER: 0,64,64,122,2,122,134,121

HAND: 96,50.26,29,54,111,95,63

COILED ARROW: 62,34,42,42,42,174,224,240
CROOKED ARROW: 240,192,160,144,144,16,16,16
INSERT SYMBOL: 0,128,64,32,32,64,128,0

MACINTOSH-STYLE I-BEAM:
160,64.,64,64.64,64,64,160

HORIZONTAL LINES: 0,240,0,240,0,240,0,240
HOLLOW SQUARE: 240,144,144,144,144, 144,144,240
UNDERLINE: 0,0,0,0,0,0,0,240

Cursor shape data numbers go in line 650, Cursor blinking

rate [RATE]) is found in line 660. Enter a zero If you don't want
the cursor to blink. For cursor colour (COLOUR)], enter any

T



CS 1 REM it T T T R
ZIH T REM 1 CUsSTOM CURSOR KIT -}
AR T REM H J.Hhite, T. S5tockwell b2
MD 4 REM 11 E. Hall, A Haranowitz n
S TN e e e e e
5A 6 REM 2 MEW ATARI USER - FEB 1993 ®
CY¥ 7 REM it LT BELEEE PR CHEEEER R pEEIE
oM 188 REM

HC 148 GRAPHICS B:POKE 752,1

Jb 158 POSITION 16,3:7 " p———qqq™

JM 160 POSITION 16,4:7 " |IEEEEEI"

Za 178 POSITION 16.5:7 "EEITEE

aM 180 POSITION 16,6:7 “NIEEENI| "

EG 198 POSITION 16,7:7 "N "

WY 7@e POSITIOM 16,8:7

XD 218 POSITION 16,9:7

TG 778 POSITION 17,16:7 “EEEIIE"

MM 2I9 POSITION 17,11:7 * L []]

MY Z48 POSITION 17,12:7 ™ P b

HQ z58 REM RDEERROS NI ITRed.l4

UM Z68 FOR Z=272 TO I19:READ M:POKE Z,M:HW
EXT Z:JOYSTICK=USRI(Z7Z)

HI 270 DaTha 104,168,27,16%,1,169,6,32

CH 280 DATA 92,228,96,206,63,1,208,24

UT 299 DATA 165,9,141,6F,1,.173,.178,2

EK X688 paTa 73,15,748,12,162,755,232,74

MD 318 DATA 144,252,189,59,1,141,252,2

HC Z20 DATA 76,95,228,147,14%,134,135,5

JUu ZI8 REM HMIDELDECTINREL]S

O Z48 POSITIDN 92.9:7 "JDYSTICK i

PH 58 ROUTIME= (PEEK(106) -6) %256

OPF 368 FOR Z=0 TO 68:READ X:POKE ROUTIME®
Z.HINEXT Z

PO 378 POSITION 7,9%:7 "CONTROLS s

5P XAA FOR F=61 TO 1Z0:READ X:PDKE ROUTIN
E+Z,H:NEXT Z

GJ I%8 POSITION 7,9:7 "

CuRsor ="

ME 488 FOR Z=1Z1 TO 18@:READP HK:POKE ROUTI
HNE+Z ,HIiNEXT Z

CI 418 POSITION 18,%:7 '
TION Z,11:% "

DS 428 DATA 184,165,217 ,.724,185,36,1XX,212

SH 4I8 DaTh 165,21X,1085,8,133,21X,162,7

DI 448 DATA 1609,144,.177,212,.157.08,6,.136

HI 458 DATA 20Z,16,247,164,212,166,213,16
-]

HE 468 DATA 7,.76,92,228,17X,248,2,248

FGE 478 DATA 124,173,43,7,248,4,16%.8

HNA 488 DATA 248,6,17I,255,6,24,185,8

IF 498 DATA 141,255,6,48,184,168,254,16%

CG 508 DATA ©,153,0.6,1%6,192,7,288

5H 518 DATA 248,169%,108,141,194,7,141,79

B> 5280 DATA 208,16%,1,141,111,2,141,27

IB 5386 DATA 268,16%,8,141,108,288,169,8

PN S48 DATA 141,7,212,169,2,141,29,208

N5 558 DATA 169,58,141,.47,2,.141,8,212

ZV 568 DATA 166,85,164,84,165,87,13,147

WO 578 DATA 2,248,12,173,191,27,7281,4

ZM S8 DATA 288,35,152,24,185,.20,168,138

oJ 598 DATA 18,10,185,48,141,7,7208,152

¥5 688 DATA 18,10,16,1685,39,168,162,7

5Y 618 DAaTA 189.8,6,153,0,.6,136,282

Al 628 DATA 16,246,76,98,228,16%,98,141

¥V 638 DaATA 2,208,76,98,228

LP 648

ZT 658 DATA 12,24,48,96,48,37,.64,.1238

= :PosI

ID 668 RATE=Z25:POKE ROUTIMNE#+55.RATE

KS 678 COLOUR=28:POKE ROUTIMNE+74,COLOUR
HG 688 SPEED=Z:POKE 8,5PEED

GC 698 cursor shape

TJd 788

KM 718

GH 728 R

LL 738 CURSOR=USRCROUTIMNE)

Listing 1 - A flashing cursor

value from 0-255 in line 670. Finally, in line 680 poke location
0 with a number to control cursor speed.

Since the program lakes a [ew moments to initialize, I added a
final touch - a little guy who greeis me with a message.

Now, whenever | power up my 8-bit, | can use my joystick o
control a cursor which sults my mood. In fact, since my
repertoire of joysticks includes one which masquerades as a
mouse, | feel like I'm driving a brand new vehicle.

There was a slight glitch in Jerry White's original program, a
bit of the player used for the cursor leaked into the top of the
screen. Abe Waranowitz provided the fix (thanks, Abel).

SOUND STICK 2

In another back issue of ANTIC I came across a program for
editing sound statements with a joystick. It was a very short
program [only 28 lines), but [ started fooling around with it
and managed to compress it even further by knocking ofl 9
lines.

Okay, that was fun, but the program wasn't much to look at,
and I didn't like the way the joystick was set up. So | added a
frame to display the sound values, and reworked the way the
joystick worked.

There was another problem though. Whenever the user selec-
ted a different voice to work on, the values from the old voice
were transferred to the new voice. | had a hunch that arrays
were the answer to the problem, but I wasn't too sure how to
do it. Then | stumbled across a similar joystick program in a
book called "The Musical Atari" by Hal Glicksman. Hal used

arrays to store joystick values, and the procedure was even
simpler than I had hoped.

Take a look at Listing 2. Line 120 sets up three arrays, one
each for pitch, tone and volume. Each array contains four
elements. They are identified or labelled in the following
fashion:

P[0), P(1), P(2), P(3); T(Q), T(1), TI2), T2); VI{0). VI1). VIZ). V(3]
where P=pitch, T=tone, V=volume, and the numbers represent
voices (-3,

Line 125 fills the arrays with zeroes, but when in use, they
can hold any value assigned by the user via the joystick, For
example, P{0)=245 means the pitch for voice 0 is 245, and
V(2)=11 means the volume for voice 2 is 11. This allows the
program to store and retrieve values when it switches between
volees. Lines 200-215 read the joystick and store the values in
the arrays. The variable A represents the eurrent voice (0-3).

Great! We're all finished ... except ... don't those Graphies O
screens get a little boring sometimes? How about adding some
colour? No, not with the Setcolor statements, I mean by alter
ing the display list. Unfortunately, that's way over my head
but it's not a problem. There's a nice little utility (again (rom
ANTIC) called Rainbow Screen Customiser, which does the job
for would-be programmers like me. Hence, lines 135-145, and
the data statements at the end of the program. You don't need
to type these lines in, the program works fine without them
(except for the GOSUB 325 in line 145, you need that) but that
extra colour does look nice, doesn't it?

Hm. it also slows down the joystick a bil. Not a problem with
the tone and volume values, since their range is small but the
pitch values cover a much larger range (0-255) so as an
afterthought, I slipped in a subroutine which allows the user
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CS 1 REM DBHEIStEIrHs : PR
IC Z REM H EUHHD ‘."II'I.G¥ 2z "
XU I REM H by Ed Hall n
SF d BREM B »rr-=—=—=r e e e e e L
RZ 5 REM H# MNEHW aATaARI HEER - FEB 199 H
CH & REM i I

oM 188 HEH

5T 118 GRAPHICS 0

S5I 115 REM

OP 178 DIM PC4),TC4) ,VI4D

FU 125 FOR Z=90 TO I:PCZIz0:TCZI-@:VIZI=B:
MEHT 7

TS 13I8 REM

BH 135 FOR Z=8 TO 47:READ K:POKE 153647 .M
IMEMT 7

SK 148 FOR Z-0 TO 106:READ H:POKE 158447,
H:MEXT Z

FL 145 DPL=USR(1584) :GOSUB 325

0W 156 REM

EM 155 rREn — IFTCNYTINR }——rr-

0¥ 168 REM

PP 165 REM AETEENETH!

JC A7H H=S5TICKI8)

LM 175 IF STRIG(@)=0 THEN GOSUB Z60

BE 168 IF PEEKC(SZIZ79) L{)7 THEM GOSUEB Z38

HO 185 IF PEEKL764)=-ZX THEN PIA)=-0:TCAX-8
(LAY =B POKE 764, 7255:6GOT0 225

S5I 198 IF X=15 THEN 178

PJ 195 REM

CY 788 IF X=id4 THEN PL{AY-PLAD+5T:IF P{Ad}
2%5 THEN POn) =8

HZ 205 IF H=13 THENM PLAY=PLA)-ST:LF PLAd
@ THEM PI{A)=255

Ue Z18 IF H=11 THEM TCAY=TCA)+SE:IF Tcn:}
14 THEN TCA)Z=A

FP 215 IF =7 THEN VCAI=VIAY+OP:IF VIAI}1
5 THEMN ucn:"n

cy 228 %

EV 225 SOUNMD &, P:ﬂi TLad) VAl

¥YH 2I8 POSITION 15,18+aM7

ME 235 7 POAY,TOA),VIAD ;" *":6OTO 170

oy 748 REM

B) 745 REM — EEINSCTES

0H 250 REM

Kb Z55 REM

TH 268 FOR Z=0 TO ZT:POSITION 1,1047¥Z:7 ™

":POSITION 7,10+4Zm2:7 YINEKT Z

BH 265 A=A4+1:IF Aa=4 THEW A=90

CC Z70 POSLITIOM 1,10+a%2:7 "—{'"1POSITION
F.lo+anz:? " j—":RETURMN

Yz 275 REM

JK Z88 IF PEEKC(S3279)=6 THEN ST-5T#1:IF 5
T»25 THEN 5T7=1

BH 28%= IF PEEK(S3IZ279)=5 THEM SE-SE®*Z:IF 5
EY14 THEN SE=Z

EP 298 IF PEEK(S5IZ7¥2)=% THEN OP-OP+1:IF O
P19 THEM O0OP=1

Ya 295 POSITIOM 15,28:7 5T;"

KB 3Z88 POSITION 25,Z@8:7 SE;» *

LK 385 POSITION 3I5,28:7 OP;" ":RETURN

on Iie REM

RA 315 REM — e

o5 IZ8 REM

SH I?5 POKE 752,1:POKE BZ,1:POSITIOM 1,08

ZN 3AIB 7T

N

Ms 335 7 vuj [ B o B I B o B mrrmTATE rF
1 i

MT 348 7 | Hilllitd Y- 1 Il M r
o Ill

PT X455 7 "| —d b b Rbld = 4 LLIJ L L
- 1"

IK 358 7 "} T r T
P

YK 355 2 ] fire | up/down | left | r
ight 1

ME I68 7 *| 4 } +
-—-I-I—i'"

SO LTI  voice | pitch | tone | u
ol ume o

SH X780 POSITIOM 1,19

IEETEOEIY 02020 [ start | select | o
ption |8

SE 288 7 "] imncr. | | 1

CL 38% 7 l‘ T . - e
D e e

TJ I9p 7
s ol

YU I9% FOR Z=9 TO I:POSITION S5,10+Z%2:7 Z
,8.8,0:NEXRT Z

T 486 POSITION 1,18:7 “—{":POSITION 7,1
B:7

K5 485 E ] ENT S

IY 418 ST-1:POSITIOM i15,28:7 5T

0Y 415 SE-Z:POSLITIOM 25,28:7 SE

Al 420 O0P=1i:POSITION I5,28:7 OP

ZT 425 BRETURN

auv 438 REM

RO 435 REM —— IETMCTETM |

OH 4490 HREM

OFE 445 DaTH 4,4.4,.4,4,4.4,4,130

Upr 450 DATA 132,432 ,132,132 132 132,132,111
32,132

RI 455 DATA 138,4,4,4,4,4

0I 468 DATA 10,108,10,10,16,19,18,190, 18

RT 4G5 DATH #,9,0,0,€,06,8,8,0

pP 478 DATA 19,10,18,18,10,16

KL 475 DATA 194 ,173,48,2,133,283,173

TF 488 DATA 49,2,133,284,168,3,177

7V 485 DATA 263,9,178,145,201,168,6

MT 496 DATA 169,130,145,203,200,1%2,27

Nz 495 DATA Z88,2497,169,129,141,98,2

KY S0 DATA 169.6,141,1,7,168,99

CH S8% DATA 162,6,16%,7,133,205,76

CG 518 DATA 97,226,162 ,64,165,2085, 248

PF S15 DATA 18,172,74,6,141,197.2

UN 526 DATA 17Z.0,.6,141,198,2,169

II 525 DATA 1,133,.7266,1672,192,142,14

TL 538 DATA 212,76,96,228,72,138,72

¥H 535 DATA 166,206,189,24,.6,141.,18

R¥ S46 DATA 217,141 ,23,708,.189,8,6

EC S45 DATA 141,74,708,2368,706,104,170

ME 556 DATA 104,64,166,206,18%,24,6

BL S55 DATA 141,189,217 ,141,2%5,708,189

al S66 DATA O,6,141,74,208,230,200, 104

LN 565 DATa 170,194,64

Listing 2 - Joystick controlled sound generator

to change the increment. For example, set the pitch inerement
to 5 or 10 and you can zip right through the pitch values. In
fact, the effect is similar to inserting a loop in a sound state
ment. The idea seemed good, so | ended up doing the same for
tone and volume.

You'll notice that 1 assigned 25 and 10 as top limits for the
pitch and volume increments (see lines 280 and 290). This was
an arbitrary decision - feel free to change them. In fact, il

you're a fairly new programmer (like me), | urge you to experi

ment with the program, it's the best way to learn.
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GET SOME IDEAS

Don't toss out your old computer magazines - they're an
extremely valuable resource. You'll not only find something
new every time you look through them, you'll also discover lots
of opportunity for ereative tinkering. My version of "Sound
Stick” is now totally different from the original, and it all
started with one little "improvement.” There are lots more old
programs out there just wailing for a fresh coat of painl.




XL/XE GAME

INVADERS

display subroutines, produced by the FONT AND DIS-

T his issue we have an example of developing font and
PLAY DATA CREATOR, Into a game.

MACHINE CODE
ROUTINES

There are three machine-code routines used by the program
that you may find very useful for games programming;-

ROUTINE 1- A sprite mover handling all animation, move
ment (including joystick control) and collision detection.

ROUTINE 2- A missile mover including optional trigger sens-
ing, movement and collision detection.

ROUTINE 3- A sound effect routine, allowing up to four
table-driven sound effects to be played independently from
everything else (they do not slow the program down).

These are guite complicated to use, so | have written a
smaller game that explains the routines much better, and this
will be the final listing next issue.

HOW TO PLAY INVADERS

After the rather lengthy initialising has finished vou will be
presented with a title screen. then to start press the joystick
trigger. After the siren has sounded the main display will
appear and your spaceship will emerge [rom its hanger.

The idea is to protect the planet's shield from invading alien
forces by blasting them with your laser. Every time yvou let
them hit the shield a bit of it disappears allowing further alien
forces to get through. The shield also weakens when the aliens
reach the surface. An alien saucer occasionally crosses the top

THE LISTING

Invaders is another mammoth listing that would fake
up five pages in the magazine so we have decided fo
include the program only on this issue’s disk where

you will find it ready to run. We regret that a casseite
version will not be available but we are guite happy
to send a photocopy of the full listing, with TYPO
codes, for anyone to type in if they wish. Send a large
stamped addressed envelope to PAGE 6, P.O. Box 54,
Stafford, ST16 1DR and ask for the INVADERS listing.

Steve Lakey’s Font and
Display Editor is now
used to create a _fully
playable game which can
be played even if you are
not interested in the
programming side of
things

of the display and although killing it is difficult, it can be done.

Should the shield become too unstable you will lose a life.
Although you may be lucky, a collision with an alien or its
explosion will kill you. You start the game with one life and get
an extra life every 20000 points. You lose poinis when the
shield weakens and should the points drop below a 20000
point boundary, you will lose that extra life. If you lose a life
the level has to be replayed.

There are five types of alien, each with its own movement
pattern. A new alien appears on each of the first five levels.

SCORING

50 x LEVEL Shooting An Alien

-50 x LEVEL  An Alien Hitting The Shield Or Reaching
The Surface

125 Points For Every Shield Section Left Intact At

The End Of Each Level

2000 Points Hitting The Saucer

TECHNIQUES USED

To animate the billboard a selection of different characters
were plotted to the screen, whilst to open and close the hanger,
data was stored directly into the character set. Study the
listing to see exactly how it was done.

In the final part of this article, o be presented next issue, there
will be one more listing which will explain the machine-code
routines mentioned above., These are tofal relocatable and oper
ate in the vertical blank interval making animation very smooth.
If you have ever wanted to program your own commercial
gquality games look out for it!
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Feature

ou may think, as many people do, that as the 8-hbit is a
Y relatively old produced computer, you are alone and

without any help. Mistake! Just take a look at the
people involved in this magazine from all around the world.
Look at the British, German, Australian, US teams and sup-
port clubs around the world for our machine. You may think
that [ only look around the world because [ write from FRANCE
where you never heard about any 8-bit machines. False!

Here, in France, the 400 appeared in the beginning of the 80s’
and was followed by further models of the XL/XE line several
years later. There were also many magazines and publications
supporting the ATARI 8-bit machines in my country. First,
there was "L'ATARIEN" which began publication in Oclober
1983 (mostly with VCS 2600 dedicated articles for the first
three issues) and finished in February 1986 alter 10 issues.
This was a magazine edited by ATARI FRANCE and was of good
quality with articles, programs and reviews of games and
utilities. Then there was "POKEY" from July 1986 to August
1987 with full coloured pages all about the ATARI 8-bit
machines, offering bargains on software and hardware. These
magazines were very well produced with good programs and
original articles, but were difficult to find even here in France.
Unfortunately, their publication stopped due to lack of buyers
and supporters. There was also was a much bigger publication
called "TILT" [much the same as the English Computer and
Video Game mag) which followed the 8-bit until 1986, This
mag still lives but with articles on ST, PC, and Amiga.

However, there is here a group of people continuing the
support for the XL/XE [some of them via the French telecom
computer system called MINITEL) who think that the Atari is
still the best computer. To convince people that they are
owning the very best computer | have just one question. What
other computer has more than 4,000 programs including big
games like PAC-MAN. DONKEY KONG, GALAXIAN, VAN-
GUARD, MISSILE COMMAND, POLE POSITION, PENGO,
JOUST, CENTIFEDE and so on plus software for the more
serious users all with great music and 256 colours, a light
gun, cariridges, tapes, disks, touch tablet, light pencil, labora-
tory interface and hardware enhancement?

HARD TO FIND
SOFTWARE, RUMOURS
AND CONVERSIONS

I must say that | have a rather good experience in gaming on
the Atlari 8-bil computers (alter 10 years of joystick manipula-
tion) as I have tried hundreds of programs for our little
machines but I am always searching for some big titles that |
have only heard about.

Issue &0 - Mew Afari User

WHAT“AVE WE'ERE!

The Atari Classic is alive
and well in France where

Patrice Robert has
discovered alternative
software titles

Hawve you ever seen a big hit on other machines wishing it
could be available on the XL/XE? I have, as every player
probably has in the computer world. Have you ever been told
about great titles on the Atari 8-bit that you never saw? [ also
have and. occasionally, | have seen some of them. To help you
get more enjoyment and ease the desperation in searching for
the obscure titles, 1 will share my own experience on the long,
hard road of finding software for the XL /XE.

First, a game [ have always been looking for is PHOENIX but
it didn't appear for our computer whereas it did on the VCS
2600 and the 5200. ATARI could have done a XL version! If
you are waiting for a similar game, have a look at DEMON
ATTACK from Imagic or SATAN'S HOLLOW [rom CEBS.

Another great hopeless search is aboul GALAGA which
doesn't exist either on the 8-bit line, whereas it does on the
TH00 video game system (I suggest that you look out for an
article on the 7800 and its games [ am working on). The
nearest adaptation of this game would be GALAXTAN,. A.E or
GALACTIC CHASE from respectively Atari, Broderbund and
Prism, but vou will have a nice surprise if you dare have a look
at BANDITS (1982) from Sirius which is [ast (nol as [asl as
A.E), very well coloured and varied.

On the car racing game side, [ have always appreciated
ENDURO on the VCS5 2600 which doesn't have the same
feeling of driving as ROAD RACE, both from Activision,
although this last one is a very good one for the XL. In another
type of action, I really enjoyed YAR'S REVENGE and SOR-
CERER'S APPRENTICE also on the VCS (the way the fun
started with me) which has a very original concept, as has
ACTION FORCE from Parker, bul [ never saw an adaptation
of these games on the 8-hit.

On the opposite side, there were great titles which were
supposed to exist on the ‘Atari classic’ as it is now called but
which seem to have never been released. [ speak of titles such
as LITTLE COMPUTER PEOPLE from Activision, SKY-
FOX from Electronic Arts, SUMMER GAMES 2 and WIN-
TER GAMES from Epyx. | saw an advertisement in 1986
about LCP and SG2 in TILT (magazine mentioned above) being
sold by a French shop called ‘ELECTRON' at a really high price
(350 frs - £35) but never saw them. All | know about LCP is




that I have a demo version of the game but without any
compuler people in the house. I also saw a picture of Winter
games working with a 65XE at the ‘87 London Atari show
reviewed in the POKEY magazine of that year. Has anybody
heard of these games or seen them running on the XL?

There's also those big hit cartridges that were supposed (o be
produced for our machine. | talk of COMMANDO (for that
title refer to the price list that I got at the ‘88 French Atari
show on which COMMANDO was even referred to under the
RX 8094 reference), MEAN 18, XENOPHOBE, MIDI MAZE
and TOWER TOPPLER about which | saw pictures and
comments on an American review called “THE ATARIAN in
1989 (Vol. 1 no.2) but never played with. Those searching MIDI
MAZE could have a glance at WAY OUT from Sirius which
was produced in 1982 and has a similar scenario,

At this point of the discussion, 1 have been surprised by a
typical fact in our 8-bit world, which is that some titles like
ALTIEN BRIGADE. POLE POSITION II, COMMANDO,
IEARI WARRIORS and NINJA GOLF are available for the
7800 but not the XL/XE when this video game system has very
similar graphic modes and sound capabilities to the XL/XE
line! There is no reason why Atari could not have produced
these games [or the Atarl Classic.

DON'T GIVE UP ... MOST
OF WHAT YOU WANT
REALLY DOES EXIST !!!

Some of my friends have dropped their XL/XE just because
they couldn’t have big hits, but they didn't search enough and
were badly informed. | realised that after having discovered
that big games were sometimes adapted on the XL with
another name, The resulting discoveries were well worthwhile,
Let's take examples. I wanted MARBLE MADNESS on the
XL and lound it under the name of FIDGET from Americana
software. TARZAN also exists on the XL/XE from Coleco and
has everything comparing to the Coleco cartridge of 1984, [
also got CROSSBOW at B & C Compulervision in the US
after a good search but it was worth it, believe me!

If, like me, you have been searching for some old hits adapted
from the VCS to the XL, you could find DODGE'EM, a car
racing game where you must avoid other cars in a labyrinth
converted as DODGE RACER on our 8-bit machine from
Synapse in 1981. CARNIVAL, the big arcade hit from Coleco,
is also available for Atari XL under the name of SHOOTING
ARCADE [rom Datasoft in 1982, with the same moving shoot-
ing targets and the ending level bear going left and right.
AMIDAR from Parker has also been adapted to XL by Funsoft
in 1982 under the TIME RUNNER title, with those squares
to go round in order to fill them with colour while avoiding
enemies. The last example of this kind of adaptation from the
veteran game system is STAMPEDE from Activision which is
called ROUND UP on our compulter, with the similar running
horses at different speeds and the cowboy with his lasso.

Patrice Robert
with
The French Connection

MISINFORMATION
CAUSES PROBLEMS!

On the opposite side, there is sometimes disappointment with
the name of some games. For example, when | got the game
called TIME BANDIT, | thought it was the Microdeal one
initially developed for the ST, but discovered instead a Scram-
ble type game (which is. nevertheless, a very good adaptation).

A typical example of misinformation is also due to the lack of
distribution of our software. Some people don't even know that
VANGUARD, KEANGAROO, BERZERK, STARGATE,
SPACE DUNGEON and GREMLINS from Atari were avail-
able on our machine and all of top quality, We have to admit
that there hasn’t been a lot of effort from some software houses
on this point. For example, a lot of people would have enjoyed
playing a two player racing game like HIGHWAY DUEL
(Dynamics Marketing GMBH, 1984) which divides the screen
in two parts and allows each car to be controlled independent-
ly through the town where you must follow the road direction,
avoid other cars and respect the traffic lights along the hori-
zontal scrolling. If only it had been well distributed! (I got the
XL version of this game from Germany).

It has been the same difficult way with getting SCHREKEN-
STEIN (1986) from Axis/Ariolasoft this time, which offers a
large scrolling playfield in a castle with ghosts, spiders and
magnificent sampled sound effects. This is a really top quality
game for the XL/XE. I am not surprised by the quality level of
the games produced by the German Ke-Soft house. And SPE-
LUNEER! Did you play this game? If you already have, you
haven't forgotten this formidable cavern type game Micro
League Image released in 1983 with the moving elevator intro-
ducing the miner into this huge multi-directional scrolling
playfield filled with dozens of different aliens. And did you ever
heard of IXION (1985) from Wastedwares where you have a
moving ball trying to collect letters and shooting other enemy
balls?

PAC-MAN
AS AN EXAMPLE
OF MISINFORMATION

Most of you know, or think you know, the PAC-MAN games (I
mean the real ones, not adaptations made by another house
than Atari) and would speak not only of the classical PAC-
MAN but also of MS PAC-MAN, PAC-MAN JUNIOR and
SUPER PAC-MAN. However, there have been two versions of
the classic PAC-MAN from Atari. The first one appeared on
cartridge, allowing the player to select the starting level and
the number of players. Always in this version, the pac-man
mouth movement is very fast and the sound made when the
glutton eats a super pill is like digitalized. On higher levels
(keys), these super pills have no more effect on ghosts, The
second version appeared on disk but the game has a better
presentation with the introduction of the four ghosts and their
names but most important is the animation scenes between
levels, as in MS PAC-MAN. This version, however, doesn't give
the possibility to select the starting level of the game at high
levels, the super pills still have power every 3 or 4 levels. These
differences are due to the memory size of the selected versions.

It is the same problem (is it?) with MONTEZUMA'S RE-

continued =
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WHAT ‘AVE WE ERE?

continued ...

VENGE or ZAXXON which appeared in a 16k or 32k version
[and even in 48k for Zaxxon). Speaking aboul ‘"MONTY" makes
me wonder il anybody has ever seen the second episode of this
game on XL which was supposed to be BARBADOS BOOTY
or what should have been the next adventure of B.C's QUEST
known under the name of B.C. CROG REVENGE (I never

saw either of them].

ADVENTURE'’S
ATTRACTION

On the adventure game side, | find most are forbidding
(unless you appreciate text adventures), so | was not attracted
by those kind of games until | played with MASK OF THE
SUN and SERPENT'S STAR [rom Broderbund or with
MINDSHADOW [rom Activision. All these include graphic
animalion and sound effects, which give interactivity to these
type of games. Well, the differences would be apparent when
comparing a game like ZORK with THE NEVERENDING
STORY from Datasoft. Both are worth interest, but [ didn't
know when beginning on the 8-bit that those types of adven-
tures existed on the Atari. That's why [ would criticise those
software publishers who discounted such a big computer as
the Atari 8-bit just by ignorance or lack of information about
software.

I have learned one thing about my computer which is that
when I am searching for specific software I have to ask and
collect all the information before giving in. but [ have had a lot
of good surprises!

MAKE
A SOFTWARE WISH !

There is a plece of software I would like to see on the XL/XE
which I onece saw on a Macintosh. It is a software speech
synthesizer with a head on the screen who moves his mouth
and eyes at every word pronounced. | would compare it to a
combination of MOVIE MAKER and 5.A.M (Software Automatic
Mouth).

Well. you may think | am crazy lo quole such a game that |
would like to see on my computer sereen, but alter having
ordered and seen the BIG DEMO {from PAGE 6, [ have thought
that anything (almost) could be possible! Programmers, it's up
to you! Make us a speaking and moving head, even if it's a
demo. Give it just a tryv as [ do!

Well [ hope that you have enjoyed reading of my experiences
in discovering an almost unknown world of software for our
Alari. Perhaps, one day, | can read aboul yvour experiences?

If somebody is interested in a project such as the talking head
or wants to speak to the French Atari 8-bit lover, you can
contact me or write to:

Patrice ROBERT (Hobert being my family name), 7 Bd Marcel
Pourtout, 92500 Rueil Malmaison, FRANCE
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NUMCON

A no frills number
conversion utility by Paul |
Saunders that almost

everyone will find a use for

any years ago when [ was at school, we used to have to
M convert a lot of numbers from different bases and do
simple arithmetic with them. Aller a while | wrote a prog
ram to do the conversion leaving just the arithmetic to cope with.
NUMCON will convert to and [rom decimal to any base up to 16
and [ have expanded it to cope with many other conversions. It will
now also do area, weight, volume and temperature conversions
making it, | hope, a useful utility to have.
The program is written entirely in Basic and uses a no frills
graphics 0 sereen throughout. It is menu driven and is simple to
use,

CONVERSIONS INCLUDED

NUMBERS

DECIMAL TO BINARY
BINARY TO DECIMAL
BASE (3-16) TO DECIMAL
DECIMAL TO BASE (3-16)

WEIGHT

TON TO TONNE
TONNE TO TON
KILOGRAM TO POUND
POUND TO KILOGRAM
QUNCE TO GRAM

TEMPERATURE GRAM TO OUNCE 1
GRAM TO POUND

CELSIUS TO FAHRENHEIT  poND TO GRAM
FAHRENHEIT TO CELSIUS »

CELSIUS TO KELVIN LENGTH

KELVIN TO CELSIUS

MILE TO KILOMETRE
KILOMETRE TO MILE
YARD TO METRE .
METRE TO YARD |
MILLIMETRE TO INCH '
INCH TO MILLIMETRE

VOLUME

LITRE TO GALLON
GALLON TO LITRE
PINT TO MILLILITRE
MILLILITRE TO PINT
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ET 0 BEF 50 M0-0 M -0 0-HE- 0D 00 - B 3 Ua 558 L-LENITS)
JJd 2 REM W HUMCOM - PH 568 GOTO 658
R X REM = by » Cd 57 FOR I=1 TO0 L
DUl 4 REM = Paul Saunders * Ca 588 Z5=THFIL-I+1.L-I+1)
EC 5 REM # ——ommamcc e o mimimme e o e - BPF 598 IF Z5="1" THEN T=T+0O
JE & REM ® MEH ATARI USER -~ FEB 1993 = TY 688 O-0#2
EQ 7 BEF 00000 - e - FY 618 NEKT I
NN 8 REM RT 628 PRINT "4DECTHaAL="";T
BT 15 GRAPHICS @:POKE 752,1 56 630 PRINT "4PRESS RETURM TO CONTINUE *
AF 28 DIM C5CZ55),Z258255) 052553 ,T5(255) H
+ASC255) , H5C1) aH 635 INPUT AS
UF I8 PRINT "misddddididi CONVER ZK G648 RETURM
SIDON PROGRAM™ CG 658 FOR I=1 TO L
HI 48 PRINT * BE GEB ZS=-TSEL-I4+1,L-I+#1)
-t MM 678 IF ZI%="@" OR Z5=""1" THEN &98
Yo 58 PRINT BY PAOUL SAUNDERS AG GBB PRINT "JBINARY IS A STRING OF 1'5
¥ n.n -Isll
oY 68 PRINT ' DF 685 GOTD S16
) GO 698 NEXT I
P& 78 REM #&¥ DELAY WM PZ 788 GOTD S78
Th B8 FOR DPELAY=1 TO 16888:NEHT DELAY F@ 718 REM ##¥ MEIGHT COMVERSIONS #ax
KA 28 REM W¥¥ MEMNL Maxx aJ 78 PRINT "N HEIGHT CONVERSIO
HZ 188 PRINT K M E N U N HENL"
1 DG 118 PRINT "441) NUMBER COMVERSIOMNS®™ g 738 PRINT ™331) TON TO TONME®™
GH 178 PRINT "42) HEIGHT CONVERSIONS"™ NH 748 PRINT "“42) TONNE TOD TON™
CE 138 PRINT "43) TEMPERATURE COMVERSID VL 758 PRINT "43) KILOGRAM TO POUMND'
N5 WY 7eE8 PRINT "44) POUMND TD KILOGRAOM!
TG 1490 PRINT 443 VOLUME COMVERSIONS'™ ue 778 PRINT "45) OUMCE TO GRAaM™
HT 158 PRINT "i5) AREA COMVERSIONS™ AR 788 PRIMT ""46) GRAM TO OUNCE'™
)'- EZ 168 PRINT "“46) LENGTH COMVERSIONS" DR 798 PRINT "47) GRAM TOD POUMND'*
HU 165 PRINT "473 auIT" FJ 888 PRINT "48) POLIND TO GRAM*
UZ 178 PRINT “4INPUT YOUR CHOICE o . oP a8s PRINT "49) RETURN TO HAIN HENU*
RJ 188 INMPUT CH KT 818 PRINT "4 INPUT YOLUR CHOICE ";
OW 198 IF €CH{1) OR C(CH}?7) THEN 188 RE 828 INPUT CH
0 PT 195 IF CH=7 THEM END ZV 822 IF (CH{1) DR (CH}9) THEM 728
ou 288 OMN CH GOSUB 2i8,7i8,i478,1918,2320 EC 825 IF CH=9 THEN RETLRM
rog- » 2558 HN 838 ON CH GOSUD B848,970,1000,1080, 1168
h LH 285 GOTD 188 #1248 ,1328,1408
! ET 218 REM ¥ NUMBER CONVERSIONS MEML 3 PH 835 GOTO 7zZ8
6 » DC 8B40 REM #¥¥ TONM TO TOMNME %%
will OM 228 PRINT K HUMBER CONVERSION aM 858 PRINT 'K TON TO TONM
: HMENU" E"
G ZZ8 PRINT "++41) DECIMAL TO BIMARY'™ JT 868 PRINT "4INPUT TOMS *;
GV 248 PRINT "42) BIMNARY TO DECIMAL' aR 878 INPUT R
VY 258 PRINT "43) BDASE (I-16) TO DECIMAO HU BA8 TE=R¥@.9%B4Z87
L L' 5T 898 PRINT "STOMMES=";:TE
FO 255 PRINT "443 DECIMAL TO BASELI-16) 5B %88 PRINT "4PRESS RETURN TO COMTIMNUE *
o B
*
OK 256 PRINT "453) RETURN TO HAIN MENL' GE 985 IMPUT a5
Uy Z68 PRINT "4INMPUT YOUR CHOXICE '"; ZH 918 RETURM
RI Z78 IMPUT CH ZK 928 REM MM¥ TOMNE TO TOM Wee
CO 275 IF CH=5S THEN RETURN JH 738 PRINT "R TONNE TO TON™
RH 276 IF (CH{1) OR (CH}S) THEM ZZ8 Hit 948 PRINT "“"4IMPUT TOMMES ';
RN Z88 OM CH GOSUB 298,588,319%8,3508 K& 258 INPUT TE
M5 785 GOTO 228 TE 2680 R=TEW1.81685
i RS 298 REM ##¥ DECIMAL TO BINARY ¥ EM 378 PRINT “4TON'S5=";:R
DI %5 PRINT "R DECIMAL TO BIAMR 5T 288 PRINT "4PRESS RETURN TO COMTIMUE *
yie i
FZ 388 PRINT “+INPUT DECIMHAL *; all 98% INPUT as
LG X85 DS=tr;T5—um ZH 398 RETURMN
IV Ii@é INPUT a HO 1888 REM »ws KILOGRAM TOD POUND #aw
UJ X288 IF CCas2){)INTLASZ3) THEN CS="i* OH 1818 PRINT 'K KILOGRAM TO POUND
RAa II8 IF C(AS2)=INTI(AS23) THEMN CS=mgn e
JJ I48 TSCLEMITS)+1)=CS OL 1828 PRINT “+IMPUT KILOGRAMS ' ;
TH I58 A-INT A 22 Pl 18380 INPUT K
MM I68 IF A=1 DR A=® THEN I8e RT 1048 PO=-KM0.453597
p HM I78 GOTO 328 EZ 1858 PRINT "4POUNDS=""; PO
TH I68 IF A=1 THEN CcS=mi Op 1868 PRINT "#PRESS RETURN TO CONTINUE
5J X988 IF A=8 THEM CS5="g" "
JC 488 TSELENITS)+#13=C5 bW 1865 INPUT 4S5
TR 418 L=LENITS$) fall 1879 RETURN
- BY 4728 FOR I=1 TODO L 0O.J 1888 REM MMM POUND TO KILOGRAOM MMM
BP 438 ZS5=TSI(L-I+1,L-T+1) B 1898 PRINT "N POUNMDYS TD KIL
PT 448 DS(LEMIBSI+13=Z% oGRAMS"
GE 458 MEXT I HE 1168 PRINT “LINPUT POUNDS ™;
UB 468 PRINTY “JBIMakvy="";D5% FA 1118 IMPUT PO
5M 478 PRINT "4PRESS RETURM TO COMTIMULE * BZ 1179 K=-POWZ.20467
H HO 1138 PRINT "“4KILOGRAMS=" K
an 488 INPUT as% NZ 1148 PRINT "4PRES% HETURN TO CONTIMUE
AF 485 RETURM *hiy
HU 4%8 REM ¥¥d BINARY TO0 DECIMAOL M DS 1145 INMPUT a% -
CR S88 PRINT "K BEIMARY T DECIMA an 1150 RETURMN
| oo OV 11668 REM &% DUNCE TO GROM e
DE 518 PRINT "4INPUT BINARY WUMBER *'; HJ 1178 PRIMT "N DUNCES TO GRA
HO 528 INPUT TS5 M5
HH 538 a=1 DK 1188 PRIMT “4+INPUT OUNMCES *;
HR S48 T=-8 continued =
sl
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II
Ny

vo
oM
up
Ir

YU
(1]
&T
cJd
MR

BE
ar
Fo
Y

YR
CZ
cZ
FL
op

EX
BG

RC

HP
LY
aH
v
0x

EB
aZ
UM
GI

BI

Zu

VE
up

BY
NI
RY
oG

[ F4
aH
05

LJ

oa
ur
1]
LM
FB

o1

EB
Az
Ky
F5

1198
1788
Lz1i8
1220
'#;

1225
1238
1248
1258
CES"
1LZ68
1Zz78
1188
1238
1388
e

1385
1318
1xI78
1I38

INPUT OU

GR=DU*3I ,5Z74E-83

PRINT "4GRAMS=";GR

PRIMT "+PRESS RETURM TO COMTIMNUE

INPUT A%

RETURM

REM w¥¥ GRAM TO DUNCE e

PRINT "R GRAMS TO ODUMN

PRINT "3INPUT GRAMS '';

INPUT &R

DU=GR¥*Z2H . 3495

PRINT "40UNCES=""j;00

PRINT "4PRESS RETURN TO COMTIMNUHE

INPUT A%

RETURM

REM »#x GRAM TD POUND Wi

PRINT "X GRAMS TD PO

UND 3"

1Z48
1358
1I68
1378
b 4:7:]
.

1385
13980
1480
1418
-1
1428
1425
1430
1448
1458

1455
1468
1478
M

14886

PRINT "JINPUT GRAMS "

INPUT GR

PO-GR#45X.592

PRINT "$POUNDS=";PD

PRINT "4PRESS RETLURM TO CONTINUE

INPUT A%

RETURM ;

REMH #W¥ POLUNDS TO GRA4MS

PRINT "N POUNDS TD GR

PRINT "+INPUT POUMBS *;

INPUT PO

GR=PD¥*Z,Z85E-83

PRINT "4GRAMS=";GR

PRIMT "4+PRESS RETURMN TO COMTIMUE

INPUT a5
RETURN
REM %% TEMPERATURE CONVERSIONS =

PRINT "N TEMPERATURE COMVERS

ION HENL'T

1498
GHT™
i588
[TELL
1518
1578
1525
1538
1535
1536
1537
1548
1545
1558
k3
1568

PRINT "441) CELCIUS T0 FARENHEL

PRINT *"42) FARENHEIGHT TO CELCI

PRINT "4I) CELCIUS TO KELVIN™
PRINT ""44) KELVIN TO CELCIUS™
PRINT "45) RETURM TO MATIN HENU"
PRINT *“*4INPUT YOUR CHOICE ";
INPUT CH

IF CH=5 THEN RETURM

IF (CH{1) OR (CH>53} THEN i488

OM CH GOSUB 1558,1668,1759,1838
GOTO 1488

REM #¥% CELCIUS TO0 FAREMHELGHT ¥

PRINT "R CELCIUS TO FARENH

EIGHT™

1578
1588
1598
1688
1618
i6Z@
1638

1635
1648

1658
»*

i668

PRINT "4IMPUT CELCIUS ";

INPUT CE

Y=9/3

H-USCE

FA=-H+IZ

PRINT "4FARENHEIGHT=";F#

PRINT "+PRESS RETURN TO CONTIMUE

INPUT a¥%
RETLURN
REM %% FAREMHEIGHT T CELCIWS MM

PRINT "R FARENHEIGHT T@ CEL

cxus"™

1678
16868
16%8
i7e8
i7rL8
1728
1738

#
1735
1748
1750
i1768

PRINT "4IMPUT FAREMHEIGHT *:
INPUT Fi

¥Y=5/9

U=FA-32

CE=Y¥=u

PRINT "4CELCIUS=";CE

PRINT "+PRESS RETURN TO CONTIMUE

INPUT A5

RETURM

REM #dd CELCIUS TD KELVIN ¥
PRINT "®K CELCIUS 70 KELW

vl
UH
LB

DH
av
Ip
BM

BP
ox

L1t
PC

EV
an
T4

L F]
EB
LN
JH
IE
HL
HY
EM
JP
LH
uF
Jo
ap

b
[ ]
ap
P
OoE

DK
av

B

as
v
CE
S5H
aa

oT
ap
v

P
KZ
ux

Nz

DK
BH
JH

aL
cY
EU
[ 4
M5

oL
&
Py
RE

JR
RE
ES
aM
HB

IN"
1778 PRINT “"+IMPUT CELCIUS *;
1788 INPUT CE
1798 K-CE+273
1888 PRIMT "+KELUVIN=";K
igie PRIMT "4PRESS RETURN TO COMTIMUE
"3
1815 INPUT af%
1828 RETURM
1830 REM #Ms KELVIN TO CELCIUS »ew
1848 PRINT "K KELUIN TO CELCI
us"
1858 PRINT “"+INPUT KELVIN *;
1368 INPUT K
1878 CE=K-273
1888 PRINT "4CELCIUS='";CE
1898 PRINT "4PRESS RETURN TO CONTIMUE
rl
1895 INPUT A5
1988 RETURM
1919 REM #¥M UDLUME CONVERSIONS e
1928 PRINT K UL UME Eﬂl“EgﬁIBﬂ H
ENU"™
L?3% PRINT "441) LITRE T GalLLON"
1948 PRINT "42] GALLON TO LITRE™
1958 PRINT *""43) PINT TO0 MILLILITRE"
1968 PRINT "44) MILLILITRE TO PINT"™
1965 PRINT "45) RETHHH T HAIN HERL'
1978 PRINT "$+INPUT YOUR CHOICE ';
1988 INPUT CH
1985 IF C(CH<1) OR (CH>S3 THEN 19%ZI8
1986 IF CH=5 THEN RETURN
1998 ON CH GOSUB Z7019,7898,Z21760,2758
1995 GOTO 1228
Z088 REM ##% LITRE TO GALLON ¥MN
2618 PRINT "K LITRES TO GaA
LLONS"™
Z828 PRINT "J4INPUT LITRES '';
Z83I8 INPUT LI :
20490 GAL-LI®4 54687
2858 PRINT "JGOLLONS=";GAL
2868 PRINT "4PRESS RETURN TO CONTIMUE
*
2065 INPUT as
Z878 RETURN
2088 REM W%X GALLON TO LITRE &M
2898 PRINT "N GALLDNS TO LIT
RES"
21808 PRIMT "JINPUT GALLONS *;
2118 IMNPUT GAL
2126 LI=GaLw@ . 2196419
2138 PRINT "#LITRES=";LI
2148 PRINT "#PRESS RETURN TO CONTIMUE
[ 10
El
2145 IMPUT A%
2158 RETURN
21680 REM xx¥ PINT TO MILLILITRE Mde
2178 PRINT "% PINTS TD MILLILI
TRES"
2188 PRINT "JIMPLT PINTS *;
2198 INPUT PY
22880 ML=-PY¥1.76E-8Z
2225 PRINT "4MILLILITRES=" ML
2238 PRIMT "4PRESS RETURN TO COMTIMNLUE
s
221X INPUT nS
2235 RETURN
7248 REM W% MILLILITRE TO PINT Mk
2258 PRINT "N HMILLITRE: TO P
INTS"
27268 PRINT "4IMPUT MILLITRES *;
ZI78 INPUT ML
2788 PY=-ML¥568.261
2298 PRINT “4+PINTS='";PY
2I8e PRINMT "4PRESS RETURN T COMTIMUE
e
3
2385 INPUT AS
2X18 RETURN
23720 REM W% AREA CONVERSIONS W=
2330 PRINT "R AREA COMVERSTIOM
5 HMENL™ -
2348 PRINT "441) ACRE TO HECTARE"™
ZA50 PRINT *42) HECTaARE TO ACRE"
23155 PRINT 433 RETUEN TO MAIN MENL"
ZIZ68 PRINT "4IMPUT CHOICE '*;
ZI65 INPUT CH
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Ix

B5
49
oR

Ox
5.4
DG
Ip
oG

4
-1
BG
DH
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HP

Dy
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ue
Iy
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an
YH
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yv
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FO
JH
HH

™
B.J
ER

Y
£

KM
cu
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5V
PrB

ElU
1]
BEK
CH
Hu

N
EP
aF
BE
oM

HD
FX
RL
HO
oT

2367 IF (CH<1) OR CCH}3Z) THEN 2330
2Z68 IF "CH=3 THEM RETURN
2I70 ON CH GOSHB 2396, 2460
2I75 GOTO ZIXe
ZI80 REM #MM AREA TO HECTARE s
2I98 PRIRT K ACRE TO HECTAR
Ell
2488 PRINT "4INPUT ACRES *;
2418 INPUT aC
Z428 HEC=ACHZ . 47186
2438 PRINT “4HECTARES="";HEC
Z448 PRINT "4PRESS RETURN TO CONTIMUE
#
2445 INPUT &S
2458 RETURN
2468 REM ¥ HECTARE TD ACRE MM
2478 PRINT K HECTARES TD ACRE
5
2488 PRINT “JIMPUT HECTARES "}
Z49%8 IMPUT HEC
2588 AC=HECYO.404686
2518 PRINT "4ACRES="";AC
2528 PRINT "“4PRESS RETURM TO COMTIMUE
LE )
2525 INPUT AS
2528 RETURM
Z548 REM #%% LENGTH CONVERSIONS MM
2558 PRINT "% LEMGTH COMUER
SION MEMU" ‘
2568 PRINT "“441) HILE TD KILOMETRE"
2578 PRINT "42) KILOMETRE TO MILE"
2580 PRINT *43) YARD TO METRE"
2598 PRINT 443 METRE TO YARD™
2688 PRINT "45) MILLIMETRE TO IMCH"
2618 PRINT “462) INCH TO MILLIMETRE™
2628 PRINT “'47) RETURN TO HATIN HENU"
Z6Z5 PRINT "“4#IMPUT CHOICE ™;
Z630 INPUT CH
2635 IF C(CH<1) OR C(CH}7) THEN 2550
2637 IF CH=7 THEWM RETURN
2648 DN CH GOSUB 2659,2738,2818,289%0,2
978,3I860
2645 GOTOD 2558
26580 REM MM MILE TO KILOMETRE e
Z668 PRINT "% HMILES TO KILOMETRE
ﬁll
Z678 PRINT "4 INPUT MILES "
Z680 INPUT MD
2698 KH=-HD¥1,L68934
2788 PRINT ""+KILOMETRES=";KM
2718 PRINT "$PRESS RETURN TO CONTIMUE
LT}
2715 IMPUT a%
2728 RETURM
2730 REM #%% KILOMETRE TO MILE Max
2748 PRINT "N KILOMETRES TO MI
LE!’!I
2750 PRIMT "+IMPUT KILOMETRES *;
2768 INMPHT KM
2778 MD=KM™A ,.6Z1XI71
2780 PRINT "4MILES=";MD
2790 PRINT "+PRESS RETURN TO CONTIMUE
L LY
»
2795 INPUT A5
2888 RETURN
2885 RETURM
2818 REM W¥d YARD TO METRE Mke
2828 PRINT "N YARDS TO MET
RES"
2838 PRINMT "+INPUT YARDS *;
2848 INPUT YD
2858 MR=YD®L.89361
2868 PRINT "IMETRES='';MR
2878 PRINT "4PRESS RETURN TO COMTIMUE
"
2875 INMPUT A5
2888 RETURM
2890 REM #%% METRES TO YARDS wxx
2988 PRINT "N METRES TO vaR
pﬁll
2918 PRINT "4INPUT METRES *;
2928 INMPUT MR
2930 YD=MRM™B . 9144
2948 PRINT "4YARDS=";¥YD
2958 PRINT "4PRESS RETURMN TO CONTIMNUE

ey

NUMCON

BK
EH
TH

oM
Ty
L]0
HH

oP
aM
BL
oE

vp
FY
N5

DL
Al
H.J
IF
up

bl

Yz
T
YE
KP
a.Jd
KH

=1 ]
Fa
J0

NT

CH
FE
S
Ll
NI
JP
vu
EZ
co

TT
VE

5G

oR
ap
[ 4
BEK
F35
CG
G

ES

aL
CI
EF
&C
HZ
W
BH

2955
960
237e
Z2a8a
HE 3"
2998
Ioan
Joie
Iaze
iaze

.
e

3835
ig40
iase
Ia6n

METRES™

Iave
k1.1 ]
R b
Iie8
Iiie
i
I115
I1z@
178
3195
Edd ]
‘LII
I285
3z218
3215
Iz217
Izze
238
Iz48
Ir5e

1.132-55:6O0T0 3278

3z68
Iz78
288
X298
izee
e
3385
3318
FF13
IILS
1588
163"
Is5i8
IBAS
I516
a
3528
IS5Xa
3535
3537
3548
I558
3568
IG65
is78e
3
Is5a8
i528

RSIBEC)Y :GOTO I62@

icea
3618
3615
628
I638
Ic48
658
IG68
I66S

¥
I667
3678
I7e8
I7ie
3720
I718
1748
ivse
I768

INPUT A%

RETURN

REM »¥% MILLIMETRES TO IMCHES MMM
PRINT K HILLIMETRES TO IMNC

PRINT "“+INPUT HILLIMETRES *';
INPUT HI

IC=HI®D.83I337

PRINT "4INCHES=";TIC

PRINT "4PRESS RETURN TO COMTINUE

INPUT A%

RETURM

REM ®¥¥ TNCHES TO MILLIMETRES MMM
PRINT "% IMCHES TD MILLI

PRINT "“3#INPUT INCHES ";

INPUT IC

HI=TCw™Z25.4

PRINT “4+MILLIMETRES="";MI

PRINT "4PRESS RETURN TO CONTINUE

INPUT AS

RETURM

REM %w¥ HEK TO DPECIMAL Mk

T=8

PRINT "R HEX TO DECIM

T=8
PRINT “4IMPUT BASE (3-163 ';
INPUT BASE

PRINT "4BaSE ";BASE;" HUMBER ";
IMPUT a5:B=LEMLAS)

FOR R=1 TO B

KS=-aS(E-R+1,B-R+1)

IF ASCIKSC1,133364 THEM V=ASCIHSC

U=VaL (KS5C1,13)

T=T+y%BASEAIR-1)

MNEXT R

PRINT "+DECIMAL="";T

PRINT "4PRESS RETURM TO CONTIMNUE

IMPUT A%

RETURN

IMPUT A%

RETURM

PRINT ""K DECIMAL TO BASE (XI-

PRINT & INPUT BASE *;
INPUT BASE
IF (BASECI) OR (BASE>16) THEM 351

PRINT "4 INPUT DECIMAL *';

INPUT PELC

CS= sy FE =t

IF DEC{BASE THEN 3618
BR=INT(DEC/BASE)

B-AMBASE

C=DEC-B

IF C>=18 THEN GOSUB 3708

IF C<{18 THEW CSILENICSI}+1)=5TRSIC

DEC=INT(BDEC/BASE}
IF DECLBASE THEM CSILEMICS5I+1)=5T

GOTO IS548

C=DEC:IF C}=18 THEM GOSUB 3708

IF C{1® THEM C$=5TR%(C}

L=LEMICS)

FOR I=1 TO L

ZSELENCZS) 41)CSL+1-T,L+1-12
MEKT I

PRINT ""+BASE ';BASE;" =";I§
PRINT "PRESS RETURN TO CONTIMUE ™

INPUT a5

RETURM

IF C=10 THEM CSCLENCCS) +13=*a"
IF C=11 THEW CSCLENICS)+13="B"
IF C=1Z THEM CS(LENCCS)+13="C"
IF C=1X THEMN CS{LENCCS) #1)=""p"
IF C=14 THEN CSCLENCCS)#L1)=""E"
IF C=15 THEWN CSCLENCCS)41)="F"
RETURN :

o

Mew Atari User - lssue &0

N



XL/XE UTILITY

PROGRAM EDITING

32

he main use that | have for my compuler is for writing
I programs. The Alari's default sereen of light blue text
on a darker blue background can cause eye strain and
after hours of looking at the screen | find that it is very easy to
lose track of the cursor.

To remedy this | have written Program Editing Screen to
customise the default parameters for my own particular likes
and dislikes. I find that this is a very useful utility and I think
that it could also be helpful to other programmers. The original
program is in Assembler, but I have designed it in such a way
that it can be altered to suit individual tastes through a BASIC
customiser program.

PROGRAM EDITING
SCREEN CUSTOMISER

When vou run the FESC program a file buffer is set up which
contains the entire code [or the boot file. The screen then
displays a list of my custom default values as shown below:

DESCRIPTION DEFAULT

Deviee ASCII of device name 65
Text margins Screen range

Lefi 0-39 ]

Right 0-39 38
Status line Colour range

Text luminance 0-255 B

Screen colour 0-255 146

Border colour 0-255 146
Key repeat Oorl 1
Keyboard click O=ofl, 1=o0n 1
Text screen Colour range

Text luminance 0-255 2

Screen colour (-255 6
Reserved area Must be =5 1F65

Low byte 0

High bvte 32
Cursor speed Range 0-255 16

If vou accept these values, you can go straight ahead and
create the autorun file. If you want to change any, move the
indicator on the left hand side of the screen using the up/
down cursor keys until it is pointing at the value that you want
to alter. Then type the new value and press the Return key. If
this value is acceptable, (i.e. <=255), the reievant byte in the
file buffer is replaced. If the value is not acceptable, (i.e. >255],
the relevant byte in the file buflfer is unaliered and redisplayed.

Issue &0 - Mew Atari User

CREEN:

David Sargeant provides a
programming screen which
you can customise to suit
your own preferences

The boot file is loaded between addresses $1D00 and S1FG65
50 the reserved area must be >$1F65 to protect this code from
BASIC. | have =sel the reserved area to $2000 but you could set
it higher Lo reserve extra space.

THE PES BOOT FILE

To create the "AUTORUN.SYS' file put yvour boot disk in the
disk drive and press the Escape key. The code stored in the
buffer is then written to the boot file. Remember that an
existing ‘AUTORUN.SYS' file will be overwritten, so back it up
first il you do not want to lose it,

Now, when vou boot your system using this boot disk, you
can access PES whenever vou want to write, edil or just view a
program.

ACCESSING PES

PES is accessed by typing in direct mode, QPEN#num,x.y."A:"
where:

num any channel number, 1-5
xy not used, usually 0's
Al = new device

To return to the normal Atari default screen type CLOSE
FIILLIIL.

For example:

OPEN#1,0,0,"A:" and CLOSE#1

Mote thal the sysiem will probably crash when returning from
DOS.



HO
BL
Zp

K5

SR

HG

FZ

ET

CE

EN

Ia

HC
GH

ur

YH

>N

FO

Yu

FE

FT
LG

BL

Ie
HT

FG
oG
cB
EF
NH

HJ

B RE M B B
2 REM = PROGRAM EDITING SCREEM w
3 REM = CUSTOMISER E.d
4 REHM = by David Sargeant E 3
5 BEM ¥ ——mmmmmmmeee . L
6 REM ¥ NEH ATARI USER — FEB 1993 =
T REM e oS- e oo DB e
8 REM

68 GOTO 10888

1808 REM ICERETTWES

1918 DIM HEXLIMES (88) ,BUFFERS (6408) , NU
MBERS €3) , FILENAMES €142

1028 BUFFERS(1)=*" *;BUFFERS(G408)=" *;
BUFFERS (2) —BUFFERS: FILENAMES="'D : AUTORU
N.SYS5"

1838 BUFFER=ADR{BUFFERS) : SUM=8

1848 FOR I=8 TO 2Z7:READ A:POKE 1536+I,
AGHNERT I

1208 REM EEEEED

1210 GRAPHICS B:SETCOLOR 1,8,B8:SETCOLD
R 2,8,2:5ETCOLOR 4,8,8

1220 POKE 16,.64:POKE S53774,64:P0KE 752
1

1230 POSITION 8,8:7 ' ———

1z49 POSITION 8,1:7 |
ECITIMNG r

1250 POSITION @,2:7 =1
[STRMES E R sEn s e

1268 POSITION @,3:7 Y|

1270 POSITION @&,4:7 "N

i T e S R

1288 POSITION 2,6:7 “Reading line'
1488 REM [TFERCELE
1418 TRAP S010:FOR LIME=Z0018 TO ZO160
STEP 18

1428 POSITION 15,6:7 LIME:READ HEMLIME
5, CHEKSLUM

14XI68 FOR I=1 TO 88 STEP Z

1449 HI-ASCIHEHLINES (I, I})-48:IF HI}9

THEW HI=HI-7

1458 LO=ASCCHEXLIMES (I+1i,.I+13)-48:IF L

0}3% THEM LO=LO-7

14680 BYTE-HI®16+L0:POKE BUFFER+IMDEX,D
¥YTE

14790 SUM=SUMHBYTE:IF SUM}99%9% THEN SUM=

SUM-1088

1488 INDEX=INDEM+1:MEXT I

1498 IF SUM{)>CHKSUM THEN POP :POP :GOT

0 5828

1588 SUM=@:NEXT LIME

1519 FILESIZE-INDEX-14:INDEXN=18

1520 TRAP 48900:POSITION 2.6

TP W L tomising screen

1618 7 " pevice

1628 7 " Text margin = left

HX

TP

ZY

ZE

IJ

LU 1]

ZL

oL

TE

&E

cCR

NY

ax

cc

IP

FH

os

BC

RC

EF

TY

fac

oy

PE

Dy

FZ

ST

IH
KH

TC

1638 T W = right

L
is48 7 * Status line = Text luminanc
P l..
1658 7 " =~ screen colour
1668 T " - border colour

i678 7 * Key repeat

iaga 7 * Kevboard click

]

1698 7 " Text screen TextT luminanc

i7ea T " - screen colour
1718 7 " Reserved area - low byte
i7Z@ 7 = high byte

1738 7 Y Cursor speed

1748 POSITION a,26:7 N
T T TR ¥ e 5 e

1758 POSITION 4,2Z:7 "Press 1
o create file"™

17680 POSITIOM i,INDEX-1Z:7? ")

SRLLIN I BPrantT froMm buffar]

i8i8 FOR I=9 TO 12Z:POSITIOM 35, INDEN+I
~12:7 PEEK(BUFFER+INDEX+I) :NEXT I

L6826 OPEN 11,4 ,8,"K:":GET H1 ,KEY:RETUR
]

2888 REM QITEEATTEGL

26810 POSITION 1,INDEH-12:7 v =

2820 INDEX-IMDEX+(KEY=-61)-(KEY=4%5)
?038 IF IMDEN{(18 THEN INDEN=3I8

Z840 IF IMDEM)>ZO THEN INDEH=-18

FO58 POSITION 1,IMDEM-12:7 ")":RETURMN
Isee REM [AAMCTETEOTINIG

018 NUMBERS=* “:E=1:POSITION 35, IND
EX-12:7 teEn;

I8ZA 7 CHRSIKEY) ; : NUMBERS (1, I)=CHRS (KE
¥):I=I+1

IB83I8 GET #1,MEY:IF KEY=155 THEN 1268
Z84pe IF XXX THEM I03e

2858 IF NOT (MEY>=48 AND KEY{=57) THE
M 3830

660 GOTO 3I0Z0

izee
I718 MUMBER=UAL (MUMBERS)

37728 XIF MUMBER(=255 THEN POKE BUFFER+I
NDEX, NUMBER : RETURN

3238 POSITION 35,IMDEX-1%Z:7 ™
EEK(BUFFER+INDEX) : RETURMN

4880 REM %I ORLN.5YS FT
4010 POSITIOM 4,22:7 =
ation disk “:GET H1,KEY
4020 OPEM BZ,.8,0,FILENAMES : XK=USR (1536,
BUFFER, FILESLZEY : CLOSE mn2 continued =

tHEN P

Insert destin
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5H 4838 POSITION d4,22:7 ™ fAutorun fil
B Created " DELAY=588:RETURN

vY® Seae REM TN

HR 5818 POSITION Z1,6:7 *- Error “;PEEK(1
953 :DELAY=1888:60TD0 18878

5L 5828 POSITION Z21.6:7 "- Chechsum error
":DPELAY=1088:60TD 18878

Jo 18888 REM GRECEWGTE

UK 18818 GOSUB 1P86:REM Initialise

KH 18828 IF KEY=27 THEN 18868

5G 18838 IF KEY=45 OR KEY=-61 THEN GOSUB 2
@88 :REM Move cursor

HN 18848 IF KEY)>=48 AND KEY{=S7 THEM GOSU
B Z888:REM Get new value

NZ 18058 GET M1 ,KEY:GOTO ie8za

Y& 19868 GOSUB 4888:REM Create file

OK 18878 CLOSE Hi:FOR TIME=1 TO DELaY:NEX
T TIME:GRAPHICS 9:END

HMZ 15888 (A WFILE OUTRUT DatTa

LV 15818 DATA 184,167,37,169,11,157,66,3,
184,157 ,69,3,104,157,68,3

ZG 15828 DATA 184,157 ,.73,3,104,157,72,3,3
Z,86,278,%6

HR 28888 REM JEEDLTITEISSECTAETI IS4 TR

M0 Z891@ DATA FFFFOPIDGSLFOGE0E0000000009
aaapBRBAB4 1812688222201 018786088628610017
ZPBBBZZ2Z1XII2I2T, 474

¥0 20820 DATH BOIDIZZF27T2212DB82524293T42
FIZ000000322F37140000080232F2C1a00000800
B4BCZHOBOIBAZ00, 277

TT I88Ie DAaThA ABBPO0Z0G0ZHEBZE0EZEBDZOABZG
e0ZO00Z000 290020002000 2000200020882000
286628002000209,38

EH 78048 DATH S2000720007200024100000000008
G801D 2492 1DAALEAGLIE4AGLEAGLEAGLELACSZ1D6
BASSZBDABLDASSI . 829

GB 28858 DATA 8DO11DADZ2282BDOZ10ADZ2IAZEDO
IiDADIGOZEDOA1DADI1828D851DADCS02BDAG]
DADCEOZEDAT7IDAD, 2

JB 78868 DATA COAZGDABLDADDAEZEDLILDADDER
28DBALDADFIBZE0OBIDADADIDESSZADBELDESS
IADBFADBDCSA2AD, 717

IQ Zee78 DATA 181DBDCEOZADLILIIDADCEO2ADLZL
DEDDABZADLIIDEDDEOZAYIBEDASIDAPLDEDAGL
DPASSBADA9LDASSY, 73S

VK 786889 DATA BD4ALDAS4IGD7ALDBDIGEZATILDE
D7BLDEDI182A995EDAAA2ZATLEGDALIAZATICEEDE
ED4ANIRBBD7CLIDAY, B18

Ja 78098 DATA A78DZZZIAYLEBDZIAZACLILDGEA
ClLALD6BADABLDASSZADBLIDESS5IADAZIDADEZ
ZADBILDBDZIBZAD, 139

BE 79186 DATA 941D8DIB0ZADASLDBDIIOZADOGL
DBDCS8ZADO71DEDC682ZADABIDADCEAZADBYLIDE
poABZADBALDBDDE, 418

La 78118 DATA @ZADGBLDEDFIE2ACL91D66484D1
41D8017DBBDOADAADISIDED 18006640 260801E2Z
8C91EACSFE4EE?C, 978

EQ @128 DATA 1DADZCLDCDiB81IDDRODADFIBZA9@
ZBDFI92AYAABBD7C1ID6PASS418CO7DIDFOOCEDT
DiDZOFZ1EACHLLD, 85

KP 28138 DATA 20BCLIFASSS1BCD7ELDFOOCEDTEL
PZBFZLIEACHZ21DZBOC1F6B8DEALDAYBBEDTFID
84DSA1DEIGATEEY,607

IV 78148 DATA BDBAIDEEVFiDACFBLEGDAZOGBD?
FiID42168991BIDEGCBEOBZDAF260A58CEDI41FA
SADBD3S1FA9IZES, 311

©J 7?8158 DATA BCAYLFBSODZ83ALF60208000283
A1EGE8A0B8B1ABRIFARGCECBCEACICLIFADBCLDD
J1ABICEAIBIIILA, 286

00 78168 DATA @3CBAY1ID?71483ADLGLIDEDE7SZA
p171DBDESOZGBERRZELRZIDIFABDADGBE0BO0R

feeeRABBODDOBAES, 198 .

HOW IT WORKS

PUT, GET, STATUS and SPECIAL

When PES is loaded from the boot disk, a new device is
installed in the handler table which peoints to its vector table in
the data region of the newly loaded code. It can then be
accessed through BASIC's normal 1/0 commands which are:

OPEN

1 Default values which are replaced later are stored

2  Custom values are set

3 A new display list is set up with a status line above
the normal text screen. This Is used to display the
position of the cursor. The display list also provides
underlining on each line of the text screen to make a
BASIC program listing easier to read

4 A display list interrupt is enabled to give the status

line a different colour to the rest of the text screen

A vertical blank interrupt is enabled to cause the

cursor to flash and to display the position of the

cursor on the status line

(4]
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These commands are not needed by PES. An attempt to use
one will result in an error #146 - function not implemented.

CLOSE
Default values which were stored earlier are restored.

When System Reset is pressed what usually happens is that
the normal devices are reinstalled. This means that the new
device is lost. To cause the new device to be reinstalled as well
the first function of the new code must be to alter DOSINI to
point to the new device set-up routine,

PES was written with just a basic Atari systerm. Hardware
used: BO0XL (64K, revision C BASIC, no modifications), XF551
disk drive with DOS 2.5. Software used: Textpro (DS #8 from
Page 6 PD library) Text processor to write the assembly lan-
guage for PES and to write this documentation, Atari Macro
Assembler to compile the code for PES.
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DISKBASE 1.0

Charles A Cole checks
out a public domain
database that proves
more than a match for
commercial offerings

many individuals and companies have released data-

base programs. I must have close to fifty different ones
that have been written over the years, and I know there must
be hundreds more that | don't have. Most of these programs
are dedicated to one specific task, such as maintaining a disk
library. name and address file, telephone directory, or some
such purpose; or they have a very limited storage capacity of
less than 500 records. In the realm of free-form databases,
which allow the user to customise the data structure to their
own needs, three stand out as the most useful. Synfile+ from
Synapse software released in 1983; Data Perfect from LJK
Enterprises, released in 1984: and Diskbase 1.0 by Todd Blake
of 5t. Clair Shores, Michigan released in 1988,

What's that? You never heard of Diskbase? Probably because
it is public domain, and was never sold in stores! Synfile+ and
Data Perfect are still available from a few twilight sources in
the States but were rather expensive when first released and
are getting harder and harder to obtain. Diskbase is Public
Domain.

T hroughout the life of the Atari 8-bit computer line,

PRIOR DATABASE
EXPERIENCES

In my particular case, I began with Data Perfect which, even
today, is one of the most powerful database programs ever
written for the Atari 8-bit line. It is so comprehensive, in fact,
that just working your way through the instruction manual is
4 major project in itself! Data Perfect was way ahead of its
time, offering colour screens, 80 column displays, and support
of double density drives when most of us were still plugging
along with 400s and 800s and 810 single density disk drives.
As my disk library grew and | needed greater and greater
storage capacity, I switched to Synfile+ after acquiring an Atari
130XE and XF551 drive, because it used all of the 130XE's
RAM for file index storage, and a single file could be split
across up to 16 disks.

Both of these programs suffer from the same problem, though
- they won't write to a double-sided drive! Then along came

Diskbase, a public domain release (rom Todd Blake written in
the Action! language for speed but not requiring the cartridge
to run. Diskbase's greatest asset, for my particular use, is the
ability to run it from a hard drive with the SpartaD0OS X
cartridge because it is not a copy protected disk as are Data
Perfect and Synfile+, and the ability to store your data files on
a hard drive or a double-sided, double density disk! Another
strong point that Diskbase has going for it is the ability to use
a word processor to key in your data, and then let the Dis-
kbase program read your word processor file into its database
structure,

MEMORY REQUIREMENTS

Despite its name, Diskbase is not another one of those ‘Disk
Index Only’ databases, but is a true free-form database that
can be used for a variety of purposes similar to the MS-DOS
world's dBase programs. According to the documentation pro-
vided by Mr. Blake, Diskbase is designed to run on any Atari
8-bit computer with at least 48k memory, and with any DOS
with a MEMLO of $1D00 or less. Atari DOS 2.0 and 2.5, DOS
XL and SpartaDOS are specifically recommended. | haven't
tried it with MyDOS 4.50 and it may not be compatible with it.
MyDOS's documentation indicates a MEMLO of $1F00 which
may not be sufficient for Diskbase.

CAPACITY

What really sets Diskbase apart from any other database is
its storage capacity - up to 65,536 records! Diskbase gains its
large storage capacity by virtue of the fact that only the index
and file pointer bytes are loaded into memory to perform data
sorts. For those who may need a better database that what
they are now using, let’s run through Diskbase's main features
item by itemn.

FUNCTIONS

All of Diskbase's funetions are selected from a main menu
consisting of nine items, plus two that do not show on the
menu. Unlisted items are the [!] key to toggle write verify on
and off and the [?] key to see how much free memory is left,
Free memory only determines how many records can be sor-
ted, however, and has nothing to do with actual storage
capacity.

DOS FUNCTIONS from the main menu allows all the usual
disk management procedures such as formatting etc. Two that
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are different with Diskbase, however, are Copy Records and
Write Structure.

Diskbase uses absolute sector/byte pointers, which means
that you should not use your DOS's copy function to duplicate
a data disk because that will hopelessly scrambile your file, The
Diskbase Copy Records module will copy them without
scrambling, but you do need two drives or a ramdisk because
disk switching is not supported. The good news is that users of
SpartaDOS can copy data files with the DOS's Copy function
with no problems, since it retains absolute sector/byte loca-
tions.

The Write Structure choice of Diskbase allows you to copy a
database’s field names, lengths ete. to a new disk without

. copying the actual data, and is used to begin a new file with

the same structure as an old one. This is particularly handy
when you suddenly run out of disk space and need to extend a
file onto another disk.

OPEN FILE is used to create a new file or to open an existing
file for changes or additions. You will be prompted for a file
name and, if it is not found, Diskbase assumes that you want
to create it and switches to the New File option. Diskbase will
ask for the number of fields (data elements) you want to create,
and the field name length. The next screen is where you design
your new file's data entry outline. If your data file is to have
more fields than can fit on one screen, the screen will scroll
vertically to allow additional entries. If a particular field is
defined as being longer than 40 characters, the screen will
scroll horizontally to allow the entry of data. You do need to
plan ahead for hard copy printouts, however, and not use
more than 80 columns of data per individual record if you
think you will want to print horizontal hard copy.

USING DISKBASE

My primary usage of Diskbase is to maintain my disk file
index. | created a file structure that allows 4 characters for a
disk number, 14 characters for the program title, 26 for a file
description, 7 for source ID, 6 for its date of release or acquisi-
tion and 3 for the type of DOS used. With an 80 column
printer, that still leaves 20 spaces to divide between the col-
umns during printout. Synfile+ and Data Perfect allow flexible
formatting of printouts but Diskbase automatically justifies
the printout against the left and right margins, plus a four-
digit file number counter in the left column, and then divides
the remaining spaces evenly to separate the columns. Once
you have your data entry screen designed and hit Eseape, yvour
file structure will be written to disk and you will be returned to
the main menu.

ALTER FIELDS allows you to change the name of previously
created data fields within an existing file, but you cannot
change their length.

CHANGE RECORDS is where you go to add records to a data
file or to make changes to an entry. When you enter this
selection, the first file in the database will be displayed along
with the current record number and the total number of
records. A one-line menu across the bottom of the screen
allows you to jump to a particular record number, to the end of
the file, to the next or previous record, back to the first record
or to search for a particular string of characters in any of the
fields. To add entries, yvou must first go to the end of the file.
Previously entered data can be changed as desired throughout
the entire file, and a search option is available to help you
locate data that needs to be changed. Records can be deleted
from the file while in this mode. Deleted records cannot be
undeleted, so the program asks you if you are really sure
before it deletes the record, and gives you an opportunity to
change your mind.

READ RECORDS is one of Diskbase's most useful features.
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Although data entry from within Diskbase itself is fast and
easy I prefer to use Atartwriter Plus or TextPro and then let
Diskbase READ the text file into its own structure. This allows
me to keep the original text file as a backup in case anything
happens to my Diskbase file.

PRINT RECORDS allows you to output data to a printer, disk
file, or the screen in three different formats. You can print all
or just certain fields of all or just certain records. If you choose
printer output, you are given the option of entering a printer
control string to set up print pitch, margins, font type etc,

" depending on your printer’s capabilities.

[ have personally encountered what seems to be a bug in this
routine, I have an Epson LX-86 programmable printer which
can have its page length set through software commands but
for some reason it refuses to accept this command when it is
sent from within the Diskbase printer control string.

I like to have my printouts with a break between pages, but
Diskbase's default is to print the entire file without any page
breaks at all. If you don't have your paper set exactly right, it
will print in the middle of the perforation. Single sheet printing
is not supported.

The three formats offered for both printer and disk file output
are: Regular Format, to print the records as they appear on the
screen; Horizontal, to print one record per line in columns
across the page; and Data Only, which is the opposite of Read
Records. The Data Only option prints an ASCII text file to disk
that can be updated with any word processor, and then read
back into a Diskbase file. Diskbase also gives you the option of
printing only certain fields or all of them and complex condi-
tional expressions can be entered to filter out unwanted data.

SORT allows data to be sorted on any field in either ascending
(A-Z) or descending (Z-A) order. Diskbase uses three bytes for
each record in the file, and the sort buffer is limited to around
8K, which means that Diskbase can sort a file of approximate-
ly 2,600 records. Sorts do not move the data on the disk, but
merely rewrite the sector and file pointers. Even so, the sorting
of a large database on a floppy drive can require a considerable
period of time. The use of a RAMdisk to perform sorts is highly
advisable, provided the file to be sorted can fit within it.

[ have my disk index on a hard drive, broken down into two
separate files of 2,400 and 2,200 records each [A-L) and (M-Z)
and even at hard drive read /write speeds, sorting one of these
files takes over 30 minutes. On floppies, this would probably
require a couple of hours, and your drive would be reading/
writing during the entire sort operation! When 1 was maintain-
ing my files on floppy. this caused my XF551 to overheat,

Something I found to be very helpful in the long run is the
following. After you sort a file, use the Print to Disk option to
write the data to disk. It will be written in alphabetical (sorted)
order. Delete your old data file, and read the data back into
Diskbasze from the copy you printed to disk. Now the file will be
on your main disk in sorted order, and subsequent sorts will
go much faster. Printouts will be faster too, because the disk
drive can find the files much quicker if they appear in sorted
order. This also saves wear and tear on the mechanical parts
of your drive's read /write head.

LEAVING DISKBASE

Any time you are ready to leave a file, cancel a command, or
move to another operation, pressing Escape closes the file and
returns you to the main menu. Herein lies my only real
complaint about Diskbase, although even this is minor. There
is no ‘EXIT command to return to DOS from the main menu.
Even if you select the DOS FUNCTIONS, exiting from the
program is not possible. The only way out is to turn off your
power switch and reboot. But, considering the other features
Diskbase offers, 1 can live with that!



MILES BETTER SOFTWARE

ADVENTURE/STRATEGY

GAMES

O DSk 0 RS R
Spy vs Spy Il
Ball Blazer
Bear Belly Burt
Blue Max
Bop and Wrestle
Spitfire 40 .
Smash Hits Val. 7
MIG Alley Ace
Trivial Pursuit .........
Touchdown Football
The Pawn
The E Factor

The Count .

Pirate Adventure
The Payoff

Decision in the Desert
Voodoo Castle
Kennedy Approach
Rampage

Panzer Granadier ...
U.S.AAF

Battle Cruiser ..
Silicon Dreams
Eternal Dagger
Suspect

Infidel

Seastalker

Jinxter

Ingrid's Back

Spindizzy .........
Silicon Dreams
Scooter

Rosen's Brigade
Rocket Repair Man
Rampage
Cuestron
Questprobe
Quasimodo

Polar Pierre

Picnic Paranoia
Mightmares

MNight Mission Pinball
MNibbler

NATO Commander
MNew York City

Mr. Robot

My First Alphabet
Montezuma's Revenge
Living Daylights .
Licensed to Thrill
Laserhawk

Junig First

Freaky Factory

Barnyard Blaster
David's Midnight Magic
Desert Falcon
Designers Pencil .
Eastern Frant

Fight Night

Food Fight

Hardball

Moon Patrol

One on One Basketball
Star Raiders

Super Breakout
American Football
Rally Speedway

BUDGET CASSETTES

180 Dars..........cee..

Air Rescue

Battalion Commander ........... <
BMX Simulator ... .
Boulderdash
CavaimiapTeeser. o e :
Crossfire

Daylight Robbery ...................
Football Manager
Ghosthuster.......c.ooiviuiiiiinne
Guinlaw

Head Ower Heels

Amaurngte

Aztec Challenge ..o
Blinky's Scary School
Rockfard

Chuckie Egg.......

Crack Up

Cosmic Pirates |

Encounter

Fruit Machine Simulator
Gridrunnear

Hardball

Heartache

Henry's House

Atari Compilation

Jocky Wilson's

Compendium

Kenny Dalglish Soccer..

UTILITIES
oM DISK

Mini Office 11
Planetarium
Cut "N’ Paste
Trakbali

PLEASE GIVE

219/221 Cannock Road, Chadsmoor, Cannock,

Mercenary

Milk Raca,. .
Mission Shark
Mountain Bike Racer
Jewels of Darkness
Wizard of Akyrz
Escape From Pulsar 7
Perseus and And
Rogue .............
Plastron

Revenge |1

Four Great Games ......
Jocky Wilson Darts ...,
Las Vegas Casing ......
League Challenge
Master Chess...........o.
Molecule Man

Mr. Dig

Arrow of Death
Golden Vovage

Knight Orc

Lamcelot

Ten Little Indians
Ruif and Reddy

Minja

Phantom

Pogotron

Red Max

SEND S.A.E.

FOR FULL LIST

Add 50p to orders less than € 5.00. All prices correct at
time of going to press. Access or Visa onders welcome.

Staffordshire, WS11 2DD
Telephone (0543) 466577/8/9

Please add £1 per item for overseas
Please make Cheques or Postal Orders payable to
"MILES BETTER SOFTWARE"

SECOND CHOICE

WHEN ORDERING -

DISKBASE 1-0 continued

DISKBASE ADVANTAGES

BACK ISSUE

The following back issues of
NEW ATARI USER are still available

For people who have massive amounts of data to store and Issue 31 Issue 42 Issue 51
manipulate, Diskbase is unsurpassed. even by the commercial Issue 33 Issue 43 Issue 52
products. It is the only database program I have found that
will run from a hard drive and and offer such a large volume of Issue 34 Issue 44 Issue 53
data storage and manipulation. When you consider that Dis- Issue 36 Issue 45 Issue 54
kbase is public domain and costs next to nothing, that makes Issue 37 Issue 46 Issue 55
it even more attractive! I must have well over $400 invested in
commercial database programs and none of them will do as Issue 38 Issue 47 Issue 56
much, as quickly, and as efficiently as Diskbase. Since | Issue 39 Issue 48 Issue 57
discovered Diskbase, | have even stopped using those other Issue 40 Issue 49 Issue 58
programs that [ had previously relied upon so heavily. Issue 41 Issue 50 Issue 59

AVAILABILITY

Diskbase is available from the PAGE 6 LIBRARY as disk
number D5#38 - DISKBASE at the usual price of £2.50

This review originally appeared in the November 1992 edition of
Current Notes. Current Notes is published monthly and can be
obtained on Air Mail subscription from the UK _for $69 payable
by money order or credit card. Write to CN Subscriptions, 122 N,
Johnson Road, Sterling, VA 20164, USA.

&

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES
BACK ISSUES are £2.00 each in the UE (inc. post & packing),

£2.50 for Europe or surface mail elsewhere and £3.50
for Air Mail outside Europe. Prices include postage

ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is £2.95. Postage FREE in U.K.
Overseas add £1 per order (any number of disks)

Send your order to

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR, ENGLAND
ACCESS and VISA accepted. Telephone 0785 213928

Mesw Atari User - [ssue &40
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STRINGS
TO PRINT

T his article was inspired by an enquiry from a reader

who was having trouble with a program when he tried

to print what he was doing. The program was quite
complex and used tabs to format data on the printed page -
this did not work correctly on my correspondent’s Atari prin-
ter. [ was not able to solve the problem in that case as [ do not
have an Atari printer, but it was clear that the rogue program
was using Epson compatible control codes for tabs and back-
spacing. In general [ would suggest that it is wrong to use
codes that are specific to a printer if this can be avoided;
although the Epson standard is widely accepted amongst dot
matrix printers there are some that do not comply and the
newer Laser and Ink-jet printers often use a very different set
of codes - so do some older types like daisy wheel printers.

I have used strings for two purposes in the programs that
follow, first to construct a line of text that can be sent to the
screen or a printer maintaining neat columns and second to
take numbers and format them so that they are printed in the
correct position in the line. There are two program listings. The
first is a very basic program which concentrates on showing
you how the strings are manipulated, but it is a "risky” prog-
ram which can easily be crashed as there Is no checking on
the inputs. [ will describe this program in detail and leave you
to work out what I have done to crash proof it and convert it
into the second, more robust program.

PROGRAM DETAILS

First let me explain that | have chosen to generate a line that
contains the following three components for demonstration

purposes:

Date Remarks Amount (number)

First in ine 20 we dimension the variables that will be used
in the program.
Line 30 uses a trick of Atari string handling to make certain
that the string LINE% is filled with blanks. This technique can
be used to fill any string with any character. What you have to
do is to make the first and last characters of the string equal to
the character you want to fill it with and then use a statemenl

Isswe &0 - NMew Alari User

in the form STRINGS$(2)=STRINGS - this fills the whole siring
with the same character.

Line 40 starts the input of the date. Dates are always a bit
difficult as people use widely different conventions such as 15
January 1993, 15-01-93, 15/01/93, Jan 15 1993 and in
America the month comes first 01-15-94. To accommodate all
these variations would take a sizeable program so | have
chosen the form 15-01-93 and, by asking for each part of the
date separately. hope that clear prompts will encourage the
user to get the input right.

Line 50 prompts for the day input which actually occurs in
line 60. The semi-colon at the end of line 50 ensures that the ?
prompt for the INPUT is at the end of the prompt rather than
on the next line.

Lines 70 and 80 turn the input into part of the string LINES.
This is the string which will hold the whole line of text for
printing. The STRS function takes a number and turns it into
a string. There is a problem because even if you type in 07, X
will be equal to 7 and STR$(X) will be "7". To ensure that all
dates line up a zero has to be attached to the front when the
date is 9 or less (this is done in line 70) but not when it is 10 or
maore (line 80). Also if you type in 7.234 or some such for X,
STRS$[X) will be "7.234" which would spoil to date format! See
how to avoid this in the second program.

Lines 90 to 120 do the same for the month as 50 to 8O did for
the day and lines 130 to 160 do the same for the year.

Lines 170 to 200 prompt for a text string TEXT$ and embed it
in the correct position in LINES. This shows how easy il is o
embed one string in another.

In lines 210 and 220 the program gets a number input and
then line 230 branches to the subroutine at line 500, I will
come back to this subroutine in a moment.

Line 240 attaches the string generated by the subroutine onto
the main string LINES in a position at the end which ensures
the decimal peoints line up, then line 260 prints the whole
string LINE#% on the screen.

The subroutine starting at line 500 is important as it demons-
trates a technigue for setting up numbers in position in a
string so that they are decimal aligned. The program works for
any number less than 10,000 and handles two decimal places
- this is suitable for an amount of money as most currencies
use up to two decimal places as in pounds and pence or
dollars and cents. This wide range of numbers can include
entries such as 0.26, 128, 76.32 or 9999.99 and all must be
handled correctly. This is how it is done.

In line 500 the amount input (X] is multiplied by 100. This
puts the "pence” In front of the decimal point.

MNext in line 510 we add 0.5 of a penny and take the integer
value of the result. The effect of this is to round off any decimal
parts of a penny to the nearest penny. (An exact half penny
rounds up).

In line 520 a string NUMS$ is created from the number X and
the variable L is set equal to the length of this string,

Line 530 is where the last two digits are taken into a new
string PEN$ - this is the pence. Note that by using strings in
this way we ensure that PEN$ will be "00" if the original X was
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WO 1 REM S MNP NN 000D WD I REM ST - P M- -
CR 2 REM ™ TUTORIAL SUBROUTINES = CR Z REM * TUTORIAL SUBROUTIMES **
GM 4 REM = USIMNG STRINGS 1 - HO 4 REM ™= USING STRIMGS 2 o
Bl 5 REM » by » HU 5 REM * by *
CO 6 REM = Ian Finlayson »* CO & REM ®* Ian Finlayson *
Bh 7 REM ®———~————cec o me T e e L ¥ G N e e S s s e e R *
HI 8 REM % MEW ATARI USER - FEB 1993 * i
HH 9 REM 0000000606000 5 363634 634396 3336 36 oE W T © WM NIRRT NSLD - FED 1993
aY 18 REM WHE 3 REN 0G0 MM I MMM 22
NH 26 DIM NUMS (77 ,PENSC2),LINES(38) ,TENTS AY 18 REM

182 RV 12 DIM A%C1Y
LY Z9 REM %#% SET BLANK STRING Kfi 15 7 “R4OUTPUT TO SCREEN OR PRINTER (5
RT I8 LINES=" "LINES$(38)=" ":LIMES(Z7)=LT g ) T

MES:LIMNES (I, 63="~- -u ; QK 16 INPUT a3$:IF (aS{}'"s" aND a5{d>"sv aN
ZU I9 REM % INPUT DATE B AF{I"P" AND ASCX"P™) THEN 7 :7 “USE
GK 48 ? “EMTER THE DATE" 5 0OR P “:1FOR T=1 TO ZOB:MEKT T:GOTO 15
PO 58 7 » oAy (Db : *; fJ 18 a=CaS="p" pgp AS=Tpy
RY 68 INPUT X ot DV 28 DIM MUMS(7),PENSC2),LIMES (38+38%n),
ca ?:1f:r:;t::TH£" LINES €1,1)=""0" :LIMES (2 TEXTS C18+38%n)

B LY Z9 REM #¥% SET BLANK STRING
JT 88 IF K>3 THENW LINES(1,2)=S5TRSC(H) o

= aa + = ane

GH 99 7 HOMTH M) : *; T BD LR LLANRR SRR AR T

Z)ZLINES:!LINES(Z, 6)=1"— -—m

SAND . TR B ZV 39 REM %% INPUT DATE

WD 118 IF H{18 THEN LINESC4,43="8":LIMESC

5, 5) =STRS X} YT 49 7 “ENTER THE DATE: "“:TRAP 165
MY 128 IF H>% THEN LINESC4,5)=STRS (N} Pl 58 7 " PAY (DP): '
Uz 138 T w YEAR ‘C¥YY): ";: KO 68 INPUT H:X=INTI{H):IF H>ZI1 THEN 165
55 148 INPUT X CO 78 IF M{18 THEN LINESCL,1)=""8":LINES (2
LL 158 IF H{i6 THEN LIMES(7,7)="@":LINES( 1 2)=STRS (KD

8,8)=5TRS5 (K} JT 88 IF H}9 THEM LINESCL,Z)=STRSCH)
TU 1686 IF H}? THEN LINESC7,8)=STRS[M) GH 98 2 » MOMTH (MM): *;
OK 167 REM *H¥ INPUT TEMT STRING UK 188 INPUT H:M-INTCH) :IF H}1Z7 THEN 165
BJ 178 7 :? “EMTER YOUR DESCRIPTION" HD 118 IF H{18 THEN LINESC(4,4)="8":LINES(
AZ 1868 7 "(LESS THAN 18 CHARACTERS)"™ 5,53 =STRS (X2
DE 130 INPUT TENTS MY 128 IF X)9 THENM LINES(4,5)=5TRS ()
JL 788 LINESC18,28)=TENTS UZ 138 7 =  YEAR Cyyy:

HC 218 7 :7 “ENTER AMOLUNT (LESS THAN 9933
, II}

5P ZZB INPUT X

3L Z3® GOSUB S8

RE 248 LINESCI8-LENCNUMS) I =NUMS

KO 148 INPUT H:H=IMTIX):IF K99 THEN 165

HU 158 IF H{18 THEN LINESC(7,7)='@8":_ TMES(
8,8)-5TR%IHY :GOTOD 178

HMP 168 IF K>3 THEN LIMESC7,83=5TRS(X):GOT

QD 266 7 :7 LINES:END 0 178

0G 499 REM %% MUMBER TO STRING LU 165 ? :7 "DATE FORMAT IS DD, MM, YY" : GOT
JO 588 H=-Kxiae o 40

LB 518 H-INTI(K+8.5) Ok 163 REM %% INPUT TEXT STRING

Z5 G280 WUMS=STRSCX) :L=LEMCNUMS) DS 178 7 :? “ENTER YDUR BESCRIPTION™

UC 538 PENS-NUMS(L-1,L) AC 168 7 "(LESS THAN " [(1844%38):" CHaRAC
IK S48 MUMS CL-1,L-1)=".":1MUMSCL,L+1)=PENS TERS) '

ZL 558 RETURMN DG 198 INPUT TEXTS

OH 288 LINES (19, Z8+0%I8)=TEKTS
LH 218 TRAP 218:7 :7 “ENTER aMOUNMT (UP TO

99991 ";
a whole number (pounds). 3P 228 IMPUT X
All that remains is to insert a decimal point in NUM$ and 51 238 GOSUB 589
reattach the PENce after the decimal point. This is done in line ULl 248 LINESCIS+A%IB-LEN(NUMS] ) =NUMS
540, IV 258 TRAP I88:IF A THEM LPRINT LINES:EN
3
ar z68 i? LIMES:END

-
BP I88 ? :? "PRIMTER ERROR - CHECK - THEN

THE SECOND PROGRAM PRESS RETURN

“;iINPUT A%:GOTO 256
0G 499 REM #¥E NUMBER TO STRING

The second listing is an amplified version of the first. It allows JO S08 H-H®ige
selection of a 38 character screen line or a 76 character line on LB 518 N-INT(X+8.5)
a printer, and it also tries to put in a degree of error preven- Z5 S2Z8 NUMS=STRS (K} : L=LEM (NUMS$)

UC 538 PENSzNUMS (L—-1,L)
IK S48 MUMSCL-1,L=1)=", ": MUMSIL,L+1)=PENS
ZL 550 RETURNM

tion. The error checking will generally stop the program from
crashing, but it is not exhaustive - you can if you wish enter a

date of 31-02-99!1! S e ———
_[JLII'PI.":IS-ES.
FIN q I LY One tip for any of you who have a printer which supports
proportionally spaced fonts - when laying out material in a
tabular manner always use a fixed pitch font such as Courier.
It should be possible for you to set out almost any combina- In proportional fonts the widths of different letters vary and
tion of date, text and numbers in a line to suit your awn this will disrupt the alignment of your columns.
purposes using the techniques show above, One sensible Atari Basic handles strings rather differently from many other
method of using the techniques could be to read data from forms of Basic but it is capable of all your string manipulation
data statements and format them for output in a tabular form requirements and has the advantage of handling very long
on a printer. This would be more practical that taking each strings indeed [up to the size of the spare memory in your
entry from the keyboard as I have done for demonstration computer],

Maw Atari User - [ssue &0 a9
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ENIGMATIX

nother brand new
A game! Enlgmatix, from
Lancashire’s Stephen

Firth, has just been released
by Page 6 Publishing. Page 6
are renowned for being more
than a little fussy over the
standard of products they
adopt, so the verdict of this
review is not going to come as
much of a surprise.
Enigmatix is a multi-level
scrolling platform game with a
welcome element of originality.
On each level the player's ob-
jective is to guide a small
bouncing ball to a termination
point which is marked by a
large candle-lit archway. The
strength of bounce is in-

Title: ENIGMATIX!
Author: Stephen Firth
Fublisher: Page & Software

Price: £4.95 disk only
Players: 1or2
Reviewed by Paul Rixon

ureka - [ think I've
worked out what this
game is about! The
Polish on-screen instructions

E

aren't particularly helpful [un-
less, of course, you happen Lo
be Polish...) and the printed
English ones are almost as
bad. Still, after a few goes you
realise that Eureka is really
quite a simple concept. It's a
puzzle game which shares
some similarities with recent
offerings from Ke-Soft. Howev-
er, this one's actually from
A.N.G. of Holland who have
imported several titles from
Foland, where 8-bit computing

lssue &0 - Mew Atari User

creased if you hold down the
joystick trigger and decreased
when you release it, while
sideways movement corres
ponds fo the relevant stick
directions. Hazards abound on
the route to freedom, such as
large fire pits and dissolving
blocks. As you zip across the
platforms you can pick up
bonus points by bouncing
onto ‘P symbols [the bigger
the bounce, the bigger the
bonus!) and also obtain keys,
which are essential on some
levels to establish a path to
the exit. There are lots of other
intriguing features - bounce-
operated lifts, reverse controls
and turbo-bounce blocks to
name but three - but these are
left for you to discover. As if
things weren't tricky enough,
you must also keep an eye on
the uncompromising timer!
Points are awarded for the
time remaining upon comple-
tion of each level.

is apparently quite popular.
Did you know that Atarl are
still manufacturing XE
machines for the Eastern
Europeans?

Eureka kicks off like a PD
demo with a scrolling (Polish)
message and a lively sound-
track. A press of the Start but-
ton reveals two piles of symbo-
lic objects, each contained in a
brick-surrounded trough.
Above these is a curlous dia-
gram showing a sequence of
symbols and a status line in-
dieating the number of re-
maining lives, the cumulative
score in dollars and the poten-

Visually, the game is a neat
demonstration of the Atari's
capabilities. The backdrops
are clear and detailed and
there are some great special
effects such as a rainbow-col-
oured, swaying ‘Enigmatix’
logo, Animation of the bounc-
ing ball itself is smooth and
realistic, leading to an overall
feeling of responsiveness and
playability. The latter is furth-
er enhanced by a sensible pro
vision of start-up options - one
or two player modes using one
or two joysticks - and a handy
save game feature. If you mas-
ter all the levels provided [or if

EUREKA

tial reward for completing the
current level. The reward
rapidly depletes until it
reaches zero and thereby ter-
minates a life.

What you're required to do is
examine the left-hand pile of
objects and try to replicate the
exact pattern in the pile on the
right. By clicking a joystick
pointer on an object you can
alter its symbol, and that of
the surrounding objects, in
line with the diagram display-
ed overhead. If you manage to
form the corresponding pat
tern you obtain an appropriate
cash prize but if you get it
wrong there's no alternative
but to forfeit a life. To avoid
defeat you must therefore
study the situation carefully
before making your move.
There doesn't seem to be an
oplion to save your game posi-
tion, so running out of lives
can be quite a frustrating
event!

Graphic and sound effects

you find them too hard!] you
can load up a screen designer
and create some more of your
own. The screen designer and
save game functions are
loaded separately from disk
when selected from the main
menu - which, incidentally, is
accompanied by an excellent
soundtrack.

Enigmatix is a very compe-
tent game indeed and [ do
hope the response [rom users
will be suitably encouraging.
I'd like to see a lot more games
from Stephen Firth, especially
if they're all as good as this
one!

are not spectacular but the
game derives most of its
appeal from the addictive na-
ture of the puzzle. Once you
get the hang of it, time just
flies by! The main drawback,
as with other games from
A.N.G., is the poor standard of
documentation. Howewver, |
understand that versions sup-
plied by Micro Discount are
likely to be somewhat im-
proved on the ‘raw’ review
copies | received, and could
well have much of the prog-
ram text translated into En-
glish. If you enjoy puzzle
games of this type you will
probably overlook the rough
edges and simply appreciate
the challenge.

Title: EUREKA
Publishier. A.N.G. Software
Micro Discount
£5.95

Supplier
Price:

Reviewed by Paul Rixon




HYPNOTIC LAND

owadays, a new ROM
N cartridge is something

of a rarity - a luxury
too. No frustrating wait for the
loading process, no chance of
disk errors. Just plug it in,
switch on, and the game
starts in a split second! HYP-
NOTIC LAND originates from
Lindasoft, who are closely
linked with Atari's [talian Divi-
sion. It's now available in the
UK, albeit in limited quanti-
ties, directly from Page 6 Pub-
lishing.

Hypnotic Land is a variation

on the 'Klax' theme that made
its 8-bit Atari debut early last

Title: HYPNOTIC LAND
Publisher: Lindasoft
Supplier: Page é

Frice: £12.95 ROM

Reviewed by Paul Rixon

ohny has a problem!
J Tomorrow is his girl-

friend Margaret's tenth
birthday and he's already
been out to buy her present -
some pictures of well-known
actors’ faces. Unfortunately
his brother Charlie has found
a large pair or scissors and
mischievously cut the por-
traits into lots of little squares.
If Johny doesn't glue them
back together soon, his girl-
friend may never forgive him

As you've probably guessed
your job is to help Johny over-

year in the form of Hyperon's
Glaggs It. Imagine you're
standing at the end of a long
ramp looking up towards its
top edge in the distance. The
ramp is divided into four
lanes, each of these split into
red and blue squares. At the
base of one lane there's a cup
on a pedestal and either side,
useful information on your
current progress. Coloured
balls roll from hoops at the top
of each lane towards yvour
position. By clicking a joystick
pointer in the red squares in

each lane you can place

arrows which instruct the de-
scending balls to change lanes
in the appropriate direction.
The idea is to ensure that any
balls collected by a cup cor-
respond to the colour of its
pedestal. If you allow a suit-
ably coloured ball to escape off
the end of the ramp, or collect
a wrongly coloured ball in the

come his dilemma. By man-
oeuvring a large cursor you
must first release sections of
the picture into a large grid
where you can then attempt to
reassemble them in the cor-
rect locations. Onee they're on
the grid you can slide the
pieces around into position or,
if you don't currently need
them, send them back into
storage. The task would be vir-
tually impossible in the time
allowed if it weren't for an ex-
tremely useful panel showing
the correct position of the sec-
tion of picture under the cur-

CUp, your errors count is in-
creased. Make more than five
mistakes and the game is
aborted. An unfortunate over-
sight here is the lack of a save
game feature - each time you
are forced to re-start from the
very beginning,

On higher levels there are
several other problems to con-
tend with. Firstly, the number
of cups increases from one to
a maximum four and the balls
are launched more frequently.
To make matters worse,
various nasty monsters
appear and steal the descend-
ing balls. You can shoot back

JOHNY'S PROBLEM

sor. You've still got to be care-
ful though as occasionally a
bomb is released (so much for
the plot!) and failure to return
it in a few seconds results in
the game’s abrupt termina-
tion. On the positive side there
are several bonus tiles that
add valuable time to your
otherwise decreasing allo-
wance or even take you direct-
ly to the next level. There are
twelve famous faces in all -
enough to keep you puzzling
for quite some time!

Johny's Problem may sound
similar to other ‘jumbled pic-
ture puzzle' games but it does
feature some unique touches
and excellent visual effects. All
the pictures are digitised and
therefore recognisable, so you
can also have fun guessing the
personality before the compu-
ter reveals the answer! The
surrounding playfield has
been very well designed using
the highest resolution
graphics. The iniro screen

at them but all the while you
must ensure that the balls are
collected in their matching
cups. Quite a challenge!

As far as the graphics go
Hypnotic Land is no excuse
for throwing a party but every-
thing is clear, colourful and
quite adequate for the inten-
ded purpose. A catchy (and
familiar) tune plays continual-
ly throughout the game.

The game is highly addictive
in itself but the fact that it's
supplied on ROM cartridge
adds considerably to its playa-
bility rating. Congratulations
to Lindasoft for a bold move!

contains scrolling game in-
structions and a very clever
film strip effect of the various
actors’ portraits. Music too is
quality stuff, though an op-
tional silent mode might have
been a good idea! I'm pleased
Lo report that the game con-
tains English text throughout.

If you're looking for some-
thing that's a bit different to
the usual shoot ‘em ups or
platform games you could do a
lot worse than check out
Johny's Problem. The stan-
dard of presentation is very
high indeed and the game it-
sell is a lot more additive than
vou might imagine. The prob-
lem will be knowing when to
turn it off!

Title: JOHNY'S PROBLEM
Publisher: A.N.G. Software
Supplier: Micro Discount

Price: £5.95

Reviewed by Paul Rixen
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T he software drought
could be ending for
B-bit Atarians (or
should that be Atari Classi-
cans?) following Micro Dis-
count's recent decision to
market many Imported games
titles in the coming months.
Heading up the first batch is
OPERATION BLOOD from Hol-
land's A.N.G. software, who
are probably better known for
publishing the disk-based
Mega Magazine.

Operation Blood Is essentially
a fast, furious and violent
shooting gallery. Your mission
is to wipe out the enemy and
save the world! The instruc-
tions provided don't go over-

Title: OPERATION BLOOD
Publisher: AN.G. Software
Suppller: Micro Discount

Price: £5.95

Reviewed by Paul Rixon

wo puzzles in one
I game - Kosta Rubica

and Uk'adanka. The
theme of both components is
similar to Eureka, another
game from A.N.G. reviewed in
this issue. The basic concept
requires the player to examine
a pattern in one half of the
screen and try to duplicate it
in the opposite half. There is a
strict time limit to complete
the problem.

Kosta Rubica comprises two
grids of 81 squares, some of
which are shaded to form a
distinctive pattern. By clicking

lssue &0 - Mew Atari User

OPERATION BLOOD

board on detail but fortunately
the game itself is very
straightforward. Virtually the
entire playing area is occupied
by your side-on view of a hori-
zontally scrolling battlescape.
The scene is complete with
buildings, fences. radar,
enemy commandos, tanks,
helicopters and other topical
fixtures. The adverse forces
take great delight in constant-
ly blasting you from all angles
so it's useful to know that
your joystick controls a small
cursor representing the sights
of a machine gun. Whilst this
iz more than sufficient to
annihilate human opposition,
when it comes to tanks and
choppers you'd be well advised
to call upon your space-bar
operated grenade launcher!
Before you let rip with the
trigger you should bear in
mind that ammo is in limited
supply and it's worth looking
out for the occasional bonus
package. You can also gain

the joystick pointer on arrow
symbols at the ends of the
rows and columns in the right
hand grid you can shift them
along by three squares at a
time. Combining the move-
ment of rows and columns in
this way (hence the Rubical)
yvou should be able to recreate
the pattern depicted on the
left. At first it's fairly easy but
then, when you're just begin-
ning to get the hang of it, the
patterns become more compli-
cated and it's quite a chal-
lenge to succeed in the time
allowed.

rapid fire ability and extra
health units by shooting cer-
tain icons. Watch out for red
cross officials and innocent
bystanders though - you
might need them later! A sta-
tus line at the base of the
screen keeps track of your
rate of success in achieving
specific *hit’ quotas of men
and machinery. It seems to
suggest there may be hostages
to rescue on later levels,
though this isn't actually
documented (the Polish screen
prompts aren't too helpful
either!). No doubt there's plen-
ty of excitement in store

Uk'adanka also contains two
grids of 81 squares but this
time the joystick is used to
slide squares into a vacant
space, in much the same way
as those sliding tile picture
puzzles (see Johny's Problem
for a good examplel). Some of
the squares contain raised
symbols - straights, corners,
‘T" junctions and so on - and
again the intention is to dupli-
cate the pattern on the left of
the playfield. After level one,
things start to get tricky!

A welcome feature of both
games is a password system
which ensures you don't have
to keep slogging through pre-
viously completed levels. Just
take note of the code at the
foot of each screen and you
can then jump directly to the
level in a future session. The
user interface is generally very
friendly - for example, press-
ing the Escape key at any time
takes you immediately back to

though so far I can only admit
to having experienced the first
two scenarios!

Graphically, Operation Blood
is a good effort with some clev-
er animation of the enemy for-
ces. Mind you, it might not
win an award for outstanding
colour! Sound effects include
a reasonable tune to accom-
pany the intro screen and
competent gunfire noises dur-
ing the game itself. Operation
Blood is sufficiently different
from other shoot ‘em ups to
ensure it doesn't have a great
deal of serious competition. It
has to be recommended.

HINKER

the game selection menu, The
break key activates pause
mode whilst the space bar tog-
gles the design ol the joystick
pointer.

Graphics are very well de-
fined and expertly shaded,
with some nice special effects
at the start and end of each
level. The only niggling point
is the Polish screen text (this
might be translated in the UK
release versions). In comimon
with other Polish games.
Thinker is accompanied by
some good music which, as
usual, can’t be switched off]
Overall the game is very enjoy-
able.

Title: THINKER
Publisher: A.N.G. Software
Supplier: Micro Discount

Frice: £5.95

Reviewed by Paul Rixon
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ACCESSORY SH(

NEW and EXCLUSIVE

ENIGMATIX!
HYPNOTIC LAND
THE TENTH ANNIVERSARY DEMO DISK

Check out inside front cover and page 5 for full details

KENNEDY APPROACH

Ome of the most unigue simulations ever
featuring fully authentic ﬁgeech synthesis
ight of aircraft
into your choice of five airports. A real
life simulation using 3D graphics this
will test your concentration, reaction and
common sense to the full as vou trv to
cope with slow planes, fast jets and even
Concorde in changing weather and with

as you try to control the

VaArious EMmergencies,

Originally £14.95

OUR PRICE £5.95

DISK ONLY

PACMAN

What can you say? Surely one of
the all time arcade classics that
should be in evervone’s collec-
tion. A game that can be played
by adulis and children alike with
equal fascination. Very few of
these ROMSs are left now and
your collection is not complete
without this all time classic. Soon
it will be gone forever.

ROM CARTRIDGE

ARCHON

‘A unigue battle combining elements
of fantasy with the strategy of the
chesshoard. Your men represent the
forces of good and evil and when they
each occupy the same square the
board bursts into life with banshees,
goblins and sorceresses. They cast
spells, throw Mames, even take on
each other’s shapes and characteris-
tics. You can play the Light or the
Dark either alone or with another
player. A totally unique game.

PANZER GRENADIERS

In this exciting solitaire wargame
You make the decisions for a reg-
iment of the elite armoured infan-
try attached to the Panzer Grena-
diers. Your forces also include
martar, artillery, Panzer IV,
Panther and Tiger units. The Rus-

sian enemy is directed by the com-

puter which will fiercely challenge
you with its own complement of

infantry, tanks and anti-tank guns.

Three levels of difficulty, joystick

ROM CARTRIDGE
Originally £14.95

OUR PRICE £7.95

Originally £12.95
OUR PRICE £6.95

control, hi-res graphics.

Originally £19.95
OUR PRICE £9.95

DISK ONLY

CABLES

Some cables are quite difficult to find but we stock most of
those needed for the XL/XE or the ATARI ST. Check to see if
the cable you need is here

FOR XL/XE

XLIXE 1 METRE SERIAL CABLE  £8.95 JOYSTICKMOUSE EXTENDER £ 5.95
850 INTERFACE TO ST £895 REPLACEMENT MOUSE CABLE £ 2.95
XUXETOMONOMONITOR  £495 2METRE CENTRONICS CABLE  £7.85
XL/XE TO SCART £595 3METRE CENTRONICS CABLE  £9.95
XLXE TO COMPOSITE VIDEO  £3.95 STTO 850 INTERFACE £8.95

ST HULL MODEM CABLE (2m.) £8.95
2 METRE FLOPPY DISK DRIVE  £15.95

REPLACEMENT JOYSTICK CABLE ~ £3.95 520ST TO PHILIPS 8533 MONITOR £12.95

J METRE JOYSTICK EXTENSION £495 10405T/520STFM TO SCART £12.95
CENTROMICS PRINTER EXT.{1m.) £14.35 MONO/COLOUR SWITCH UNIT  £19.95
CENTROMICS PRINTER EXT (2m.)  £16.95 PAIR OF MIDI LEADS £8.95
CENTRONICS PRINTER EXT. (3m.)  £10.85 ST TO HITACHI TV £11.95

Our cables are obtained from one of the UK's lsading cable manufacturers and
use the highest quality components. You can pick up cheaper cables else-
where but they often use inferior quality components which may cause loss of
data and other problems. Extension leads in particular need to be made to the
highest specification to ensure integrity of data transfer

DUST COVERS

We still have many dust covers in stock but due to massive
price increases in the cost of our preferred material it is
doubtful whether we will be able to obtain dust covers of the
required quality in future. Buy now while you can.

FOR XL/XE

65XE £4.35 MEGA ST COMPLETE £9.95
400 £4.95 MEGA KEYBOARD £4.35
800 £4.95 1040ST/STE £4.92
800XL £4.35 520STFM/STE £4.95
130XE £4.35 Stacked SF Drives £4.35
410 OLD Cassette £3.25 SM124 Monitor £5.95
410 NEW Cassette £3.25 SM125 Monitor £5.95
1010 Cassette £3.25 SM1224/5 Monitor £5.95
XC11 Cassette £3.25 SMMB04 Printer £5.95

XC12 Cassette
810 Disk Drive
1050 Disk Drive
1020 Printer

£3.25 PHILIPS 8833 Monitor £5.95
£3.95 PHILIPS 8533 Monitor £5.95
£3.95

£3.95 Covers for many other Printers
1027 Printer £4.35 and Monitors are in stock from
XMMB01 Printer £5.95 £4.95 - please ask for details-

Most of our dust covers are of translucent (see-through) PVC with piping
to match the colour of the computer and look particularly attractive but
later stocks may be of beige colour PVC

HOW TO ORDER

Whern you receive your copy of New Atari User you will find an order form
enclosed detailing every item available this issue - simply complete and
return it, we will send you another order form with your goods. If you don't
have an order form, don't worry, just drop us a line - you don't have to use
the order form.

Don't forget you can also telephone your order and pay by credit card -

just pick up that phone and dial 0785 213928 and your order will be on its
way within 24 hours

PUBLIC DOMAIN

The Accessory Shop has the largest and best selection of
PUBLIC DOMAIN and SHAREWARE DISKS available for the
Atari Classic. You will find the latest updates enclosed with
every issue of New Atari User. Treat yourself to some
stunning programs at minimal cost

Mew Abari User - lssue &0
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'TRIVIAL PURSUIT

The classic board game translated to the
Atari with added guestion power. Now you
can answer guestions presented with music
and graphics as well as straight text. An
ideal family game or one you can play on
your own. Over 3,000 guestions 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 £14.95

WAR GAMES

NATO COMMANDER

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

OUR PRICE £5.95
DECISION IN THE DESERT

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

OUR PRICE £7.95

DECISION IN THE DESERT

Take command at the Battle of El
Alamein. You can lead either side
in this accurate simulation from
the creators of F-15 Sirike Eagle
CASSETTE
O riginal price £14.95

OUR PRICE £5.95

PANZER GRENADIER

A wargame of German armoured
imfantry on the Eastern Front.
Five historical simulations, skill
lavals, joystick control, graphics
DISK
Ovriginal price £19.95

OUR PRICE £9.95

I

DISK ONLY
OUR PRICE £4.95

SPEED HAWK

One of Atari’s last games for the B-bit
ean now be yours at budget pricel A
smoothly scrolling arcade game in
which you must defend the ring worlds
of your solar gystem from pirates.
CASSETTE ONLY
Originally £8.95

CRUMBLE’S CRISIS

Captain Crumble Is a unigue English
creation will warm your heart too ag he
rushes around trying to round up the
Fuzzles who have escaped from the
Inter-galactic roo.

DISK ONLY
Originally £9.95

From the sands of Morth Africa and the beaches of Normandy to the bridges of
The Roer and the forests of The Ardennes you'll lead Easy Company into the
crucial battles of World War Il. This fine tactical simulation is historically accurate
and requires good planning and execution to recreate or alter history. To heighlen
the realism and Immediacy during play, special attention has been given to the

OUR PRICE £2.95

OUR PRICE £2.95

STAR RAIDERS Il

The original Star Raiders updated
with better graphics and sound. A
great follow up to an all time clas-
sic that set new standards

ROM CARTRIDMNGE
Normally £14.95

OUR PRICE £7.95

BLUE MAX

Everyone must have heard of this
World War Two 3-D flying game.
We no longer have the ROM car-
tridge but this classic can be
yours on disk for a lowly sum

DISK ONLY

OUR PRICE £2.95

SUN STAR

The Sun Star is the fastest and
most powerful craft ever built and
you must pilot it to recover crys-
tals from the solar grid. A slightly
different arcade game.

DISKE ONLY

OUR PRICE £2.95
SMASH HITS 7

Four great games - Colossus Chess
3, Electraglide, Blue Max and Alley
Cat. This sold out very quickly last
tima!

DISk
Original price £14.95

OUR PRICE £3.95

KENNY DALGLISH SOCCER MANAGER

The ultimate in football management games. For the firzt time in a football
management simulator stunning top-notch full colour graphics with a fun-packed
game design which will leave you breathless with its great features. It has an
amazing easy to use icon-drive play system and the exclting gameplay includes:
full four division league, detailed graphic highlights, board of directors for detalled
performance reports, detalled game strategy, hali-time updates, substitutes, in-
juries, suspensions, full transfer market and lots, lols more!

OUR PRICE £2.95

CASSETTE ONLY

SPINDIZZY

Well known and highly regarded
game in which the aim is to explore
and map a 3-D world. Excellent
graphics and testing puzzies
DISK ONLY
Original price £9.95

OUR PRICE £4.95

PAC-MAN

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

ROM CARTRIDMGE
Original price £12.95

OUR PRICE £6.95

FOOTBALLER OF THE YEAR

You're a 17 year old apprentice In the
dth Division with only £5,000 and 10
goals to your name. Have you got what
it takes to cope with the trauma of
transfer deals, injuries and other malich
day problems?

CASSETTE ONLY

E

OUR PRICE £1.95

Manage your favourite football team
your way. Now s your chance to go for
Division One. Maybe even win the
League and Cup double. Who knows,
you may even find the manager's job is
maore difficult than you thought.
CASSETTIE ONLY

OUR PRICE £1.95

DISK ONLY

Hi-Aes colour graphics and lively sound effects.

OUR PRICE £6.95

NIBBLER

Slinking through an unknown land Nib-

bler finds himself in an iridescent world

ol constant change. As time grows short

his body grows longer and he risks run-

ning into himsell. Can he survive?
DISK ONLY

Original price £9.95

OUR PRICE JUST £1.95!!

FS2 SCENERY DISKS

WE HAVE A LIMITED
NUMBER OF SCENERY
DISKS IN STOCK
AT £14.95 EACH
- PLEASE PHONE
FOR DETAILS

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

OUR PRICE £6.95

| MIG ALLEY ACE [} COLOSSUS CHESS 4

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

OUR PRICE £6.95

ADVENTURES/ROLE PLAYING

THE ETERNAL DAGGERg JINXTER

Many consider the 551 role-play-
ing games to be among the best.
This is the follow up to the best-
selling Wizard's Crown
DISK
Original price £24.95

OUR PRICE £8.95

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

OUR PRICE £7.95

JEWELS OF DARKNESS

Three superb, classic, adventures with
full colour graphics. Choase from Col-
ossal Adventure, Adventure Guest or
Dungeon Adveniure as you take on the
challenge of the mythical worlds cre-
ated by Level 8. The Premier collection
nicely packaged with a 64 page book
DISK OR CASSETTE

OUR PRICE £5.95

LANCELOT

Level 8 recreate the time of wizards
and the Knights of the Round Table in
a three part adveniure spanning the
complete saga of the quest for the Holy
Grail. Superbly researched and superb-
Iy wiritten this text adventure is full of
atmosphere and highly recommended.
DISK OR CASSETTE

OUR PRICE £5.95

SEVERAL OTHER ITEMS AVAILABLE FROM TIME TO TIME - PLEASE ENQUIRE
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CASSETTE BARGAINS FROM PAGE 6!

New cassettes from only 99p each including postage!

Enhance your collection with these brand new game cassettes
available now from the PAGE 6 Accessory Shop

TRANSMUTER

A new kind of weapon. This sci-fi arcade game
features excellent smooth scrolling, incredible
terrain, vector graphics sections and subterra-
nean caverns. Fast reactions and a cogl nerve are
a necessity. Music by David Whittaker

PROTECTOR

Assigned to Fort Rucker, the US Army Hellcopler
Training Sehool based in the Nevada desert, your aim
is to become the best chopper pilot this side of the
Iron curtain. A real Protector! Your misslon consists
of a strategic battle of wils between yourself and
either another pilot or 8 computer controlled RPY

REVENGE I

The Mutated 90 fool high, laser spitting death
camels have rebelled atgainst their captors the
Zzyaxians and are out for revenge! All action,
highly graphical shoot-em-up from Jeff Minter

KIKSTART

The ultimate off-road motorbike scramble simula-
tor. Guide your rider carefully over the obstacles
in this all action simulator for 1 player against the
computer or 2 players against each other as well
as the clock

ROGUE

You are the ROGUE. Your mission is 1o search
the Dungeons of Doom for the Amulet of Yendor.
In the dungeons you will find many things to aid
the quest for the Amulet. You will also encounter
fearsome monsters and fiendish traps that will
challenge all your skills

DESPATCH RIDER

Join the growing band of street demons - those
learless horders who terrify the population of the big
cities to get the parcels through. Plan your moves to
make some money, but don't take foo long - time is
always short. Gain an instant macho rating and be a
despatch rider with this all action simulation

180

What can we say? A great darts challenge. Eight
opponents, digitised speech, two player option.
live joystick control, full matchplay scoring, a
sense of humour, superb playability, this one has
it all!

UNIVERSAL HERO

Only seven seconds left to save the planet! Universal
Hero has 1o save his skin and everybody else's by
finding bits to repair a shuttle to get to a planet to
pick up the spares to mend a space freighter which is
out of cantrol and about to blow him and his chances
of getting back to earth to atoms.

INVASION

Mobilize your units and prepare for battle. This all
action space conflict requires skill, strategy and
tactics. You must destroy the weather control
station in order to win the battle but every move
you make the enemy will counter, and they're
wailing for you 1o make just one fatal slip up

SIDEWINDER I

It is 27 years since the final battle of the war with

the aliens. 27 years of peace have relgned in the

Western Spiral Arm of the Galaxy. All this is

about to change. Step aboard your craft and pre-
are 1o defend mankind in this all action space
last

HENRY’S HOUSE

Little Henry has shrunk. He must navigate his way through
the royal household to find the cure. Avoiding all the
obstaclkes in his path, from terrible toothbrushes, through
pestiferous parrots and chels chasing chickens, to a final
encounler with the vicious vampire! Acknowledged by all
reviewers as one of the best Atari games of all time

LOS ANGELES SWAT

Special Assignment. Rescue the hostages from
the terrorist ganﬁm helding out in West L.A. Clean
up the streets. Blow away the bad guys and be a
hera on network T.V.! Fail and you won't be
coming back to watch it. All action joystick bend-
ing combat for those with the skill to survive!

GHOSTBUSTERS

Has anybody seen a ghost? Matter of fact yes
they have! At this very moment hundreds of
ghosts are making their way to the Infamous
spook central. Only you can save the world from
a dizaster of biblical proportions. So go and show
‘em how you do it!

BOMB FUSION

A terrorist gang has planted bombs throughout
the Sellerscale Muclear Processing Plant and you,
as ex super hero (ex after the 'Boris Affair’) have
to go in and save the plant and possibly the
Merthern Hemisphera from destruction

SPEED ZONE

Enter the Speedzone in a frantic defence against
marauding alien forces. A survey ship sent into
the area comes under attack. As an enemy vessal
draws closer your "STARFIRE" class attack craft
is launched

NINJA

Blasts the belt off all other martial arts games!
That's all it says on the inlay! Someone sure
reckons this is the best punching, kicking, duck-
ing and diving game around

MILK RACE

Cycling 1,000 miles is no mean feat - and you
could end up feeling pretty exhausted by the time
you've finished playing this superb race simula-
}\il?ﬂ %esigned esper:iaﬁr in conjunction with the

ilk Race

FEUD

To win at Feud you must "out-spell” your rival
Wizard Leanoric. In Kieke's herb garden you will
find the ingredients for your spells but tread care-
fully as strange things can happen in this game
of magic and mystery

ROCKFORD

The only true arcade version of the classic game
Boulderdash. There are four levels on each of five
difterent worlds with four screens on each level.
It all adds up to eighty totally different playing

SCreens.
INCLUDES FREE GAME - CRYSTAL RAIDER

GUN LAW

Four months of bloody alien attacks have taken their

toll - all the surviving inhabitants have fled and arson
attacks have been made on your weapon stores, they
destroyed whal you could nol carry away. You are left
to fight alone against ruthless and bloodthirsty killers
with just a single machine gun

PANTHER

Save the last humans on Xenon before the alien
hordes turn them into Sunday roast! Take your
ground attack ship through this 3D scrolling
mega shoot-em-up with great graphics and unbe-
lievable soundirack

Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50
or select ANY TEN CASSETTES FOR JUST £9.50!

All prices are inclusive of postage

LOADS MORE SOFTWARE ON DISK, CASSETTE AND ROM ON THE NEXT PAGE!
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GAMES

MOON PATROL

Your beat: Sector Nine, home of the roughest,
toughest thugs in the galaxy. Great 3D graphics
and good music in this arcade conversion.

ROM  Nomaly£295 OUR PRICE £6.95
MISSILE COMMAND

Anather of the all-time classic arcade games that
has you defending cities from missile attack. For
one or two players.

ROM Normally £14.95 OUR PRICE £5.95

ZAXXON

One of the all time classics for the Atan, Zaxxon set
new standards with its unique 3 dimensional battle-
field and great graphics

DISK Normally £995 OUR PRICE £2.98

TAIL OF BETA LYRAE

Cur A-Z of Atari Software senes says "The ultimate
‘Seramble’ clone with superb graphics and music.”
A great horizontal scroller

CASS OUR PRICE JUST 99p

FIGHT NIGHT

Fight Night brings you all the thrills of the baxing
fing as you face the most brutal fighters ever in five
separate bgttles. 1/2 players.

ROM  Normally £14.95 OUR PRICE £7.95

BOOKS

EASY PROGRAMMING FOR
YOUR ATARI MICRO

This book went out of print 3 years ago and we
have been searching for a replacement ever since.
We are absolutely delighted to have found mare
stocks of one of the best beginner's books ever
published.

NEW REDUCED PRICE £4.95
MICRO ENQUIRER

A large format book that covers the world of micros
in general with some specific Atari sections. The
book contains a lot of worthwhile background infor-
mation on home computing

Fublished price £8.95 OUR PRICE £2.00

ATARI ADVENTURES

An excellant book written by adventure axpart Tony
Bridges covering adventures in general and show-
ing how you can write your own adventures .

Published prce £5.95 OUR PRICE £1.50
WRITING STRATEGY GAMES

If you are fed up with simple arcade style games
but are not sure of the maths required in writing
‘thinking' games like chess here is a book that will
help you out.

FPublished price £5.95 OUR PRICE £1.50

GAMES APPLICATIONS

ZORK 1

One of the most famous adventures of all time.
Classic Infocom in the original box and packaging.
A real bargain!

DISK Onginally £24.95 SUPER PRICE £2.95!

US FOOTBALL

American Football is now a big craze in this country
and you can now play at home. Outsmart the
defence, make tackles, select plays and maore.

ROM  Nomally £12.95 OUR PRICE £6.95

EASTERN FRONT (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  Normally £12.95 OUR PRICE £6.95

SUPER BREAKOUT

Breakout was the original simple yet totally addic-
tive game and this anhanced version will provide
even more addictive fun. Needs paddies.

ROM Normafly £6.45 OUR PRICE £3.85

ONE ON ONE

« Play basketball with two of America's top players in

this great sports simulation which features realistic
offensive and defensive moves

ROM Normally £14.95 OUR PRICE £6.95

CAVERNS OF MARS

Winner of one of the first Atari programming com:-
petitions, this was one of the first vertical scrollers
and remains much sought after - LAST FEW WITH-
OUT BOX BUT WITH FULL ORIGINAL MANUAL -

DISK LOW PRICE £4.95

KABOOM

Challenge the master bomber as he tries 1o bomb
you out of sight. Great fun, especially for the kids
who will love it

ROM Originally £12.95 SPECIAL PRICE £2.95

RIVER RAID

One of the classic scrolling games in which you
fight your way up river, bombing and shooling av-
arything insight.

ROM Originally £14.95 SPECIAL PRICE £3.95

MAXWELL'’S DEMON

A simple yat challenging puzzle game which will get
you totally addicted. In fact two games in one for
doubile the fun

DISK Onginally £2.95 OUR PRICE £1.99

MR ROBOT & HIS ROBOT FACTORY

One of the most famous platform gamas that has
you running and jumping over everything in sight. A
really classy game

DISK  Orginaly£995 OUR PRICE £1.99
STRANGE ODYSSEY

At the galaxy’s rim, there are rewards aplenty to be
harvested from a long-dead alien civilization. Fabu-
lous graphic adventure

DISK COriginal price £13.95  OUR PRICE £7.95

SEVERAL OTHER GAMES
AVAILABLE IN VERY
LIMITED QUANTITIES -

PLEASE ENQUIRE

LETTER WIZARD

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 £15.85 NOW £5.95

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 £1295 OUR PRICE £2.95

MUSIC PAINTER

An exciting educational pragram that helps to teach
music by using colours instead of notes. For chil-
dren or adults alike

DISK Onginally £14.95 OUR PRICE £7.85

PROOFREADER

Users of Atariwriter will be delighted with this, the
long lost spelling checker for the Atarwriter car-
tridge!

DISK OUR PRICE £5.95

BASIC CARTRIDGE

Some programs, especially some early public do-
main programs won't run on the XLXE but they will
if you plug in the old version of Basic.

ROM OUR PRICE £3.95

EDUCATION

JUGGLES RAINBOW

A first computer experience for children aged 3to &
that teaches the concepts of above, below, left and
right plus letter recognition

DISK OUR PRICE £5.95

JUGGLES HOUSE

Another for 3 to 6 year olds teaching the concepts
of inside, outside, upper and lower with Juggles’
House and Toyshelf.

CASS OUR PRICE £5.95

SPECIAL OFFER - PURCHASE BOTH
JUGGLES PROGRAMS FOR JUST £9.95!

LIMITED QUANTITIES

At the time of going to press
we had limited numbers of the
Jollowing available

CUT & PASTE

GRAPH-IT

HOME FILING MANAGER
STATES & CAPITALS
STASTISTICS

SWIFT SPREADSHEET
TELETALK

Please telephone for details

ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO
PAGE 6, P.O. BOX 54, STAFFORD, ST16 IDR

TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH
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FOR SALE

XL SYSTEM: Two 800 XL's jone
upgraded o 256K), 1050 disk
drivia, 1010 tape deck (with Ramibit
high speead mod_), ICD printer in-
tarface. Lots of software on disk
plus blank disks, disk boxes, cas-
settes, £175. Buyer collects,
Phone Walsall (0922) 543942 affer
Tpm

YL SYSTEM: BOOXL and 1010 re-
corder complate with power units,
lxads and manuals, all in good
working order. Includes some soft
ware and joystick, £40 o.n.o. ing.
postage. Phone 0303 266746

XL SYSTEM: 2800XL, 1050 disk
drive with Slage 2 conversion, 600
games, manuals, magazines,
leads, data recorder, £170 o.n.g,
Pleasae tel. 021 502 2181 (Tipion)

XE SYSTEM: Atari XE, joystick,
XC12 data recorder, lightgun,
keyboard, many games, £45. Tal.
081 984 7582

XL SYSTEM: BOOXL, £30; 1050
disk drive, £40; 1010 cassetie re-
cordar, £12; 1029 printer, £25;
Touch tablet, £10; £100 total sys
tarn. All boxed, in excellent condi-
tion with manuals. Mar Garman,
£5. 50+ games separately priced.
Phaone Litthe Chalont (0404)
TE3TT4

XL SYSTEM: 800XL system inc.
1005 disk drive, 1029 printer and
B0+ disks, buginess and gamas
software, Mini Office I, Trivial Pur-
suit etc. plus 75 mags. Al ariginal
boxes as new, E150, Tal. 0384
270964, Bob Jones,

XL SYSTEM: 800XL good condi-
tion, 1050 disk drive (Droken),
1029 printer, good condition, All
manuals, software, New Alan Lisar
magazines, Easy Programming
For Atari Micros book. Buyer pays
postage or collects, £350 o.n.o.
Contact David on 0506 412314

MUST GO: 1050 disk drive,
manths old, 1029 printer, year old,
XG12 data recorder, 3 years old,
Atari BEXE power pack. All abova
inc. cables etc. Min. affer £230 inc.
postage. Write to P.C. Little, 9
Deans Avenue, Lochside, Dum-
friess, Scotland, DG2 OHO

XE SYSTEM: 130XE, 2 Afari 1050
disk drives with Lazer chips, 1010
cassatle récarder, 1029 printer,
owver £1,000 worth of software on
disk inc. art packages, word pro
cessor, copiers, hundreds of
games etc. Also 015 of cassetta
software and joyelick, paddies and
manieals, £275 o.n.o. Phone (061)
BE4 3542

SOFTWARE: Have you run out of
&-bit software? Especially casset-
tes which are rare in the shops.
Then why not send a s.a.e. to the
addrass below. All cassettes are
boxed, original with full instrue-
tions. J. Ho, 122 Forlune Gate
Road, Harlesden, London, NW10
ARG

FUTURA: Issues 1 to 5 available
now. 1ssue & out February 27th,
Price Disk £1.85 each (£11 for six
Isgise subscription); Printed copy
and cassatte £3.95 (£22 for six
isswe subscription). Send chaque/
P.0. {Payable 1o 5.J. Murray) to
Stuart J. Murray, NOSALMG, 71
Walker Road, Torry, Aberdeen,
AB1 3DL

XL SYSTEM: 800XL, 1010 tape
deck, 1050 disk drive, 1029 printer,
axcallant condition, baxed, manu
als. Also joysticks, loads of maga-
zines, books efc, £175 o.n.o.
Phone 0276 472038 (Lightwater,
Surray)

VAST SYSTEM: 130XE, 2
B00XL's plus 130XE and B00XL
not working, 1050 with Happy en-
hancement and 1050 hardly used,
1010 with Rambst Turbaload, 1010
tape deck, Phonemark tape deck,
ORI 824 printer, Xetec interface,
jovaticks, 2 sels of paddlas, light-
pen, 10+ ROMS, loads of cassel-
tes, 100's of disks, seriows and
games, loads of manuals, lots of
PAGE 6 disks. Complete PAGE
BMew Atari Usar, all bound. Com-
plete Atari Liser, 2 vols. bound.
Lots of Analog magazines. Offers
over £400. Tel. 0737 767380 (Red-
hill, Surrey)

VARIOUS: 130XE, 65XE, XC12,
X112 with Rambit, 50 cassette ori
ginaks, 17 ROM cariridges. 'Wrile
for st to A, All, 77 Grasmera Ava-
nue, Slough, Berks SL2 5JE. Wil
sell separalely

XE SYSTEM: 130XE and BO0OXL
compulers, XF551 disk drive, 1020
printar'plotter. XC12 data recorder,
fouch tablet, Replay sound sam-
pling system, AssemblerEditor
cariridge with 2 large books an
machine code programming, Mini
Odfice Il and over 100 games.
£200 the lof or will split. Phone
0205 353446 (Boston)

XE SYSTEM: XE and 800XL, 1050
disk drive, 1010 data recorder,
fouch tablet, 1029 printer, PAGE &
mags 20 - 58, all oid Atari Lisar
{bound) and some Manitor mags.
Coliection of scftware on tape, disk
and cartridge inc. Assembler Editor
and Atarl Artist. Many spare disks
in 100 and 50 storage boxes, Map-
ping The Atari, Your Atari Compu
ter and Machine Code for Begin
ners books. Tel. Alan on 0870
716528 after Gpm.

XL SYSTEM: BOOXL, 1050 disk
drive with Lazer, 1010 recorder,
50+ magazines, 700+ games (ing
some very rare American only Bi-
tles) mainly an disk. £150 anly
Buyer must collect (M.E. Scotland).
Phomne Andy on {(0343) 546752
after Gpm,

TAPE DECKS: Three tape decks,
one filted with Rambit Turbochar-
ger, 1 Rambit Turbocharger
Graphics AT Interface, sheetleader
for Epson LX800/400, large quant-
ty cagsette software, some disks,
faulty 1029 printer. J.J. Archer, 17
Wild Streat, Darby, DE1 1GP

XE SYSTEM: 65XE, X(C12 cassat-
te, joystick, £80 worth of softwars
and all leads and manuals, £30
o.n.o. Phone Michael on
081-553-3081

ALIEN VOICE BOX: Lira rara
B-bit Atari speech synthesiser. inc.
software on disk and cassaette, ori-
ginal box, instructions. Works with
all &-bit Atarl's but needs power
supply for XLAXE, £35. Plus Tari-
Talk B-bit ta ST file conversion
equipment plues software, £5, Tel,
0273 778505 (Brighton)

ATARI 8-BIT BOOKS: Compute!'s
First Book of Atari, £5; The Atari
XL Handbook. £3; Your Atari Com-
puter, £8; Atari Sound and
Graphics, £5; Atari Basic - Leam-
ing By Using, £3; Atari Software
1883, £10; The Creatrve Atari, £8;
Postage extra. Tel, 0273 779595
{Brighton)

ATARI MAGAZINES: Atari Home
Computer Club Mews/Input-Output
{LIK official Atari 8-bit magazine -
the anly issues) 5 issues from
Summer "B2 to Spring ‘84, £5;
PAGE 6, 30 issues from |ssue 1 to
lssue 31 ex. 16, £35: The Atari
Home Computer Cmer's Club/
Manitor, the first 20 issues from
1982 onwards, £30; Atari User, the
first 31 Issues from May ‘85 ex.
August 'B7, £30; Antic & Analog,
almost all issues including rare
early onas. Will split - best offers
accapted. Tal. 0273 779585
{Brighton)

130XE SYSTEM: 130XE console,
1050 disk drive, 1010 data recor-
dar, joysticks, all leads and manu-
als as well as 100 plus games and
utilities, mostly on digk, £165 com-
plete or will aplit. Offers to John or
ask for list of games, Tel. 0362
BE8245 (MNorfolk)

XE SYSTEM: 130%E. 1050 disk
drive, tape deck, T-switch, Micro-
Print, joysticks, dozens of games,
disks, tapes, mags, books etc.,
£130. Tel. Dave on Dewsbury
(0G24) 430472

WANTED PEN PALS/HELP

BADLY WANTED: The person
who ‘mistakenly’ took my 1050
drive from the Tiger Developrmants
stand at AMS 6. It was in a white
plastic carrier bag underneath the
stall. Mo questions asked if it is
posted 1o R. Espine, 111 Paston
Ridings, Paslon, Patarborough,
Cambs. PE4 TUX. If anyone saw
anything pleass contact me.

MAGAZINES: PAGE & magazines
from Issue 1 1o lsswe 20 required.
Please send your price including
postage 1o M. Kloss, 6 Seaton Bal-
grave, Tamworth, Staffs. BY7 2NP,
Tel. Tamworth 251383

PAGE 6: Page & magazine lssues
14 to 18 inclusive wanted, Also
The Second Book of Machine Lan
guage from Computel. If you can
help please Phone 0303 266746

HORSE RACING: Doss anyone
have any horse racing games on
cassatie? Plus Winter Events or
Qlympiad cassette or ROM. Will
pay asking price and postage of
will swap. A. Surrey, 39 Lubon
Road, Faversham. Kent ME13
BHO. Tel. 0795 535133

MANUALS: Manual wanted for
F52 cartridge version. Waould
somaana kindly loan me theirs 1o
copy? Phone Jerry on 081 748
B7E82 or write to J. Hatten, 31 Star-
field Road, Hammersmith, Londan
W12 a5N

MAGAZINES: | noed the following
imsues of Atari User - July "88,
Sept. ‘88, Oct. ‘88 and PAGE &
Is5ue 35. Will pay up to £2 each
(good condition) plus postage, Can
anyana halp? Write fo Dave Hor
ner, G Alma Way, Heath End, Far-
nham, Surrey, GLS 00N

ANYOMNE GOT!: XL BASIC crange
canrigdge. Swap for Atari 800 popu-
lated 16k memory module or buy,
Contact Dave, 34 Hoggs Lane,
Medhlield, Birmingham, B31 158

SERIAL LEAD: Lead for SI0 pont
wanted for computer to tape deck,
would consider the lead and tape
dack for XE system. Gary Beall,
11, White Cross Rd., Cudworth,
Barnsley, 5. Yorks.

cept those off
se offering ltems for 3
the right to omit or edit any
esion. I

ortened and ad

FRENCH CONTACT: XL/XE
owner wants conact with any
B-bitter. wolld like to get in touch
with other users. Write to Patrice
ROBERT, 7 bd. Marcel Pouriou,
892501 Rueil Malmaison, France

GOOD MORMING!: My name is
Jack Dworakowskl, | live in Poland,
I am 15 years old. | have got Atari
G5XE and disk drive CA-2001. 1
am interasted in computers and |
wiauld like to correspand with your
readers. May | have reader’'s
addresses please? Jacek Dwor-
akowski, ul. Koblelska 11 m. 7,
04-358 Warszawa, Poland.

HELP: Would some kind samar-
itan kindly LOAN or will purchase
the complate whility that enables
Ward Processor files to be pored
owver from the 8-bit 1o the 16-bil 5T.
Write to Charles Smith, 93
Preachers Lane, St. Ebbas, Ox-
fard, OX1 1RT

RAMEBIT TIPS: Atlention all own-
ers of lape recorders with Ramébit
Fast Loading Systems installed,
Tips an how to convert games
Ted. 061 338 5041 afier Spm and
ask for Chris Pennington

THE GRIM REAPER: A completa-
Iy FREE disk mag for your XL'XE
{mot 810 drves!). To receive a
copy send a SAE and one disk [for
thi last two issues) or two disks
(har the last four) to: TGR, 17 Liton
Bank, Gameslay, Glossop, SK13
SHF. Il return the disks ASAP

SPAMNISH HELP: Halp wanted in
my Spanish studies. I you have
amy tutonals or aids on disk which
will help improve my understand-
ing af the: language | would like o
hear fram you. Disk can be on
eilhar B-bit or ST formats, Send
details of price or will swap with
inerasting titles in any format.
Charles Smith, %3 Preachars Lana,
51. Ebbes, Oxford, OX1 1RT

and may be used by any
ther owners. Any

g sollw only
COIm-

¢ is tight, notices

hone numbers belng published.

d your C
54, Stafford

a separate sheet of paper. not as part of a letter,

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

SOME ATARI OWNERS ARE MISSING OUT

There are still thousands of Atari owners who know nothing about Page 6 and New Atari User. Do them
a favour. If you sell your equipment or buy through other magazines such as Micro Mart, or even your
local paper, ask them if they read New Atari User. If they don't, give them our address or phone number
and tell them just what they are missing. The more readers we have the more support we can give to the

Atari Classic. You can still do your bit to help the Atari world and bring more pleasure to new owners

Mew Atari User

lssue &0 a7
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HAND
HELD
FUN

Recent or imminent releases for the best colour
portable on the market include: Baseball
Heroes, Basketbraw!l, Battlezone 2000, Cabal,
Daemonsgate, Dinolympics, Dirty Larry - Re-
negade Cop, Dracula, Jimmy Connors’ Bad
Boy Tennis Challenge, Lemmings, Malibu Bikci-
ni Volleyball, Ninja Nerd, Pinball Jam, Rai-
den, Rolling Thunder, Shadow of the Beast,
Steel Talons, Switchblade II, Ultra Star Raid-
ers, and Vindicators.

Unfortunately I have only been able to get my
hands on a_few of them so far, and usually
they arrive for review as a pre-release version
- just a naked chip on a bare circuit board,
with no box or instructions at all! This means
that sometimes [ may miss some of the subtler
points of the game and I can’t always tell you
how many people can join in or how many
levels there are, but here is what I have learnt
so far.

Issue &0 - Mew Atari User

T TR I AT

The Lemmings clones have started arriving! (And despite the
fact the everyone knows that there was never a perlod when
men and dinosaurs walked the earth together, here they are
again!) You control a tribe of little men who, unlike lemmings.
wait patiently to be given instructions rather than wandering
aimlessly to their death. You control one man at a time on an
eight way scrolling screen. He can walk to any point within
reach, form part of a living ladder to allow others to climb
higher, pick up useful items, or (on some levels) summon a
useful item - although this is to be avoided except where
necessary as one of your tribe has to sacrifice his life to
complete the magical summeoning ritual!

Your man can carry one item at a time and it gives him extra
abilities, for example a spear can be be used for leaping over
chasms or killing dinosaurs, a rope can be used to help other
members of the tribe take short cuts or to reach otherwise
unattainable locations, a torch can be used to burn down
obstructions, a wheel can be used for leaping over wider
chasms, and so on. Most of the items can also be thrown,
either to allow you to get multiple items across a chasm [since
you need to be holding a spear in order to vault over it) or to
allow a group of you fo cross a chasm with a single spear.

Levels vary from simple ones which teach you how to use a
new item to complex ones where you need to work out the
optimmum route across all the platforms, position men as sup-
porters to give a leg-up wherever needed or as rope holders to
make new routes, then send men along the routes you have
made, burning obstructions and destroying enemies, to reach
this level’s objective. AND you are racing against time!

You get passwords every fourth level (at least | got my first
one after level four and I assume they come at regular intervals
- | haven't finished level eight yet!) - although why they don't
give you a password on every level (like Lemmings and Crystal
mines II) is a mystery to me! You start with ten men in your
tribe; some will die along the way; some will be sacrificed to
summon required objects; occasionally a new man will join the
tribe. I suppose playing the levels in groups of four means you
have to be a little more careful about keeping your men alive
so that you can finish all four levels in one go, but 1 do find it
tedious having to spend about seven minutes replaying levels
five, six and seven just so that | can try level eight again! It
also seems slightly unfair that on some levels when someone
dies while carrying certain items you are stuck and have to go
back to your last password.

Apart from that the game is superb - excellent graphics, nice
soundtrack, clever puzzles to solve, great fun to play!




DIRTY LARRY -
RENEGADE COP

A traditional eight level, horizontally scrolling shoot-em-up.

Steelburg, USA, we join our hero at the office of his chief,
getting yelled at again! "...and darn it Larry. that's the third car
this week! You need to learn to respect police property! As of
this moment, you walk or take the subway! Judge Smite just
threw out another case! Get to the Knight Shade Hotel, this
time with a proper warrant, and bring in Harold Snuff, a.k.a.
Mr. White, an iceman boss. The charge is drug trafficking ..."

Unfortunately Mr. White appears to know that Dirty Larry is
on his way as the pavement is guarded by gun-toting gangs
ters, fat ladies with bicycle chains, nuts who set fire to them-
selves to try and hurt you(!). and mad motorcyclists. Fortun-
ately Dirty Larry is pretty agile, he can leap over gunfire and
motorbikes, and is very good with both his fists and his gun.
He is also pretty hard to kill - he can take 40 shots at
point-blank range before finally keeling over - just like the
movies! You will also find power ups along the way to restore
your ammo and your health.

The subway is full of muggers, including seven-foot loonies
with baseball bats! At least the ride is fairly short, and you get
a new weapon to play with - a machine gun - it doesn't half get
through the ammo fast though!

Next the hotel, but first the plot thickens: Meanwhile ... "Mr.
Snuff, I require a favour of you. There is a cop that I need out
of the way." "Consider it done, Mr. Big...".

Now things start getting tough and the ammo soon runs out
against the continual flood of muggers and high-kicking
mountains of muscle. You'll have to buy the game if you want
to find out what happens next!

DRACULA

In keeping with the new film, the game goes back to the
original Bram Stoker novel for the basic storyline. This is a
graphic adventure in the King's Quest or Monkey Island style.
You can walk around the rooms in any direction; to interact
with the people and items you walk up to them and use a
scrolling window at the bottom left to pick a verb (EXAMINE,
GET, USE, OPEN, CLOSE, TALK TO, LOOK, TURN, CLIMB)
and another at the bottom right to pick a noun - either what
vou are touching or semething in your inventory which you
wish to use. When you are talking to someone you are given a
scrolling list of phrases from which to choose.

When you reach varlous points the program takes over and
provides some scrolling text or an animated sequence to carry
the story forwards. Together with the excellent graphics [albeit
limited in colour) and the moody background music the game
generates just the right atmosphere for exploring Dracula's
dark and brooding castle!

As long as you remember to wear your erucifix you won't be
in any immediate danger during the early stages of the game,
but once you discover a blood-covered rock you will almost
certainly die on the next move! This is rather unfortunate since
the game does not appear to provide any way of saving/
restoring your current position, nor passwords to allow you to
restart at a particular point in the game - instead you must
play the game again from the beginning! Although this is
common in arcade games it is about ten years since [ last saw
an adventure style game without a SAVE facility (and that was
on a BBCY). So to save you at least one death I will tell you that
the next screen says, "The bright light wakens Dracula.” (Hint!)

As least they seem to have kept the "Bang! You're dead!" bits
to a minimum (at least in the early stages - | haven't got much
further yet), so as long as you don't mind starting from the
beginning each time you want to play then Dracula looks like
an excellent implementation of a graphie adventure.

“

SWITCHBLADE I

Two hundred years ago, the young war-
rior Hiro defeated the evil Havok. As a
reward, Hiro was granted a long, youthful
life. There was a reason _for this generous
gift. Havok survived the battle and vowed
one day to return. Now he's back. stron-
ger than ever and Hiro must come out of
retirement and beal him once ageain.”

Yet another eight-way serolling. platform
shoot-em-up! At least Hiro can leap to
enormous heights so geiting around isn’t
oo much of a problem; surviving however
is! You start with just a switchblade so

you need to get up close to fight the bad-
dies, but you soon find ammo to charge
your plasma gun and can start on the
long range stuff.

As usual you get coins for killing any-
thing that moves and these can be spent
al shops along the way for extra health,
lives or ammo, or on power ups such as
Spin Blades and Beam Lasers, or protec-
tion such as a Shield or a Dragon which
swirls around you destroying anything it
touches.

Switchblade II starts out nice and easy,
Just travel from left to right jumping over
obstructions and {f it moves kill it, but

soon the game moves to underground tun-

nels protected by ceiling-mounted lasers

and hidden traps on the floor. You will
have to _find the right direction to travel in,
sometimes needing to smash down walls
to find hidden routes in order to reach the
end-of-level baddies which are the wsual
extra-large. high powered nasties. The
levels are divided into sections and you
start with three lives which allow you to
restart the current section when you die.
If you dre addicted to this type of game
then rush out and buy it. If you haven't
got anything like this, then Switchblade I
is well worth considering as, even though
it doesn't seem to be particularly innova-
tive, it is still a very fine example of its
genre. (But check out Shadow of the
Beast as well - that is equally excellent.)

Mew Atari User - lssue &0
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SIMULATIONS

ailroad Tycoon has been around
R on the PC for quite a few years

now and in that format has been
one of my favourite wasters of time. It
has only recently snuck its way on to the
ST and my first thought was how it
would be converted to work without too
much floppy swapping. My next thought
was whether the graphic standard would
be altered. My fears on both counts have
been allayed by some smart Microprose
programming.

First things first though. The box comes
with a warning sticker stating 1 MEG
only, an ambiguous reference which star-
ted to deter me. On my old portable twin
disk 512K PC it worked fine, if slowly, so0
why should it need 1 meg on the ST?
Since my 1040 is still not at all well and
the Christmas fairy has not yet seen fit to

the following questions.

title Ravenglass and
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WIN A COPY OF RAILROAD TYCOON!

You can be the lucky winner of a copy of this great game by simply answering

1) Complete the Railway 2) When was the Orient
Express withdrawn

----- Railway. from service? portray on Television?
A) Edgedale A) 1955 A) Barnaby Jones

B) Eimdale B) 1977 B) Casey Jones

C) Eskdale C) 1986 C) Casey Court

Tie Breaker: What is name of the American who invented ‘luxury’ train travel?

Just jot your answers down and send them off to Railroad Tycoon, Page 6, P.O.
Box 54, Stafford, ST16 1DR. Closing date is 28th February 1993 when the winner
will be drawn from the correct entries received.

provide me with
anything else 1 had
to borrow a machine
which was a mere
520 STFM. I tried it,
the disk (all 720k]
whirred happily and
the program jumped
in with no problem
at all. In fact playing
the game did not
throw up any prob-
lems at all in the
half meg memory [
was using. [ suspect
the sticker really
means that a double
sided drive is necessary. All the same
have a word with your dealer first just in
case [ got lucky.

Now to the game. [ was glad to see that
the atmosphere was the same as the PC
and the graphics seemed to have been
ported from the MCGA (320 x 240) mode
with the necessary 256 colours or so.
Indeed the ST flesh tones surpassed the
PC standard. Response was very good
and the sound was excellent. [ was al-
ways enamoured of the chuffing and
whooshing of steam trains!

The aim of this opus is to build and
maintain a railroad along with managing
the attendant problems of crashes,
floods, emergencies and property specu-
lation along the way.

The opening menus begin to suggest the
depth of this game. You are offered sever-

3) Which Railroad
Engineer did Alan Hale

ALL ABOAI

al levels of play together with multiple
options of difficulty within each level. For
the first game malke it as simple as possi-
ble for once this gets under way you will
need to concentrate on tactics. The com
puter does generate other opponents who
will build railroads to compete with you.
Each of these prospective owners have
their own personality and are based on
historical persons. In one game [ found
myself facing George Stephenson, Napo-
leon III and Abe Lincoln! Be sure to read
the very thick manual before starting
play as it gives an insight into the style of
the various opponents, it also explains
the vagaries of the different sorts of roll-
ing stock available. Once you have
chosen your levels of play then you are
asked where in the world you would like
to develop the railroad. The possibilities
are the Eastern or Western USA, England
and Wales (no Scotland) or Europe (this
contains the bottom bit of Britain and a
map stretching from Portugal to mid
Russla). Each map has different associ-
ated cargoes and thus presents different
problems. My favourite map is the En-
glish one although the way the game is
slanted the US maps are probably the
best balanced. | found the European map
too far reaching and as a result it loses a
little of the local feel the other three maps
offer.

Once the options and the playing area
are selected then it is time to decide on
your first track laying exercise. This
takes time to consider since the player
needs to have an idea as to what sort of
service to provide. As a rule it is best to
consider passenger and mail transport in
the early sections since there is normally
a ready supply and demand for these,
Once the track location has been decided
upon [London to Chatham or Canterbury
can be good, as can Liverpool to Man-
chester) the stations need to be built. The
first station of the game will include a
workshop within the confines of which
your rolling stock is built.

In the first few moves your train will be
something akin to the Rocket, a slow
moving but relatively inexpensive
machine that will carry one carriage com-
fortably and complain at more than two.
It iz then time to set a route and cargo for
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the new train. This is the bread and but-
ter of the railroad, the more passengers,
letters or goods that can be transported
from A to B the better the revenues. This
of course assumes there is a demand for
the service you offer. It is all very well
transporting coal for instance but it had
better go somewhere with a steel mill so
that it can power the furnaces to produce
the steel that the factory needs to make
the goods that the ports export and so
on. It is one of the complex joys of the
game thal certain goods create other
goods that are wanted at other points.

The easiest way to demonstrate this is
to describe a simplified game, | have sta-
tions at Leeds (which has a textile mill
and therefore needs cotton) Liverpool
(which has a port that supplies cotton
and demands passengers) and Manches-
ter (which demands textiles and has pas-
sengers to travel). My train starts in
Liverpool with a cotton truck, travels to
Leeds where the cotton is sold to the mill
and converted to textiles. These are then
taken to Manchester where they are sold
and where passengers embark to be
taken to Liverpool where more cotton is
loaded. This is a somewhat simplistic
scenario but gives a flavour of the deci-
sions that need to be plotted.

When it is considered that a player can
be running up to thirty or forty trains at
a time and even possibly time tabling
them to avoid crashes, the scope begins
to become clear, If that is not enough
there is a constant technological im-
provement. Although vou start with the

Rocket, as the
game goes orl
progression Lo
The Flying Scot or
even TVR is pos-
sible, leaving the
player the man-
agement decision
as to when to up-
grade and to
what. If that is
not enough to be
thinking about
then consider
this! The other
players are trying
to take over your
railroad by either
throwing you out
of some towns or by buying your stock
and owning the company. And if you are
not making a sufficient profit vour share-
holders may well vole you out of office,
Loans need to be obtained, stock sold
and shares purchased to attack or de-
fend your position, stations can be im-
proved to serve larger areas or to be the
base of alternative industries. Towns may
even grow around your stations owing to
improved business.

This is not a game to sit down and play
with for an odd half hour. This game
needs nurturing and praclising. It is also
a game that will stir the blood of all train
enthusiasts. Each particular locomotive
is depicted as a colour graphic with all
the statistics about it available from the
menu system and in the handbook.
There are some
pleasant graphics
events to note,
memaorable hap-
penings such as
your first train in
a station or build-
ing a bridge. It is
actually worth one
train collision just
to watch the asso-
ciated action!

This is a strategy
and business
game that I cannot
recommend highly
enough. If you

have an ST with a double sided drive you
must put this at the top of your shopping
list, if you are one of those lucky people
who have a hard drive it installs marvel-
lously, no on-disk protection just an in-
genious book based system which will
make many train spotters info computer
fans. My only complaint about this game
is that it did not come out sooner in ST
format,

@ SIGHT & SOUND - excellent and
atmospheric, the only thing missing is
the smell of smoke!

@ GAMEPLAY - full of interest, addictive
and challenging

@ OVERALL - buy it, if necessary get the

upgrades fo the floppy. You will not
regret buying this game

* ok &k Kk X

RAILROAD TYCOON

* Microprose

£29.95

Reviewed by
Damon Howarth
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Paul Rixon’s

PDWORLD

The ST's highest resolution mode is
probably one of its most underrated
Jfeatures. The fact that it requires a
dedicated monitor (or switching to a
costly multi-sync) is sufficient to dis-
suade the majority of users from ex-
ploring the world of mono. Besides,
most hi-res software is of the vastly
expensive business-oriented

labels (I obtained some large rolls rom
CLF, Tel. 0258 459544). Existing Sticker
users will not want to be without the
supplementary disk STICKER ICONS
which provides dozens of additional pic-
tures to include on the labels.

Another one recommended for printer
users is DELUXE FONTMASTER 2.0,
a text publishing package that's rather

FOR THE
ARTIST

For those artistic types who are looking
for a decent mono art program, PUBLIC
PAINTER may be the answer. It pro-
vides all the familiar drawing functions

plus one or two extras that are

variety - or is it? No doubt you

= Ty e 5 STICKER III RivE*
guessed [ found a wide variety o =
of programs aimed specifically e |¢ﬁ| Eﬁl

at mono users by searching no
further than the Page 6 public
domain library! Colour users
don't stop reading yet - there
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could be a surprise in store
later on...

MAGNIFICENT

RoM Ko.

DESKTOP .INF
EDITOR .IMG

FURCTION . IHG
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rarely seen elsewhere, The
documentation starts off with a
list of things the software CAN'T
do - such as print to non-Epson
compatible printers and adjust the
spray can attributes - but this part
is minute in comparison to the
subsequent list of features, You
can load picture files in several
formats such as Degas or Doodle
and convert others including
Neochrome and Art Director. You

e

] =]

can add text to pictures using any

ORAFHICS GAFLS

TOCLS

AFFLIL :

DEFELDF «

Degas style fonts and these can be

DISK LABELS

If you have a lot of disks vou'll know
how difficult it is to locate specific prog-
rams when you need them. Some sort of

the key to this is effective labelling. This
is where STICKER comes into its own.
It's a brilliant disk labelling program
from Germany that's been fully trans-
lated into English. The user interface is
unusual in that there are no pull-down
menus but this doesn't mean it's difficult
to use - quite the reverse, in fact. Sticker
displays a template on the screen and by
pointing at various areas of the label, in
conjunction with other action icons, you
can add text and graphics as desired.
The current disk's directory is shown (o
the right of the label and you can copy
file entries, complete with date or file
size, over to text slots on the label itself.
You can include a picture to illustrate
the nature of the software (there are
many to choose from) and add text de-
scriptions in various positions. Sticker
handles inverted printing for the fold-
over portion of the label and will even

print the disk number along the top edge.

The end product looks very professional

indeed and is just the right size for print-

ing on continuous tractor-feed disk
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STICKER - surely the best disk labeller of all?

like the brilliant Daisy Dot system for
8-bit users. The disk comprises two main
programs, a font editor and text editor,
plus demonstration text, fonts and
frames [non-textual fonts). The text edi
tor lets you load your own ASCII files
from disk and then print them out to an
IBM, NEC or Epson compatible printer
using any available typefaces. You can
modify the text using in-built editing
functions and specify various parameters
on each line to control the character
widih, text alignment and [ont usage.
You can even insert control characters to
change fonts mid-way through a line.
There are dozens of fonts provided but if
you want something different it's not a
problem - just load up the Font Editor
and design your own! To use this you
simply click on an existing character and
then paint your new deign onto a large
grid. There are facilities to adjust the
overall character width, shift the charac-
ter in any direction and also use mirror-
ing effects. It does require some effort but
the end result can be quite impressive.
Your documents may never look the
same again!

printed in any direction. A clever

part is the ‘bending’ function with

which you can create some specta-

cular artwork, having text or sec-

tions of the picture ‘warped’ in dif-
ferent ways. There are twelve bend
modes based on mathematical formula,
all easy to use but not so easy to explain!
Block facilities are comprehensive and
include flip, mirror, re-size, print, copy
and other effects. Fill mode offers many
different background patterns - even Fuji
symbol wallpaper! Whether you want to
have a quick doodle or a serious artwork
session Public Painter is a capable, user-
friendly tool that shouldn't be over-
looked.

PLAYING
AROUND

Of course, mono computing isn't restric-
ted to 'serious’ applications. Everyone en-
joys entertainment now and again and
naturally there’s no shortage of mono
games in the public domain. MONO
GAMES 6 is a typical compilation of
goodies and contains three excellent
games on a strategic theme. Alfred’s Kis-
tenlager Schiebereien (or AKS for short!)




is based on a concept also known as
Soko or Sogon (8-bit Atarians were re-
cently treated to the latter). Using the
arrow keys vou command a worker who
is required to shift barrels around a
warehouse and place them in the proper
locations, within a strict time limit. The
barrels must be pushed from behind and
cannot be pulled so you have to be care-
ful to aveid getting stuck in a corner,
There are dozens of challenging levels
but a screen editor is provided so you
can build even more! The program is Ger-
man but English instructions are sup-
plied and it's very easy to play. Dreissig
is a German dice game for up to six
players. The players takes turns to throw
three dice with the intention of getting a
score close to the number thirty (that's
Dreissig in Germanl!). If the total is short
of this magic figure the player loses
points but if it's exceeded there's an
opportunity to damage the opponents’
scores by obtaining the same number as
the surplus in a subsequent throw. The
game is easier to play than explain, and
it's particularly fun with several human
participants. Last but not least, Inversi is
a version of the classic Othello (also
known as Reversi) in which two players
place counters on a grid and attempt to
convert the majority into their own col-
our. This game is VERY addictive!

PLAYING MUSIC

5till on a recreational theme but this
time of a musical nature, MOZART'S
DICE is possibly the only ST program
that can claim the ability to compose
more than 350 million, million different
pieces of music! To play them all would
take over 500 million years - who knows,
by then Atari could be market leaders!
Mozart's ‘Dice Waltz' was first published
in 1792, the yvear following his death, and
is a kind of game played with two dice.
Depending on the value thrown a bar of
music is selected from a predefined col-
lection and added to the current com-
position. This is repeated sixteen times to
complete the entire piece. Though Mozart
wouldn't have dreamed it, this process is
an ideal task for the microcomputer. It's
primarily intended for use with a MIDI
instrurnent (MIDI definition files for the
Casio CP5-101 and Yamaha PSS-480 are
supplied but you ecan create others)
though it will also play through the 5T's
internal sound chip. The ST's high re-
solution graphics are used to good effect
in displaying the bars of music. It sounds
pretty good too! Elsewhere on the same
disk are other goodies for MIDI users in
the form of a demo of the commercial
package EZ-Score Plus and also Patter-
ner, a MIDI music experiment kit.

@B,
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USE THEM IN
COLOUR!

Okay, admission time. [ don't have a
mono monitor or a multi-sync! All the
software reviewed in this article was run
using the commercial MONULATOR
emulation program, obtained from Good
man Enterprises. [ hope this illustrates
the point that a large proportion of mono
FD can be used by owners of colour
monitors too. Whilst I'm not suggesting
that a hi-res monitor is anything less
than essential for serious mono comput-
ing, it's worth knowing that many prog-
rams - especially applications such as

Sticker and Fontmaster - are perfectly
useable under mono emulation. While
Lesting a variety of library disks with the
Monulator | encountered few compatibil-
ity problems. All the programs specifical-
Iy mentioned above were used without
incident.

One of the latest disks to join the Page 6
library [unfortunately too late for review)
is titled MONO EMULATOR &
GAMES. It features a useable demo of a
commercial mono emulator and a selec-
tion of mono games software. This could
be the ideal introduction to mono emula-
tion, why not try it?

No takers for last issue's FREE GIFT
yet... Is anyone out there?

_or telephone 0785

-MMNWMWMSSIM mmum-
mmmmhm“ﬁmwﬁmmnmm
describing all the library disks in detail is available from PAGE 6 at a cost of £1.95, refundable
agalnst the first few disks ordered. This inciudes a copy of THE PAGE 6 CATALOG DISK which
hm;uwﬂfﬁ mm featured this issue are:

mmwmmmwmwmmmmmuwm

- but prices are lower for members of the PAGE 6 ST Club.
mmﬂmﬁ.namammnm

213928 with credit card orders

ST552 - MONO GAMES 6
S5T704 - MOZART'S DICE
ST758 - MONO EMULATOR & GAMES

Mew Afari User - lssue &0
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FLIGHT SIMULATORS

FLYING
DOWN THE WIRES

o we NEED another air combat
D simulator? [ mused, as [ saw

the contents of the parcel sent
by our beloved Editor. Then the review
gquotes on the program’s packaging
caught my eye: "...best flight simulator
ever.” in Amiga Format's opinion;
"_..thrilling ...the greatest experience in
flight simulator history.” says PC Format;
and an "...incredibly realistic flight simu-
lator.” according to What PC. If these
quotes are true, then the answer must be
yes! But are they true?

The program is supplied in a HUGE box,
which contains mostly air! Appropriate I
suppose for a program called Air Warrior.
The box contains a large glossy poster of
Spitfires in flight, with a map of the Air
Warrior combat area on the reverse;
three double sided disks containing the
program code plus supplementary
graphics and sound data; and two good
gquality instruction manuals, It also con-
tains two vouchers, more of which anon.

Air Warrior will run on a 512k ST(E],
although 1MB speeds up certain
graphics operations. You also need a
double sided diskette drive and a colour
TV or monitor, as the program runs in
low or medium resolution colour only.
But now for the crunch! Air Warrior also
needs a modem capable of operating at
1200 or 2400 baud, as to use it to the
full you have to connect your ST to On-
line Entertainment’s host computer via
the phone system.

MODEM VOUCHER

If you don't already have a suitable
modem you can use one of the vouchers
supplied to buy one at discount from
On-line Entertainment. although you'll
find cheaper ones yourself if you shop
around. Expect lo pay at least £70 for
one that's suitable for Air Warrior, but
remember you can also use it to connect
to any of the hundreds of free bulletin
boards and commercial online services
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now operating in the UK.

Please note that On-Line’s host system
is NOT a free service. It costs £1.76 per
hour to use, and to this you must add
the cost of the phone call. The second
voucher supplied is for free signup to
On-line's system and £30's worth of con-
nect time, enough for about 17 hours of
use without further charge. But remem
ber, you still have to pay for 17 hours
worth of phone calls.

Air Warrior can be considered a pair of
programs. You run the "front-end” prog-
ram on your ST, and this handles all the
flight simulation maths. animation and
screen handling, sound effects, and user
inputs - mouse/keyboard for flight con-
trol, and keyboard command text input.
[t also deals with communication with
the "host program"” part of the program
pair. This handles all the various multi-
player interactions available, combat
scoring, and game record keeping. Work-
ing this way means you can become a
player in a huge multi-player game, with
up to 40 people taking part simultane-
ously.

It is possible to use Air Warrior without
dialling into the host system, but you'll
be totally alone in your simulated world if
you do. This is OK for learning to fly the
various aircraft represented, but it quick-
ly gets pretty boring after you've done
that. The whole point of Air Warrior is to
provide interaction with other users, and
this of course requires on-line connec-
tion. Your simulated world is then shared
with all the other users currently logged
onto the system, and you can interact
with them much as in real life,

FRONT END ONLY

Air Warrior is complex, so your first task
is to learn how to operate the ST front
end program. After loading it you are
presented with a.set up screen, to set the
program’s communications parameters
for establishing contact with the host

system. It also handles selection of the
program's runtime options. such as use
of the "picture cache"; toggling of sound
effects; and use of digitised sounds,
either via the TV /monitor speaker or
routed out through an ST-Replay car-
tridge. The program doesn’t appear to
use the STE's audio outputs though,

This screen also has loading and play-
back facilities for the "film" taken by the
gun camera carried by each aircraft. This
allows you to re-live your own air battles
or even look at film taken by other pilots.
Two ready-made films are provided, so
you can check out the action you can
expect to see without going online. One of
the films is complete with on-screen com-
mentary, and takes the form of a gun-
nery lesson, giving useful hints and tips
about dogfighting, The facilities also
allow you to do the impossible - move the
viewpoint of the camera during playback
to one of many EXTERNAL positions, so
your own aircraft is included in the view.

The final function of this screen is to
enable you to choose your "mode of
transport”, which may be Fighters, Bom-
bers, Jets, WW1 Planes, and Vehicles.
Yes, you can also drive land based vehi-
cles as well as fly aircraft in this simula
tion! Twenty three different aircraft types
are available including such diverse mod-
els as Spitfire, B17 Flying Fortress, F86
Sabre, and Sopwith Camel. Each has
been carefully modelled so its simulated
performance is close to the real thing.
The land vehicles - Jeep, Truck, T34
Tank, and "Flakpanzer” - are Included to
enable you to engage in a limited amount
of combat activity on the ground, but
we'll cover this when I deseribe the online
scenario.

The basic view from the cockpit of each
aircraft looks very similar, having the tra-
ditional flight simulator layout of instru
ment panel in the lower half of the
screen, and the view through the canopy
above it. The instrument panel is fairly
basic, showing the bare minimum of
flight instruments. Overall 1 wasn't very
impressed by the graphics.




CUSTOM GRAPHICS ..

It is possible, however, to improve the
look of the cockpit by loading sets of
customised graphics of the cockpit in-
terior. Customisation seems to exelude
the instruments themselves, so it's really
only the canopy and instrument panel
styling that changes. A set of graphics
can include all possible views from the
cockpit, i.e. all around you in 45% incre-
ments from the front. plus variations
looking upwards, downwards, and lean-
ing left and right. The complete set con-
tains 29 different views, so producing it
is not a trivial task.

Individual views may be created using
your own favourite paint program such
as DEGAS (not provided), then packaged
together into one file for loading using
the utility program provided. Several
samples of customised graphics are pro-
vided. and they do make those views
from the cockpit much more attractive.

The only problem is, each view is loaded
from disk when selected, involving an
unacceptable 5-6 second break in the
action. This is where the "picture cache”
mentioned earlier comes in. Using it, a
view only gets loaded from disk the first
time it's used, and remains in memory
for subsequent use, all but eliminating
the annoying loading delay. With 512K of
memory you'll only have space to hold

one or two views, but one megabyte gives
you much greater scope.

...AND SOUNDS

It's also possible to load in customised
sets of digitised sounds, covering such
things as engines starting and running;
guns liring; explosions; tyre skids; and
similar. There's a decent set of sounds
provided, or you can use the supplied
utility to package yvour own. On-Line's
host system also has graphics and sound
libraries from which you can download
more customised data if you wish.

The manuals don’t cover the sound and
graphics packaging utility at all, and the
README files on disk aren’t very helpful
either. On-line have a helpline number
vou can phone, so it should be possible
to get more information if yvou need it.

When everything is set up to your liking
you can position yourself at any of Air
Warrior's airfields in your chosen aircraft
to start the business of learning to fly,
My initial impression of the view from the
cockpit wasn't very favourable. There
isn't much to see out there - a lot of
blank sky and ground, punctuated by
the odd pyramid shaped mountain, ocea-
sional lake or river, and airfields com-
plete with odd hangars, supplies dump,
and control tower if you're lucky. Once in

Just a few of the many planes available - F86 Sabre, Spitfire, Mustang and B17 bomber

the air you also get to see a few more
structures, including factories, refineries,
river bridges, and a tiny "capital city" of
each area. However, Air Warrior isn't
about nice scenery, so let's not get too
hung up about it.

IN FLIGHT

Taking off in your chosen aircraft is fair-
ly easy, but manoeuvring takes a little
practice. | found control using the mouse
to be a little unpredictable, although you
can adjust the sensitivity on the setup
screen. Even so [ still found it rather
imprecise, but it gets easier with prac-
tice. In the air the aircraft all seem to
behave quite well, reacting as expected to
throttle, flaps, airbrakes, landing gear,
and primary control inputs, They stall as
expected, but I couldn’t persuade them
to spin at all.

As with most flight simulators landing
the aireraft in one plece is the real chal-
lenge! Air Warrior seems VERY fussy
about how you return to terra firma -
anything more than a gentle kiss of tyres
on the runway and you're dead! I guaran-
tee you'll bend a lot of acroplanes before
you get the hang of it.

And that's about it really - without going
online all you can do is take off, fly
around, do a few aerobatics perhaps, and
land. When you can do all this reason
ably well you can think about dialling up
that host computer and trying it online, |
hoped I'd be able to do this before the
copy deadline for this article, but On-line
didn't manage to get me registered on
their system in time. Why it should take
them over a month to do this beats me.
You can actually dial up and register
straight away, but you have to pay extra
for this privilege! Being a miserly old *** |
didn't do this, so you'll have to wait until
next issue to hear about the combat sce-
narios and how I fared when taking part.
Wish me luck!

AIR WARRIOR

On-Line Entertainment
Price: £34.95

Reviewed by John S Davison
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THE FALCON -

ATARI’'S SAVIOUR OR

ANOTHER MISSED
OPPORTUNITY?
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John S Davison’s
regular guide to
making music
on your favourite
computer

he Atari ST has been the high-tech musician's
I favourite computer for many vears now, thanks to its

"power withoul the price”; to its bullt-in MIDI ports;
and above all else, to the software houses who've produced
high quality MIDI application software to exploit its unigue
features. Software availability is THE key to success for any
compuler - but what are we seeing now? One by one the
software houses, particularly those producing games, are
quietly dropping their support for the ST and focusing on other
software formats.

More worryingly, the two major players in the ST music
software arena, C-Lab and Steinberg, are also diversifying into
supporting other machines. C-Lab have recently completely
redesigned their fantastic Notator sequencer and score print-
ing package - but for the Apple Mackintosh instead of the ST.
An 3T version is promised, but in the light of recent trends |
wonder if it will ever appear? Similarly, Steinberg have now
released their flagship Cubase sequencer package on the IBM
PC and Apple Mac. OK, neither company has actually stopped
supporting the ST yet, but is the writing on the wall?

These moves are understandable, as both the Apple and IBM
machines are rapidly gaining popularity with musicians as
their specifications rocket and prices plummet. [ hate to say
this, but the ST (and even the TT) look decidedly underpo
wered, underfeatured, and overpriced compared with IBM's
latest offerings, and Atari now desperately need a new machine
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to compete if they're to survive,

There IS a ray of hope for Atari, if they get their act together.
In case you hadn't guessed, it takes the form of the Falcon,
Alari’s latest attempt at fighting back. From Its specification
you'd think it had been designed purely with the musician in
mind, although it should also be great for games and "serious”
applications. Let's have a quick look at the features likely to
stir the imagination of high-tech musicians - and hopefully the
software houses tool

TWO MODELS

Initially, two Falcon models will be offered. The entry model
costs £499, and has 1MB memory and a 1.44MB floppy disk
drive. The enhanced model at £899 adds a 64MB hard disk
and has 4ME memory, but otherwise has the same basic
features as the cheaper model. And what features!

Firstly, the Falcon provides a big boost in raw processing
power compared with the ST. The Falcon's full name is actual-
ly the Faleon030, reflecting the fact that it's designed around
the 32-bit 16MHz Motorola 68030 processor chip, like certain
midrange Apple Macs, There's also rumour of an even more
powerful 68040 version (Falcon(407) to follow, but this may
just be the usual Atari marketing smokescreen! As well as
opening the door to exciting new applications, this extra power
should make existing heavyweight musical tasks such as
graphical score editing run much faster, making it easier and
more pleasant to perform on a computer screen than it is now.

Circuitry allowing playback of sound samples has been avail-
able on various computers for ages now, either built-in or as
plug-in accessories. Generally, performance hasn't been very
good though, usually because most use 8-bit technology and
relatively low sample rates. The results just aren’t good enough
for professional use - whatever the ads might claim! The
Falcon aims to change all this, as not only does it have
playback circuitry, but also the means of digitally recording
sound. And amazingly, - everything works in 16-bit resolution
at sample rates up to S0KHz. Know what that means? Yes,
genuine CD guality sound!

Simply providing the sound digitising eircuitry isn't enough
though, as digitised stereo sound at this quality level gobbles
up a staggering 10 megabytes of storage per minute of playing
time. S0, the average three and a half minute pop song re-
quires 35 megabytes of memory to hold it, making the concept
a non-starter because of memory cost. The solution lies in a
development of technology already used on the ST - the Direct
Memory Access (DMA) facility.
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DIRECT TO DISK

Originally DMA was designed to enable data to be transferred
between the ST's memory and a hard disk with minimal CPU
involvement. The Falcon can use it to transfer digitised sound
data directly between hard disk and the sound circuitry -
which means you can plug a hi-fi stereo audio sound source
into the Falcon and record the digitised sound directly onto a
hard disk with little CPU overhead. Similarly on playback
digitised sound data can be read from hard disk and played
back at hi-fi quality via the Falcon's stereo audio output.
There's no need to hold the complete recording in memory to
do this - the software just has to ensure the sound circuitry is
continuously fed with data at the right rate, using memory as
a buffer. '

Alone this isn't of much value, but with appropriate software
the picture changes considerably. A prime application area for
Falcon is digital sound editing. Imagine being able to accurate-
ly cut up a digital recording into separate pleces, then sequ-
ence the pieces together in any order so they'll play back
seamlessly, Imagine being able to cut out a singer's wrong
notes, rerecord the right ones, and splice them back into the
vocal track without audible glitches. Or to selectively remove
odd clicks and other extraneous noises. Or repeal verses or
choruses without the hassle of rerecording them. Or smoothly
fade out a song at its conclusion. And all done non-destruc-
tively onscreen, without the need to mess around with magne-
tic recording tape! The possibilities are endless - with appropri-
ate software.

There's nothing new in this, even - it's been possible for some
time using add-on hardware, but again this tends to be VERY
expensive. The breakthrough is that it's standard on the Fal-
con, for a fraction of the price! QK. you still need to buy hard
disk capacity and appropriate "direct to disk" software, but
suddenly the whole ball game has become much less expen-
sive. Potentially, professional quality digital recording, editing,
and replay facilities could soon be affordable by almost any-
one. It could cause another major revolution in music produc-
tion, probably as big as that caused by the ST with MIDI. And
don't forget - the Faleon still has MIDI. so we could soon see
software combining MIDI sequencing and direct to disk record-
ing facilities.

EIGHT CHANNELS?

Although the Falcon is said to be eapable of handling eight
sound channels it's not clear yet whether it's powerful enough
to act as a proper CD quality eight track digital recorder. Two
track (stereo) operation has already been demonstrated, which
means the Falcon could at least be used for digitally editing
stereo master recordings prior to transfer to master tape for
duplication. Rumour has it that one software house is already
working on a four track package. However, the built-in 64MB
hard disk is too small for doing much more than this - using
four tracks it would heold about about three minutes worth of
recordings; with eight tracks just 90 seconds worth! And this
assumes you're not wasting disk space by anything so trivial
as storing software on it!

For true multi-track work or for stereo mastering longer
material Falcon needs additional external hard disk capacity.
It handles these via its built-in SCSI-2 (Small Computer Sys-
tems Interface, Mk 2) port. This allows high performance
industry standard (and therefore lower cost) hard disks of
virtually any size to be attached, and you can daisy chain a
number of them together to add capacity as you need it,
assuming that the cost of extra drives can be justified.

AHrr
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VGA DISPLAYS

If the SCSI interface was a surprise, then the video side of
things is a bigger one. Not only does the Falcon's monitor port
let you attach existing ST colour and monochrome monitors,
but also [BM PC style VGA (Video Graphics Array) monitors.
This is great news, as there's a terrific range of high quality
VGA monitors now available at prices starting at well under
£200. The Faleon's improved colour and resolution should
make such tasks as score editing and digital waveform editing
easier on the eye than now, better even than the ST's excellent
hi-res mono monitor.

Another Falcon unique is its built-in Motorola DSP (Digital
Signal Processing) chip. This allows digital signals to be pro-
cessed in real-time to add reverb, delay, chorus, flanging, or
whatever other effects algorithms the software authors are able
to come up with. So, as well as becoming a master or multi-
track recorder the Falcon could also act as its own effects unit!

Falcon will also eventually be getting a new operating system
known as Multi-TOS. The bad news is that it won't be available
initially, so Falcon will arrive with TOS 4.0 instead - an
enhanced version of the operating system currently fitted to
Mega STE and TT machines. Multi-TOS will probably be made
available later as a disk based upgrade. 1 just hope it isn't
another example of Atari vapourware!

Multi-TOS is billed as a true pre-emptive multi-tasking oper-
ating system, under which several programs can be loaded and
run simultaneously. It's not the simple "program switcher”
type of utility now available on the ST, which allows you to
load several programs into memory al onece and manually
switch between them as required. With these systems only
ONE program is actually active at any one time, but under
Multi-TOS it should be possible to have several programs
active simultaneously. For instance, you could be recording a
synthesiser track from your MIDI keyboard using your
favourite sequencer, synchronised with a completely separate
program which is playing back an acoustic recording of vocals
and guitars from the hard disk.

COMPATIBILITY

There's one small snag though. As with the STE and TT 1
suspect we're about to be haunted by the spectre of software
incompatibility once more! For programs to run successfully
together under Multi-TOS they must be written in compliance
with the official Atarl software interfaces. Again, as on the STE
and TT, for programs to run AT ALL on the Falcon they must
not break those interface rules. Programmers, particularly
those producing games, tend to ignore rules in the quest for
maximum performance, so I'll be surprised if compatibility
isn’'t an issue! It's already known that the current versions of
C-Lab's Notator and Creator sequencer packages won't run on
the Faleon. And C-Lab will NOT be fixing the problem!!!

The music world is watching the Falecon very carefully. For the
high-tech musician its potential is tremendous, opening up a
whole smash of creative opportunities at a much lower entry
price than previously possible, But, to return to my opening
theme, realising that potential needs the support of the major
software houses. This means they must release software which
exploits Falcon's unique features as soon as the machines go
on sale. AND - to encourage existing ST users to upgrade to
Falcon - Atari MUST work with the software houses to ensure
existing software can be run on the new machines. With
Falcon's arrival imminent that work should already be com-
plete. Do you think it is? 1 suspect we all know the answer to
that, don't we? Please, Atari, prove us wrong!
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SIMULATIONS

ell, a football game that is the
Wsm:cessnr to a rather successful

format, that's novel Brian.
Gremlin have launched this updated ver-
sion of the old Football Manager with a
lot of style.

What actually comes in this football
frenzy? Well the start up is quite reason-
able solid ST sound, a little uninspired
but none the less solid, and then a very
difficult piece of copy protection. The
game comes with a wheel that has
various coloured football strips on it. Un-
fortunately the printing of the colours is
somewhat off shade and this means that
the guessing what bit goes where becom-
es harder and even with the wheel there
iz a tendency to fail the test. Still when
the protection is appeased the game
looks quite entertaining. There is an op-
tion for up to four players at a time and
the chance to name and colour your own
team. Sadly these teams at the outset
may only come from the Vauxhall league.
As the seasons progress and as you are
recognised as a more capable manager
other teams may well ask you to take
part as their man in charge. Users of
512k machines should be aware there
are quite a few options in the game that
are only accessible to the 1040 version
and this limitation rles the manager out
from playing in Europe generally and
some of the other cups are also lost to
you. That minor problem aside the game
plays equally well on all machines.

" GROUND  THPRDVEWE
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Title: PREMIER MANAGER
Publisher: Gremilin

Price: £25.99

Reviewer: Damon Howarth
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Once the game
boots up there is a
good menu screen
offering a wide selec-
tion of options to
play. There is very lit-
tle help as to where
to start and you have
to learn the game
from bottom up. The
instruction book
offers all the help
that is needed but
does not tell you
what to do with the
various bits, for ex-
ample when and why
do you upgrade the seating in the
ground? The answer of course comes
with practice and budget.

At this stage | have not begun to explain
the team and match day, because it real-
ly is the last thing on the managers mind
at this point. Once the state of repair of
the ground is decided upon then there is
the job of obtaining matchday sponsors
to fill up the boards at the side of the
pitch. Yes the financial side of this man-
agement game is very important. Now the
next thing to do is ring the job centre as
it seems that there may be YTS coaching
staff for hire and this helps your players
come on in leaps and bounds. Now, at
last, it is time to look at the team.

The players are rated like AA Hotels
with a five star guide but this is further
divided into a star rating within
each standard of player. For inst-
ance is a five star fair player better
than a one star good player? What
effectively appears is a twenty three
point scale allowing a player to be
adjudged the ultimate at whatever
particular position he plays. Train-
ing will allow a player to progress so
far. | never managed to cross a slan-
dard barrier but did manage to im-
prove star ratings on a player. The
head coach will recommend training
1 schedules to you but in the final
{ analysis it Is once more the mana-
| ger's job to take that final decision.
Of course while this goes on you can
detail your scout to look for particular
types of players, this means that every so
often you will have the option of bidding
for new players to bolster weak spots in
the Egon Ronay guide to good soccer
players. Your scout will recommend bid
ding prices but even then the player may

PREMIER MANAGER

% needs brains
to play!*®

refuse your offer and go elsewhere, At
this point it is fair to point out that either
the computer or other players may well
bid against you and thus your record or
offer will be taken into consideration.
Don't expect premier division stars to
play in the G. M. Vauxhall league for
Instance,

Finally comes the match itself. Select a
team and subs and choose one of four
tactics and setups. The play rolls from
end to end with textual commentary.
There is an option to retrench at half
time and all the stats are available at full
time. These include tackles attempted
and shots made. The game does in fact
rely on the management input rather
than playing, I liked this game, it needed
brains to play!

@ SIGHT & SOUND - not bad, interest-
ing windomuing effects. some spot
sournds a little tinny

® GAMEPLAY - takes some getting into,
but once the interface is mastered it is
okay

® OVERALL - a good management sirmu
lation be prepared to burn midnight oil
with this




ARCADE

LOTUS Il

I otus Il is the sequel to Lotus
Esprit and Lotus I, indeed [
sometimes wonder whether these

sequels will outlast Rocky. Maybe they

will just amalgamate them all Rocky
meets Lotus XIV or something. Some-

times there really can be too much of a

good thing and I felt this package was

beginning to look for new ideas in an old
format.

The packaging is staid and calm, prom
ising little but the new track layout sys-
tem, RECS, of which [ shall write later.
The opening sequence is strong, good
beat music and some attractive car pic-
tures, despite the fact it is all in magnifi-
cent mono. I actually started to think the
5T had hung when I first booted this. The
copy protection is of the standard page,
paragraph, line, word variety but with
one interesting and educational differ-
ence. Despite the fact that the program
asks which language you wish to drive in
the protection still picks parts of the fore-
ign manuals to ask about. Although this
may not seem a problem [ would like to
take a straw poll on whether 'aulrisation
is one or two words. This Euro fracas
aside the protection was fine.

Once into the program there is an op-

Title: LOTUS 1l
Publisher,  Gremlin

Price: £25.99
Reviewer: Damon Howarth

tion to choose the car
for the rally. No prop-
er stals are shown
although there is the
option to try out the
never to be built
Lotus special car, By
using the CD player
logo many prefer-
ences may then be
set, this includes
track selection which
promises to be the
most interesting part L
of the game. There is
also the two player option mode here, but
it is wise to agree on the music track you
wish since both players cannot opt for
different sounds at the same time. Once
the track is entered and the race is off,
the standard smooth scrolling road
appears. There seems to be no chance of
crashing out of the race it merely slows
vou down a little. Somehow the challenge
of maintaining a straight course on ban-
ded tracks loses its appeal after five or
ten similar minutes. 1 felt that the idea of
just offering full throttle all the way was
uninspired, there was not even any tail
flick available. For a trial [ even drove
into a solid bridge pillar and boun-
ced off with little loss in speed.
These courses did not feel challeng-
ing. The scrolling and graphics were
smooth and colourful but not
exciting.

I then tried RECS, the multi fa-
ceted course designer. It works on a
simple menu system allowing you to
select the percentage of any particu-
lar feature and then adding a letter
to the code box. If this code is main-
tained and saved to paper it may be
typed into any other Lotus III game
and the course will be duplicated.
This, according to Gremlin, will stop the
need to have disks passed between
course designers and allow for easy
phone transfers. Sadly these courses,
although pretty and smooth, still do not
offer a great enhancement to game play,

Sadly I found that this game, despite an

% getting a
little tired *°

awful lot of menu camouflage, really
failed to live up to its hype. The plot, like
some Rocky films, is getting a little tired
the star a little worn and the introduction
of RECS does little to save the game from
an ignominious anonymity. It seems to
me that the greatest achievement in this
game {5 the ability to change around title
tracks and the easy escape route pre-
sented by the menu. I tried hard to like
the game but found it difficult to find any
really positive points about it. The best
and most enthusiastic comment [ could
manage was it's alright lor ten minutes
on a sogdy winters day.

Perhaps Gremlin should ask Sean Con
nery to appear in the next edition and see
if he can stop this sequelisation going
entirely downhill. Sorry Gremlin I did not
like this.

@ SIGHT 8 SOUND - smooth scrolling
and pretty colours, some good fx and
sounds

® GAMEPLAY - repetitive, and not overly
nspiring

@ OVERALL - perhaps this would be im
proverd by renaming it Reliant Robin
simulatior, not my cup of tea at all
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Welcome to another STOS Column
(the 22nd if you're keeping count!),
and as usual it is packed full of prog-
rams! This issue there is not one, not
three, but two type in listings for you
to savour! One of them is a utility and
the other a game, which gives a nice
balance to the column (it also means
that there should be something for
everyone!). Both programs were writ-
ten by a weirdo who lives somewhere
down South, and who is absolutely no
relation to myself. Anyway, onto the
PIOgrams.

STOS DISK
MANAGER

This program is a rather handy disk
manager for you to use from within
STOS. It has 8 functions which include
converting NEO to PI1 files, delete file,
create folder and display free disk space.
It is very easy to use. After typing it in,
save it to disk for future use (it is prefer-
able to save it as an .ACB file so that you
can reload it as a STOS accessory). When
using the program, use the up/down
arrow keys and space to select an option
and then follow the on screen instruc-
tions. You should find that using this
accessory saves quite a lot of time when
manipulating files.

10 cls;: Hey of fr ours offt: scroll off:
HIT=D: OLDRARKER=0: print ~“MAKE FOLDER® ;
O,4: print "DISK DIRECTORY : locate O,&: print "DELETE FILE®: locsts O, 8: print

colour §,350: colour O, 8777 : MARKER=(:
locate O.,2: print "DISK SPACE": locate

“DEGAS TO MED™: locate 0,10: print "MEO TO DEGAS™: locate 0,12: print "RENAME
FILE™ : locste O,14: print "DELETE FOLDER": locate O,1é: primt "EXIT": locate
0.223: centre "ST0S DISK MANASER (Vv 1.0)°: Llocete 20,0: print “{({°: on error
eoto L0

40 hide on: repeat: KE=inker$: SCescencode:; 1T SC()0 or KE{3}"" then goto 30 =las
wntil trus=falss

30 if H=72 and MARKER}M) then HARKER=MARKER-2: goto 40: else 1 SC=80 and
FARKER(1E thern FARKER=MARKER+Z: pote 40: else 17 KE=" ° then HIT=1: gots L0 elss
aoto 20

40 locate 20,MARKER: print "{0({": locate 20,0LDMARKER: print - B
DLDHARKER=MARKER: 1T HIT=1 then goto 50 slases goto 20

50 if RARKER=0 then RESSI="Moke & Tolder™: AS="*_ *". gagub 90: mk dir F8: HIT=0:
locete 20, MARKER: print "{{{": gotoc 20 =ls& If MARKER=2 then locate 0,2é: centre
"DISK SPACE FREE ="+atriidfres): HIT=0: locate 20,MARKER: print “{ff": soto 0
elae L BARKER=L then cla: dir: locate O0,24: centres "PRESS A KEY": walt key:
@oto 10 elae 17 MARKER=4 then MESSE="Delete file”: MIE=""_*". oomub 90: PoRLE
100: kKill F$; HIT=D: locate 20,MARKER: print "{(4{": gota 20

&0 1f MARKER=12 thean MESSS="Rename file”: M2#$=""_%": gogukh 90: GE=F3:
MESSE="Rariime Tile "+63+" to 7°: gomub 90: rename GE to Fi: HIT=0: locate

20, HARKER: print "€4{": goto 30 else if MARKER=14 then MESSS="Delete folder™:
RM23="%.%": gosub P0: posub 100: re gir F3: HIT=0: locete 20,MARKER: print “{({":
ecte 0

70 AT MARKER«B then MESSI="Changs PI7 flle to MED" : MIS=""_ PI9"; eoaut F0:
reasarve as soresn B: losd F3.%5: kill Fi: HESS#="Save "+F3+" out as MEQ file”:
H23="" _NEQ": gosub %¥0: save Fi: HIT=D: locate 20,MARKER: print “({{": srase 5:
gota 2

B0 if MARKER=10 thwen MESS¥="Charps NED Tile to PI?": M2ZE=""_ NEO™ : gosub 90:
reserve ms screen 5@ load FE.5; K11l F3: MESSE="Save “+F3+° out as PI? Tile :
HEs="" . PI?": gosub W0: seve Fi: HIT=0: locate 20,MARKER: print "(({": srmse 5:
oo 0 eles If MARKEN=1& then gosub 100: default: end

PO show on: Fi=file selects (M3, MESSE. 4): If FSn™" then pop: HIT=0: locate

20, MARKER: print “{{{": goto 20 elas return

130 locate 0,23: centre “Are you sure 7 [(Y/N]": repeat: Kisinkevd®: umtil K8{3"":
if uoperd(K8)="¥" then locate 0,23: print specesl39): return eloe pop: locate
0, MARKER: print “(((": HIT=0: locate D,23: print speces(39): gote 30

Listing 1 - a Disk Manager in STOS
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SECRET CODE

This is based on an old ZX-81 (get out
the history books!) game called Secret
Code (surprise, surprisel]. You all know
how to play Mastermind, right? Good.
Secret Code is very similar to Master-
mind, but instead of guessing a four col-
our sequence you have to guess a four
number sequence. If one of the numbers
you enter is in the computers four num-
ber sequence, but you enter it in the
wrong place the computer will display a
"*". If one of the numbers you enter is in
the computers four number sequence
and you enter it in the right place the
computer will display a "#". You have ten
turns to guess the numbers. Go to it!

TA-TA

And so the sun sets on another column.
Don't forget, if you have any good (short)
programs lying around, dust them off
and send them in. I'll always be happy to
receive any contributions to the column.
Your program could find its way into
these hallowed pages! You can contact
me at the following address. Ta-Ta for
now!

Dion Guy,

STOS Column,

11 Shore Crescent,
Bishops Waltham,
Hants,

SO3 1DZ

Opposite - can you guess the
Secret Code?




i0 rem SECRET CODE - By Dion Guy

2“ rem EE FE SRS EEER SRR ES

30 rem

40 dim G(4),CODE(4)

50 cls : key off : hide : curs on

60 for I=1 to 4

70 CODE(I)=rnd(5)

B0 next 1

90 home : inverse on : : centre "SECRET CODE" : inverse off : print
100 locate 0,2 : centre "#=Number there and in right place”

110 locate 0,3 : centre "*=Number there and in wrong place”

120 draw 0,36 to 319,36

130 locate 0,5 : centre "You have to guess a four digit number.” : print : print

140 centre "Each digit must be between 0O and 5.7 : print : print

150 centre "You have 10 chances."”

160 draw 0,84 to 319,84

170 draw 0,172 to 319,172

1280 print

190 for G=1 to 10

200 Bl=0 : WH=O

210 locate &,G+10

220 print "Type guess” :G;space$(16) : locate 21,6+10 : input ":" ;:GUESSS

230 if 1len(GUESS3){}4 then print : centre “"Enter 4 digits!”™ : curs off : wait &0
: curs on : locate O,ycurs : print space$(39) : goto 210

240 for J=1 to & : G(J)=asc(mids$(GUESSS,J,1))-48

250 1if G(J)4<D or G(J))5 then print : centre "0 to 5 only!”™ : curs off : wait &0
: curs on : locate O,ycurs : print spaces(39) : goto 210

next J

for K=1 to & : if G(K)=CODE(K) then Bi=Bl+1

if Bl=4 then locate 2,22 : centre “"Well done - you've done it!" : goto 460
next K

for W=l to 4

310 for X=1 to 4

320 if CODE(M)=G(X) then WH=WH+1 : G(X)=& : goto 340

330 next X

340 next W

350 WH=WH-B1

260 locate 20,G+10

370 Z=0

380 it Bl{l then 400

390 for C=1 to Bl : print "#%; : inc Z : next C

400 if WH(1 then 420 :

410 for C2=1 to WH : print "*"; : inc Z : next C2

420 1T Z{4 then print "-"; : inc Z : gote 420

430 next G ;
440 for A=1 to & : ANSWERS=ANSWERS+str$(CODE(A)) : next A : ANSWERS=ANSWERS-" "
450 locate 0,22 : centre "Too Bad! The answer is "+ANSWERS

460 locate 0,24 : curs off : centre “"Do you want to play again 7 (Y/N)"

470 AS=inkey$ : 1f uppers(As$)="Y" then goto 50 else if uppers(A$)="N" then goto
490

480 goto 470

490 default : end

FRER
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OTORM MASTER
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fantasy strategic man-
agement game. This is
a sort of cross between

John Carter of Mars and
Populous. The opening scenes
are most effective showing off
all the dramatic tension that
the Silmarils team have be-
come famous for. Some
atmospheric sound tracking
has the player ready for a
game of mammoth propor-
tions. The first sereen, which
offers a click and try menu
system, promises much but
then the game fails to impress
as much as it might.

The object is to create a
country that can sustain both
itself and your projected
armies. It would also seem

necessary Lo control the winds
somewhat through the nation-
al religion which also takes
time and money and an eye
for the season of the six
month year. The secret of this
game seems to be in balancing

FACTS

Title: UTOPIA, THE NEW
WORLDS

Publisher: Gremilin

Price: £19.95

Revieswer: Damon Howarth

SIGHT & SOUND

These are of the same qualify
as the parent game and are
quite suitable

GAMEPLAY

Al least as good if nof befter
than the original, some scroll-
ing is a liffle smoother

VERDICT

Waorth gefting if you are a Uto-
pia fan

lssue &0 - Mew Atari User

the budget to keep
the seven minis-
ters of your
cabinet happy-
Book balancing is
not all that needs
to be done however as the
enemy are sending fleets after
you despite the fact you only
recently completed profitable
trading two screens ago.

To defend and attack takes
flying ships and thus you ac
cess another menu and lose
more money designing the
right type of ship for the job
and then appointing the cor-
rect crew. All these options
come with excellent graphic
backdrops but once this is
taken account of there is very
little actual game. The basic
premise is Kingdom and the
player involverment drops
rapidly after the first few fal-
tering steps. Once the inter-
face is sorted out the actions
become reactive rather the

his plece of software is
an add on to Utopia
which received a re

view several months ago. In
essence Utopia is a Populous
siyle of game in which the
player creates and terralorms
different planets to achieve a
balance of resources and de-
fence initiatives. Starting from
virgin ground there needs to
be power sources and living
quarters established. There
are enermies to defeat and
wars to fight which all needs
to be balanced with a growth
rate in numbers and technolo-
gical ability. Anyway this s
not the time or place to re-
review Utopia.

These New Worlds are the
products of one spare data

planned and winning becomes
irrelevant in a mad scurry to
entertain your advisors.

I find it very hard to criticise
this game further. The mecha-
nics are fine, the sound is

good and the overall cosmetic
effect is of a high standard.
Unfortunately there is not the
depth of gameplay or even the
involvement of characterisa-
tion to merit much more com-
ment. I might be becoming
cynical in the face of commer-
cial campaigns but this game
does not offer a proper chal-
lenge. This reminded me of
early 5T offerings from the
days when graphics were all
and plot was an aside. It is
very pretty but with little true
substance,

disk and thus need
# the original game

8 to play. They pro-
vide ten new and
ostensibly different
backgrounds to play out your
tactics of world generation and
domination. Graphically they
are of the same high quality as
the originals and the com-
mand interface is also the
same. The new problems stem
from differing land mass styles
and from the new intelligences
that the player has to encoun-
ter. I believe these have a
tougher outlook and manage a
meaner game,

The main work screens still
look like Populous and the
placement of icons is also the
same, indeed having spoken
with old Utopia fans [ am in-
formed that little of the overall
structure has in fact changed.
[t was remarked on that the
world now looked more like an

UTOPIA

THE NEW WORLDS

Title: STORM MASTER
Publisher: Silmarils

Price: £25.99
Reviewer: Dameon Howarth

SIGHT & SOUND

Very good, colours are strong
FX and music superb

GAMEPLAY

Lacking in orginality and any
long term desire to play further

Over dressed, over hyped and
over here, maybe this is
France's revenge for Going For
Gold!

ice field rather than a desert
and that some of the tried and
tested tactics seemed to fail a
little, but apart from that
there was little else of note.
Even your board of lieute-
nants are the same. This too
seems to suffer from sequeli-
tus although in this form of
game that is not altogether a
bad thing.

The maintenance of the
familiar allows the player to
continue playing without dis
tractions and therefore allows
more concentration on the im-
portant environmental and
military factors that are the
essence of the game. As a data
disk with new challenges this
succeeds very well, it has even
moved me to try the whole
game myself. It offers more
control than Populous and
some better opponents. If you
have Utopia this could well be
a useful addition.



B Atari Support IS

WHERE
CANI
FIND ....

Software Infinity

642 East Waring Avenue
State College, PA 16801
Good PD selection. Have just
begun marketing commercial
games [rom overseas
DataQue Software

PO Box 134

Ontario, OH 44862
Turbo-816 16-bit upgrade
board, TransKey hardware for
using IBM keyvboards on the
8-bit, and other hardware

B&C ComputerVisions
2730 Scott Boulevard

Santa Clara, CA 95050

Tel. (408) 986 9960

Huge selection of software and
hardware items. Also some
new commercial games, un-
available elsewhere

amore Software
2104 Arapahoe Dr
Lafayette, IN 47905
Good PD/shareware selection
with extensive documentation

Change In Heat

12 Bella Vista Place

lowa City, lowa 52245
Independent programmer has
produced 2 excellent commer-
cial quality games for the 8-bit

Bresnik Software

555 Ware Street

Mansfield, MA 02048
Another independent, produc-
ing good educational software

UltraBasic

10 East 10th Street
Bloomsburg, PA 17815
8-bit speciality software

NERDS Software

18 Wendy Drive
Farmingville, NY 11738
Printshop related software

IB Computers

9244 5.W. Beaverton-Hills
Hwy

Valley Plaza Shopping Center
Beaverton, Oregon 97005
(503)297-8425

BellCom

PO Box 1043
Peterborough, Ontario,
Canada K9J7AS

The largest PD)/shareware
selection

Compsult

PO Box 5160

San Luis Obispo, CA
93403-5160

Closeout items galore

The Atart 8-bif computers are, without gquestion, the finest home computers ever designed and can
still hold their own against any home computer. More powerful than any 8-bit and much easier to
access than any 16-bit, it is a great pify that software and hardware support is dwindling. You
can still find support for your machine, though, and this directory should get you on the right
track. [t is by no means comprehensive and we would be happy to receive details of any other
companies, anywhere in the world that still support Atari

We cannot guarantee what response you might get if you write to any of these companies, but
give it a try, they need your support as much as you need theirs. Stick a couple of International
reply coupons in an envelope and, if you don't get a reply, the most you lose is a few bob. Bul if
you do get a response, it could open up a whole new world and add years to the useful life of
your Afarl. Don't forget to keep us informed if you find good support for your Alari Cassic.

No Frills Software
800 East 23rd Street
Kearney, NE 68847
Closeouts & Printshop
graphics

Miles Better Software
219/221 Cannock Road,
Chadsmoor

Cannock, Staffordshire
Ws11 2DD

England

Surely known to everybody
and, apparently highly regar-
ded in the USA

Electronic Clinic
4916 Del Ray Ave
Bethesda, MD 20814
Refurbished equipment

Kake Software

9 Smith Ct.
Vincentown, NJ 08088
Assorted theme disks

Bacmun Software
1671 East 16th Street,
Suite 629

Brooklyn, NY 11229
PD theme disks

Alpha Systems

1012 Skyland Drive
Macedonia, OH 44056
Utility software & hardware

American Technavision
15338 Inverness Street

San Leandro, CA 94579

(510) 352 5639

Large selection of commercial
software at closeout prices,
and hardware replacement
parts

Best Electronics

2021 The Alameda,. Suite 290
San Jose, CA 95126

(408) 243-6950

Enown as the Atari hardware
store. If they don't have the
part you need, nobody does

BRE Software
352 West Bedford Ave,
Suite 104

Fresno, CA 93711
PD/Shareware

C&T ComputerActive
PO Box 883
Clinton, OK 73601

MWFPDS
890 North Huntington St.
Medina OH 44256

Phantoms Atari 8-bit
Box 331 Levisa Road
MouthCard, KY 41548

Vulcan Software
PO Box 692
Manassas VA 22111-0692

Newell Industries
P.O. Box 253

Wylit, TX 75098

Tel. (214) 442 6612

Innovative Concepts
31172 Shawn Drive
Warren, MI 48093

(313) 293-0730

Accessories, hardware, PD
software

CS5S

FO Box 17660

Rochester NY 14617

(716) 429 5639

Speciality hardware items,
8-bit repair service

San Jose Computers
640 Blossom Hill Road

San Jose, CA95123

(408) 995 5080

MNew and reconditioned hard-
ware and software

Entertainment Excellence
1805 Princeton Place
Merrick, NY 11566
Discontinued 8-hit software

East Hartford Computer
202 Robert Street

East Hartford, CT 06108
Discontinued software for all
computers

Aerion Software

PO Box 1222

Riverdale Station, NY, NY
10471-1222

Markets a new 8-bit commer-
cial game

Toad Computers

556 Baltimore Annapolis Blvd
Severna Park, Maryland
21146

(301) 544-6943

Now offers a selection of soft-
ware and reconditioned
hardware

Stourbridge User Group
99 Bredon Road
Stourbridge

West Midlands DYS 4LA
England

(0384) 379575

Large PD/Shareware library
Gralin International

11 Shillite Road, Poole
Dorset, BH12 2BN

Hardware and software, in-
cluding ICD products

Micro Discount (Derek Fern)
265 Chester Road

Streetly, West Midlands

(021) 353 5730

Large selection of commercial
software, also hardware and
replacement parts

Tiger Developments
26 Menziers Avenue
Walmer, Deal

Kent

CT14 7QZ

Commercial 8-bit software

Next, is a list of maga-
zines still supporting
the 8-bit Atarf

Current Notes

122 North Johnson Road
Sterling, VA 22170

A truly excellent Atari-oriented
magazine, supporting both

B-bit and ST

Atari Interface

3487 Braeburn Circle

Ann Arbor, MI 48108

(313) 973-8825

A magazine supporting both
8-bit and ST, with input from
Atari User Groups in the U5,
Canada and the UK. They also
produce a monthly Atari 8-hit
disk

New Atari User (PAGE 8)
P.O. Box 54

Stafford, ST16 1DR

England

0785 213928

A professionally produced
magazine supporting both
8-bit and ST, also large PD
library for both machines and
commercial software

EXCEL (Robert Stuart)
21 Stronsay Way

Broomlands

Irvine, Strathclyde

KAll 1HZ

Scotland

Disk based magazine and
commercial software

This list was eriginally pub-
lished by the US disk magazine
AIM in July 1921 and updated
by Stourbridge User Group
whose address you will find in-
cluded above. Many thanks to
them and to all who are still
supporting the 8-bit. Long may
it continue!

Flease keep us informed if you
know of any amendments.




Your gresdest chal

liws ahead -ar

with orders over £10

Yes a £9.95 Datasoft game absolutely FREE when you
spend over £10 with the Accessory Shop. Check out the
offers on this page and on the Accessory Shop pages
inside and send or phone your order. If it comes to more
than £10 (excluding postage) we’ll enclose a copy of this
Pacman type game absolutely FREE if you ask for it.*

*NOTE the game is on disk only and will only be sent to those who

specifically request a copy with their order

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE

ZORK 1 obiskonwy

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
bacome addicts graduating to Infocom's more ditficult adventures.
Zork | is the ideal introductory level adventure for beginners or
those with a little experience. If you have never ventured under-
ground before now is the time to try, it's never been cheaper 1o
expand your universe! Classic original Infocom packaging with

excellent manual and a map.
£ 2 u 9 5 ]

OUR SPECIAL
OFFER PRICE

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.

ROM CARTRIDGE

OUR PRICE £2.95
RIVER RAID

This best-selling, all out battle adventure from Activision
will have your palms sweating as you fly up river bombing
enemy bridges, avoiding lethal choppers and hot air bal-
loons. Can you survive far enough up river to discover its
secret? Few can. Now this 1 or 2 player game can be
yours at the lowest ever price. Bombs away!

OUR PRICE £3.95

ROM CARTRIDGE

CHECK OoUT
THE ACCESSORY SHOP
PAGES FOR MANY
MORE BARGAINS!

SUPER SPECIALS

MAXWELLS DEMON

Check out the review in Issue 49, Paul Rixon found this
simple game to be quite addicilve and at this price can
you afford not to become addicted! It’s a different type
of game, more in the Tetris mould than an arcade game.
It sure maim:ruu think and the price won't break you if
you don't get fully hooked.

DISK ONLY Recommended price £9.95
SUPER SPECIAL JUST £1.99

MR ROBOT & HIS ROBOT FACTORY

One of the most famous of platform games that has you
jumping aver fire, running over brea Is and bombs,
cllm ladders, sliding down and more wih
some great graphics. Master all 22 sereens if you can
and then create your own for neverending fun. This is
what platform games are all about.

DISK Recommended price
ONLY £9.95 on disk

SUPER SPECIAL JUST £1.99
ZAXXON

One of the all time classics for the Atarl, Zaxxon set new
standards when first Issued and was copied many
times. Pilot your craft across the unique 3 dimensional
battietield shooting enemy fuel tanks, anti-aircraft tanks
and missiles before la ing off through space for the
ultimate conflict with a mighty robot - few have got this
far! Zaxxon, often copied, never bettered and ER at
this incredibly low pricel

DISK Recommended price
ONLY £9.95 on disk

SUPER SPECIAL JUST £2.99

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED 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




